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HE WAR
FOR THE SOUL
OF [TIANKIND

elcome to Dasx Hiwesy, a roleplaying game full

of danger, mystery and brutal violence, set in the

decaying far future of Wiarbammer 40,000, You are
about to embark on perilous adventures |l||u.\ the dark heant
of the 415t Millennium. You stand on the
ar. As an Acolyte of the powerful Inquisition,
you will root out threats to the Imperium of
engage in deadly combat against heretics, aliens and witches.
You will face Dae

and secret w:

1. You will

vic possession, and bartle for your very
survival amidst a web of conspiracy and betra But perhaps
the biggest threat you face is your fellow the human
soul {5 such ferrile ground for cormp
shepherd mankind from the manifold paths of damnation,
with a smoking boligun if necessary

Do not sh

n. It is

from your noble calling, hard as it might be,
Diesperate times call for desperate measures, and these are the
darkest rimes that humani
is beset by enc
you 1o stand rall and make a difference

5 ever known, The Imperium

es, both I“olll within and without. It is up 1o

WHAT IS A
ROLEPLAYING GAME?

Right abour now you might be wondering just how

roleplaying game works, and what you need 1o jump into the
action. Excellent. Such inqui ark of a fine
Acolyre {of course, sul your curiosity
another). Well, rest assurcd, not only is roleplayin

eTNeSS 5

wl

exciting, it Is also very easy to learn, This book e
the rules and information you need to get started—so you're
already halfway there. OF course, if you are merely reading
this book in your local gaming store or booksh
buy it immediately. Mot only will it be 2 sign of your extremely
good taste, you'll also be able to introduce your friends to a
whole new world of compelling gaming.

You may well have already played a roleplaying game
for RPG) on your computer or games console, or indeed
our companion hobby pame, Warbawmer Fentary R
If you haven'r, what you basically need 1o know is |h.n a
moleplaying game allows you and your friends to take the
rele of a hero at the centre stage of a dramatic story. You get
o pick what your heroes, or Player Characters (PCs), get to
do, From what they sa
look like, you and your

p. you should

o how they fighe and whar they
jends get to shape the action

In concepr, this all might seem rather chaotic. How is the
story told? How do you decide what happens? What do you
do if you and your friends disagree? That's where this book
comes in, Warbammer 40,000 Roleplay presents you with the
rules of play, and deseribes the dark and gothic world of the
415t Millennium. This book explains how to create your

character, how to Blast down aliens, how 1o uncover heretical
secrets, and much more.

Before you can begin, you and your roleplaying group
have to make an imporsant decision: who is going to be the
Game Master? The Game Master [referred o as the GM)
is the referee and the lead storyteller, the person in charge
of running the game. The GM does not play as others
deo; instead, he or she presents the stories and situations,
describes the wonders and perils of the galaxy. plays other
characters and adjudicates the rules. The
{ your group, so choose wisely, The
GM ought to be fair-minded, well spoken and imaginative

An eye for detail is also helpful

i is the most
{mportant member

Whar You NEED
To Pray Dark HeRESY

oup to use,
nload free

Emie .iunuL ombat, Games
del range v S0000 miniatures ane

ideal for 1

patnes-workshopoom for

arest stockists
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If you are the GM, you need 1o know the rules of this book

job in Chapter VIII:

quite well. You can learn more aby

find much of Dasx He
imporrant details of the
If you are intending to by

1 Chapter IX:
The Inquisition
hat roleplaying fs, be sure to
mple of Play on page 10. This descri
game is like

e Imperium and Chapter

ilbustrates

WHAT'S IN THIS BOOK?

Duank. Hexesy is divided into thirteen chapters. They are:

INTRODUCTION

The section you are reading right now. It p
of Daxs Herist and moleplaying in gen

des an overview

CHAFTER I: CHARACTER CREATION

This chapter takes you step by step through the process of
peating your character for the game.

CuartER IT: CAREER PATHS
Career Py r
both d you became an Acolyte

investigative group. This chapter

blocks of your character. They

er Paths, and also explains you

can improve and develop your charactes through game play.

Cuaprer IT1: Skirts

Tech- y ek er hias a variety
prer describes

CHAPTER IV: TALENTS

Whether it’s Bulging Biceps or Unshakeable Faith, every
character also has certain special abilitics that make them

unique. This chapser describes all of these talents.

CHAPTER V: ARMOURY

This chapter describes some of the tools, trappings, weapons
and armour your Acolyte may use ¢ Ve

CHAPTER VI: PsycHic POWERS

From firing bolts of pyrokinetic flame or issuing telepathic
commands. Emperor-gified Psychic Powers are mre and
dangerous. This chapeer explains how they wark and what
happens when they go wrong.




CHAPTER VII: PLAYING THE GAME

In Dak Hesesy you will be forced 1o fight for you
against a variery of heretical foes, and this chapter tells you
how to do it. It also tells you how to make Skill Tests, spend
Fate Points and perform other rules-related actions.

Cuarrer VIII: THE GaME MASTER

The GM has a special role 10 play in any roleplaying game and
this chapter explains how to take it on. In additic
how to run 3 Dinx Heresy game and how 1o be a pood Game
Master, it also contains rules for cormiption and experience.

to advice on

CHaPTER IX: LiFE iv THE IMPERIUM

415t Millenni

This chapte

describes the Imperiun

in all its decaying, war-torn glory

Cuarrer X: THE INQUISITION

In Dark Herest you take on the role of an Acolyte of the

Inquisition. This chapter provides key background details

about the mysterious organisatbon ¢ Inquisition.

CHarrer X1: THE CALIXIS SECTOR

The Calixis Sector is the core sett ARk HERESY.

This chaprer provides an overview cctor and then

zooms in on three Key planets. This should give the GM

y of material to work with when running games

CHAPTER XII: ALIENS,
HERETICS 8¢ ANTACONISTS

is fraught with all manner of deadly creatures, and
r provides background and game stats for various
adversaries that can be found in the Calixis Sector,

Cuarrer XIII: ILLUMINATION

Mlumination is an inroductory adventare thar GMs can use to
Wick off their Danx Henesy campaigns. Be wamned though—this

chaprer is for GMs only and should not be read by the players.

olling 4

{and halying




AN EXAMPLE
OF PLAY

Fyou are new to roleplaying, you may still be unclear on
how it all works. What follows is an example of pla
doesn't explain the rules of the game (that comes later).
but it does show the basics of roleplaying and the Game
Master's job in setting the scene, relating what the players
discaver as they explore and interpreting the rules.
In this example, Jez is the Game Master. Lyra is playing
Amaosis Tem, an assassin trained by one of the I
many noble houses. Rl\k is playing Vilmos Pal
Guardsman from Naval
an Ad,
Lazaro

curity. Will is playing Sylus Ozdemir
from the Scrivener’s Star of Prol IX. Steve is playing
Iridar, an Adeptes Arbites Arbitrator. The four Player
Characters are all Acolytes serving under Inquisicor Hastor
Whitlocke of Ordo Xenos. They have been sent 1o a research
station on the fringes of th ixis Sector to investigate a

or W che

an the rese
- greeted you in fing bay. N
grarded the entryway. No one has appeared in the shadowy
vaulted halls. Now you're approaching wha
command cent
Rick |Vilmo:
Lyra [Amosis]:
approach the door and sec if' | can open ir.
Steve [Lazaro]: “Sylus, you and | should har

What do you want to da?
: 1'll sweep the corridor, shotgun e

When 1 et the hand-sign from Vilmos

cover them.”

Will [Sylus]: “Agreed.”

Jez [GM]: Okay. Vilmos, you sweep the corridos and find
no threats. Amosis, you get up to the
security locked

Lyra [Amaosis]: Thought sa. Ill use my Se

sor and

iy shill to

try to open it

Lyra rolls 3
Jez [GM]: That's ¢ gh, the lock was not hard to
averride. The rusting dc-u: slides open 1o rev e command
centre. The first thing you notice is that there's a lot of blood
in here. Then the stench hits you like a blow to the face. The
source of the smell and the blood soon becomes There
are three bodies inside the command centre.
Lyra [Amosis]: “Emperor preserve us.,
Rick [Vilmos]: Any encmies?
Jez [GM]: Not that you can see.
[Sylus]: I'll examine the
SUEVIVOTS
Steve |Lazaro]: I'll see if | can access the station's data
logs. “Vilmes, cover us”
Rick | Vilmos]: “But of course. You don't want me fooling
with the machinery.”
i “Mo, we certainly don’t. Weapons and

bodies and check for

cogitators, They weren't shot, but something smashed them
1o pieces. As for the crew, there are no survivors.

Wil [Sylus]: Whitlocke said there might be renegade Eldar
in the area. I've seen wounds caused by their foul weapons
before, Can [ rell if this is what killed the crew?

Jez |[GMJ: Goad question. Make a Medicae Test.

Will rolls a Medicae Skill Tess

‘Will [Sylus]: | made it—just!

Jez [GM]: Good work. You can easily tell that these wounds
were not caused by alien weaponry. Two of the corpses seem
¢ been slashed by a close-combat weapon or maybe

ind of sharp claw. The third corpse is headless It
appears as if his head exploded

Will [Sylus]: A bolier shell maybe? They explode inside
their fargets

Jez |[GM]: You don't think so. There'd ar least be some

it from a bolter shot. As you take a choser look at this
u notice something else. Underneath the blood and
u can see he's wearing the robes of an astropath,
I [Sylus]: “Lazare, | think 1| found our missing
astropath...”

Steve [Lazaro]:

Emperor save us, that

some

“An asropath whose head exploded?
annot be good.”
out of Lazaro’s mouth
a blood-curdling scream and the air tums
heavy thuds from behind the closed door
ething is coming
will [Sylus]: “T
Lyra [Amosis];
Steve [Lazaro]: “Stand firm and do your duty!”
adventure continues on from here. Who or what is behind
e door? Just whar happened ar the research station? And
where is Tomas, the missing agent of Inquisitor Whitlocke?

wrone profect us!

Rick, Lyra, Will and Steve will find our as their adventure
continues. Your own game, however, is just beginning,

An InpormanT Note Asout REALITY

aside

out that Dazk
copts. Dienbons,
and despair are all mtegral

- it must be pointe
theres and ox

ith these things. itdoesn's mean every
be a harrowing experience. Dk

e and it's meant to enjoyalbilel Stmdlady, all
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CHAPTER [:
(CHARACTER
(CREATION

syour duy? o look the wniverse in the fi
eve To ']

e and then
v finger on

s i curse o you
the trigger. Tis kmo that you are dag

— Inquisitor Soldevan, Ordo Hereticus.

n Dark Heresy, you take the r

of an Acolyte,
4 traince investigator in the service of a powerful

Inquisitor. Yo inthess billions, have been
chosen to play a part in 2 war so great and
ordinary m

, out of the ¢

rrible that
must never learn its secrets, Your masrer will
h all manner of m

task you wi

ssions, in which you will
encounter witches, aliens and even Daemons, You will be
tempted with power and

xposed to corruption. You, your
allies or even your master may fall under the thrall of the
Dark Gods. Should this happe
purge with fire and 5, for the Ruinous Ones,
the Chaos Pows are insidious in their evil and would
siroy you and all of mankind if they could

. it will be your duty to
¥

ghteousn

Yeu and your fellow Acolytes must struggle to hold back
many threats thar face h

anity. You must do this
nowing that your na
o history,

€ will never be recorded in

Power,

ame and grandeur shall never be

but you do not fight for these things. You fight because you
must. You fight because failure will mean the destruction of
the the destruction of all mankind

It's not going to be easy. In the earliest stages, you are lirthe better
h st Millen
colyies recruited ir

perium

L
the many scores of

anyone else of

You are m

ierely one of

1o the Ingudsition. You'll
se your wits, luck and the skills of your companions to

the best of your abilities if you are to survive, The lofger you kst
and the stro you become, the gn
asked to face, The war for o
even should you live ke

er the foes you will be
ankind is uneading, and

e soul ¢

g enough to become an Inquisitor, you
will never knaw peace wniil the cold embrace of death,

When you die, you will not be missed, but then mere
glory never made heroes. Your struggle, your triumph,
your failure—these are the things that matrer, They matter
because, Emperor willing, you will have made 2 difference,
however small. In the 41st Millennium, that is the Breatest
legacy a man may

e hope for,

CREATING YOUR
AcoLyTe

starte

mission, you need to make your
>, known as a Player Charac
Ayer Lharacter is a simple process thar many
people find fun in itself. As you move through this chaprer,
you will find the mols to construct an

nteresting persona
a about what the
ay be unfamiliar terms,
Places and concepts within this chapter,
all will by

e, there

it have no fear
ned as you explore the rest of this rulebook
and learn of the Daxk Henesy

Before you get stary
You will require 1w

d, you will need to gather some supplics.

tensided dice for 2d10 as they will be
woughout the rules), a character sheet, 2 pencil and
an eraser. It s best to write everything in pencil to start with, as
» hanging or adding 1o things as you o along.
You meay Iike o have some spare & paper to make notes.
T with the group of people you'll
ushe your PC. Not only i it more
fuun to compare things 2 you po alang, you will also be able w0
make sure that y ters all complement one another

referred to

¢ end up

It b also usefirl ro gee togeths

be playing with when you

There are six

follow whenever you

ch step is relatively simple,

and recording your

sebections onto your character sheet. Each stage in the

WS

R

character creation process is as fa




StacE ONE: HoME WoRLD

¢ first step in creating your character is to
¢ your Home World. The Imperium is a vast
#hace, filled with innumerable worlds, cultures and
ilisations. Dare Hemesy contains four broad Home

m

d archetypes commen to the Calixis Sector: Feral

World, Hive World, Imperial World and Void Born, Your
fome World says a lot abaut you, where you came from,
you may look like, your mannerisms and your
semspective on dealing with others.

STAGE Two: GENERATE CHARACTERISTICS

of the key things about your character are defined in
of numbers. The:
ent your

aracteristics. Th
1ging from phy:
ghness, 10 me

are calles
capabilities, r
rength and
aes like Intelligence and Willpower

Acolyt

cteristics such as

StAcE THREE: DETERMINE CAREER PATH

our Home World and

acteristics are important
Path tha
game

¢ understanding your character, it is your Care

function with

nes your charac

¢ Paths: Adept, Arbitrato
Guardsman, Imperial Psyker,
¢ the game,
e. This opens doors 1o a host of new options,

ur Rank withir

neans o customise your Acolyte.

Stace Four: SpEnD EXPERIENCE
Porvts, Buy EQuIpMENT

This is where you can furt

customise your Acolyte. All
characters begin play with an amount of Experience Points
xp) to reflect their lives prior o servin

Inquisitor, You
nd your starting experience to purchase new Skills
and Talents ar improve your Characteristics, See Chapter II:
Career Paths for details
s also receive some starting money, which you can use
10 buy additional weapons, armour and equipment from Chaprer
Armoury for your characrer should you so choose.

This is also the point where you add Fate Points and Wounds

Stace Five: BRINGING YOUR
CHARACTER TO LIFE

Onee all the numbers are finished with, it is time to
flesh out your Acolyte, This stage helps you define your
character’s appearance, their past, tem ients, beliefs
and more. This is an important step as it helps you porteay
the character during game play and makes your Acolyte

2 unique being, helping to set him apart from others who
may fill 3 similar niche

STAGE Six: PrAay Dark HERESY
With all of this complete, you are now ready to play Dasx Hinsy!

Srage ONE:
Jome WorLD

it & people. The Imperitum is

ame is ve fonger a place,

ir3, andd you are the Impertum'’s.
~ Catechism of the Founding, Gunmetallicus 104",

our Damk Hemesy character may work for the
Inquisition now, but that was not always the case. The
type of world a charcter grew up on affects many
things about them, from

ir physical abilities, skills and
temperament 1o their appearance and the Carcer Paths they
may choose. If you have an ides
you would like to play, you may select 2 Home Werld from
any of the types described on Table 1-1: Random Home
World. Otherwise, feel free 1o roll the dice and see what the
Emperor has chosen for you

about the type of character

TABLE 1-1: RANDOM HOME WORLD
Roll Result

(D100)

01-20 Feral World: Feral worlders are big, strong

and tough—perfect if you want to play a

character that is good at fighting,

21-45 Hive World: Hivers are fasi-talking, quick-

thinking individuals, perfect if you want 1o

play a character wha can blufT their way out

of anything

46-90 Imperial World: Imperial citizens come
from all sorts of different planets and cultures,
0 make great characters if you want to play
someone who is a good all-rounder. Imperial

zens have the widest choice of careers

available to them,

91-00 Void Born: Void Born are weirdly lucky and
strong willed—perfect if you want to play a

psyker or scholastic character.

When you have chosen your Home World, note down your
starting Skills and Traits on your character sheet and move on
to the next stage.
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barren rock-scapes strewn
nuclear storms. Some lie

ds are almost impossible
red as they can harbour rich

h-filled jungle or upon the burning human settlers in ¢

pet, man has reverted to a more
¢ fallen into ruin. Perhaps they are the
smen from an outpo
of strande

of populated

the e

a planetary

erns his planet from
stablis
15 devian
the warrior

antly hunted
e a haven for

by Death Calts or Assasstnorum schosls,
g the art of the kill, they become fierce

¢ are deadly in

vd merciless Assassins, 1 and accustomed 1o death,
the extreme

Guardsman

Feral worl rdsmen are usua reions tithed to th 3 Guard by the elders of their particular clan. They
are sometimes trained en masse amps or ship hold hers are merely shown a lasgun and trusted o
get on with it Also, there arc pstructed by bers t i, -learned rites and religious rituals.
They make tough and ¢ fict for protecting a

Imperial Psyker

Imperial Psykers from feral worlds were once th ans, cunning folk of their clan. Their talent i
stich that th e t 2 2 e ag of the Black Ships of the Inquisition, They
wield strange powers, from hea Fms to sxes. Some peer into entrails to perceive the futiire,
whilst others can creat o strike dowr foes. They are naturally tough and hard 1o kill, which can be
both a blessing and a curse.

Scum

Feral world Scum are the scavengers and survivors of their peoples. Some hang around colories and ouposts, thereby becoming
seitil-clvilised, whilst others have come from post-apocalyptic workds where theft and gang warfare are the nom. Adept at
thievery and tricks, they manage to survive by using a combination of wits, light fingers and barcBced cheeke




The inhabitants of feral worlds are strong, hardy
who disdain weakness and often band 1og)
sarmior clans. The survivalist mentality and physical prowess
i feral worlders makes these planets good recruiting gro
¢ the Imperial Guard or even the Space Marines, Sometimes,
ng a feral worlder from their famil
nnerving experience for them, and their primiti
be unable to cope with the knowledge of basic conceprs
as space rravel, In these in
poor feral worlde

peaple,
er in tribal

ar environmern

bean

ances, madness ensues and

st either be imprisoned or put out of

s misery. Even those who make it into the wider Imperium
in many of their tribal traits and traditions. Sometimes th
be incredibily the Ca
Walves of Fenris arc pr
traditions can appear 1o be strange affectations or social
the b

dead comrades in bautle, spitting whenever a psyker uses his

han jungle fig

pe examples—bur sometimes

nes of

ces, such as an insistence on wearing

powers, or applying war paint before :

Ferar Worrn PCs

al World characters are those who haw
1d and
robust, str.

remained sane—for the most

ghtforward characters, r

following the G

ombat due to their size and srength, However, feral

worlders are uncomfortable in any strange situation,
ct well 1o psy
£ rechnological
he Imperial nobility. They
, and they do it well

not re

hic phenomena, extr

s

accomplishment or the polite society

e born o fight and o

FErRAL WORLDER SKILLS

feral worlders can converse in their regional tongue.
n. I worlders gair
e (Tribal Dialect) {Int) skill

que o their world of

Speak Langy

FErAL WORLDER TRAITS

Feral worlders gain the f

lowing Traits. Record all of these

your character sheet

Iron Stomach

Food is often scarce on feral worlds and those born on such

worlds learn 1o set aside their revulsion and eat whatever
they must to sirvi
Benefit: You gain a +10 bonus 1o

resist the effe

otize Skill Tests made to
ofingested toxing, poison of tinted foods. This
bomus applies to Tests made 1o consume unusual or unpleasant
fotting meat, Grox testes, corpse starch rations, o
name a few—as well as Tests made 1o resist throwing up.

meals

Primitive
Feral worlders have no time for the mysteries of technology
¢ the rubbishy constraints of etiquette and social niceties

Penalty: You take a ~10 penalty on Tech-Use (Int) Tests
and a —10 penalty to Fellowship Tests made in formal or
civilised surroundings.

Rite of Passage
Life is harsh for a feral worlder, and blood spills all 1o
frequently. Whether through surviving a beutal initiation
ritual or through tribal reachings, feral worlders are adept at
tending bleeding wounds.
Benefit: You may spend a Full Action o make an
Intelligence Test to staunch Blood Loss (see Chaprer VII:
Playing the Game on page 211). This is a Full Action
On a success, you manzge to stop the bleeding

Wilderness Savvy

R CRE

tomed to hunting their own food
Benefit n (Surface) (Int), Survival {Ing)
and Tracking (Int) count as Basic Skills for feral

worlders.

ACTH

CHAR
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able, sometimes deadly to
The hives themsel

Hive WorLD CAREERS
—1 Chara

ters from hive worlds ¢

take the following

reer Paths:

Arbitrator

Hive world Art

fept ar beating

rs of the h

al law kee
duty, Whatever the case

v theose that w

Assassin

Hive work

rivals 1o scttle a difficult

use. Others move amongt the ghittering spire nobility, sowing

son and death in o

and-1hrust we I politics.
Cleric

Hive we
Cthers ¢

Guardsman

rting them to ever greater works in the Emperor's name.
< the souls of :

cep in the bowels of the hive

Hive world Guardsmen are often from the ranks of the hive militia or Imperial
¥ st

ed troops who act 1o defend the hive
oot soldiers drawn from the rnks of the personal
fenidi

heir gatig beriiory,
Imperial Psyker
Hive world psyke
of indentured servitud

ir bi

h class an

of the nobility, Mary endure 2 life

ing business dealings or reading §

Is packe

tiunes for fashionable noble matrons. Others are ree
within the n

10 dampen the psychic resanan millions

skin of the hive, Some soothe and numb the

workiers, whilst o seditious, o ar seeretly psychic

Scum
Hive word Scum are usually of the down

iden lower classes of the hi

Saine are vicious gangers, ready to murder ot 4
3y be middle hivers living 4 life autside the porm,
{ disrcpute by scandal, disinheritance or

Wihatever the case, they possess a reckless disregard for autherity and Law, living by thefi, lics and chicanery:

Tech-Priest

Hive world Tech-Pricsts are usually recruited from hereditary caues dedicated 1o maintaining the falsric of the hive itself, Many
Tech-Pricsts view other hivers as litfle more than erganic companents in the glarious machine-spiris of thie eity, thers delve:

mommchit’s notice, whilst others are peny thieves and cretesercevers. Some

‘whilst a rare few might b

e idren of noble families, driven to a life

into the decp and forgotten p st secrets of the hive's origins.




and basic materials for the teeming masses, For most people, life
in the hives is oagh. Conditions are squalid and unsanitary. The
wvery air breathed by the countless hivers is recycled from the
spire above and pumped through the rest, growing ever more
birver and poisonous the further down i filters. Even the w.
distilled from the discharge of the upper hive, and food i fact
produced, sometimes algac-based or spun from corpse
Pollution and overcrowding are the ket of the hivers' worries,
a5 gang violence and outrig s pam of everyday life,
particularly in the lower bevels Most hivers know ¢
hive-city and da not leave it during their lifetim
the sky or set (oot on the surface of their owr Their life
is one of servitude in 2 manufactorum, couple a struggle
fior survival in the increasingly crime ridden hab-levels Those
few that do manage to beave the hives are often of a nervous
disposition, and suffer terribly from agosaphobia

Beneath the hive-ciry isa I.mlmlm ey kenovwn as the underhive
These underhives are creations of
polhuion, power fi
occumences in the lowesz pants of the hive-cities. Sometimes the
damage & repaired, but more often than not the appeals of the
refupees fall on deafl ears and the underhive expands. In this area,
noemal habitation s impossible, but the underhive sl serves as 3
refiage for hive scum,

Iy their own

y nEver see

tastophe-—cxplosions, water

urc and collapsing acces mnnels are comman

aw

vs and the m

ally unstabl

in some mase mstances entire sub culures manage w develo
de realm, It is a region
social structure of the hive, though some peoph
fF frc

subsist i this irshospst arside the formal

forced 1o live

there a5 entire levels are aceidentally cut
Heavily bamicaded settlements f
the underhive, though even h
recopnised authoricy,

Underhives are fic

n the hive-ciry

the oaly havens of order in

he law of the gun is the only
nd those who po unarmed are

exs in more warys than one, and are often

seen a5 o necessary evil. They separate the hive-city from the hive
bonom—a desola e abandoned,
partially flooded by centaries of efffuence and industrial waste, In

e, polluted waste, long

the hive botom, the onl

living things are the most monstous

mutants. Sometimes these foul orearures find thelr way
their children wit
es. Minor mutation

and is often overlooked by

underhive, and in a hive-ciry, parents sca
storics of sump spawn and plague 7o
B comman in the underhive
desperadoes who resd
such as the Redemptionists, ch

there. However, some
one of their \nlxldrﬁl o !hl
underhive to cleanse it of mutants. Same ase iever seen aain.

Hive WorLp PCs

Mot afl hivers are content to serve their world in the timeless

Eshion: some dream of better lives, driven by a desire for
wealth, freedom, power or adventure, of just the urge to
eseape bludgeoning poverty. You are one such hiver—a young
adventurer, willing w chance all for a taste of wealth, pres
and power. Hivers are resourceful and quick-witted, more likel
1o rely on gadgets and

t-talking than cutright confrontation

Hive WoRLDER SKILLS
All hive worlders can converse in the common cant of their
home, each one unique to their hive of origin. Hive worlders
jgain the Speak Language (Hive Dialect) (Int) skill

Accustomed to Crowds

Hivers grow up surmounded by immense herds of humanity. They
ving through even the den
Benefi vwids do not count as lell(lrli 'Iuﬂun for hivers,
and when Running or Charging through a dense crowd,

hivers take no penalty to the Agility Test to keep their feet

are used fo w

Caves of Steel

To a hiver, surrounded at all times by metal, machinery and

indusry,
Benefi

e arcane mysteries of technology are not so strange.
Tech-Use (Int) skill as a Basic Skill

Hivers treat the

Hivebound

seldom endure the horrors of the open sky or i
ity of the grea
Penalty: Hivers take a -10 penalty to all Survival (Int)
Tests, and while out of a “proper hab” (e.g. places without
manufactured goods, solid ceilings and clectrical power)
the hiver takes 3 -5 penalty to all Intelligence Tests.

outdoors.

Wary
Hivers are constantly alert for the first hint of trouble, be it
gang shoot-out, hab riot, o hivequake.

Benefit: All hivers gain 2 +1 bonus to Initiative rolls.
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od fior the good of the Imperiam.

IMPERIAL WORLD CAREERS

aracters from Imperial worlds can 1ake any of the following Career Paths:
Adept
Imperial Adepes are the civil servars that run the Empire of 3 work 0 necord and archive the
workings of the Emperor's de with nearly all : g cir ik ers. Whather inferpreting ancient
somes of loce. stamping Imperial Tibe arders or sending : : mankind has cver known
Arbitrator
Imperial / s are tasked wit ing the : 1. They < part of an Adeptus Arbites precinct
an somie 1 2 ala wupon an e > nied upon shrine worlds to

watch for si f j sm, whilst others it a acefu e warlds.

Assassin

Imperial Assassins are ofien members « plae professional killers Some muay hunt criminals for money, whilss ochers may
B o, some are products n rolled Assassinoriem schools, whilst
hed executioners due 1o

ied members of the Ecclestarchy. They mig ine world or minister to the peaples of an
agriewodd, Some might be the orphans of war heroes, raised iarchy atically loyal servants of the Emperor.
Same work amidst the blood and gunfire of the bartefield, w £ ek to raise the spirits of frontier world colonists
in the face of terrible hardships and ravening xenos.

Guardsman

Imperial world Guardsmen are 1 o s tithed to the Imperial Guard. Given up as part of their home
world's obligation to the E |||| eror, thess ;\. ed and equipped with the best their world had to offer Other
Guardsmen may b ¥ 56C £ controlled by the rich and powerfil

Imperial I’syl(cr

Paykers fi perial worlds are ed by 4 el ning some mexsure of respectability and
accepiance. .\‘u\. are servants of some Imperial 1hof, £ g solastic-seeming ritles and almost Ecclesiastical
robes. Largely indistingu: i 2 stigate and serve the Imperium as best they may
Their superiors, meanwhile, watch them closely for signs of corruption or be

Scum

Imperial Scum are the smugglers, thicves, deserters and desperados of the Imperium. Some hail from rogee workds, where
there 8 no government or law, whilst others ha phucked fi the penal legions for their dubious skills, May prey like
parasites upon the socicry of their planct, perhaps trading in forbideden materials, or siphoning off food supplies.
Tech-Priest

Imperial Tech-Priests are ofien the children of a forge world. Some are brought up o be pare of the Adeptis Mechanicus:
wiilst others jain due 1o natural skill, They attend the rites of technology for their world, be it tending the harvestes
Apaceport cogitators, governmental vox mechanisms or colonial mining gear. Same do little more than contemlite the ancient
Standand Template Constructs, whilst others actively search them out.




aits Sin J

fendal backwaters with little more than black powder technology
ach worlds make exc unds for the Imperial
n| the \an Marines and the Inquisition, 2 nothing dsuses
fear. Lpon such planets, the Imperial

lent recruiting gro

L by an

alty to the immortal God-Emperor who

perium, is 5o distant as 10 be liutle mose than a
Most major sciensific ady

rediscovery of forpoten socrets fiom the Dark Age of

= & the Imperiim come from the

kg

reliance on these ancient templates o
any workds For exam i
ey on gigantie seam-powered mononils for long-distmee transport,
stll be unable 1o produce smaller versions of these sged devices,
mesorming insead 10 horse-drown cars for commutin
sisation is equally as varicd. Most Imperial ruledd by
povemin who asumes absokite conteold cither by binfrigh
y chection, The nobiliry frequently

Govemme

ssume all positions of power
echelons of the chass stucture

e worlds, those dioser 1o the
peror’s grace harbour coundess numbers of crazed indnvid

ane: fiee of the hevels of scum that infe

duals

chers who e lost their place in 2 zem-solerance socieny, or who
lised that the galavy is not only uninsginabd
ity towasds mankand. Such nelisation
véi or outright insanity and Imperial wed
ichial, peophets of doom, criminats and gurte

bur Fll

fien leads 1o

are
ash

with broken

. however, also serve their purpose

millions of arpharss produced by constant warfare, within and

are taken in by the Schob Progenium. Many Imperial
ekds are pocked with vast arphanags, where the strict drill-abbors
Fitie r,ummv, pmdu.c |..h|||d| servants of the Empere. Thase
e Imperial My, or even
:mh-ul‘l.dl\ find employment with

With religion, superstition
saciety within the Imperium, dev
ace their faith in gmd honest |
d harrors of
working, praying, e
soul forming a f

ch of
ated. People

nless cycle, each
ding machinery
s often kepe by
te worlds

the Adeptus Arbites. Sometimes, however, ¢
employ civil militias instesd. On such ph
metimes cven off-worlders—;

, mencenarics
e hired to bulk out the standing

part of the Imperial Guard. If a world les
ofien these fighters are the anly thing tha
destruction of an entire world.

ind in the way of the

ImpERIAL WoRLD PCs

To have broken away from the dogmatic constraints of 1
life, your character must either be of exceptional spirit or ’I
real potential. Perhaps you are an adventurer or soldier, or 3
wrue believer beginning a long pilgrimage to prove your faith;
rhaybe: you are 3 mercenary, brought in to defend 3 planet
during wartime. You have undoubeedly seen conflict, madness
of perhaps even heresy, and now, for whatever reason, you are
embarking ingo the wnknown in the name of the Emperor.

ImMpPERIAL WORLDER TRAITS

Imperial wor

ers gain the following Traits. Record all ol

these on your character sheet:
Blessed Ignorance
Imperial citizens know that the proper ways of living are
those that are tried and tested by the gencrations that have
gone before, Horror, pain and de
curiodity, for those that look too deeply into the mysteries of
the universe are all o likely w finy
back at 1
Penalty: Your wise blindness imposes a <5 penalty on
Forbidden Lore {Int) Tests.

h are the just rewards of

malefic beings looking

.

Hagiography

Meditation upon the lives-g

d, more importantly, deaths—
of the Emperor’s blessed saints grants Imperial citizens a
wide knowledge of the Imperium of Man,
Benefit: Imperial worlders treat the Common Lore
{Imperial Creed) (Int), Common Lore (Imperium) (Int),
and Common Lore (War) (Int) skills as Basic Skills.

Liturgical Familiarity
Surrounded as they are by folk of th

faith, Imperial citizens
med to the preaching of the Ecclesiarchy.
Benefit: Imperial world characters treat Literacy (Int} and
Speak Language (High Gothic) (Int) as Basic Skills

are aceu

Superior Origins
Imperial citizens know that of all the worlds in the Imperium,
theirs is, in fact, the most beloved of the Emperor.

Benefir: Increase your Willpower by +3
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Void born characters can 12

s Adepts are of

inisphere of the ship,

g the N s holds s
such as keeping

EVETY CTEW M

Arbitrator
bitrators stride the cc
captatn, wa

and inst

Assa

Void born

and suspected cult le
death cults, mandated by

Cleric

Void born Clerics c

sheepless, or scn

litanies against the warp, whilst others

the capain, while others still are part of the of

Imperial Psyker

Void born psykers ane prized and

Iusting them out before e Prey B0 Some
intrusion, whilst athers bleed out portions of their soul

communications. Whatever

Scum
Void born Scum are the misbegottes

or maybe from a traditional chiss of unsouchabiles. Whatever the case, void born Scum drive and coatrol o

ship and are adept #t sere
Tech-Priest

g, stealing or cono g all manner ol

of the Imperium. Trade
h the Emperor’s

acting to serve the officer caste by analysing data,
d 50 an, Others are tasked with more bizarre duties,

ship’s bloodlines or engraving the names of

. Some work at the behest of the
links with the Adeptus Arbites;

ins kill off roublemakers
ship, Others are members of strange
up to the Emperor,

ng psykers within the crew,
intain defences against such
trained to receive astropathic

1ps spawned through some forbidden imer-casse linson
e black market aboard

treats—from alcolsol o fresh meat and worse.

Void barn Tech-Priests are those given 1o care for the fabric and soul of their ship. Perhaps dedicated from binth, or recruited
thirough natural aptitisde, these Tech-Priests display an eerle connection with their vessel. Some specialise in knowing the
wiys and tites of particular systems, whilss others dedicate themselves to repair. Others ssill whisper into the Gapain's ear, theie
buzzing voices spesking of the desires of the ship itself
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e reality-altering process of
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horrors ¢
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he paychic
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1 to Holy Terra, S

me may
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perar, their graeso
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s themselves are packed into h
d lirtle better than canle.

Voio Born PCs

¥ou have called the interior of a hulk

vessel or space static
MNow you have been thrust in
of others—people completely unlike you-
shock is akin to plunging head first g water, You feel
awkward in the company of anyone whao is not void bomn. Your
back of social skills, unusual appearance, ne
and inability 10 carouse like your comrades combine to make
you fieel like a loner, a fish out of water. You only come into your
own when yous expertise is required tke the rest of them,
¥ou are at exse around psychic phenomena, warp anomalies and
spacecraft, and as such your kind make the best Adepts and
Imperial Psyhers. As long as the common man stands in awe of
you, be'll leave you alone, and that’s just how you like it

home all your he compary

i the culture

to freezir

15 disposition

Vorn Born SKILLS

void born can speak a language wnique to their

vessel. Void born gain the Speak Language (Ship
Dialect) skill

CHARACTER CREATION

'he void born gain the following Traits, Record all of these
an your character sheet:

Charmed
The void born unconsciously channel the fickle powers of
the warp, making them preternaturally lucky.
Benefit: Whenever you spend a Fate Point (though not il
you beirn onc), roll a 1d10. On the roll of 3 natural 9, you
do not lose the Fate Podne.
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1l-Omened

Whether because of their strange looks, clannish ways or
unwholesome air, the void born are shunned and mistrusted
by most. In addition the void born are most likely to atteact
any negative attention that the party of Acolytes creates
accusations of curdling milk, disgruntled merchants, children
with handfils of Grox dung and so on

Penalty: You take a -5 penalty on all Fellowship Tests

made to interact with non-void born humans

Shipwise
Birthed in the depths of 2 spacefaring craft, the void born
have a natural affinity for such vehicles.
Benefit: Navigation (Stellar) (Int) and Pilot {Spacec
(Ag) are Basic Skills for you.

Void Accustomed
Due to their strange and unnatural childhood, the void born
are used to the vagaries of changing gravity.
Benefit: You are immune fo space travel sickness. In
addition, zero- or low-gravity are mot

Srage Two:
(JENERATE
(CHARACTERISTICS

f twer, Bewmered by

— Waremaster Slaydo,

haracteristics represent your character’s raw ability in

a variery of physical and mental areas. Characteristics

are rated on a scale of O o 100, Your chamacter's
Characteristics are important for a variety of reasons, but
principally, they reflect your ability 1o succeed at certain
e you want to roll under your Characteristic when

ing to do something in the game that has dramatic

considered Difficult Terrain for you.

| ExaMPLE

Steve nits doww to creare his characrer, Stnee this is
his first characier for Dank Heresy, be'’s nor quite
sure what be winis o play, 5o be leaves his choive o
faate. He rolls percemtile dice (d100) and gees & 05
Comparing the remle to Table 1-1; Random Home
World, be fi It from an Imperial
world. He reads over the description and makes @
few notes abour bis life befare serving an Inquisitor
e he records & nfarmarion on his character
beet and then applying the effects of bis Trary tm bis
Skills (Forbidden Lore, Literacy and Speak Language
(High Gatbic)), Finally be maker & note to fncrease
Willpower Characreristic by +3. Now that

he's dome with this step, he's ready to generate his

his Acolyre

Characieristics

es, the higher your C

Weapon Skill (W)

Weapon Skill measures your character's competence in
hand-to-hand fighting, whether using fists, knives or
chainswords.

Ballistic Skill (BS)
Ballistic Skill reflects your character's accuracy with ranged
weapons, such as lasguns, crossbows and autopisols

Strength (S)

ength describes how physically strong your character is

Toughness (T)
Toughness defines how easily you can shrug off injury as well
as how easily you can resiss toxing, poisenons environments,

¥y
disease and other physical ailments.

Agility (Ag)

Agility measures your character’s quickness, reflexes and poise.

Intelligence (Int)
Intelligence is o measurement of your character’s acumen,
reason and knowledge

Perception (Per)
Perception describes how well your character perceives his
surroundings. It reflects the acuteness of senses.

Willpower (WP)

Willpower demonstrates yoor character's ability to withstand
the horrors of war, the terrors of space and the awfulness he
is bound to encounter in his missions,

Fellowship (Fel)
Fellowship is your character’s ability to interace with other
creatures, o deceive, charm or befriend




TABLE 1-2: CHARACTERISTIC BENCHIMARKS : =i
Scorc Significance Examples EXAMPLE
10-15  Feeble A small child's Strength "
From our previous example, Steve's character i5 from
16-20 Poor A Grox's Intelligence C
& an Impertal worid. 5o when be rolle for bis sarting d
21-25 Inferior A feral warlder's Fellowship Characreristics, be uses the Imperial colima. He rolls ==
26-35  Average Average range of all humanity 2d10 and addy the Home World modifier ame times
i6-40 Superior A hive worlder's I‘r“ow."lip Then be records the rerufts an biv character theer. He -
41-45 Great An Ork's Strength rolls dhe dice, gerring the following resmits [ )
46-50 Magnificent  An Eldar Corsair's Agilit /
; B ; okl Characteristic Dice  Roll  Toul o
31+ Heroic A Daemon's Willpower L1
Weapan Skill (WS) 2410420 10 30{Average) sl
Balltsic SKL{BS) 2410420 6 26 (dverage)
CHARACTERISTIC BONUSES Strengh (5 210420 9 29 fiverage) )
10420 7 27 {Avera
Characteristic has 'a corresponiding bonus. A Sl e =T,
aracteristic Bonus equals the tens digit of the score, For R A ) a4
haracter with 41 Strength has a 4 Strength Bonus, """'"E“'“ (fue) 2di0+20 15 35 {Average) |
mally, Characteristic Bonuses are used to determine Percepion (Per) 2dI0+20 12 32 {Average) [—
success in situations or tests that have variable results, See Willpower (WP} 2410420 13 33 jAverage) —_—
Chapter VII: Playing the Game for more Fellowship (Fel) 2d10+20 7 27 {Average) )

Steve gers one re-roll. Looking at bis Characteristics, bis
Stace be hopes 1o be gunming

GENERATING :
CII A B A CTERISTICS o mutants and xemos, be decides to roll for Ballissic

Skell again, He rofls 2410 and gets a 15! He replaces hir
are generated by rolling 2410 and adding BS with 15, 0 his Characren
e dice together. This done, you add a

Characeeristi

numbers on

madifi r determined by your Home World. These |n.|:!if|.ru WS BS § T Ag Imt Per WP Fel
can be fownd on the Table 1-3: Generating Characteristics 30 w3 1 34 B
table. Do this for cach Characteristic until you have results Z S0 M £
all nine. When recording your Characteristics on your
character shect remember to write the first digit of the nu
in the circle. This is so you can see what your Characteristic
B

ber

ses are at a glance.

you are g @ character that is expected to be a
bove the rest of humaniny, you may re-
:1m|]d you choose to do this, you must keep the new result,
even if it is worse than the old one.

Il any one result

TABLE 1-3; GENERATING CHARACTERISTICS
—Homeworld Modifiers

Characteristic Base Feral Hive Imperial Void Born
Weapan Skill (W5) 2d10+ 20 20 20 20
Ballistic Skill (BS) 2410+ 20 20 20 20
Strengith (5) 2d10+ 25 20 20 15
Toughness [T) 2d10+ 5 15 20 0
Apgility (Ag) 2410+ 20 20 20 20
Intelligence (Int) 2d10+ 20 20 20 20
Perception {Per) 2410+ 0 0 20 20
Willpawer (WP) 2d10+ 15 20 20 25
Fellowship (Fel) 2d10+ 15 25 bl 20
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STAGE THREE:
DETERMINE
CAreer ParH

“Be whar the Emperor imn 0 be, for then you shall
succend.

— Chant of Abrogation, The Hooks of Salace

fier gencrating your Home World and Characteristies,

Awur next step s to determine your Career Path, A

Carcer Path is a rough guideline 1o who you are, what

you can do and your place in the Imperium. A Career Path helps

guide your character's development, des

gear, Skills, Talents and a variety of other factors, helping to
build a place for yourse in your party of Acolytes

To determine your Career Path you may either choose from

those mvailable fo Home Waorld or. if you wish 1o trust

your fate to the Er ou can generate it randomly. If you

d100 and compare the result under your

the Table 1-4: Career Paths. Once

h Carcer Path your character is on, copy down

g your starting

you kinow
all of the
rting Skills, Talents and Gear, In some cases

evant information onto your character sheet
will need 1o

1o choose, ask your GM for advice. In addition, some
require prerequisites, such as having a cenain score
a Char ; for the purposes of starting Talents characters
may ignore these prerequisites
Before play begins, you will get the chance to make further
improvements to your character (for details, see Stage Four:
Spend Experience Points, Buy Equipment, pages 18-29)

ADEPT

“Knowledge is power. Do mof wetsie it om the maser.”
Sector Governor Marius Hax.

Adepts are wise and learned scholars, at least they hope to
be one They are skilled with languages, knowledge and
ofien act as the brains of the group. They are not very good
poor ar talking to people.

e mind however, they leave

at fighting. and some are ve
to the realm ol
everyone else for dust.

Sarting Skills: cak Language (Low Gothic) (Int),
Literacy (Im), Trade (Copyist) {Int) or Trade (Valet) (Fel),
Common Lore {Imperium) (Int), Scholastic Lore (Legend)
Int) or Commeon Lore (Tech) (Int).

Starting Talents: Melee Weapon Training (Primitive)

or Pistol Training (SP), Light Sleeper or Resistance (Cold),
Sprint or Unremarkable.
Swh revolver and 6 bullets or staff,
Administratum robes (Commen Quality Clothing), auto-quill
or writing kit, chrono or hour glass, data-slate or illuminated
tome, backpack.

Starting Rank: Archivist—um 1o page 44 for more
details on this Career P

Starting Gea

ARBITRATOR

y sty the blade o e
Meditations of the Adeptus Arbites.
rhitrators are tough law-keepers and judges. They ensure
w are maintained, whilst also acting
as executioners for rebels, seditionists and trouble-makers.
Arbitrators do not serve on any local planetary police force,
rather they are members of a higher organisation:: the
Adeptus Ark Arbitrators are not very strong, and they
sometimes lack social graces. When it comes to sheer ability
to soak up damage and to track down their prey, however,
they are certainly the ones you want on your side.
Starting Skills: Speak Language (Low Gothic) (Int),
Literacy (Int), Common Lore (Adeptus Arbites) (Int), Common
Lore (Imperium) (Int). Tnquiry (Fel)

the Img

TABLE 1-4: CAREER PATHS

Career Path Feral World
Adept —
Arbitrator

Assassin

Cleric

Guardsman

Imperial Psyker

Scum

Tech-Priest

Home World
Hive World Imperial World Yoid Born
— 01-12 01-10

o 13-25 11-20
18-20 26-38 21-25
21-25 39-52 26-35
26-35 53-65 b
36-40 66-T9 3675
41-8% 80-50 7685
90-00 91-00 B6-00




Starting Talents: Basic Weapons Training (SP), Melee
Weapon Training (Primitive), Quick Draw or Rapid Reload

Starting Gear: Shotgun and 12 shells, club, brass
knuckles, knife, chain coat or flak vest or mesh vest,
uniform (Good Quality Clothing), 3 doses of stimm,
tor, Arbitrator 1D, chrono, pack of Iho-sticks or flask
of amasec,

Starting Rank: Trooper—um 1o page 50 for more
details on this Career Path,

ASSASSIN

“Tie Emperor wills o

tey He

himge, even dearh. Some

swifter than orhers
Asthrid, Assassinorum Priestess.

Assassing are skilled killers, adeps ar gerting close 10 a target
and ending their days. Some are cold-blooded executioners
that revel in bloodshed, while others are consu
professionals who take great pride in o

notivations, they represent some of the most dangerous
0 and women of the Inquisition, each o inely honed

ool of murder.

Starting Skills: Speak Language (Low Gothic) (Int),
Awarencss (Per), Dodge (Ag).

Starting Talents: Melee Weapon Training (Primitive),
idextrous or Unremarkable, Thrown Weapon Training
Weapon Training (5F), Pistol

¢ Pistol Training (Las). Ba
T i [SFP)

Starting Gear: Shotgun and 12
16 rounds or autogun and 1 clip, sword, knife, com

hells or hunting rifle

istol and 1 charge pack or 10 throwing knives, 3 doses
£ stimm, charm (corpse hair), black bodyglove (Common

ity Clothing)
Starting Ran
1s on this Career Path,

Sell-Steel—wum to page 56 for more

CLERIC

wetthout fGiih is o wan

in thy mimisiry, for they make

11t the Ecelesiarehy.

st

tics are the priests of the Emperor, members of the vast
peganisation known as the Ecclestarchy They are charismatic and
capable leaders, as well as respecied figures of authority, Clerics
are trined in a wide variety of abikitics,
presty musch anything. Most notably they know how to lead and
sspire, preaching from the front line a5 they charge into battle

Starting  Skill peak  Language (Low Gothic) (Im)
Common Lore (Imperial Creed) {Int), Literacy (Int), Performer
{Sknger) (Fel) or Trade (Copyist) (Int), Trade (Cook) (Int) or
Trade (Valet) (Fel)

Swarting Talents: Melee Weapon Training (Primitive),
Phtol Training (SP), Basic Weapon Training (Primitive) or
Thiown Weapon Training (Primitive).

and can turn their hand o

Starting Gear: Hammer or sword, sub revolver and 6
bullets or aurtopistal and 1 clip, crossbow and 10 bolts or
5 throwing knives, chain coat or flak vess, aquila necklace,
Ecclestarchy robes (Good Quality Clothing), 4 candles; charm
(skull), backpack

Starting Rank: Novice—tum to page 62 for more details
on this Career Path

GUARDSMAN

“Life i war. »

m gona win! "

“Trench Head” Jones.

Guardsmen are the fighters, killers and warriors of the 415t
Millennium. Some may be members of a formal army, or even
part of the Imperial Guard. Others may be nathing more
than mercenaries and thugs. Some may even be convicied
criminals, fiteed with explosive collars and sentenced to serve
in penal legions to pay for their terrible crimes. Needless to
say, Guardsmen are neither particularly smart nor sociable.
They more than make up for this with their ability 10 make
things die in loud and unpleasant ways.

Starting Skills: Speak Languape (Low Gothic) (Int), Drive
(Ground Vehicle) (Ag) ar Swim (5)

Starting Taleats: Melee Weapon Training (Primitive),
Pistol Training (Primitive) or Pistol Training (Las) Basic
Weapons Training (Las), Basic Weapon Training (Primitive)
or Basic Weapons Tralning (5P}

Starting Gear: Sword or axe or hammer, flintlock pistol
and 12 shots or las pistol and | charge pack, lasgun and
I charge pack, bow and 10 arrows or musker and 12
shots of shetgun and 12 shells, knife, guard flak armour,
uniform or stealth gear or stireet clothes (Common Quality
Clothing), 1 week corpse starch mtions, mercenary licence
or explosive collar (still anached) or fmperial Infiatryman’s
Uiplifiing Primer,

Starting Rank: Conscript—um 1o page 68 for more
details on this Career Path.
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IMPERIAL PSYKER

1 have stood within the palsce of the Throme on Holy Terra
iself” There my sonl was shastered and re-formed, 2 living
weapon fhrged on the Emperar’s will "

— Primary Psyker Thassail Kain

Psykers ane otherworldly individuals with supematural powers, they
have many and varied abilites, froen reading minds to throwing boks
of bio-clectrical encriry. These strange powens come with 2 temible
price however, for each psyker is a doorway o the hellish dimension
of the immaterium, the abode of Daemans, peychic predators and
worse. Each Imperial psyker risks his very soul every time he ses his
abillities, knowing that the cold edge of a m

fate the Daemen-passessed can expect fo meet

Chapter VI: Psychic Pow,

Starting Skills: Speak Language (Low Gothic) (Int)
Psyniscience (Per), Invocation (WP), Trade (Merchant) (Fel)
or Trade {Soothsayer) (Fel), Litera v ().

Starting Talents: Melee Weapon Training (Primitive), Pistol
Weapen Training (SP) or Piiol Weapon Training (L}, Psy Rasing 1.

Starting Gear: Axe or sword, staff, compact stub revolver
and 3 bullets or compact las pistol and | charge pack, knife
(psykana mercy blade), quilted vess, tatty robe (Poor Quality
Clothing), book of Imperial saints or deck of cards or dice,
Psy-Focus, sanctioning

Sanctionite—tum to page 74 for more
on this Career Path

TABLE 1-5: SANCTIONING SIDE EFFECTS
Result  Effect

Hunted: Your sanct
amputated by the sanctioners, have gained se
this is faalish, you s s sit with you
mentioned. Gain 1d5 Insanity Points.

The Horror, the Horror: Your hair is pure wh
teerible nightmares every night. Gain 145 In

uncomfortable around bald, robed women
Dental Probes: You no longer have

fled your skull in protest at the ps
of dead pilgrims, They are of G

chattallium ring, worth 100 Thrones

Increase your Toughness by 3.

01-08  Reconstructed Skull: Somie part of your sanctioning fractured your skull. Perbiaps it was a form of psycho-surgery,
Instrusctive besting or blast of untrammlled power that split your head like a Malfian pus-grape. You have large metal plates in
your head, some of which are clearly visible. Redisce your Intelligence by 3, but gain 5d10 Throne Gely i Compensation.

visions have induced a mild paranoia. You believe certain parts of your psyche, those

Unlovely Memories: Such was your sanctioning, that you visibly twitch and grimace whenever Holy Terra is
, you occasionally g

Pain through Nerve Induction: The skin on the back of your right hand is horribly scarred. You are

open market they are worth approxim; .rl'.-' 30 Thrones.

Optical Rupture: Your sanctioning rituals have done great violence to your eyes. They have been removed and
replaced with Common quality cybernetic senses. See Chapter V: Armoury for more details on these,
Screaming Devations: Your ruined vocal cords have been replaced with a vax inducer. This thumb-sized implant gleams
in the flesh of your neck. Other than granting you a rather mechanical timbee to your vice, this has o game effict,
Ieradience: You have seen the true power of the Golden Throne. You have no hair aywhere upon your body, fice or head
Tongue Bound: Your lips, gums and soft palate are tantooed with hexegra;
3 Hard (-20) Will Power Test 1o speak the names of the Ruinous Ones (Kharne, Tzeentch, Slaanesh and
Nurgle). Addirienally, you stutter terribly when speaking of daemons

Throne Wed: You cleave only unto the Emperor. You gain the Chem Geld talent, {see page 113) and a

Witch Prickling: Your body is covered in thousands of tiny scars. You have 1 thosough dislike of needles

Hypno-doctrination: Powerful conditioning causes you to chan the Litany of Protection in a whispered vaice
whenever you are asleep or unconscious. Increase your Willpower by 3

e tracking you down. Whilst part of you realises that
doo in 1d10 Insanity Points.

er quictly to yourself and you endure

ures, formed from the teeth
ble sentimental value to you, on the

i wards, You must make




SCUM

e pavs. Why else do y
— “¥erbal™ Boze, Fenksworld Hive Ganger.

Tdoir?”

men, gangers, thieves
ados of the Imperium. They are th
of society. For all their dubious orig
v do have numerot
quisi
ings, forger
har it takes to ger dodg
T articulacly tough, 5.

otsam

ski

s that are highly wseful for
tasks. From picking locks
and f

street

ncing illegal goods, Scum have
things done. Whilse neither
no

5. as well as being rather ag

out of trouble,

Starting Skills: Speak Language (Low Gaothic) (Int),
Blather (Fel), Charm (Fel) or Dodge (Ag), Deceive (Fel)
eness (Per), Common Lore ) (Lot}

Starting Talents: Ambidextrous or Unremarkable, Melee
Weapon Training (Primitive), Pistol Training (SP), Basic
aining (SP)

Starting Gear: Autogun and | ¢
rells, autopistol and 1 clip, brass kn

Weap

nd 12

knife,

v or shotg
kles or clut
quilted vest or beast furs, strect ware or rags or dirry coveralls

Quality Clost
Srlrl ng Rank: Dreg-
eer Path.

1o page 82 for

Trarm: Mecuanicus IMpLanTs
Over the course of many il
following impanes

Eleuro Graft

“This implant covers the
o resist .ullumr "

-an1n|< this mant

as ‘the true flesh’. One

Machine God. The rites of
he seengt of
rcien srch-meachings, from

“ult Mechanicus

Adept Manuel

Vox Servitor Thita, on behalf

ardians of

ppirits and  the
h. They tend 1o incredibly

Tech-Priests are the g
preserver of the trads

ons of tecl

arcane machines and learn

ce. As they leam of ancient
replace their frail

the art of maint

ce, they seek our lost iechnol
flesh with gleaming steel or chattering circ

Starting Skills: Speak Gaothic) (Int), Tech-
Use (Int). Literacy (Int), Secret Tongue (Tech) (Int), Trade
| shawer) (Ag) or Trade (Copyist) (Int)

Starting Talents: Melee Weapon Training (Primitive), Basic
Training (Las), Eleciro Graft Use.
plants.

. las pistol and | charge pack,
pack, knife, flak vest. glow lamp,
ents (Good Quality
wires, chronometers

feapon Training (L), Pis

cus robes and vest

da
Clothing), 1d10 spare parts (power o

ng Rank: Technographer—um 1o page 88 for

maore details on this Career Path.

ny mysteries, such as the rites of
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ExamrLE

Sirve v e rady o determane bos Carmer Rah, He molls 2 410
aand comprares the relt o dhe Tabe 1-4: Career Pashe. He rollr t
#4,incliaivg b 5 fmperial wordd Cleric. He recordl o
Shally, Tty ared G, bt be ey seeme chosces to mske. He l'm
sebect Performer Serger) o Trodde (Cogrvcs), Thade (Cook or Ve
Besic Weapon Thimmy (Primittye] or Throun Wegpon Th
(Pramitre), \]nrq.n‘l_,ﬁv’ Trade (Coynt) aned T (Vidka) for
s Sl and seers Betsc W Thaming (Primitie) for s
Tinberats—the Kevoer since b fues 2 govd Beallinie Sl
Steve e the frlkusmg Skills and Takes,
Skills: Spesk Lapume (Low Gothic), Common Lore
(Hrersial Creed), ~, Thade (Cogryst, Visk).
Tialernts: Melec Wespo rwm-fm.mm Basic Watpon
Truaanng {Primi i) Pénod T &

et bis Tkt an begis ey i she ol
Gear: Hitmmer, stub revolver and 6 brlles, erosbow and
lessarcry robes (Good
Q_{JJ‘{ |mh1rlg,| o cuomlles, charm fokull), huckpack.

STAGE JFOUR: SPEND
ExPERIENCE POINTS,

Buy EQuipmenT

I you knew back then, what you knaw now, you w
ow?™
from The Rbyme of the Ancient Acolyre,

ce you have determiined your Career Path, your next siep isto
Inioec down your character’s Wounds, Fate Poins, Movement
and smaring Wealh, Finally you spend your staning

Experience Poines by referencing the appeopriate Bank Advances in
Chapter 11: Carcer Paths before moving onto Stage Five,

WOUNDS

Wounds are a vital part of any character and represent how
much punishment they can take before suffering serious
injury. Roll on Table 1-6: Starting Wounds o determine
your character’s staning number of Wounds.

TABLE 1-6: STARTING WOUNDS
Home World Base Modifier
Feral World ds+ 9
Hive World ds+ 4

| tmperial Warld ds+ 8

Il Void Born 5+ 6

FATE POINTS

Aculytes ane unique individuasls that are destined to do the Emperor's
work, Fate represents this special destiny that sets them aside from
the seeming masses of T sty Foll on Table 1-7: Fate Points o
determine your chancter’s stanting number of Fate Points.

TABLE 1-7: FATE POINTS
Dice Roll
5-8
Feral Werld 2
Hive World 2
Imperial World 2
Void Born 2 3

MOVEMENT

Characters may move at one of four speeds: Half Move, Full
arge, or Run. The number of metres a character may
move in his wm & determined by his Agility Bonus, Trits can
enit speeds. Details on these modes of

Chapter V1I: Playing the Game

&: IMOVEMENT M ITIETRES. PER ROUND

Ag Bonus Half Move FullMove Charge  Run
i 2 3 6

2 2 6 12

3 3 9 18

4 4 12 24

5 5 15 30

STARTING WEALTH,
MONTHLY INCOME &
BUYING EQUIPMENT

All Acalytes begin play with some money, known in Dask Hisesy
as Throne Gelt or just Thrones. Th arting wealth can cither
b saved for Later or spent immediately on additional equipment.
Players should generate their starting wealth using Table 1-95
Starting Wealth based on your character's Career Parthy

Players receive all the listed staning gear for their cancer at no
cost, As bong as their GM approves, players may buy additional
weapons, anmour and gear from Chapter VI: Armoury at
the listed prices. When buying items during character ereation
players do not need to worry about the availability of items.

MONTHLY INCOME

All Acolytes gain a monthly income while in the employ of
an Inquisitor. Refer to Table 1-9; Income and Social Class
on page 124 to determine your monthly income.




TABLE 1-9: STARTING WEALTH

Career Throne Gelt
Adept 100+ 1d10
Arbitrator 50+2d10
Aszassin 120+3d10
Cleric 300+5d10
Guardsman TO+1d10
Imperial Payker 504145
Scum 10+1d45
Tech-Priest 150+1410

EQUIPMENT

“Tayers receive all the listed starting gear for their career at no

As long as their GM approves, players may by addivional

s, armour and gear from Chapter V: Armoury at the
character creation,
availability of items

d prices. When buying iren
s do ot need to worry i

STARTING EXPERIENCE

With your basic information in place and recorded, it is time
1o spend your starting Experience Points (xp). All characters
Begin play with 400 xp which they may use to increase
cteristics, acquire or improve Skills, acquire new
Talents, and so on. Chapter 11: Career Paths describes
the cost of these Advances as well as whar Advances are
sviilable based on your Career Path. Be sure to note how
misch xp you spend as spent xp determines your character's
within his Career Path

QUICK PLAY CHARACTERS

s want 1o dive straight into the action, here are some
ting Advance, Skill and Talent packages you can use,
h warth 400 xp

ApEerT
Inzelligence Advance Simple (+5) 100
Drive (Ground Vehicle) 100
Comman Lore (Administratum) 100
Sound Constitution 100

ARBITRATOR
Ballistic Skill Advance Simple (+53) 100
Awareness 100
Scrutiny 100
Sound Constitution 100

AsSASSIN
Weapon Skill Advance Simple (+3) 100
Inquiry 100
Heightened Senses (Sight) 100
Saund Constitution 100

IT's A HArD LiFE

Experiens

Fellowship Advance Simple (+5) 100
Awareness 100

Inquiry 100

Sound Constitution 100

GUARDSMAN
ill Advance Simple (+5) 100
kill Advance Simple (+5) 100
Pistol Training (SP) 100

Soand Constitution 100

IMPERIAL PSYKER
Willpower Adv ple (+5) 100
Forbidden Lore (The Warp) 100
Common Lore (Imperium) 100
Sound Constitution 100

Scum
Ballistic Skill Advance Simple (+5) 100
Agility Advance Simple (+5) 100
Fellowship Advance Simple (+5) 100
Sound Constitution 100

TrcH-PRIEST
Toughness Advance Simple (+5) 100
Logic 100
Feedback Screech 100
Techni

g shap: the nexct st s s sareig
Experience. He s AN pointy and looking at the first Rarsk Advances
o Clerses b deces i by she simpe achaner for Felley, cnting
KD podnts o mocreasing b chanacser’s Fellousdap by 5. He then
decier to ey o conple move Skl purchasing beoh Awsrenes and
Ay fir 100 prosnty s Fmatly be chocses iy ke bes Clersca ntle
et rbust o sperds bt Lot 110 pesrety on the Sood Clveitimntsn
ey, mcreasing i charscter's Wourds by 1

ATION
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SraGe Five:
BRINGING YOUR
(CHARACTER TO [IFE

10 most men thaw meets the oye”

, Inquisitrix Prima,

“There is surprisingly |
Lady Cfianthe Rathbon

he numbers and words that you have written

T down so far are the nuts and boles that define your
character’s capabilities. They say lintle abi

cter's appearance, age and other details that

help you and others visualise your Acolyte. The following

tables provide a randomised method for generating these

details, but you need not roll on all of them; you may
choose which features take your fancy if you prefer

GENDER

‘The wartom 415 Mill is ot abwatys an

be for a fermale. Few pet the opy Ftheir male ¢
but by the same token they also do not pet exposed to the dangers
out there in the wilder parts of the galaxy. Certain Imperial Guard
regiments recruit females 1o fight slongside men; the Ecclesiarchy
and the Inquission fikewise employ females at all ks, but again
their numbers are not in proportion to men. For Dark Herssy,

ging place o

players may pick whichever gender they wish to play, with no
handicap. On some planets, however, 2 the GM determines, being
a female will presert &s own extra challenges.

Note that in the text we refer 1o *he” throughous, but only
as shorthand, This can equally be considered 10 say “she”,

APPEARANCE

Appearance encompasses all of your character's physical traits, such
build, age, colousation and physical quirks. Note down your
quirks and history in the background section of your characier

TABLE 1-10: BULD

Feral World
Roll Description Male
01-20 Rangy 1.90m/65kg
21-50 Lean 1.75m/60kg
51-80 Muscular 1.85m/85kg
81-90 Squiat 1.65m/80kg
91-00 Strapping  2.10m/120kg

Female
1.80m/6lkg
1.65m/55kg
LT0m Tk
1.55/T0kg
2m/ 100kg

Imperial World
Male Female
L.75m/65kg 1.65m/60kg
1.85m/70kg : Sk
175m/T0kg  L65m/60kg
1.90m/90kg 1.80m/80kg
L80m/100kg  1.70m/H0kg

Description

Slender

Well-built
Swocky

—Hive World

Description Male
Runt 1.60m/45kg
Scrawny 1.70m/55kg
Wiry 1.75m/65kg
1.80m /65kg
1.75m/80kg

Female
1.55m/40kg
1.60m/50kg
1.65m/55kg

1,70/60kg
1.65/75kg

Lanky

Brawny

Void Born
Male
L75m/ 55k
1.63m/55kg
1L.80m60kg
2m/80kg
2.10m/75kg

Description Female
Skeleral
Stunted

Gaunt

Gangling

Spindly

1.75m/60kg
1.85m/70kg
1.95m/T0kg

TABLE 1-11: AGE

Roll —Feral World—
01-10 Warrior (15+1d10)
11-20 Warrior (15+1d10)
21-30 Warrior (15+1410)
31-40 Warrior {15+ 1d10)
41-50 Warrior (15+1d10)
51-60 Warrior (15+1d10)
6170 Warrior (15+1d10)
T1-80 Old One (25+1d10)
£1-90 Old One (25+1d10)
9100  ©ld One (25+1d10)

Hive Weorld
Mipper (15+1d10)
Nipper (15+1d10)
Nipper (15+1d10)
Adult (25+1d10)
Adult (2541d10)
Adult (25+1410)
Adult (2541d10)
Adult (25+1410)
Adult (254 1d10)

Old Timer (33+1d10)

Void Born—
Youth (15+1410)
Yeouth (15+1410)
Youth (15+1410)
Youth {15+1410)
Mature (20+1d10)
Mature (20+1d10)
Mature (0+1410)

Methuselsh ($0+1d10)
Methuselah (50+1410)
Methuselah (50+1410)

~Imperial World—
Seripling (20+1d10)
+1d10)
Suripling {20-+1d10)
Seripling (20+1d10)
Stripling (20+1d10)
Mature (30+1d10)
Marure (30+1d10)
Mature (30+1d10)
Veteran (40+1d10)
Veteran (404 1d10)

Stripling
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sheet. While & is fun 1o randomly penerate your apper
shotld feel free 1o alter any rolls on these tbles iFyou v
even make g your own results to suit yoar necds

THE PAST

ast has a strong influsence on your character (unless of

1 may already have a grear idea abour where your character
oetes from, o what may have happened to them, If this is the
o ahead and write it all down, IFyou would like a linle
tion, use the tables o figure out what happened before
ose 3 greater role for your insignificant life.

HanpED
Whe

TABLE 1-12: COLOURATION
—Feral World—

Roll Skin Hair Eyes
01-30 Dark Red Blue
31-50 Tan Blond Grey
51-70 Fair Brown Brown
71-90 Ruddy Black Green
91-00 Bronze Grey Yellow

—Imperial World—
Skin Hair Eyes
Dark Dyed (any) Elue
Tan Blond Girey
Fair Brown Brown
Ruddy
Dyed {any) Grey Lenses {any)

Green

Hive World
Skin Hair Eyes
Dark Brown Blue
Tan Mousy Grey
Fair Dyed {any) Brown
Ruddy Grey Green
Stained {any) Black Lenses (any)

Void Born
Skin Hair Eyes
Porcelain Ginger Watery Blue
Fair Blond Grey
Bluish Copper Black
Greyish Black Green

Milky Auburn Violet

TABLE 1-13: QUIRKS
Roll —Feral World— —Hive World-
01-06 Hairy Knuckles Pallid

07-13 Joaned Eyebrows Grimy Skin

14-20 Warpaint Outrageous Hair
21-27 Hands like Spatchoocks Rotten Teeth
28-34

Filed Teeth Electoo
31541 Beetling Brows Piercing
42-48 Musky Smell Set of Piercings
49-55 Hairy Hacking Cough
56-61 Ripped Ears Tattoos
62-68 Long Fingernails Buller Wound Sear
69-75 Tribal Tattooing Nervous Tie

76-82 Scarring Large Mole
B3-87 Plercing Pollution Scars
83 Car's Eyes Hump
B9-95 Small Head Small Hands
9600 Thick Jaw Chemical Smell

Imperial World ¥oid Born
Missing Digit Pallid
Aquiline Nose Bald

Warts Long Fingers
Duelling Scar Tiny Ears
Pierced Nose Spindly Limbs
Nervous Tic Yellow Fingernails
Aquila Tattoo Stumpy Teeth

Faint Smell Widely Spaced Eyes
Pox Marks Large Head
Devotional Scar Curved Spine
Electon Hairless
Quivering Fingers Elegant Hands
Picrced Ears Flowing Hair
Sinister Boil Albino
Make-up Limping Gait
Slouched Gait Stooped Stance

1
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FErAL WoRLD: TRiBAL TABOOS

Life on a feral world is often short and bloody. Monstrous
beasts, harsh living conditions, disasters and war cut
short many a life. Feral tribes know all too well that
the universe is a cruel and savage place, hostile to man
and full of malevalent forces that must be placared ar all
costs, There are many strange and varied bel

fs upon
these worlds, and growing up in such a place, your
ch ted by them. Table
1-14: Feral World Superstitions provides examples
in,
though obviously these are just a few of the many and
waried superstitions that exist

ter has undoubtedly been affec)

of the sorts of taboos your character might belie

1LIVIVH)

TABLE 1-14: FERAL WORLD SUPERSTITIONS
Roll  Belief

01-10 Dirt Ward: Bathing allows enemy
spirits to smell you our, You must keep

)M

(®

A

a protective layer of grime 1o ward their

cudil AN ERNEERENAPY

bad luck away.
11-20  Unlucky Colour: Orange is the colour of

disaster and death

21-30  Hunter’s Oath: Never ear something you
could not kill yourself lest fate punish you for
your arrogance,

3140 Thirsty Blade: The spirit of your we

a hungry ghost. It must taste blood ¢

it is drawn lest great ill befall you and yo
41-50  Spirit Shackle: If you take a trophy from

vanquished foe, you own their soul.

51-60  Warrior Death: A glorious
your people, whilst a coward's death shames

them. Your ancestors are warc do not

disappoint.

61=70  Power of Names: Never use the irue names
o your friends and loved ones, lest daemons
hear and use them for evil,

71-80 Lonely Dead: Mever utter the names of
the dead, lest you summon them back from

the void

81-90  Living Record:
skin, so that upon your death your flayed hide

Scar your victories into your

may be presented to the Emperar that He may
read of your deeds

91-00 Nemesis: The Emperor has decreed the time
and mannee of your death. Som:

there is the beast that will k

is to seck oot this creature and face it head

on, Until that time, you believe that nothing

will harm you,

Hive WorLp: Hive Crass

Life within the packed spires of a hive is frenctic at best.
A strong sense of place runs through many hives and it
is frequently this alone that stops the untold masses from
rising up and attacking their betters. Your character's
position within the hive determines whether he was
forced to struggle up from the hyper-violent filth of the
underhive or had it easy as a high-living spire noble.
Table 1-15: Hive Class will determine your position
within hive sociery.

TABLE 5: HIVE CLASS

Roll  Result

01-20 Dross Hound: You grew up in the dankest,
darkest depths of the hive, scrabbling for food,
light and warmth. You have had to be vicious
to survive, and likely prize your possessions
and comfort above afl.

21-40 Ganger Scum: You ran with a pack of violent

d underhive. You

gangers to survive the sq

have seen turf war, bes

and outstanding

loyalty—often in the same gunfight. You likely

prize pride, territory and gang mates

above all

41-60  Factory Dregs: Your parems toiled in the
manufactorum, working themselves into the
grave for the good of the hive You were
poor, bur ar least you were honest, unlike the
ganger scum. You likely prize duty, honour and
obligation above all things.

61-80 Middle Hive: You grew up in the middle hive,

where things were cramped, but at least you
did not have to work i the more dangerous
manufactorum, You have always been part
of a vast crowd—whether slecping, eating
or relaxin cle. You likely prize
your personal rights

individuality, privacy
above

all things

B1-90  Specialist: Your family were of a special caste.
Perhaps they knew the arcane workings of
the air conditioning units or they cleansed the
ouside of the hive. You have grown up part of
the hive, but apart from it all. You likely prize
your area of expertise, opinions and individual
merits above all things,

91-00 Hive Noble: Your Ffamily were of the
privileged few at the top of the spire, living in
luxury unimaginable 1o other hivers. You had
everything you could ever want: space, privacy,
sunlight—yet also the burden of leadership.
You likely peize dignity, respect from your
lessers and strength above all things.
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IuvpERIAL WoRrLD: BirTH PLaNET

The Imperium sprawls across the galaxy, filled with a
mear-endless varicty of planets. Mankind survives on all
sanner of worlds, lving in all manner of societies. The
< of planet your character grew up on will determine
f about them, Table 1-16: Planet of Birth gives an
of the sorts of worlds you may call home, and what

t means for your character.

TABLE 1-16: PLANET OF BIRTH

Roll  Result

01-20 Agri-world: You were bomn on a world
devoted o producing food. Perhaps your home
world supported 3 nearby hive world, or the
Imperial tithe inexplicably demands it Your
people likely seek excitement and the exotic o
wary the dull routine of the farm,
Backwater: Your home world is largely forgotten
by the Imperium. Lost from the Administratum
serolls and isolaied from the universe, your people
are likely to be self-sufficient and sceprical
Feudal World: Your home world is a primitive
planet, with but the simplest of wechnologies, such as
swoeds, chariots and black powder. Your people are
likely vo be loyal, practical and highly superstitious
War Zone: Whatever your home world once
was, it is now 3 seething mass of bloodied ruins,
struggling sol
Perhaps civil war rages, or maybe Orks seck 0
destroy all, W
likely to be grim, tenacious and dedica

s and whistling erdna

r the case, your people are
ed.

Dead Planet: Your home world is litile more
than a habitat perched upon some blasted rock.
Maybe a mining colony upon an airless moon,
o perhaps an expedition 1o uncover some long-
dead alien race, your people are likely to be
thoughtful, melancholy types, with a curiousiry
for greenery and the outdoors.

81-90  Shrine World: Your home world is controlled
by the priests of the Emperor. Perhaps it is
covered in gleaming spires and vast temples,

tless pilgrims 1o

its holy battle sites. Whatever the case, your

people are likely to be devoted servants of the

Emperor, pious, dependable and honest

of perhaps it welcomes oo

Paradise Planct: Your home world is one of
the rare and coveted paradise planets, where it
is forever summertime, and the living is easy.
Aside from being objects of envy and scon for
the rest of the Imperium, your people are likely
to e somewhat bemused by the cruel nature of
the universe, with a naive optimism that others

find highly foolish.

Voip Borxn: SHip TrRADITION

Reared aboard spacecraft travelling between the distant
stars, the void born, like all ship crew, are intensely loyal
1o the vessel of their birth. Rather like those living within
the protective walls of a city-state, the void born look
to their craft for protection, employment and identity,
Many go from cradle to coffin without ever leaving
their ship, and often that suits them w well. The
type of craft dictates much about the lives of the people
aboard ir, from their daily routine to their personalities
and desires. Roll on Table 1-17: Void Bora Craft of
Origin to find ideas of how the ship of your birth might
affect your character.

ThBLE 1-17: VOID BORN CRAFT OF ORIGIN

Roll  Result

01-20 Space Hulk: You were born upon 2 ragged mass
of flotsam and fetsam—space worthy, but oaly just.
Probably the survivors of some ternible. accident
stuck aboard an abandoned wreck, you grew upina
world of leaking door s, dark corridors, haunted
decks and the knowledpe that “things” were aboard
ship just out of sight. You are likely o be cautions,
superstitioas and trigger-happy.
Orbital: You were born upon a vast and ancient
satcllite, orbiting some star, moon or planet, Likely
part of a sclentific mission, isclationist retreat ar
military stationing, you grew up in a world of

kely to be very methodical, with a secret
desire for rebellion and indulgence
Chartist Vessel: You were born upon one of
the grear irading vessels of old. As part of 2 crew
endlessly plying a traditional route, you grew
up within the gloomy holds, packed with exotic
riches you could never own, Fearfully accepted
i port, yet welcomed at none, you are likely
to be materialist in nature, with a great eye for
«deals and a cynical view of human nature.

1-80  War Ship: You were born amidst the crash and
thunder of battle, and grew up amidst the gun
crews and the troopers, crammed ino rank-
smelling bunks or the stulifying formakity of
the officers’ quarters. You are likely 1o be a grea
respecter of authority, with a liking for procedure
and a no-nonsense attitude towards stackers.
Rogue Trader: You were bom on an eccentric
eraft that knew no awthority other than the
charismatic Rogue Trader at the helm, You grew
up in & chaotic whirl of exploration, baxtle, flight
and negotiation with all manner of aliens, nations
and forces. You are likely 1o be rebellious by
nature, with a dislike of routine and discipline.

R CR
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Divinarion

Many folk laok to the Imperial Tarot as an instrument of
the Emperor's divine guid.
of the Inguisition, many

e On entrance 1o the service
olytes take part in
and rerrible divination rites, in order 1o learn

their part in the Throne's grear plan, In smoke-filled

rooms, blind robe-clad seers peer into their holorogic

L
decks, proclaiming sage advice for those who would

imes these
of a soul
it words to live by, In some cases,

seeve at the left hand of the Emperor
divinations point o the death and undoi
other times they are st

they have a bitter irony only discovesed in hindsight. To

discover what words of wisdom were bestowed
character, roll on Table 1-18: Imperial Divination, /
divinations provide ;

pOR your
1
chanical effect that further alters

your character.

HA)) ¥

TABLE 1-18: IMPERIAL DIVINATION
Roll Result

NI NNENdNES

01 “Muration withour, corruption within.” Begin play with one Minor Mutation (see page 334)
02-03 “Only

with 2 Insanity Points.

e insane have strength enough to prosper Only those who prosper may judge what is sane.” Begin play
t gh o prosg Prasg y Judg: gin piay

=
-
O

04-07 "Sins hidden in the heart wrn all 10 decay” Begin play with 3 Corruption Points.

08 “Innocence is an illusion.” Begin

with 1 Insanity Point and | Carruption Poi

0911 “Dark dreams lie upon the heart” Begin play with 2 Corruption Points

12-15 “The pain of the bullet is ecstasy compared to damnation.” Increase Toughness by +1.
1618 “Kill the alien before it can speak its lies” Increase Agility by +2.

19-21 *Truth is subjective.” Increase lnte
22-26 "Know

27-30

ence by 3. Begin play with 3 Cor ruption Podnts.

t: kill the mutant” lacrease Perception by +2

1 who has nothing ean still offer his life" |

case Strength by +2

31-33 I a job is worth doing it is worth dying for.” Gain the Frenzy ralent.
ensl.” Gain | Woy

34-38 "Only in death does dury

39-42 "A mind without purpase will wander in dark places.” Gain 1 Fate Point

43-46 “There are no civilians in th. for survival” Increase oughness b

+2 and gain | Wound,

4750 “Violence solves everything” Increase Weapon Skill by +
51-54 * y by +3.

war is human,” Increase Ag

3538 “Die if you must, but not with your spirit broken.” Increase Willpawer by +3
59-62 °T

® gun is mightier than the sword.” Increase Ballistic Skill by +3.

63=66 "Be a boon to your brothers and bane to your enemies.” Increase Fellowship by +3,
67-70 “Men must dic so that Man endures.” Increase Toughness by +3

7174 “In the darkness, follow the light of Terra.” Increase Willpower by +3.

75-79 “The anly true

ar is of dying with your duty not done.” Gain 2 Wounds. .

8085 “Thought begets Heresy; Heresy begets Retribution.” Increase Strength by +3

8690 “The wise man learns from the deaths of others.” Increase Intelligence by #3
91-94 “A suspicious mind is 2 healthy mind.” Increase Perceprion by +3.
9397 “Trust in your fear.” Increase Agility by +2 and gain 1 Faie Point,
9889 “There is no substitute for zeal” Increase Toughness and Willpower each by +2.
00 Do nedt ask why you serve. Only ask how.” Increase Weapon Skill and Ballistic Skill esch by +2.




NATURE

character creation process provides you with the

sheleton of your aliee ego, however these numbers and

mates are net the sum total of your character—there is of

se a vital fifth clement: you! The background details
of your character’s life are largely up to you as is of course
their personality.

Some people like ro dewelop their characters during
play and that is a perfectly reasonable approach, When
sou start to play, it may be enough to know thar your
eharacter is hive world Scum who has left Scintilla to serve

Inquisition. Many players, however, prefer 1o work
st background and personality before play begins. If you
seed some help fleshing out your character, try answering
shese six questions. They should allow you 10 focus your
shoughts on your emerging alter ego

WAt 158 YOUR PERSONALITY Like?

Perhaps the first thing to consider is your disposition. What
like? Fiery and passionate ot earthy and practical?
i pessimistic or do you always believe the best will
? Are you a people person or a misanthrope? How do
e 1o extremes of pressure? What makes you different
- other Acolytes in your group? Here are some traits that
et you started:
Bilious: Suspicious, angry yet very watchfisl and aware
Cardinal: Secks balance in all things, yet often cannot
choose a path forward
Cholerie: Active, takes charge, yet casy to anger.
Fixed: Solid, unyielding and definitive in all things.
houghtful, introspective and  prone 1o

Mutable: Unpredictable, undisciplined and rebellious
Phiegmatic: Practical, careful, yet very reserved
Sanguine: Confident, optimistic, yet prone 1o dre
whimsy.

Supine: Loyal, devoat yet easily led

How Dip You Meer Your
INnquisitor?

Your introduction to the Inquisition would have be

crucial moment in your history. Did you meet by chance, or
did your Inquisitor seek you out for recruitment? Perhaps
you saved your Inquisitor's life upon the battlefield, or
maybe a chance ink blot on an Administratum scroll saw
you chosen aboye another. Maybe you accused 3 steanger
of heresy, only 1o discover the stranger was an Inquisitor.
Perhips you were sold upon the slave block in an exotic
Bazaar, or perhaps your shivecrew gave you away as a
blood debt, Perbaps you were hired 1o catalogue the
ancient library of a noble, only 1o discover a secret cache
of heretical tomes, and that your true patron was involved
m dark conspiracies. Perhaps a great chariot arrived
from the sky, in a mist of flame and smoke, and you were
woffered to its master as a way of appeasing the grear Eagle
of the Sun, Whatever the case, the circumstances of your

initiation into the Inquisition will likely colour your
opinions and beliefs for some time 1o come...

Waat Dozs THE InguisiTion MEaN
10 You?

The Inquisition is a bastion of defence in a universe hostile
to mankind. Threats are all around, and certain doom looms
closer than folk know. The forces of Chaos, heresy, xenos
and sedition would drag the Imperium into the blackness
of oblivion, were it not for people like you.... or so they say,
Do you believe whart you are told about the horrors of the
universe and your role 25 a foot soldier in the great and secret
game? 1s your role as an Acolyse 3 holy one, ordained by
the Emperor, or is it a chance to gain power, possessions or
maybe even revenge? Will you work to defend the Imperium,
or merely your awn skin?

WHAT WiLL You SacriFice?

The Emperor will not judge you by your medals, bur by
your scars. How many are you willing to receive in the
name of the Inquisition? How far will you go to do your
duty? Death s certain, but does its manner matter? What
methods are you willing to use in order to fulfil your
obligations to your Inquisitor? Perhaps you are willing
to sacrifice the flesh, but the thought of insanity turns
your stomach. Perhaps you arrange things so that other
Acolytes take the fall, and you are lefi with naught bug
a guilty conscience. Perhaps your zeal is so deep that
you are willing to deal with dark forces 1o get results, no
mateer that it costs your very soul

Waat Do You DEsirg?

You stand at the left hand of the Emperor, ready to give your
life to defend all that humanity holds dear. What are the
things that warm your heart through the long dark night of
the soul? Perhaps a person or place, or a world destroyed?
Perhaps you love the God-Emperor with great fervour, or
perhaps you are very attached to your own hide. Maybe
you love the muzzle flare of your boltgun and the satisfying
smack of chainblade on xenos bone. Perhaps you love justice,
truth or violence a great deal. Maybe you'll settle for a lho-
stick and a measure of rotgut in a diry plass, ..

Waar Do You Hare?

Hatred's flame burns long and cold, even when all hope
is extinguished. What will sustain you through violence,
horror and death? Do you seek to purge all mutants? Do you
wish to lay low the vile aliens that slaughtered your colonist
friends? Perhaps a loved one fell foul of the blandishments of
the Dark Powers, Maybe you escaped the clurches of a cult,
or perhaps you have seen the despair of war, Perhaps you hate
the enemies of mankind with a passion. Maybe you simply
cannot stand fo be wrong, or to miss 2 shot. Maybe there is
a secret weakness in your soul, a fault line of corruption that
only you can see...

[. CHARACTE
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“What's in & name? An Ork by any other term w aill see
B2 mear.”
Catuldynus, The Once-Pire Hive

Choosing a name for your character can be very difficulr. If
you are lucky enough 1o have a name in mind, go ahead and
write it down. If; like most of us, you have difficulty coming
up with a name on the spos, i
in cre

section will help guide you
g a great name for your Player Character

Mames within the 4 1=t Millennium are a5 varied as the many
thousands of worlds that make up the Imperium. As mankind is an
irventive and contrary creature, there are no standard or universal
conventions that goven the names people give themselves In
some places, 2 single simple name might indicate low birth and

TYPES OF NAME

There are five types of name presented here;
h Gothic names are dewn from the ancient High Gothic
tongue. They have an ir of authority, seriousness and power to them
itive names are short and brutal—ofien like the lives

names trace their lineage o a High Gathic
past, but have become much debased with centuries of use
abuse.

Archaic names herald from the distane past. They might
be the names of mighty saints, heroes or other figures from
Ministorum legends. Cthers are so incredibly old as 1o have
last all trace of t

Informal n

origins

s are just that—ndcknames, terms and slang

names that a person might earn through deeds (or misdeeds).

iignominy, whilst in others it might act as 2 mark of extreme power,
fame and good beeeding. When deciding upon a name, feel haracter. If this is the case, you shoubd
mix and march any of the suggestions made by the roll or pick from the appro
The idea, of course, &5 1o create a name that suits your ch gender. IF nothing immediately springs to mind, roll the dice,
and o one knows more about your character than you da comsult name tables and choose the name you prefer.

You may decide that a particular type of name is especially

approp:

Ne)

e list for your character’s

TaBLE 1-19: ITALE MAMES
Roll i Low
01-03 Barak
04-06 s Cain
07-09 Dariel
10-13 El
l4-16

High
Avellus

Archaic Informal
Alaric Able
Attilas

Barbosa

Cortez

NOILV: '

Brutis

Callidon

Bones
Crisis
Castus Cutter
Dekko
Dakka
Dorn Frag

Drake Flair

Eisen

Enoch Drustos Constantine

Garm Frastus
Grish
Grak vel
Hak Hastus

Flavion Cromwell

Galus Gallus
Haxtes
Intios Finial
Jarr Ignace
Kar Ishmael
Kaarl Jericus Litikus
Krell Klightus
Lek Lazerus
Mar Mardeci
Mir Mithras
Marl Micodemus

Jastilus
Kalros

Ferrus Grim
Grendel Gob
Guilliman Gunner
Hack
Jakes

Jaghatai Krak
Khan Lug
Leman

Lupus Havelock
Mallear

Metalus

lacton

Nihilius
MNovus Mongrel
Ol Pontius
Quine
Rabalias

Octus Lionus lex
Magnus Rat
Mercutio Red

Nixios

Phrenz
Quarl
Roth
Ragaa
Stig Solomon
Strang Thaddius
Thak Titus
Ulth Uriah
Varn Varnias

Praetus
Quintos

Reestheus Raltus

Smamey

Silvanus Ravion Ramirez Scab

Regis Serghar Scammer
Sigismund Skive
Tybalt Shanks
Tauron Vern Shiv
Wolfe Sham
Stern
Stubber
Verbal

Severus
Silon

Trantor
Xerxes

Yam Zaddion

Zek Zuriel

Venris Wallsey
Zane

Zarkov

Victus

Xanthiz




TABLE 1-20: FEMALE NAMES ez
Raoll Primitive Low High Archaic Informal "
e 01-03 At Akadia Asella Aenid Alpha ~
m. 04-06 Brulla Chaldia Brutilla Albia Blaze —
= 07-0% Darl Cyrine Callidia Borgia Blue =T
. 10-13 Fraka Diona Castella Cimbria Cat Lo
- 14-16 Fraal Deatrix Drrustilla Devi Calamiry 4
17-20 Garma Ethina Flavia Ephese Dame u
it 2-23 Grisha Ephracl Gallia Euphrati Dice
i 24-27 Graki Fenria Haxta Inez Flais By
E 3830 Haka Gaia Tntids T Gold
7 31-33 Jarra Galatia Jestilla Jemadar Gunner
- 34-37 Karna Hazael Kalta Jezail Hack
¥ 1840 Kaarli Isha Litila Jass Halo
: 41-44 Krefla Istua Lupa Kadis Lady
3 45-47 Lekka Jedia Mallia Kali Luck

48-50 Marlla Judicea Meta Lethe Modesty
51-54 Mira Lyra ila Mae Mall
55-57 Narla Magdela MNovia Millicent Pistol
38-60 Orla Marcia Oetia Merica Plex
&l-63 Phrix Ophilia Practia Midkiff Pris
6466 Quali Phebia Quintilla Megehra Rat
6769 Rotha Qualia Raltia Odessa Red
70-72  Raguam Rhia Ravia Orlean Ruby
7375 Stigga Salomis Regia Plath Scarlet
T6-T9  Swanga Solaria Scythia Severine Spike
80-82 Thakka Thyratia Sila Thiopia Steel
83-85 Ultha Thebe Taura Thrace Starr
B6-89 Varna Uriel Trantia Tzarine Trauma
90-93 Wraxa Veyda Venria Venus Trick
94-96 Tarni Xantippe Hanthia Walperga Trix
97-00 Zekka Ziapatra Zetkin Zee

Murrieie Names STAGE S]X.
' PLay THE (GAME!

ith your Dask Himesy character created, you
are ready to play the game. Before you start
throwing dice around and getting into all sorts

of trouble, you should probably wke a good look ar Chapter
I: Playing the Game, which describes what all of these
mumbers mean, how to fight and move about the worlds of
the 41st Millennium. Once you have @ handle on gameplay,
it won't hurt to give a look @t Chapter 1X: Life in the
i form of pact with @ dacme Imperium, which explains the core setting concepts. that
multiple names for your charac free to o define the world of Warhammer 40,000. Other than these two

titnes o the name chapters, you are ready to embark on your new adventure into

the darker comers of the Dank Henesy univ




Asaplayer, the Character Sheet is your most ir mpsrtant |\‘s§ts§mn
a5 it clearly details everything about your Pll}cr
One side of the sheet details all of your charcter’s §
Talents—<called the imvestigation side
the sheet details your eq

acter
lls and
The reverse of
apons and armour d
sides throughout a game of
v its upkeep:

the sh

Dus Hengsy. Here are som
Make a back-up:
phetocopy of yo or copy it onto a
sheer. IF you don t drink or pizza
will take to spell disaster!
Share with your Game Master: L
from time 1o time. It's good for

ng sessions,

minke

et your GM see
e GM to keep up 1

EXAMPLE CHARACTER SHEET

Character Folio: You'll probably find that you go through'
ber of sheets as your character progresses. This is whers
the Character Folio comes in—a deluxe version of a Character
ctions for fully detailing your
he service of the Inquisition.
ed in 3 small booklet form and on quality paper, the
(_h.u.um- Folio is a more permanent option. Character Folios
bought this book.

a nuy

Sheet, with more space and s

character and their exploits in
P

be avallable whercver y

sychic Powers po hese
see Chaptir § & V1

feapoa i
here

tion poes

se¢ Chapter 1 G 17

Ammour and Gear goes
bere—aer Chapier o 1

Wounds and Fase go
bicte—see Chaprer |
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(CHAPTER I:
CAREER PATHS

s an Acolyte of the Inquisition, you 4

everyone else in the Imperium o

toils and prays, fon ignorant of the great forces
threatening to destroy the galaxy. Whilst they
lives, Acolytes like you wage a secret war against mal

an. Humanity
v about their

beings whose names must never be spoken. Whilst the masses
sleep ar night, you are investigating secretive cults who meet
in darkness to spill blood and pray to their obscene gods. As
they slave in the manufactorum, you are bringing righteous
fire 1o twisted mutants in the depths of a hive. As they peer
fearfully at the blackness of space, you are plunging info the
very darkness between the s
upon plancts long dead. You of all the teeming billions have
been chosen o serve at the Emperor's left hand. Yours is a
weighty duty, yet a vital one.
Mor all Acolytes serve the Inquisition in the same

Sometimes an Inquisitor has need of capa dsmen

5, UNCOV

who can purge a nest of xenos cultisis or an Arbitrator
cho can wring the truth from a petty thief. Som

fInquisitor will need the serviees of an Adept

an ancient tome of knowledge or perhaps he

Your Career Path represents your abilities

and potential—effectively, your role within an Inquisitor's

retinue. It defines what oined the
Inquisition, and how you will continue to develop. Your
career will define how you are viewed, what new abilitic

you can learn, as well as the sores of things you will be
1 is deciding

¢ character will develop within

getting up to. Part of the fun of Dark Here
exactly how ¥
Career Path, for there are many choices available and no

one “right” way of progressing.

GETTING
STARTED

e Emperor foday, for temerrow you may be des
Lexicomuim Moralis.

our character’s Career Path is decided during the

character creation process. Your choice of Home

World will determine what paths are available 1o

your character. You may decide to pick your Career Path for

yourself, or to use the random tables in Chapter I: Character
Creation to choose for you

ach Career Path has its own dedicated secton within

Once you know what path your character is

ng, take the o 1o have 1 good read through the

appropriate section. This will tell you all the impartant things

v about playing your character, and how you

can expect them 1o develop over time

TABLE 2-1: CAREERS
Career Diescription

Adept Enowledgeable

scholars and logisters
Investigators and Liwmen
Assassin Skilled killers

Cleric Priests, diplomats and

Arbitrator

leaders of men
Guardsman Warriors, soldicrs
and brawlers
| Psyker Practitioners of
psychic disciplines
Thieves, outcasts and,
well, scum
Keepers of mysterious

technology




GETTING STARTED
.
CHARACTER
ADVANCEMENTS
L
ADEPT

ARBITRATOR

CLERIC

GUARDSMAN
.
IMPERIAL PSYKER
L]
Scum
.

TECH-PRIEST




CAREER PATH FORMAT

Each Career Path uses the following formar;

DEescrIPTION

each Career Path section you can find a deseription and

wstration to help give you some ideas about what your
sharacter might be like. This section tells you a Hele bit
sbout the background for the carcer and how it fits into the
Imperium as a whole.

RANK CHART

Esch Carcer Path is divided into a series of Ranks
chant tells you the name of cach Rank, as well as the level of
progression necessary 1o reach a certain Rank

This

CHARACTERISTIC ADVANCE SCHEME

Carcer Path allows you to improve your characrer’s raw
sbilities, or Characteristics. Depending on the nature of the
Career Path, some
whan others. This chart lists the cost of each Characteristic
Advance you can take.

acteristics are more difficult ro

Rank ADVANCE SCHEME

For each Rank within your Career Path you will find a table
that shows you what new abilities your character can learn,
and what you must do in order to learn them, You'll also find
2 short quote and description for each Rank

CHARACTER
ADVANCEINENTS

“Thought for the day: hard work congquers everything
The Gumer, Primer.

s you adventizre through the 415t Millennium, your character

will bave plenty of oppormanicy to improve. Your Game Masser

vill reward you with Experience Poings that you can spend o

further deyelop your character. Each career has plmn of room for you

your charcter and make tf

‘There are three types of improvement |J\.|( can happen 1o

your character:

* Characteristic Advance—Increases your raw abilities

CHARACTERISTIC
ADVANCE

A Characteristic Advance is an increase to your character's
raw shilities. When you buy a Characteristic Advance, you
add +5 1o the Characteristic on your character sheet.
Characteristic  Advancements are  divided into four
progression levels These are as follows:
iumple. A small fulfilment of your potential

i bl

A significan imy

tive, focused effort upon improving one's prowess
he limit of your natural capabilities

As you set about increasing a Characteristic, you must
progress thiough esch of the progression levels in wrn,
starting at Simple and ending with Expert.

The costs for each career are listed in the relevant career
section in a table, which looks like this:

10 your cafs

ARBITRATOR CHARACTERISTIC
ADVANCE SCHEME
22 "

WS

500 xp

Simple
250 xp

Trained Expert
750 xp 1,000 xp

As you can see, the first +5 increase to an Arbitrator’s
Weapon Skill costs 250 sp: the next +5 (the Intermediate
progression level) would cost 500 xp; a further +5

mp {the Trained progression level) would cost 730

xp; while the final possible improvement (Expert progression

costs 1,000 xp

The costs for Characteristic Advances are cumulative, S0/
you couldn't just pay 500 xp for a +10 increase. Instead,
you'd pay 250 xp for the Simple Advance, and then pay 500

xp for the Intermediate Advance.

ExamMpLE

Sieve dectdes be wanss 1o improve b Arbimater’s Wspon
Skill. His starting profile is 25, Sieve withes fo femare it
m 15, Looking at the Charscteriste Advnce Schene for the
Arbitristor career, Steve notes dhe cost of a Siwmple progresion
i 250 xp He purcheses this advance, and mereases bis
Haapon Shill o 30 (25+5=3)). Nex, Sioe notes the
cost of an Ierwerdiate progression, which cotr 500 xp He
puurchases cher achience, moreasing bis Wipor Skill from 50
10 35 (3045235, In toeal Steve has paid 750 xp 0 incresese
s apom Skil ey 10 {250+ 500=750).

RANKS

'r'nur H.usk is a general measire of your experience ancd

* Rank increase—Opens new training opy
* Skill or Talent Advance—Learn new Skills or Talents

In addition to the Advances listed for the Ranks within your
Career Path, sometimes your GM will allow you to purchase
an Elite Advance, See page 43 for more on this.

It the p of your charicter's
Jb!|l[|l‘5 as they lry 10 prove kh:!mzhu worthy of Inquisitorial
status. Your Rank is determined by the rotal amount of

Experience Points your character has spent. The Advancement

Scheme for each Rank has a combination of Skills and Talents,
which you may purchase with xp.
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You may buy Advances from any Rank A
Scheme that you currently or have previously held
As your Rank rises, you have access to more
Advancement Schemes, and therefore have more options on
how to customise your character,
As with Characteristic Advances, it is easy to g
start with, and becomes progressively harder throughout the
fe of your character
Each Career Path has unique Ranks. As yos
Progresses in power, you may sometimes find yourself eligi
for two or more Ranks. When this occurs, you must make
chaice between the Ranks available to you
Same of the greater Ranks have prerequisites artache
These are things like Skills, Ch levels, or
previous Ranks that you must possess before you can choose
a particular Rank
Career Rank tables ook like this:

maore

min Ranks to

them.

GAmNING RANKs

Characters automatically gén Ranks by spending xp Once 2
character's total spers xp resches the necessary amound, the characer's
Rank increases: Note, Rank increases abways ocour afier an Advance
has been taken,

ExaMPLE

Stk Guardman chorser by spent 2,800 xp in wtal on
adsnees Seve decides 10 sperd a firtber S0 xp o incretse ane of
bis Chanscrerseics Steve geins permsicsom from bur GM o take the
adbeoce, then crnses 500 xp off i crmon xp seore He she nover
oy tbe ruame of the adbiance, s alter b Chanserswic proyil
Finally be adkds the 500 xp be b spent 1o b total xp score. Steve
Dt o spent 3,300 o (2800+-500=3,300). Looking ar the
b Ranle b soes e s o oot emossgh 0 e s
Rank, Vetenan, He pemaves bes ol Rarok and motes “Vieran” on the
ok section of bés Character Sheet.

SKILL AND
TALENT ADVANCES

A Shill Achance teaches you a new Skill or improves an exissing Skill
to make it more clfective. A Talene Advance gives you 3 knack of
apeitude for something

Depending on your career choice, some Skills and Talenes

are ecasier to leam than others. A scholarly Adept, for

ple, would have 1o spend far fewer Experience Points
to learn Logic than o Guardsman would. The wide range of
Skills and Ta U 10 customise your character as
you would wish,

erits allows

PREREQUISTTES

ke a look at the listed Advances for each Rank, you'll
natice some requite you to have a Talent or a Characteristic at
a particular rating. You must meet all the listed presequisites
before purchasing the Advance. If you are ever in doubt abogt
requisie, ask your GM, who can overrule or chanpe

they wish

BUYING AN ADVANCE

e is simple. Once you have had a good ook
ce schemes, and chosen what you want to buy
follow these steps:
1} Check with the GM 1o make sure the Advance you'd like
is available {the GM may restrict certain Skills and Talents 1o
needs of the campaign, or be might offer a better
option).
) Deduct the Advance's cost from your current pool of
Experience Poitits.
3) Write down the name of the Advance on the Advances
ter Sheet
4) Apply any changes to Characteristics, Skills, Talents or
Traits that the Advance brings.
5) Finally, add the spent xp to your total xp
As you undertake adventures, you will earn more Experience
Points a5 a reward for good roleplaying. completing missions
and for coming up with clever ideas. These rewards allow yen
0 buy further Advances for your character.

section of your Cha




Decome How 1o
Apvance YOUR CHARACTER

Siguring out which Advances you should take can be a linle daunting
& fr. Whilst Characteristic Advances are expensive, they do have
wide-ranging effects on your chamcter's bt Meamwhile, Skl and
Sslents are rebatively cheap and do open a lot of new oppormunities
bu will need 1o decide if you want to focus on improving your
e abiliries, concentrate on gaining Skills and Talents or forge a
promise between the rwo tactics
fous can expect 1o gain around 200 xp w ach session of play,
d you are reasonably successful and mleplay well. When
ning your Advances you might find it handy o use this a5 a
aire of how long it will take you to gin a ¢
o cxample, a Simple +5 Weapon Skl Advancement which costs
250 xp will ke roughly rwo sessions o gain. Meamatille, a new
i single seaion
h weald be a
welp you out.

in improvement

Talerit which costs 100 xp could be gained affer o
Ly I you get stack, or simply aren't sure
r Advanice for your characte

ELITE ADVANCES
our character is broadly described by their Career Path, however
Advancements lissed are ot the sum ol of all that your
cter could leam. Sometimes your chamacier will be exposed 10
ertain Skills or Talenis du
dveniure living amongss the dialoct-jabbering Yabkzi nomad
k that you have a good

play. For example you might spend

lenit not listed on your Advancement
im¢ you can request an Elie Advance f Tio make 3
sest you will need th

* Logical justific
months with the eribe, 5o it makes sense | would pick up the Spesk

fakczi Tribe Dialect) skill”
acter explanation for how you gained the Advance—eg, 1
s gt by one of the cauldron-masdens who took 2 shine o me”,

* An offier of how many experience points you are willing 1o pay
5 gain the Advance—eg, T happily pay 200 5p to leam Speak
Languape (Yakei Tribe Dialect) skall”.

Your GM may decide not
sequest a higher Experience Point cost than you have sugpested
In these cases, gracious acceptance of the GM's decree is the best
course. Your GM may also rule that you need to pass a series of
£ests in order to successfully leam the requested Skill or Talent.
Thiis will usually tie into your explantion for how you gained
the Advance; eg “Make a Charm Test to convince the Yakzi
caubdron-maiden that you are worth #

e Advance can be an advenre in and of itself:

Sometimes your GM will offer you an oppormunity to ke an
Elite Advance 5 par of the reward for completing an adventure. For
example, you may have encountered 3 powerful pryker during your
imvestigations. Hiving defeated the witch, your GM might offer you
the chance to purchase Forbidden Lo (Warp). Sometimes these Elit
Advanioes will come with additional side effects, such as Comuption
o Insanity poants. Think cancully before aking up such an offert

Oxveasionally, youcan gain Elite Advances as the consequence
of specific acts, such as making a pact with Daemonic forces,
See Chapter VIII: The Game Master for more information
on Elite Advances and Dark Pacts

grant you the Elite Advance, or

The quest for an

Crearve Your Own CAReer Pars

Whilst the Carcer Paths detailed here are purposely broad in scope;
once you've had some experience adventuring within the #lst
Millersum, you might find it fun © develop something 4 linde
MOEE Spec e making up an alien race, or

maybe you've

Perhups you
hwvarys wanted 1o be a Grox Herder: I this is the case,
woek dosely with your GM to develop an Advance scheme that is
balanced and sensible. Remember to make sure that your new caneer
e other members of your group—afier all, if Acolytes
hly together, muants, aliens, and the forces of

darkness will be only 100 happy to exploit your weaknesses.

COMPLETING ALL THE RANKS

Through 3 combination of skill, castion and sheer luck, your
acter may survive the manifold horrors of the 415t Millennium
long enough 1o progress to the top Rank within their carcer In game
s, the chamcter who has atined the 1op Rank of their career &
considered 10 have completed their Career Path. The character has
now passed beyond the scope of Dk Hexesy, and into the reilms
of other Hirhommer 40,000 roleplaying games.

It might be that such a character & imvited to become an
Intervegaror {after suitable purifying rimuals of course) or that they
might find a way to escape their master sltogether. Perbaps they
will be given 4 role within the Imperium a5 2 planetary povemor,
Administratum official o Ecclesiarchy portiff. Some might smply
retire, whilst others might choose 1o plunder the Barflung stars with
a Rogue Trder crew: Some might become nothing: more. than
wispered legend and infanmy: There are many options, only limited
by your imagination.

R PATHS

CARE

I




il

eptus Terra, It is said the Adeptis Terra i the
cogs and gears that drive the Imperi

tiw O

m, and the Administratm

B
adepts of varying gr

s staff the Admindsratum, ¢
fes and specialties. Man
positions, the titles passed down from generation to

EREdEREE .S

ration,

HLVd 4339V

has been | i
o ReaCE EFIROLER
1o resurface centuries ‘_*7
divisions lly continue to [ e
Sa00

exin
Most adepts Libouring vaults, forgomen
ive halls o sitting at ancient, parchment-reading, logic engines

are considered to be Jearmed by Imperial andards They ean
from studicus Bbearians, who have spent the

veni affer their orig

nal intent has long s

expired

e

thin the gang

e bives

within the disty confines o
younger, knowledge
fthe multitudinos ranks of the Adn
Inquisitors - and

r agens frequently  have
tieed of such academics, archiviss, curtors, scribes,

[ —

specialists in

lore. Adepts become § Inquisitor in

My ways som be in service within

the Inguisition, odher:

wtingly cross paths
estigation, but the majoricy
of adepts are seconded from the Administratum, Foe
an ageing scholar, used 10 a rigid and dogmatic roatine,
entering the emplo
experienc
that must be fulfilled. Cthers can become nesenifial, mal
it clear they ar
rather than any idealist sense of h
all react negatively: Some, eger, adepts see it as an
opportunity, a rare chance 10 leve the overbearing sinscrures
of the Adminésratum and quench their thirst for curiosiny and
smdy forbidden knowledge.

In the field, adepts are rarely armed w
than an autopistol; firepower is someor
present to give sige tactical advice, unlock codes, conf
existence of STC data or brief on local customs and rif
Their role may not be in the forefront of a fin
is no less pivoral or danperous. Whilst other Ac
sectsre @ heavily defended data-crypt with firepower and
psychic force, someone needs to download and decipher the
data from the terminal in the midst of the combat
Adepts may be thought of as meck when compared 1o
other Acolytes, bat they have access 1o one of the most
ul weapors in the 415t Millennium—knowledge.

Some are refuctant, but see

en

—



TABLE 2-2: ADEPT CHARACTERISTIC ADVANCES

Characteristic Simple Interme Trained Expert

Weapon Skill 500 750 1,000 2,500
ic Skill 250 500 750 1,000

Serength 500 5 1,000 2,500

Toughness 1000 2,500

Agilivy 750 1,000

500 500

Perception 500

Willpawer 500 750

Fellowship 750 1,000

ARCHIVIST > =
ADVANCES Advance Type Prerequisites
JEANCES Drive {Ground Vehicle) 5

Drive (Hover Vehicle)

Srune blind you boy, ferch
hefire 1 use your || Plloe (Civilian Craft)

Scholastic L

Trade (Cook)
Trade (Valet)

Restssance (Cald]

are (Legend)

nd the needs of Sages.
ying between tottering
chshelves and datacrypts,
with an cye to escaping Sprint
servitude, Unremarkable
Swim
Melee Weapan Training (Primitive)
Pisrol Trainkng (Primitive)
Pistal Training (Las)
Pistal Training (SF)

Thrawn Weapon Training (Primitive)

SCRIVENER Advance Prerequisites
ADVANCES O ; X

Common Lore (Administratum) 5 -

Common Lote (Imperism) + 10 Camman Lote (Imgpetiim)
Drive (Ground Vehicle) 410 Dirive (Ground Vehicle)
Dirive (Hover Vehicle) 10 Drive (Hover Vehicle)
Forbidden Lore (Culrs) 3

Disgrkras, your dlummarions
e paritively Rabelican. You'lf
o well, fust mot bere.”

Scriveners have wormed their
way into a position of tus, | MUY 3 =

whence they may acually | Hiterasy +10 5 Lircracy

sl with scrolls, books and (| Logic 5 =

data-slates directly OF course, || Pilet (Civilian Crafi) +10 Pilot (Civilian Crafi)
they are the primary oppres- || Scholastic Lore (Legend) +10 5 Seholastic Lore (Legend)
sors of Archivists, as is only Speak Languape (High Gothic) ;

sight and proper. Trade (Artist)

Trade (Cartographer)

Trade (Copyist)

Basie Weapon Training (Primitive)

Peer {Academics)

Blather

Peer {Administratum)




ScRIBE ADVANCES
A scribe i always wseful
Knowledge can ke the
differenve beruween
death, perrricularly if you send

fe and

the soribe i first

Seribes  are  vesscls  of
knowledge, skilled in the
byzantine art of extractin
Information from all
ny secretly
fear they will never rise
ranks af

hence

nni

of sources. ¥

Further within
the Administratun

they are nan
take risks to ger ah

INDITOR
ADVANCES

Inditors are musted me;

of the nistratum, having

been initiated ingo some o

deeper secrets. Even the ko
ofother Adeg

their scrutinising gaze.

2is ot beyond

Advance Cost  Type Prerequisites
Awarencss +10 166 5 Awareness
are (4 tum) + 10 100 5 Common Lare (Administratm)
Comman Lore (Ecelesiarchy) 100 5
Common Lore (Imperium) 420 100 5 non Lore (Imperium) + 10
Common Lore (Tech) 100 5 —
Drive (Ground Vehicle) +20 100 5 Drive (Ground Vehicle) +10
Dirive (Hover Vehicle) +20 100 5 Drive (Hover Vehicle) +10
Forbidden Lore (Culs) +10 100 s Farbidden Lore (Cults)
Forbidden Lore (Heresy) 100 5 —
Literacy +20 100 5 cy +10
Pilo (Civilian Crafi) +20 100 5 Pilot (Civilizn Crafi) +10
Sehelastic Lore (Bureaucracy) 100 5
Scholastic Lore (Legend) +20 100 5 Schalastic Lore (Legend) +10
3 ¢ Lose {Occult) 100 5
cret Tongue (Adminisiratutn) 100 5
Basic Wespon Training (Las) 100 1
Basic Weapon Tralning (SP) 100 T —
100 T
Resistance (Poisans) 100 T
Blather 410 200 5 Blather
Electro Grafi Lise T
Sound Constitution
Ambidextrous i Ag 30
Advance Cost  Type Prerequisites
Awareness +20 100 5 Awarcness +10
C +10 s Lore (Tech)
Common Lore (Machine Cult) 100 5 -
E ate 100 5
Faebidden Lore (Mutants) 100 5 —
Forbidden Lore (Inquisition) 100 5
Inquiry +10 100 s Inquiry
c +10 100 5 L
Scholastic Lore (Chymistry) 5 -
Scholastic Lore (Numerclogy) 5
Scholastic Lore (Cceult) +10 5 Schelastic Lore (Occult)
Secret Tongue (Administran 100 5 gue {Administratum)
Tech-Use 100 5
Total Recall 100 T Int 30
Swilfi Avtack 100 T WS 35
Barter 200 5 —
Blarher +20 5 Blather +10
Navigation (Stellar) 200 5 =
Melee Weapon Training (Shock) w T —
Arms Master 200 T BS 30 Basic Weapon Training {any two)
Marksman 00 T B5 35




CHIRURGEON
ADVANCES

ety fer frer. I

they leolks ar yer ax b

VETE £T088 TUCEN i exiper-
 park lunch "

fieans investigate the
ets of the human form,

stdying the cryptic cham-
s of the hear, the enig
f flesh and bone, and,

{ course, the moist grey
teries of the

ain.

ScHOLAR
ADVANCES

Dibarkins. ps
b your bead!

be Secping Con

scholar is in full Bloom of
His powers, wise, leamed and
illed in gerting results fom
e almighty machine thar is

ne Administratum, Should
avoid  peevish  theo-

and mighy indeed

Advance Cost Type Prerequisites
Awareness +20 1o 5 Awareness +10
Comman Lore (Imperial Creed) 0o 5
Deceive 100 5
Forbidden Lore (Mutants) 100 5
Forbidden Lore (Inquisition) 100 5
Inquiry +10 5 Inquiry
Medicae 3
Medicae +10 ] Medicae
Master Chirurgeon T Medicac +10
Talented (Blarl 100 T Blarher
Talented {Medicae) 100 T Medicae
Peer (the Insane) 100 T Fel 30
Carcuse 200 5 —
Carouse +10 200 5 Carouse
Decadence 200 T T30
Heightened Senses (5 200 T
Heighrened Senses (Smell) 200 T
Heightened Senses (Touch) 200 T
Melee Weapon Training (Chain) 200 T
Charm oo 5
Sleight of Hand oo S
Advance Cost Type Prerequisites
Comman Lore (Adepeus Arbites) 0o s
are | m) +20 100 -3 Common Lor m) +10
Common Lore (Ecclesiarchy) +10 w5 Common Lore {Ecclesiarchy)
c (Tech) +20 00§ Common Lore (Tech) +10
we s
100 s
Drive (Walker) 00 s
Forbidden Lore (Heresy) +10 100 5 Forbidden Lore (Heresy)
Forbidden Lore (Inquisition) +10 100 5 Forbidden Lose {Inquisition)
Forbid ¢ (Mutants) +10 100 (3 Forbidden Lore (Mutants)
Scholastic Lore (Astromancy) 100 5 —
Seholastic Lore (Bureaucracy) +10 wo s Seholastic Lore (Bureaucracy]
Schalastic Lore (Heraldey) oo s
Schalastic Lore (Imper 00 5
Scruting w0 5
Armoar of C 100 T WP 40
Binary Charter wo T =
00 5 Navigation (Steltar)
Basic Wespon Training (Beli) w00 T =
Dic Hard 200 T WP 40
Pistal Training (Bolz) 200 T
Sound Constitution 200 T
Step Aside w0 T Ag 40, Dodige




LEXOGRAPHER
AnvaNces

Lexograpbers &5 g0 fwart,

Jger ta make 1ip wordran” ne o
2yt they's imedukiared.”

All the knowledge of the
Imgperium s hidden within the
spidery High Gothsic scripe of
nemples, shrines and archives
The Lewopgrpher s the
puandian and keeper of these
scred wonds.

LoREMASTER
ADVANCES
“When

secrels of
understand

Loremasters reached
such a level of knowledge
of the galaxy th

now umed their aentions

they have

rd, looking inte the very
pysteries of the human soul

COMPTROLLER
ADVANCES

work [ike thar *

Comptrollers direct the cbb
and flow of information that
passes through the Adminis-

tratum, plucking seemingly
unconnected facts from the
sea of know-ledge 10 con.
struct  masterful  solutions
and cunning plans of attack.

Advance Cost Type Prerequisites
Farbidden Lare (Cults) +20 5 Farbidden Lore (Cults) +10
Forbidden Lare (He ] 5 Forbidden Lote (Heresy) +10
Forbidden Lore [I||q|||||I«|(|J +20 100 5 Forbidden Lore (Inguisition) +10
Forbidden Lore (Metants) +20 106 5 Forbidden Lore (Mutants} +10
Speak Language (High Gathic) +20 100 5 Speak Language (High Gothic) +10
Resistance (Fear) 100 T

Paranoia 100 T

Blind Fig 200 Per 30

Pistol Training (Flame) 200 T

Quick Draw 00 T

Lip Reading ;0§ -

Advance Prerequisites

Scholastic Loge (Oceult) #10
Lip Read

ng +10
Minos  Prychic Power!

Rapid Reload
Sound Constitution

Payniscience
Exotic Weape
Pry Rating 1
Unshakeable

raining (}

Seholastic Lare (Occult)
Lip Rt

Fel 30

Psy Rating |

Pistal Training (P Iasm..) 400 i
ron Kir T 3
Advance Cost  Type Prerequi;
Command 100 3
Common Lare (M 100
Common Lore IMJ\hIIIr Cale) +10 100 Common Lore (Machine Cult)
Deeceive +10 100 Decelve
Evaluare 100 -
Evaluste +10 100 Evaluate
Inquiry +20 100 Inguiry 410
5 a +10 100 Seholastic Lore (Astramancy)
ic Lofe (Bureancracy) +20 100 Scholastic Lore (Buresucracy)
Lose {Chymistry) 100 -
laseic Lore (Chymistry) +10 Schalastic Lore (Chymistry)

Search
Secret

Secret Tongue (Administrarum) +30

hem €
Disturbing Vaice
Resistance (Psych
Interrogation
Tech-Use
Tech-Use +10
Blind Fighting
Dead
Jaded

e A A B B e 0 0 B R A 6 G B e O b

Schalastic Loce {Heraldry)
Scholastic Loce {Imperial Creed)

Scholassic Lore (Numerclogy)

Sectet Tongue (Administratam)
Secres Tongue (Administratam) +10

Tech-Use
Per 30
BS 30
WP 30




Locister
ADVANCES

cogiranion of Logirer
ix that the ciry
olfves bo
imdiisrry probiems
egantly, What? No, I'm

sofurion

ogisters. apply their ph
cnal powers of reason-
ind logic o the roughest
Mems, slicing through
with the keen
of their intellect

MAcISTER
ADVANCES

15 wose dhan
payker that
ws everyihiing.

Magisters possess an imp
sderstanding of the
 the galaey, and man’s place
it Through the study
i this forbidden knowledpe
ey unlock hidden powers.

SAGE ADVANCES
¥ even the mysieries of
¢ Thyrint Sute e mo

Se mind of « sge.”

Sow secrets remain hidden
Som the mind of a sage.

Advance

Comnon Lore (Adeptus Arbites) +10
Common Lore (Ecclesiarchy) +

Logic +10

Logic +20

Schalastic Lore «.-yplnluxv!

Search +10

Alr of Authariry
Orthoproxy

Peer (Gaverr

Pistol Training (Flame)
Resistance [Fear)
Strong Minded
Talented (Logic)
Command +10
Interrogation +10
Tech-Use +20
Farbidden Lore (Arche
Nerves of Elrrl

Type Prerequisites
Common Lare {Adepus Arbiees)
Commaon Lore (Ecclesiarchy) +10
ic
Logic +10
Scholastic Lore (Crypeology)
Scholastic Lore (Imperial Creed) +10
Scholastic Lore {Judgement)
Schalastic Lore (Tactica Imperialis)
Search
Fel 30

Fel 30
WP 30, Reststance (Prychic Powers)

Logic
Command

Fel 30
Fel 30

Advance
Cafall

Payniscience +10
Tech-Use +10

Exotlc Weapon Training (Needle Rifle)
Minor Psychic Power’

Sound Consitution

Melee Weapon Training (Power)
Pistol Training (Melta)

Pyy Rating 3

Prerequisites
Ap30

Psymiscicnce
Tech-Use

Psy Rating |

Py Rating 2

Advance

Common Lere [Adeptus Arbites) +20
Farbid, .

Forbidden Lare (Heresy) +20
Forbidden Lore (Inquisition) +20
Farbidden Lare (Mutants) +20
Scholastic Lore (Tactica Imperalis)
Mental Forrress

Peer [Nability)

Command +20

Exotic Weapon Training (Web Pistol)
Quick Draw

Rapid Reload

Talented [Command)

Concealment

Farbidden Lare [Archeosech] +10
Peer (Adeptus Arbites)

Sound Constinution

Unnatural Intelligence

Prerequisites
Common Lore (Adeprus Arbites) +20
Forbidden Lore (Cults) +10
Forbidden Lare (Heresy) +10
Forbidden Lore (Inquisitkon) +10

rmhuddm Lore (Murants) +10

Lore [Tactica Imperialis) +10

'P 50, Strong Minded
Fel 30
Command +10

Command

Forbidden Lose (Archeatech)
Fel 3

R PATHS

CARI
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ARBITRATOR

“He demands? The demands of the lew come first, even in Hrve
Targus.”
— Regulator Hanz Rikennan, IV Precinct, Hive Tarsus.

imuaghout the millions of wordds of the

s ife. Mot just the petty aimes of individuals for personal

gain, but organised crime on a scale never even considered
in humanity's past. Enire sub-sectors and planets have been in the
thrall of illegal cancls and criminal organisations. There are even
wayward plinetary governors wha shun the Imperium and treat the
dominion as their own paltry fiefdom, chiming the planet’s natural
resources, labour and riches for their own.

In these dire simations it falls o the Adepeus Arbites 10 defend
the Imperium’s rights and prevent whole sub-sectors going mogue
for gencrations, or even permanently. The Adeptus Arbites is not a
gakactic police foroe it has little nterest in petty crimes such as thelt,
murder of tax evasion, for these fall under the responsi Fthe
Jocal planetary forces. The Adcpius Arbitcs s there to keep order on
a far grester scale, 1o oot out cormuption, madneain the Impesial tithe
and o guand against witchery

From the Adepous Arbies come the fearsome Arbitrators. Also
known as Judges, these men and women are stoic ir duty and
unquestionably Joyal 1o the Imperium. Inquisitors ofien go 1o the
Adeptes Arbites when in need of a tustworthy Acolyte, tmined o
think on their feet, combat-hardened and beyond reproach in their

ith. Arbitrators are infamous for their prodigious stamina and zeal

their abiliry w0 survive all manmer of wounds and punsshment in
quest to catch their quamy:

Arbitrators are resolute and fearless They demand uster abedience
fiom the citizens they come into contact with, Where civil unrest
and crime threaten the stability ol
field: unflinching, ordering the local enforcers, and hunting down
the rabblle-rousers, to restore biw and order.

The Judges’ methods are varied, not unlike the way Inquisitors go
about their work. The mears used can be differert depending on
their mentors, what Schola Progenium the individual artended and
other such factors. However, unlike Inquisitors who have their own
private agendas, all members of the Adeptes Arbites have the sme
goal and resposibiling—to uphold the Emperors justice.

Some Arbitrators openly investigate and make no secret who their
quarry is, even if he ks of noble birth or high mnk. This can ofien
lead to overt hostility between the Judge and his subject, although
there Is no question who off-world forces of the Imperium would
side with should they be requested to attend. This is by no means the
only mode of imvestigation; other officers of the Adeptes Arbites are
quite methodical in their spprach—meticulousty souncing evidence
and questioning cotacts and winesses

The relationship between the Inquisition and the Adepees Arbites
s often one of the more condial within the Adeptus Term. Arbitrstors
‘ofien soe working with Inquisitors a5 a way of further enforing
Justice. However, such armangements have not always worked so
well. Tt has been known for Judges t© m on the Inquisitors they
barvee een seconded 1o senve If they pesceive the Inquisitor to have
broken sacrosminct Imperial v This means Inquisitors of the more
Radical factions must be wary when recruiting members of the

15 Arbites to become their Acolyics.

RECRILATOR

[
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Characteristic
Weapon Skill
tic Skill

Willpower

Fellowship

TABLE 2-3: ARBITRATOR CHARACTERISTIC ADVANCES

Simple Intermediate
250 500
100 250
500 750
100 150
500 750
250
250 500
500
500

Trained Expert

750 1,000
750

2,500
500

2,500
750

1,000

1,000

1000

TROOPER
ADVANCES

vourself* an_ ariirrator?

not fit m wear the

wper is drilled in

and his duties to

erium: he is stout of
and eager to enforce
peror’s law

ExNFORCER
ADVANCES

e, we'll b

An Enforcer is taught how
3 keep order in the most
Seperate sitations, stand

shoubder o shoulder
with his fellow Arbitrators

Advance
Awareness
Common Lore (Adeptus Arbites) +10
Dirive (Ground Vehicle)
Drive (Hover Viehicle)
Ingquiry +10
Scrutiny
Swim
Basic Weapon Traning (Primitive)
Basic Weapon Training (57)
Melee Weapon Training (Primitive)
Pistol Training (Las)
§ Training {Primitive)

stol Training (SP)
Rapid Relosd
Sound Constitution®

Thrown Weapon Training (Prim

ke rhis Tirlens

Prerequisites

Common Lore (Adepius Arbites)

Inquiry

Advance
Common Lore (Adepras Arbites) +20

Intimidare

Security

Tracking

Basic Weapon Training (Las)
Digarm

Double Team

Leap Up

Light Sk

Melee Weapon Training (Shock)
Peet (Adeptus Arbites)
Resistance (Cold)

Resistance (Heat)

Sound Constinwtion
Takedown

Barter

Ciphers (Acolyse)

Tech-Use

T I R H R A R S e R AR )

Prerequ 5
Common Lore {Adeptus Arbites) +10

Ag 30

Ag 30
Per 30
Fel 30
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REGULATOR
ADVANCES

“I wetmt you ro hueat them don
fike the dogs they are.”

Regulators take the law 1o
the wnderworld, helding
their own against a
challenge the Ei

Raw

U NVESTIGATOR
Anvances

“Thir iy 4 b
bab-block, find aut what
Lo

Investigators bearn the arts
of inquiry, using contacts,
charm and dirty tacties 1o
uncover the truth,

Advance
Ciphers (Underwaeld)
Common Lore (Imy
Dodge
Intesragation
Scholastic Loee (Judgement)
Search
Die Hard
Sound Con:
Climb
Silent Move
Basic Weapon Training (Flame)
Basic Weapon Training (Launcher)
Heavy Weapan Training (SP)
1 Training
Speint
Street Figl
Two-Weapon Wielder (Ballistic)
Two-Weapon Wicld
Survival

Crushing Blow

Prerequisites

B5 35, Ag 35
WS 35, Ag 35

Advance

Lore (Adm

Inquiry +20
Search +10

Sec +10

Tracking +10

Basic Weapon Training (Bolr)
Decadence

Hard Ta

Heightened Senses (Hearing)
Heightened Sense:

Tron Jaw

Peer (Underworld)

Pistol Training (Bole)

Rapid Resction

Blather

Carouse

Evaluare

Sound Constitution

Tech-Use +10

Cost  Type
100 5
100 5
(] 5

100

Tracking

T30

Ag40




ARBITRATOR
ADVANCES

“Towk sixteen slugr fo the gui,
but be seill got his man. Now,
there’s @ real arbitrator for
you..”

Arbitrators are guardians of
order and the rule of law
within: the Imperium. Im-
placable, wnrelenting. and
nigh-on impossible 1o kil
they are the Emperor’s jus-

manifest.

INTELLIGENCER
ADVANCES
“There's low e
there’s  Intedl
help the scwm if those boys are
out the tral,

clmming

encers.  Sarnts

Ingellipencers are spymasters,
tacticians and forensic experts.
Thelr powerful intellect is
matched only by their dedica-
tion 1o the Imperium.

Advance

Charm +10

Climb +10

Conceslment

Dodge +10

Inesrogation +10

Intimidation +10

Scholastic Lose (Tactica Imperialis)

Seruting +10

Secret Tongue [Cutier)

Ambidextrous

Hirdy

Merves of |

Peer (Government)

Sure Strike

Step Axide

True Grit

Fosbidden Lore (Cales)

Farbidden Lore (Mutants)
are (Oceuls)

Silent Move +10
Sleight of Hand
Basic Weapon T
Combar Master
Deeadeye
Heavy Weapen Training (Flame)
Melee W n Training (Chain)
Pistol Training (Plasma)
Canstitution®
Exotic Weapon Training (Web Pistol)
‘eapon Training (Webber)

Swift Amtack

mry take ther Tiales

¢ (Plasma)

00
300
7 this Riask.

hree

Prerequisites

Interrogatian
Intimidation

WS 30
Ag 40, Dodge
T 40

Silent Move

W5 30
BS 30

Cost
o0
100
100
100
100

Advance

Type

Commen Lore (Administratum) +10

v

Interrogs
Search +20
Security +20

Speak Language (High Gothic)
T

20

on +210)

racking
Besistance (Insanity)
St Minded
Total Recall
Disguise

Lip Reading
Schalastic Loee (Bureaucracy)
Scholastic Lare (Crypiology)
Melce Weapan Training (Power)
Blademaster

Sound Canstitution

Talented (Logic)

Tabented {Shadowing)
Scholastic Lose (Chymistry)

R R R A P R G P A

Secree Tongue [Administratum)

Counter Attack
Crippling Strike
Resistance |Paychic Powers)

Prerequisites

s0n Lare (Adminisiratam)
Security +10
Tracking +10

WP 30, Resistance (Psychic Powers)
It 30

WS 30, Meles Weapon Training (any one)

Logic
Shadawing
Commen Lore (Administratum),
Peer (Government)
Ws40
WS 50




MAGISTRATE
ADVANCES

“Every crime bas s price, and
the magisirare collects  thar
debt.”

Magistrates rule upon in-
tricate cases of heresy and
sedition. By dispensing
death, they keep the soul
of the Imperium alive.

HLVd d3434V)) “]|

JUSTICAR
ADVANCES

remble.

The Justicar brings the light
of the Emperor’s judgement
to decadent nobles, corrupe
officials and worlds broughe
low by dark worship.

Cost

100

Advance
Charm +20)

Common Lore (Ecclesiarchy) 100
Common Lare (Imperial Creed) 100

106
Scholastic Lore (Bureaucracy) +10 100
Schalastic Lore (Crypiology) +10 100
Scholastic Lore (Judgement) +10 100
Scholastic Lore (Oceult) +10 100
Schalastic Lore (Philosaphy) 100
Speak Language (High Gothic) +10 106
Blind Fighring 100

100
100

Lightning Reflexes
Precise Blow

100
200
200

Resistance {Fear)
Command

Forbidden Lore (Heresy)

Air of Authority 204
Arms Master 200
Sound Constitusion’ 200

300
300

res at thes Rank,

Forbidden Lore [Psyhers)

Farious Assault

You mury take this Talent up fo two

Type
5

wiow e o

= oA

= e o=

Prerequi:
Charm +10

Schodastic Lore (Burcaucracy]
Scholastic Lore (Cryprology)
Scholastic Lare (Judgement)

Scholastic Lore (Occult)

cak La

uage (High Gothic)
Per 30

WS 40, Sure Strike

Fd 30
BS 30, Basic Weapon Tralning {any two)

Advance

Literacy +20 100
Scholastic Lore (Judgement] +20 100
Seholastic Lore (Tactica Imperialis) +10 100
Forbidden Lore (Cults) +10 200
Faochidden Lore (Heresy) +10 200
Forbidden Lore (Mutants) +10 200
Focbidden Lore (Psykers) +10 200

200

200

200

00

200
Hip Shooting 200
Independent Targeting 200
It Discipline 200
Peer (! ¥ 200
Pistol Training (Melts) 200
Talented {Command) 200
Wall of Saeel 200
Fosbidden Lose (Inquisition) 300
Crack Shar 00
Lightning Attack 300
Sound Conshution” 300

*You may cabe shis Talens up 10 1wo simes ar this Hank

Cost Type

5

SRR PR SR

- =

= -

I IR

Prerequisites

Literacy +10

stic Lore (Judgement) +10

Scholastic Lore [Tactica Imperialis)
Forbidden Lore (Cults)
Forbidden Lore (Heresy)

Forbidden Lore (Mutants)
Fosbidden Lose (Pykers)
5¢

tiny +10

Ag 40, Two-Weapon Wielder (Ballistic)
AR 40, Two-Weapon Wielder (Melee)

BS540, Ag 40

BS 40
WP 30, Command
Fel 30
Command

Apds
BS 40

Swift Antack




ProcTor
ADVANCES

Open frre!”

Fmciors lead Adeptes Arbites
S5t squads and suppression
$rces agminst highly armed,
a0 nighly foolish, criminals

MagrsHAL
ADVANCES

When & Marshal arriver,
d and gun smoke follow.”

Marshals take the rule of Taw

the darkest dens of scum
#nd depravity, dispensing
wstice in a bright arc of
suzzle flare.

LorD MARSHAL
ADVANCES

Such men are beyond mere
merey,”

A the Imperium is mighty,
% 100 is the Lord Marshal

His will is not blunted
By the pemy whims of
drcumstance. The cold rule
of law is his only measure,
and woe betide those thar
fall shor.

Advance

Climb +20

Cammand

Interrogation +20

Intimidation +20

Sarvival +10

Tracking +20

Arms Masser

Hip Shooting

Ciphers (War Cant)

Secret Tongue (Military)

Basic Weapon Training (Melra)
Blind Fighting

Heavy Wespan Training (Bolt)
Heavy Wespan Training (Las)
Heavy Weapan Training (Launcher)
Heavy Weapon Training (Primitive)
Marksman

Melee Weapon Training (Pawer)
Pistal Training (Melts)
Lighming Atnack

Sound Constitusion

Prerequisites
Climb +10

Interrogation +10
Intimidation +10
Survival
Tracking +10
BS 30, Basic Weapon Training (any two)
BS 40, Ag 40

Swilt Attack

R R A A v S R A s

Advance

Command +10

Schalastic Lore (Tactica Imperialis] +10
Security 420

Bul, iceps

Dual Shat

Endependent Targeting

ron Discipline

Resistance (Poisons)

Comman Lose (War)

Gunslinger

Heavy Weapon Training (Plasma)

Peer (Military) 200
Crack Shat 300
Sound Constitution’ 300
"You may ke this Tilent up t0 bwo fimes af this Rank

Prerequisites
Command

Scholastic Lore (Tactica Imperialis)

BS 40
WP 30, Command

BS 40, Two-Weapon Wielder (Ballistic)
Fel 30
BS 40

o4 (Bt -1 (] O ] s s A o (o

Advance
Command +20 100
Scholastic Lore (Judgement) +10 100
Scholustic Lore (Judgement) +20 100
Scholastic Lore (Tactica Imperialis) +20 100
Speak Language (High Gothic) 100
Into the Jaws af Hell 10
Commen Lore (Administratum) + 10 200
Common Lare (War} +10 200
Literacy +10 200
Scholastic Lore {Buresucracy) 200
Scholastic Lore (Philosophy) 200
Cleanse and Purify 200
Counter Attack 300
Crippling Serike 300
Dhual Strike. o0
Heavy Weapon Training [Melta) 200
Mighty Shat 300
Sound Constirution® 00
Virow sy nake thix Tlent wp fo tuw timer at i Bank.

Cost  Type

Prerequisites
Commzand +10
Schalastic Lore (Judgement)
Scholastic Lore (Judgement) +10
Scholastic Lore (Tactica Imperialis) 410
Iron Discipline
Common Lore (Administratum)
Common Lore (War)
Literacy

Basic Weapon Training (Flame)
W5 40

W5 50
Ag 40, Two-Weapan Wielder [Melee]

B5 40

e A T R LR PR v v
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nd persanality of an Assassin can vary as much a8 there are

ways 1o kill, though this will be heavily influenced by the

hings and trai ¢ it from a Death Cult or Order.

v than amy If an Assassin survives Jong enough into bés carcer and his
superiors deem him worthy, he will be unknowingly tessed. The

are lkely exremely lethal, and so those who are found

tacking

%
>
w
v
Z

o art

[ainting ar r{w"\rw
Lyra Trix, Malfian Noble House Assassin

likely 1o survive. The few who do successfully
make it Ihu-uLh. e trials becoms initistes in one of the Assissin
arware of this even at this stage,
such is the u.uwurmundm;_ the Oifficio Assesinonm.

n the Imperium assassination is 2 v
by all, from the agenc e Adepta down to perty
Jords of the underhives—a professional killer is al

demand, Such individuals can range from freelancers, w

self-taught, 1o members of Assassin Orders and Guilds.
Assassing come in all shapes and guises, and it is ofien the

person a potential target least expects that is their iller. These ASSASSIN

can range from unsubdle brutes, who

the target’s body, 1o mundane-loo!
the use of potic

d ool and it is used

5 of

1d poisons,

concoction into the unsuspectin
There are many Orders, G

thrive

|I|d$ and Death Cubts that
the Imperium. Though

of penitence to the Emperor, in
Orders are either 2

ctioning off
Adepta or may even ha

monolithic

some sort
funding or tithe woul
Unbeknown

in their services.
he

0 even

ng to these semi-
5 and i

i ADETT Faremap

the Assassin Temples that G L

Assassinorum, his is wher

ind induct the most p

the Temple Masters recruit 1 i

g individuals.

ASSASS0I AT :
such Orders are highly rrained killers Alasgu

is far and above [h.ll
Cultist or member

IJMNNI PALATIE ’ |

hods, demeancur r oy

alse have intimate

experts i exof

knowledge of otl , such a5 the use of poisons

and the creation




Characteristic
Weapon Skill
Balbistic Skill
Strength
Toughness

TABLE 2-4: ASSASSIN CHARACTERISTIC ADVANCES

Simple Intermediate
oo 250
100 250
500 750
250 500
100
250
250
250
500

Trained Expert

500 750
500 750
1,000 2,500
1000
500 500
1,000
1,000
1,000
2,500

ADVANCES

the bead makes siire
e

Be Imperium is i
men and women
promise murder for
= Some cven have the
hills ro deliver.

with

SHADESMAN
ADVANCES

o ‘em all with a singie

: ma wedric, no fuss, then
melted back imio the shadous
ke be s never there.”

Shadesmen are talented mus-
derers whose shills extend
beyond those of mere killers
They seck o mumn their kill-
ing into an an form, honing
their bloodlesting skills and
tmrning their minds 10 a pas-
sionless. pursuit of death.

Advance

Climb

Dirive (Ground Vehicle)
Inquiry

Pilot (Civilian Craft)
Sibent Move

S

im
Basic Weapon Training (Las)
Basic Weapon
Basic Weapon Training (58]
Il

Heightened Senses (Sight)
Pistol Training (Las)

g (Primitive)

Pistal Training (Primitive)
Pistal Training (5P)

Sound Consrinsion®

Theawn Weapen Training (Primitive)
Literacy

"¥ou mry ek thi

S e ——

4
B P PP

Prerequisites

Advance
Actobaties
Ciphers (Acol
Commion Lore (Underworld)
Drive (Ground Vehi
Drive (Hover Vehicle)
Navigathon (Surface)
Pibot (Civilian Craft) +10
Security

Shadewing

Swim +10

+10

Tracking
Heightened Senses (Hearing)
Berserk Charge

Furious Assaulr

Sound Constitution

Speak Language (Low Gothic) +10
Wrangling

Sprim

Sure Strike

T T R R Sl AP S AP S

Drive (Ground Vehicle)

Pilot (Civilian Craft)

W5 3§

Speak Language (Low Gothic)

FER PATH:

CAR

I
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NICHTHAWE
ADVANCES

lever seen the sum, mar mercy
neither. Figure @ murderer
like ber ain't gor much meed
Sor cither.”

Many cultures fear the night,
and these killers are just one
of the reasons why: Striking
from darkness, with maxi-
mum effect, the Nighthawk
leaves behind not only death,
buit fear alsa.

SECLUSE
ADVANCES

“We even know be
war there wntil the sereams
stared, of course by then it

wits far too late.

Accustomed 1o working
alone, the Secluse is skilled

infiltration and stealth,
able 10 go where others
can't and willing to do
what others won't.

Advance

Chem-Use

Ciphers (War Cant)

Climb +10

Comman Lore {Imperial Creed)
Common Lore (Underwarld) +
Commen Lore (War)
Concealment

Dodge +10

Drive (Ground Vehicle) +20
Pilot (Civilisn Craft) +20
Sexret Tongue {Acokyrc)

Silent Mave +10

Swim +20

Crack Shot

Heightened Senses (Smell)
Jaded

Pistol Training (Flame)

Rapid Relosd

Sheight of Hand

Survival

Basic Weapon Training (Flame)
Basic Weapon Training (Lsuncher)
Heavy Weapon Tralning (5P}
Melee Weapon Training (Shock)
Mighty Shor

Sound Constitution

Swift Attack

Two-Weapon Wielder (Ballistic)
Twa-Weapan Wiclder (Melee)

Prerequisites

Climb

Comman Lore (Underwaeld)

Dodge
Drive (Ground Vehicle] +10
Pilot (Civifian Crafi) +10
Silent Mave
Swim +10
BS 40

WP 30

BS 40

W5 35
BS 35, Ag 35
WS 35, Ag 35

IR R IR R IR Y R R S TN IR S

Advance
Acrobatics 410
Awa 35 +10

Chem-Use +10

Ciphers (War Cant) +10
Common Lose (Underwarld) +20
Drive (Hover Veh

Inquiry +10
Schalasti
Scruting
Search
Sectarity +10
Tracking +10
Basic Weapon Training (Bals)
Heightened Semses (Taste)

Lighming Reflexes

Melee Wespon Training |

Pistol Training (Balz)

Quick Draw

Common Lore (Ecclesiarchy)

Lip Reading

Speak Language (High Gothic)
Tech-Use

Deadeye Shot

Dusal Shot

Exotic Weapon Training (Needle Pistol)
Exatic Weapon Training (Web Pissol)
Heavy Wespon Training (Flame)

Hip Shooting

Sound Constitution

Thrown Weapon Training (Shock)

e (Imperial Creed)

= =S e 0 e ) ) S 0 o G s (e e (o o g

Prerequisites

Acrobatics
Awareness
Chem-Lse

Ciphers (War Can)

Comman Lore Underworkd) +10
Drive {Hover Vehicle)
Inquiry

Security
Tracking

BS 30
Ay 40, Two-Weapon Wiclder (Ballistic)

B5 40, Ag 40




AssASSIN
ADVANCES

Tehink Lord Vitrcws meeds to be
reminded of his place; perbaps
¥ time be wuts introdwced o

wr il friend”

Assassination s a constant
ughout the Imperium
an accepred political
on countless worlds
absolute rule of many
netary governors is of-

en enforced at the tp of

an avsassin’s blade

DEeaTH ADEPT
ADVANCES

T ICTEIRS &P it mairic, and
s blood i s wine to me.”

The Death Adept pursues

ing a5 an art form,

themselves into 2

tion of martial grace
death, Many Dea

pis no longer kill for

ey or on the whim of

masters, but rather

indulge in the purity of

Seath irself.

Advance

Comoreionist

Disgusize

Dodge +20

Inquiry +20

Interrogation

Intimidaze

Search +10

Ciphers {Acolyte} +10

Securiry +20

Shadowing +10

Tracking +20

Heightened Senses {Touch)

Leap Up

Melee Weapon Training {Pawer)
Rapid Reaction

Chem-Use +20

Ciphers (Underworld)

Medicae

Scholastic Lore (Chymistry)
Scholastic Lore (Heraldry)
Tech-Use +10

Wrangling +10

L q(llmln;( Atack

Marksman

Seund Constitution

Thrown Weapan Training (Chain)
Basic Weapon Training (Plasma)
Blademaster

Exotic Weapon Training (Needle Rifle)
Exotic Weapon Training (Weblber]
Heavy Weapon Training [Lxunrh:d
Heavy Weapen Training (Pri
Pistal Tralning (Plasma)
Sharpshooter

Cost Type

100
100
100
100
100
100
100
100
oo
100
100
100

o e o ot o 0 00t Gl B ] ] A L R 2 e e e b

Prerequisites

Dodge +10
Inquiry +10

Search
Ciphers (Acolyic)
Security +10
Shadowing
Tracking +10

Ag 30

rgrh Use
WS 30, Meler Weapon Training (Primitive)

BS 40, Deadeye Shot

Advance

Ciphers (War Cant) 20
Climb +20
Concealment +10
Contortionist +10
Divive {Walker)
Intimidate +10

Silent Move +20
Survival +10
Ambidextrons

Assassin Serike

Double Team

Blind Fighting

Counter Attack

Dual Strike

Frenzy

Heavy Weapon Training (Bale)
Heavy Weapon Training (Las)
Merves of Steel

Pistal Training (Melta)
Sound Constitution
Step Aside

Prerequisites
Ciphers (War Cant) +10
Climb +10
Cancealment

Contorrioniss

Inain 1c
Silent Move 410
Survival
Ag 0
Ag 40, Acrobatics
Per 30
WS 40
Ag 40, Two-Weapon Wielder (Melee)
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FREEBLADE
ADVANCES

“Tiboughe it was Ferstin comin
to relfeve us, ar lease
shat fyamus in the fiace. Tiormed
out Ferstin bad been dead for
days®

A Freeblade is an infilirator,
skilled in disguise and de-
ception. His tactics include
confusing his enemies and
leaving them jumping at
shadows while he closes in

for the kil

NIHILATOR
ADVANCES

A Nihilator takes the phi-
losophy of the Death Adept
a step further,

the act of murd,
most  religious
when they wrest the life
from their victims, Only the
extinguishing of another's
life fills the Nihilator with
purpose, stirring his spirit

moment

IMPERATOR-
Morris
ADVANCES

T am dlesth imearnare.”

The Imperator-Mortis s

an embodiment of graceful

staughter, an angel of death
h few peers.

Advance

Disguise +10

Lighe Slecper
Resistance (Poisons)
Unremarkable

Blather

Demalition
Scrusiny +10
Secrer Tc
Talented (Charm)

(Acolyre) +10

Talented (Inquiry)
Talented (Shadowing)
Gamibd
(Ciphers (Secret Sociey)
Peer (Underwarld)
Seund Constitution

Prerequisites
Disgusise
0

Serutiny
Secrer Tongue {Acalyte)

Charm

Inquiry

Shadowing

Fel 30

Advance

Awareness +20

s tionist 420
Shadowing +20

Survival +20

Pilot {Military Crafi)
Disarm

Combat Master

Crippling Strike

Hard Target

Precise Blow

Heavy Weapan Training (Melts)
Heavy Weapon Training (|
Sound Constitation

Thrown Weap

Prercquisites
Awareness +10

tionist +10
Shadowing +10
Survival #10

W35 40, Sure Strike

Advance Cost
Acrobatics +20 100
Concealment 420

Intimidage +20

Pilos (Military Craft) +10

Sletght of Hand +10

Batle Rage

Dieflect Shoe

Sound Constitution
Wall of Sseel

Arms Master

Fearless.

Type Prerequisites

5 Acrobatics +10

Concealment +10

Iatimidare +10

Pilos {Military Crafi)

Sheight of Hand
Frenzy
Ag 50

Ag3s
BS 30, Basic Weapan Trairsing fany two)




AssassIN
At MARQUE
ADVANCES

Advance Prerequisites
Search +20 Search +10
Resistance (Fear)

ber finery fio yos. She Charm +10 5 Charm

¢ delice fody of the || Dieceive +10 Deceive

ouse bur for enough com Demnilicion +10 Demolition
B hae your beart on
Sy e fark she's botding ™ Interrogation +10 Interrogarion
Lip Reading +10 Lip Reading

ER PATHS

Sssanins ot Marque move
ong the upper echelons
perial sociery, taking || Independent Targeting BS 40

s and sening dis- I

e between power groups
work bath in and out

- shadows, equally at Tabenoed (Inrer T Interrogation

in the ballooms of

gh spires as they are in

b gutters Scholastic Lose (Legend)

Gunslinger BS 40, Two-Weapon Wielder (Ballistic)

ced (Chem-Use) Chem-Use

CAR

Talented (Deceive) ¥ ¥ Deceive

Command

Sound Constitution

ASSASSIN Advance Cost  Type Prerequisites
PALATINE Disgidie +20 100 5 Disguise +10
ADVANCES 200 E Blather

: ] Carouse 200 -
15 the master, the ford, the
god of assassing. When

= sy bill, you'd damn well

Deceive +10 Deceive

Speak Language (High Gothic) +10 L Speak Language (High Gothic)

Talented (Blather) 1 Blather

here there are assassins, Tabented (Disguise) Disguise
is there the Assassin Tabenred (Scrutiny) Scruting

tine. Often in control Forbidden Lore (Calts) 3 =
¢ vast guilds of killers,
Assassing Palatine are both
charismatic leaders and || Logic
gold-blooded killers.

dden Lose (Psykers)

Pistol Training (Melts)
Resistance [Psychic Powers)

Sound Constitution
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CLERIC

CrERIC
“By the Swints and the Srgilliic bimself! 1f you don't move, 1'll RANKS
tatke this hawmer to your bead!

Preacher Silon Constantine, Fenksworld,

dV))

he Adepeus Ministorum, or Ecclesiarchry, sends to the religious

needs raher than i3 -5
the Eccesiarchy &5 2 vast and powesful institution comprising of
mallions of dergymen and hundreds of thousinds of dicceses spread

he far reaches of Imperial space. In the past this hos led the

Age of Apostasy. Yet the Ministorum en
supergitious and dogratic worsd

At the forefrone of this vast church are the derics, preachens,
confessors and mibsioraries. Unlike andinals and pentifex tha

SHLV g 434

scurry amuend the ancient comidors of
Terra and Opheli IV, the spiritual homes of the Ecclesisrchy, the dlerics
and ocher such dergy live and work amongst the populatic
he woed, spread the fiith and shepherd
nit in such disies Chacs woulld

Clerics are fiery individush, who lead from the frone They :
chasismatic men and great orators, able to incite and inspire common
folk with their speeches, conmanding loyaley, respect and wondes
mn the Emperor and His cedained serv
Hmperium has wsed such men 1o rouse populations to action at a

feritical moment of a foul xenes imvasion or 1o flush out a deep-
tooted Chacs ask,

A Cleric has many skills, he s an or
combat and is wise, However, such a broad base of skills e
they rarely specialise
that follow a path long after others have moved o 1o leam a ¢
Jesson. This breeds such diverse clergy from averly suspicion
whe see heresy arund every comer and stir up entire pog
buam innocenss on a burming pyre, 1o those who will
inanclent lore, spend
scrolls on pointless
Despite many attenpes by muimemas Eoclesis
has gained man

coemmon th

e that

in the Ministorum

y disparne groups and ideals Al h all have the
heme of worshiping Him-On the deil of
how 6o pursue thar faich where such dissgreements and inconsisencics
artse. Crver the years, this has spawned numeroes different orders wi
the Boclestanchry; the majority of lerics belong 1o onc of the diffi
orders and this has a profound effect on how the clergyman perfe
his duuties and preaches 10 the masses. Althowgh never acknowledged
puiblicdy; it has beeen rumoured that occasionslly these ceders have ponie
to-war with each other, thoagh open bloodshed s rare.

Inguisitors find Clencs useful Acolytes as their abilites to interact
with, and influence, the locsl popukation have proved valusble on many
occusions. From a Cleric’s point of view his ressons for shunning the
dutics of the Ministonim and becomsing an agent of the Inquisition can
e manifold. Some see it 253 form of penance; others view Inquisitors
with imwe and unshinkingly follow these most worthy of the Emperor's
servants, the more zeskous soe service with an Inquisitor 25 @ way
of fighting: heretics up close, the chance to purpe the galaxy of foul
deviants e mmich of an oppormity fo ignore.

h“-‘-‘-‘--‘_‘—¢-

Earth, it is
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TABLE 2-5: CLERIC CHARACTERISTIC ADVANCES
Characteristic Simple Intermediate Trained Expert
Weapon Skill 500 750 1,000
Ballistic Skill 250 500 750
Serength 500 750 1,000
Toughness 500 750 1,000
Agiliry 500 750 1,000
500 750 1,000
Pereeption d 500 750 1,000
Willpower 250 500 750
Fellowship 250 500 750

T g
Novice Advance
ADVANCES Awarencss
Common Lare (Ecclesiarchy)
Drive [Ground Vehicle)
iry

ey Pilot (Clvilian Craft)
amuithyour || Swim
Trade (Cook)

Trade (Copyist)

Prerequisites

ek serve the Ecclesiar-
ody and soul, looking

e examples of the Impe-

sl sainis 10 inspire acts of
s They also serve

Sose higher than ther Resistance {Cold)

Basic Weapon Training (Primitive)
Pistol Training (Las)
Pistal Training (Primirive)

Pistol Training (5P)

hes in the Ecclesiarchy Resistance (Heat)
hiich is quite a few pe Sound Constitution®

odecd) Performer {Singy

o
IR B R R

Thieewn Weapon Training (Primitive)

3 T bree fimes

INTTIATE
ADVANCES Advance Prerequisites
Barter =

Climb

Common Lore (Ecclesiarchy] +10 5 Common Lore (Ecclestarchy)
Common Lore (Imperium) E

Deceive s

Literacy +10 5 Literacy
Performer (Singer) +10 Performer (Singer)
Swim +10 5 Swim

Basic Weapon Traiting (Las)

Emperor's light may be ::i::l::m'n )

Seought to the ignorant and
suculent.

sreng enough

Sitiates. are insructed 10
defend the Cult of the
Emperor with more than
wmple words, so that the

Flagellant
Hatred (Mutanes)

Peer (Ecclesiarchy)

Sound Constitution”

Ciphers [Acolyre) 200
Performer (Musician) 200
Rapid Reload 00
Heijghtened Scses (Hearing) 200
"Wow wmary rake this Talent up o twe fumes ar this Rk,




PRIEST ADVANCES

Advance

Awareness +10 5 Awareness

Blather 1 —

Charm s -

Comman Loge (Imperial Creed) +10 5 Comman Lore (Impetial Creed)

Cemmen Lore (Imperium) 410 Common Lore (Imperium)

Dodge 5 -

Drrive (Ground Vehicle) +10 5 Drive (Ground Vehicle)

Forbidden Lore {Heresy)

Inquiry +10 Inquiry.

Performer (M ner (Musician)

Performer 5 Performer (Singer) +10
perial Creed)

Scholastic Lore (Legend)

Seratiny

I

“Emperor’s teeth! Yo ha
witted fools wouldn't know &
hereirc from a bairy Grox!*

A Priest learns more of the
things that seck 10 undo
the Emperor's works, and
the methods whereby such
enemies may themselves
be undone,

Secret Tongue (Ecclesiarchy) =
Swim +20 I 3 Swim +10
Disarm Ag 30
Hatred (Crim

Peer (Workers) Fel 30
Sprint

HLVd 4RIV

Sotnd Constinution

Tec

Hard Targer
ightened Senses |

Quick Diraw:

Melee Wespan Tra

Advance Prerequisites
Barter +10 Barter
3 Blather

Come d
Common Lare (Insperial Croed) +20
= Deceive +10
femang) Forbidden Lore (Cults)
vilian Craft) +10
Schalastic Lore (Legend) +10
c tic Loge (Oecult)
Speak Language (High Gothic)
Drecadenc
Basic Weapon Training (Bok)
Basic Weapon Training [Flame)
Bsic Weapon Training {Launcher)
Blademaster
Hatred {Xeno—choose anr)
Master Orator
Melee Weapon Training (Chain)
Peer (Middle Classes)
Unshakeable Faith
Sound Constitution'
Pistol Training (Bolr)
Pistal Training (Flame)
Talented (Gambile)
Disguise
Gamble
“Yau may take chis Talens up to te0 times s

Emperars own

s Common Lote (Imperial Creed) +10
TR W ATE P

Deceive
Pilat (Civilian Crafi)

A Preacher lea Seholastic Lore (Legend)

men, to inspire and guide
mankind, and to drive the
word of the Ecclesiarchy
home—upon the teeth of
an eviscerator if need be.

S = = e S S B 8 e e e e




CLERIC
ADVANCES

mperer guides
fe We ar

Eroping tewards His fight

idst the  darknes

rvere

Cleric navigates the
swisting corridors of power,
ning the wisdom of the
celestarchy in order to be
3 better leader. The Cleric
may inspire upon the field
aitle, in the halls of
carning or the holdings of

the Ministorum.

CONFESSOR
ADVANCES

et put wmore than b

A Confessor watches

his

Sllow man for weakness,
Seresy and doubt. Many take

= Hammer of Doctrine
s the Blade of Piety as a
sgn of their dedication to

anity, and its mas

T, the

Advance

Charm +10

Command +10

Common Lare (Ecclesiarchy) +20
Drive (Ground Vehicle) +20
Forbidden Lose (Heresy] +10
Forbidden Lore (Peykers)
Inguiry +20

Interrogation

Scholastic Loe (Philosophy)
Secret Tongue (Ecclesiarchy) +10
Air of Authority

Hatred (Prykers)

Iren Discipline

Iron Jaw

Merves of Steel

True Grit

Heavy Weapon Training (Flame)
Heavy Weapon Training (SP)
Navigation (Surface)

Scratiny 410

Tech-Use +10

Crush Blow

Twa-Weapan Wiclder (Melee)
Talented (Medicac)

Sound Constitution

Medicae

Secret Tangue (Gutrer)

Swift ack

=
_iwv.—q—q.-q—qm-,\m...l.--l__|__|;tn-:cn..-tn'-u-.v’v.§

Prerequisites
Charm
Command
‘Commen Loee (Ecclesianchy) +10
Drive (Ground Vehicle) +10
Fotbidden Lore (Heresy)

Inguiry +10
Secret Tongue (Ecclesiarchy)

Fel 30

WP 30, Command
T4

Scrutimy
Tech-Use
540
WS 35, Ag 35
Medicae

W5 35

Advance

Awareness +20

Barter +20

Comman Lore (Imperium) +20
Literacy +20

Logic

Pilot (Civilian Craft) +20
Scholastic Lote (Imperial Creed) + 10
Scholastic Lare (Legen
Scholastic Lore (Tactica Imperialis)
Leap Up

Peer (Administratum)

Rapid Reaction

Resistance (Insanity)

Strong Minded

Ciphers (Acolyte) +10
Common Lote {Administratum)
Lip Reading

Navigation (Surface] +10
Scholastic Lore {Baresucracy)
Search

Silent Move

Tech-Use +20

Melee Weapon Training {Power)
Sound Constitution

Sure Strike

Takedawn

Takented {Search)

Total Reeall

Two-Weapon Wiclder (Ballistic)
Resistance (Pryehic Powers)

Prerequisites
Awareness +10
Barter +10
Common Loge (Imperium) +10
Literacy +10

Pilot (Civilian Craft) +10
Scholastic Lore {Impertal Creed)
Scholastic Lore (Legend) +10
Ag 30
Fel 30
Ag 40
WP 30, Resistance (Psychic Powers)
Ciphers {Acolyte)

Navigation (Sarface]

Tech-Use +10

WS 30

Search

Iat 30
BS5 35, Ag 35

ER PATHS
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Exorcist
ADVANCES

—
—

“Better the flesh should die clean
b e soul become tainsed. ™

The Exorcist leams of the
forbidden, the corrupt and
the Daemonic in order 10
better destroy that which
would harm the Imperium

SHLVd d33dV))

BisHop
ADVANCES

“Herd the reachin
Emperor, and
Bioi be i vain.”

'he Bishop is a sage and
charismatic leader, advisor
and champion of the

Ecelesiarchy. Close ties w

the Administratum  brin

knowledge and power to
the Bishg
the Ecclesiarchy.

d therefore,

ZEALOT
ADVANCES

“Doubt 13 & wetkness that must
be cut from the flesh *

The Zealot has leamt well the
temmible lessons of the past,
and koows only the deepest
weal can withstand the cor-
ing grip of Chaos.

Advance

Dodge +10

Forby Lore (Psykers) +10
Interrogation +10

stic Loce (Imperial Creed) +10
Seholastic Lare (Oceult) +10

Speak Lang Gothic) +10
Cleanse apd Purify

Hatred (Daensons)

Melee Weapon Training (Power)
Orthoproxy

Resiseance (Psychic Powers)
Fosbidden Loge (Daemonalogy)
lotblddnl Lore {Mutants}

puage (Hig

B.u.r Wnpcm Training (Plasiia)
Pistol Trainin,
Resistance (Fear)
Sound Constitutian
Common Lare (War)
Heavy Weapon Trainin
Heavy Weapon Training (Brirsitive)

Cost

100

Type

e T L

Prerequisites
Dodge
Farbidden Lore (Psykers)
Interrogation

Scholastic Lore (Imperial Creed)

Scholastic Lore (Oceult)
Speak Language (High Gothic)
Basic Weapon Training (Flame)

Advance
Blather +20
Carouse +10
Charm +20

mmand +20
Deceive +20
Interrog: £10
Logic +10
Scholastic Lore (B racy) +10
Scholastic Lore [Tactica Imprmlm +i0
Secret Tong 1

ch
Speak Language {High Gothic) - Hﬂ
Light Slecper
Peer (Adeples Arbites)
Peer | )
Resistance (Poisons)
Securi
Deadeye shat
Pistal Training (Plasma)
Sharpshoater
< alment
Forbidden Lore (Mutants)
Sleight of H
Secret Tongue (Administratam)

Prerequisites
Blather +10
Carouse
(lmml +10
mand +10
I'Jl'rﬁvr +10
Interrogation
Logic
astic Lore (Bureascracy)
brlmhmr Lore rl’:uu a Imperializ)
Secret Tongue (Ecclesiarchy) +20
Speak L. mgu Ig\' [rllgh Gathic)

lr] 5n
Fel 30

BS 30

ES 40, Deadeye Shot

Ambidextrous Ag 30
Wall of Steel Apis

Sound Constir

Advance Cost  Type Prerequisites
Scholastic Lore {Legend) +20 100 3 Scholastic Lore (Legend]) 410
Schalastic Lore (Occult) +21 100 5 Scholastie Lore (Occubt) +100
Scholastic Lare (Tactica Imperialis) 100 5 &

Fearless 100 T -

Hatred {Cubt—choose se] 100 T

Peer (Military) 100 T Fel 30

Strang Minded 100 T WP 30, Resistance (Psychic Powers)
Fosbidden Loce (Warp) 200 5 =

Intimidate +10 200 5 Intimidate




LEALOT
ADVANCES
| CONTINUED)

HIEROPHANT

v this &5 @ matter for
lestarchy, Why? Because
o ihe Imperium of

Hierophant whispers

he cars of governors
od kings, counselling on
I, political

greatest  enemies  of

ankind, to discover how

may be crushed be
ath the armies of the na-
0s they advise,

REDEMFPTIONIST
ADVANCES

Barn the beretic!”

Redemptionist  leads
e baule charge, spewing
sy and destruction upon
hose that would seek 1o
barm the Emperor, the
Fmperivm and man.

Forbidden Lore (Mutants) +10
Basic Wi

Inssnely Faithfal
Sound Constitution
Talented (Chem-Use)
Chem-Lse

Ciphers [War Cant)
Battle Rage

Bulging Biceps
Crack Shot

Frenzy

Lightning Artack

Forbidden Lore (Mustants)

Chem-Lse

Frenzy
545
BS 40

Swifi Attack

Advance
Sarouse +20
rmat Lore (Machine Culr)
Interrogation +20
Logic +20
halastic Lore [Philosaphy) 410
Schalastic Lose (Tactica Imperialis) +20
Speak Language (High Gothic) +20
Wrangling
Combar Master
Crippling Strike
Peer (Astropaths)
Peer (Government)
Lip Reading +10
Ganslir
Dual Shot
Independent Targeting
Pistol Training (Melta)
Evaluate
Forbidden Lore {Dacmonology)
bidden Loee (Psyke
Forbidden Lore (Warp)

Sound Constitution

BARE
:

5
T
T
T
5
T
T
T
5
s
5
5

Prerequisites
Carouse +10

Interrogation +10
Logic +10
Scholastic Lore (Philosaphy)
Schalax ore (Tactica Imperialis) +10
Speak Language (High Gothic) +10

WS 30
WS 50
Fel 30
Fel 30
Lip Reading
BS 40, Two-Weapon Wiclder (Ballistic)
Ag 40, Two-Weapon Wielder (Ballistic)
B5 40

Forbidden Lore (Prykers)

Advance

Awareness +20

Charm +20

Command +20

Forbidden Lore (Daemonolog
Forbidden Lore (Heresy) +20
Forbidden Lote (Psykers)
Interrogation +20

Secret Tongue (Ecclesiarchy
Speak Language (High Gothic) +20
Combat Master

Independent Targeting

Into the Jaws of Hell

Litany of Hae

Forbidden Lore (Warp) +10
Forbidden Lore {Inquisiticn)
Forbidden Lore (Xenos)
Secret Tongues (Miliary)
Piszol Training (Melea)
Sound Constitution

IR N R R P

oo e

=

Prerequisites
Awarencss +10
Charm +10
Command +10
Forbidden Loge: {Daemonclogy)
Forbidden Lore (Heresy) +10
Farbidden Lore (Prykers) +10
Interrogation +10
Secret Tongue (Ecclesiarchy) +10
Speak Language (High Goshic) +10
W5 30
B5 40
Iron Diseipline
Hatred {any)
Farbidden Lote (Warp)

ER PATHS
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(GUARDSIAN

W% go am, kil anmythi
with o dewo eharge.”
— Eli Plex, Assaubt Veteran of the Secondus 21

that m

tad then the 113

o matter how subtle the Acolytes may go about their
Imvestigation, at some point talking, stealth, and the
use of cunning cease and the need for sheer brute
force will be called upon. This is the Guardsmen's ro
are a tough, ruthless bunch, experts in ficld craft and
ranged weaponry. hing from the humble lasgun to the
sophisticated sniper rifle.
Ki

various

TERAN

mer of

i he Emperor, the Imperial Guard is
the larges Fighting force in the history of the galaxy, It is made
up of billions upon billions of soldiers, all recruited from the
many worlds of the he Departmento Munitorum is o ,b_w'y [k
tasked with siper ing and sourcing the regiments Il et —[ l e

of the Imperial Guard but ev
of exactly how
toll of

JL\-.M{I \'| TERAN

this organisation has no idea

troops are under arms as the continuous
asualties and influx of recrui

a single day. The Guard regim,
planets and their native eultures, style of dress, technologic
background and warrior traditions are all different too. The
Guard does not even o impose a s
ique strength of each compan

dard uniforn

y drilled and regimented
adians. To this end there is no formal training: each regiment
in the war craft they
have developed in their own culture. In fact, the only
kind of unity wi

5 trusted to instruet their o

n troop:

Imperial Guard s the use of

t such as the lasgun.

standard equipme;
It is from this
the muscle they
Because each regi
can vary  wildly—some
stormiroopers; others could be hardencd gangers from
murky industrial worlds. most kely already killers before

even being inducted into the Guard; others =il could be axe-
wielding, blood-drinking savages fi

Inquisitors will second Guardsn

experience and rnw(m with weapons,
choice may often be infl
have a secondary st of skills
ion. For instance, G

PF
1o be able 1o drive maintain vehicles,
and medical expertise or even be competent in the wse of
communications equipment.

Mot all Guardsmen—aor the role
that [shel—actually come straight
Some may have crossed paths w
thugs for anather agency. Some
who have spent their lives as a hired gun, only to be
pressed into service of the Inquisition. Others still are hive
jgangers that may have had the gall to ambush an Inquisitor
on his rre travels inw an underhive. No matter what the
ofigin, a Guardsman’s role within the cell is always that of
nbat and fire-control.




Characteristic
Weapon Skill

Swenpth

Tesighness

TABLE 2-6: GUARDSIMAN CHARACTERISTIC ADVANCES

Simple Intermediate
100 250
100 250
100 250
250 500
250 500
500 750
250 500
500 750
500 750

Trained

500
500
500
750
750
1,000
750
1,000
1,000

Expzrl
750
750
500
1.000
1000

2,500
1,000
2,500
2,500

ConscripT
ADVANCES

bleed a

sscripts learn the raw
combar:  the

h from an Imper
founding,

GUARD ADVANCES

the drop po ere

they rerurned s

have survived in

ng enough 1o learn
survival s often a

e of speed and superior

mctical knowledge.
B!

Advance

Awareness

Drive (Ground Vehicle)

Swim

Basic Weapon Trainis

Basic Weapen Training (Primitive)
Basic Weapon Training (5P)

Pistol Training (Las)

Pistol Training (Primitive)

Pistol Training (SP)

Sound Constitution®

Threwn Weapon Trainireg (Primitive)

#You may take this Taient up to ¢

Type
s

5

Prerequisites

Advance

Dodge

Drrive |

Ciphers (War Cant)

Common Lore (Imperial Guard)
Survival

Swim +10

Basic Weapon Training (Launcher)
Quick Draw

Sound Constitution

Comman Loee (War)

Inguiry

Heavy Weapon Training (5P)

Two-Weapon Wielder (Ballisthe)

Prerequisites

Dirive {Ground Vehicle)

Swim

BS 35, Ag 35

R PATHS

|

CAR

Il




ARMSMAN
ADVANCES

“Withou death, there are mo
heroes
Armsmen e their
knowledge of the weapons
they might wi
enemies of the Emperor.
They are stout of heart,
and strong in the arm
men to trust when the las
balts are flying.

eld against

SERGEANT
DVANCES

As. proven warriors,
geants leam to finesse the
attacks and widen their sl
10 encompass all manner of

eveniualities.

Advance Cost Type Prerequisites
Drive (Ground Vehicle) +20 100 5 Drive (Ground Vehicle) +10
Intimidate 100 5
Navigatic (Susface) 100 5
Pilot (Mili i 100 5
Swim +20 100, S Swim +10
g (Flame) 100 T
Crippling Strike 100 T WS 50
Pistol Training (Flame) 100 T
Rapld Reload 100 T .
Constitution 100 T
Comemon Loge (Imperium) 200 s
Gamble 200 5
Inquiry +10 200 5 Inquiry
Ambidextr 200 T Ag 30
Melee Weapon Training (Shock) 200 T —
Swift Attack 200 T WS 35
Literacy 300 5 =
Advance Cost Type Prerequisites
Ciphers (War Cant) +10 100 5 Ciphers (War Cant)
Common Lore (Imperial Creed) 100 5
Demalition 100 5 =
Tt +10 100 5 date
Navigation (Surface] +10 100 5 Navigation (Sarface)
Pilot (Military Craft) +10 100 5 Pi ilitary
Secret Tongue (Military) 100 5
Basic Weapon Training (Bolt) ¢ 530
Dual Sirike 100 T Ag40, Two-Weapon Wiclder [Melee)
100 T
Pistal Training (Balt) 1o T —
Sound Constitution 100 T
Takedown 100 T
C e 200 5
Interrogation s —
Tech-Use 5
Crisshing Blow T 540
Dhaal Shot 200 T Ag 40, Two-Weapon Wickfer (Ballistic)
Heavy Weapan Training (Flame) 200 T -
Heavy Weapon Training (Prim 200 T
Hip Shooting 100 T BS540, Ag 40
Two-Weapon Wiclder (Melee) 200 T W5 35, Ag 35
Barter 300 5 =




VETERAN
ADVANCES

hirek this is bad, krd? Just
be big gums srars!”

others with their
sewess, fearlessness and
illing power. Their
e wisdom is indis-
semuable, and their luck
by their continu-

alliy,

AssavurLt VETERAN
ADVANCES

0 e clase and messy

Se=dom is bought ar the point
% blade, and Assault Veterans

e this all too well. In the

press of fighting, they

waeid their chainblides with
iy effickency:

LIEUTENANT
ADVANCES

B your formation and
= sharp! ”

Ssmtenants lead their men
so glorious battle. It falls
= an officer to accept the
weight of command and
spansibilities for success
¥ failure on the baulefield.

Advance
Command
Demalition +10
Dodge +10
Pilot (Military Craft) +20
Secret Tongue (Military) +10
Survival +10
Basic Weapon Training (Mekta)
Batic Weapon Training (Plasma)
Bulging Biceps
Die Hard
Hard Target
Heavy Weapoa Training (Bolt)
Heavy Weapoas Training (Lss)
Heavy Weapons Training (Launcher)
True Grit
Climb
Gamble +10
Medicae
Search
Hatred (Xeno—choose ane)
Tron Jaw

und Constit

—:—(-—lm:r-mm-—l—u—l—i—l—i—l—v-!wlﬂ‘n‘ﬂ'ﬁiﬂg

Prerequ

Demelition
Dodge +10
Pilat (Military Craft) +10
Secret Tongue (Military)

Sarvival

Advance

Common Lore (Imperial Creed) +10
Demolition +20

Survival +20

Blademaster

Combar Master

Frenzy

Furioes Asssult

Leap Up

Melee Weapon Training [Power)
Chem-Use

Dodge +20

Sound Constitution

Lightning Artack

1

5
5
5
T
T
T
T
T
5
-3
T
T

Prerequisites
Common Lore (Imperial Creed
Demalition +10
Survival +10
Weapon Training (any)
W5 30

w535
Ag 30

Dodge +10

Swift Artack

Advance

Command +10

Common Lore (Ecclesisrchy)
Common Lore (Imperial Creed) 10
Interrogation

Navigation (Sarface) +20
Schalastic Loge (Tactica Imperialis)
Trade (Copylst)

Hatred (Mutanis)

Melee Weapan Training (Power)
Chem-Use

Literacy +10

Medicae +10

Scrutimy

Pistol Training (Plasma)

Sound Constitution

Blather

Charm

Deceive

Evaluate

Cost
100
100
100
100
100
100
100
100
100
200
200
200
200
200
200
300
300
300
300

.
3

L T e R S P (g S PP T

Prerequisites
Command

Common Lore (Imperial Creed)

Mavigation (Surface) <10

R PATH

EL




Scout ApvaNces

11

Advance ~04 Prerequisites
Awareness +10 0 - Awareness

“I swear dead men make more Navigation (Swrface) +20 Navigation (Swrface) +10
medse than that bastard Deadeye Shot BS 30

Chmb +10 ] Climb

: Concealment
Scouts are adept at locating i o
Security

the enemy in all terrain S:Icm N

They are keen observers, and ightened Senses (Hearing
skilled in the art of stealth. Hnghu-nnd Senzes [S-yul
Heightened Senses (5

Leap Up

Melee Weapon Training [Power)
Sound Constitution

Snock TrooPER
ADVANCES

Advance Cost | Prerequisites

Carouse +10 200 Carouse

Chem-Use 200

Concealmens 200

Cleanse and Pur 200 Hasic Weapon Training (Flame)
200 ] T40
200
200

astitution’ 200

their life fox the Emperoe They || i [Ciina-Uie) 200 Chem-Use
are well amsed, well erined, .

“The herrt
from the doar cb

SHLVd ¥3FIV)

Shock Traopers know how to
siomm bunkers and by down

Advance Cost Prerequisites
In(rerj:.l[iOl! +10 [{V13] Interrogation
100 mon Loee () al Creed) +10
100 3 Sdmla!w Loee (T

A ol'AulImrll\'

Hatred (Psyhers)

Pistol Training (Melta)

51 minded 100 " WP 30, Resistance {Psychic Powers)
Exatic Weapan Training (Web Pistol) -
formations and battle groups. Iron Discipline 10 : WP 30, Command
The skill of 2 bold Captain is NbTves anmrl s

wital o any successful attack Seund Constituti 2

or defence. Talented {Blather)

Tabented {Charm) P Charm
Logic s
Lightning Arcack Swift Artack
Resistance (Prychic Powers) i

"You may take

Captains command large

MARKSMAN

ADVANCES Advance y Prerequisites
Survival +20 Sl b0
B5 40

T ey oo ook much buu 1 cam ushe i.lu‘m U,‘_.
our your leff eye with shes haryfrom || Canceatment +10
o dhovesancd wards " Security +10
Lightning Reflexes
Most Imperial forces include s || Sharpshooter
Marksman 1o support the rest || S2nd Constirution
of its members with accurate -I';"'l:‘"‘ (Shadowing)
isguise
Iong-range fire suppoet. They Shadowing
are adept at digging in and || oy e b Talent s o rwn imerat shis Rak
g off the eniemy

Conceslment
Securiry

BS 40, Deadeye Shat

Shadewing

[T R R RPN P AN




StorM TrOOPER

Advance Prerequisites
ADVANCES

Intimidate +20 3 Intimidage +10
Berserk Charge

Exotic Weapan Training (Web Pistol)

Exotic Wespon Tra

Fearless

Faithf
Troopers create utter
saction. Often regarded
ular Guard as vain Piseol Training (Melta)

Piszel Training (Launcher)

EER PATHS

5, they nonethe. stol Trainitg (Phasmas)
ave a3 well-deserv
tion for being Sound Constituti

the best mes ot thir

II: CA

COMMANDER Advance Prerequisites
ADVANCES Command +20 Command +10

olastic Loce (Tactica Imperialis) 410

Hatred (Cult: Choose One)
Talented {Deceive) Deceive
Recall Int 3
anders control  the s s
of battle, from || \Umshakable Faith -
e +10 Carouse
Commanders ha Concealment —
¢ disposal the grea :
known gal;
cold, hard d
10 use them

the Jaws of Hell o Iron Discipline
Leap Up Ag 30
Litany of Hate Hatred {any)
Master Orator Fel 30

Sound

SNIPER Advance Prerequisites
ADVANCES Awareness +20 Awareness +10

Talented (Disguise) e

Talened [Tracking) I Tracking

Chem-Use +10 3 Chem-Use
Silent Move +10 Silent Move
Pistol Training (Melta)

Sspery are masters of their oty (R

#= able to kill aa distance, | Tracking

®en melt away from view. || Crack shot Bs40
ey are silent, skilled and
when have @ grim sense of .
Semour Many find them || Lightning Artack Swift Arrack
e to understand, Sound Constirution’ i -

Exotic Weapon Training (Needle Rifle)

"¥ow may ke thir Tafent up to reo timer af thir Rank.
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JITPERIAL
IPSYKER

“Imagrne knowing there was & doar to the realm of Darmons,
and the slightest inattention on your bebalf would see them
Batter it down and rip you to shreds. Now tmagine that door ix
rnside your head. Thar's what betng a pryker i Itke”

— Castus Lupa, Savant Adjunct.

‘o one knows when the first human psykers appeared

that information has been lost 1o the ravages of time, but

one thing is certin, their emergence changed the fate of
mankind forever. Peykers are both the greatest boon and curse that
has afflicted humanity. The Emperor Himself is the most powerful
[pryker the human race has ever seen. Even ten thousand years aftes
the Empenor was inducted into His sarcophagus, psyhers continue
o fuel the Imperium. Each day, innumerable souls are shipped to
Tema in the Black Ships of the Inquisition. Onee there they have
the henour of becoming one with the Emperor’s Golden Thrane,
thiss allowing His light to spread across the galay that
the Imperium may endure.

Despite the benefits they bring to the Imperi
an undiscovered or unsanctioned peyker can place
entine populations and planets in danger. Peykers”
pssenices glow brightly in the warp, like bait on a
fine, and they draw malignant entities to that glow,

Pryhers weak in mind or untrained in protective arts

can be easily tainted, and in the worst cases possessed
by Daemonic entities and used as a gateway between
realspace and the warp.

The psykers who are traced and gathered upon the
foreboding Black Ships of the Inquisition suffer one of two fates.
The first, and mest kely, is after meticulous mind-scanning they
are found to be lacking the talent or strength of mind 1o serve
in any ather capacity and 5o are sent to worship at the Golden
Throne. The minority who do pass the rigorous sancrioning tests
are reprieved and selected to serve the Imperium in some other
vocation. Some will serve the Adeprus Asira Telepathica a5 an
Astropath. An even smaller minority—afier close scruti
sent out o fill numerous roles throughour the Tmperi

red servants to high-ranking lords wi
Administratum, battlefield peykers used 1o counter mystics,
or in the service of the Inquisition. Even at such an elevated stae,
an Imperial psyker, whether he is e of it or not, is always
monitored, for no matter how exhaustive the trmining, a peyker's
soul flickers brightest in the warp.

Psykers have atways been wsed as agenes for the Inguisition
Their abilities vary from prognostication, 1o telepathy,
pyromancy and telekinesis, amongst many others. A psyhker
Acolyte is most likely still discovering his powers and as he
progressss, so he can go decper and unlock latent abilitics and
more fearsome powers. The Inquisitor and his fellow Acolytes
are bath the guide and passible exccutioner, becaise as more
power flows to the psyker, 50 too does the lure of Chaos and the
aitenticn of Duemens whe lurk hungrily in the warp,

l
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TABLE 2-7: IMPERIAL PSYKER CHARACTERISTIC ADVANC

Characteristic

Weapon Shill

Simple Intermediate
300 750
250 500
250 500
250 500
500 750
100 250
100 250
100 230
500 750

Trained
1,000

SANCTIONITE
ADVANCES

whar  them
o ‘em
Earth, bus |
+ o marmal poyker

mites are bound to

iperor’s will, yet even

Sen, they must be watched

® weakness of the soul.

Ty have been tested upon

Sy Terma, and  found
- for now:

NEONATE
ADVANCES

byt thought be war aide
W S Reeve, turns out be was ¢

Jomg!”

Meonates serve as appren-
Serw servants and bonds-
= o elder psykers or such
Sesdies as the Adeptus Asira
Selepathica deems suitable
Swring this time, they learn
S==ility, obedience and the
e price of their powers

Advance
Awareness
Comman Lore (Imperial Creed)
Common Lore (Imperium)
Dirive (€ Vehdele)
Forbidden Lore (Warp)
Scholastic Loee (Oceulr)
Swim
Trade (Soothsayer)
Chem Geld
Flagellant
Hatred {Daemons)
Meditation
Minar Psychic Pawer

Tr {Las)
Plaed Training (Primitive)
Pistol Trail 5P)
Quick Draw
Unremarkable
Throwt Weapan Training (Primitive]
Sound Constitution

Prerequisites

Advance

Chem-Use

Deceive

Farbidden Lare (Psykers)
Performer (Musician)
Performer {Singer)
Performer {Storyteller)
Piloe (Civilian Craft)
Wrangling

Basic Weapon Training (Primitive)
Leap Up

Light Slecper

Minor Psychic Power?
Parancia

Peer (the Insanc)

Rapid Reload

Sleight of Hand

Pyy Rating 2

100
100
200
200

#¥ow mury take vl Tislent wp 1o theree times i this Rank.

Prerequisites

CAREER PATHS

Il:
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AspPIRANT
ADVANCES

U e to join the Sevans
Militans, you better get wsed o
bived, and ot of

Having proven  themselves
suble and humble, the As-
pirant siudics his funure op-
tions carefidlly, petitioning the
Adeptus Astra Telepathica for
placement within the Imperial
Guard, Scholastica Psykana or
other such instintions.

has

msell reliable in

the face of fire, and is duly
trained for a greater role

Advance

Awareness +10

Blather

Ciphers {Acolyte)

Dodge

Inguiry

Literacy +10

Schotastic Lote (Heraldry)
Schalastic Lore (Legend)

Secres Tangue (Acolyte)
i

Trade (Copyist)

Trade (Soothsayer) +10
Ambidexteous

Basic We i

Baskc Weapon Training ($P)
Blind Figh

Die Hard

Melee Weapon T
Minor Peychic Power”
Peer (Academics)
Rapid Reaction
Unshakeable Faith
Sound Constitution

*You may nske thy

Prerequisites
Awarcness

Trade (Soothsayer)
Ag 30

Per 30
WP 40

Fel 30
Ag 40

Advance
Carouse +10

Cor Loe

Common Lore (W

[ e (Hover Vehicle) +10
Drive (Walker) +10
Gamble

Inquiry +10

Pilot {Military

Search

Seeret Tongue (Mili
Tech-Use +10)

Trade [Technomat)

Basic Weapon T ing (Balt)
Bartle Rage

Crack Shot

Deadeye shot

Hip Shoos

Melee Weapon Training (Chaln)
Menial Ra

Minor Psyehic Power

Nerves of Steel

Techmical Knock

Two-Weapon Wielder (Ballistic)
Two-Weapon Wielder (Melee)
Demolition

Security.

Pistol Training (Balt)

Pisiol Trainig (Flame]

Psychic Power

Swilt Attack

B R R A S R VP AP AP Pt

e R R I

i

Prerequisites
Carauise

Comman Lore (War)
Dirive {Hover Vehicle)
Dirive (Walker)

Inquiry

Tech-Use
Trade (Cook)

Frenzy.
BS 40
BS 30

BS 40, Ag 40




SAvANT MILITANT
ADVANCES

r.'z chantin’ coming
temis—irs  when
lent that you've gor

ial Guard often
Savanes  Militane,
their  destructive
1o good use upan
field

SCHOLAR
MEepicae
ADVANCES

The Scholar Medicae has

well the lessons of

se matter, and now turns

5 powers tounderstanding

Se mysteries of flesh, bone
#nd the living being.

Advance
Barter
Carouse
Chem-Use +10
Climb
Common Lore (War)
Dodge +10
Drive (Ground Vehicle] +10
Drive (Hover Vehicle)
Drbve (Walker)
Logic
Mavigation (Surface)
Survival
Trade (Cook)
Basic Weapan Train
Llramr and Purify

Zorpas Converston
Crippling Strike
Crushing Blow
Frenzy
Hard Target
Tron Jaw
Minor Psychic Power*
Resistance (Cold)
Resistance (Hear)
Sareet Fighting
Power Well
Pq- Raring 3

Py

i
+

S B B B B S s Tl R R i (R AR

Prerequisites

Chem-Use

Dodge
Drive [Ground Vehicle]

Basic Weapon Training {Flams)
Fsy Rating 2
WS 50
5 40

Ag 40
T40

Psy Rating 2
Psy Rating 2

Advance
Awareness +20
Barter

Carouse
Chem-Use +20
Dieceive
Farbidden
Inqulry +I0

+20

€ [Mutants)

¥
Mﬂ!lht +10
Schalastic Lore (Arch
Schalastic Love (Chym
Scha
Serutiny
Trade [Agri]
Trade (Apothecary)
Trade (E kmer)
Crippling Strike
Crushing Blow
Drecadence
Jaded
Master Chirurgean
Minar Peychic Pawer!
Paychic Power®
Street Fighting
Twa-Weapan Wiclder {Ballistich
Two-Weapon Wiclder (Melee)
Corpus Conversion
Discipline Focus
Melee Weapon Training (Shock)
Pyy Rating 4 200
Saund Constifition 200

*You may take thi Talems up to rwe nimes ot this Rank.

o = = o 0 8 0 B e AL TR A A A e A

Prerequisites
Awareness +10

Inquiry
Literacy +10
Medicae

Scholassic Lore (Chymistry)

WS 50
540
T30

WP 30

Medicae +10

Puy Rating 2
Py Rating 3

Py Rating 3




SCHOLAR Advance Prerequisites
MATERIUM Chem-Use +10 Chem-Use

Ciphers (Dccalt)
ADVANCES Comemon Lote (Tech)
“valuste F
Farbidden Lare (Prykers) + E Forbidden Lose (Psykers)
Invocation +10 5 Invocation

i
sce that there amyeh e _
oty bere it £ b Payniscience +10 5 Payniscience
scholars for you, arn't it sir?” Sehwolastic Lore [Astromancy)
Scholastic Lore (Chymistry) —
Secret Tongue {Acolyte) +10 3 Secret Tongue {Acolyic)
Speak Language (High Gothic) =
Tech-Use +10 [} 5 Tech-Use

“F saiid sommar sbout levers
mein’ the unverse, sire. Dom

FAV)) ‘|l

SHLVd d:

As a full initiare of
Scholastica Pyl

Scholar  Materium  stisdies Trade {Praspecior) 3 o
the foundations of being, es- Trade (Wright}

sence and immutable form. Em:q Chatter -
“arfall D Ag 30
|‘.lrnlqr Shot BS 30
Tron Jaw T 40
Miuur Paychic Pawer*

L

Fel 30

Int 30

Pay Ratir
Pay Rating

LLIEUTENANT- ¥ §F Lo > Prerequisites
Barter +10 Barter
5 Blather

ADVANCES

n-Use +10

“They call them frecers, bl =

ed if I ever take an

+10 Lote (Imperial Guard)
E‘nmumn ore (War) +20 - Commaon Lore (War) +10
The Licutenant:S ; Dieceive +10 S Deceive
L, Drmul!lum-lﬁ 5 Demolition
an officer’s rnk ar
lege. yet is under o
sirveillance nonetheless

:mm Tongue (Milicary) +10 5 Secret Tonguse (Military)
Berserk Charge -

Blademaster T WS 30, Melee Weapon Training (any)
Disarm Ag 30

Furicus Assault ) T WS 35

Jaded H 3 WP 30

Melee Weapon :

Minor Psychic Power'

Precise Blow [ WS 30, Sure Strike
Resistance (Fear) g

Sare g W5 30

True Grit D T 40
Iierrogation 2

DHseipline Focus (chovse ane) ) ¥ Psy Rating 3
Exotic Weapon Training {Needle Pistol) ¥ =

Peer (Military) T Fel 30

Py Rating 4 200 3 Py Rating 3
Saund Comstinuio [

You may ke this Talent up 1o twe times




SCHOLAR
ARCANUM
ADVANCES

Hever seem 5o miy
wharewer can he be

ways of mat-
d flesh, the Schol-
num  studies the

of the

mind, the

SAVANT ADJUNCT

b the pale cove in the of

nt Adjunct has the

bend flesh and

o send his mind

a5 amongst the enemy

and to ken the nanure

snnatural opponents. He

walued for his powers,

= greatly feared by those
%o command him,

Advance

Blather +10

Ciphers (Ceeult) +10

Dodge +10

Forbidden Lore (Prykers) +20

Forbidden Lore 1W:rp] +10
bidden Lo 08)

Interrogation

Invocation +20

Scholastic Lore (Astromancy) +10

Seholastic Lore (Crypiology)

Scholastic Lore (Imperial Cm‘d) +10

Scholastic Lore (Lege

Secret Tongue {Acolyte) +20

Speak Langi

Tech-Use 41|J

Trade (Cartographer)

Trade (Copyiu) +10

Crack Shot

Faresight

Minor Psychic Power?

Peer (Vold Born)

Power Well

Paychic Power®

Resistance (Piy

Stroag Minded

Dscipline Focus (choore sme)
Favoured by the Warp
Forbidden Lore (Heresy]

Cost
100
100
oo
100

Type

el s b R T P o s gy

L R ]

Prerequisites
Blather
Ciphers (Diccult)
Godge
Forhidden Lore (Psykers) +10
Forbidden Lore (Warp]

Invocation 410
Schalastic Lose (Astromancy)

Seholastic Lore (Imperial Creed)
Scholastic Lare (Legend)
Sectet Tongue (Acolyre) +10
Speak Language (High Gothic)
Techi-Usc +10

Trade (Copyist)
BS 40
Int 30
Ag 40

Fel 30
Pay Ra

WP 30, Reskstance (Psychic Powers)
Py Rating 3
WP 35

Advance
Awareness +20

on Lare (Adepte 5]
Camman Lore (Ecelesiarchy)
Camman Lore (Imperial Guard) +20
Cnmmuu Lote (Tech) +10

Intimidate

Logic +10

Medicae

Scholastic Lote {Judgement)
Scholastic Lore (Legend) +10
Scholastic Late (Tactica Imperialis) +10
Secret Tongue (Military) +20
Speak Language (High Gos
Trade [Valet)

Charm +10

Forbidden Lore (Paykers) +10
Invocation +10

Sound Constitution
Command +10

Literacy +10

Serutiny +10

Pisol Training (Plasmaj
Pawer Well

-
i G I C R R IR R R PR
3

Prerequisites
Awareness +10

Common Lore {Imperial Guard) +10
Cammon Lare (Tech)

Dadge +10

Lagic

Schalastic Loe (Legend)
Scholastic Lore (Tactica Imperialis)
Secret Tongue (Military) +10

Charm
Farbidden Lare (Psykers)
Invocation

Command
Literacy
Scrutiny

Pyy Rating 2




PV *

SHLVd d

SCHOLAR
OBscURUS
ADVANCES

Yo salk ro bim, bur H doir't
annwer. You  cm
rummagin’ o1 your

right emeugh Jm.;.k Put
off ey grovel, it c:

human spirit. Steeped in
forgotten bore and con:
mutiering  catechisms
charms against the

of the warp, these ps
grow strange and distani

CHOLAR
MPYREAN
ADVANCES

The mind of the Scholar
Empyrean ranges free, even
whilst their will is securely
chained to the immeasurable
protection of the Emperor's
own soul  Studying

deepest mysterics of psychi
ability, the Scholar Empy-
rean care little for worldly
goods or the petty demands

of the corpus.

Advance

Ciphers {Occult] +20

Common Lore (Teck

Forbédden Loge (Mutants) +10
Inguiry +20

Lip Reading

Psyniscience +20

Schalastic Lore (Archaic) +10
Scholastic re (Heraldry) + 10

Schalastic Lore IL(grndI +20
Scholastic Lore (Philosophy)

Scruting +10

Trade (Soothsayer)

Mental Fortress

Minor Psychic Power?

Payehie Power!

Resistance Fe

Forbidden Lare (Cults)

Forbidden Lore (Inquisit

Drack Seal

Diiscipline Focus [choose

Melee Weapon Training (Chain)

Melee Weapan T (Power)

Peer (Inquisition)

Pay F 5

Saund Constinstion
Forbis

Prereq
Ciphers I(hulq +|n
Common Lore (Tech)
Forbidden Lore (Mutanes)
pairy +10

Psyniscience +10
Scholastic Lore (Archaic)
Scholastie Loee {Heraldry)
Scholastic Lore (Legend) +10

Scruting

Trade (Soothaayer) +10
WP 50, Strong Minded

Forbidden Lore [Heresy)

Advance

Blather +20

C 1 Lore (Tech)

Dmcnt +10

Evaluate +10

Forbidden Loee (Archeotech)
Fosbidden Lore (Mutants) +20
Fosbidden Lote (Xenos) +10
Lagic +10

Mn{iﬂe +20

ﬁrhﬂl)\ur Lore (C
Lox
ﬁrhul)\ur Lore |Impcru1 Cn.l:nir +20
5
Scruting +20
Trade |
Air of Autharity
Armour of
Discipline Focus |(Mﬂlr anej
Fearless
Logis Implant
Master Orasor
Minaor Psyehic Pawer"
Nerves of §
Peer (Government)
Psychic Power!
Forbidden Lore (Cults) +10
Farbidden Lare (Inqul
Pay Rating &
Good Reputation (Ingquinion)
Sound Constitution
Farbidden Lare (Daemonology) +10
"o sy ke this Talont up o o times

*Vaw mry ttbe thet Taakentt a0 fomr times at rhis Rank

D e T e e B g I g T ey i P

Prerequisites
Elather +10

Forbidden Lore (Mutants) +10
Forbidden Lore {Xenot)
Logic
Medicae +10
Scholastic Lore (Astromancy) +10
Scholastic Lore {Chymistry) +10
Scholastic Lore (Heraldry) 410
Schalastic Lore (Imperial Creed) +10

Scrutiny +10

Fel 30
WP 40
Pry Rating 3

Fel 30

Forbidden Lore (Cults)
Forbidden Lore (Inguisition)
Psy Rating 5
Fel 50, Peer (Inquisition)

Forbidden Lore (Dacmonology)




PRECEPTOR-
SAVANT
ADVANCES

Well that it
f Precepuor. Shoor

Preceptor-Savant s
v charged  with

instruct officers
t deployment
frces.

Advance
Ciphers (War Cant) 20

Forbidien Lore fi'\gk:n} +30
Lip Reading
Logic +20
Medic 10
Mavijgation (Seellsr)
4 (Surface] +20

Psyniscience +10
¥l|l\|.|§1x Lore Ulrnldr\l
s

Scrutin +20
Air of Authority
Armour of Contempt
attee
Foresight
Good Reputation {Imperial Gu,
Jaws of Hell

L P
Pistal Tr:mlllr (Melra)
Psy R
Sound (unmml:on

o =t o o G o o g ey ey SN ot

Prerequ
Ciphers (War Cant) +10
Command +10
Deceive +10
Demolition +10
Forbidden Lore (Psykers] +10

rface] +10

Psyniscience
Scholastic Lore (Heraldry)
Scholastic Lore (Jud

lasic Loee (Toctica [mperialis) +10
Seruting +10
Fel 30
WP 4o

Int 30
Fel 50, Pees (Impetial Guard)
Iran Driscipline
WP 30, Command
Hatred {any)
WP 50, Strong Minded

Fel
WP 30, Ressstance (Psychic Powers)
Ine 30

Psy Rating 4

‘R PATHS
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1l

“You see, you've wom dgain. I to
I'll pliry ame more round, but on

Reetheus Ol ii.uxmg

int, Hive Sibellius,

5 has always been the casz, the flotsam and jetsam of
humanity seems to attract each other and thrives in the
darkest of places. The Imperium is a vast and unfoegivably
hard regime to subsist in, and so the unwanted and uncared for
fester and even flourish in the most unlikely and inhospitable places
The underhives, deserted hab-blocks and eire moons th

are now robbed of any valuable resource, hold what the enforcers
collectively call scum. They are mankind's detrius, who b
place in Impe

no
esiarchy seems 1o have

ial society—even the Eec
given up on them,
sanve their souls, even i

xizh some missionaries persist in trying
A intercession is not requested!
Scum is a catcheall term that covers everything from

SHLV ¢ MAFIV)

ves,
Imperial Guard deserters, escaped penal convics, e mdm..
tricksiers, fallen nobles, gangers, murderers, hab-rats ar
ers. Despiie the ¢
there are many who have skills Inquisitors find wseful

il manner

e

of criminals znd unsavoury ch: term,

their ||I'|l

work. When an Inquisitor needs someone with low me
wh willfire upon innocents when ordered or shoot some
the back without a second thought, it is going to be the Acol
awha has spent his life on the fringes of the Imperial sociery
As well as moral ambiguity,
lls that come in u

Scum often

e during an invest
#Breaking in to property unnoticed, finding
black market goods, 3 mark tha
charming or a suspect intir
that make the Acolytes’ lives casier.

An Inquisitor docs not pick just an

need:

ating are all talents

elon he
happens to sumble acoss to become his g
and to serve 3 an Acolyte the Scum st be
trustwortly.

common ganger. Agents such as this can rang
the nimble, double-jointed cat burglar, the fast-tal
charmer who can play the long con, the card shark th loses
or the fence with contacts across the breadth of the sub-secior.
Having lived and survived in such wugh conditions means
that it will frequ be the Scum th
acrimony and he does not always get on with other
in the cell. His moral values and reasons for participating may
be entirely different from the othe £ him a source
of contention. Reasons why such a character may
employ of an Inquisitor in the first place are manifol
do it for the sheer thrill, some as sentence for some past crime,
some are being paid. whilst others have the skills an Inge
needs and 5o are ordered or threatened 1o participate.
Inquisitor it matters litthe what the motive is, s long as they
fulfil their part in the mission, Inquisitors can, and will, use
all toals necessary to carry out their duties, they do not care
if that is using the highest-born noble or the most inhuman
willain—it i the end poal that is important, not the
method in achicving it

t is the source of som

Acolytes

ind o

join the

or




TABLE 2-8: SCU CHARACTERISTIC ADVANC

Characteristic

Simple Intermediate

250 500
100 250
500 750
500 750
100
250
250
250
L]

Expert
1,000

it the dreg, Tamquis

fy encourage them. ™

thieves and base.
m: the dregs of
nevertheless hardy

risingly capable.

cretercreevin - Outcast
swipe
wometer off yer w

sk

% Outcast has survived long
=ough cutdde the bounds
o society 1o develop a certain
=rpon with the seedier side
o fe—as well s an ability
& sink into the background
ten trouble comes their wiy

Advance

Awareness +10

Barter

Charm

Dodge

Dirive (Grounsd Vehicle)
Navigaticn {Surfacc)
Swim

Basic Weapon Training |
Pistol Training (Las)
Pistol Training (Primitive)
Ambidextos

Unrem le

Sound Constitution®
Thrown Weapon T

wmiry fake ths T

Prerequisites

Awareness

Advance

Ciphers (Acolyie)

Common Lore (Underworld)
Concealment

Inquiry

Secret Tongue (Gutter)
Security

Sleight of Hand

Swim +10

Light Sleeper

Peer (Workers)

Peer (Underworld)

Quick Draw

Sound Constintion

Deceive +10

Medicae

Wrangling

Basic Weapon Training (Las)

Literacy

Swim
Per 30
Fel 30
Fel 30

I[I. CAREER PATHS
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OurLaw
ADVANCES

creature of

quciunn.ul\lu if any, morals,
has e
nuu .|||J fun

and law be damned.

DE
ADVANCES

“Dont wdnnt be me

||rk Fast \nd v

side all

dirty tactics. Whether alone

or with gang s, the

de s 4 dangerous

RocGue Apvances

“There’s some
greamess. ., and s

Toughened by

life can throw ar him, the
Rogue is i smart, skilled and
dangerous foe, never to be
underestimated, and always
1o be warched carefully

Advance

Barter

Blat

Ciphers {Acolyte) +10

Ciphers (Underworld)

Comman Lore (Adeptus Arbites)
Evaluste

Double Team

Type Prerequisites

Ciphers {Acolyte)

Weapon Tnlnlng u lamic} )=
Basic We. (La
Disarm
feavy Wi
Mexves of Steel
Pistol T
Sure Sarike

Prerequisites

Drive (Ground Vehicle)
(Getter)

e I e e e R R S PR

Advance

Awareness +20

Barter 410

Common Lore {Imperizm) +10
Common Lo world) +10
Dirive (Grownd Vehicte] +20
Evaluate +10

Arms Master

Basic Wea ing (Boli)
Marksman

Pistal Training

Sharpshooter

Intimidase

Serutimy

Scholastic L

Tech-Use

Tracking

Meclce Weapon Training (Chain)
Sound Cony n

Takedown

Two-Weapon Wielder (Ballistic)

e R R T e (e e g s

Prerequisites
Awareness +10
Barter
Cammian Lore {lmperium)
C Loee (Ui orld)
Drive (Ground Vehicle] +10

luate

E
BS 30, Basic Weapon Tralning (any twe)

BS 35

BS 40, Deadeye Shot

BS 35, Ag 35




LTTER
EVANCES

d brutal, Stubjacks
inambush, obbery
[ war. Some lead
fhers opera
= in all cases Swbjacks

engih, cunning and

Advance Caost Type Prerequisites
Acrobatics (] 5 =
Ciphers (Underworld) +10 100 s Ciphers (Underwarld)
Climb 100 5
Comman Lore (Underworld) +20 100 5 nmon Lore (Underworld) +10
Demalition 100 5
[ 5 Dodge +10
100 5 Sheight of Hand
Swi 2 - Swim +10
Die Hard T WP 40
Resistar 100 T
Rexistance (Fear) 100 T ~
Resiy 1 T
Two-Weapon Wiclder [Melee) 100 T WS 35, Ag 35
200 5
Intimidate +10 200 5 Intimidation
Me 10 200 3
Tram Jaw 200
Mele, £ (Power) 200 T
Step Aside 200 T Ag 40, Dedge
Sound Comstitution 200 T
Heavy Weapon Training (Balt) 300 T
a1 Training (Laur 3000 T
300 T W5 35
Advance Cost Type Prerequisites
Acrobatics +10 10a 5 Acrobarics
20 100 5 Ciphers {Acalyte) +10
Climb 410 100 5 Climb
Ca 100 3 mmon Lose (Adeptus Arbites)
Concealment +10 100 5 Concealment
L 10 100 5 )
Evaluate +20 1040 5 Evaluste +10
Na [Surface) 100 5 face)
Search +10 100 5
Security +10 100 5
Shadawing 100 5
Silent Move +10 100 s Silen: Move
Fuirious Asssult 100 T W5 35
True Grit 100 1 T 40
Ciphess [War Cani) 200 s —
Scholastic Lore (Tac Imperialis) 200 5
Tracking +10 200 5 Tracking
Diecad 200 T T 30
Jaded 200 T WP 30
Heavy Weapan T 100 —

Sound Constitution

300

II‘



Vo)l

ddd

Ganc Lorp
ADVANCES

“The Robber-Monk they calls
hum, sleek a5 sihver, rwvee a5
iquricke. Couelid saeal your shadow
while you're blinking, s they
sry. The Spire nobs are quaking
in their boots. You mark my
muzzle, theres more Hhan ane

Sfamily safe thar'll be cracked

tanggh

The Gang Lord is skilled in
high-stakes operations, from
assassination o cat burglary
and data-heists. He can put
together 3 crew, or simply
awe the local underworld
with his low cunning and
high returns.

Fixer ADVANCES

I know a fella

S0t you owut. Con

pricy but you ain’s i no pi
to brgain righ

The Fixer knows the art of
finding things, and people,
no marter how illegal,
hidden or dangerous. A
skilled fence, and deadly
shat, the Fixer prowls the

s and city sireets
with the easy grace of a
predaror.

Advance
Acrobatics +20
Ciphers (Und
Climb +20

Ct
Contortionist
Demolitian
Inquiry +10

n Craft) +10
Schalastic Lore (Crypo
Search 420

Shadewing +10

Silent Move +20

Sleight of Hand +20

Tech-Use +10

Blademasser

Combat Master

Crippling Sirike

Dual ke

Exotic Weapon Training (Needle Pistol)
Melee Weapon Training (Power)

Wall of Steel

Logic

Lightning Reflexes
Forbidden Lore
Sound Constitution

Prerequisites
Acrobatics +10
Ciphers (Underworld) +10
Climb +10
Concealment +10

Demalition +10
Tnquiry
Navigation (Surface) +10
Piliat [Civibian Crafi)

Search +10
Security +10
Shadowing
Silent Move +10
Sleight of Hand +10
Tech-Lse
WS 30, Melee Weapon Training {any)
W5 30
W5 30
Ag 40, Two-Weapan Wiclder (Melee)

Agds

Advance

Carouse +10

Charm +10

Ciphers (Acolyie) +20
Con Lare (Inperial Creed)
Common Lore (Imperium) +20
Common Lore (War)
Disguise

Gamble 10

Inquiry +10

Secret 1

Decadence

Exatic Weapon
Mighty Shoe

Total Recall
Performer {Dancer)
Performer (Musician)
Performer {Singer)
Wrangling +10
Gunslinger

Hip Sheating

Peer (Military)

Sound Constitution

Prerequisites
Carouse
Charm

Ciphers {Acolyme) +10

Comman Lore (Imperiam) +10

Gamble
Inquiry
Secret Tongue (Gatter) +10

T30

BS 40
Int 30

Wrangling
B5 40, Twa-Weapon Wiclder (Ballistic)
BS 40, Ag 40
Fel 30




SHARK ADVANCES

wther, | write 1o beg. you
ider. {7 1 were to firvest

s of mry inberruancy,

M Curzon could guaranree a
nidred per cent et

irst year alone! These are

be claims of o fraud—1
Save sripected the mine wih my

o

Se it cards, cons or codes,

ks prey on the foolish,
d and gullible. Masters
lies and  misdirection,

fleece their targets
2 smile.

CHARLATAN
ADVANCES

cemed [oke mich o mice

it

The Charlatan s a master
who can bind even
Plnetary  govemors o
Seir web of elaborate
eit. Using sophisticated
#=d long-term plans, they
we architects of cunning
mbeerfuges that put even
the sharpest of lawmen on
S back foor.

Advance

Barter +20

Blacher =10

Charm +20

Common Lare {Adminkstratum)
Common Lore (Ecclesiarchy)
Deceive +10

Disguise +10

Gamble +20

Tnquiry +10

Lip Reading

Pilot (Civilian Craft) +10
Scholastic Lore (Heraldry)
Sheight of Hand +10
Trade (Copyist)
Blademaster

Pistol Training (Melta)
Pistol Training (Plasmis)
Step Aside

Seund Constitution

Peer (Administratum)
Peer (Eccleatarchy)

Peer (Middle Classes)

Prerequisites
Barter +10
Blasher
Charm +10

Deceive
Disguise
Gamble +10
Inquiry.

Pilos (Civilian Craft)
Sleight of Hand
WS 30, Mebee Weapon Training (any)

Ag 40, Dadpe

Fel 30
Fel 30
Fel 30

Advance

Blather +20

Carouse +20

Common Lore (Machine Cult)
Deceive +20

Disguize +20

Dodge +20

Interrogation +10

Intimidare =10

Lip Reading +10

Pilos (Civil

Scholastic Lore (Crypiology)
Scholastic Lore (Leger

Search +10

Security +10

Speak Language (High Gathic)
Air of Autharity

Melee Weapan Training (Power)
Medicae +10

Scholassic Loee (Judgement) +10
Tech-Use +10

Die Hard

Dl Shot

Furious Assault

Independent Targeting

Master Orator

Peer (Government)

Peer (Nobdlity)

Sound Constitution

Prerequi.
Blazher +10

Carouse +10

Deceive +10
Disguise +10
Dodge +10
Interrogation
atimidation
Lip Reading

vilian Craf

Search
Security

Fel 30
Medicae

Scholastic Lore (Judgement)

Tech-Use

WP 40

Agg 40, Two-Weapon Wielder (Melee)

W5 35

BS 40

Fel 30

Fel 30

Fel 30

ER PATHS
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TECH-PRIEST

“Bezt
are mo fonger compatit]

Quintass Del

aurr alliance 1e bere—your RAN](S

11, Me

Nright, The Lathes

e Cult Mechanicus holds a vimaal
Is tenets and beliels pen
common s

swopoly on

Ry
ls into
he Adeptus
isular pricsthiood

e their rit

izens. T
5, an
that worship the Machine God and whose

perstition of [mperial

Mechanicus is run by the Tech-Prieits of

al is 1o harvess all

the Jost technolopy that has been missing since bef:
Strife. The lowest manks of Tech-Pricss hay
and construction drties, but as 3

SHLVd 4334V

|'||\<.'|-‘ echniques that have preve

kind of pre
P i the mperium’s o ical base.

All Tech-Priests have an advanced grasp o
used throug]

y specialitics & Te

& 1O maintain
most of the standard technologies o
Imperium, Th

study, ssch 2

hout the

bologius, xenology and the wse o

name but a few

weaponry
Tech-Priests 4

ed to Mars or the numen
Workds that anc scastered throu;

e not conl

hout the galaxy. Many are
ite namoured sigl

nme finto contact with an Inc

The relationship betwes

0 mer ted in less numub

rwo powerfual o e worked b

especially wi be in the

In these sinmtions a

knowledge of Imperial, and
e useful, A Tech-Priest r

do not worship the Machine €
Tech-Priest Acoly

15 personnel.

i well with a e

The appearance of T
g to those
before. As much

inndus ho b

may have be

extra [imbs like rl,\\
proportion of orgr

ju.n older. The Te

far the most senior |

a5 Magos, 1o be almost
entircly machine, the kst piece of \\|I||| med © al
Rosing what was left of e lisitor

s always wary when allying w
are following their own agenda, wh
that of the other Acolytes

ic




Tecn-Priest Asiiries In Game T,
Whikse the abilities of Tech-Pr
Rmow how to translate these seeming
na very Hentsy, each
uts frait. This repe e LETENALONS
these implants.) By spending
] F from belts of

i all. To all incents
aupmentations. As 3 Tech-

implants,
plants trait,
Bionic

TECH-PRIEST CHARACTERISTIC ADVANCES

Characteristic Simple Intermediate Trained Expert
250 500 750 1,000

250 500 750 1,000

750 LOOD 2,500

250 500 750

750 1000 2,500

250 500 750

750 1000

00 750

N/A N/A

TECHNOGRAPHER
ADVANCE SCHEME || | Common Lore (Machine Cal] 5 =

Common Lore (Tech)
Drive (Ground Vehicle)

Advance Type Prerequisites

e find out with

Literacy

Pilot {Civilian Craft)

Trade (Copyist)

Sechnopgraphers leam the Trade (Scrimshawer)

many panems of manu- || Basic Weapan Training (Pri

Sacture and formation thar Basic Weapon Training (SP)

Sey might better compre- Binary Chatter

Bend the many mysteries || Chem Geld

@f the Omnissiah. They || Feedback Sereech 1 Tech-Priest
&n identify and camalogue || Light Sleeper Per 30

sectmology with Pis {Primitive)
4 ¥ Pistol Training (SF)

Rapid Reload
Sound Constitution?

Technical Knock

Thrown Weapan Training (Primitive)

1o may take dhis Tialons ups oo rarw mes it this Rank.

II. CAREER PATHS
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MecH-WricHT
Apvance
ScHEME

faiture. .

iwright feam immedistely!”

Mech-Wrights learn  the
properties of metal, plasteel
and many other materials,
They conduct heavy repail
and tend dangerous many
factorum processes

LECTRO-
RIEST ADVANCE
SCHEME

o whar he sard

gnitrled
Having  mastered

and  mai

Electro-Priests apply

selves 10 the sacred study of
energy. Th
the animating  principles
of machine spirits, and the

they lean

means by which they may
be propitiated

Advance

Commaon Lore (Tech) +10
Demolition

Drive (Ground Vehicle] +10
Drive (Walker)

Medicae

Scholastic Lore (Chy
Security

Tech: +10

Trade {Miner)

E Senith)

Trade (Technomar)

Arms Master

Deadeye Shot

Tron Jaw

L

Mimie

Peer (Adeprus Mechanicus)
Quick Draw

Sound Con

Blind F

Prerequisites
Common Late (Tech)

Dirive (Groand Vehicle)

B5 30, Basic Weapo
BS5 30

raining (any tw

T40

Tech-Priest

Per 30

Tech-Priest

Advance Cost
Comman Lore (Machine Cult) +10 100
Common Lore (Imperial )
Common Lote (Imperium)

Drive (G

Drive (Haver Vehiche)

Drive (Walker) +10

Lireracy +20

Se gue (Tech] +10
Speak Language (High Gothic)
Trade [Wright)

Crack Shot

Electrica i

Helghtened Senses {Hearing)

drite Use (Utiliy)

|
Sound Const
Clphers (Acalyre)
Secret Tongue (Acolyte)
Basic Weapon Training (Balt)
Basic Weapon Trai
Luminen Blast
Mechadendrite Use (Medica
Melee Weapon Training (Shock)
Pistol Training (Bolt)

Type Prerequisites

Common Lore (Machine Cult)

5 40
Tech-Priest

Ag 30
<Priest

Tech-Priest
Tech-Priest




ENGINSEER

= ar, | kwow the enginseer
we bad 10 open

& knowledpe of form,
Sengy and material compo-

my of prayer and
they cajole machine

ving error from all
of technology

TecH-Priest

fan cpclers

In the

e enginessar, shat she e
He struck the soered

-Priests are  initiated
e decper mysterics
hnology, and know

an and restarting, From

door  mechanisms

ot tech dug from

ring ruins, Tech-

Foiests seck out the many

Soems of the Omnissiah, 1o

#d yet more knowledge

® the data crypis of the
Aeptus Mechanicus,

Common Lore [\l; )|u|r Cubi) +20
Common Lore (W

I'ere (Hover Vehicle) 410
Drive (Walker) +20
Evaluate +10
Navigation (Stellar]
Mavigation (Surface]
Pilot [Military Craft]
Seholastic Lose (Astromancy)
Schalas ymisiry) +
Schalastic Lore l\ulll(iuh:m‘i +10
Trade (Technomar) +
Trade (Wright) +10
Ambidextrous
Basic “(Jpw Tulmn[ {Flaac)
| Caviry

Crippling Sirike:
Ferric Lure
Heavy Weapons Training (SP)
Heightered Senses {Smsell]
Mechadendrite Use {Manipulitor)
Mechadendrite Use (Optical)
Pistod Training (Flame)
Resistance (Poisons)
Total Recall
Twa-Weapan Wiclder (Ballistic)
Two-Weapon Wiclder (Melee)
Awareness

amman Lore [Imycrul Guard)

Mielée Weapon Training (Chain)
Resistance (Fear)
Sound Constitution

Camman Lore {Machine Clt) +10

Demalition
Drive (Hover Vehicle)
Drrive {Walker) +10
Evaluate

Scholastic Lore (Chymistry)
Scholastic Lote (Numeralogy)
Trade (Technomat)
Trade (Wright)

Ag 30

WS 50

Tech-Priest
Tech-Pricst

Int 30

B5 35, Ag 35
W5 35, Ag 35

Secret Tongue (Acalyre]

Advance

Common Lore (Administratam)
Common Lare (Imperial Creed) +10
Commen Lore tl|n|-m||n|1 +10
Drive (Hover 20

Forbidden Lore |An|m-r«l|]

Logic +20

Schalastic Lore (Archaic)

Schalastic Lore {Imperial Creed)
Schalastic Lore (Tactica Imperfalis]
Security 420
Speak Language (High Gothic) +10
Secret Tongue (Tech) +20
Tech.Use +20

Trade (Technomat) +20

rade [Wright] +20
Blademaster
Combat Master

Disturbing Vaice

Exnergy Cache

Independent Targeting

Rite of Awe
Sound Constitution
Swilt Ateac
Pilat {Spacecrafi)

Basic Weapon Training (Melta)
Basic Weapon Training (Plazma)
Heavy Weapan Training (Bol]
Maglev Grace
Melee Weapon Training (Power)
Mrrludranlc Use (Gun)
Dodge
Command

Inquiry
Intimidate

(P N R R R R L P PR T e T

Prerequisites

smmon Lore (Imperial Creed)
Cammian Lote (Imperiam)
Dirive (Haver Vehic

Schalastic Lore (Chymisry) +10

Security +10
Speak Language (High Gatliic)
Secret Tongue (Tech) +10
Tech-Use +10
Trade (Technomat) +10
Trade (Wright] +10
WS 30, Melee Weapon Training (any)
WS 30

Tech-Priest

Tech-Priest

W5 35

Tech-Priest

Tech-Priest

Il. CAREER PATHS




TECHNOMANCER

Advance Prerequisites

Ciphers (Secrer Sociery)
Comman Lore (Adeptus Arbites)

mon Lote (Ecclesiarchy)

Minds sharp a brivey an
kmaw thetr way round  the

Adminisrrs po. DhanT crods

0 Lore (Imper Lote {Imperial Creed) +10
Comman Lore (Imperiam) +20 Common Lore (Imperium) +10

e +20 Eval +10

FdV))

Interrogation -
Medicas +10 Medicae

Scholastic Lore (Bureaiicracy)

A

Technomancers apply
their considerable  mendtal Scholastic |
powers to extracting infor- Eoarily

mation that may be of use
to the Machine Cult. Be e
CUmying our with the
Ecclesiarchy 1o interroga

Speak Lang Speak Language (High Goshic) $10

Armsour of Coneempt WP 40

Autsan
Fearless -
tion of xenos prisoners,

Gun Blessi Tech-Priest
Jaded WP 30

Medicae +10

hnomancers conjun

SH.LV d

swers with ruthless logical
Master Chir

Orthoproxy =

n Training (Needle Pistol)
Sound Constitution

Thrown Weapon Training (Shock)

Advance Cost Prerequisites

Common Lore (Adeprus Arbites) +10 100 Common Lore {Adeptus Arbites)
e 100 S on Lore (Ecclesiarchy)
They, wint quite bumm o (L0 bidden Lore (Archeotech)

YBER SEER

more than

No

more | m Forbidden Lore (Wa 100

Scholastic Lore (Buresucrscy) +10 109 5 Scholastic Lore (Bureaucracy)
Schalastic ) +10 0o s dastic Lore (Judgement]
Schalastic Lore (Legend) 100 5 -

Schalastic Lere (Oceult) 100 3
Search +10 (2] -
Dual Sk 100 Two-Weapon Wielder (Bal
Foresight 0o T Iy 30

Cyber Seers delve into
forbidden and occult matters

of machinery with frigheen-
ing zeal. From unnatural
geometries to warp-tosched
autonoma, Cyber Seers do
not shirk or sway from look-
ing upon the damning and
heretical in their quest for
knowledge

Lightning Reflexes
Marksman

Men <

Rapid Reaction

Resistance (Pyychic Powers)
Step Aside

Deceive 410

gation +10

Scholastic Loee (Numerology) +20

Dark Soul

Ferric Summons

Maplev Transeendence

Prer (Administratam)
Prosanguine

Sound Constinution

Theawn Weapon Training (Ch

100
100
100
100
100
100
100

B5 33
WP 50, Strong Minded
Ag4o

Ag 40, Dodge

WP 30, Resistance {Psychic Powers)

Dreeeive
Interrogation
Scholastic Loee (Mumerology) +10

Ferrie Lure, Tech-Pricst
Tech-Priest, Magley Grace

Fel 30




Mechamicis Magos
v of maron but
deep wiriom. Each
2 palm of dominson,
bt letrning all there
wrtt abowit sesd subfert. Be
m, of their ¢
sl shear ohssrions. ™

Magos has  perfected
ed his ficld of

1o render him the

a certain study.
fleshwise

1o the alien hunting
xenologis,  these
dividuals serve the

magos

nicus  with
LT ed
aledge.

MecH-DEacon

W murkes rerce whar we
=4 fack then. T aint nothrn
i § recken

8¢ Mech-Deacon treads

wad path of knowl-

learning many ways

dealing with those ig-

ant of the Omnissiah.

h-Deacon  also

sadies the art of self de-

Sence, 1o guard him in his
wanderings.

Advance

Fosbidden Loee {Archeotech) +20

Farbidden Lore (Daemaonalogy)

Forbidden Lore (Heresy)

Forbidden Lore (

Forbidden Lote (Psykers)

Forbidde re (War,

Seholastic Lore (Bureasicracy) +20

Schalastic Lore

Scholastic Lore {Legend) +10
Cheeult) +10

Scholastic Lare (Philosophy)

Dual Strike

Hard Target

fron Dis

Lightning Attack

Inter
Medicse +20

Search +20

Prer (Ecclesiarchy)
Peer (I isation)

Rite of Pure Thought
Sound Constitution
Pistol Training (Mela)
Thrown W L

Cost
100
100
100
100

Type
5

Prerequisites
Farbidden Lore {Archeotech) +10

Forbidden Lore (Warp)
Scholastic Lore (Bureaucracy) +10
Scholastic Lore (Judgement) +10
Scholastic Lore {Legend)

Schalastic Lare (€

Ag 40, Two-Weapon W

Ag 40
WP 30, Cor
Swift Attack
Incerr tion +10
Medicac +10
Secarch +10
Fel 30
Fel 30
Tech-Priest

Advance

Common Lote (Underworkd)
Demalition +20

Evaluare +20

Scholastic L

Search

Secret Tongue (?

Sleight of Hand

Trade [Tanner)

Autosanguine

Bulging Blceps

Clearsse and Parify

Drual Shot

(Ballistic)

Drual Serike

{Melee)

Gun Blessing

Hard Target

Deceive

Inquiry +10

Seruting

Heavy Weapon Training (Las)
Heavy Weapen Training (Launcher)
Heavy Weapon Training (Primitive)
Tron Discipline

Sound Constitution

Cost  Type

00
100
100
100
L)
100
100
100
100
100
100
100
100
100
100

100
100

100
200

5

B R A T P P e

o

B R PR

Prerequisites

Demolition +10
Evaluate +10

Scholastic Lore (Arct

545
Basic Weapan Training (Flame)
Ag 40, Two-Weapon Wiclder

Ag 40, Two-Weapon Wiclder
Tech-Pricst
Ag 40

Inguiry

WP 30, Command

R PATHS

E

CARE

I




V i

OMNIPROPHET Advance Cost Type Prerequisites

Ciphers (War Cant) 100 5
“Hark unto the amarprophe’ =

Gt don o your fonees and || SO MEn Lore (Ecclesiarchy) 00 S
shenk the airrecybs for theiy || Scholastic Lote (Herabdry) W s
hemedicrion, The very breath in || Scholastic Lore (Tactica Imperialis) +10 100 5 Schalastic Lore (Tactica Imperialis)
your hings i his blessing upon || ‘Secret Tongue (Administrarum) 00 s
youl Priey, lest we car you from Secret Tongue (Ecclesiarchy) 5
the mine as o hereti Sleight of Hand +10 0o s Sheight of Hand
Tracking W0 5
The Omniprophet speaks T = o
with all manner of Imperial r——
subjects, from  bejewelled e, RELL
merchant princes to ragged ST LE
colonists. He spreads the g T W5 35
waysofthe Cult Mechanicus, oo T WP 30
and also warches for any 100 T BS 35
items or matters of interest Siep Aside T A 4D, Dodge
1o the Tech-Pricsts of Mars Barter 5
Deceive +10 5 Deceive
Trade {Merchant) 5
Fervic Summons. T Tech-Priest, Ferric Lure
Heavy Weapon Training (M T
Heavy Weapon Training (Plasma) T —
Maglev Transcendence T fewt, Maglev Grace
Peer (Imperial MNavy) T Fdl 30
Sound Constitution T
Macos ERRANT Advance Cost  Type Prerequisites
Ciphers (Underwarld) 100 5
Common Lore [Adeptus Arbites) 100 5
Forbidden Lote (Archagotech) +10 100 5 Foebidden Lore {Archeotech)
of Abwightis, o magos ervons Forbidden Lore (Xe 100 5
e . Gamble 100 5
vensel,  Lumemol H‘r wroll & Intel 108 2
Schalastic Lore {Archaic) +20 1060 5 Scholastic Lore {Archaic) +10
Scholastic Lore (Beasts) 5
Seholastic Lote (Legend) 100 s
Scholastic Lore (Occubt) 100 5
The master of many trades, || Deflect Shot 100 T Ag 50
the Magos Errant is expeet e Hard 100 T WP A0
ed to go forth on behalf Frarkess 100 T
of the Adeprus Mechanicus, Master Chirurgeon 100 T Medicae +10
w explore new frontiers, Onhoproxy 100 T
worlds and  technologies Resistance (Psychic Pawers) 100 T
Privy to all manner of s Strong Minded 100 T WP 30, Resistance (Psychic Powers)
rer knowledge, the Magos Trade (Soathsayer) 200 L3
rrant 5 prepared for all Inito the Jaws of Hell 200 T lron Disciphine
eventualities Peer (Underworld) 200 T Fel 30
Prosanguine 200 T
Rite of 200 T
Sound Constitution 200 T -
Bartes +10 W00 5 Barter
Deceive +20 300 5 Deceive +10
Performer {Musician) 300 ] ==
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STINIS

CHAPTER []]:
KILLS

It i likely that I bave forg)
you will ever know, acolyre.

the Tmpers

Kyos Veeble, Autosavant
art of the fun of Dk | ¥ is -in\ld g ~h|;h
Skills to develop and learn du
your character. This chapter contains all the detailed
tion you might need to help you use Skills o
full effect. See Chapter VII: Playing the Game on page
182, for details on Skill Tests, C
they are made,

GAINING SKILLS

fo know

cteristics and how

Lextconiim Moralis

ate your character you begin with a
list of starting Skills based on your home world
as well as a selection of Skills from your Career

Path. These Skills represent what yuu have learned in your
life up to the point where = the Ing

Ower time, you will gain .ujd tional I\p.-rn nce, which you
can spend to acquire new Skills or improve existing ones.

SKILL MASTERY

Sometimes you will have the opportunity to acquire the
same Skill more than once. Each time you acquire a Skill
a second or subsequent time, you gain Skill Mastery with
it. Skill Mastery adds a +10 bonus 1o all Skill Tests made
with this Skill. You can acquire the same Skill no more
than three times (granting a maximum Skill Mastery of
+20). This represents additional training and experience
with the Skill you have gained during your carcer,

ExAMPLE

Mordechar har the Imterrogation dkill At @ laer dave bir
Arbiirator Career Path gives bim the apportusity fo aoguire
dhe Skl apain. As be alreaty bas the Shill, be gams Shill
Mastery, granting bim a 410 bomer 1o awy Shill Tests made
with Interrogarion

BASIC &
ADVANCED SKILL

“Even the lowest trade o ed, if it fx dore fn the Emperor’s
name.”

Administratum Motro.

kills are divided into two categories: Basic and Advanced
an use withoes
special training and which Skills you can'’t

This distinction defines which Sk ills

BASIC SKILLS

Basic Skills are thy con

on 1o citizens throughout (el
Imperium, and simply growing up on 3 world under Imp
rule exposes characters 1o the rudiments of the Skill. 4
" asic Skills even if yod
don't have the Skill in question, Since y

result, you can make Skill Tests using
u are relying of
n any sort of farmal training, yoo

& teristic

ADVANCED SKILLS

Advanced Skills are those thar require training and experiencs
in onder 1o master and understand. If you do not have an
Advanced Skill, you cannot atte pt it. No marter howd
intelligent you are, for instance, you will not be

an encrypted cogitator engine without some formal trai

SKILL DESCRIPTORS

Some Skills are flagged with special descriptors such 25 com
. interaction, investigation, movement or operator, T
Skills use special rules that are described in Chapter VIIS
Pla‘-mg the Game and Chapter VIII: The Game Mastes.
ose used 1o create ftems fro

interacting with NPCs. Investigation sk Eaie those used 1)
ferret out additional information about a subject. Movemes
shills offer alternative means to get around your environmen
And finally, Operator skills allow you to operate a vehicle.

CRAFTING SKILLS

Certain Skills enable you to create items from parts and magerials
To do so, you must have the materials, as determined by
GM, available. You then rest the appropriaie Skill (g Chems
Use ar Trade (any}) applying any bonuses or penalties due 18
the quality of materials, environmental factors and anything ¢

as determined by the GM. On a success, you penerate the item.
Mote that the qualiy/finish./usefulness of the item fmproves fof:
each degres of success gained. Failing by three degrees indicates)
you have ruined some of the materials. Failing by five o |




S indicates that you have complasely miined all of the  SKILL GROUPS

S and must start over from scratch, Note thar the time it
S o create the item is determined by the GM Some of the listed Skills are acually groups of relared abilities
Skill groups are listed under one entry for the sake of exse, but
each onc is a separate abiliry that must be acquired individually.
For example: Scholastic Lore (Imperial Law) and Scholastic
of the Skill Test depends on the target's disposition, Lore perial History) are different Skills A character with
termined by the GM. See Chapter VIII: The Game  Scholastic Lore | erial History) cannot make Scholastic Lore
puidelines Mose that this is a guide, and your GM may  (Imperial Law) Tests and vice versa.

INTERACTION SKILLS

SKILLS

I

Characteristic Descriptor
Agility Movement
Perceprion
Fellowship =
Fellowship Interaction
Toughness ks
Fellowship Interaction
Intelligence Crafting, Investigation
Advanced Intelligence :
Basic Strength Movement
Basic Fellowship Interaction
Advanced Intelligence Investigation
Basic Agility —
B Agility Movement
Basic Fellowship Interaction
Advanced Intelligence Crafting
Basic Fellowship
Basic Agi Movement
Advanced ¢ Operator
waluate i Investigation
Intelligence Investigation
Gamble Intelligence -
¥ Fellowship Investigation
sermogation Willpawer Investigation
atimidate 4 Strength Interaction
Evocation v Willpower -
ip Reading Advanced Perception -
rericy Advanced —_
I Basic e Investigation
Advanced —
Advanced e
Advanced Fellowship =
Pilox Advanced Agiliry Operator
Pryniscience Advanced Perception —
chalastic Lore! Advanced Intelligence Irvestigation
Scrutiny Basic Perception —_
Search Basic
Secrer Tongue! Advanced
Security Advanced
Shadowing Advanced
Silent Move Basic A
Sleight of Hand Advanced =
Speak Language’ Advanced Intelligence —
Sarvival Advanced lntelligence —
Swim Basic Strength Movement
Tech-Use Advanced Intelligence =
Tracking Advanced Intelligence
Trade! Advanced Intelligence Crafting
Advanced Intelligence -

Wrangling.
“Dienotes a Skill Group




SKILL DESCRIPTIONS

die Wen wirhou

Kross Yargt, Drill Abbsot,

il you make them mohing move thay clever devil™

Dreseriptions of both Basic and Advanced Skills follow, presented in alphaberical order

AcroBatics
(ADVANCED, MOVEMENT)
Agility

The Acrobatics skill

a variety of moveme
(TE

encompasses

techniques
ble to less flexible Acolytes. From
performing  somersaults o tumbling,
from flipping through the o daring
leaps and jumps, this Skill expands y
movement options.

Use this Skill w perform  some
spectacular feat of derring-da The
Difficulty depends on the desined action
The more compli
such as somersaulting
enraged cultists o grab the skids of a
Vulture as it takes off, the harder the
difficulry

d the manoeuvre,
over 4 group of

he more degrees of success you
artain, the more impressive the result
“There are two special rules associated
Bwith this Skill
Diisengage: You may make an Acrobatics
Test when attempting sengage Action
£o reduce it o a Half Action
Jumping & Leapin
substitute an
Agility Test when Jumping or Strengih
Tests when Leaping
An Acrobatics Test is rypic:
Action,

You may

Acrobatics Test an

AwARENESS (Basic)
Perception

The
ability 1o

skill reflects

perceive hidden dan

Awareness your
and to notice small details about
physical surroundi You use the
Awareness skill 1o notice ambushes,
spot traps and discern other threats o
you and your allies. Awareness is not
tied o any one sense; it encompasses
them all

When using  Awarcness o
a hidden enemy, the Test is alwa
Opposed. Otherwise, the thing you are
trying to detectapplies a Difficulty based
on how cunningly concealed it ix

An Awareness Test is usually a Free

tion made in reaction to something

BarTer (Basic)
Fellowship
You can use the Barver skill o negotiare
deals and get better prices on goods and
services. Whe g with day-to-day
affairs, like haggling in 2 bazasr over o
price of a fine sct of 1ot cards, of trading
food in an arbitrator cell
ghe Test is sufficient. However,
deals, such as those entailing
under

side, carried our

dangerois circumstances or imvolving a
large amount of Thrones (negotiating the
bounty on th d of a dangeroas ali

call for an

A
five minutes,
intricate ne Jns My require more
time, as decided by the GM

BLATHER
(ADVANCED, INTERACTION)
Fellowship

When you make a Blather Test, you stall for
time by g
stream of words and nc

al the mouth, spewing a
e in an attempt
o confise and distracy others A Blacher
Test 15 abways Opposed by your tang

Willpower (or Scruting), Il you succeed and
prt is distracted by you
o one Round, staring

Round.

If your target succeeds and you fail,
or If you both fail, your atempt at
| acrobatics fails and the targer
may act normally. In the case where
you both succeed, the character that
had the most degrees of success

determines the ourcome.
You can also use Blather agningt
multiple opponcnts.  For  similar

opponents—ihose that have the s
' make a Bl
Test as normal, bat the GM rolls just
Willpower Test, If you win the Oppe
Test, you affect a number of targe
to your Fellowship Bonus

eneral Characteristics.

equa
NPCs, while confused by your bang

are unaffected by your words if th

in obvious danger or if it is clear i

are preparations being made to ha

them. The target must understand

la you are speaking of the Tes

fails
ce, use this Skill ag;

A Blather Test is a Full Action

utomatically you cannot, {2

animals

Carousk (Basic)
Toughness

Whether consuming the finest ama
dy or the cheapest siomach-sir
wve juices, you wse the Camuse skill
resist the effects of aleohol and narco
Experieniced carousers can build up
wee and remain cear-headed
lucid while those around them suc

10 the effects of th
Skill whenever you m

cohol or similar imoxicants.
Each time you take a drink or so
intoicant, make a

st Failure ind
level of Fatigue. Shoald yoa

a reslt, you become unconscions
o 1d10 m

your Toughness Bonus (minimum

number of hours equ

hour). Your GM may incur further
penaltics as a result of intouicans use
they see fit
A Carouse Test is o Free Action. Yo
Skill whenever you imbibe.

CHARM

(Basic, INTERACTION)
Fellowship

The Charm skill s used to befriend
athers. You make Charm Tests whene
you want o change the minds
individuals or small groups, 1o beg,
seduce. You need pot make & Charn




every time you talk o an N
when you want to change their
mions of you or convince them to
sething for you, such as giving
tip. a dance or a kiss,
A Charm Test can affect a number
gets equal to your Fellowship
s and your
see and hear you clearly, and
and what you say,
ally takes one

targets must be

Charm Test ty]

Cuem-Use

ADVANCED, CRAFTING,
INVESTIGATION)
intelligence

Chem-Use  skill

and  prepare

especially

Chem-Use covers the use and

facture of toxins and it can also be

identify a variety of chemicals
o use)

are or apply a dhemical. you

i 1 Chem-Use Test, with

od by the GM. On a

cal s wasted. INyou fail

use  the
chemicals

ins, poisons and

d vest the che
or more degrees, you accid
1 yoursell o overdose, See Chapter
¥ Armoury for more information on
= their effects
wand
an antidote, the

a  toxin

-Use Test to administer a
s a Full Action,

Chem-Use 1o manufacture

as utilises the rules for Crafting
ms a5 described on page 96.

CirHERS (ADVANCED)
Intelligence

Skill Growps Acolyte, War Cant, Secret
ult and Underworld.
iphers  skill
sderstanding  of  shorthand
ployed by certain groups 1o confer
ideas, wamings, and Enformarion
shout a given area. This can be in the form
¢ hand signals or as physical symbols
ssscribed on a surface, usually in @ subtle
phace. Ciphers are not very sophisticated,
montly used to warn of danger, mark a
sarget of Indicare protection. Skill Tests

reflects an
codes

are not required fo read basic messages
bur may be necessary 1o decipher
complicated communications of wom
or damaged signs.

Acolyte: Used to communicate a
private and prearranged code berween
given members of an Acolyte’s cell
Note that this code is unigue to cach
cell of Acolytes

‘War Cant: Used 1o convey instrsctions
#o troops by means of hand signals, body
language or musical code.

Secret Society: Used by members
of a given secret sociery or cult 10
identify one another and convey simple
messages. Mote thar this code is unique
to each secret society

Oceult: Mystical gestures used 10
focus the mind doring incantation

fy fellow sorcerers and 1o
supplicate or castigate Dacmons

Underworl Convoluted  systems

of hand gesture thing styles, signs
and other such chicanery used by
criminal fraternities to communicate
key information.

A Ciphers Test usually takes a Full
Action to give or inseribe the sign, and

a Free Action to comprehend it

CrLiMs

(Basic, MOVEMENT)
Strength

Use the Climbs skill to ascend or descend

alls without handholds, everhangs
and other poor climbing conditions
& ly, a successful Test allows you
1o ascend or descend at half of ye
f Maowe rate. that poor climbing
conditions may impose a penalty to the
Test. See Climbing in Chapter VII:
Playing the Game for

A Climb Test is a Half Action

e details

CoMMAND (Basic)
Fellowship

Command & wsed 1o make subordinates
follow your orders. You may only use this
Skill o those who are under your authority
A successful Command Test indicates
that those whom you direct follow your
instructions. On a failed Test, they either
misinterpret the command or do nothing
at all, or if you Eail by five or more degrees,
contradict your onders ertincdy.

A Command Test can affect a number

of targets equal to your Fellowship
Bonus and your targets must be able o
see and hear you clearly, and understand
what you sy

A Command Test is a Halll Action for
simple commands and a Full Action for
more invalved instructions

Common Lore
(ADVANCED, INVESTIGATION)
Intelligence
Skill Group: Adepms Arbises, Machine
Cule, Admnastratuem, Ecelesirchy, Imperial
Creed, Imperial Guard, Imperium, Tech,
Underworld, Wae Other Commaon Lares
may be mvailable at the GM's discretion.
Use the Common Lore shill 1o recall the
habits, institutions traditions, public




and superstitions of 3 particular world,
cultural group, organisation or race, This
Skill does ot represent scholady leaming
(that is Scholastic Lore) nor obscure
forbidden knowledge (that & Forbidden
Lore). but mther the basics you leamn by
growing up or irvelling  extensively
through a region.

When making a Common Loee Test, you
recall basic information about the syect
Each degree of success reveals 2 bit morne
nformation as determined by the G

Adepius Arbites: K f
warious arms and sub-sects of
mcluding such things as their -
structure and common procedusres

Machine Cul: A penenal
understanding of the symbols and
practices of the Mechanicus, well
hings as formal g
identifying rankings

as such ings and

Administratum: Broad knowledge

of the inner workings, rules and

regulations of the Administratum.
Ecclesiarchy: Understanding of the
hierarchy of the Cult of the Emperor, its
rankings, grectings and general practices
Imperial Creed: Enowledge of the
rites and practices of the 2
ervances to the Emperor

ult, the
o8t coMmm
and the mast well-known saines

Imperial Guard: Basic information
aboist the ranking systems, logistics and
structure of the Imperial as well as
such things as their common practices,
both tactieal and strategic.

Imperium:  Knowledge of the
sectors, segmentums and most well-
known worlds of the Imperium

An understanding of simple
litanies and rituals to sooth and appease
machine spirits.

Underworld:  Understanding
organised crime and sedition withi
the Imperium,

War: Knowledpe of great barcled
notable (and notorious) commanders a
heroes, as well as famous stratagems.

Using Co 1 Lore takes no rins
at all. You cither know something
you do not

CoNCEALMENT (Basic)
Agility
Concealment is used whenever y
want to hide from sight. To use thi§
Skill, there must be appropriate terrais
{trees, walls, buildings or some oth
obstacle) or some concealing effect
like fog or darkness. Otherwise, th
test automatically fails, Concealme
is always an Opposed Test, in which
you pit your Concealment Tes
nst your opponent’s Awarencs
est (or half their Perception if theg
de not have the Awareness skill). Yi
need not Test Concealment when yos
hide, someone is lookis
you succeed, you rema
unseen,
If you remain perfectly still, you gain
+10 bonus to your Test.
A Conce
Action

ent Test is usually a Hal

CONTORTIONIST

(Basic, MOVEMENT)
Agility

The Contortionist skill is used
wriggle free from bonds squeens
through a narrow opening. or slip o
of chains.

Escape Bonds

Whenever you attempt to ship free
from any kind of bonds, you make
a Centortionist Test. The Difficulsy
depends on the Intelligence of the
person who secured you in the fing
place. If their Intelligence exceeds
your Agility Characteristic, the Test
is Hard (-20), Other factors may}
worsen or diminish the Difficy
such as whether simple manacles o
complicated arbitrator restraint culfy
were used, or whether you werel
hastily secured or your captor took
his time to ensure that you cotld no
escape.




Scape Grapple
% you have been Grappled
gombat, you may use the
onist skill to escape. Make
ortionist Test opposed by
grappler’s Strength Test, If you
i break free, otherwise you

Grappled.

“geecze through a Tighe Space
= can make a Contortionist Test
quecze throogh a tight space,

s between the bars of your
Il past a cave-in blocking
path or through the air venis
e hulk. The difficulty of
is set according o how
space is. The GM is well
his rights to rule that a space
mply too narrow to squecze
and commaon sense applies
ys. Suecess  allows you
unhindered,
means that the

eze through

failure

2 i too narrow afer all. IF

il by five or more degrees,

come stuck until you can pass

squent Contortionist Test or

tsomeone helps you our of your

seedicament by dragging you out,
g the passage and 50 on

Contortionist Tests take one

with each degree of success

ing this time by ten seconds

£ 2 Grapple is a Full Action

smpted during combat

DECEIVE
Basic, INTERACTION)
Fellowship
T8e Deceive skill is used to lie and
@ others. You make Deceive Tests
you would convince others
something that is not necessarily
se. want to dupe them or otherwise
le and mislead them, You need
Be: make a Deceive Test every time
we lie to an NPC; only when you
want 1o change their opinions of you
onvince them of something
A Deceive Test can affect a number
geis equal 1o your Fellowship
Sanus and your targers must be able
% sec and hear you clearly, and
saderstand what you say. Deceive is
Spically opposed by Scrutiny,
A Deceive Test typically takes one
minate.

DEMOLITION
(ADVANCED, CRAFTING)
Intelligence

You use the Demolition skill to blow
things up withow blowing yourself
up at the ame time! 1t is wsed to plant
explosive devices and defuse bombs,
as well as for the sfe handling and
manufacture of explosives. Demolition
involves explosive devices that are
planted or ser, er than those that
are simply lobbed at the enemy.

Manufacture Explosives
Given enough time and resources you
may wse the Demolition skill to make
an explosive device from scratch, or
rig an otherwise normal device 1o
explode. The Difficulty of the Test
varies according to what ingredients
you have available and how long you

a simple
bamb fr atch s considerably
harder manufacturing
explosives uses the rules for
items described on page 96.

Generally,

rafting

Planting Explosives
Explosive devices such as demolition
ges,melta bombsand krak grenades
nore effective when planted on
To plant an explosive make
lidon Test. Success indicates
have successfully planted the
explosive, with a trigger mechanism
and  condition of your choice
Possible triggers include ¢
proximity sensors or remote controls
Failure indicates that you believe the
explasives to be planted properly, but
when triggered they fail to go off
v fail by five or more degr
dentally set the explosives off
! Boom!
You may voluntarily make the Test

pers, fuses,

more difficult, for example increasing

e time to plant a bomb in a mone
vulnerable location. By doing so, the
Damage dealt is ased by +2 for
cach level of Difficulty increased or
additional minute spent setting the
cxplosive.

For every degree of success on the
Demolition Test, the explosive is harder
to detect and 1o defuse, Note the number
of degrees of success down when you

plant an explosive—ic will be used in
any Opposed Demolition Tests made 1o
defisse or discover the bomb

Defusing a Bomb
A character can also use the Demalition
skill 1o defuse a bomb To defuse a
bomb before it cxplodes requires you
o make an Opposed Demolition Test
agninst the Demoliion Test of the
character wha set the bomb in the first
place. Success means that the bamb has
been defused in tme Failure means
that you have not disarmed the bomb
yet, although in all but a catastrophic
failure you can try again next Round,
if you still have the time. Failing by
five or more degrecs ind
have accidentally set the
mistaki

A Demolition Test to plant or defuse
an explosive is wsually a Full Action, A
test made to manufacture an explosive
takes at least one minute, and usually
considerably langer, depending on the
complexity of the device.

Discuise (Basic)
Fellowship

The Disguise skill is used to mask your
true appearance. Appropriate clothing,
ake-up and prosthetics are
often key 1o a successful disguise, a5

props,

are more radical accoutrements such
a5 plastic surgery
or polymorphine. It is also possible

bionic implants

o masquerade a5 a member of the
opposite sex, a different race or a
specific person, though these are more
difficult to pull off. Often, Disguise
is an Opposed Skill Test against your
foes' Scrutiny.

The time it takes to
disguise varies greatly depending on

creale a

its complexity, bur it usually requires
a minimum of one minute to don a
simple disguise.

Dobce (Basic, COMBAT)
Agility

You may use the Dodge skill once per
Round to negate a successful hand-to-
hand or ranged attack. On a successful
Test, the attack deals no Damage. See
Chapter VIl: Playing the Game for
more information on Dodpe.

A Dodge Test is a Reaction.
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iS IN THE IMPERTUM
Imperium is home 1o a dizzying array of vehicles, from rickety handcarts
to mighty Emperor class bantleships. Presented here are a few examples of the
kinds of vehicles that Acolytes can expect to come across in Dane Hemsy,

e

Riding Beasts

wy there are innumerable creatires mained as-riding beasts for
maost common is the horse, which spread across the stars with
are heavily dependent on such beasts, especially feal

e Drive skill is used 1o

Across the 5J|-

miankind
mankind. Many
planees or low-tech agri-worlds

Bikes

Bikes are comamor

roughout the Imperium, mnging from a varlety of civilian
od and armoured vehicles designed for combat. Each can carry
ent, and a further passenger if toom permits on the scar.

models 1o heavily

one driver Juip
Guncutters

Guncutters are Hght airo
iy and usually
an int
negotiations. Most can only ¢

ft, often capable of reaching low arbit. They are
ponry, As such, they
ppearance, often wseful for dangenous
sl Gen s passengers

combat-r

3 time.

immediately project

(Basic, INVESTIGATION)
Intelligence

Youl can use

era Armoured Persannel Carrier is a staple transport and light support
vehicle for military and paramilitary organisations throughout the Imperium, it
nge of heavy weapons and has the capacity to.
h o crew of three.

N MUt
passengers along wit

has goad armo
approx 4 3 o
Y carmy up to twely

Aguila Lander

|.|n|.|n|,‘ individuals to and from |"|1nl‘h|d|. to ather u(hlms
vessels. The vehicle name comes from the distisctive double-headed “aquils” symbol
cenbossed into fts hull and wings. It has no inteplanetary capability
light shustle designed with style and comfort in mind for an
srying seven plus a crew of one pilot

of the Imperium

bur is an exc

Foreinen Lore :
(ADVANCED, INVESTIGATION)
Intelligence

Skill Group: The Black Library, -.

Inquisition,  gain 2 into the m Archeotech:

great tech de

«lues 1o their function and p:lq.\'n:
Mutants: Coverin;

stable and wn:

Adeprus

gleaned from the myriad of unc
tional sources an Acaly
sion. This Ski s contencs, srange

a combination

and

cal experience. Simply possessing the o cul
rbidden Lore skill is ofen sufficient  rious Imperial Cults and some of their  de standing of the followers of



Sine God, inclieding such things
eir observances, common beliefs
2 core philosophics.
Prykers: Skill in identifying the
g of psykers as well as the results
Seir powers and the extent of their
abilities,
Warp: An understanding of the ways
e warp, especially its inferaction with
Peisace and how s tides and eddies can
= between the stars
Kemos:  Knowledge of the most
y encountered species of aliens
mperium
: Forbedden Lore takes no time ar
either knew something or you
slthough the consequences foe
thingss can Last 2 ifetime

LavsLE (Basic)
Stelligence

e Gamble skill is used to participate

violent) dice games
gst the lower classes
ipant in 3 game wagers the
amount and makes an Opposed
Test, The player with the mest
of success (or fewe 3
wins the pot. You may, ar your
choase to throw the game, in
ase you lose automarical
Sou may also opt to use Sk
mnstead of Gambile to hide cards up
e of palm dice Success gives
+20 bons to your Gam Test
Sswever, failing by five ar mare degrees
ates that your ruse is re
dictably unpleassnt conse

an entire day spent gaming.

INQUIRY
Basic, INVESTIGATION)
Fellowship

e Inquiry skill is your ability o

K up rumours, secrets and gl:.l.f\i(‘d
Sformation by asking  questions,
Swying drinks and generally watching
#=d listening for anything of interest
Pt might bubble up. Inguiry can be
wed in one of two ways. The frst
sad most common way is o pick
%2 general information abouwt local
Sevelopments, A successful Test reveals
Basic information, with additional and

higher-quality intelligence with each
degree of success.

Inquiry can also be wsed as an
Investigarion skill, wherein you might be
chasing after a par Fact or secret
For more information on investigation,
see Chapter VII: Playing the Game.

Making an Inquiry Test usually
represents an hour or $o of act
may represent a much Ionp.. or shomer
period as circumse

INTERROGATION

(ADVANCED,

INVESTIGATION)

Willpower

The Eey tool in an Inquisitor’s arsenal

ility to extract
unwilling
¢ between

s interrogation

qua |1||\' information from

re is a fine

on and crude tormure. In

e latter, subjects tend to

hes

e of the former,

a <I.|I|‘d intemrogator can tease out the

darkest secrets by wtilising a variery of

devices, serums and rechnigues.

e
circu g

modifiers at  the

an Opposed pitting

Yoo rogation skill against your

opponent’s Willpower IF you beat
YOUT OpponEnt, YOu BEt OnE answer
plus one other answer for each degree
of success. If your opponent wins the
Opposed Test, you get nothing of
wuorth. On a serious failure, you botch
the procedure and inflict 1410 plus
your Willpower Bonus in Damage. If
you fail by five or n
deal Damage as before but your subject
gains a
made to resist Interrogation

sre degrees, you
0 l‘ml'l\ 1o Willpower Tests

Each Interroganion Test inflicts ane bevel
of Fatigue on the target. An Interrogation
Test consumes 1d5 hours of time

INTIMIDATE

(Basic, INTERACTION)
Strength

You make Intimidate Tests whenever you
want to coerce or frighten individuals
or 4 small group, You need not make
an Intimidate Test every time you make
a threat, Usially Intimidate is backed
up by Strength, but more subtle threats

such as blackmail may use Intelligence
or Fellowship at the GM's option. The
more degrees of success, the more
frightened your opponent becomes.

An Intimidate Test can affect a number
of targets equal 1o yoor Strength Bomus,
Intelligence Bonus, or Fellowship Bonus,
depending on the Characteristics you
are using for your Test. In addition, your
targets must be able to see and hear you
clearty, and understand what you say.

An Intimidate Test is a Full Action,

INVOCATION (ADVANCED)
Willpower

An Invocation Test allows you to boost
your Power Roll when using Psychic
Powers by an amounr equal 1o your
Willpawer Bomus. An Invocation Test is
a Full Action. During this rime, you clear
your mind through various means, such as
muttering mantras, meditaing, fingering
nd s0 on. A successful Tess
indicates that your mind is well prepared
to touch the warp. On the next Round,
you may add your Willpower Bonus in
addition to any ather bomus you add to

your Power Roll

payehic. i

ExXAMPLE

Doc Sk tes o il the Inflice Fasn
Moy Prycic Power on bir haed el
Slippery Zim Hespends e fill Turn shaking
s e e and mserig spgflly uncier
s bresae s et o b Ivwcatvons Tt He
rols ) see if these prepunasioves wall belpr hive
Foas Power He rofls 15— mceen! O
the fillerting Roved, be ctomper o maifer
Inylict Pain. He gevs 4 an bér Ponver Rioll e
ads br Willpower Bomes of 3 o cher a0
norm! Besee of b asocofiul Imoosnion,
be may now add an additonsl 3 pome
o thes ol Iy moeat, Doc Sl bar made o«
Prrsser Roll of 10 {d434-3=10), Hir Focs
Porwer Aot succeety, and Slippery Zom
alowdvies e i1 puess”

Failure on an Invocation Test indicates
that you are pot composed enough to
gain any benefits from your preparations.
If you make a successful Imvocation Test
and then do not take the Foous Power
Action on the following Turn, there are
no side effeces {aside from you possibly
looking a listle foolish),

SKILLS
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STIDIS

Lir READING
(ADVANCED)

Perception

Use the Lip Reading skill 1o “lisien
" on conversations that ke place
out of earshot. To use this Skill, you
must have an unobstructed view of the
speaker’s mouth and you must also be
able to understand the language spoken.
Distance is the biggest factor The further
away the subject is, the harder the Test.
The base Difficulty is Challenging (+04,
but it worsens by one step for every ten
mitres of distance. Note that equipment
that magnifies vision can be used 1o offset
this penalty and even provide bonuses.

A successful Test reveals the general
gist of the conversation, such as the
person s talking about the weather,
new tariffs at the space dock, and so

on. Each degree of success reveals more
specific details

A Lip Reading Test is a Full Action,
though it lasts as Jong = the trpet speaks

LITERACY (ADVANCED)
telligence

e Literacy skill enables you to read
speak. You
Test Literacy
reading or
¢ call for a

any language you
normally do not need 1
for everyday instar [
writing. but the GM m;
Literacy Test when you attempt to
a challenging dialect, poor per
decipher obscure phraseologry
usape or unusual idioms.

To read one page of texi-
approximately 750 words
Test takes about a minute.

a Literacy

Locic (Basic,
INVESTIGATION)

Intelligence
Logic represents your proficiency at
mathematics and your ability at problem
solving. Logic Tests might be made to
decipher a code or to solve a particularly
troublesome equation. Logic is also used
by Tech-Priests to incant mathematical
rituals on machinery. Note that Logic is
a purely theoretical Skill—Tech-Use is
its practical counterpart.

A Logic Test usually takes one minute
of pondering and thinking, although

especially difficult problems  might

re misch longer.

MEDICAE (ADVANCED)
Intelligence

The Me
repair injuries b

e skill is used to trear and
by closing wounds and
restoring the balance of the body's
humers. There are iwe general methods
for using Medicae: First Aid and
Extended Care. You can use the former
to attend fallen or injured comrades,
while the latter serves 1o hasten the
remaoval

First Aid

Using the Medicae skill 1o perform

irst Aid offers a quick fix for injured
dyir chamcters. A

Medicae Tess removes Damage cqual

successiul

¢ Bonus o Lightly
| Damage from
Heavily Wounded characters and 1
3l Damage from Critically
Wounded characters. O a falluse, the
ersely affected and
natural

wnded characters,
poim of

patient is not 3
smply removes Damage a1
healing rmte, However, a faifure by 1
or more degrees indicates thar Lightly
or Heavily Wounded mke 2 point of
acter on 0 Wounds
must make a Toughness Test or dic.
First A y only be applied to cach
Waund ¢ and is a Full Action by
you and your patient

Extended Care
Extended Care speeds the healing
process. You can attend a number of
patients equal 1o your Intelligence
Bonus. Each patient above this mmmber
imposes a cumulative —10 penalty to
your Medicae Tests to provide extended
care, For Lightly Wounded patients
e end of each day. For

or Critically Wounded patients,

Test once a2 the end of each week, On

3 success, pa noves twice

oving Critical
Damage first then normal Damage), phus
1D,  each degree of success. On
a failure, your paticnis are not adversely
affected, remaving Damage at the normal
rates. A failure by three or more degrees
indicates that all Lightly Wounded or
Heavily Wounded characters ke 1
Damage—use Sudden Death 1o resolve
Critical Damage Failing by five or
mare degrees indicates that all patients
take 1d10 Damage—apain, use Sudden
Death 1o resolve Crit

For more information on Heal
see Chapter VII: Playing the Ga

Special: The Master Churgeon tale
expands your options with the Medicad
skill, see page 118,

NAvIGATION (ADVANCED)
Intelligence

Skill Group: Surface, Stellar,

You employ the Navigation sk
when you want (o use
technical readouts, innate know
and landmarks to chart a proper course
and avoid becoming lost. A success
Mavigation Test can also  estin
geograph
cosmography, time of year, weather an
so on. Under nesmal circumstances
a single successful Test cach day
sufficient 1o keep you on track, though
the GM may call for additional Tests
if there are unusual conditions, such &
fluctuating landmasses, swirling eddies
of plasma or violent storms.

Surface Navigation is used 0
navigate across a planet’s surface, using
logi-compasses, map readouts and
geographical knowledge,

Stellar  Navigation is used 10
navigate in space between planets, using
star charts and carto mantic rimals

A Naviguion Test. usually  represents

1 g

travel times based on

maps and making heading cormections, h;
it may eabe one minute or less if its purpos
is just 1o find out where you are.




PERFORMER (ADVANCED)
Sellowship
Dancer, Musician, Singer,
may be available
M's discretion
Use the Performer skill to entertain
wall crowds of spectators.
Performer skill may be used 1o
an income, much as with Trade,
idition, the Performer skill may
shatitured for ain Skills under
circmstances
Charming  Performance:  You
==y muke a Difficult {~10) Performer
er) or Pesformer (Singer) Test
ad of Charm, to win round your
e, causing them to respond
favourably to you

Tou

flow of the warp and the immaterium
The most common application of
this Skill is to detect the presence or
absence of Daemons or other paykers
To do so, make a Psyniscience Test
On a success, you extend your senses
out to a number of metres equal o
your Perception Bonus plus 1410,
Each degree of success allows you to
add 1d10+PB metres 1o your roll

fou can alse Test to detect unusual
psychic  phenome areas  where
realspace has been “dismupted”, areas
seems 1o be
and so
Test

where the immaterium
blocked (or shielded against),
on. The GM may wis!
in secret depending on just what it is
that the psyke

to make th

¢ detect,
of any Psyniscience Test

ed on the following chare

== make a Difficult (-10) Performer
tan) or Performer (Singer) Test
{ Blather, utterly enthralling and
ing your audience for a moment
use is subject 1o the normal rules
g the Blather skill
former Test can take a variable
and represent
ng from a short poem or song 1o
arate and leng-winded opera

of tim can

Piior
ADVANCED, OPERATOR)
Agility

Group:

Civilian  Craft,

Craft, Spacecralt

il

e Pilot skill is used to fly anything
small armospheric ¢ such as
piers and landers, all the way

iceship-sized vessels. Piloting

p under normal conditions does

Tests may

OFS, oing At exc
empling dan
hen chasing 2o
your opponent make Opposed
T

& Pilot Testis typically a Half Action,
cenuin manceuvres may require
e or less time,

PSYNISCIENCE
{ADVANCED)

Perception

%o can use the Psyniscience skill
88 become aruned with the ebb and

Seandard success  the
immsterium is being disrupeed

General location from where

areness  that

One
Exact location of the individy

d g or blocking

immaterium.

Two+

Using Psyni ce is a Full Action

ScHorasTic LORE

Intelligence

skill Group:

Beasts, Burcaucracy, Chymistry, Cryp-
wlogy,  Heraldry Creed,
Yodpeweng,
cult, Phile:

The S grants you
knowled r ar schalarly
subject. A successful Test enab
to recall pertinent faces
have access 1o the proper faciliti
resources cholastic
Lore represents a depth of learning

nd Common Lore and it
requires extensive study.

You ma
identify an object, creature or place
that falls under your particular area
of expertise. A successful Test about
a subject related o your speciality
reveals the basic information. Each

e Scholastic Lore Tests to

degree of success reveals more

information as follows:

Degrees
of
Success
Standard

ucces

Result

Reveals basic  information
known to people of your
training,

Reveals uncommonty known
information, even  among
YOUr pocrs.

Reveals obscure information
about the subject Such
information i known 1o but

One

a few scholars
Reveals extremely  obscure
information. known only o

Theee+
3 handful of expers

In some areas, Scholastic Lore o
with Common Lore and Forbidden
Lare, but almost always represents a far
and more academic—level of
stndy. A character with Common Lore
{Imperial Creed) might understand the
day-to-day rituals and prayers gained
from living under the creed, whereas a

greater.

character with Scholastic Lore ([mperial Sty

Creed) might be able o explain why
uals exist and how they have
the millennia.

To recall a Fact or tithit abour the
subject, a Scholastic Lore Test takes no
time at all. You either know the Fact
Rese
in the proper environment to do so,
takes far longer. You may make one
Academic Lore Test every 1d10 hours.
See Chapter VII: Playing the Game
for details

Archaic: An understanding of the
murky past of the lmperium and how

anged the

or ot hing, assuming you are

the long millennia have o
Face of mankind

A knowledge of

bodies and the nature

theoretical

understanding of how to use relescopes

bes and so on.

An undersanding of the

classification of animals and familiarity

of many types of

atures.

well as

with the prope
Semi-sentient ¢

Bureaucracy: An  enderstanding
of how 1o deal with govemments,
particularly the Administratum, and
their many and varied departments;

farms and policies

SKILLS

I
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Chymistry: A knowledge of
chemicals, their alchemical applications
and their use throughout the Imperium.

Cryptology: An understanding of
codes, ciphers, secret languages and
numerical keys. This may be used to
either crack a code, or create one.

Heraldry: A grasp of the principles
of heraldry, as well as a knowledge of
the most common liveries, seals and
heraldic devices used in the lmperium

Imperial Creed: An understanding
of the riale of the Ecclesiarchy, the
constrisction of their temples and the
finer points of liurgy May be used 1o
conduct rituals for others.

Judgement: Knowledge of the
proper punishments for the myriad
of crimes and heresies punishable by
Imperial Law.

Legend: A knowledge of the great
histories of old, such as the terrible Horus
Heresy and the Dark Age of Technology.

Numerology: An understanding of
the mysterious properties of numbers,
from Catastrophe theory to  the
Sadleirian liany

Occult: An understanding of occult

al, theories and superstitions, as

1l as the better known mystical uses
od'cmull itemy.

Philosophy: A knowledge of the
thearies of thought, belief and eriticism.
May be used for debate and for creating
philosophical works

Tactica Imperialis: A grounding in
the Tactica Imperialis, as well as other
theories of war, troop deployment and
Battle techniques. May be wed to plan a
Battle or deduce the flow of war.

Scrutiny (Basic)
Perception

Use the Scrutiny skill to make
assessments about people you encounter,
1o determine if someane is lying 1o you,
1o sense ulterior motives and generally
appraise the worth of another being
When trying to perceive a falsehood,
or some other form of deception, you

make an Opposed Test, pirting your

Scrutiny against the target's Deceive, If

you beat your opponent by achieving
more degrees of success, you get a
hunch that something is not right.
Mote that Serutiny does not confer
telepathy and cannot be used 1o reveal
[l the secrets about 4 target, Rather, this

Skill serves o counteract altempes o
manipulate you through Interaction skills
such as Charm, Deceive and Intimidaze.

SEARcH (Basic)
Perception

Use the Search skill whenever you
want to exa fi
objects, clues and amyth
might be hidden. Search differs from
Awareness in that you Test Awareness
passively, Testing whenever
hidden danger might appear or to
notice a small detail as you move past
arch, on the other hand, represents

an active effort to check an area

A single Search Test is sufficient to
cover a small room or area. When an
object or individual is delibera
hidden, a ch Test is resolved as an
Opposed Test, p:ll' g your Search Test
against your tan

A Search Tes
five minutes, dependent on the area
being examined

e an ar

some

es 3 minimum of

Secrer TONGUE
(ADVANCED)
Intelligence
Skill Group: Acolyte, Administrarum,
Ecclesiarchy, Guuer, Military, Tech
Other secret tongues may be available
at the GM's discretion
Secrer Tongue is used o speak and
comprehend a particularly obscure and
arcane lnguage known to only those of
a specific profession, organdsation or class
Secret tongues are more like codes than
real languages. By the wse of signifiers,
body language and code
speak in one tongue but use 3 secret
s 1w impan decper meaning
or to relay u ot of infarmation quickly
Under no ces, Skill Tess
are unnecessary iF all speakers know the

ords, wsers

al circun:

adverse conditions such as communicating
in a noisy venue, or during the ¢

battle. Groups of Acolytes may develop
their own coded bnguage, unique 1o
their cell. This is represented by the
Secrer Tongue (Acolyte) skill

Acolyte: A pre-amanged series of

code phrases and inflections intelligible
only to a fellow cell member, Note
that each cell of Acolytes has a unique
wersion of this language.

Administratum: A collection
acronyms, jargon and  procedus
formalities wsed by the Administrat
Note that this is an exceedingly lon,
winded language.

Ecclesiarchy: An allegorical languss
of devotion and politics, full of stran
metaphors and specialised High Gothic

Gutter: A pidgin version of Lost
Gothic spoken by the lowest levs
of Imperial society, incorporating
mishmash of colourful slang terms.

Military: A selection of coda
phrases, jargon, references to ancle
Bantles and a surprising number
terms for death

Tech: The Lingua Technis of th
Adeprus  Mechanicus, comprising
fargon, binary and in some cases low
high frequency sound waves

A Secret Tongue Test is usually a Fr
Action

SecuriTY (ADVANCED)
Agility
You can wse the Security skill 1o bypas
locks and other security systems. The
Difficulty of the Test depends on
quality of the defence. Generally cns
Test is sufficient, but more compl
systems may require additional Tests o
degrees of success,

A Security Test takes one minme
with each degree of success reduc

this time by ten seconds.

SHADOWING (ADVANCED )
Agility
The Shadowing skill allows you &
follow another creature or vel
without being seen. Shadowing diff
from Concealment In thar you s
mewving while masking your presence
ofien slipping from one place of cove
anather or, if that is not possible, acting
as If you are doing something el
such as reading through a data-slae
seruninizing a wanted poster of anything
ekse that makes you blend in with yoot
environment. A Shadowing Tes &
always an Opposed Test, pitting you
Skill againg your opponent’s Awareness
skill {or half their Perception if they &g
not have the Awareness shill

A single Shadowing Test is sufficies:
to follow your opponent unseen for one
i,




SiLeNT Move (Basic)
Agility

% the Silent Move skill whenever
want to creep about without
g Difficulty
ds on the surface on which
walk—broken glass,  twigs,
el and so on, can all make extra
A Silent Move Test is always
pposed Test, pliing your Skill
t your opponent’s Awareness
W (or half their Perception if they
not have the Awareness skill)

% Silent Move Test is usually a Fr

made a5 part of 2 Move Action.

2 noise. The

SLEIGHT OF HAND
ADVANCED)
Agility
% Sleight of Hand skill is used 1o
== objects, pick pockets or perform
with small items like coins
de The smaller the object,
asier it is to pick up, which
ted in the task's Difficulty
v the GM. In most cases. a
t of Hand Test is an Opposed
ng your Skill against your
ne's Awareness skill (or half
Perception if they do not have
Awareness skill)
may also opt to use Sleight

and  instead of Gamble to
e cards up your sleeve or palm
See the Gamble skill for more
nation,
t of Hand is usually a Half
You may make a Sleight of
and Test a5 2 Free Action, but you
sevsen the Difficulty by —10.
SPEAK LANGUAGE
ADVANCED)
Intelligence
skill

Group: High Gothie, Hive
ect, Low Gothic, Ship Dialect,
al Dialect. Other languages may be

de at the GM's discretion.

The Speak Language skill is used
& communicate with others using
& common tongue. Although the
people of the Imperium 2re widely
wattered, they are wnited by an
afficial tongue-—that of Low Gothic.

wever, every world has its own
Wecal dialects and peculiaritics, and

sometimes even its own language

Under normal es, Tests

SurvivaL (ADVANCED)
Intelli

are unnecessary if all speakers know
the language.

High Gothic: The language of

nobility, law and Ecclesiarclyy lirgy.

Hive Dialect: A debased form of
Low Gothic unique to a given hive,

Low Gothic: The common tongue
of the Imperium

Ship Dialect: Code. slang and idiom
unique 1o a given vessel

al Dialect: The n

primitive tongue spaken by the natives
of a particular planet.

A Speak Language Test is usually a
Free Action,

COMMUNICATING

from

ter must
his p

ship Te

ke an Inte

ge is incomprehensible
Intelligence Test means

ong ome 3
which may result in unforunate

consequetices,

You use the Survival skill to subsist in
the wild. This Skill encompasses such
activities as fishing, game hunting,
making fires, finding edible food,
constructing  improvised  shelters,
finding safe resting places. and so on.
The Difficulty of the Test depends on
the environment, with death worlds
being much more difficult to survive
on than an agri-wi

failing 3 Survival Test wsually

s that you have failed to

you are locking for, either
because you are inept or because
it is simply not there to be found.
Failing by five or more degrees
indicates that you fail spectacularly,
usually by bringing trouble down on
your head—perhaps by triggering a
rockslide, or stirring up a den of angry
silt-bears or foolishly consuming
poisoned berries

A Survival Test takes one hour, with
each degree of success reducing this
time by ten minutes Under certain
ces, like trying to find &
crude shelter from a meteor storm, the
Difficulty ean be increased and the time
taken reduced to one minute.

find wha

eircumst

Swim
(Basic, MOVEMENT)
Strength
The Swim skill is used to swim and dive.
Swimming under normal conditions
However,
Tests may be called for when waters
are rough or when swimming for an
extended period is required, For more
information on the Swim skill, see
Swimming in Chapter VII: Playing
the Game, page 214.

The Swim skill assumes a character

does not require a Test

is amempting 10 swim in water, bur
on alien worlds a character might
encounter unusual substances such as
lakes of sulphuric acid. The Difficulty
of the Test might be increased
represent particular conditions. Swim
does not protect a character from harm
when swimming in toxic or otherwise
dangerous lquids, nor does it negate
the need for protective clothing,

A Swim test is a Free Action made as
part of a Move Action.
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Tecu-Use (ApvaNceD)
Intelligence

A character may use Tech-Use to repair
mechanical izems a
1] When

-, simple piece of mechanical

unusal te
uging a b
uq{liﬁnwnl der
sich as a3 vox
required. A Tech-Use Test is needed
the item {5 unusual, malfunctioning or
ally troub

such as amempting to use an 3

rmal circumstances,

auspes, no Test is

conditions are espel

faulty or dama items, the diff
depending on the cc

item and the dama

A Tech-Use Test 1o figure out how an
item works usually takes one min
e less or m pending

on the ca y: A Test made to repair

TRACKING (ADVANCED)
Intelligence

The Tracking skill is used 1o follow prey
be it aninal or otherwise. Following
obvious tracks requires no

can be done without

However,
lighting or terral

instance when
condith
interfere always require
The Difficulty deg
of the prints and the circumstances. For
example, a recent snowfall would make
macking prints Difficult (-10) or
Hard (-20). When following obscure
tracks, the racker’s
drops to half,
Sometimes you

the quality

Movement rate

tracks, in whic
Oppased Test made
Concealment Test result

You may also make Tests to deduce
your distance -from the quarry, their
numbers and their rcial type.

A Tracking Test is a Free Action made
3 part of 4 Move Action.

TrADE
(ADvANCED, CRAFTING)
Various

Skill Group: Agri (S), Apathecary (In),
Ammourer (5), Artist {Ag), C .\,mpl‘
{Ag). Cook (Int), X

(Int), \hmnla\g) \Iuchmrt‘ 'I Miner
(5), Pr

Smith

(Int). Others ma
GM's discretion
Having a Trade skill indicates that you
how o practice a trade or craft

can make

a livir

tis progRosis
Agri grow, carc and harvest

crops and animals
Apothecary: Used
prepare herb
Armourer: U o
armous a

o blend and
nedies.
create  and
d weaf
Used to creare s of
Used to take
wrn  them

rmhalmr Used to prepare and

Merchant: Us
sell trade goods
iner: Used mincrals,
maintain mines dentify comr
find and
Serimshawer: Used 10 inseribe
patterns, text and imagery onto materials
Smith: Used o fion
shape
Soothsayer: Used 1w give the
appearance of telling the future.

metals into

Tanner: Used to prepare and &
hides
Technomat: Used w0 maint
items,  of
any  understanding
chine's true purpose.
Valet: Used to refine the appearine
give droll asides and tend o the
of superiors in a gentlemanly fashice
Wright: Used ro assess, design
o ct building hicles and the

mechanical and 1ech

WRANGLING (ADVANCED

Intelligence

This Skill may be used in orde

e domesticated animals

Wrangling skill also allows y
1 control domestics
hounds, Spike Pig
like. Ro
g requires no Te
ests are

most commonly mads

ot .1.\.|o|\.nL illnesses or signs
¢ spectal groom

nt for a parade. &

also- be ed
peeform tricks &
Prope

£ KOme

obey \nuph mands.
training an anin

Tests should be made once o weel

ely difficult eric
d with three successful T
and a difficult trick can be
with ten successful Tests
tricks

attacking,

include  guarding,
nd 50 on.

You miy also use this Skill
b animals. Domestic anir
are always friendly to you. Wi
animals or those trained to be host

e attack d
sful Test. GMs may impe
penalties for particularly loyal
animals.
Whangling is of no use against cybe
animals such as familiars, even if the

buil 1o resemble an animal

A Wrangling Tesr takes a varialbde
depending os

%) can be calmed w
a suc

ormery

amount of time,
what the character is anempiing
to accomplish, Training an ani
takes at least a week of hard wosk
whereas atempting to befriend o=
animal is a Full Action,
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CHAPTER [V:

ALENTS

“Uise the talent thar your toil bas made, for what wse a slar-cell
i the shade? "
Catulbdynus, The Omce Pure Hive.

n Acolyte's dutics will see him performing all sorts
of deeds in the name of the Inguisition. From
fighting debased mutants to investigating ancient
xenos ruing, Acolyres will need a wide
survive in the 41st Millennium,

Jusa like Skills, Talents represent some of the things your
character can do. These are often things your character has
learnt through traindng, such as running faster or being able
1o shrug off near-fatal wounds. Sometimes they are special or
unique powers, such as Psychic Talems, or mirsculous Tech
Pricss sbilities. Unlike Skills, you wsually don't need 1o rest
against Talents to activate them, Most are always active. In fact
there are many Talents that will give you bonuses to your Skill
Tests, o even allow you to use Shills in diff

Deciding which Talents you would like vo give your
character is an enjoyable process, but it can be very hard 1o
choose. Fortunately, th s in Chapter 11:

ancement sche
Career Paths provide p 3

GAININGTALENTS

During character creation you will automatically receive som
Talents, and be asked to choose between others (see Chap
I: Character Creation for more information), Once you's
started playing, you can use Experience Points to purchase ney
Talents from the variows Advancement Schemes in your Cane
Path {see Chapter 11: Career Paths for morne information)

TALENT GROUPS

Some

abilities. T

sake of ease, but each one is a separate ability that must be
acquired individually. For example, Basic Weapon Train
(Las) and Basic Weapon Training (Bolt) are different Ta

If a character wanted 1o effectively use both a lasgun a
boligun they would require both Talents

PREREQUISITES

aracter io meet some form
Iy a certsin

Some Talents may requine thy
prerequisite before they cin be acquired. This isu
level in a Charac

sometimes 3 Tale

ristic of anothe
ay require semething more drmatic such
as the character being able to use Psychic Powers.

TaLENTS

iffer.”

Indentees of Gargonid Mine.

“Chaice i ify

Descriptions of the various Talents follow,

TABLE 4-1: TALENTS

Talent Name Prerequisite
Air of Authorir Fel 30
Ambidextrous Ag 30
Armaur of Contempt WP 40
Arms Master
Assassin Strike Ag 40, Acrobatic
Antosnguine

Basic Weapon Training' —

Bantle Rage Frenzy
Berserk Charge -
Binary Charter
Blademaster
Blind Fighting Per 30
Bulging Biceps 545
Catfall Ag 30
Chem Geld —
Cleanse and Purify
A Denienes Taalet growp.

BS 30, Basic Weapon Training (any two)  Use non-proficient weapons at ~10 penaliy.

5 30, Melee Weapon Training (any)

Basic Weapon Training (Flame)

Benefit

Affect more targets with Test
Use either hand equally well
You are resilicnt to Comiption.

On a successful Acrobatics Test after making a
melee attack, you may move as a Free Action.
Heal 2 Damage/day, always Lightly Wounded
Use weapon group without penalry.

Parry while Frenzied

Gain +20 bonus when Charging.

+10 bonus to control servitors

Re-roll a missed attack, ence per Round.

Suffer half the usual penaltics when vision is obscured.
Remove bracing requirement for cerrain weapons.
Reduce falling Damage.

Immune to seduction, resistant to charm.

Penalty to avoid being hit by your flamer attachs.




bar Master
wcealed Caviry

Carpus Conversion

ing Strike
Crashing Blow
Soul

§ Deadeye Shot

Weapon Training"
wred by the Warp

edback Screech

=ITic Summons

Furious Assault
sod Reputation’
G Blessing
inger
Target

Weapon Training'
htened Senses’

Hip Shooting

ependent Targeting
anely Faithful

o the Jaws of Hell

Iran Discipline
b Jaw

Jaded

Lesp Up

Light Sleeper
Lighming Atiack
Lighining Reflexes
Lieany of Hate
Logis Implant
Luminen Blast
Luminen Charge
“Dienores Talent group

W5 30

Pay Rating 2
W5 40
BS 40
WS 50

540

BS 30
T 30
Ag 50
WP 40
Ag 30
Psy Rating 3

Ag 40, Two-Weapon Wielder
Ag 40, Two-Weapon Wiclder
Tech-Priest

Tech-Priest

WP 35

Tech-Priest
Tech-Priest
Tech-Priest, Ferric Lure

Int 30

W5 35
Fel 50, Peer
Tech-Priest
BS 40, Two-Weapon Wielder
Ag 40
T 40

BS 40, Ag 40
BS 40

Iron Discipline

WP 30, Command
40

WP 30

Ag 30

Per 30
Swift Avack

Harred

Tech-Priest
Tech-Priest

Opponents get no boms for outnumbering you.
You have a secret comparment on you.

Take Damage 1o improve Power Roll

Gain free attack with a suceessful Parry,

Deal +2 Critical Damage with a ranged weapon

Deal +1d5-1 Critical Damage with 3 melee weapoa
Deal +2 Damage with a melee weapon

Take half the penalty on Malign.
Called Shots are at —10 penalty.
Gain uncanny resistance to drugs and alcohol.

You can Parry Primitive ranged attacks.

Re-roll death chance incurred by Blood Loss.

Force apponent to drop his weapon,

Gain +2 on Power Rolls to manifest discipline powers

+10 bonus 1o Intimidate and Interrogation, —10 penalty 1o Fel
Gain additional +10 boaus for ganging up,

One Ballistic Skill Test hits target twice.

One Weapon Skill Test its target twice.

+10 bonus to Toughness Tests to remove Fatigue.

+10 borus 10 Inquiry, Tech Use, Common Knowledge.

Luminen Blass, Charge and Shock are Fatigue free.

Use an exotic weapon without penalty:

Rall twice for Psychic Phenomena (sce page 162)

and 1ake the better resulr.

Immune 1o Fear and Pinning,

30m radius, Test Willpower or lose Hall” Action.

WP Test to call 1kg/ WP Bonus of metal objects

WP Test to call 2kg/WP Bonus of metal objects.

Injure self to gain mental fortitude.

Contemplate 1o gain +10 bonus on next Test

Enter psychotic o gain combat bonuses

©On a successful WS Test, gain a free second attack.,

You have 4 good reputation amongst a certain group,

Unjam a number of guns equal to Int bonus in a 10m radius.
Fighting with two pistols incurs only a —10 penalty.
Opponents take —20 o BS Teas when you Charpe or Run.

You always heal as if Lightly Wounded

Gain + 10 bonus to attack hated creatures.

Gain profic

Teus

ncy with a heavy weapon group.
Gain +10 bonus 1o a part
Gain a

ular sense.

you make 3 Full Move,
Fire at two or more targets further than 10m apart,
Re-roll 1 “cts of Shock.

Minions gain immunity to Pinning and Fear whilse
i your presence

Minions can re-roll Fear and Pinning Tests
Toughness Test to overcome Stunning.

MNever gain Insanity Poin
Stand up s a Free Action,

Count as awake, even when asleep

Attack three times with a Full Action.

Add rwice AB 1o Indtiative rolls

Extend benefits of hatred to allies.

+10 bonus on WS and BS on successful Tech-Use Test,
1d104+WP Bonus Energy Damage Bolt, Causes Fatigue.
Toughness Test 1o power/ charge tech, Cawses Fatigue,

attack whe

from ordinary horrors




Luminen Shock
Maglev Grace

Maglev Transcendence
Marksman

Master Chinrgeon
Master Orator

techadendrite Use!
Meditation

Tech-Priest
Tech-Priest

Tech-Priest, Maglev Grace

BS 35
Medicae +10
Fel 30

Tech-Priest

Melee Weapon Training”

Mental Fortress
Mental Rage

Mighry Shot

Mimic

Minor Psychic Power”
Merves of Steel
Orthoproxy

Paranoia

Peer’

raining”

Power Well
Precise Blow
Prosanguine
Psy Rating 1
Psy Rating 2
Psy Rating 3
Psy Rating 4
Psy Rating 5
Psy Rating &
Psychic Power"
Quick Draw
Rapid Reaction
Rapid Reload
Res ¢
Rite of Awe
Rite of Fear
Rite of Pure Thought

shooter
Sound Constitution
Sprint
Step Aside

Strong Mi
e Strike

Swift Artack

Takedown

Talented"
Technical Knock

Thrown Weapon Training”
|

Total Re

True Grit
Two-Weapon Wielder
Unremarkable
Unshakeable Faith
Wall of Steel

t Demoter Tirlens group,

WP 50, S(rung-Mlnd«i

Psy Rating 2
W5 40, Sure Strike

Pay Rating 1
Psy Rating 3

y Rating
Psy Rating 5

Ag 40

Tech-Priest
Tech-Priest
Tech-Priest

BS 40, Deadeye Shor

Ag 40, Dodge

WP 30, Resistance (Psychic Powers)

WS 30
WS 35

Int 30

Int 30

T40
WS 35 or B535, #

Ap3s

1d10+3 Energy Damage Shock. Causes Fatigoe.
Hover 1d10+TB minutes ance per day

Hover 2d 104 TB minutes twice per da

Mo penalties for firing at Long or Extreme ranpe.
Perform advanced medical procedures.

Affect 10 times the normal numbers with a
Fellowship Test.

You can use a type
You may enter 4 trance 1o remove Fatigue.

Gain proficlency with a group of melee weapons.
Gain protection against psychic aacks.

You may wse Pychic Powers while in the throes of Frenzy
Deal +2 Damage with ranged attacks

You can copy voices.

You gain o Minor Psychic Power.

Re-roll failed Tests to avoid Pinning.

+20 bonus to resist mind control or intermogation

echadendrite

You arc alert for danger
Gain + 10 bonus on Fel Tests to interact with
ofganisation
Gain proficiency with a group of pistol weapons.
Gain bonus to Power Rolls
enalty for aracks against specific Hir Locations.

Jlr=| 145 Damage once per day.

n powers, roll 1d 10+WP bonus for Power Rolls.

i powers, roll 2d LO+WP bonus for Power Rolls

1 s for Power Rolls.

Gain an extra Psychic Power

Ready as a Free Action

You are immune 1o emotion
Mo penalties for Called Shots
in an additional Woand,
quickly in combat
in extr Dodge in a Round
Dranepe with knives or unamed attacs.
Re-mll failed WP Tests made to resist Psychic Powers
Choose Hit Location on a successful a
Antack twice with a Full Action,
Make 2 special arack 1o YOUF OpPONEnL.
Gain +10 bomus to corresponding Skill Test.
Unjam a gun as a Half Action.
Gain proficiency with a group of thrown weapons.
Remember wrivial ficts and minor details.
Reduce Critical Damage you take.
Amack twice when wielding two weapons,
You are easily forgettable
You may re-roll Failed Fear Tests.
Gain an extra Parry each Round




R OF AUTHORITY

sequisites: Fellowship 30.
%% exude a natural sura of command,
Sl subservience in all around you

essful Command Test, you

who are not in your service
2 attention when you speak. You
Pt 1o get non-servans to
your commands by making a

Ssememand Test with 2 ~10 penalry.

AMBIDEXTROUS

Beesequisites: Agility 30.
se either hand equally well,
not take the normal —20 penalty
1z attacks with your secondary

Sgecial: 1fyou have the Two-Weapon

lent, the penalty for making

sk with both weapons in the same
B dropi to —10

ARMOUR OF CONTEMPT

Seenequisites: Willpower 40
pe yoursell in the armour
nd hatred. Whenever you

sin Corruption Points, reduce
you would eam by L In
you may Test Willpower as a
to ignore the effects of your

d Cormuption for one Roand

Anns MasTeER

Feerequisites: Ballistic Skill 30, Basic
Sespon Training in at least two groups
# wrapons.

Sach is your skill with a gun that you
e sbie o pick up an unfamiliar weapon
s e it as though you had trained

it for years. You can use ranged
sespons you do not have training in at

20 rather than -20.

AssAsSIN STRIKE

Peerequisites: Agility 40, Acrobatics
Wou are like a serene dancer when
A Py

PG &
Ssmween dismembered corpses like some
Swecher ballerina, Whenever you engage
= spponent and make a melee attack,

may make an Acrobatics Test 1w

move at your Half Move rate a5 a Free
Action. Your opponent may not take the
customary free attack.

AUTOSANGUINE

Anclent and blessed technology filters
your blood. Handed down
generations past, your implants repair
minor injuri
healing, you are always considered
to be Lightly Wounded. In addition,
you naturally heal at an increased rate,

from

For the purposes of

remaoving 2 points of Damage each day,
Your autosanguinators also sooth the
minor pains and sores caused by the
blessed metal of your implants pressing
upaon your weak flesh. This has no game
effect, bit does make you slightly less
irritable than before.

Basic WEeAroN
TramwiNg

Talent Groups: Bol, Flame,
Launcher, Melta, Plasma, Primiti

You have received Basic Weapon
Training in a group of weapons, and
can wie them without penalty:

Barrie Race

Prerequisi
Despite your frenzied nature, you

s: Frenzy talent.

remain in control when engaging in
melee. You can spend reactions to Parry

while Frenzied,

BersERK CHARGE

You hurl yourself ar your enemies with
rce of
your Charge to add force to your strikes.
When you make a Charge manoeuvre
you gain a +20 bonus to Weapon Skill
instead of the usual +10

reckless abandon, using the

BINARY CHATTER

You are adept at controlling servitors.
Gain a +10 bonus 1o any atempt to
instruct, program or question servitors.

BLADEMASTER

Prerequisites: Weapon Skill 30, Melee
Weapon Training,

Your mastery of sword and knife
s unsurpassed and your blade always

strikes true, When atacking with a
sword or a knife of any type, including
chainswords and poewer swords, you may
re-roll a missed sttack once per Round.

Brinp FicHTING

Prerequisites: Perception 30

Through years of practice and
heightening your senses, you no longer
need 1o be able to see your opponents
to be able to hit them. You wke half
the usual penalties when fighting in
environments that obscure your vision,
such as fog, smoke and darkness

Burcivg Bicers

Prerequisites: Strength 45
‘Whereas a weaker man would be sem
flying when using powerful weapons,
your strong physique allows you 1o
remain standing. You can fire a heavy
pon on semi- or autofire modes
without first bracing,

CATFALL

Prerequisites: Agility 30,

“fou are nimble and balanced, like a cal
and are able to fall much greater distances
unharmed than others might. Whenever
you fall, you may Test Agility as a Free
Action. On a success, and for every degree
of success, reduce the distance fallen by a
number of metres equal 1o your Agiliey
Banus for the purposes of determining
the Damage dealt by the fll

CueMm GELD

A variety of chemical and surgical
treatments have rendered you immune to
the wmprations of the fesh. Seduction
attempts against you automatically fail,
and the Difficulty of all Charm Tests
made against you increase by one step (a
Challenging {+0) Test becomes Difficult
{~10} and so on). When you take this
Talent you gain one Insanity Point.

CLEANSE AND PURIFY

Prerequisites: Basic Weapon Training
{Flame]) talent.

Burn! Burn! Burn! None shall escape
your Fery wrath! Targets exposed to.
your flamer artacks take 2 ~20 penalty
o avoid being hit.
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CoMBAT MASTER

Prerequisites: Weapon Skill 30.
Through a combination of reflex and
perception you are able to keep m
maore opponents at bay in melee thi
lesser skilled Acolyte might. Opponents
fighting you in hand-to-hand gain no

bonuses for outnumbering you

CoNCEALED CavITY

You have 2 small compartment hidden
upon your person, This m beapouch
within your flesh, or a chamber fitted
it one of your cybernetic fmplants.
You may conceal one small item, no
bigger than the palm of your hand
within this cavity. The compartment
may be duuu\wud on a Difficult (-10)

If the sea
.nd Imels.nl (Lchlmlu;, such as a medicae
scanner or chem-sniffer, this difficulty
is reduced 1o Ordinary (+ 10

fer employs

Corrus CONVERSION

Prerequisites: Pay R.u(u-k 2.
[ your
body 1o fuel your powers
2 points of Damage you
voluntarily take, you may add your
Willpower Bonus 1o your Power Roll,
Using this Talent ks a Free Action,

COUNTER-ATTACK

Prerequisite: 2 4

Youare skilled at switching from defence
ter artack in the Bink of
successfully Parry an opponent’s attack,
you may immedisely make a ik
against that opponent using the weapon
with which you Parried. This antack takes
a—20 penalty to the Test

eye. When you

CRACK SHOT

Prerequisites: Ballistic Skill 40,

You are able to target your shots a
places where they will inflict more harm.
When your ranged anack deals Critical
Damage, you deal an exira 2 points.

CRIPPLING STRIKE

Prerequisites: Weapon Skill 50,
“fou are able ro land your blows in the
where they will inflict the most harm.

Whenever you deal Critical Damage 1o
AR opponent wsin
may deal an sdditional 145-1 points

CrusHiNG Brow

Prerequisites: Strength 40

Damage you inflict in melee

Dark Sour

Your soul is darkly slxult_’d making you
resilient to the pcts of Corruption,
called 1o make a

alf the
normal penalty. See Chapter VIII:
The Game Master, page 238 for

details on Corruption.

Whenever you a

DEADEYE SHOT

Prerequisites: Ba Skill 30,
You always hit an opponent right
or wherever else

between

e eyes..
d to hit him. W

led Shor, you take
penalty instead of the normal —20.

DECADENCE

mklmw 30,

drinking  ako or similar

es, you do not pass out until you

have failed a number of Toughness Tests
equal 1o twice your Toughness Bonus
You alsa gain a +10 bonus to tests made
igrs within 24 hours.

DEerLECT SHOT

Prerequisites: Agility 50,

You are able to knock aside Thrown
wezpons and shots fired from Primitive
weapons. You r spend a Reaction
1o Parry an incoming ranged artack so
long as the artack is from a Primitive or
Thrown weapan

Die Harp

Prerequisites: Willpower 40,

It takes more than most to finish you
off. When you suffer from Blood Loss,
you may roll twice to avoid death.

Disarm

Prerequisites: Agility 30

You are able to knock
opponent’s weapons from their hand
When engaged with an oppo
wielding a melee weapon, you
use a Full Action 1o disarm your fo
making an Oppased Weapon Skill Tes
If you beat your oppanent, he drog
his weapon to his fect. Should you g
three or more degrees of success. youl
not only disarm him but also take
weapon from him!

DiscreLiNg Focus

Talent Groups: Biomancy, Divinatios
Pyromancy, Telekinetics, Telepathy
Prerequisites: Psy Rating 3

Tou devor
effort into mastering your Discipl
Choose one of your Disciplines Yos
ain a +2 to Power Rolls made

a great deal of time

st any powers of this Disciplis

DistursING VOICE

You have a sini
voice. This may be due 1o infras
cadences produced by a vox synthes
interrogation training or just an &
gain + 10 bonus 1
Intimidate or linerrogation Tests wh
you use your voice. You take 3
penalty to Fellowship Tests when d

air of malice. ¥t

with persons who are likely 1o be off p
by your manner (psykees. sonal ehili
nervous Grox and so on).

DousLe TEAM

You fight best shoulder to shoul
with a loyal ally, When ganging up

an opponent with an ally, you gain 2
additional +10 benus to Weapon Sk
Tests. If you both have this Talene you
both gain an additional +10 bones
for a tonal of +20. This bonus is &=
addition 1o the normal bonuses gained
from outnumbering an opponent.

Duar SHoTr

Prerequisites:
Weapan Wielder,
ou are able to focus the fizepowes
of two guns to maximise the impact
When armed with two plstols, yos

Agility 40, Twe-




s fire both simultancously as a Full
. Make a single Ballistic Skill
= On 2 success. you hit the target
Wi both shots.

DuaL STRIKE
Seerequisites:

on Wiclder
5 are able o focus your melee

Agility 40,  Two-

Sk to maximise the impact. When
wmed with two melee weapons, you
=8 atack with both simultancously as
Action. Make a single Weapon
Test. On a success, you hit the
+ with both weapons,

ELECTRICAL SUCCOUR

Frerequisites:
r/ Potentia coil).

Sou call upon the sacred fow of
replenish your weak flesh,
in eontact with a functioning,
d machine, or fully charged
you may make an Ordinary
hness Test. If you succeed,
ove one level of Fatigue plus

Tech-Priest  (Electoo

tional level of Fatigue for
i degree of success. This takes
ite of meditation and ritual
L0 activate.

Erectro Grarr Use

have the ability to use an eleciro
access data poin
ke spirits. This grants you a
=40 bonus to Common Lore, Inguiry
e T Ise Tests whilst connected 1o

and commune

ENERGY CACHE
Srerequisites: Tech-Priest (Potentia

i have learnt how to focus some of
S power stored within your potentia
= You no longer gain Fatigue from
s=ng Luminen Charge, Luminen Shock
w5 Luminen Blast

Exoric WEAPON

TRAINING

Talent Groups: All Exotic Weapons.
Wou have received Exotic Weapon

Temning in @ single exotic weapon, and

= use it without penalty.

FAvOURED BY THE WARP

Prerequisite: Willpower 35,

Whenever a Power Roll triggers
Psyehic Phenomena, you may roll two
dice on that table and take the more
Favourable result

FEARLESS

Whether through fervent loyalty or
a derangement of the mind, you are
impossible 1o frighten or unnerve

You are immune to the effects of

Fear and Pinning, but 1o disengage
m combar or back down from a
ight you must first succeed on a

Willpower Test

FEEDBACK SCREECH

Prerequisites: Tech-Priest (Resp

Unit).

By murtering illogical formulae under
your breath, you are able 1o foment
rebellion within your vex synthesisers.
Your audio circuits protest in a screeching
blast of notse, shocking and distracting
others in equal measure. All creamires,
except Daemonic and machine-based,
within a 30 metre radius must make 3
Willpower Tesz or lose a Half Action on
their next Tum as they shudder, swear,
cover their ears or otherwise react to the
horrid nedse. This is a Full Action and
may not be wsed again for 1d5 Rounds
while your audio circuits reset.

N
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Ferric Lure

Prerequisites:  Tech-Priest  (Electoo
inductor/ Patentia coil)

You can call an unsecured metal object
that you can see (o y and, You many
summon objects of up 1o [ kilogram per

of your Willpower Bonus The
object must be within a 20 metre radius
T use thas Talent, you must succeed on
a Willpower Test as a Full /

FERRIC SUMMONS

Prercquisites:  Tech-Pricst  (Electoo
imductor/ Potentia coil), Ferric Lure

You can call an unsecured metal
object that you can see tc r hand
You may on objects
kilogra T of you
Bonus. The object must be within
a 40 metre radius. You must ma

up to 2
Willpower

Willpower Test and spend a
to enact this rite.

FLAGELLANT

y nod treat this Damage
be healed. Once you have
4 your flesh, gain a +10

st

FORESIGH

Prerequi

a puml.ul o gain a +10 bonus 1o your
next relevs pence Test

FrENZY

You can incite yourself into 3 frothing
fage. You must spend one Round
{howling,
prychosis-

psyching  yourself  up
beating yourself or Enject
ng drugs). The next round you

e contro! o berserk, gaining a
+10 bonus to Willpower
ut F y to Weapon Skill
and Intelligence. You must arack the

in melee ca

t flee, retreat or

When possible.
Out A
frenzied for

st use 1

k Manoeuvre. You remain

use Psychic Powers whilst in Frenzy

Furious Assaurt

Prerequisites: Weapon Skill 35,

Your Bows follow one another in
quick successio
opponents like fiery bolts. Whenever you
hit an oppoenent whilst using the All-

raining down on your

Out Artack Manoeuvre, you may spend
your Reaction to make an exira anad
(this extra anack retxing any bonuses

penalties c original attack)

Goob REPUTATION

Prerequisites: Fellowship 50, Pecr
Talent  Groups:
hy, Imperial Guard, Imperid

avy, Inquisition, Underworld

Administratum

You are well respected within ye
social group or organisation. You g
an additional 410 bonus to Fellowsk
Tests when dealing with this gros
This Ta
talent, for a woral of a +20 bonus,

t is cumulative with the P

Guwn BLESSING

Prerequi: Tech-Priest  (Elecs
inductor,/ Potentia coil).

With a wave you can unjam a numb

f guns equal to your Intelligence Bo
You may bless any weapon i a 10 me
radius. To do so, make an Incellipes
Test. A success fndicares that you g
rallied the spirits of the weapon
Blessing is 2 Full Action.

GUNSLINGER

I‘rﬂ:qnml: Ballistic Skill 40, Tw

for anything wh
you have a pi su-llnc.uluh.m.l Wwh
e penalty §
fighting with two weapons by

0 armed, you reduce

If you have the Ambidextrous taless
you take no penalty when fri
both weapons

HARD TARGET

Prerequisites: Agility 40
The best way 1o sty

on moving, no matter what might cor

your way Whenever you Charge

~20 penaley

o Ballistic Skill Tests made 1o hit you

ged weapon. This penal
your pext Turm

Rus, all opponents take a

with a
Rasts umail th

HARDY

Prerequisites: Toughness 40,

For the purposes of  removing
Damage, you are always considered 15
be Lightly Wounded.




HATRED
Talenn Criminals, Cult
z , Daemons, Xeno (specific)
, Heretics, Mutants.

Groups:

ive neason 1o hate one particular
ation, and your malice
Choose ane
sted above
When fighting opponents that qualify
ers of that group, you gain a
us to all Weapon Skill Tests
o aitack them.

our melee artacks.

¢ group from those

Heavy WEAPON
TraNING
Tdent Groups: Bol, Flame, Las
ssncher, Melta, Plasma, Primitive, SP
know how 1o use one
type of heavy weapon, and
se weapons of thar type without

Ity

HEICHTENED SENSES

Talent Groups: Sight, Sound, Smell
Touch.

of your senses is better than

When you gain this Talent,

ane of the five senses. You gain a

nus 1o any Tests involving this

Hip SHoOTING

Prerequisites:  Ballistic  Skill - 40,
lity 40.

are able o shoor whilst on

.|r|m|n|3- MOVE up 1oy
rate and make a single attack
a pistol

INDEPENDENT TARGETING

Prerequisites: Ballistic Skill 40.
Tou are skilled enough with fircarms
#at you can fire in two directions at
= When firing two weapons at

Sece, you may aitack targers that are
moce than 10 metres apart.

InsANELY FAITHFUL

ot take refispe in your madness. When

L slling to determine the effects of
Shock, you may roll twice and take the
Beter resulr.

InTO THE JAws oF HELL

Prerequisites: lron Discipline.

Such is the fervour and loyalty you
inspire in your followers that they would
follow you wherever you lead, even in
search of the dread Tyrant Star. Whilst
yeu are visible to them, your minions are

immune to Fear and Pinning

Iron DiscIPLINE

Prerequisites: Willpower 30, Command
through merey and kindness
but through a stern demeanour and a
sense of justice do you inspire loyaley
In your followers. So long as you are
e to them, your minions may re
roll failed Willpower Tests made to
resist Fear and Pinning.

Iron Jaw

Prerequisites: Toughness 40

made of swrdy stuff and
can weather minor blows. When you
Swnned you may make a
Toughmness Test o shrug

You are

become

s effects

Japen

Prerequisites: Willpower 30

You have seen the worst the galaxy
has 1o
you  are
horrors. You
Points from the sight of blood, death

or violence,

row At you & e point that

acclimatised o the worst
never Inesanity
or indeed any mundane
horror, Supernatural terrors still

you as normal, however

Lear Up

Prerequisites: Agility 30
You are hard to keep down. You may

stand up Free A

Li1GHT SLEEPER

Prerequisites: Perception 30,

You are a light sleeper and remain
alert when most would be fast aslecp
You arc always assumed 10 be awake,
leep, for the purposes
of making Awarencss Tests, being
Surprised or petting up in 3 hurry
The downside is that you ofien feel
tired during the day and as a result are
grumpy or distracted.

even if you are 3

LicHTNING ATTACK

isites: Swilt Avack,

As a Full Action, you may make
three melee ateacks on your Turn, This
Talent replaces Swift Attack. You may
not use the Dual Strike alent during a
Lightning Attack Full Action

LicHtNinG REFLEXES

You react like a flash of lighining. When
rolling for Initiative, you add ewice your

Agility Bonus to the roll of 1d10.

Lirany oF Hate

Prerequisites: Hatred (any)

You are so impassioned in your
hatred that you can rouse others
o similar heights of emotion, As a
Full Action, you may make a Charm
Test o extend the effects of your
Hatred talent 1o those around you. &
suceessful Test grants a +10 bonus
to Weapon Skill T
per point of your owship Bonus
when fighting your hated foes. The
effects last for the duration of the
encounter.

15 10 one rarget

Locis IMpLANT

You may wurilise analyrical eircuits 1o
ate trajectory and reactions to
. Your ability
i possible outcomes lets you
anticipate the movement of your
opponents. As o Reaction you may
make a Tech-Use Test to activate your
Logis Implant, Note that this uses up
your Reaction for the Round. Uniil
the end of your nexe Turn, you gain
a + 10 bonus 1o all Weapon Skill and
Ballistic Skill Tests. Each successful
use of this Talent causes one level of
Fatigue,

LumiNeN Brast

Prerequisites: Tech-Pricst  (Electoo
inductor/Potentia coil).

With the proper prayer and projection
of will, you are able to strike at the
encmies of the Omnissiah. Using your
elecioo inductors, you may create a
crackling ball of bio-electrical energy
that you may fling at your foes On a
successtul Ballistic Skill Test, you




direct this eneryry against a single target
within 10 metres The target takes
Energy Damage equal to 1d10 plus
your Willpower Bonus.

Each time you use this Talent, you
gain a level of Fatigue.

LuMINEN CHARGE

Prerequisites:  Tech-Priest
inductor/ Potentia coil)

You have how to lend
your lfe force to technology. On
a successful Toughness Test you
may use your bio-electrical field 10
recharge or power machinery. This
takes one minute of meditation and

(Electon

learnz

ritual incantation 1o activate,
Difficulty of the Toughness Test
varies depending on the nature of the
technology, s follows:

Difficulty
Orefinary (+10)

Example

Chemicalba

ghobe.

Las gun charge pack.
slate, personal

Challenging (+0)

Onvercharge  pack,  air
conditioning unit, servo-

shaall.

icult {~10)

Hand [-20} speeder engine,
lascannon
pack, servitor
Industrial press, cogita-
fod engane. xenos tech

charge

Very Hard {-30)

Note that a1 the GM's discretion,
some simpl
arcane, broken or power-hungry for
you to be able to activate. Each time
you use this Talent, you gain a level
of Fatigue.

technology s

LuMINeEN SHocK

Prerequisites:  Tech-Priest
inductor/ Potentia codl)

By focusing your bio-clectrical
energy through electoo inductors, you
are able to damage your opponents
You must touch your enemy for this
ability to work. In combat, you must
either make a successful Weapon
Skill Test or be Grappling to deliver
the blast. Each Luminen Shock deals
141043 points of Encrgy Damage.
Each time you use this Talent, you
gatin 4 level of Fatigue.

(Electoo

MacLEv GRACE

Prerequisites:  Tech-Priest (Potentia
cail)

By long hours of rote learning, you
have mastered one of the miracles
By spending a
Half Action, you may hover 20-30
the ground for a
number of minutes equal 1o 1410

of the Omnissiah
centimetres off

plus your Toughness Bonus. You may
move at your normal walking pace

1 Half Action each
round to concentrate on maintaining
the rite.
whilst falling to slow your rate of
at all falling Damage
Impact Damage. Each
exhausts the power
stored in your potentia coil, and thus

i may activate this rire

descent, T
as 1d10+3
Maglev Grace
you may only vse this rite once in
every twelve hour period

MAGLEV
TRANSCENDENCE

Tech-Priest  (Potentia

Prerequisite:
coil), Maglev Grace.
Devotion to the Machine God has

granted  you
miracles. As a Half Action, you may
hover 20-30 centimetres off the ground
for a number of minutes equal o 2410
plus your Toughness Bonus You may

greater  knowledge of

mave at your nomal running speed and
must employ a Half Action each Round
10 concentrate on maintaining your rite.
You m: e this rite whilst falling to
produce a controlled descent. Provided
that this rite & active when you reach the
ground, then you take no Damage from
falling. You may enact this rite wice in
every twelve hour period

MARKSMAN

Prerequisites: Ballistic Skill 35
Distance is no object with a gun in

your hand, and you are just as adept

at picking off far away ta

nearby, You suffer no penalties for

shooting at Long or Extended range

MasTER CHIRURGEON

Prerequisites: Medicae +10

You are trained in the most advanced
medical rechniques known o man,
You gain 2 +10 bonus on all Medicae

Tests. I you are treating a Heavily o
Critically Wounded patient, a successful
Test | 2 Wounds instead of thel
nommal 1. If this character s in danges
of losing a limb from a Critical Hir {ses
Chapter VII: Playing the Game)
you also provide the patient with a +28
bonus 1o the Toughness Test to resisl
limbs boss

MasTER ORATOR

Prerequisites: Fellowship 30
You are skilled at speaking to largs
audiences.  Your  Fellowship
nd Fellowship-based Skill Tests c
fect 10 times the normal number ¢
people

MEecHADENDRITE USE
Prerequisi Tech-Priest
Mantle/ Cranial Circuitry).
Talent Groups: Gun, Manipulae
Medicae, Optical, Utili

You  have
appropriate  truining,
hypaodoctrination 1o use a particulss
type of mechadendrite.

[Cybes

been

given  the
initiation  and

MEDITATION

By putting your mind ar rest and
cntering a trance you can repair

hurts of your body. You must succeed
on 1 Wi
ten minutes you remain in a trance, you

power Test. IF so, for ever
remove ane level of Fatigue

MELEE WEAPON
TraNING

Talent Groups:
Shock, Power.

Primitive, Chain

You have received basic trining in 2
group of hand-to-hand weaponry, and
can use them withour penalty.

MentAL FORTRESS
Prerequisites: Willpower 50, Strong
Minded

You are trained to aggressively resis
psychic attacks. Whenever you are the
targes of a psychic attack, you force the
payker 1o make a Willpower Test. On
a failure, the psyker takes 1410 points
of Damage plus 1 Damage per point of
your Willpower Bonus. This Damage &




ered Impact Damage, directed at
ad {more specifically, the face).
e psyker can reduce this Damage

mount equal o his Willpower
his Damage bypasses armour
Toughness Bonus.

MenTAL RAGE

Frerequisites: Frenzy:
bis channel your madness and hate
= your Psychic Powers. You may
se your Psychic Powers whilst in a
state,

Micury SHot

Prerequisites: Ballistic Skill 40.
You know how to blast away with
® mun to cause the most damage to
You add +2 to Damage you
mfict with 3 ranged weapon

Miuic

an extraordinary ability 1o
other person's voice patterns
y be due to implanted vox
sisers, training  or  natural
You must have listened 1o your
for at least one hour in order
dy their volce propery. You
t also understand their language
e of the same race (a hizman,
, cannot convincingly copy
). Listeners must succeed on a
ilt (~10) Scrutiny Test to realise
you are not the person you are
icking. If you have based your
patterns on anything ether than
conversations where you are
he same room as your target (for
sumple vox recordings, or comm-
conversations), the Difficulty
this Scrutiny Test s reduced to
llenging (+0). Note this do
make you look like your rarges; you
merely sound like them. IF a listener
n clearly see you are nor the person
are copying, your deception
sutomatically fails.

Minor Psychic Power

Talent Groups: All Minor Psychic
Powers.

You have acquired an additional
prychic ability. You gain one Minor
Paychic Power,

NERVES OF ST
You are able to remain ¢
bullers fly past and bombs fall around
you, You may re-roll a failed Willpower
Test 1o avoid or recover from Pinning.

even when

ORTHOPROXY

You have leamt to drw mental fortmde
from a liturgical circuit buried deep within
your skl You may “nme cat” mind control
attempts by concentrating on the prayers
recited by the proxy unit. This grants you

2 +20 bonus to Willpower Tests made to
resist mind control of intermgation.

PARANOIA

You are always on the look out for
danger and secretly know that the
galixy is out to get you. You gain 4 +2
bonus on [nitiative rolks. In addition, the
GM may secretly Test your Perception
w see if you notice hidden threats
Others, howeser, may find your constant
musttezing and twitchy looks unnervi

NTS
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PEER

Prerequisites: Fellowship 30.
Talent Groups: Academics, Adeptus
Arbites, -\drpuls Mechanicus, Admin-

Worlders, Gi
tion, Mi
The Insane,
Workers
You know
particular social gre .
You gain a +10 bonus to all Fellowship
Tests  when ine
chosen group

PistoL TRAINING
Talent Groups: Boli, Flame,

iz in a group of
1out penalty
Power WELL

Prerequisites: Psy Rating
ver suffuses your being,

powers more

your Manifesting rolls.

You may select this ent muliple

times. Its effects a mulative.

Precise BLow
Prerequisites: Weapon Skill 40, Sure
Strike
You are skilled at n
strikes. When making a Called Shot
a meclee weapon, you do nat incur

the normal 20 penalty,

PROSANGUINE

Prerequisites: Autosanguine.
speed o
ngs your 3 Tguinatons.
Onee every rwelve by may make 3
Tech-Use On 2 success, you remeve
Damage. If you roll 2 96-
ver, in addition to failing, you
overstrain your implants. They cease to
on for one week, For tha
are unable to use this Talent, and gai
none of the benefits of the A

Psy RaTING I

You have unbocked your Psyehic Powers

Select a number of Minor Psych

Powers equial to one-halfyour Willpow

Banus (round up) from those descri

in Chapter VI: Psychic Powers. i
1 Pey Rating of 1 and roll one di

and add your Willpower Bonus whe

If your Willpower Be
5, you do not retroactive!

Psy Ratmvg 2
Prerequisites: Psy Rating |
have advanced knowledge
Pow ct a number
Psychic Powers

d may roll up to two
Willpower bonus whes
g Psychic Powers.
[ your Willpower
creases, you do not retroactive
gain additional powers

Psy RaTIvG 3

Prerequisites: Pey Rating 2

one power from this Dlsﬂ,

You also a number of M
Psychic Powers equal 1o one-hall
Willpower Bonus (round up). You no
have a Psy Rating of 3 and may roll up
10 three dice and add your Willpawer
bonus  when  manifesting  Paychis
Powers.

Special: If your Willpower Bones
later ine e, you do not retroactively
gain additional powers.

Psy Rating 4

Prerequisites: Psy Raring 3

You have distinguished yourself by
your skill with psychic energy a
the breadth of your knowledge ¢
Psychic Powers. Gain a number of
Discipline Powers in any Discipline
that you knc.w equal 1o one-half your
d the same number

talent. Once the week is over, both
Talents are restored, Prosanguination
takes ten minutes: of meditation and
ritual incantation 1o activate,

of 'Hlnm Ps','rhn: Powers (round up)
Alternatively, instead select one new
Discipline and gain one power from
this Discipline. You now have a Pry




®sting of 4 and may roll up to four
s and add your Willpower bonus
SSen manifesting Psychic Powers.

Special: If your Willpower Bonus
S increases, you do not retroactively
gen additional powers.

Psy Bative 5
Peerequisites: Psy Rating 4.
4 are among the most powerful
in the Imperiom, G
of Discipline powers i
e that you know eg
I your Willpower Bonus {round
select one
pd gain one power
Discipline. You now have a
ing of 5 and may roll up w five
ower bonus
nifesting Psychic Powers.
If your Willpower Bonus
mcreases, you do not retroactiv
ddirional powers

Psy BatiNG 6

Prerequisites: Psy Rating 5
¥ reached  perhaps  the

potential with psychic

u  have

hums
s and few can compare with
mastery, Gain a
pline Powers in any Discipline
ou know equal 1o one-|
ywer Bonus and the sam

number of

Fyour
number
¢ Minor Psychic Powers (round up).
roatively, instead select one new
scipline and gain one power from
3 Discipline. You now have a Psy
2 of 6 and nay roll up o six dice
add your Willpower bonus when

esting Peychic Powers
Special: If your Willpower Bomus
Teases, you do not retroactively

gein additional powers.

PsvcHic Power

Talent Groups: All Psychic Powers
You have acquired an additional

Prychic Power. You gain one power of
y Disciplinie you know

Quick Draw

Yo are quick to the draw, able o hive
3 weapon in your hand and ready for
combat in the blink of an eye. You can
Ready as a Free Action.

Rarip ReacTioN

Prerequisites: Agility 40,

You have a hair trigger and react 1o
a change in any situation in an instant
When Surprised or ambushed. you may
make an Agility Test to act normally,

Barmp RELoan

You have spent so long practising
weapons drills that you can reload a
gun in an instane. All reload rimes are
reduced by half (round  down)—so
a Half Action reload bec
Action, a Full Action reload becomes a
Half Action and so on.

me a Free

RESISTANCE

Talent Groups: Cold, Feas, Hem
Poisons, Psychic Powers

Whether through past exposure

g physical raining or luck of

i are highly resistant 1o a

thing. When you pick this

clect a group to be resistant to.

You gain a +10 bonus when making

a test to resist or avoid the o r

your resistance.

Rite oF AwE
Prerequisites: Tech-Pricst (Respirator
Unii)

You may recite an infrasonic liwrgy
that causes awe and fear. All humans
within a 50 metre radius regardless
of their ability to hear, feel a sense of
dread and religious guilt. Alongside
these emetional effects, all hun
take a —10 penalty o their next Skill
Test. Characters may make a Willpower
Test to shake off these effects. Whilst
incanting not talk on
any additional frequency. The rite is
two minutes long. and it is considered

e rite, you

very bad form 1o break off incamations
Note
that humans without auditory implanes

at any point within the limrg

cannot hear infrasonic sound, and thus
will assume you are not speaking.

Rute oF FEaR

Prerequisites: Tech-Pricst (Resp
Uni)
You may recite an infrasonic dirge,

which causes terror within the weak.

Al humans, regardless of their ability
to hear, within a 50 mewe radins
consider you to have a Fear Rating of
1. Whilst incanting the dirge, you may
not talk on any additional frequency.
The rite is rwo minutes long, and
it is considered very bad form to
break off incanmations ar any point
within the liturgy, Note that humans
without auditory implants cannot hear
infrasonic sound, and thus will assume
you are not speaking

Bate oF Pure THOUGHT

Prerequisites:  Tech-Priest  (Crandal
Cireuitry).

You have replaced the creative right
half of your brain with a cogitator.
You no longer feel emotion, and are
instead filled with the cold purity
of logic
Fear, Pinning and any effects that

You are now immune to

cause emotional disturbance, Others
now find you disturbing to say the
least
Mental Disorders that are no longer
relevant, and grant you new anes of
equal severity.

Your GM will remove any.

SHARPSHOOTER

Prerequisites:  Ballistic  Skill 40,
Deadeye Shot

You are skilled at making difficule
shots. When making a Called Shot you
do not incur the normal —20 penalry.

This Talent replaces Deadeye Shos,

Sounp CoNSTITUTION

You are able to absorb more damage
befare you die. You gain an additicnal
Wound. If your advance scheme
allows it, you may purchase this Talent
multiple times.

SprINT

You are able to put on a burst of speed
to get out of—or into—trouble fast.
When 1aking the Full Move action,
you may move an exira number of
metres equal to your Agility Bonus,
When taking the Run action, you
may double your Movement for one
Round. If you use this Talent two
tums in a row, you gain one level
of Fatigue.




S1EP ASIDE

Prerequisites: Agility 40, Dodge.

You are quick at gerting out of the way
of attacks. You may make an additional
Dodge once per Round. In effect this
gives a character a second Reaction
that may only be used o Dodge, thus
allowing them to make rwo Dodges in a
Turn. Noge they may still only aftempt 2
single Dodge agains any one attack.

Streer FiGHTING

You are a master of dirty tricks such
as the low punch and the knife in the
gut. When dealing 1l Damage
with an unarmed artack or knife, you

deal +2 points of Damage

Stronc MINDED

Prerequisites:
Resistance (Psychic

Willpower 0,
Powers).

Your mind is like 3 fortress guarded
apainst psychic ar
roll failed Willpower Tests to resist

You may re-
any Psychic Powers that 't your
fmind. Psychic Powers that have a

3 s Telekinesis, are
unaffected by this Talent.

SURE STRIKE
Prerequisitess Weapon Skill 30,
jou strike with precision, landing
dows wherever you intend them
it. When determining where you
hit an opponent with a melee atack,
you may use the dice a5 you rolled
them or reverse them, choosing the
Jocation you prefer. For example, Bem
rolls & 37 1o bit an Ork. Ordi
vhe right leg
Strke
et fit Joeation

world strke Jocation 73,
but becanse be bar the 5

Swirr ATTACK

Prerequisites: Weapon Skill 35
As a Full Action,
melee aracks on your Tum.

TAKEDOWN

You are skilled a1 taking an opponent
alive. As a Half Actien you may declare
you are acempting to Takedown

an opponent before Testing Weapon
Skill. 1F you hit and do at least | point
of Damage, this damage is ignored and
your apponent must make a Toughness
Test or be Smnned for one Round

TALENTED
Talent Groups: All Skills.

Choose any one of your Skills
You gain a +10 bonus to Tests when
using this Skill,

TecunicaL Knock

Prerequisites: Intelligence 30
neyed whisper and ritual
. you can awaken sleeping
its into furious action once
You may unjam any gun as a

Actlon. You must touch the
enact this rite, You may
m this rite on one weapon
any mare would be
disrespectful

THrOWN WEAPON
TRAINING
Talent Groups:
Shock, Power
You have rec
group of thrown weaponry

Primitive, Chain,
ved basic training §

| can use
such weapons without penalty.

Torar REcarL

EXAMPLE

vk bues the Trive Gt et vl & shot for
12 points of Divage. Hie hara THof 3,2
of armenr and 3 Webunds remaming

o aned My ahe Cranea

e ks e chawsge effered vonce a chanacaer
renches ( Webamds) o 4 (12-3+2
Brozuwe be har the The Gt alert
Diamage s then hahvead. Dby choforr
ey 2 points of Cratical Dimesge.

Two-WearoN WIELDER

Talent Groups: Ballistic, Melec.
Prerequisites:  Ballisric Skill 35 o
Weapon Skill 35, Agility 35

When armed with two weapons of o
particular type, you may spend a F
Action to atack with both on yos
k- wit
20 penalty (ses
Playing the Game

wrn, Each Test made to ats
the weapons takes

Chapter VII

Two-Weapon Wielder (Ballistic) i
wish to use a gun and hand weapon
the same time.

UNREMARKABLE

You have a forgettable face and are able ¢

bilened in with a crowd. Arremipes 1o nod

you when amongst other people or any
pring to describe you or recall detal

F q Intellig 30,
Through long

years of m
conditioning and prac your
i like an archive, able to record and
recall great amounts of information.
erivial fact or piece of information that
ii we picked up in
g 1o recall more
facts, such as the
precise layout of a crime scene or a
page you read in an ancient grimoire
five years ago, the GM may require
you to make an Intelligence Test,

True GrIT

Prerequisites: Toughness 40,

You are able 1o shrug off wounds that
would Fell lesser men. Whenever you
suffer Critical Damage, halve the result
{rotnding up)

about you ncurs # ~20 peralty

UnsHAKEABLE FATTH

Your faith that the
u is so strong that you a0
unafraid of stepping into danger. Yo
Hpower Tes:
to avoid the effects of Fear,

Emperor

presery

may re-roll any failed

WALL OF STEEL
Prerequisites: Agility 35

Your blades are so quick thar they foes
a wall of impencirable steel. You may
make an additional Parry once per Roand.
In effect, this gives a charicter & secans
Reaction that may only be used to Parry
thais allowing them to make two Parrics in
a ‘Turn, MNote they may stll only atempt &
single Parry against any one aftack.
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CHAPTER V:
RITIOURY

h o the Emperor
Mard

rry a b

“Place your, g
t, High Marshall

he 41st Millenni
with war and col

ous place, rife

te

cr, and if an Ac

5 10

survive he must make sure that he is well arm

of the man

and equipped. This chaprer deals with som

types of weapons, armour and gear that e
Imperium. Equipment, especially

an Acolyte’s

we

make up a vi
difference betwe
often come dewn 1o having the right

part of

success and fallure on a mission

olytes quickly discover, money is an essential p
t kes the Img tick. From the
of a grubby feral world up 1o the

s, the flow of cash is a viral pant of

rare metals, while on of
scrits and currency o
ors. In Dank Henesy all of

e in the employ of
penerate in their spare ¢
ar tsts ¢

TABLE 5-1: INCOME AND SOCIAL CLASS

Social Class Thrones/Month  Rank Increase
Ohtcaszs {Seum) ' Special’
Drudging Classes 30 3
Military Class {Guardsmen) 50 5
Supine Class (Arbitors, Psykers) T0 7
Leamed Class {Adepts) 100 10
Trading Classes {Assassins) 120 12
Mechanicus (Tech-Priests) 150 15
Ministorum (Clerics) 200 0
Nobiligy 500 50
Unbound Classes <Expunged=>

*see Table 5-2: Scum Income.

Diescription

Those that have no rightfil place within the snscure of
iving below even the kvwest dasses

1 fields,

muking up the bulk of mankind

d hives

yiLms. a

Thase that fight
st serve  classes  beter

Those
benefiting ffom
Thase that make their
Thase that buy 2
which to make their

of their master
1y with knowledge.
d sell or have specialist tades with

ing.
Those that follow the Machine God ane a class umo
themselves

Those of the Cult of the Emperor and benefie gres
ith of His domain

Those bom to wealth and power by right of Bood,

Those with the freedom o travel the Imperium as they

wish, such as Inquisitors of the dreaded Ordos or elusive

from the uncounted we

Rogue Traders. J



wcree, decrease of halt an Acolyte’s income should he decide
S oot calls for i, or i they are not pleasing their master]

A3 income is based on social class An Acolyte’s stanting
Reser Puh determines his social class and ly his

ACOLYTE STIPEND

As Acolytes prove their worth by successfully accomplishing

wealth—see Table 1-9: Starting Wealth on page
of this does not, of course, prechude a character from

in other moneymaking schemes during play,
“time 3 character fins a new Rank in their Caneer
monthly income may increase, subject 1o the GMs
. by the amount indicated in the Rank Increase
and Socal Class. For ceample, 4

1 buts ¢ Beesic manshly fmcome of 50 Thrones. This w
e .{."ﬂ"-\‘:h vy i second Ran trér Career Parhy, GMs
e to change this Rank-based increase depending
ch achicvements as titles and honours which would not
se have any game effect,
75 with characters on the Seum Career Path should
0 and refer 1o Table 5-2: Scum Income in order 1o

tate the Thrones they “earn” each month.

TABLE 5-2; Scum INCOmE
Result Earnings

Scrounge 104 1410
Scam 15+FB 410
Steal 15+AB d10
Scheme 15+ 1B d10
Luck 50+ FP d10
Bonus, AB=Ag Bonus, IB=Int Bonus,
ate Points

cher Servth, umderhiver Seum, ates ey imeoeme b

sncome ar 28 Th
a foral of 13, a

Caltvtan Currencies

0. Tho . cmmn
to fhe ext aesd
‘f"’ .M—m’?"
e o el el 1 cvi &
?,, (, il Tpart o that workd' s evcenete ek o

ohou e seckr,

m“m

i P,

u;\m fww—j

zf:*?“" zm.—gmmuf bt f s e

et e 1 the
rdﬁa—]ﬁw—li

of the .&;r’.(-'pr Ao Kihoge hemes
rmrmﬂb ar favigg o chog!,

missions and their Inquisitor may decide 1o provide

further support. For example, this could inchude increasing the

‘s monthly income by a further 10-50 Thrones or more,

ng them with regular ammo supplics. Ultimately this

will be decided by the GM, and It is an important indicator of
the Inquisitor’s regard for his Acolytes.

AVAILABILITY

friend, where you come from cve
a1 i niy shap

Greeb, Port Suffering Armourer

aving the money does not always guarantee the
desired goods or services are at hand. Squalid
medieval worlds are a lot bess likely to have expensive
goods than the marketplaces of a hive city. Moreover, finding
a high-quality wespon on a backwater planet is far more
difficult than locating such a weapon in a teeming metropolis.
To reflect availability, each picce of equipment o service has
an associated Availability, ranging from abundant to very rare,
GMs can use the following guidelines as a starting point for
determining whether a place has such an item or not
Characters searching for a particular item of service must
a successful Inquiry Test modified by the Availability of
w item, Table 5-3: Consequences of Availability on page
126 provides a bascline modifier for Inquiry Tests to find an
OmAUnities
redduce the Difficulty for finding an
ane step for communities of 10,000 or less, or two
10,000 or mo he community has
100 peaple or less, increase the Difficulty by onc step. Table
5-4: Availability by Population, page 126 shows how the

steps for communities

ARITIOURY

V
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| EXAMPLE

Dirake meeds 2 new |'.ry_gr.-u A fasgun is @ Common item, and
wrry Test o fimd it i
tlemens. If be fooks in a farsm
af 1,000 or less, the Dy

TABLE 5-3: CONSEQUENCES OF AVAILABILITY

Availability Difficulty Modifier
Very Rare Very Hard 30
Rare Hard -20
Searce Difficult 10
Average Challenging
Common Average
Plentiful Hourine
Abundant Easy

+10
+20

TIME

Just becouse a birge commamity actually has the item a character
secks does not necessarily mean that it is easy to bacste. The birger
community, the mare time it takes 1o mack the down. A
feommunity’s size determines the base dme it tkes to fnd the flem
Each degree of duoes this time by a cerin
hours, days, weks, or months, depending on the base time). See
Table 5-5: Availability and Time. The GM should make the moll
bn secret for panicularly dangerous or cosly itens, o emphasise the
strugple and possible fsks entiled by such searching,

A\’.\lL.\B]Lu ¢ M\DTL(H\CILOCY

For instance,
quipment in.

1o find

“cgar Keer, Enginsees
ot all poods are of the same quality. In the vasne
n, and beyond, the craftsmanship
an vary widely from crudely made, ma

d materials to handcraficd masterpicces
Normally, Craftsmanship has lirtle

prodis

ffect on game play &
regular goods and services. As a general rule items of Py
i anship are more prone 1o failure and breaking
Good and Best Craftsmanship are more durable, thoug}
up to the GM how and when these effects might enter
1se of weaponry and armour, there are effects on 1
item’s performance or weight {2s detailed later), but in cases
general goods and services, differences of quality are mes,
descriptive. The GM may reduce the Difficulty of certain tes

In th

TABLE 5-4: AVAILABILITY BY POPULATION
Avail:bilily Below 1000
GM’s discretion
Very Hard
Hard
Challenging
Average
Routine
Easy

Very Rare
Rare
Scarce
Average
Common
Plentiful
Abundant

Hard

Routine
Easy
Very Easy

Difficulty by Population
Below 10,000
¥ery Hard

Below 100,000
Hard
Challenging
Averape
Routine
Ensy
Very Easy
Antomatic

100,000 or more
Challenging
Average
Routine
Easy
Very Easy
Automatic
Awomatic

TABLE 5-5: AVAILABILITY AND TIME

Population
Below 1,000
Below 10,000
Below 100,000
100,000 or more

Very Rare
1d10 hours
1d 10 days
1d10 weeks
1d5 months

Rare Searce
1 hour
1d 10 hours
1d10 days
1d 10 weeks

30 minutes
1 hour
1d 10 hours
110 days

Difficulty by Population {Base Time by Availability)

Average  Common  Plentiful

5 minutes
10 minsites

Abundant
1 minute
5 minutes
10 mirnstes
15 mimtes

15 minutes 10 minutes

30 minutes 15 minutes
1 hour

1d10 hours

30 minutes 15 minutes

1 hour 30 minutes




ly at his discretion. Unless specifically stated,
manship of any object is considered Common,

Cost

Drop 2 steps
Drop 1 step
mmon

Poor Increase 1 step
e
R ———
ExAMPLE

ritke realiser be ¢

divided into several groups covering
weapons, dealing with

crossbows to plasma cannons, and

As can be i

waricty of mak

wlevant information needed o use them:

Name: What the weapon is called
Class: Describes whar class the weapon is, either a melee
Seown, pistol, basic or heavy weapon
* Melee weapons can be used in close combat. When using a
melee weapon you add your SB to the damage you inflict,
» Tl weapons cover anything peopelied by fmuscle power

alone and covers knives,
e also clawsed as melee, theown weapons cinnot be used in close
combat for if they do, they count as impeovised weapons). When
using a thrown weapon you add your 5B to the damage you inflict
{with the exception of cxplosives such as grenades)
= Pigof weapons are fired one-handed and can be used
lose combat. However,
at, the firer gains no bonuses or penalties to hit for

hen a pistol is used in close

anic weapans normally require two hands but can be
20 penalty to hit
¥ \\uw s alwarys requine two hands and must be braced
lly either on a bipod o tripod but equd
it could ln a windowsill or sandbag {or the firer's shoalder
in the case of RPG la
Firing a heavy weapon without bracing incurs 2 —30 penalty

wsed one-handed with a

nchers), to be fired without penalties

to it and prohibits Semi-Auto and Full Auto fire.

Range: This number is used to determine how far the

weapon can be res. A weapon's Short
this number while its Long Range is double this
number {for ranged bomises and penalties see Chapter VII:
Playing the Game, pages 198-199). Weapans cannat be
fired at targets m s thelr range distance
RoF (Rate of Fire}: Tells you if the weapon can be fired
mi-Auto or Full Auto and how many rounds/

Range is ha

than four t

cither on 5
charges it expends when doing sa. A weapon's RoF has three
entrics 1o indicate the modes a weapon can be fired in. The

first entry indicates whether the weapon can be fired singly

{with an S}, The second entry indicates whes or not a
weapon can be fired y, and the number listed

: shots fired. Finally, the thied entry describes if
the weapon can be fired on full automatic. Any mode in which

m-autol
apon cannat be fired is indicated with a *

profile. Cha s must choose which mode they are firing
their weapon in before making their attack.

Dam (Damage): The Damage the weapon does and the type
of damage it inflicts for the purpose of Criticals (ax shown in
brackets): (E) Energy, (X) Explosive, (R) Rending, (I) Impact.

Pen (Penctration): Reflecs how pood the weapon i at
going through armour. When a shot or blow from this weapon
hiits 3 target. reduce the arget’s Armour Poines by the weapon's
Penetration, with results of less than O counting as 0 (Le the.
armour provides no protection ar all). Then work out Damage
as normal. So for example, if a weapon with a Penetration o_fi




A\

AJNOLIAY

hits a sarget with 5 Armour Points, the targes will only count as
having 2 Armour Paints againss any damage the hit causes. Noic
that Penetration has no effect on fields, but it docs af

Clip: How many rounds/charges the weapon
fially loaded.

RId (Reload): How many Actions the weapon takes to
reload. This is generally Half ) or F
Full Action). Some w
several Rounds. The number of Rounds is
for example 2Full mean

TR
reboading takes 2 Full Rounds.
Special: This rells you if the w 5 \pr 1]
qualities, such as creating a blast when fired or need
arge between shots
Wi (Weight): Represents how much the weapon weighs,
y in kg (kilograms),
es the standard
m. Cost is abways
Availability: This identifies the we

Table 5-3: Consequences of Avail Y, page 126)

WEAPON SPECIAL QUALITIES

Some weapons possess special qualities to represent such

things as special damage or unusual ¢

jamming or

these occurrer

weaparis of B

made to attack and add

ACCURATE

Some weapons are designed with precision in mind and respond

superbly in-skilled hands. They grant an additional bonus of

+10 to the firer's Ballistic Skill when used with an Aim Action,
s is i addition 1o the bonus granted from Atming

wicld. Balanced weap
bonus to Weapon Skill Tests made to Parry,

grant a +

Brast (X)

e an explosion whe
Eilast w

DEFENSIVE

A Defensive weapon, such as a shield, is intended to be 1

10 block attacks and is awkward when used for making attack

Defensive weapons grant a +15 bonus to tests made when s
xrry, but tak enalty when used to make attacks

LAME

weapons project a cone of flame cut to the range of ¢
n. Unlike other weapons, flame:
when fir
simply fires the wes
Xt
t to the weapon's rd
r h.- struck by the lames and
y takie damage, they must succeed
l ,\pmr\ est or be set on fire. Cover docs not pe
cters from attacks made by Flame weapons
s make no roll o hit, they are abws
considered 1o | in the body, and will Jam if the
rolls a 9 on his I:J.uu e dmz (before adding any bonuses).

Because Flame wes

FLEXIBLE

Some weapons are made up from lots of loosely conne
segments, such as chains or supple woven hides, such as w
These kinds of weapans lash sbout when used to attack
cannot be Parried.

INACCURATE

Weapons with this quality are either badly designed or simply
woefully made, and regardless of the care taken when used
offer little better than a hucky chance to hit. Mo boniss is gained
froom the use of the Aim Action with such weapons




OVERHEATS

“emain weapons are prone to overheating, either because of
sign or they fire unstable superheated ammunition.

modified to hit roll of 91 or higher causes the weapon
% Oherheat Roll 110 and consult Table 5-6: Weapon
Swerheating to see what happens.

TABLE 5-6: WEAPON OVERHEATING

Roll  Effect
1-5  The firer must make a Toughness Test or drop
the weapon, The weapon cannot be fired for
1d 10 Rounds.
The [ irer takes 1d10+2 Energ
must drop the v

Damage ar
apon. In addition the weapon
up (anyonc trying takes
1d10+1 Energy Damage) for 1d10 Rounds
The weapon explodes and is destroyed. The firer
and anyone within four metres takes Damage as
if they had raken a single hit from the weapon.

is oo hot o

Power FieLp
i '."nl power wreathe: v\umm with th

uded in the weapon's pmgul. W
weapon to Parry an attack made with a weapon that

his quality, you have a 7
cher's weapon,

you successfully use

chance of & g your

PriMITIVE
swde and basic in design, these kinds of weapons, while stil

All Armour
Primitive weapons, unless

re less effective against modern armon
are doubled against hits froe
rmour also has the Primitive quality

RecHARCGE

use of the volatile natre of the weapon's ammunition or
o the way it fires, the weapon needs time between shots
Recharge. The weapon must spend the Round after firing
g up 2 charge and cannot be fired
fire the weapon every other Round,

in effect you can

RELIABLE

Sased on tried and true technology, Reliable weapons seldom
Ifa Reliable weapon Jams, roll 1d10 and only on a rofl of
80 has in in fact Jammed, otherwise it just misses as normal

SCATTER

The standard ammunition of these weapons spreads out
when fired, hitting more of the targer. IF fired at a foe within
Point Blank range, each two degrees of success the firer

scores indicates another hit (use Table 7-6: Multiple Hits
on page 190). However, at longer ranges this spread of
small projectiles reduces its effectiveness. All Armour Points
are doubled against hits from scatter weapons at Long or
Extreme Range.

SHOCKING

Shocking weapons can Stun their opponents with a powerful
nergy. A target that takies ar least | point of Damage
from a Shocking wespon, after Armour and Toughness
Bonus, must make a Toughness Test, though they receive a
+10 bonus for every Armour point they have on the location
hit. If they fail, they are Stunned for 3 number of Rounds
equal to half the Damage they suffered

surge of

SMOKE

Rather than inflicting Damage, these weapons throw up dense
clouds of smoke to create cover. When a hit is scored from a
weapon with the Smoke quality, it creates 2 smokescreen 3410
metres in diameter from the point of impact. This screen lasts

10 Rounds, of less in adverse weather conditions (see

smake on page 210)

Weapons with this quality are designed 1o nlt.mglr cnemies.

Om a successful hit, the target

immuobilised. An immobilised target can attempt no other actionsd
except to try 1o escape the bonds He can attempt to burst the

bonds (a Strength Test) or wriggle free fan A
Tiarn. The target i considered helpless umil he escapes.

Test) in his

TEARING
Tearing weapons are vicious devices, ofen wsing multinedes
of fast-maving jagped tecth to rip into flesh and bone. These

weapons roll two dice for Damage and choose the highest.

Toxic

Some weapons rely on toxing and poisons to do their demage.
Anyone that takes Damage from a Taxic weapon, afier reduction
for Armour and ‘Toughness Bonus must make a Toughness Test
with a -5 penalty for every point of Damage taken, Stccess
indicates there & no fusther effect from the weapon. Failure
however deals an immediate 1d10 poines of Impact Damage o
the target with no reduction from Armour or Toughness Bonus.




UUNBALANCED

nds of

Heavy and difficult ro ready after an art these

weapons impose a ~10% penalty when used to Par

UnwieLDy

Huge and often top-heavy, Unwicldy weapons are &
Unwieldy weapons cann

UNRELIABLE
g o : \)
Cerain weapons misfire more often than normal because they =
are badly maintained or constructed. An Unrelisble weapon
suffers a Jam on 1 roll of 91 o r, even if fired on Semi-
or Full Aute
UNSTABLE do
Weapons with this quality use ammunition that is both
volatile and unstable and 1> predictably when
detonated. When an Unstable weapon scores a hit, roll el
1d10. On a secore of 1 it inflicts only half Damage, on a pon
score of 2-9 it deals normal Damage, and on a score of 10
it inflicts twice the normal Damage
TABLE 5-7:RANGED WEAPONS
Las Weapons
Name Class  Ramge  RoF Dam  Pen Chp Rl Special Wt Cost Availabiliy
Pistol 5 1d10+2 F 0 30 Full Relisble 1.5kg 50 “omman
Basic 141042 F 0 40 Full e b 3
Basic WIoHIE 0 &0
3 Basic 141043 E 1 40
MP Lascannon Heny SAI0+I0E 10§

Solid Projectile Weapons

Name lass  Range  RoF
Astopistal Pistal 30m S/=f6
s Revolver Pistal 30m 5
Stub Automatic Pistol 30en 5/3/-
Hand Canison Pistal 35m 5 1d10+41
Basic 9m  5/3/10  1d10+31
2 150m 5§ 1d10+3 1
30m S/, 1dio+4 1
om 8 1410+4 [
30m 873, 1d10+4 1
120m 10 i |
Bolt Weapons
Name Class  Range Dam Pen
Balt Pistol ¥m dIo+s X 4
Bolepun 4 9m 1dI+5X 4
Heavy Balrer Heavy 120m o x 5
Melta Weapons
Name Chiss  Range RoF Dam Pen
Inferna Pisal Pistal 10m S/~f—  MIH4E 12
Meltagun Basic 20m dIH4E 12
Plasma Weapons
Name Class  Range Dam Pen
Plasma Pistol Pisiol 30m I1dI0+6E &
Plasma Gun Basic S0m 5727 Id1I0+6E &

we Cost

25 78

kg 40

1.5kg S0

kg 65

15kg 100

Skg 100 Scarce
Skg &0 Common
Skg 75

G5kg 150

I5kg 750

Clhip RM Special Wi Cost
B Full — I5kg 250
4 Full Thy 500 Very Rame
60 2Full Wkg 2000  Very Ram
Special Wi Cost  Availabifing
2 25ky 7,500  VeryRare
Ekg 4,000 Rare
Clip Special Wi Cost  Availabiliny
n Recharge, 4kg 4000  Very Rare
Orverhears
N EFull Hecharge, Ilkg 3000 VeryRase

Overheats




LAS WEAPONS

e or “las” weapons are the most numerous weapons
Imperiom. Based on relisble technology, they
e cheap to manufacture and easy 1o maintain, Las weapons
¥ emitting short, sharp pulses of laser energy emitted
high-storage fast-discharge capacitors,
d a distinctive snap like the cracking of a whip as the
s pulled. To use the various classes of las weapons you
have the Pistol Training (Las), Basic Weapon Training

or Heavy Weapon Training (Laz) malents.

LispistoL

aspistol is a light, compact
reliable  weapon

ghout the Imperium, Designs
widely and can

common

— 7
Ll Kl Ln A
range
2 4
s claborate heirloom devices

swenibed with ormate carvings and gold filigree, to simplistic

illy robust weapons used by gangs and criminals,

th a flash of

Las CARBINE

A lighter, cut

down version of ——
the lasgun, the -
las carbine has
fewer shots and
a shorter range but is exsier to carry and aim, often coming with
a fobding stock. Las carbines can be fired in one hand with only a

10 penakty rather than the normal —20 for basic weapons

e

wd

Lascun

Produced in a multitude of different styles and patterns, the
laspun can be found on almost every world of the Imperium,
where its robust desipn and dependability make it a favoured
weapon of both the Emperor's faithful and msany of their foes.

E 5-7: RANGED WEAPONS (CONT)

Flame Weapons
Class  Range RoF  Dam
Prstol 10m  S/~/~ IdIDH4E
Base  20m S/ 141044 E
Primitive Weapons
Name Clss  Range RoF  Dam
Theown  I0m 5/ -
Pistol I5m &/
Pisol 13m  Sf-/-

1410 R
1d1o+21

Basic Iom S/ 21
1dIDR:

1d10-21
IdI0R

Lsunchers
Name

Geerade Laurcher
Launcher
ot Prrrang and Speris

Grenades
Name Class.
P Theown
Knak Theown
Theown
Theown
Theown
Theown

Class
Pistol

Special
Flame

Availability
Rare

Fame Scarce

Special
Prienitve, Snare,
Insccurate
Pris e
Primitive, Unrelisble
Insccurate
Primitive, Unrelisble
Inao 1

Availability
ey

Rare
Common

Commoe
Primitive,

Relizhle

Primitive
Primitive

Common

Plensiful
Common

Clip Special
6 Full .
| Ful :

e grmuc] fid

Special Wt

Blast (4) 05 kg
0.5 kg
05k
05 kg
05 by
05 kg

Stk

Blast (3)

Special Wi
Acucte, Todie 15 kg

Snase: 15 kg
Accurate, Torie 2y
Blast (5], Snare. B kg
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Lownc Las

Favoured by snipers, the long las is.a specially modified version
of the lasgun constructed for added range and racy. As its
name implics, a long las also has a much longer barrel than
# lasgun, sometimes being up to twice the length, making it

unwicldy in close quarters.

Max PortaBLE LascannoN

Built for war, lascannons use huge power packs
1

provide enough energy to punch holes in the th

armour even at very long ranges. Lasc ns also

separate power packs, which is why they are often ¢
by two or more people

(this only

well as re

or giving it the Unreliable 5

Reliable to start with, Each o ck is
this way there is 3
rehdered useless

hance it will be permanently

SOLID PROJECTILE
WEAPONS

Solid projectile weapons, or slug-throwers, are almos
plentiful in the Imperium as las weapons. Popular
Imperial servants and renegades alike, they are priz
e of manufacture and versatility, not to m
fying sound they make when fired. No ather ¢

e ns you must have the Pistol Tralning (S
Basic Weapon Training (SP) or Heavy Weapon Trai

[SP) talents.

AUTOPISTOL

id-firing,
are favourites of

gangers and outlaws,

StuB REVOLVER

Based on an ancient and well
tested desig stub revolver

i an ideal back

mmon as
the

the cost of reliabiliry

Hanp CANNON

A variant of the swb revelver,
the huge d cannon fires
enormous rounds designed
nly take do i

et but make a loud and
intimidating noise when
doing so. These weapons produce [erocious rec
and unless fired two-handed,
Ballistic Skill Tests

impose a —10 penalty

Autocun
Cheap and easy
produce on
even the low-
est-tech planets,
autoguns are a
staple  weapon
acress the Im-
perium, Durable, rugged and casily stocked with reads
available ammunition, these weapons are 4 common sight ¢
pecially in the rougher parts of the galaxy




HuNTING RIFLE

Wi rifles can be found in the hands of a frontier hunter,
od by a wealthy sportsman in the pursuit of prey.

curate in the arms of a trained user, even at extreme

n bring down its target be it

SHOTGUN
= the lowest-tech ties can produce these
siing them a common sight in the galaxy, Fave
and shij where their short
pawer cames into play, shotguns have f

pboard  combat

the arsenal of many Imperial organisations.

DL MP-ACTION SHOTGUN
ed by enforcers, the pump-action shotgun has all
enigths of its double-barrelled cousin with the added

escfits of increased clip capacity. There are also few things

and frightening) as the sound of a pump-action

CoMBAT SHOTGUN
esc automatic shotguns, often fed from a drum magaz
designed purcly for warfare and are even deadlier
1 the normal shotgun. In addition to their short-range
Sestructive power, they hammer our an intimidating racket

®hen being fired,
= .
=) ——f i

Heavy STUBBER

A mainstay support weapon on lower-tech planets, and also
popular with outlaws and hive gangers. the heavy stubber s
ideal for fighting off arge numbers of enemies or even lightly
armoured vehicles Heavy stubbers can also be wsed with an
ammunition drum {racher than bele fed), changing its clip size
to 40 and increasing is cost by 100 Thrones bur decreasing its
reload time to 3 single Full Action,

BOLT WEAPONS

If there is one weapon type that defines the Imperium, it is the
ol No other weapan combines high technology levels with
deliberate brutlity, and no other mee would consider making it
ind. Bolter weapons fire rounds of self-propelled mass-
reactive shells called bolts, set to explode fust afier penetration

but man

Overall they are superd, if temperamental, devices requiring skilled
maintenance using the correct rimals and blessings, Furthermore,
these are all very rare weapons, svailable only to the ludky or well-
connected few. Many are centuries old, handed down from veteran
to successor, and some have long legends atached to them of thein
great bincage. 1t would be a mistike 10 confuse these “civilian” issues
weapotss with those
and difficult to manufacture,
has ready access 1o it. The
round is .75 calibre and has
core with a diamantine dp To

|k\|||'r ammminition is
3 ly the elise of o
seanchard bl uper.derse metallic
arious classes of bolr
vz (Bolt), Basic Weapon

[Bot) talents.

weapons you must have the Pissol Tr

Training (Boli) or Heavy Weapon Training

Borr PistoL

Carrying a bolt pistod is a sign of high
statiss in the Imperium, one that only

a minority can afford due to the high

d affer experiencing their potent
capabilitics, a man might beggar himself to own one.

cost of maintenance an
However, few can argue
destructive power in ool

Borrcun

Boltguns are known for
the wunique roar  they
make when fred, as the
propellant in their shells
ignite, followed shortly by
the explosive detonation
as they hit their target. It is an experience only slightly less
satisfying than sceing the results of such a weapon in action.




AANOLNY ‘A

Heavy Borrer

A larger sup-
port version of
the boligun, the
heavy  balter
is seldom scen
outside military
organisations.
It uses much

larger version of the
standard bolt shell, with
mare propellant for g
tance and ich also
makes it

opping power, w
re deadly o armoured vehicles

MELTA WEAPONS

Melta weapons {also known 25 coc

s or mehiers) are a specialist

type of weapon that have short ranges but 3 astatingly
rised gases into
. which is fired cut in an
intense blast ¢ ven 1tk armodr into molten
slag. Tarets are vaporised « W 4 nied
by a distinctive hissing sound as the beam bodls away the water
ariows classes of melta we

Acha), Basic Weapo

Melea) talenis

vapour in the air. To use IS Yol

maist have the Pistol Tra raining

delta), or Heavy Weapon Trainis

INFERNO PisTOL

The rechnology  behind
the infers

1o reproduce,
weapons  exceptionally  rare
and expensive, Possessing an

pistol is  hard
making these

inferno pistol is a sign of status,

and usually anly powerful and influe

honour of owning one of these valuable

MELTAGUN

Meltaguns are the most common form of mela weapon, coveted
by soldiers for their massive close-range destructive power, There
are also few things = good at cuting

meltagun, and they are ofien pressed into service foe breaching
bulkheads. As an aliernative to wing a3 melagun with stached
canisters, you may instead have a backpack and feed line, which
doubles the clip size, adds 6 kg to the weight and increases the cost
by 100 Throdes.

PLASMA WEAPONS

Plasma wrapons represent an almost bost art for the Impes
ts of their manufacrure are now: known to b

he inner cirele of the Adeptus Mechanicus M

and their tech-adept artisans They func

using sturdy ﬂ.l\h of lydrogen nnp«qdr.[ in a ph-"

Bitwmen shotk. To be.the ations Fheres G e &
you must have the Pistol |n.z |I taseria), Basic Weap
Training (Plasma) or Heavy ¥ p (Plasma) raf

Prasma PistoL

Sifg ONe POSSESS 3 Weapon ¢

of taking down almost any foe ar close range.

Prasma Gun

An uncommon weapon, even in the ranks of the Impe
Guard or illustrious Space Marine forces, most extant pla

ins are hundreds if not thousands
v remain as deadly today as e
were on the day of their fabrication. As an al

ars ald, However
ent 1o their design, tf

ative (o o

FLAME WEAPONS

Flame weapors all operaie in moch the sime manner by

gouts of flame v

promethium, thoy

or other ch

Oee produced, the intense jet that spurts from the

ads out in an mfeno that

encmies ae hard-pressed &
e fire. To wse the various classes of flame weapons you

have the Pistol Training (Flame), Basic Weapon Training (Fla

or Hervy Weapon Tra (Flame) takenzs

a torrent of Bauid fre, which sp

even on water, Onee set abla

Hanp FLAMER

Tame pistols or hand flamers are
r personal comibat ar close
mange where ther very shon mnge
and poor acouracy ane ot an issue

designed




ey arc femmifying and indiscriminate weapons ideal for
Ring enemies in cover or confined spaces. As an aliermative
2 a flamer with an underslung canistes, you may instead
ackpack and fuel hose, which doubles the clip size,
S5 6 kg 1o the weight and adds 100 Thrones to the cost

PRIMITIVE WEAPONS

s i the 412 Millennium there is a call for low-tech weapons,
= on feral, undeveloped planets or post-apocalyptic environments
echnalogny has collipsed, or on vicious hive workds that see
ke on all forms. Though these weapons may be hopelessly
o by more advanced firearms, in the hands of a skilled user
e just as deadly To use the various classes of primitive
5 you must have the Thown Wes
Training (Primitive), Basic Weapon Training (Primitive) or

¥ Weapon Training (Primicive) calenes

pon Teadiing (Primithve],

employed
ry hune-
= or local law
ment members, where the swirling balls (some styles
up o elght of these dense objects) can enta
heavy cords or wire.

Hanp Bow

T weapon offers the hirting
mwer of a cosbow but
pistol grip, suible for
me-handed  operation  but
& shorter mnges. The ease &
stich they can be broken down and concealed, as well as their slent
seeation, makes them 3 fivoured weapon of stsssing

Funtrock PistoL

These  primitive  blackpowder
weanons can take many forms, from
Ssely crafied pistols constructed
S the nobles of law-tech worlds,
W simple pipe and powder affairs
et by underhive scum.

Musker

These crude devices can only fire once before reloading, are prone
to failure, and only the most low-tech savage or desperate renegade
would generally fight with one. When they do srike, however,
they are deadly against unarmousred focs

4

>4

Bow

Bows have changed lintle through
their many countless centuries
of usage, and can be found
across the galaxy in a variety
of designs and constructions
Even on high-tech worlds, these
weapons, like hand bows, are a
favourite amongst assassins and

pangers for their silence and

reliabiliry,

SLiNG

Slings are icult weapon to master, but can be used to throw
anything from rocks picked off the ground, to specialised
metallic balls, to even grenades. When using a sling to throw
grenades, replace the sling’s Damage with the effects of the
grenade bur retain the weapon's Range.

CROSSBOW

Crossbows are less common than bows as they require more
advanced mechanical fittings, but they are equally as deadly.
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LAUNCHERS
AND GRENADES

In 2 galaxy raked by war and disorder there is a high
demand for extremely destructive ordnance. To that end the
forge worlds of the Imperium send out a ste i
explosiv

ey Find it

use the various classes of launchers you must have the Pistol
Training (Latncher), Basic pon Training (Launcher)
or Heavy Weapon Training (Launcher) ralemis Serting
explosives requires the Demolition skill (see Chapter 1

Skills, page 101)

THRrROWING GRENADES
Th

e launcher uses compressed gas
of grenade types at the

my. These shots can be arced high into the air as

uppressive fire ar unseen targers as well as being

dirccily against foes.

Rocker ProreriEp GrenNane (RPG)
LAUNCHER

More powerful than 2 standard grenade Lay 1, an RPG

launcher is capable of accurasely hirting a target hundreds of

metres away.

GRENADES

All of the grenades listed here can either be thrown by §
ar used in a grenade launcher or RPG launcher.

des use an explosi
and special fillers of shrapnel fi
Imperial frag grenades are roughly the
size of a clenched fist and covered with
a heavily notched shell, both to increase
the “shrapnel produced and provide

mare secure grip for throwing.

Krak

Krak grenades have powerful

holes in armoured targets such as vehi
While stronger than frag

srak detonations do not prod
a Blast effect and their more focused
sion makes them impractical for use

against pe

Blind

Blind grenades explode with a burst of dense
smoke, IR bafflers and bradband EM-
spectrum chall, all of which i designed 10
block detection through the cloud. § and
e nommal smoke cannot
grenade. In
Fsmoke is roughly
Im wide and s 3 Rounds. In

Hrigh winds this

nsequently

to 4
blind
in unfami

ifficult (-
their Mow

Hallucinogen

“These kinds of grenades induce a variety of
short-lived psychological ssates and delusions.
Anyone within 10 metres of a detonating

hallucinogen  grenade  must  succeed on

a Difficult {-10) Toughnes Test or be

overcome with delusions and hallucinations

for 1410 Rounds Whilst affected, on the chamcier’s Tum
d100. On a 50 or less, the charcrer may act nomally Os
51-75, the character numns around screaming in response o s




ed weirdness On 3 76 or higher, the character asticks the  primitive vision protection systems. Anyone within 15 metres
eature to him, regardless of frie foc, using whatever  off a photo flash grenade when it detonates must succeed on
pons he has # Toughness Test or be blinded for 145 Rounds
Optional Rule: When the character is first
lucination grenade, y n roll on Table 5-8:
Sallucinogen Effects, page 137 to sec how the character
shaves for the next 1410 Rounds.

Sire Bomb the rak
shatively primitive grenade, the bomb is normally 3 Result
e canister of flammable liquid with a fi
aterial that o

; the bomb is b
ks open on impact to release the now bumning lig

2 struck by a fire bomb must make an Agiliey Test o catch
(sex Chapter VII: Playing the Game, page 210)

“hoton Flash
n fash grenades detonate like
star, blinding amyone
enough to overload cheap

TABLE 5-8: HALLUCINOGEN EFFECTS

Roll  Effect

J-10 Bugsbugsbugsbugs! The character drops to the foor, failing and screaming as be tries 1o claw off imaginary
insects. The character counts as being Stanned

e character believes his hands have wrmed into 3
ne in bloody lumps. Regardless of the particulars, Ara d erything he is carrying

and spends the duration staring at his hands and screaming, The character counts as being Stunned.
They're coming through the walls! The characier sees gruesome aliens bursting through the walls/ ceiling/
floor/bushes and opens fire. The character must spend each Turn firing at a random piece of terrain within his
fine of sight. Any creatures caught in the line of fire are subject 1o attacks as normal, Each round, choose 2 new
target at random (usually by assigning a number to a direction and rolling 1d10 to see where the character
shoots—a 1 is at the ground and a 10 is in the air),
Nobody can see me! The characrer believes he is invisible and wanders aimlessty, pulling faces ar those arcund him
He waddles about in random directions each round, using a Full Action to move. The character retains his Reactions.
1 can fly! The sky looks so big and inviting, the character flaps his armis trying to imitase a prera-squirrel. He may do
nothing but jamp up and down on the spat. I he is standing above ground level, he may throw himself off in a random
direction, with the usual consequences for filling—appalling damage or death being the most usial oitcomes
They've got it in for me... The characte "y even his own comrades are out
to get him. On the character’s Tumn, he E i { of sight from any
other characters. He remains hidden until the effec
They got me, mother... The character believes that the gas is toxic and collapses to the floor as if dead—he
counts as being helpless Any other character who sees him “die” must pass an Intelligence Test or they think the
character is dead roa
I'll take you all on! The character is filled with a e and a desire for vielence. The character enters a
Frenzy (see page 116) and artacks the closest opponent
I'm only littlel The character believes he has shrunk 1o half his normal size, and everything else is big and
frightening now: All other characters count as having a Fear Rating of 3 to the charscter.
The worms! The character desperatcly tries to remove a massive fanged worm he thinks is slowly winding its
way up and around his leg. IF holding a gun, he shoots himself with it, or if nor, he hits himself in the leg with
whatever melee weapon he is holding. IF the character is currently holding no weapon whatsoever, he draws &
random weapon from those he carries and attacks himself with it. Randomly determine which leg the character
believes to be trapped by the worm. The attack hits automatically and deals normal damage




EXOTIC WEAPONS

Many weapons are not only uncommon in the Imperium, but
also unimaginable to most of its

always expensive and beyond the reach of all but th

most resourcefal. Because these weapons are so specialise
character must have a Talent for each individual exotic weapon
e wishes to wse, For example, to use a needle pistol a character
would need Exotic Weapan Training (Needle Pistol).

NEeepLE Pistor

Needle pistols use 2 low-power
bser beam to propel small
shivers of crymalline coared in
viml toxins. Enemies wounded
by them are almost instancy
anlysed or dead within moments. As they are vimually slent and
have no muzzle flash, needle weapons are ideal for assissins

Wes PistoL

Wb plstols fire masses of filaments,
which expand in the airtoformaweb
al

painful embeace; if they
i fil

o -SI\"k weapons, cach time an IL\|$-‘|.III‘(‘. .Im.u(u [
o Agility Te
fiature tests.

) escape he imposes a cumulative
uld this exceed —30, the ch
ach fture

10 per
er takes 1d5+1
Damage f ks down on
its ownl and flakes away after 1410 Rounds.

NeepLe RifFLe

Prized by snipers, the needle rifle offers the

of range, stealth and deadliness. The only argume:

these exquisite weapons is thar they are next to useless

WEBBER

The most  commonly

used web weapon, it is

ofien called into play o

subdue those wiolating

the Emperor’s Law, They

have a longer range and

cach shot can cover a small group of people, incapacitating
entire crowds when used in large numbers. The webbing

ks down on its awn and flakes away after 1d5 hours

MELEE WEAPONS

Close combat weapons are a common sight throughous
it any places it would be unthinkable ro ve
without at least one such weapon on your person, Depend

vel of technology (and the wealth of
user), these can range from simple metal Bades to high-s
wes ||w s of pl metals and can include sw

Is, Bludgeons and other sims
eapons you must have the

Weapon Training Tve) talet 1o use them effectivel
close combat and the Thrown Weapon Training (Primie
talent for ranged attacks.

Axe
An axe sporis a b
le they gene

ade, used both as a tool and weags

¢ do h of a sword
lack its abiliy to parry a w, a strike f

nerally ¢

have the re
m an axe
thal cffect when it lands,

art flesh and shartering bone with ease

a more

S —

Brass KNUCKLES

In their most basic form, simple knuckle dusters wom arpe
s can fum a simple punch Into a power

reak bones

GREAT WEAPON

Meost melee weapans can abio be found in Barger and heas
versions, usable only with two hands Great weapons of i
kind {such a5 huge axes, giant hammers, double-handesS
swords, and se on, including huge clubs) are massive, bra
weapons that can inflict serious damage with each blow,




TABLE 5-9: [TIELEE WEAPONS

Frimitive Weapons
Class Range  Dam Special Wi Availability
Mekee 1d10+1 R Primitive, Unbalanced 4 kg Average

Seats Kouckles Melee 1d5-11 Primitive 05 kg Pleniful
L= ] Melee Idiog Primitive 2kg Abundant

i Melee 1d10+21 Flexible, nitive 4Ry ( Scarce
Seeat Weapont Melee 2d10R Primitive, Unwieldy 7 kg Searce
Melee 1d10+1 1 Primitive. Unbalanced 4 kg Common
Melee tdio-2 1 Primiive, Unbalinced  — —
Melee, Thrown 145 R Primitive 05 kg Abundant
Thrown 1d5 R Primitive 0.5kg Pleniiful
Melee 1d51 Defensive. Pri kg Average
Melee, Thiown Id10 R Prinsitive kg Comman
Melee Id10 R Balinced, Primitive kg Common
Melee 18101 Balinced, Primitive 3 kg Plentifil

Chain Weapons
Name Dam Special o Availability
Chainsword 141042 R 2 Balanced, Tearing Rare

Axe 141044 R Tearing Very Rare

Power Weapons
Name Class Dam Speetal Availability
Power Blade Melee 1dI0+3 E Power Field Very Raze

Power Sword Melee 1410+5 E nced, Power Field Very Rare

Shock Weapons
Name Class. 3 Special Availabilicy
Shock Maul Melee 1diog Shocking Searce
Tail® Melee 1d1o+2 1 Flexible, Shacking Rare
wespoy requtre Fyo )

Mote: Characters using melee weapons add their S8 to the Damage they inflict.

HamMER IMPROVISED

s are  heavier | i Improwised weapons can take many forms, but are generally any
of the regular hand handy weighted object such 2 table legs, severed limbs or anillery
wol, using a large weighted 14 shell casings. Hitting someane with the bust of a basic ranged weapon

o inflict 2 harder 3 (such a5 .a lasgun o bolgun) counts a5 an mprovised weapon.
deadlier blow. Many
Smperial  servanes Favour
e hammer as an enduring
mmbol of the Emperors J “The ki is the ubiquitous hack-up weapon for warriors all across the
mahieous justice. Imperium, be they lowly hive: scum or the elite soldiers of 2 planctary
govemoe Some, such s the peybkans mercy blade, are designed for 4

specific prpose, whilst others ane mone generic in nae

Kxire

THrROWING KNIFE/STAR

Th b PR R i hetl

I
a purcly
cnafiied, their sharp custing edpes can inflict serious wounds
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SHIELD

Shiclds are a uscful protective device, either in conjunction
with armour or on their own. They can be made fror
wariety of materials, mnging from improvi woode:
plastic sheets 1o advanced metal or armourplas plates. Sizes
can range from light bucklers to huge full-body shields as
large as a man. As they are intended for defence, artacking
with a shield imposes 2 —20 penalty.

SPEAR

Common on feral and medieval worlds, spears can equal

found in the hands of hunters s well as warriors

SWORD

Swords can range from short dagger-like models to
elaborate duclling blades. The nature of blade (single
double-edged, curved or straight, fexible or stiff, cunir
stabbing, and so on) varies with the intent of the sword an
the taste of its user

STAFF

Longer basic weapons use a staff of wood or other ¢
with the longer resch useful for hining

he can sirike. The staff is just that, and is a common sig
specially among pilgrims trekking throughout the gal

trace the steps of the saints.

CHAIN WEAPONS

“hain weapens are popular amongst most warriors in
41st Millennium, as most races and planets have the basi
technology 1o produce these brutal weapons. They all ha
fast-moving chains of sermted metallic teeth running acr
what would normally be the weapon's bladed edg

the slightest hit can rip open flesh, and solid
through armour. Most are loud and all are visibly d.
and the sight of one can demoralise even the m
opponent. To use chain w
Weapon Training (Chain) talent,

ns you must have tf

CHAINSWORD

Chainswords are roughly sword-like in shape as the
suggests, with a large flat housing containing the chain
Generally only the forward curved section is open, and is
thrust at the enemvy where the spinng ain teeth can bite
into flesh and bone.

CHAIN AXE

Chain axes are heavy, brntal weapons that deliver hide
e with each blow. Like a regular axe, these can have
edge or be two-sided ch open edge contains its own ¢

sided version can still opes

a distuptive ener
head of a weapon, allow

i well as limbs. Many of o

a normal weapon
ng run across the b
as a simple weapon when powered
a useful ability should their energy source run dry or be

dangerous 1o wse. To use power weapons you must b
Melee Weapon T

ning (Pewer) talent. If not activ

prmal weapon and characters w
prizie Melee Weapon Training (Primitive) talent
hout penalty

Power BLaDE

infinitely
n their size would suggest by the additios
They are alsa easily concealed, making
popular with those who prefer to appear unarmed.

PowEer SWORD

Power swords are rare and valuable weapons within ¢
Imperium, aften being passed down through penerations
valeed family heirlooms. In addition 1o being a potent stas
symbol, a power sword is also utterly deadly in the hands
a skilled swordsman




SHOCK WEAPONS

k weapons are designed to be generally non-lethal,
Sacking the subject with incapacitating force through
| shocks released on impact. As shock weapons
tle ar no destruc mpact en flesh other than burn
ks, they are useful for crowd control and “encouraging”
weckers such as shipboard press gangs or other forced
To use sheck weapons you must have the Melee

n Training (Shock) talent

SHOCK MauL

matils are mostly commonly found in the hands of the

15 Arbites and enforcer squads on countless worlds 1o
he Enperor's Law. While they are intended for crowd
and riot suppression in the hands of an enthusiastic
y can also be deadly combar weapons.

ErecTRO-FLAIL

wiiro-flails are groups of tendril-like lashes, attached
a short staff or handle. These fl; ve a sho
they strike in devastating masses of

ordinarily effective at incapacitating a foe.

WEAPON UPGRADES

Weapons can be given upgrades to enhance theit performance.
a5 and how many upgrades can be applied
are noted in the upgrade descriptions. A character with the
Trade (Armourer) skill may upgrade weapons by making a
successful test
The cost and availibility of each upgrade refers 1o the
component and ot the cost of atsching it, which characters
must pay for separately. For weapons purchased with spgrades
already attached, simply add the cost of the upgrade to that of
the weapon, This does not change the availability of the weapon
Upgrades also modify a weapon's weight as noted below,

TABLE 5-10: WEAPONS UPGRADES

Name Weight Cost  Availability
Compact ®142 50
Exterminatos +1 kg 35
Extra Grip x1/3 a5
Fire Selector +0.5 kg 25 Scarce
Melee Atachment +2kg 25
Mono o 40 Scarce
Overcharge Pack +05kg 15
Red-Dot Laser Sight +0.3 kg~ 50 Scarce
+05kg 10 Plentiful
Telescopic Sight 35 Average

Averape
Commaon
Plentiful
Plentiful

Common

Silencer

CoMPACT
act weapons are smaller versions of pistol and basic
hat prefer concealment
ves the weight of

Upgrades: Any Pistol or Basic Las, Solid Projectile, Flame,
Bolt or Plasma weapon,

EXTERMINATOR

Many of the more zealous religious warriors of the Imperium
use an exterminator cantridge on thelr regular weapons. This
small device contains a small one-shot flamer weapon that
shoots out a sheer of fire. Rather than firing the weapon
as normal, the shooter may use the exterminator cartridge,
waorking out the effects as if he was armed with a lamer,
Exterminators are one-shot weapons and must be replaced
once used
Upgrades: Any weapon

ExtrA GRIP

Also known as a pistol grip, this allows the weapon 1o be
wielded in one hand without the usual -20 penalty, However,
it becomes more difficult to aim accurstely and its Range is
halved

Upgrades: Any Basic ranged weapo

ARITIOURY

V




FIRE SELECTOR
For weapons that can use differing ammunition rounds, 2 shot
selector can be fitted for case of switching from one type 1o
another. A weapon with a fire selector can have up to three
different clips added. At the start of the shooter’s Turn, he can
use his fire selector 1o choose which clip he wishes to draw
ammo frem that round

Upgrades: (Bolt) and (SF) Pistols or (SP) and (Bolt) Basic
Weapons.

MELEE ATTACHMENT

blades and other long-bladed combuat
| to most mnged weapons, making

Bayonets and ch
agtachments can be
them more useful in a:
counts as a spear in close combat

aules. A v elee attachment
Upgrades: Any Basic ranged weapon can have melee
attachments.

Mono

10 W ona it specis

y fashioned blades with superfine
y cut through an

our and never lose

which can ¢
f) nitive and

no longer count as
add a +2 bonus 1o their Penetration.
Upgrades: Any close combat weapon

OVERCHARGE Pack

“This is an or 3 las we
strength of is fi
Damage. Unfortsnately the increased outpat of da
skze is halved

hanced power pack
- An evercharge pack adds 1 1o the weapon

ape reduces
F shots and so the cl

: Any Pistol (Las) or Basic weapan (Las)

Rep-Dot LASER SicHT
This is a laser sight that grants a + 10 bonus o Ballistic
Tests when the weapon is fired on single shos,

Upgrades: Any Pistol or Basic Las, Solid Projectile, Bolt,
Primitive or Plasma weapon. A red-dot laser sight counts as a

sight and a gun may only have one sight

SILENCER

Silencers lower the noise (a flash 1o a degree) from a
weapon's discharge, preventing detection of the  shot

suffer an additional ~20 penaly 1
half the normal distance for detecting gunshots.

Upgrades: Stub revolver, stub automatic, hand cann
autogun and hunting rifle.

TeLEscoric S1GHT

Telescopic sights magnify the target’s image, especially useful

for long-range shots that need 1o hit a very specific target
ation. A weapon with a telescopic sight ignores penaltics

for long and extreme range as long as the shooter takes 2 &
Action to dim
Upgrades: Any Basic Las, Solid Projectile, Balr, Py
ma weapon, A telescopic sight counts as a sigl
only have one sight.

Without ammo a gun s just a glorified club. Preser
here is a selection of
special types. Each ny
certain weapons as detailed in its description. The ¢

unition, including a variery
e of ammo can only be wsed w

below derails each type of ammao's cost in Thrones as we
s the amount of shots this buys. Ammo weight is
listed; however, should it be important to know how m
ammunition weighs, consider a wespon's full clip 1o weig
10% of the weight of the weapon itself,

TABLE 5-11: AMmMO
Cost/Amount
1/20
1/20

Name
Arrows/Quarrels
Shot

Bullets 120
Shells 1200
Charge Pack (pistol) 10/ Tull elip
Charge Pack {basic) 15/ full clip
30/ull clip
Fuel (pistol) &/full clip
Fuel (basic) 10/ full elip
Bolt s 1671

Availability
Common
Commaon
Plentifisl
Commaon
Commaon
Common

Charge Pack (heavy) Rare
Scarce
Searce

Rare
Very Ra
Rare
Rare
Rare

Very Rare

Melta Canister (pisiol)
Melea

20/full clip
basic)  15/full clip
Plasma Flask (pistol)  24/full clip
Plasma Flask {basic) 18/full clip
Exotie 20/1

Dumdum Bullets 5/6 Scarce

Hot-Shot Charge 15/1
181

Scarce
Rare
Searce

Inferno Is

Man-Stopper Bullets 5/6

ARROWS/QUARRELS
Arrows and quarrels come in a variety of shapes, sizes andl
materials ranging from crude wooden shafis with fling tips 2
ateel darts with razor-sharp points.

Used With: Bows, crossbows and hand baws.

SHoT

Shot is solid lead or stone balls and a powder charge used
primitive blackpowder weapons.
lintlock pistol and musker.




5 are common for many wespons within the

m and vary greatly in calibre and design. Bullets from
nd of firearm cannot be used in another unless they are
ar in make. So for example you could use bullets

1 stub revolver in a stub automatic, but not in an

Esed With: Autopistol, stub revolver, stub automatic, hand
oo, autogun, hunting rifle and heavy stubber.

SHELLS
tain dozens of tiny balls and are designed 1o s
when fired, making them ideal for close
y is less important
: Shotguns, pump-action shotguns and combat

CHARGE Pack

Ssrge packs are powerful batteries used almost ex
~ apans. The cost of a charge pack varies de

i the class of the weapon, In all cases, however, it provides

ual to the weapon's full clip valse.
Used With: Laspistol, fs

0n,

bine, lasgun, long las, MP

FueL

weapons ose liquid fucl, which can v reatly
sition and quality from puress prometh to crude
ohols. The cost of fuel varies depending on the
a5 of the weapon. In all cases, however, it provides shots
por’s full clip vatue
and flamer and Mamer.

Borr SHELLS

The mass-reactive explosive bolt shell is among the deadliest
d of round in the Imperial arsenal. However the difficuley
o of its manufacture restricts its use to all but the most

Bolt pistols, bolters and heavy bolters

MerTa CANISTER

Meltaguns use specially refined chemicals injected into highly
seessurised canisters. The cost of a melta canister varies
Sepending on the class of the weapon. In all cases, however,
¢ provides shots equal to the weapon's full clip value,

Used With: Inferno pistols and meltaguns

Prasma FrLask

Raw plasma weapon fuel consiss of highly dangerous and
slatile photonic hydrogen, compressed and cor
semforced flasks The cost of 3 plasma flask varies depending
0 the class of the weapon. In all cases, however, it provides

ped within

shots equal to the weapon's full dlip value.
Used With: Plasma pistols and plasma guns.

Exoric

There are many kinds of weapons in the Imperium that use unesual
types of ammunition, from the viscous pel of 2 webber to the finely
crafted darts of a needle pistol. GMs should feel free to inorease the
cost of exotic ammunition depending on its ity

Used With: Needle pistol, needle rifle, web pistol and
webber.

Dumpum BuLLETS

These heavy Bunt bullets are designed 1o cause maximusm tissse
damage and can tear apart soft rargets, though they are less
effiective against armour. Dumdum bullets add 2 to the weapon's
Damage, however Armour Poines count double aginst them
Used Wi

cannons

Stub revolvers, stub automatics and hand

Hor-Suot CHARGE

This is a single powerful charge pack for a las weapon. A
weapon using a hot-shot charge adds 1 to its Damage, rolls
vwo dice for its Damage and picks the highest, and gains
1 Penctration of 4, However the weapon loses its Reliable
special quality, and its clip is reduced to 1 (basically hot-shats
acks)
Used With: Laspisiols, las casbdnes, lasguns, and long las.

INFERNO SHELLS

These shells conzain a phosphorous gel that ignites on contact
with the target. A target hit by an inferno shell must make an
Agility Test or carch on fire, in addition to suffering damage
as pormal. Inferno shells may also be used to set things on fire
besides people ar the discretion of the GM,

Used With: Shotguns, pump-action shotguns, combat
shotguns and all bolt weapons.

Man-Storrer BULLETS

These densel bl &

gred 1o punch through
A weapan |u|n|,_ man-stopper rounds adds 3 1o s Penetration.
Used With: Stub revelvers, stub automatics, hand cannons,

autopistols and autoguns.

ARITIOURY
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RJ I IOU AP (Armour Points): How many Armour Points
2 provides for the locations covered.
Wt (Weight): Represents how much the armour weighs
kilograms, for information on how much a character can
t5! It fust that He protects me refer to Chapter VII: Playing the Game, page 215.
= Cost: Indicates the standard price of the armour in
Imperium,

O oo
berter when I'm it

3¢ the Emperer prote

Licensed Bounry Hunter, Elran Za)

Availability: This identifies the armour's availability
Table 5-3: Consequences of Availability, page 126}

nerous wespons available in the 41st

az well as their s

Millennium er lethality, it is no
wonder that personal armour and protective energy =
ficlds are commonp! IOV ARMOUR CRAFTSMANSHIP
wear some sort of body armo and some of All the
the more paraneid (or well prepared) also use them in private.
Military personnel and Impe

t important civilians

b 1y pl&l‘l: r detailed here are of Commos

al agents are always equipped
with some sort of armoured protection, ranging from cheap
layered padding to hi
built to withs:

Armour provides Armour Points (AP) to various locations
on your body. In addition, some
properties that are noted

Armour Type: The

Location(s) Covered: What locations the armour cove
a oo rady and i
ions and is noted as cove

sophisticated armoured shells

nd almost any attack

better fitting, this armoss

the first a und, the

ation of arms, |

Some armour

covers all four loc;
armos

cighs half

MixinG ARMOUR

You can mix pleces of armour, However, their pro

qualities do not “stack”. In cases whe
ltiple picces of armour is struck, the
Points are used. For exal

rathers and xeno hides is hi

an area whi

covered by

Armo:

ifa character w
the body, the lg
ur Points of the heavy leathers (AP 2) are ignose
d the Armour Points of the xeno hides (6) arc used §

F;
=

PRIMITIVE ARMOUR

O
metals, this kind of armo
Ay I sing bul

Wity than stopping bullets.
provides full protection against attacks made with weape
that also have the Primitive quality. Against all others
provides half the normal AP {round up)

FLAK ARMOUR

Comprised of layers of ablative and impact-absarbent maters
flak armour is effective against small arms, shrapnel
proximity blasts. Flak armour counts as AR5 against
hit from a weapon with the Blast quality, provided
wearer was not on the spot where the blast origina

erials such as hides and =
suited to uming blad
Armour with the Primitive quality onl

made from bas




TABLE 5-12: ARMOUR

Armour Type Location(s) Covered

Primitive Armour
Cang Leathers Anms, Body, Legs
Heavy Leathers Arms, Body, Legs
Duilred Vest Body
| Body
Body
Arms, Body, Legs
Feadal Plate All
Xeno Hides Body

Flak Armour

Flak Helmer Head

Flak Gauntlers Arms
Light Flak Coat Arms, Body, Legs
Flak Ve Body

Flak Jacket Armis, Body, Legs
Flak Cloak Body
Guard Flak Armour All

Mesh Armour

| Mesh Cowl Head
ih Gloves Arms

Xeno Mesh Arms, Body, Legs
1 Vest Body

iesh Combat Cloak Arms, Body

Carapace Armour

Carapace Helm Head

Carapace Vambraces Arms
Carapace Greaves Legs
| Eforcer Light Carapace Armis, Body, Legs
Carapace Chest Plate Bady.

Storm Trooper Carapace All

Pawer Armour

Light Power Armour All
Power Armour

Availability

Average
Commaon
Common

Average
Common

Average

Scarce
Very Rare

Average
Average
Searce
Average
Average
Scarce
Searce

0.5 kg Rare
0.5 ki Rare
2kg Rare

1 kg Rare
15k Very Rare

2hg 250 Rare
2kg 300 Rare
Ikg 75 Rare
15 kg 575 Rare
Tkg 600 Rare

17 kg 3,750 Very Rare

Very Rare
Very Rare

A0 kg 8,500
65 kg 15,000

MESH ARMOUR

lben design, and sometimes manufacture, mesh is formed

ousands of thermoplas cells linked together to create
ric-like material. Ir i weight and can withstand
St impacts or heat energy by becoming momensarily rigid,
wresding and dissipating the aack,

CARAPACE ARMOUR

Sempace armour is made of denscly layered plates of armaplax,
s==ssmite of some other kind of highly durable material. It is heavy
8 weas and caninot easily cover flexible arcas such as joines, but it
Wi significantly better protection than lighter kinds of amioar

POWER ARMOUR

ed kinds of armour use
their own power source increasing the user's strength
Power armour adds +20 to the wearer's Strength
racteristic and increases his size by one step (so for
example a human who is average size would become
hulking). Power armour also requires 4 CONSIANt power
supply, which must be carried by the wearer (usually as a
backpack). A standard non-military power supply lasts for
1d5 hours before it needs to be replaced or recharged.

The heaviest and mose sophist

ARITIOURY
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GEAR

, Because tha

.

“Prepare fur the sors,

|

CLOTHING

service of the Emperor.

n addition to weapons and armour there i
other equipment that Acolytes can make use

BACKPACK

A personal

rrying device can take many forms, but is
ed straps for ease of can

AANOLNY

Name

Wi Cost A

Backpack kg 10
Cameleoline Cloak 0.5 kg 500
Charm = Var
Chrono 40
Clip/Drop Harness kg 2

Clothing

Explosive collar

Filtration Plugs 15
Infra-Red Goggles 05kg 275
Photo-Visors/Contacis 0.5 kg 100
Re-Breather lkg 50
Recoil Glove 05kg &5
Respirator/ Gas-Mask 05 kg 25
Void Suit Bhkg 100
Synskin kg 2500

TABLE 5-13: CLOTHING & PERSONAL ITEMS

Game, page 198) when targeted by ranged weapons

vailability CHARM
Plentiful
Rare
Average
Abu
Comman
A 3
Rare
Common
Rare

Sc

w the benevole
IIM take a

= w

(I||||\|s have its. However, wh
Scarce
adventure calls

happen to a r
Common £

Average
Plentiful
Very Rare
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CHRONO

Swonos are hand-held or wrist-wom timepieces generally
Ssendable and simple to use.

Crir HArNEss/Dror HARNESS

S sompact spool-stored safety line, with 2 magnetic or hooked

S These are ideal for safety on rooftops or mppelling
buildings. A character using a clip hamess to descend a
| surface gains a -+30 bonus to Climb Tests and cannot
e fils

CrotaiNG

e citizens of the Imperium wear a staggering range of
g of all sryles imaginable, and fashion is tied directly to
ortance of the individual. For Acolytes, this represents

military uniform

us garh. The cost of clothing is up to how much the

things as a suit of practical streer w
s choose 10 spend on their apparel, from basic rags

a few Thrones up to exquisite and expensive atire
g thousands.

Exrrosive COLLAR

“Sese unpleasant devices are most often seen attached to penal

sponnaites to serve as an additional incentive in fighting

Emperor. Collars usually come with a remote trigger
i can be issed to detonate llar up to, and sometimes
mer. ranges of 1,000 metres. When the collar explodes it
antly kills the wearer and inflicts 1d10 Explosive Damage
= anyone within three metres. The remote trigger can also
wsed to remove the collar. Remaving the collar without
igger requites a Hard (-20) Tech-Use Test, A serious or

sve Failure indicates that the collar explodes

Firrration PLucs

These are simple plugs womn in each nostril to screen out
most pollutants harmful gases A character wearing

mation plugs gains 3 +20 bonus t any Toughness Test
=ade to resist the effects of gas

INFRA-RED GOGGLES

Selatively simple devices, IR goggles allow the wearer 1o see
Sermal images from warm bodies, revealing hiding cnemics
= night. A character wearing IR gopgles suffers no penalties
Sue (o darkness and gaings @ +20 bonus to vision-based
Serceprion Tests at night. Advanced models can be disguised
5 appear as simple eyeglasses.

Prot1o-Visors/PHoto- CONTACTS

Advanced lenses designed to enhance the low-level light
saailable on even the darkest nights. Users can sce in the dark
smost as well as in daylight with them. Characters wearing
Shese gain the Dark Sight trait (sce page 325). Good Quality

visors also dampen the effects of photon flash grenades,
ing the wearer immune to their effeets,

RE-BREATHER

ask or helmet, re-breathers contain their own
air supply and are designed to preserve the user in even the most

Consisting of a

toxic atmospheres. A character wearing a re-breather is immune
However,
re-breathers rypically have air canisters that Las about one
hour and then must be replaced, Replacing a canister is 3 Full
Action. Replacement canisters cost 25 Thrones and are scarce

1o the effects of gases and can even survive underwan

Recorr GLOVES

These gloves have interfocking plates connected with memory
wire. When the user grips a weapon, it locks together info 2
rigid strut around the hand and wriss, thus preventing wrist or
hen the weapon discharges. A character using
Iun can fire a Basic weapon with one hand without
20 penalty. In addition, Pistol weapons that

require rwo hands can be wsed one-handed withour penalry:

RESPIRATOR/GAS MASK

This is a beesthing mask th: the nose entare face,
and offers much better prosection than filtrarion phigs A character
welring a respirator or gas mask gains a +30 borus to Toughness

“Tests mucle to resist the efects of g, and may re-roll flled resiles

Voip Surr

These sealed suits are intended to preserve the wearer in the most
A void suit ¥ a re-breather and
in addition allows the wearer 1o survive in vacuum

hostile

SYNSKIN

Synskin 5 2 bio-reactive. bodyglove with an inent non-reflective
surface that moulds imself 1o the wearer's form, Synskin adds 2
Ao Points to all locitions and the wearer gains a + 10 bonus to
Cenceatment and Silene Move Tests In 1dd|mn,syns!mmh
wearer invisible to the effects of infra-




DRUGS AND
CONSUMABLES

TABLE 5-14: DRUGS AND CONSUMABLES

Name Wit Cost  Availability
Amasee’ Searce
Dre-Tox" Rare
Frenzon' Very Rare
Injector Abundant
Lho-sticks” Common
Medikit 2kg Co
Obseura’ Rare
Ration Packs' Plentiful

Recal® Abundant

Rotgut Booze! Abundant Ap C nam a varie
within penal legion unirs

Sacred Machine Oil* Very Rare

' 4 be
ught Scarce

e nd also gains imm
s = Rare - zan lasts for 1d10 minutes
Stimm Average

INjECTOR

Injectars can take many forms from cheap low-tech disposs

syringes up to sophisticated hypo-sprays and even bio-att

skin patches. An injector can hold a single dose of any deg

which a character may administer as a Full Action
an range from lesser brews barely fit for firebomibs 1o well-
aged ‘ Aavourful brands suitable for only the fincst of the LHO-STICKS
Emperor's servants

Lho-sticks are common with Imperial Guard troopers
De-Tox (Druc) many._mens ol workers. Each rolled paper tube

a scented, mildly narcotic (and addictive) plant-
This drag can negate the effects of most dangerous gases and  substance, which is then lit and the resulting smoke inks
toxins if admini tenough. A dose of de-tox v through the ube
ends the ongoing effects, both positive and
drugs, toeins or gases affecring o MEeDIKIT
stares that de-tox is not «ff

Using de-tox, however, is both painful and debilitating, This is vital bit of equipment for any medic. A typical med

causing such unpleasant side effects as vomiting, nose bleeds  contains various n patches, contraseptics and s
and a great voiding of the bowels Upon taking this drug, a  skin. A character that has a medikit at hand when us
character is Stunned for 3 number of Rounds equal to 1d10 the Medicae skill g a +20 bonus 1o thelr test. M
minus his Toughness Bonus. A result of 0 or less means that  also come with 6 doses of stimm, which must be re
the character suffers no ill effects SCp: hen used.

Osscura (Druc)

While prohibited and the subject of widespread crackdows
obscura rema used narcotic among many Imp
e's body building an subjects. Smugglers can often make a good living impors

mamusnivy. I you use more than o sy iy and selling the drisg to all classes of civilians and milk
4 24 haur period you must make a Tough £ personnel. Those taking obscura enter a dream-like state £
each use after th h a cumnlative g 1d5 hours (if required to engage in combat consider thess
Shotld you fa s no effect and furth under the effects of a hallucinogen grenade (see page 136
“do noy affect you for 3 full 24 hours Then for 1d10 hours after the effects wear off, they enter 8

deep depression, unless another dose of obscura is taken




Bation Packs

ivod In the Imperium is packaged, processed and u\'u"\
unrecognisable a1 anything cdible

packs varies widely, from simple and poor Gt
pae starch (CS) rations and cultured algse up to fla
5 of grox meat and finest nutrislurry

pured

Recar

s @ popular

from crushed and

hot beverage, ma
vary from planet to
Rant such as caffeine as a

ed leaves. The composit
et, but most blends have
s agent.

Rorcur Booze

2l comes in many shapes and sizes throughout the

um, and most cultures are noted for at least one kind
vented liquid. Th

ws fespecially by travellers) is re

1-all term for these more basic

t booze.

SACRED MacHINE O

chine oil blessed by the Omnissiah is much sought afte
st
= 1o a weapon (2 Full 2
amming (see Chapter
page 196) for a number of sho
weapon is Jammed and th

properties when v-|‘l|< ed to machis

) it becomes immu
Playing the Game,
u'|u.|| to its clip size
n applied, it
urther effect.

-

oil is

mediately unjams, but

ScavcHT (Druc)

Mo know as onslaught, this drug heightens awareness
e improves reaction time, literally speeding up the user
St cawsing Fatigue and neural ge with profonged
sc. Taking a dose increases the wser's Agility Bonus and
cption Bonus by 3 for 2d10 minutes. Wt
Toughness or take a —20
Ity to Agility Tests and Perception Tests for 145 hours

v the drug

st Tes

= j1s course, the ws

Srook (Druc)

¥ drug can sugment and even produce short-term psychic
salizies in the user, If a character withour any Psy Rating takes
one of spook he must successflly
o gain 1d5 Insanity Points as his mind is filled with
ssions of the warp. On a success, the user gains a power from
Table 5-15: Random Psychic Powers—see descriptions in
Chapter VI: Psychic Powers. The power bsts for 1d5 hours
and the user manifesss the power—if he does not have the Focus
Fower skill—by making a Hard {~20) Willpower Test.

IF a character with a Psy Rating of 1 or more wses spook
they must make 3 Willpower Test. If they fa ey gain an
Snsanity Point and no further effects. If they pass they add 2
#0 all Power Rolls for the next hour. However, add +25 to
any rolls made on the Psychic Phenomena table (see Table
6-2: Psychic Phenomena, page 162),

1 horrible

Stimm (Druc)

Stimm is a powerful drug that works to mask pain and
drive fighters on when their bodies would otherwise
give up. A dose of stimm lsts 3d10 Rounds. During
this time a character ignores any negative
their CI eristics from Damage or Critical Damage
and cannot be Stunned. When the stimm wears off, the
character takes a

20 penalty to Strength, Toughness and
Agility Tests for ane hour,

TABLE 5-15: RANDOM PSYCHIC POWERS

Raoll Minor Power

01-02 Call Creatures

03-0% Call Item

06-08 Chameleon

0911 Déji vu

12-14 Diistort Vision

15-17 Dull Pain

18-20 Enhance Phenomens
21-23 Fearful Aura

24-26 Flash Bang

27-29 Float

30-32 Forget Me

33-35 Healer

36-38 Inflict Pain

39-41 Inspiring Aura

42-44 Enack

45-47 Lucky

48-50 Precognition

51-53 Psychic Stench
54-56 Resist Possession
57-59 Sense Presence
60-63 Spasm

6467 Spectral Hands
68-70 Staunch Bleeding
71-72 Time Skip

73-T4 Touch of Madness
75-77 Trick

TE-ED Usnieatieral Aim
Bl-82 Wall Walk

B3-84 Warp Howl

85-86 Weaken Veil

87-98 Weapon Jinx

89-90 White Noise

91-92 Wither

93-94 Roll twice, gaining both Powers
95-96 Pick any one Power
97-00 Gain 1 Insanity point and roll again
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TOOLS

DemMoLITION CHARGE

TABLE 5-16: TOOLS.

Name Cost  Availability
Auspex/Scannier 145 Scarce
Auto Quill 55

Combi-tool

Data-slate 2 Commen
Demalition Charge Scarce
Excruciator Kit 7 Very Rare
Glow-globe/ Lamp pack Abundant
Grapnel ] Common
Lascutter Average
Magnoculars Average
Manacles Plentifil
Micro-bead - 2 Average
Mulrikey Scarce
Pict Recorder Average
Psy-focus Rare
Sereamers . Scarce
Stumimers Average
WVox-caster Secarce
Writing Kit 4 Common

AUSPEX/SCANNER

fThese devices are used to detect energy emissions, motion
fand biological life signs. A character using an auspex gains
3 +20 bomus 1o Awareness Tests and may make a Tech-Use
Test to wse an auspex (o spot things not normally detectable
e human senses alone, such as invisible gases, nearby bio-
signs or ambient radiation. The standard range for an auspex
is 50m, though walls mose than 50cm thick and cerain
shielding materials can block the s

Avto QuiLL

These arcane-looking scribing devices allow the user to copy
text at an impressive rate with great accuracy. A character
with the Trade (Copyist) skill can use an auto quill to gain 2
+10 ro their Skill Tests.

Comsi-Toor

Commonly found in the hands of member of the Adeptus
Mechanicus, combi-tools are versatile if somewhat bizarre
mechanical devices. A character using a combi-tool gains a
+ 10 bormus 1o Tech-Use Tests.

DATA-SLATE

Diatt-slates are commonplace in the Imperium, as the primary
means of storing and reading printed text and other media such
as video or audio recordings. They are 5o cheap and casy 1o
make that many contain a single media recording, such as text,
and can only play that single file. Others can re-record new

A demol charge is a simple explosive device, comm
used for blowing open doors, breaching walls and destroy
bridges. The cost and weight for a demolition charge repres
1 kg of explosives, though it is possible to rig charges tog
thus increasing their destructive potential. When a demolis
charge explod
radius takes 3410 Explosive Damage phus an additions
points of Damage for every kilogram used. The blast radu
e is equal o the number of kilograms wsed tim

o5, anyone (or anything) caught within its b

metres. For sening and defusing explosives see the Demols
<kill in Chapter I11: Skills, page 101

Excruciator Kit

These devices are used in the questioning of captured eness
of the Imperium, or in revealing 1o those who have
ure of their sins. Each
g armay of blades, needles, chemicals, drugs, thers
prongs, nearal links and other 3 any explicator
need in his duties. A character with an excruciator kit

#20 bonus to all Inerrogation Tests

GLOW-GLOBE/LAMP PACK

A comameon source of light at night or in darkened areas, these has
devices can usally illuiminste an area 3 dozen o more me
diameter. A typical glow-globe or L pack lusts 145 hours bes
it nevds 1o be recharged or have its power cell replaced

GRAPNEL

Grapnels use a small lnmcher or gun to fire a hooked or ma
grapnel, connected to the launcher with a thin bur sirong
(100m). Once the grapnel ataches to the desired spor, s
as 3 rooftop, the user can manually dimb the line or active
powered winch, In a pinch they can also be used a5 2 crude (s
messy] projectile weapon (counting as a single-shot crossho

LASCUTTER

When 3 door (or more commonly a bulkhead) ca
opened nomally, o lascutter comes into play. Originally
by miners, these shor-range devices emit an intense
beam, which can kn rough hard, dense materials s
as rock, steel and even armour plate with relative case. As
general rule, 1 lascutter can cut theough, or weld shut, 10 ¢
of metal a Turn (this length of time can be adjusted up
down depending on the thickness of the material in quessic
Lascutters are too unwieldy 1o be used in combar,

MacNocULARS

These are powerful vision aids, which magnify diss
objects. More advanced, higher-quality magnoculars ¢
also do such things as give range read-outs, detect bes
sources, calculate target location pesitioning and take i
smapshots for later analysis




MANACLES

hunters and
ands of more

Tese are solid restraints often uwsed by boun
rcers, which can equally be found in the b
ous individuals for darker purposes.

Micro-BEAD

% sicro-bead or comm-bead s a shor
worn in the ear, good out to about o

a5 bad weather, dense terrain and intervening rock or

stasicel can greatly reduce this range, however

Murtikey

open most standard Imperial locks, the multikey is not

mddard item for most honest Img o the same
though, they are widely sought after by criminals and
disreputable elements. A character with a multikey gains

bonus 1o any Security Test when trying to open locks.

Pict RECORDER

recorders are relatively simple live-n
have by

ological tech-quests, weapons tests, alien interrogations
other possibly dangerous events

s their powers. A
bbe sacred bones, carved wytch st
as or crystals, When 3 Psyk
cation Test (see Chapter
& =10 bonus.

5, blessed
with a Psy-focus makes an

Skills, page 103) he gains

SCREAMERS

amers are proximity alarms that detect motion or sound
depending on the model) and alert their
Sangers by setting off a horrendous noise, To use a screamer,
ust succeed on a Tech-Use Test. The €
= secret S0 you are not sure of whether or not the device will
work properly. Once set, a screamer has a Perception of 75
Sor the purposes of detecting sounds or 1 ns. I it detects
& intruder, it sounds its alarm, which can be nywhere
st to one kilometre. Doors, walls and other barriers may
seduce the alarm's range.

to incoming

rolls this test

STUMMERS

The reverse of 3 screamer, summers

#o cancel our ambient sounds and noises made by moving
persanncl in a small area. A character carrying an active
summer gains 4 +30 bonus o Silent Move Tests. A stummer
fypically has enough power for 20 minutes of continuous use
Before peeding to be recharged (taking about one hour).

A wvox is @ simple communication device that can be used 1o
send signals over great distances, wp to and including ships in
orbit from a planct's surface. Using a vox to receive or transmit
signals requires a successful Ordinary (+10) Tech-Use Test.

Wrrting Kir

A writing kit contains papers, inks and quills




SERVICES

Services indicate those things that are often essential to an

Becauwse of the near limitless supply and variety of services

on offer, GMs anc encouraged to create prices for these things
¢ see fit. After all, the cost of a drink at a |

bar will vary from street-to-street, let

beyond. However

and categories below as a guide:

Accommodation: Ce

e hive-to-hi
s ay want to se the pric iilabilities
ring all manner of lodgings and
rented shelters, from the crude tavern rooms of a medieval
world to the glinering suites
Provisions: This includes any kind of
as foodstuffs and beverages.
Transportation: All manner of travel (thoug
be noted that transportation is «

igh spire.

wumables, such

it should
isidered

travel within a fixed local, such as a single wor
interplanetary or interstellar journeys),
The cost of a service, given in Throne
single night's accommodation or a sit
the case of wransportation, the GM is fr
dep £

TABLE 5-17: SERVICES
Type Cost
Accommadation

Availability

Low Grade (Hab Sleeper Capsule,

Grox Pen. Bilge Berth)

Mid Grade (Down Cell,

Single Lodge Room, Mid Cabin) 20
High Grade (Grand Hall Lodgings,
High Berth Quarters) 100

Plentiful
Common
Secarce

Provisions

Low Grade (Vermin Meat,
Hydro-Fungus, Silt Alc) Plentiful
Mid Grade (Proto Paste,

Side of Grox, Round of Amasec)
High Grade (Roasted Vex Worm,
Liquid of Amberic)

Common
Scarce

Transportation
Low Grade (Dust Dog,
Sub-level Conveyer, Silt Barge)
Mid Grade {Light Civ Ground
Vehicle, Atmospheric Flight) 20
High Grade (Low Orbi Flight,
Sedan Chair) 150

Plentiful

Common

Scarce

MEDICAL CARE

Acolytes are going o When
unfortunate event occurs they need someone to pate

up. GMs can use Table 5-18: Medical Care as a guid

get hurn, often badly

ftes se nedical a Ice.
Type: This indica
ranging fr

| of medical care on

MM POOF 10 £XC

It costs for a doctor 1o
al the character. For extended
cost per day, not including food

the goodness o
the price as »
Availabil

locking for

e hard to find and
lytes must ofien ¢
‘.I:ll\lc 5-3:

their vility (see Consequences

Effece: To work out the effects ol medical care

ant inform

TABLE 5-18: [TIEDICAL CARf
Effieet
Int 30,

Cost Availability

{fierl workd shaman) Ly AL Medicae skl

Average lrie 41,

{irained medic) Medicae skit

Good
(rratred doctor,
med-servitos)

Int 50,
Medicae skill +1:

Excellent Init 640,
Medicae shill +2(

Master Chirurges

{skilled physician) 500




CYBERNETICS

ntaly, nhar be mary shape i anew
rpt from the Mechanicus Rites of Bondy

sonic implants and cybernetic augmentation are a fact of
fife in the Imperium, They are blessings of the Machine
God, enabling damaged or discased parts of the body 1o
ced, improving on the abilities and powers of the human
d, in certain cases, extending life. There is a price 1o be
uch improvements, and this cost is measured not simply
=5 but, it can be argued, in humanity and even sanity.
anks 1o superstition and the uneven leve hnology
the Imperium, the sophisticasion and e of bionics
widely {25 does the reaction to those who di
Each differens kind of cybernetic grants the user
Serenit benefits (and sometimes penalties) depending on its
anship (see Craftsmanship, page 126). The exception
s is Best quality cybernetics that provide no additional
its beyond those of Good quality, but are more impressive
e construction and design. The cost and availability lissed
w represents Common cybernetics
mechadendrite cybemnetics ane considered 1o be of

wod craftsmanship unless otherwise noted

TABLE 5-19: CYBERMETICS
Name Cost  Availability
Bionic Arm Searce
nic Locomotion . Scarce
Bianic Respiratory System Rare
Auger Arrays f Rare
Ballistic Mechadendrite Adeprus
Mechanicus Only
Cortex Implants 5,000 y Rare
Cybernetic Senses 2,250 Rare
Manipalator Mechadendrite 500 Adeptis
Mechanicus Only
Medicae Mechadendrite 500 Adeptus
Mechanicus Only
nd Impulse Unit 750 Rare
Opsical Mechadendrite 400 Adeptus
Mechanicus Only
Unility Mechadendrite 500 Adeprus
Mechanicus Only

BIONIC REPLACEMENT
LIMBS AND BODY PARTS

Bionic replacement limbs are assumed to operate ar the
same level of strength and dexterity as the body they
are attached to (rather than risk ripping themselves out
of their host through overpressure), though their robust
construction does add +2 to the owner's Toughness Bonus
against hits scored to the particular location, Damage taken
to these locations counts towards Damage 1o the character,
and Critical Damage dealt to these locations function as
normal, However, any result that canses bleeding or some
other inappropriste result renders the bionic limb useless,
Critical Damage to a limb that results in death has the full
effect as it can be assumed that the limb explodes into
shrapnel, incinerates or discharges stored energy through
its owner with lethal effect.
Replacement and additional limbs (such as mecha-
dendrites) can only be used to perform tasks that the
dy knows how o do. So for example, a
character with a medicae m dendrite must have the
Medicae skill in order to rake advantage of the extra
abilities th
MNaote that bonuses and penalties relate only to rests
m the bic £ cha s that have two
blonic limk di s, but rather
they Pply the 4l hich Bionic

limb they

Bionic ArM

Common versions of these systems mirror the function of the
n arm and hand exactly, retaining strength, dexterity

and sense of wuch,

Poor versions half the awner's Agility score where matters
of fine dexterity are involved and Weapor i
Skill Tests take a 10 penalty when using the limb.

Good bionic arms provide a +10 bonus on Agility Tests
requining delicate manipulation (such as Sleight of Hand) and




Bionic LocoMoTioN
(Lecs, Hips, PELvis, ETC.)
Comman | L e spine |
and nervous system to finction property; l\l:uc models accomplish
this without any boss of fimction over the human norm. e
Poor versions halve the character's Movement Rates {round
up), and such characters that atempt 1o run must succeed on
an Agility Test or fall at the end of their movement.
Good versions of these systems grant the owner the Sprint
talent. In addition they add a +20 bonus to Athletics Tests
made to jump or leap

Bion1c RESPIRATORY SYSTEM

Commen bionic lungs and implanted respiratory syste
mimic the action of human lungs and keep the body suppls
with axygen. Such characters gain a +20 bonus to Tou
Tests made to resist airborne rowins and gas weapons
Poor blonic lungs offer the same benefits a$ the Common
system. However, they are raucously loud affaldy and characters
tae 5 ~20 penalty o all Slent Move checks. } generally poor
oxygen supply to the body means all pesis ving strenuous
phiysical activity are increased by one level of Difficulty.
Good bionic lungs count as a full life support system (thus
if for any reason the dser's own respiratory system fails,
his bionic lungs will keep his blood oxygenated), and their

presence may be unnati be if designed 1o be so.

PLANT SYSTEMS

What follows are some of the more widely used Bomic and
cybermetic implants desired 1o improve or salvage the human body:
Implants wsually serve to grant a luman some abslity they did pot
already possess, or mtegrate external devices into their bodies

AUGER ARRAYS

These are implanted devices duplicating the effects of special
sensors. In all cases thelr use requires concentration and a
Half Action,

Common systems function identically 1o a standard auspes
(see page 150)

Poor sysems possess only a sngle detection abilsry feither hea,
raddiation or electromagnietics) and only function within 20 metres.

Good systems function as a full auspex bat also allow re-
rolls on all Perception based Tests when using its functions.

BarrisTic MECHADENDRITE

This solid, should d mechadend, designed for self-
defence. This two metre limb is mounted with a sleek-Jooking
laspistol of Adepeiss Mechanicus design. This weapon counts as
a laspistel with the Compact upgrade._As 3 reaction, the,Tech-
Priest may use this mechadendrite as if it were his off-hand.
but suffers no penakies to hit. Note that this weapon has|no
optical targeting facilitics built in. You must have the appropriag
drite Use talent to operate this implant.

MhesaneHuRTE,

[Mansrnarce




CortEX IMPLANTS

These systems may be used to repair 3 severely damaged
brain, or seek to augment its abilities.

Common cortex implants are used to restore paralysed and
byrain-damaged individuals 1o some semblance of normaline
The best that can be managed by these systems is 3 permanent
loss of 1d 10 points from the character’s Weapon Skill, Ballistic
Skill, A Intelligence and Fellowship. In addition, such
characters gain 1410 Insanity Podnts,

Poor cortex implants restore brain function but destroy the
persomality and memories of the sbject, effectively making
them a servitor, and are obviousty unsuitable for characters.

Good comex implants are extremely rare even among the
Mechanicus, and their creation is an almost lost ant (therefore
they cost ten times the usual cost for a rare fem). They grant the
trait Unnatural Incelligence (% 2) (see page 332) and in addition
perform all the funcions of a cogitator system. However,
characters with this implant gain 1d10 Insaniry Poines.

CYBERNETIC SENSES
ring and even touch and raste may be duplicated
and more esoteric senses may be added.

Common systems, while usually very obviously artificial and often
enversized, naroge 1o more or less daplicate the approvimae buman
range of senses adequately and have no funther game effeces.

Poor cybernetic senses are troublesome and poor imitations

of the real thing (hearing may be roubled by static, vision i
glirch, endered in low-resolution monachrome, and sof

ohk-A character with this system takes a -20 pemalty to Tesis
made involving the cybernetic sense.

Good cybernetic senses grant the Helghtened Senses talent
for that particular sense, and a +20 bonus to Tests made to
resist attacks on the sense itself (deafening noises, Blinding
flashes and so on). Basic and advanced cyber-eyes may also
incorporate telescopic sights (counting as a telescopic sight
see page 142 for more details), a full photo-visor, and/or a
system allowing the Dark Sight trait {see page 329), Likewise,
Basic or advanced cybernetic hearing may also include an
internal micro-bead system. Each of these “exira” upgrades

counts as a separate implant for the purposes of cost.

MantPULATOR MECHADENDRITE

This powerful shoulder-mounted mechadendrite is designed
for heavy lifting and manipulation of industrial gear. Built of
fire-hardened ceramite and steel, this limb may extend 10 a
length of 1.5m. When using the arm, the character gains a
+20 bonus to Strength Tests. This limb is tipped with two
sets of gripping and crushing pincers. These may be locked
arcund a suitable anchor point as a Free Action to safely tether
the Tech-Priest to lifting gear, high gantries and so on. Finally
a character may use the manipulator a5 a chub. It counts as a
Primitive weapon that deals 1d5+2 Impact Damage.

The manipulator may not be used for any task requiring fine
manipulation {ryping on a key pad, handling delicate objects
doing up a zip and s0 on), You must have the appropriate
Mechadendrite Use talent 1o operate this implant

ARITIOURY

\Y




MEDICAE MECHADENDRITE Uttty MECHADENDRITE

This two-metre long, flexible limb is designed to provide  This two-metre long limb houses a variety of tools
medical and surgical assistance in the feld. It grants attachments designed to assisn a Tech-Priest in the course
a +10 bonus to Medicae Tests. The mechadendrite his holy d This mechadendrite counts as a combi-
houses six injector pistons, each of which may be filled  granting a +10 bonus 1o all Tech-Use rur\ The limb 2
with one dose of a drug. These must be supplied and  houses six injector pistons, each of which may be filled w
replaced separately. In addition to providing first aid, the  one dose of sacred machine oil. These must be supplied »
mechadendrite’s flesh staplers may be used 1o staunch n]ll\t‘. separately. In addition to this, the limb cont:
Blood Loss as a Half Action. A small chainscaly vt i which can gust incense f
attachment reduces the difficulty of limb amputation It aults. The censer generates o
to Challenging (+0). This blade may be used as “blast” of smoke every fifieen minutes. This may be emplo
improvised weapon, and on a hit it deals 145 Re in melee combat o distact and choke, imposing a -3 p
Damage, Finally, the medicae mechadendrite ma to Weapon §
used to gain a +10 bonus to Interrogation Tests. Thi: 3 fwo metre

hadendrite may be shoulder or num-mounted
You must have the appropriate Mechadendrite Use talent
1o operate this implant,

Minp Impurse Unir

These devices, also known as sense-links, allow the ov

1o directly interface with a machine or technological device
and see very widespread use among the Adeprus Mechanicus
who regard them as objocts of divine cammunion, A basic or
crude MIU rig involves a single spinal or cortex connect
while the advanced variant will also include wrist connector
probes (and possibly mechad

o the spinal plug.

Comman models impose no modifers t@ machine spir
jcommunication and add a +10 bonus 10 Te
or Drive Tests used in conjunction with devices capable of
MIU linking,

Poor MIU systems require a successful Willpower Test
to use and impose a —10 penalty 1o interact with machine
spirits

Good models grant a +10 bonus 1o commu
machine spirits, and with Tech-Use, Pil
Inquiry and Weapon Sk 2t when inte
systems

OrricAL MECHADENDRITE

This highly flexible, camera-studded

is designed ro assist in inspection and d
mechadendrite may extend to a length of three metres,
and can reduce its widith 1o pencil thickness 1t grants
a +10 bonus to all Perception-based 1

feed allows the user to examine surfaces at a microscopic

level and may also be used as a tel

mechadendrite is alse mounted with

and sensors. A character using the mechadendrite suffers
no penaltics due to darkness and gains a +20 bonus
to vision-based Perception Tests at night. Finally, the
mechadendrite is fireed 1 light that may be tinted a
variety of different colours, depending on the controller’s
whim. This mechadendrite may be shoulder or sternum-
mounted. You must have the appropriate Mechadendrire

se talent to operate this implant.
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CrHarTER VI:

SYCHIC

s if it were paper
wpared to the edge of mry

Inquisitor Kaede, Ordo Hereticus

TYPES OF PSYKER

There are many roles within the Imperium that utilse psyhes)
some way or another, Some of these rles are revered and
‘whilst others are reviled unterly, However people feel about psy
they musch 3 past of the vast Imperium of Man as the 1
Guard, the Administratum and even the Emperor Himself.

ASTROPATH

These psykers are capable of transmitting messages
Though frequently &
arriving o late, and occasionally lost all together, ¢

the vast distances of space.

peoplearct
Same fickle nam of fate or chance twist in the genome has
seen them join the growing mnks of peychic individuals
within the hunsn race. These payhers bbour under 2 beming and
he warp, the
cath the fabrc of nd

a curse. They have the rare slent to drw power f
hidelen d FChaos that hirks
shape it into all muanner of strnge and superranural effects Using sisch
poswer, howeve, pomes with 2 temible risk

Whether they know i or not, the mind of each psyker shines
brightly within the otherworldly dimension of the warp
immaterit
unspeakable beings, bungry predators that look upon such soul-
fires with great anticipation. The denimens of the immaterium
warp beasts, Dacmons and worse weak and
unprotected minds. An umwary peyker is easily attacked, consumed
br used as 3 gat

as it s abso known. This psychic realm is bos

find great sport

way from the warp to the physical reabm
i’ﬁ\'k“.m'ltﬁlrmwsf|nn| |n\'\{i|T\"|'n| wi

|l'||.lu.'.\ and refer to psykers by other
" or “the touched”. But in almost a
on all workds, they are feared for the darkness and chaos they cin

cases, and

bring dewn on those around
There are many that believe p
of all that hur

EprESent 4 gross perversion
s, and a constant reminder of e termibile pov
a5 the majority

hee com of countles

other lives. Those that can master psychic pawer, however, bevome

& prized, if somewhat dangerous, commeadity to the Imperium, The

Inquisition, especially, makes gr

fime with fire s it were.

se of prykers in rooting out the
enetties of mnkind, fig

“The dumpuron of Ma
Pryker bits fust begatn

done. Th

Heretic Thaylon Sal,

M anly spoke of it omce. He sy bein” pryker not 50
spime-divers. Spen

awnitin’ the dety when d'

I the worst happens,
prety the Peyksoma conditia
s mercy ble befre g s ervable car
e b v, url  whole odber fec
— Officer Training, Gunmetallicus 104",

peyehic are the best means the Imperium
of communicating across its enormous volume of domi
Astropaths are part of the Adeprus Astra Telepathica
Tuiting and rra;
Most astropaths are blind, a side effect of the agon

Imperial organisation dedicated 1o
psykers

Soul Binding ritual which forms part of their initiation

IMPERIAL PSYKERS

These payhers are individuals deemed strong enough to sery
Insperium without significa
serve in many parts of the
10 the Adeptus Asira Telepathica: from the Admindstrarum ¢
Imperis
governors. Imperial psykers often blend into their seconc
p skill. Clad & kish r'\'\:\ or seru

schalarly titles. o

dangers 1o others These p
pire of Man, nominally as v

linary. within merchant howses o even for phie

with surpri
aften apg

ranks of Administratum scribes. Th

their eldritch powers. Others serve within caneful

roles

(= nlunm of rlw \'I-cml 1 Pyykana may vary from soon
) yet the intent remains the s
ing dutifil psykers to serve the Inperium

sector or even planet to

NAVIGATORS

These unusual mutants have the ability 1o navigase the precar

tides of the warp with the aid of third eye that allows thers
terium

ties to the Imperial Navy, Rogu

houses. Mot so much an organisation a5 a series ¢

Eamilies, the MNavis Nobilise are closely watched by the

for every warp-capabl

vigator is sorely needed.

SACRIFICES

Black Ships of the Inquisition sweep up great fides
psyhers as they ply their way across the Imperium. The
majority of the psykers gathered in this way are found to be
weak and pliant in soul to stand against the corruption of ¢
warp. They are passed 1o the care of the Adeptus Astronos
This augrust body helps the Emperor maintain the Astrono
the grear psychic bescon of Terra, By burning the very s
their souls, the Astromonican’s marryrs power the Enpero)




uncany

such as strange luck with dice, “poln
ver be detected,

hunches and so on. These paykers

Throne, sending astral light flaring through the warp
or more Hkely they might become host to all manner of

ing a single fixed point, the Astronomican forms a
of warp travel, allowing Navigators to effectively
e thelr position. Perhaps
to the Emperor in
T this a

CATENT PSYKERS
Sewe ure some psykers that are unaware heir 3 5, n
from a primitive world ignorant of p e , and the agents of the Black Ships do not shy

e their powers might manifest in subtle away from hunting them down.
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SORCERERS the maddening touch of the warp and exhibit some contro
their gifts are then divided into groups and types, accord!
Some psyhers choose the path of damnation in their quest f er. their powers, raw ability and finesse. Some are soul bound
Heeding the whispered lure of Deemonic promises, they give tropaths. Others are sent out by the Adeptus 4
their souls in retumn for secret knowd maw power and master Teleps roles and to-study und

IA

s that man was not meant o know = payhens ¢
the Dark Gods s thelr lords and masters, making vile pacts 10
fumther their own deprived avarice. They are despised and feared

ASdi

for their unnatural practises and D The Inquisition
for they often act

9)

a5 doors through which [

DIH

UNTOUCHABLES

Untouchables are individuals who have no warp signature
‘They are not psykers, in fact they are ¢ ¢ the opposite.

per on psychic activity,
lessening or even compl : Untouchables,
like psykers, actually have difFi - h

few savants have actually been able to study them closely

AOd

to their extreme rarity, Their str
uncomfortable

often loners, eun

Sdd

o o7 branch of the Scholastia Psykana hasa
method for measuring psychic abdliry, Some grade the in

MEASURING on mw power; from :Iu.- flickering power of an Omicron ¢

wyker, to the workd sha awe of the Alpha :
PSYCHIC ABILITY s e oo hek i by e i g
whilsz others still rate the psyber on the level of training and f
they have attained. This rating might follow a sclemific s
i system, depend on mystical degrees of initiation, or use
Py ity is unknown  method in between. However it is measured, the psyker is ex;
1o Imperial scholars, thou ack of trying. Only to study the traditions, Disciplines, powers and obligations ¢
rare psyker i strong e N E 1 errible  Scholastia Peykana with the simas devotion.
d inherent in powmu g p
of the strongest: prykers still require a
tively utilise their abilities. In order

each peyber nioeds b h a reckoni

Assessing the ¢
imprecise art, The primary ¢
against predation and co Y g
have mary ways of measuring this peculiar I ’ f bility 1o .mp.md..-.r level of
from demanding years of devotional trainin y ; effi i ng i .M.uk o the
intuiting with a glance. Those deemed weak and pliable 2
granted the Emperor’s mercy, or sent o join the thi
martyrs on Holy Terra, Those who have the strength 1o resist

TABLE 6-1: SCHOLASTICA PSYKANA CALIXIS
Psy Rating Telekine Telepath/Diviner Biomancer

Grammati The Crimson Acon MNovice Camnate Ignis
Rhetorite The Golden Acon Novice Sanguis Canterite
Dilectate ‘The Silver Acon Movice Cognate Pyrist
Trigmestus The Hermetic Ason MNovice Tuitus Cinorator
Quadrivite The Silent Acan Movice Spirities Incandate
Iptissimus The Spectral Aeon Novice Tenchrae Crematist




USING PSYCHIC
ABILITIES

€ yow stare inte the warp, the wirp

Scholastica Psykana 1phum-|s

o use a Psychic Power, a Psyker directs his will into
the sea of the immaterium, pulling forth pow

from the warp to create an cffect in realspace. To

% the Psyker must make a Focus Power Action,
then make a Power Roll by rolli a number of
ap to their Psy Rating (typically 1-6) and adding
T \'|I|1p<>\nL( Bonus. Compare the total of the roll 1o
Power's Psychic Threshold (PT), IF this number equals
ds the PT, the power takes effect. Otherwise, the

ker has been unable 1o NECESSATY power, oF

been re

ips they | led by something in the warp

e power fails

"’
a .lv.u o 0 nlwr

o manifeir o pouer i g
Pouer Rolf rcrr(‘mpwm. Shkilly)
Note that & Pryber meed not o

af thar dice when

PsycHIC PHENOMENA

S

When a Psyker focuses their power they invite the very
essence of the warp into the real world causing such things
as frost 1o cover nearby surfaces, ghostly whispers 1o fill
the air and statues to weep tears of blood. These paychic

ER

PSYCHIC POW

disturbances are rarely dangerous (most of the tim
However, they do instantly alert others to the presence of the
Psyker and even harmless effects can cause the superstitious
citizens of the Imperium to flee in terror.

ExXAMPLE

Elyrit Yver is tryiug i conjure a Fire Bolt to mite ber foes
Ar she bas a Raring o
WP Bomus. Beliing the dice she scares @ 4 and an 9. Addrng
these ogerher and her WP B he scores o rotal af 16,
o manifest the power. Howeser, as she rolled an 9 she
st also roll an Table 6-2: Pyychic Phesomena. Rolltng on

e rolls fun dice and adds her

emal

the table she sorey 4 13, 8 1 she flings her fiery bolts,
 Grave Chill fills tbe afr arownd her

cven

VI

When a Psyker rolls zn 9 on any of the dice wsed 10 manifest
a power, they will imvoke Psychic Phenomena and must roll
on Table 6-2: Psychic Phenomena, page 162 once for
each 9 rolled, Psychic Phenomena can open the doorway to
darker things and can cawse a Psyker to conjure the Perils of S
the Warp

Note: 1t is possible to successfully manifest a power and
still eause Psychic Phenomena or Perils of the Warp.




TABLE 6=2: PSYCHIC PHENOMENA

Roll  Effeet

1-3  Dark Foreboding: A very faint brecze blows past the Psyker and those near him, and everyone pets the ee
feeling thar something unforunate has just happened somewhere in the galaxy.
3-5  Warp Echo: For a few seconds, voices and othe
6-8  Ethereal Stench: The air around the Psyker fills with
9-11  Mounting Parano

wises cause echoes regardless of
faint smell, which
: The Psyker gets an r blades
—14  Grave Chill: The temperatre drops sharply for a few seconds and a fine
within 3d10 metres of the Psyker

Unnatural Aura

ndings.

ch between his shou

ating of frost covers everything

vhied and restless.

All animals within 1d 100 metres become s

20 Memory Worm: All people within line of sight of the Psyker forges something trivial
21-23 Spoilage: Food goes off and drink 3 stabe in a radius of 5410 metres.
24-26 Haunting Breeze: Moderate winds whip up around the Psyker for a few seconds. blowing very light objec
abour within 3d10 metres
27-29 riel moment (effectively the of the round) it scems to everyone within 3d
metres of the Psyk ight has fallen. plun, the area into darkness.
W-32

Distorted Reflection: Mirroes break and other reflective surfaces distort of ripple within 5d 10 metres of the I',\'m.

13-35  Breath Leech: Everyone (inchuding the Pryker) become shom of b i

36-38 Daemonic Mask: For a flecting moment the Psyker takes on 3 Daemonic appearance .|||.1 gains a Fear Rat
of 1 for the remainder of the Round, but also gains | Cormption Point.

39-41 Unnatural Decay: All plants within 3d10 i

4244  Spectral Gale: Howling winds erupt around the Psyker, lifting him stightly into the air and forcing both
and anyone within 4d10 metres 1o make an Easy (+30) Agility Test or be knocked 1o the ground.

45-47 Bloody Tears: Bl e and wood within 3d10 metres of the Psyker. IF there are
of people or statucs in this radius, they ap ng blood

48-50 The Earth Protests: The ground suddenly shakes and everyone (including the Psyker) within a 5d10 metre
radius must make a Routine (+10) Agility Test or be knocked down.

51-53  Psy Disch
1d5 metres into the air

5-56  Warp Ghosts: Ghostly apparitions fill the air for 3d10 metres around the Pryker, flying around and howling
pain for a few brief moments. Everyone in the radius must make a WP Test or gain | Insanity Poine.

57-59 Falling Upwards: Everything within 2410 metres of th

as gravity bricfly disappears by

Banshee Howl: A deafening keening sounds out for a kilometre, shattering glass and forcing everyone in

area (including the Psyker) to make a Toughness Test or be deafened for 1d10 Rounds

63-65 The Furie: w 1o the gro
winds howl about within 6410 metres of him, lifting up light objects and forcing those in the ares to make
Agility Tests or be blown down.

66-68 Shadow of the Warp: For a split second the world changes in appearance and everyone within 14100 mesrs
has a glimpse at the heart of the warp. Everyone in the area (including the Psyker) must make a WP Test o
gain 1d5 Insaniry Podnis

69-T1  Tech Scorn: The machine spirits reject your unnatural ways All tech devices within 5410 metres malfunets
momentarily and all ranged weapons Jam {see Chapter VII: Playing the Game)

7274 Warp Madness: A violent ripple of discord causes all creatures within 2410 metres (with the exception of the
Psyker) 1o become Frenzied for a Round and gain a Corruption Point.

75+  Perilsof the Warp: Invoking the Psychic Power calls down 2 maclsiro
Perils of the Warp, page 163 and apply the results to the Psyker.

for a round and cannol

es of the Psyker wither and di

weeps from

any pices

ear 1o be or

ge: Static electr

ty fills the air for 6d 10 metres cawsing hair 1o stand on end, whil

¢ Pyker ri

1l 1o eart|

Payker {including him) rises 1410 metres into the

e falling to the ground a second or two

b
o
o

by unseen hands and thrashes about for a few moments as

W warp energy power, Roll on Table 6-3;




PERILS OF THE WARP has occurred, Psykers who have rolled 75 or mare on Table

6-2: Psychic Phenomena must immediately roll on Table

e warp is a dangerous and unpredictable entity and every  6-3: Perils of the Warp,
4 Psyker draws from it he risks insanity, death and ruin
a Peyker invokes Psychic Phenomena there is a chance In addition 1o any other effects, whenever a Psyker invokes
it might actually indicate thar something far, far worse  the Perils of the Warp he gains | Corruption Paint,

Roll
21-05

TABLE 6-3: PERILS OF THE WARP

Effect

The Gibbering: The Psyker screams in pain as uncontrolled warp energies surge through his unprotected mind
He must make 3 Willpower Test or gain 145 Insanity Points.

Warp Burn: A violent burst of eneryy from the warp smashes into the Psyker's mind, sending him reeling. He

is Sunned for 1d5 Rounds.

Psychic Concussion: With a crack of encrgy the Payker is knocked unconscious for 145 Rounds and everyone
within 3d 10 metres must make a Willpower Test or be Stunned for a Round.

Psy-Blast: There is an explosion of power and the Psyker is thtewn 1410 metres into the air, falling to the
ground (see page 210 for Falling Damage).

Soul Sear: Warp power courses through the Psyker's body, scorching his very soul. The Psyker cannot use any
powers for one hour and gains 5 Cormuption Paints

Locked In: The power cages the Pryher's mind in an ethereal prison, The Pryker falls to the ground in a ctaonic state.

Each Round thereafies, he muss spend a Full Action to Test Willpower. On a success, his mind is freed and resored 10 lis body,
Chronological Incontinence: Time warps around the Pay he character winks out of existence and
reappears in 1d10 Rounds {or one minute if you're using Narmative Time).

Psychic Mirror: The Psyker's power is tened upon him. Resolve the power's effects as normal but the power
targets the Psyker instead. Should the power be of benefir, it instead deals 1d10+5 Energy Damage to the Psyker
and the beneficial effect is cancelled. Armour offers the Psyker no protection against this Damape.

Warp Whispers: v voices of Daemons fill the air within 4d10 metres of the Psyker. Everyone in the
area {including the Psy a Hard {-20) Willpower Test or gain 1410 Corruption Points

Vice Versa: The Psyker's mind is thrown out of his body and into another nearby creatre or person,
The Psyker and a random being within 50 metres swap minds for 1d 10 Rounds. This may include fellow Acolytes,
or even enenry combatanes. Each creature retains its Weapon Skill, Ballistic Skill, Intelligence, Perception, Willpower,
and Fellowship during the swap, but gain the other Characteristics of the new body. Should either body be slain,
the effect immediately ends. Both beings are strangely revolted by the process and are unable to meet each other’s
gaze for some time afierwards Each gains 1d5 Insanity Points for the experience. If there are no
creatures within this range, the Psyker must make a Willpower Test or become catatonic for 1d5 Rounds whilst
his mind wanders the warp and gains 145 Insanity Points

Dark Summoning: A Lesser Daemon fsce Chapier X1I: Aliens, Heretics & Antagonists) pops into existence within
3410 metres of the Peyber for 1410 Roands or unil it & slain, It detests the Psyker and trains its anacks on the fool that
summoned it

Ethereal Storm: All sentient creatures {including the Psyker) within 1d100 mewes ke 1d10 Energy Damage
that ignores Armour,

Blood Rain: A psychic storm erupts, covering an area of 5410 metres. In addition to whipping winds and rining
Bload, amy Peychic Por used in the area automatically imvoke the Perils of the Warp for 1d5 Reunds

Catachysmic Blast: The Psyker's power everloads, arcing out in grest bolts of warp energy. Anyone within
2d10 metres of him (including the Psyker) takes 1d10+5 Energy Damage and all of the Psyker's clothing and gear
are destroyed, leaving him naked and smoking on the ground

Mass Possession: Daemons rvage the minds of eves g thing within 1d 100 metres for 2d 10 Rounds. Every
characier in the area must Test Willpower at the start of their Turm. A Filed Test indi hat the character

“Tumn fighting off the attack and counts 25 helpless. Characters et abso Fal the Test gain 145 Comuption Points

The Surly Bonds of Earth: Reality buckles and all gravity within 1d100 metres reverses for 1d10 Rounds.
creatures and unattended objects begin ro lift off the ground ar a rate of three metres per Round. At th

time, reality asserts iself and everything comes crashing dawn, likely dealing Damage to all those affected
Daemonhost: The Pryker must immedistcly pass a Very Hard {—30) Willpower Test or be posessed by a Ds

a Daemonhost! Create an Unbound Daemonhost (See Chapter XII: Aliens, Heretics & Antagonists) tha

attack. Ol the destruction of the Dacmoahost will fiee the Psyker {though he may die ampway iF bis body is desroyed in the
process). IF the Peyker does somehow nanage to survive this result, he automatically gains 4410 Cormuption Poines

Warp Feast: A rift in reality is torn open and the Psyker is sucked into the warp with a little burping noise. He
is.no more.
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A Psyker sometimes channels more warp energy than he requires
1o manifest a power. In most cases he bleeds off the excess into
the immaserium and it is lost. However, with some powers it s
into manifesting greater
effects. If a Psyker beats the power’s Prychic Theeshold by a
wertain amount he will gain exira effects, such as increased Range.
Damage or Duration, If a power has this ability, it is mentioned
in the entry along with the extra cffects of Overbloed

possible to fumnel this energy direc

SUSTAINING
PSYCHIC ABILITIES

There are a number of Psychic Powers that are worth “keeping
on” for an extended length of time. Powers that can be used in
such manner are referred to as being “sustamnable”, which is noted
1extended period

t Pykers can

in their entrics Sustaining a Psychic Power for
of time is very taxing and only the most pre
accomplish i, Every 10 Rounds a power is active, the Peyker
st make a Power Roll to mainsain it—just as i he were rolling
oo manifest it, Unlike 2 nosmal Power Redl, this is performed s
a Free Action at the start of the Psyker's Tem and connot invoke
cither Psychic Phenomena or the Perils of the Warp

USTAINING MULTIPLE POWERS

Pryker can sustain 2 single Psychic Power without much effor
|wc‘pm1\1ly activated. However, all Power Rolls the Psyker makes
while sustaining a single Psychic Power are reduced by 4. A Psyher
can sustain nudtiple powers, but all Power Rodls get progressively
meee difficult as he must expend more and moee of his power on
miaining the powers g y in effect. A Poyker sustaining rwo
powers redisces all Power Rolls by 8 while a Psyker sustaining
three powers reduces all Power Rolls by 16 1t is not possible 10
sustain more than four powers al eoce. These penalties o the
Power Roll also apply to sustaining powers already in effect,

Cumurative EFFecTs

Modifiers, Characteristic Bonuses, and other benefits generated
by Psychic Powers do not stack, If two powers provide the
same kind of bonus, such as an increase in Strength, then only
the highest applaes.

DETECTING
PSYCHIC POWERS

All Peyhers can, to a greater or lesser degree, feel the movements

of the immaterizm about them. They are very sensitive 1o the

warp's ebb and flow, ofien feeling when others of their itk

reach out to touch the psychic currems abour them. All Psykers

can Test Peyniscience when Psychic Powers are used in their

presence in arder to help determine the source {see Chapter
Skills, page 105 for details on this Skill).

IPSYCHIC
POWERS

“Poer Carrpts?”
Traditional meditation of the Scholastica Psykans

he remainder of this chapter presents an assortment of 8

most common Peychic Powers found in the Imp

These are certainly not all of the powers that mi
found, even within the specific Disciplines. The Imperiun
vast and strange place and nearly anything is possible

MINOR
PSYCHIC POWERS

While Psyhers may aspire 1o mastering the Psychic Discipline
the reality is that most never rise far above only being
manifest minor powers and effects This plethora of lesser

is collectively known as Minor Psychic Powers and ofte

the standard arsenal of most Psykers. Unlike the more pows
Disciplines, these powers are relatively easy to leam and e
Minor Peychic Powers can be purchased by spending Experienss
Poines on the relevent Tabents (see Chapter IV: Talents),

THE PSYCHIC
DISCIPLINES

There are a number of different groupings of psy
abilitics, which are referred to as Psychic Discipli
by the savants of the Imperium. Because each Psych
Discipline requires a certain type of training and we
discipline, it is easier by far for a Psyker to learn multiple
powers from one Discipline
Mastering a specific Psychic Discipline is considered 1
be a great milestone for a Psyker.

Biomancy: The art of sculpting flesh to conform
one's will.

Divination: The art of reading past, present and future &=
the shadows of the immaterium

Pyromancy: The ant of controlling heat and flame.

Telekinetics: The art of wanslating thought inte
physical force

Telepathy: The art of reading and controlling minds

en try to learn from anothes

DiscipLINg MASTERY

Onee you have learnt ten or more powers of a particulas
Discipline, you are said to have mastered it. Whes
manifesting any power within the Discipline reduce the
power'’s PT by 5. Those who have mastered a Discipline
are extraordinarily powerful, capable of manifesting
powers quickly and efficiently,




OWER FORMAT

gowers wse the following formar,

Sesshold: This is the amount of

esmulated encegy needed to manifest
wcus Time: This entry de

h of the Focus Power Action
Ered ro manifest the power.

Sestained: Yes or No IF yes, the

wer's effects remain in play for up

Rounds, Beyond this.

power o
Kilometres™

ws
If the power has
s for cxceeding the
it is listed here. Otherwise
absent.

MINOR POWERS

e Paychic Powers are tricks
w4 knacks that those with
ow of psychic ability can learn
are nothing compared to the
Disciplines, bur are wseful
snetheless.

Carr CREATURES

Threshold: 2
Focus Tim, Full Action
Sestained: No
I km radius

nded

seamures within mnge to fravel 1o
peur location, Creatures called depend
&8 the nature of the environment,
Sough the sorts of creatures called
sy include rats, ash stugs and other

Name Threshold

Call Creatures
Call ltem
Chameleon

Dristort Vision
Dull Pain
Fearful Aura
Flash Bang
Floar

Forget Me
Healer

Inspiring Aura
Knack

Lucky
Precognition
Psychic Stench
Resist Possession
Sense Presence
Spasm

Spectral Hands
Staunich Bleeding
Torch

Touch of Madness
Trick

Unnatural Aim
Wall Walk

Warp Howl
Weaken Veil
Weapon Jinx
White Noise
Wither

TABLE 6-4: [TINOR. PSYCHIC POWERS

Focus Time Sustain
Full Action
Half Aevion
Half Action
Half Action
Free Action

Full Action

F Action
Half Action
Half Action
Full Action
Half

Half Action
Half Action
Half Action
Half Action
Reaction

Half Acvion
Half’ Action
Full Action
Half Action
Half Action
Full Action
F Action
Action
Half Action
Full Action
Full Action
Full Action
Full Action
Full Action

ea, the power has
Under most circumstances,

h creatures appear after 2d10

minutes have passed. The creatures are

elled to serve the Psyker; they
pear and behave
their species.

Overbleed: For e

CarL Item
Threshold:

Focus Time:
Sustained:

Range: Unlimited
You summon a specially prepared frem
to instantly appear in your hand. To
prepare the objeet, you must spend one

hour in decp meditation, infusing the
object with your psychic impring, and
marking it with glyphs and runes The
ust be small and light enough
ne hand. You may only

d item at a time

CHAMELEON

Threshold: 7
Focus Time: Half Action
Sustained: Yes
Range: You
You cause reality to blur around
you, distorting your image and
allowing you to blend in with your
surroundings. You gain 4 +30 bonus
to Concealment Tests. In addition;
all opponenis using ranged weapons
to attack you suffer 3 —20 penlty to
their Ballistic Skill Tests.

RS
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Sd ‘1A

di AIHDA

SdIA

DEjA vu

Threshold: 8
Focus Time: Half Action
Sustained: No
Range: 30m
You create a brief memory loop in
the mind of the target, cawsing their
thoughis to slip back several seconds
in time, You must be able to see the
rarger and they must be within the
range of the power to be affected.
They are also permitted a Willpower
Test to resist its effects. If they fail to
resist, however, they must repeat the
same Action that they took last Round
in their next Turn, be it firlng 2 gun
at a target that is no longer there,
continuing 1o run from slain enemy,
or diving for cover from a grenade
that has already gone off. Any action
that would obviously be harmful to
the targer, such as running off a cliff,
automatically allows them to resist the
power,

Distort Vision

8
Free Action
No
You
With this power, you disappear and
your image reappears in another
space no more than 10 metres away,
Until the start of your next Turn, you
are effectively invisible 1o all other
creatures, defeating even  sensory
equipment. All artacks against you,
should your pesition be discovered
by means of a Psyniscience Test,
are Very Hard (-30). Creatures and
sensors that do not rely on sight are

not affected by this power

Duir Paix

Threshold: ]
Focus Time; Half Action
Sustained: No
Range: 10m
You can nullify the pain of any creature,
including yoursell, within Range. The
target of this power reduces their levels
of Fatigue by one step.

Overbleed: For cvery 5 points
Ly which you exceed the Threshold,
you remove an additional level of

FearruL Aura

Threshold: 1
Focus Time: Full Action
Sustained: Yes
Range: You
You twist reality in such 2 wary as 1o make
you appear more sinister and dangerows
You become the source of dread for anyone
who looks upon you. Whilst this power is
active, you have a Fear Rating of 2. See
Chapter VIII: The Game Master, page
232 for details on Fear Ratings

¢ 10 points by
which you exceed the Threshold, your
Fear Rating increases by 1

Frasu Banc

Threshold: &
Focis Time: Half Action
Sustained: No
Range: 20m
You creme a brighe flsh of light and 3
deafening bang, Anyone within Range must
succerd on a Routine (+20) Willpower Test
o become Sourned for | Round.

Overbleed: For every 10 poins by which
you exceed the Threshald, the Difficuly
worsens by one step, fom Rowtine (+20)
0 Ordinary (+ 10}, from Ordinary (+10) to
Challenging (+0), and so on.

Froar

Threshold:

Focus Time: Half Action
Sustained: Yes
Range: You
You focus your concemration and slowly
begin to lifi off the ground. You can oaly
move up and down while under the effects
of this power, and you cannot rise higher
than 5 metres. You can wse this power to
stop yourself from falling, but you must
sucoeed on a Difficulr (-10) Willpower
Test in addition to beating the PT.

Forcer MEe
Threshold: 6

Focus Time: Half Action
Sustained: No
Range: 10m
You become insantly forgemable 1o a
single creature within range. They can't
seem to recall having mer you before
this very instant and you effectively
suppress all memories of your previous

encounters. The target is entitled &
an Ordinary (+10) Willpower Test i
resist this power. Thelr memory retirss
after 1d10 minutes.

Overbleed: For every 5 poins b
which you exceed the Threshold, you mas
do any of the following: extend the effes
of this power to cither one additions
target. add an cara 1410 minotes 1o ge
duration, or worsen the Difficubty of fe
Willpower Test by one step

HEALER
Threshold: 7
Focus Time: Full Acties
Sustained:
Range: 10
You channel your power into a single
target 1o knir flesh and mend bones Yoo
may only use this power on a willing
target, including yourself, The targes o
this power remaves 1d5 poinis of Damags
{remeving Critical Darmage first),
Repeated uses of this power can be
dangerous, however, not 1o mentios
painful, and the person’s flsh rebel
against the intusion of warp energy. If &
person (inchuding the Pryker) is the subjess
of this power moce than once in 2 6 how
period, they must Test Toughness or e
1d3 points of Damage (with no reducties
for Toughness Bonus or Armour), rathe
than being healed




8

Half Action

Tes

100m

W8 cause a person o be wracked

filling their minds with
speakable pain. The target is en

e

power. On a failed Test,
ifers a —10 1o all their Tests as
Sy sruggle 10 control their pain
Overbleed: For every 10 points by
i the Threshold you
= extend the effects of this power 1o
Sect another target

i you exe

INSPIRING AURA

Whreshold: 6
Socus Time: Full Action
Sestained: Yes
Azage: You
& seem to glow with an inner light
those around you are filled
confidence. While this power is
all allies that can see you gain
bonus to Tests made to resist
d Pinning. They may also feel
mipelled to say nice things about
= Which is nice.

KNack
Threshold: 7
Socus Time: Half Action
Sestained: No
Ranpge: You
mp im0 your unconscious o
ssaken o deeper understanding of your
spabilities. Until the end of your next
Sun, you may gain a + 10 bonus o any
e non-combar Test. Afier this point,
sur enlightened mood fades.

Lucky

Threshold: 6
Focus Time: Half Action
Sestained: No
Range: You
% s said thar luck acts strangely
wound Psykers, no doubt in part
% powers like this one. When you
smanifest this power, any time before
#e end of your next Turn, you may
se-roll any one roll of your dice
Jacluding Damage rolls).

PRECOGNITION

Threshold: L]
Focus Time: Half Action
Sustained: Yes
Range: ol
You get a furzy picture of whar will
occur a few moments info the future, As
you draw nearer to the event, the picture
becomes clearer. For as long as this
power is active, you gain a + 10 bonus o
Dodge Tests and to Weapon Skill Tests
made to Parry incoming blows.

PsvcHic STENCH

Threshold: 5
Focus Time: Half Action
Sustained: Mo
Range: Touch
By momsentarily handlirng an ieem you imbuoe
i with an unnatuml peychic smell, Anyone
comang, within five mewres of the timed zem
will smell iz, regandless of barriers or other
smells presert, What a person smells when
amind an item affected by paychic sench
depends on what they find maost distaste

50 the amoma can vary greatly As the smell
only exists in a person’s mind, it will abo
affect creatures that do not have 3 sense
of smell or have had their sense of smell
impaired. Psychic stench remains in effect for
110 days, afier which time it disdpates.

REs1sT POSSESSION

Threshold: 6
Focus Time:
Sustained: No
Range: You
You create mental wards to shield your
mind from the malign denizens of the
warp. Any time in the next hour you
may re-roll any failed Test to resist
being possessed by a Daemon.

Reaction

SENSE PRESENCE
Threshold: 7

Focus Time: Half Action
Sustained: Tes
Range: 50m (see text)
Reaching out with your mind, you get a
vague inkling of other life forms within
range. You automatically detect all living
crestures in the area, Walls in excess of 1
metre thick block this power.

Overbleed: For every 5 points by which
you exceed the Threshold, you extend the
Range by an additional 10 metres

Srasm

Threshold: 7
Focus Time: Half Action
Sustained: No
Range: 50m
You cause a target’s muscles o
spasm. The target is entitled 1
Willpower Test to resist this power,
On a failure, the targer twitches in an
uncontrollable and possibly amusing
If the target is carrying any
ballistic weapon, the weapon goes
off —make a Ballistic Skill Test as
normal to hit the closest creature. In
addition, the rarger immediarely falls
to the ground and must use a Stand
Action to regain their feer.
Overbleed: For every 5 points by
which you exceed the Threshold, you
may either affect an additional target or
worsen the Difficulty of the Willpower
Test by one step.

SpecTrRAL HANDS

Threshold: 10
Focus Time: Full Action
Sustained: Noj
Range: 30m)
You create an invisible force that you
can use to manipulate any object
within 30 metres. The force has a
Strength Characteristic equal to your
Willpower. This power lasts until the
end of your next Turn. You can use it
to knock over objects, push buttons,
pull Tevers or do any number of other
things requiring force. You cannot
perform  any action that requires
precision, such as typing on a data-
slate, pulling the pin from another
creature’s grenade, pull a trigger, and
s0 on. In addition, Spectral Hands has
no effect on living targets.

StauncH BLEEDING

8

Half Action

No

10m

You cause yourself or another creamure

within Range to halt Blood Loss See

Chapter VII: Playing the Game,
page 211 for details on Blood Loss.

Overbleed: For cvery 5 points by

which you exceed the Threshold, you

may affect another target,

'ERS
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A Od

Sd

TorcH

Threshold: 5
Focus Time: Half Action
Sustained: Yes
Range: Yo
By buming the very swil of your
thoughis, you ereate a ball of glowing
psy-flame. The light cast by Torch is
equivalent to a glow-lamp. The flame
may issue from any point on your
body. The flame is roughly the size
of your palm, and pulses slightly in
time with your heartbeat, It may be
coloured according to your whim, The
light produces no heat

Overbleed: For every 10 points
by which you exceed the Thresheld
you may double or half the size of
the light or cause it to float up 1o
one metre from your body in any
direction.

ToucH oF MADNESS
Threshold: 1

Focus Time: Full Action

Sustained: No

100m

believe something that just isn't
true. The target is entitled 1o a
Willpower Test 1o resist this power
On a failed Test, the target must
roll 14100 and consult Table 8-6
Mental Traumas on page 235

Overbleed: For every 10 poins by
which you exceed the Threshold, you
affect an additional earger

TrICK

Threshold 5
Focus Time: Half Action
Sustained: Yes
Range: You
You subtly influence the fields of
probability flowing around you
making you especially good at
cheating at games of chance. If you
do not have the Gamble skill, you
gain it at two levels of mastery for as
long as the power is sustained. If you
have Gamble, you gain an additional
+20 bonus to Gamble Tesis I
you alecady have Skill Mastery in
Gamble, this power has no effect, as
ua are already thar good,

UnnaTURAL Aim

Threshold: 8
Focus Time: Half Action
Sustained: No
Range: You
You draw upon the power of the warp to
guide your aim. Before the end of your
next Turn, any ranged astacks you make
count as being made ar Point Blank
Range (+30 to hit)

WaLL WALk

Threshold: 8
Focus Time: Half Action
Sustained: Yes

ange: You
You bend gravity to your will. You negate all
penalties incurred by low- o high-gravity
worlds. In addition, you can walk on walls
e ceilings for as bong as this power s active:
You mewe actoss such surfaces at half your
nomal e You mes abo Tea Agility o
g0 beween a wall and ceiling and viee
versa, unkss you take a Full Action fo cse
yourself oo the new srface.

Ware HowL

8
Full Action
Sustained: No
Range: 50m
You send out a long, keening screech
throughout the warp that tears through
into reality in 4 cacophonous burst. This
power drowns out all sound within
Range for 1 Round
Overbleed: For every 5 paints by which
you exceed the Threshold, you extend the
Rarige by 10 metres

WeakeN VEIL

Threshold: 9
Focus Time: Full Action
Sustained: es
Range: 30m
You weaken the fibiic of space within 30
metres by dewing the immateriom doser
Amyone within Range that uses Psychic
Powers i a +2 boms on Power Rolk
Howover, = the vl between workds &
westhened, Pyehic Phenomena ocaur o the
moll of an 8, 9 or 10

Overbleed: For cvery 5 points by which
you exceed the Threshald, you extend the
Range by an additional 10 metre

WEAPON JINX

Threshold:
Focus Time:
Sustained:
Range:
You reach into nearby machines w
your mind to scramble their circuitry
mechanical devices within range ceas
to function for | Round. [n addite
you may Test Willpower to for
single weapon within mnge to jam
famimed weapon can be cleared 25 o
(see page 196). Note that the Ade
Mechanicus are especially Joathing of
this kind of slxlity and tend to take 2 vesy
dim view of Psykers that employ it
Ovesbleed: For every 5 points by whics
you exceed the Threshold, you extend the
Range of this power by 10 metres, or yoe
can affect an additional weapon,

WHiTE Noise

Threshaold:
Focus Time:
Sustained:
Range:
You fill the warp with staitic, fouling psycs
detection and making tech sensors les
reliable. While active, any Tests made &
detect your prsence, as well as dar of
anyone within range of you, wsing cithe:
psychic o pechnological means, ol
a5 Hard (-20). IF the means of detectioe
would not nanmally requine a Test, the we
must make an Ordinary (+10) Willpowes
Tist Py means, or an Cirdinarny
(+10) Tntelligence Test if they are using
technological means.

Overbleed: Foc every 5 paints by which
you exceed the Theeshold, you extend the
Range of this power by 10 metres

WiITHER
Threshold: L
Focus Tim Full Actine
Sustained: Ne
Range: 1d10m
You cawse a wvile wave of invisible
pestilence to emenge from your body
extending out to the Range of the powes
The wave withers all nomal plant life i
the arca in a matter of moments, leaving
the area barren and utterly dead.
Overbleed: For every 5 paints by whids
you exceed the Threshold, you extend the
Range of this power by 1410 metns.




PSYCHIC DISCIPLINES

sychic Discipline reflect o
most destructive powers known
chold, capable of such thing

he march of time itself

ng bic

B
g 1o theil

Socus Time: Half Action
tained: No
10m
ife force through
our body, causing
kle with livin
You may direct this ene
a  single

Willpower Bonus in Energy

Overbleed: For every 5 points by

ge of this power by
. For every 10 poines that
e Threshs

e of a differeni

Broon BorL
Threshold:

acus Time: Half Action

» ash, repairing torn fl

o-electrical encrgy wi

r wills. E

lities and allow him to

Sastained: Yes
Range: 10m
b a thytlnic crushing pesture, you
o an enemy's body, flexing their
les 1o accelerate their pube.
= continues until their Bood pressuse
hes lethal Jevels As you continue 10
your will, blood vessels begin 1o

, causing haemarthaging acn
S rarpet's body: Each Round finchsding
e Rounsd i which the power manifests),
e sy spend a Half Action to make an
Spposed Test, pimting your Willpower
sgemt your target’s Toughness I you
win the Test, your opponent takes anc
el of Fatigue phus onc kevel of Faigue
e degree of sacees, until he collapses

TABLE 6-5: BIOMANCY POWERS
Threshald Focus
Time

MName

Bio-lighmng
Blood Bed
Cellular Conmrol

Constrict

Half Action

Enhance Sersy
Hammeshand Full Aczlon
Regenenine

| Wounds
Shape Flesh
Toric Siphon

Full Aczion
Half Actian
Full Action
Half Action

Sustain

Ne

Yo

3 is truly a

Discipl

h in the blink of an eye

he flesh, learning to shape

1 souls. Most are viewed with no small

moonscions. Each level of  Fatigue
nd thase thae the arger can ke
5 Damnage fnstead. Should Damage

s target's Wounds, their heart and

For every 3 points by
u exceed the Threshald, you
1 +10 bonus on your Opposed

CEerturar CONTROL

Threshold:
Focus Timi
Sustained:

structure  and
n the meridians of your body
This power enables you to achieve
: of the following effects:
to all poisons.
s of

e a5 though wearing a v
m (though you sl
athe).
ach Round you sustain this power
you must succeed on a Toughness Test
On a failed Test, you take 145 poknts
of Damage, ignoring your Toughness
Bonus and  Army £ oair body
begins to break from the stra

Unlike  most
manifess this power mubiple times.

Each time, choose a different effect,

powers, you can

VI. PSYCHIC POWERS




CONSTRICT

Threshold: 13
Focus Time: Half Action
Sustained: No
Range: 10m
With 2 word, thoughs or gesture, you
can command the flesh of your target
to. sharply contract. The rtarger’s
windpipe choking  them
and cutting off their breath. They
begin to Suffocate, (See Suffocation
on page 210) Each Round, the
target must spend a Full Action to
Test Toughness. On a success, they
regain control over their body and
clear their windpipe. On a failure
they continee to suffocate. The
target is considered 1o be engaged in
Strenuois activity,

Overbleed: For every 10 poins
by which you exceed the Threshold,
the Difficulty of the Toughness Test
worsens by one step.

closes,

ENHANCED SENSES

10
Half Action
Yes
You
With a moment's thought, you force
your senses into (mpossible feass of
perception that can only be equalled
among humans by the biomechanically
augmented. When you manifest this
power, choase one of your five senses
You gain a +30 bonos o all Teses
made with this sense. The sense organ
involved becomes strained as you push
it past all normal human limits; the eyes
weep and grow hugely dilated, skin
flushes red. the nose drips mucus and
50 01
Overbleed: For every 5 poinis by
which you exceed the Threshold, you
may enhance an additional sense.

HAMMERHAND

Threshold: 15
Focus Time: Full Action
Sustained: Yes
Range: fou
Biomancers who have learned 10
channel the flerce power of the
warp into their limbs can eventually
master the art of letting the energy

the immaterium flow unhindered

through their body. phenomenally
increasing their fighting capabilities
Your body becomes a lethal engine,
capable of shredding flesh and
bone as if they were tissue paps
Such power comes at a cost though,
for there is no subtlety to the
Hammerhand. While this power is
in effect, your Strength Bonus s
multiplied by 4, and you gain the
Matural Weapon trait (see page
330) However, you can wicld no
weapon save for your bare hands
(not that you need anyl)

REGENERATE

Threshold: 23
Focus Time: Full Action
Sustained: Tes
Range: You
One of the pinnacles of a biomancer's
abilitles, this power allows you 1o
knit your flesh back together at a
phenomenal rate, letting you swifily
overcome any non-fatal injury. This
is a hard ability o master, bur the
rewards are greai—Regenerate can
eventually regrow loat
organs. Each Round this power is
you remove 1d5 points of
ritical Damage

limbs and

active
Damage (removing
first) and have all levels of Fatigue
removed, Once all Damage is removed,
you begin to regrow lost organs, limbs,
and so on, Limbs and organs replaced
by cybernetics do not regrow unless
the bienic is first removed.

SEAL WounDs

Threshold: (1]
Focus Time: Half Action
Sustained: No
Range: 10m
You focus your power to repair
your damaged flesh or that of any
character within Range. Ragged
wounds fuse and cuts vanish. Broken
bone knits together, and burnt skin
sloughs away as fresh tissue grows
beneath. The target of this power
removes 1dI0 points of Damage
plus an amount of Damage equal to
your Willpower Bonus. This power
can remove Critical Damage as well
as nermal Damage.

Overbleed: For every 5 points by
which you exceed the Threshold, you

may achieve any of the followis
extend the Range by 10 metres, trgs
an additional character within Rangs
or remove an addironal 1d10+WS
Damage from the targes.

Suare FLESH

Threshaold: =
Focus Time: Full Acties
Sustained: ¥
Range: Y=
Shape Flesh is the point whes
your flesh and will become
indistinguishable—the  goal o
many a biomancer. Shape
allows you to twist your phy
frame in nearly any way you
imagine. Each manifestation o
this power produces one of the
following effects:

= Gain any one of the follos
traits—Burrower (1), Crawler,
Sighu, Flier, Hoverer, Natural Am
(2}, Marural Weapans or Quadrups
These rralts. are  described &
Chapter XII: Aliens, Heretics &
Antagonists, page 329

* Assume the appearance of any o
creature. You may make Disguise Tess
as if you had the Disguise skill
at a +10 bonus. If you already b
the Skill, you gain an additional =
bonus.

« Gain Natural Weapons (His
Claws, and so on) to deal 1d10+58
Damage.,

Unlike most powers, you can manifes
this power multiple rimes. Each rime
choose 2 ditferent effect.

Toxic SipHON

Threshold:
Focus Time:

11
Half Actica
Sustained: Ne

Range: Touch (You)
You draw poisons from the flesh
This has the same effect a5 taking
a dose of de-tox (see Chapter Vi
Armoury, page 148 with the
exception that the target must lose o
Full Action as the toxin expels itself
from the body naturally,
Overbleed: For every 5 points by
which you exceed the Threshold., you
may draw poison from an additional
target, who must be touching you or
anather person being purged by you.




DIVINATION

wis seck to discern the hidden past and know the course of future events. Their abilities allow them to look into the

Smsaterium to find the answers they seek. Thei

ne, mainly due to use of the Emperor's Tarot

DiviNe SHOT

15

Free Action

No

You

g this power cnables you to

e near impossible ranged shots,
wwing you to strike virteally any
St you can perceive. You must
rate on a single fircarm

her missile weapon in your

s before casting your p

e into the warp to search down

¢ near-infinite paths of potential
trajectories. When you find
one you seek. you shoot, and
the target may
the artack cannot be avoided in
=y way. In effect, you autc ly
any one targer you can see
ess of Range. Only one shot
ly hits, even if

emi-auiomatic or automatic
All other shots require Tests

= normal

Dowsing

Threshold: 4]
Focus Time: Full Action
Saxtained: Yes
Range: You
¥ focusing his mind the diviner
an single out an object or person
wmewhere in his  immediate
wecinity, pushing aside  all
sther distractions unril he ean
snerringly find it. First the Psyker
must choose an item or person to
8¢ the subject of the power. This
&an be anything, but it must be
& specific item. So for instance,
the Psyker could say, I want 1o
know where the key to this lock
" but not T want to know where
4 key is". Likewise with a person,
the Peyker must have either seen
them before (possibly remotely
&1 in a pici) or know their name.
Simply trying to find the person

TABLE 6-6: DIVINATION POWERS

Name Theeshold ~ Focus  Sustain

Time
Divine Shot 15
Dowsing 1
Far Sight 17
Glimpse 18
Precognitive
Dodge

Free Action  No
Full Action  Yes
Full Action  Yes
Half Action  No

Free Action

Precognitive
Strike
Preternatural
Awarenes
Psychometry
Personal
Augrury

Soul Sight

Free Action

Half Action
Full Action

Full Action

art is horribly taxing, though, The warp lies heavy on diviners; many of them

sorose and sullen individuals. Insanity is common amongst their ranks. Divination is the most widely known Psychic

who murdered the governor, for
example, will not work.

Once the Psyker has chosen his
subject, he makes a Pysniscience
Test. The following factors madify
this roll:

* He is intimately familiar with
the subject (an object he has been
carrying for a long time or a person
he ws well): +10

* He has a portion of the subject
{a lock of a person’s hair, 2 stone
chip from a statuc): +5

* The subject is within 100m: +5

* The subject is over 500m away:
-10

* Subject is surrounded by others
of its kind (i.e. 2 person in 2 crowd,
a key in a draw full of ki

If the Psyker passes the Test, and
the subject is within a number of
Eilometres equal 1o or less than hi
Perception Bonus, then he will hay
some idea of its location depending
on how many degrees of success he
seored,

Degrees
of

Success Result

0 The rough direction of the
sdbject
The specific direction of the
subject and a roughly how far
awary it is
The specific direction of the
subject and exactly how Ear away
itis
A visual image of the currens
location of the subject a5 well as
knowledge of in which direction
and how far sway itis

As long as the Psyker sustains this
power he can ‘spend a Full Action
to gain updated information on the
location of the subject (the level of
this information remains dependant
on his original degrees of success).
Thus, a Psyker can follow a person
who is actively trying to evade them
for instance.

ERS

PSYCHIC POW




Far SicHT

Threshold: 17
Focus Time: Full Action
Sustained: Yes
Range: Thm/ Willpower Bonus
Some diviners are capable of opening
thefr inner eye 1o perceive evens thar
occur at places far away from them. Far
Sight may be used 10 make you aware of
a singhe space anywhere within Range
of this power. You need not be aware
of the destination; you mercly need 10
identifyy how f
your senses (for example “1 look two
kilometres to the west”), Should the point
you select be inside a solid object, such
a5 a wall, tree, oliff face or the Hhe, the
power simply fails. You may usc Far Sight
o cast your view inside buildings, bodies
of water, pockets of gas and so on withous
impediment.

Omnce you have cast your sight to a
particular place, you can sce up to the
normal range of your vision from a
specific point of view, You may change
your facing by 90-degrees by spending
a Half Action. Once you choose your
point, you may not select another. You
fmust wse the power again to select a
new point. Far Sight does not grant
any special forms of vision; if your
clairvoyant podnt is within a darkened
room and you cannot normally see in
darkness, you perce nothing  but
darkness. In addition, Sight does
not pick up sound {though if you have
the Lip Reading skill, you can use it to
work out what speakers are saying)

While under the effects of this power,
you are disoriented and cannot spend
maore than a Hall Action each Roand. In
addition, you take a —30 penalry o all
Tests

Overbleed: For every 10 poims by
which you cxceed the power's Threshold,
you can double the Range of this power.

way you need to cast

GLIMPSE
Threshold: 18

Focus Time: Half Action
Sustained: No
Range: You
You peer imo the funire, sensing the
manifold web  of different possible
patlways @nd potential cutcomes. Until
the end of your next Tum, you gain a + 30
bass o any single Skill Test.

PRECOGNITIVE STRIKE

Threshold: 17
Focus Time:
Sustained: No
Range: You
Like 3 spider on o web you are able 1o sense
disurbances to your immedise e
This. abdlity to read possible oucomes
lets you anticipate the mavement of your
opponenis. Until the end of your next
Turn, you gain a +20 bonus to all Weapon
Skill and Ballistic Skill Tests

Free Action

Precocnimive Dobce

Threshold: 8]
Focus Time: Free Action
Sustained: No
You
panipulate probability to your
own advantage. The threads of your
immediate fiture appear clearly in your
mind. You have the power to Dodge
projectiles. before they've been fired
When you manifest this power, you can
walk into combar with what appears
o be astounding grace (or incredible
luck), weaving your way through fields
of gunfire without a seratch. Until
end of your next Tumn, all Ballistic
Skill Tests made 1o hit you with ranged
weapons suffer 2 ~30 penalty.

PRETERNATURAL
AWARENESS
Thresh: 9
Half Action
Sustained: Tes
Range: You
Casting your perception
limited vessel of your bodily senses,

from the

you gain an unnatural awareness of
the world around you. Your eyes
roll white within their sockers and
your senses roam about you, 3t once
glancing above, behind, before and
sideways. You also gain impressions of
future events, granting you uncanny
accuracy in anticipating them, You gain
a +20 bonus on all Awareness Tests.
In addition, you add your Willpower
Baomnus to your Initiative count

Overbleed: For every 10 points
by which you exceed the power’s
Threshold, you may add your Willpower
bonus 1o your Initiative again.

PsyCHOMETRY

Threshold: 16,
Focus Tim, Full Action
Sustained: Yes.
Range: You {vee texth
Intense displays of emotion lenve &
prychic “residue” on objects and places
exposed to them. Similarky, anything thae
has been actively carried or used by an
individual for a bong time will evenmually
pick up similar psyehic impressions With
. you can read the psychie
traces that others leave behind, giving
you images direcily connected o the
place or object in question. These traces
aften take the form of sensory data. Fos
example, a diviner may taste the hot
blood-tang of murder, or smell the rank
sweat-stench of desperation,

this pows

You may usc this power in one of rwe
ways. First, you may use it to divine the
impressions of an object, of, second,
you may use it to divine psychic
impressions in an area. In the case of
the former, you must be handling the
object. In the case of the later, you
may divine any pertinent details tha
occurred within a number of metres
equal 1o your Willpower Bonus

The qualicy and nature of the
information  depends on how long
you sustain the power. You derive &
new piece of information for every tes
Rounds you spend handling an objecs
or conceritrating on an arca

Rounds  Result

10 Yousense the mos: recent strong
emation associated with  the
anca—love, hated, amesement
Fear and so on
‘Youl perceive the general features
of the person who expenianced
the emotion.
You get 3 clear image of the
features of the pemon whe
experienced the emotion.
You are able 1w identify the
person’s occupation {eg. Canes
and Bank).
“ou ane able to discern the name
of the person.
You discover an additional
fact abour the person =
determined by the GM.

Overbleed: For every 10 points by
which you exceed the power's Theeshold,




et the time required by half: i you
the PT by 10 points, you derive

W 20 poines, every 2 Rounds; and for 30
e every Round,

PERSONAL AUGURY

14

Full Action

No

Touch

Semonal Augury allows you to peer into

S e of a single, willing target. You

wam the querant of impending

gers, oppontunities and even divine

advice for your client. To begin

® augury, you chsp the hands of

wer client, and ask them to specifyy 4

c ance that they wish divined. This

a5 detailed as, "What terrors docs

®= headquarters of the Barbed Chalice

ar a5 vague as, "How can 1 please

Inquisitor?” The more precise the

. the more specific the reading

be. Once the question is established,

meiner and client spend the next

Samy minutes wsing his Psychic-foci

y be reading the Imperial Taror,

i runes, examining entrails, or any

t such ac. At the end of this time,

may make a Psyniscience Test 1o

securately sense the weave of the dient’s

fure. Each degree of success reveals
more information.

Degrees
of

Success Result

0 Doom: The diviner reocives
a symbolic waming of the
grestest penl or obsiacle faced
by the client with regards o the
question. This s a vague hing at
what is 1o come.
Malign Influences: The di-
viner gains inmition of the
client's doom, and a further
two negative influences that
the client will face.
Benign Factors; The diviner
pgains an additional impression
of the greatest advantage or
weapon the client has in their
possession.
Fate: The diviner is aware of all
of the previous effects, and may
ako offer a single senience of
mrystical adivice 1o the client.

SouL SiGHT

Threshold: 23
Focus Time: Full Action
Sustained: Yes
Range: You
Diviners are said to be able to read a
person’s shifting aura, the ghost self
they uncomsciously project into the
warp. From observing the nature of
this aura, they can learn many things
about a person’s emotions and feelings:
from their current emotions, to habirual
moods, to their levels of injury, and
even any addictions or madness they
may suffer from.

When this power is manifested, the
diviner may try 1o read the aura of any
person they can see as a Full Action.
This requires a successful Psyniscience
Test with each degree of success
granting him more information, The
diviner must manifes this power each
time he wishes to view an additional
person’s aura

of
Success Result

0 Hue. You focus on  the
dominant  colours in  the
target’s aura. This allows you
to detect the strongest three
emaotions they are currently
experiencing. Yoo are also able
to detect their race, and if they
have any Psychic Discipline
Powers (though not what they
are). From the brightness and
consistency of the aura, you
are also able o gain 2 rough
idea of the target’s physical
and mental health. This does
not tell you their exact Wounds
or Insanity Points, but rather
grants 2 loose  impression
(pood, poor, slighty weak,
and so on). Finally, you may
tell whether the target is an
Unteaichable.
Flow. You gain all the
impressions of the previous
resuli, and abo gain a
greater  understanding  of
their emotional state. You
can read all of the target’s
current feclings. You abso gain
an insight into the target's
nature  and  their  habinual

tides of sentiment (depressive,
misanthrope,  optimist  etc),
These  perceptions  grant
you +10 o all Fellowship
Tests made against the target
whilst this power Is active.
In addition to this, you can
sec undercurrents of emotion
caused by biological feedback,
such as hunger, desire, fatigue,
mtoxication and pain.  You
may determine the target’s
current Wounds and Fatigue
levels. Finally, i the rarget has
any Psychic Discipline Powers,
you may tell which Disciplines
these powers originate from
[though not which specific
powers these are).

Shape. You pgain all the
impressions of the previous
result, and gain a greater
understanding of the farget’s
longstanding  emotions and
emotional states. The aura’s
connection to the warp around
it reveals if the tanget has any
Corruption  Points  (though

not how many). Ripples in

the aura reveal the three major]
emotions experienced by the
target over the past twelve
howrs. You may determine the
target’s Insanity Points and
any madness or addictions
they are currently suffering
from. If the target has any
Psychic Disciplines, you may
infer their precise Psy Rating,
Pattern, You gain all the
impressions of the previous
resul, and gain 2 full
appreciation of the target’s
aura. You may determine
the exact Corruption Points
of the target. You may akso
detect if the targer has any
Minor  Psychic  Powers
(though not what they are),
Finally, you may rell if the
projected aura is genuine, or
has been produced by some
unnatural  means  (Psychic
Power, Daemonic  ability,
technological — means  etc)
Note that you cannot divine
what the target’s genuine
aura should be; only that it is
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JIAMAOd

ftimes the Psyk Pay

PYROMANCY

anis (those who are at liberty to discuss such
¢ Disciplines. Pyromancy is the art of cre
15 or pyrokinetics. Less charitable souls, and

Deemed by the majority of Imperial
common and the most limited of Ps
this discipline are known as pyron
receiving end of their abilities, frequently refer to them as “pyromaniacs™. Few indeed,
of a master pyrokinetic on the battlefield

Nate: Any Pyromancy power that inflicts Damage may also set the target on fire;
catching fire

Brinpinc Frasu

Threshold: 11
Focus Time: Half Action
Sustained:

Range:

You focus blazing menial energy
into a single point w

mind before releasing it all in

a burst of scaring bright light
blinding anyone who sees
and is within Rar
appropriate glare shiclding and
beings that don't have visual
Sensory organs are immunc. All
1 must mak:
lity Test or be bl
number of Rounds equal to 1410

nded for a

Rating
ally

Bl targets  automat
fail vision-based

speed

a -20 penalty on any

Tests,
at half norn
Test that
involves fighting, movement or
reactions. Note thar a Psyk 1y
accidentally blind himself with
this power (if he's very stupid).
Overbleed: For  cvery 10
points by which you exceed the
power's Threshold,
the Range by 4 merres.

you extend

TABLE &-7: PYRDIMANCY POWERS

MName Threshold ~ Focus  Sustain

Burning Fist Time

Threshold: Blinding Flash 11 Half Action No
Focus Time
Sustained:
Range:

With intense concentration, you
wreathe your hands in waves of
shimmering flame. Your unarmed
attacks deal 1410458 Energy
Damage. In  addition, your
unarmed strikes do not count
as having the Primitive special

quality.

Half Act Burning Fist 10 Half Action

Call Flame 8 Half Action
Douse Flames Half Action
Fire Bolt Half Action
Fire Storm Half Action
Holocaust Full Action
Incinerate Full Action
Seulpe Flame Half Action

Wall of Fire Full Action

matters, that is) to be both the mos

and controlling Are. Students of
some of those who've been on the
however, question the effectivenes

see page 210 for details of thing

CarL FLAME

Threshaol &
Focus Time: Half Action
Sustained: Ye
Range: Yos
One of the first powers commonly
learned i this discipline is
summon fire with thought Thi
allows you to conjure a small flam
nd intensity of &
burning torch) into your palm. The

{about the size

primary purpose of this power is ¢

1o attack 2

though it adds 2 p
o your unammed attack
makes them Energy attacks—b

it is used to st things alig

Pyrokinetic pn‘\
such as Sculpt Flame While thi
power s in effect, you cannot us
your hand for anything else beside

helding the fame

Dovse FLAMES

Threshold:
Focus Time Half Ae
Sustained: Te
Range: 5m * Willpower Bonus
It takes a potent mind to deny
natural tendency of fames 1o n
out of control. Douse Flames allows
you to instantly extinguish all fi
within range as well as interfere wi
i xsed weapons such as flame
m not to function for as
long as they are within Range of
power although their foel may sull
spray forth, depending on the design
of the weapon, Note that chemically
flammable  substances, such 2
promethium, that bumn continuously
once exposed 1o the air, burst back
into flame the moment the power's
effiect ends or as soon as the chemical
is brought outside of Range,
Overbleed: For every 5 points
by which you exceed the Threshold.
you extend the Range by 5 metres.

causing th




Fire Borr

Threshold: 11
Focus Ti Half Action
Sustained: No
Range: 100m
Sire Bolt allows you to create bolts
flame with your mind and hurl
Bem at your foes. The appearance
of these flames is up to you—for
example, searing white light or
green-black spheres of obscenity-
mouthing faces. You can direct the
Solt atany target you can see within
snge. Make 3 Challenging (+0)
Willpower Test to strike the target.
On a hit, the bolt deals [d10+5
Energy Damage.

Overbleed: For every 5 points by
which the Power Roll exceeds the
eshold, you generate an additional
Bale, which can be directed at any
s within Range. Test Willpower

each separate rarger.

FirE SToRM

Threshold: 16
Focus Time: Half Action
Sustained: Mo
Range: 50m
Fire Storm instantly creates an
fmtense conflagration about your
garget as the air itself ignites,
Burning all within to cinders, You
gan call @ Fire Storm anywhere
within range to 3 point you have
line of sight to. The Fire Storm has
2 & metre radius from the point (or
individual) targeted. The Fire Storm
deals 1d10+5 Energy Damage to all
ereatures and objects in the arca.

Overbleed: For every 5 points
by which you exceed the Threshold,
you deal an additional 1410 points
of Damage.

Horocaust

Threshold: 23
Focus Time: Full Action
Sustained: Yes
Range: 6m
A legendary ability that few
pyrokinetics are  strong  enough
o even wield, much less have the
courage to use. Holocaust calls forth
& raging whire-hot firestorm ignited
by the Psyker's own soul, The

flames of a Holocaust burn across
dimensions, affecting the entities of
the immaterium as well as material
beings, but the cost is high as the
psyker risks losing his own spirit to
the fury of the conflagration. The
fires of a Holocaust always bum
outward from you, dealing 1410
Energy Damage per point of your
Willpower Bonus to all creatures
and objects in the arca. This Damage
bypasses Toughness Bonus and
Armour. You take 1d10+1 Energy
Damage (ignoring Toughness Bonus
and armour) each Round that you
sustain this power. There i no
immunity to the fires of 3 Holocaust
and Warp Entities, as well as other
immaterial creatures, are burned as
readily as the fleshbound. Those slain
by Holocaust are killed forever.

INCINERATE

Threshold: 19
Facus Time: Full Actien
Sustained: Yes
Range: 10m
Incinerate allows you to generate
Intense heat as well as flame. By
psychically agitating the molecules
in a tightly focused area, you create
an effect even more d ing than

any of the following effects w
existing firc

= Double a fire’s area (assuming
there are combustibles) .

= Diminish a fire's area by half.

» Spread fire into a number of 1
metre squares in any direction equal
o your Willpower Bonus

* Create crude shapes thar
resemble  creatures, body parts,
people or abjects.

* Cause a fire to burst, requiring
all adjacent targets to. Test Agility,
catching fire should they fail the
Test.

* Cause a fire to spew smoke,
filling three times the area of the
fire (treat as fog)

Each Round you can choose a
new effect or apply the same effects
to the same sonrce of fire,

Overbleed: For every 5 points
by which you exceed the power’s
Threshold, you can manipulate fire
more efficiently. If you exceed the
PT by 5 points, you can create easily
recognisable images. If you exceed by
10 points, you can create near life-
like fgures, as if’ carved from Aame,

the distance
spreading fire: for every 5 points you
exceed the PT, the distance is double
Bonus; for di

a  melagun, However, Incinerate
fequires you fo concenirate on 3
single point, making it difficult 10
usE against non-stationary targers
Incinerate has a range of 10 metres
and deals 1d10+1 Energy Damage
Each Round, beyond the first, that
you use a Full Action concentrating
on the target (it must remain in Range
and in line of sight) this power deals
the Damage of the previous Round
plus 1. Damage caused by Incinerate
ignores both Armour and Toughness.

Scurer FLAME

Threshold: 13
Focus Time: Half Action
Sustained: Tes
Range: SmxWillpower Bonus
You control the shape of the fires
burning around youw. With this
power, you can intensify any flames
or shape them to assume any
appearance you desire. A successful
use of this power allows you 1o do

your Willp £
by 10 points the distance is four times
your Willpower Bonus and so on.

WaLL oF FIre

Threshald: 17
Focus Time: Full Action
Sustained: Tes
Range: G0m
A relatively blunt, but effective,
ability in the pyrokinetic's arsenal,
this power allows you to place an
immobile barrier of flame that
lingers for as long as you will i,
The wall is three metres high and
a metre thick and can be up to ten
metres long for every point of your
Willpower Bonus. You can place it
anywhere within Range and even
on top of foes, though they are
allowed an Easy (+20) Agility Test
to get out of the way. Foes crossing
the wall or failing the Test take
1410+5 Energy Damage {ignoring
Armour) and must Test Agility again
o catch on fire,
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which, while unp!

pallid, unfit and spoil: individual. In reality, Telekinetics often suffer intense mi

a result of focusing their powers
CATCH PROJECTILES

Threshold: 16
Focus Time: Reaction
Sustained: No
Imx Willpower Bonus
telekinetic

Range:
You
abilities 10
projectiles

works - against

can use your
catch
This  power

solid

incoming
only
projectiles

and so energy attacks get through

normally, Until the end of
Turn,
discount a number of hits

next you automatically
incoming missiles equal to your
Willpower Bonus, causing them ta
immediately stop and hang in the
air. When this po

fall harmlessly to the

ends, they
ground

"Threshold:
Focus Time:
Sustained:
Range:

You
unattended object from the

and fling it at a target

up to 5 kilograms per point
Willpower Bonus. You can throw
the object a
equal o your Willpower Bonus =3
To hit a target, Test Willpower. On

can  teleki ¥

per of metres

a success resobve the hit as if
Test was an attack. The object de:
1d10 Impact Damage plus | point
per 5 kilograms of weight
Overbleed: For every 5 points by
which you exceed the Threshold, you
may lift an additional 5 kilograms
per point of your Willpower Bonus

Force BARRAGE

Threshold: 21
Focus Time: Full Action
Sustained: Na
Range:  10m=Willpower Bonus
This power functions as Force Bolt

xoept you create one bolt per point

it to deal with, are fairly un

TELEKINETICS

The art of the Telekinetic Discipline is to translate mental energy o phy
d they readily break the laws of physics with their abilitics. Te

standable. In many pla

| force, Wielders of these powers are known as the

kine are notos

s for their forceful personalities

ces, there is 2 common image of the relekine as &

TABLE 6-8: TELEKINETIC POWERS

MName Threshold  Focus
Time
Carch

Profectiles

Reaction

Half Action
Force Barrage Full Action
Force Bolt Hall Action
Precision
Telekinesis

Half Action

Psychic Blade Half Action

Psychic Crush Hall Action
Push Half Action
Telekinesis Half Action

Telekinetic
Shield

Half Action

Sustain

ies
Ye:
Mo
No
e

Tes

aines, nose bleeds and high blood pressure &

of your Willpower Bonus. You ma
fire each bolt when you manifest th
power.

Overbleed: For every 5 poine
by which you exceed the power
Threshold,
additienal balt

you generate as

Force Borr

Threshold:

Focus Time: Half Actios
Sustained: N
Range:  10m=Willpower B
Use this power to hurl a bu

of tangible menexl force ar

opponent, Test Willpawer 1o hit ¢
If you s d, your artach
1d10 ot Damage
Damage per point of your Willpow
Bonus.

Overbleed: For every 5 p
by which you cxceed the pow
Threshold
point of Impact Damage

target.
deals

you deal 1 addi

PrECISION

TELEKINESIS
Threshold: 2
Focus Time: Half Action
Sustain: Ye
Range: 105
If Telekinesis is a sledgehammes
then Precision Telekinesis
a scalpel. This ability allow
to achieve far more subtl
15 with
At its most basic, this powes
can pull the pins on grenades
buttons, jog triggers
undo latches and direct small
projectiles 1o deadly effecs
Essentially, with this power, yos
can manipulate objects as if you
were physically handling them
In any situation where the rask
would call for a Characteristic
Test  you  substitute . yous
Willpower instead.

telekinetic force

press




Psycuic BLape

Threshold: 19
Focus Time: Half Action
Sastained: Yes
Range: You
4 phenomenally complicated ability
% masier, this power allows you to
ct your will as a blade of payel
. Because the blade is formed ul'
chic energy, it can be formed almost
mpossibly thin, as linle as a molecule
K. A Psychic Blade can thus shear
ough almost any phys
, and is capable of curr
2 forms of armour as if
made of cloth. The Psychic
deisa nrul-hr d.mp,rmm Weapon 1o

direc |(N|J.<In.|.| |||||Lvﬂlci
ce manifested, treat the mth..-

t (though it does
ee hand) that requires no Melee
ing to wse, bur ¢
ith the Psychic Blad
uses their Willpower
istic rather than Weapon
On a successful hit, the weapon
age, plus 2
age per point
In additio
ration equal to

wice your Willpower Bonus,

Psycuic CrusH

Threshold: 17
Focus Time: Half Action
Sastain:

Range:

can direct your Telekinetic pow

ctly against your opponents,
rapping them in bands of force that
comatrict and crush the life our of
them. Once manifested, you may use

Bis power against any (a
Range, Make an Urpnwd Test,
siting your Willpower againse your
spponent’s Tooghness. If you bear
yeir opponent, you deal 1d10 Impact
Bamage plus 1 per point of your
Willpower Bonus. For each degree
of success, you deal an additional 2
points of Damage.

Overbleed: For every 5 points
By which you exceed the power's
Threshold, you may extend the
Range by 10 metres.

within

PusH

Threshold: I3
Focus Time: Half Action
Sustained: No
Range: 10m
You gather a ball of telekinetic

and direct it against any
single target within range. Make
pitting your
Willpower against your target's

an Opposed Test,

beat your opponent,

o the ground. For

f success, you also
of Farigue.

ery 5 points

power's

y extend the Range

by 10 metres o n a

exceed  the

+10 bonus to
your Willpowe:

TELEKINESIS

Threshold: 11
Focus Time: HalF Action
Suseain: Yes
Range: 10m
Telekinesis s the ability to use
1l to move
ts around
objer

the st

1 does

TELEKINETIC SHIELD

Threshold: 21
Focus Time: Half Action
Sustained: Yes
Range: Tou
You erect a ficld of telckinetic energy
abour you, This field functions as a
force shield, granting 1 Armour Point
on every location in addition to any
other armoor you are wearing. By
spending a Full Action to activate this
Psychic Power, you may opt to cause the
Telekinetic Shield to vibrate at a colour
frequency of your choosing (golden
yellow, skull white, ice blue, and s0 on),
Note that whatever its hue, the shield

anly produces 3 gentle sh :

air. It is not opaque and cannot b

fyeur opponent’s line of sight.
Overbleed: For every 10 paints
¢ which you exceed the power's

Threshold, you increase the Armour

Point by 1

RS

PSYCHIC POWE

VI




A

SUAMOds IHIASH

The Discipline of Telepathy allows the practitione
to subtle perceptual effects, the telepath

towards misanthropic depression. All too easily they can &
human mind, leaving them under no flusions about the no

TELEPATHY

d thoughts wi

th bs

n's soul.

to completely shut out the constant low bevel chatter of other minds Conseq

people. Along side this constant brr
person's mind, they can often “catch” personality
selves entirely. becoming lirle more than a mirmor of those

son, telepaths face another peril as they pra

once were. Such telepaths are often given the mercy of mi

BEASTMASTER

Threshold: 13
Focus Time: Half Action
Sustain:
Range:
You may
thoughts to animals, becomin
able o perceive their eme
and establish a rud AL
of communication. The relative
simplicity of an animal's mind
allows you to dominate them.
Affected  animals must fol
your every command, W
you manifest this power, select
pne animal within Range. E.
ound you sustain the power,
Reaction to
give the animal 3 command. The
command must be simple, such
as “come”, “guard”, “flee”, “heel
“attack” and so on. The animal
follows the command to the best
of its ability. If the animal feels
threatened or is ordere
in a way that is not suited to its
nature, it may make a Willpower
Test 1o break your control. How
it acts if it succeeds depends on
your treatment of it

stretch  out

to act

CoOMPEL

Threshold: 17
Focus Time: Half Action
Sustain: Nao
Range: &m
One of the most direct of all
“psyker mind tricks”, Compel
allows you to force others into
briefly acting against their own
will. Compel is a highly versatile
power, useful for bath subtle and
blatant effects. When you manifest
this power, make an Opposed Test,

ing your Willpower against the

TABLE 6-: TELEPATHIC POWERS

Threshold Focus

Time

Name
Beastmaster Half Action
Compel Half Action
Dominate Half Action
Inspire Half Action
Mind Scan il Action
Projection Full Action
Paychic Shrick
See Me Mot
Telepathy

Terrify

Half Action
Half Action
Free Action

Half Action

Sustain

o contact and contral the minds of others. From outright mental domina
a whim. For all this power, telepaths nen
foetid overspill of thought and emotion that cozes fro
ey grow in skill, many welepaths are o

ny develop great los
their art. By immersing themselves in anothe
ven psychic corruption, Sometimes 3 telepath can lose thes
n. 4 tragic figure with dim mes

ing for crowds

ories of the individual the
m of servitor,

target's. IF you succeed, the t
must follew your command
natere of the command must

simple and must be able 1o be rak

include “flee”. “arack thar targ
“dance a fig", and so on. IF
command would result in a suic;
act, the targ a +20 bonus &
s W i

Overbleed: For every 10 po
by which you exceed the pow
Threshold, you
your Opposed W

in a + 10 bonus oo
power Test.

DOMINATE
Threshold:

Focus Time:
Sustain:
Range:
One of
telepathic abilities, you reach

Half Act

with your mind to seize control
another’s body. Make an ©)
Test, pitting your Willpower 1
target’s If you succeed,
control your target’s body
were a puppel. For as long as
power remains active, you may
up your Actions between yourself
and your target. For example, o
your Turn, you might spend a |
Action to fire your laspistol ar
Ork and then for your other Hal
Action, order your puppet to fire b
baolter at the Ork. The dominated
rarger uses jts own Characreristics
but takes 3 —10 penalty to all Tess
because it is controlled. Any action
that could be deemed as suicid:
grants the target 3 new Willpower
Test to try and break your hold
Overbleed: For every 10 points
by which you exceed the powers
Threshold, you gain a + 10 bonus on
your Opposed Willpower Test.
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InsPIRE

Threshold: 9
Focus Time: Half Action

tm

o bolster your comrades by subtly
P I.| wing images ol | gu—.n mm.u;_r and
emational

swillily

allowing [|||:|n [

ke off fears and doubts. A mumber

ets equal to your Willpower
5 immediately  over the

s of Pinning and Fe

vious 1o these effects for as le
they stay within Range and for as

a5 you sustain the power Such

ic propaganda is frequently used

sgst the Imperial Guard

Minp Scan

Threshold: 23
Focus Tim Extended Action
Sustain: No
Range: Touch
With this power, you can read a target's
d, probing whatever secrets are
iden therein, You must touch the
pet for this power 1o work, which,
wmless clever methods are employed,

sy Test

delve deeper into the ta
Should the target suce
that he has managed to thrust |hc
Psyker from his mind, and the Mind
n power ends.
h Round that Mind Scan is
ssfully maintained, the following
information is revealed
Round 1 (Conts
Information: The Psyker contacts
the tarpet's

mind, learning basic

information s as mood,

sical health, and

Round 2 (Surface Thoughis)
Information: The Psykerinves

the target’s min
the Payker, in
lies, a single location, object, event or
person which is significant 1o the targer
[such as a lover, personal hab block,
treasured heirloom or cult initation).
It is not apparent why the significant
thing is important ly the emotions
associated  with it The target's
Cormugtion Level is also apparent o
the Psyker.
Round 3 (She

Term Memory)

means you
Weapon Skill. If you manage to touch

full

the 1arget, you may emter a contest of

wills in order to picrce your target's

mental barriers and discover all sors of

mformation.

Mind Sean s a lengthy process,
extending over five Rounds. During
each of these Rounds the Psyker

The Psyker may rifle
through the target's memories over the
previous rwelve hours. and may uncover
significant  locations,
objects, events or persons. Again, it is
not apparent why the significant thing
is important—only the key emotions
associated with it. The Psyker may also
dredge up simple passwords and routine

two  further

£ a deep loathing for

another person’s
putrid pus of their

behaviours from the target’s mind
(e hab Block entry code, habitual
paths 10 work, bank ident numerals
or frequently used Skills, Talents and
Characteristics),
Round 4 (Subconscious)
Information: The Psyker may
gain detailed understanding of why
significant locations, objects, events
or persons hold imponance
and how they relate o

other, The t

target,

and persona
Psyker, as

Psyker is aware

sments in the targer’s life

{ ry. adolescence, coming
of age and 5o on)
Round 5 (Soul Baring)

Information: The Payker o
plunder the target’s mind at will. Any
information  contained  within  the
target’s psyche is there for the Psyker
to do with what he wishes.

The Psyker may attempt to scan his
target's mind covertly. In this case,
the Psyker must make an Opposed
Willpower Test at 10 penalty.
Should the Psyker succeed in o covert
scan, the target gains a faint sense of
uncase, but is unaware that his mind
is being probed,

If the Psyker does not attempt a
covert scan, the target is fully aware
that his psyche is under antack,
He may attempt to break physical
contact with the Psyker or even
strike out.
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ProjecTion

Threshold:
Focus Time:
Sustal
Range:
You can send out your disembon
mind and spirit, allowing you to
touch other minds from a geeat
distance away. You project a
self”, which you can shape 10 look
ike whatever choose. The
projection can wravel at great speed,
literally the speed of thoughe, but
it can also be vary dangerous as
creatures pative to the immarerivm
and other Psykers may be able
directly atack your mind. W
using Projection, you are completely
unaware of what is happening with
your physical body. This power lets
you communicate with any creature
you know well (such as a companion
or your Inquisiter), and is somewhere
within the same solar  system
Unwilling targets, or possibly thase
that do not look kindly at having
people invade their thoughts, may
make an Opposed Willpower Test
with the Psyker to force them back
into their bodies. Whilst using this
power, your body functions as if it
WETE UNCONSCious.

PsycHIC SHRIEK

Threshold: 18
Focus Time: Half Action
Sustain: No
Range: 10m
A voice's volume is limited to the

calities of vocal capacity and a

listener' y 10 hear. Minds have
no such limitations. With this power,
ath your will
a blast of scre

systems and  kno
targets un,

with
s

your Willpower Bonus
Overbleed: For every 10 points by
which you d the powe

you may extend the Range by 10 metres

See ME Not

Threshold: 14
Focus Time: Half Action
Yes
20m
You erase your presence from the minds
of others. This power i more than just
“mwisibility”; targets that this power has
been used successflly on liserally cannog
percrive you at all, While they may suspect
that someone else is present, they can only
react 1o the effects of what you do For
example, you could punch s guard while
wing See Me Not. The guard would
ko that he had been hit by “something™
and would certainly do his best o find the
source of the attack, in hopes of stopping
a second blow, but be would look “right
through you” while he was searching,
Upon manifesting this power, select
a number of targets within Range equal
to your Willpower Bonus. Each target
must succeed on o Willpower Test or
they can no longes sive you for as
long as you sustain the power, Lack of
perception means they cannot directly

attack you: they cannot see, hear, sme
of perceive you in any

Oddly. this power has no effect
creatures with an latelligence of 10 or I

Overbleed: For every 5 points
which you exceed the power’s Threshald
you may add anather target or impose

10 penalty on one Erget’s Willpowes
Test made to resist this power,

TELEPATHY
Threshold:

Focus Time:
Sustain:

Free Ac
Tkm/ Willpower Bo
i send your thoughis into the m

of those around you, You can choase &
send your mESsIge 1o one oF MR persar
in a select gro b individuals, which

sced sending’,
sughts to anyone wi

is known a5 a
Eransmit your
Range. an art known as “broadcasting”

TERRIFY

Threshold: 13
Focus Time: Half Action
Sustain: Mo
Range: &m
You dredge up a person's womm
nightmare and project it directly
into their mind, causing them to flee
screaming. You may affect a number
of targets within Range up to your
Willpower Bonus. Each targer muss
pass a Willpower Test or roll on the
Shock Table (see page 233),

Overbleed: For every 5 points
by which you cxceed the powers
Threshold. the target adds + 10 (o their
roll on the Shock Table.
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G‘AmE B s your Acolyte undertikes adveruses, explores srngs
emimnments and exposes villainy, he will engage in &8
manner of actions. Shooting a lasgun, scaling a cliff wall
“You bave been chasen to serve the God-Emperor of i avoiding the power sword of a heretic: these ane just 2 sample of the
with yowr very lives! Bur befiire you are even wordly typical soms of things your characer might Bace in his service 10 &
i vt your demise there are some things you need o ks . Inquisitor, While it might be sufficient to say that you can or cannes
Inquisitor Saffena Sengir, Ordo Xenos. achieve these things, Dasx Henesy uses a sysiem for resolving the

challenges macters must overcome during game play

[n the service of the Holy Inquisition. Acolytes are called The basic way of d ceess of failure is d.

A

upon to perform all manner of tasks, such as rooting out by what is called a “Test™. Whenever the action, task or effor
heretics, travelling through the warp and combating the  could have dramatic consequences—things that affect the
many foes of mankind. To achicve these things, characters  story, your character’s health and so on—you must take
need to draw upon all their skills and abilities. Having created  Test. To do so make 3 percentile dice roll. See Reading and
your character, this chaprer explores all the different sorts of  Roll the Dice on page 9 for more information on how
things your Acolyte might have to do in the service of the 1o do this. Now compare the result rolled to the Characterise
God-Emperor. that best describes the action you're attempting. IF you ol
lower than or equal to the Character you succeed, IF you

roll hi; than the Characteristic, you fail.

1H.L DONIAV 1

I the 100 roll is greater than the Chamcteristic, you fail.
If the d 100 roll is equal to or less than the Characteristic.
you sucoeed,

JIVH

SKILL TESTS

The most commen sors of Tests you have to take during play ae
Skill Tests. Every skill {see Chapter 111: Skills) is governed by s
particular Characteristic. For example, the Agility Characterisie
poverns the Dodge skill. Whenever you would use a Skill—ags
for any Action with dramatic consequences—you make a Sl
Test, making a percentile dice roll 25 described above.

EXAMPLE

Dinshe, a Viseran Graivadoman seith Agiliry 34, fighs a hive gamger
The umineabed beve svom mtkey o successfl arvack wirk bir fead
pipe: Dinse by the Dodgre skill, s be tries o get out of the uiy
Dinale’s player makes 4 Dodge T, rofling 42 on his percensile
dice. Since this i over Dinske’s Agility chanacterisuc, the ol fared
Guuratonan fGuils amd the garper’s wepan srikes bome,

Tou can semetimes make Skill Tests even when you do not
actially have the Wou can only make Skill Tests with
Skills you do not have if the Skill is a Basic Skill. Advanced
Skills require specialised training and experience. I you don's
have the Advanced Skill, you can't make the sttempt.

When making a Skill Test with a Basic Skill you do not
have, roll as normal, but halve the Characteristic {round uph

Many Talents (see Chapter 1V: Talents] can improve
your chances of success, as can Skill Mastery (see page




W8 Talented, for example, provides a +10 bonus on Skill
Tests made with any one Skill

ExXAMPLE

Nursing a masty fump an his bead, Dirke iries o bargain dosers

e price of & medi-kit from a local hive merchant, He docirt

Bave the Barter skill, but Barter it a Bavic Shill s be can

& try anyway. Drake har a Fellowship 34, bur be must

o because be doem’t have the thill, He m below or.

17 (34/2=13) to successfully haggle the price down

Dirske rolls & 15— ruccess! He bar mamaged to convince the
merchant to fower the price.

CHARACTERISTIC TESTS

Semetimes you may wans to do something that is not covered
% a5kl {using brute force to knock down a door, for example).
se cases, you make a Characteristic Test instead of a Skill

¢ GM determines the most appropriate Charactertstic

1 you're trying to do. Then roll a percentile dice and

s equal to or less than the Characteristic you succeed;
& the roll is greater than the Characteristic you fail.

_—

ExAMPLE

Kien, @ Dt Cult Asaraim, oot dcross o narrow goary bigh
abave ¢ spoe port m the driving rain. The ganiry i very narrow
nd extremely slippery, but with the Crimsun Alliamee  parrmut,
Krera £5 not grving to slacken ber pace. The GiM calls for an Agrliy
Test. Kiera's Aglity ir 17. She rofls the dice and geer ¢ 26, o

i safety croas the gamtry, deeving ber enermies bebund

TABLE 7-1: CHARACTERISTICS TESTS
Characteristic Example Tests
Make an aack with 3 melee weapon,
Make an aieack with a ranged weapan.
Bend bars, break down a door, push
over a Grox.
Resist poison or disease, wolerate temiperature
extremes, stive off hunger, resist mutation.
Determirie Initiative, maintain bakince on a
narmow surface, navigate treacherous termin.
Rezall an impostant detail, identify 3 Familiar
face, sobve a purzle
Motice a hidden enemy; locate a scret door,
gauge anather person’s attitude.
Resist a Psychic Power, tonmure or Fear
IMake a good impression, sedisce a target, get
“someone 1o do you 4 fvous.

Using CHARACTERISTICS

For everything not covered by Skills, you should always fall
back to Characteristic Tests. See Table 7-1: Characteristi
Tests for examples of typical Characteristics Teste

CHARACTERISTIC BONUSES

Except for Weapon Skill and Ballistic Skill, all Charcreristics
have an associated bonus The Characteristic Bonus is equal
to the tens digit of the Characteristic. For example, Jonas has
a 45 Toughness, so his Toughness Bonus is 4. Adriel has a 36
Perception, so her Perception Bonas is 3. Since these bonuses
are determined by the Characteristic, they may rise and fall
threaighaut the adventure. Should a Characteristic take a penalty,
that penalty likewise applies 1o the Characteristic Bonus

ExampLE

Dinske, uho's Toughnesr & 45, & nuffering from pocioning. and
therefre ttkes o —10) penslty o all Toughmess Tests. This mezns
ohat s Toughmess fimonones s if it & 35, Thus Dingke’s Toughness
Boms for e long a be rakes the penalty is reduced to 3.

Using Characteristic Bonuses

Characteristic Bonuses are used in a number of ways, Usially
they are added to a dice roll to give a modified result. For
example, to ascertain the Damage inflicted by a successful
attack with a club, you roll 1d10 and add your Strength
Bonus (1410+5B).

TABLE 7-2: CHARACTERISTIC BONUSES

Characteristic  Example Tests

Strengrth Bonus - Used 1o determine Damage from melee
attacks.

Toughness Used to restst Damage taken in combat

Agiliry Used to determine Initiative.

Used with Skills, the Medicae skill for

example,

Used with Skills, the Psyniscience skill

for example.

Used with Focus Power to manifest

Psychic Powers.

Used when interacting with people.

Intelligence
Perception
Willpower

Fellowship

GATII
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Sometimes you will be asked to add or subtract a number from 3
Characteristic Bonus before you apply it to 2 result. For example, to
ascertain the Damage infliceed by a successfisl | you
mll 1410 and add your Strengeh Bonus minus one | 14104581

In addition, Characteristic Bonuses can be used 10 break
ties—see Opposed Skill Tests for more details

DEGREES OF SUCCESS
AND FAILURE

For most tests, it is enough to know whether you s
petimes, however, it is useful to know how

su Fafled. This is partic

important with social skills like Charm and Inquiry, as

the GM a guideline 1o help determ

(NPC) artitudes and to portion out the

you succeeded, o how bad]

0
Measuring degrees of success and failure is straightforward

Comipare the result of your Test with your score. For each
full 10 points by which you exceed your Characterissic, 4
achieve one degree of success. Com for

paints by which you fail, you gain on

GM will ket you know if degrees of suceess or failure are
important for a particular Test

ExameLE

Fatber Forst is boasing, none two trurhfilty. of ber muccers dy
v Decenve i
bemeath hux

smiting mutanis. He maker @ Deceive 1

a Felloseship-tased shill, Fatber Horst mat
Fellowship Characteriatie to succenfiully comnee the drall-abéot
bt i ccromes were indleect “Tike the Impersal beroes of old” Horst
rolls 12 agatrest & Felbwuship of 44. Not anly does be succend, be
essty s warger bry 3 degroes of succers (4412 = 32, The Dnill
Abtots completely believe bir tale and docrde that, ax Hors s such
a berey b i bext emplyed ar the front line of 4 focal vur

EXTENDED TESTS

Some tasks are quite complicated and may rake extra time to
finish, In the:
than one successful Skill Tes 10 complete the task. This is

ed, the GM may decide that 3 mofe

known as an Extended Test. Generally, the Skill in question
will describe whether it requires an Extended Test though the
GM may adjust the time represented by each Test depending
on what is in fact being anempeed

OPPOSED SKILLTESTS

Sometimes you have 1o Test your Skill against that of an
opponent. This is known as an Opposed Skill Test, IF you
were trying to hide from a searching Guardsman, for example,
you would make a Concealment Test, while the Guardsman

Id make an Awareness Test. In these situations, both

partics make Skill Tests as normal. Whoever succeeds on the

Tess wins. If both participants succeed, the one with the

5 wins. IF the degrecs of success are the sam
Bonus wins out. And if this g

lowest dice roll wins

degrees of s
the higher Charac
results in a tie, then o
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ASSISTANCE

In some situations, multiple characters working topether have 3
Better chance of completing the task than if a character attempis
= alone. With the GM's permission, a charscter can assist another
wacter that’s taking a Test. When doing so, the character with
best chance 1o succeed rolls the dice. Each character assisting
reduces the Difficulty by one step. If the Test succeeds, the
character wha rolled the dice gains an extra degree of suceess

TABLE 7-3: TEST DAFFCULTY
Difficulty Test Modifier
Easy +30
Routine +20
Ordinary +10
Challenging +0
Difficult -10
Hard 20
Very Hard =30

I.mm ON ASSISTANCE

cters can assist each other in most tasks but there are limies:

* To assist, both characters must have the Skill being Tested

* The assisting character must be adjacent to the character
taking the Tess,

* You cannot assist on Reactions or Free Actions

* Vou mary o4 assist on Tests made to resist disease, poison, Fear,
hazards or anything else the GM deems inappropriate

* Mo more than two characters may attemgpt to assist another,

ExaMPLE

Hannahamd B fat oo, The GM doctres that

M () Search Tim o reyired] 30 Boniy decides 1o befy ”J
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THE ROLE
OF FATE

“There'fs o fite, but whar the Emperor makes”
Catechism of the Founding, Gunmetallicus 104%,

layer Chamcters begin play with a number of Fate
Points The number of Fate Points 3 character receives is
during character creation. Fase Poines are what

separates Acolytes from the ordinary people of the Imperium. PCs
S destinies and the Emperor has marked them for greater things
While their ulimate fate is a mysiery, with no guarantees that it will
e glorious, enriching or pleasant, they are 3 cut above the rest

USING FATE POINTS

Fate Paints allow you to turn luck to your advantage, hitting
with that belter shot when you would have otherwise missed,
or cracking the security code on a door just in time 1o make
a hasty escape. Using these twists of fate, you can make a few
mare risks, which makes the game Faster and far more exciting
than would otherwise be the case.

That said, you have a limited pool of Fate Points and
whenever you spend a Fate Point, you reduce your pool by
ane, 50 choose wisely. Fate Points are restored at the start
Spending a Fate Point allows a
llowing things:

of the next gaming
character 1o do one of the

* Re-roll any one failed Test. The results of the re-roll

aving rolled a 10 for their Initiative
xtra degree of success to a Test
Iy recover 1d5 Wounds.
Recover from being Stunned

BURNING FATE

Sometimes 3 re-roll or an extra degree of success s not going
te be enough to save a character’s life. In these instances, the
character may choose to burn a Fate Point and permanently
reduce their Fate Points by 1. The result is that the character
survives whatever it was thar would have killed him, but
only just. So for example, if the character was shot with a
lascannon and suffered a Critical Hir thar would have killed
him, instead he will only be horribly wounded, hideously
burnt and rendered unconscious on 0 Wounds. In more

uch as being trapped on a space ship
plosion, it is up to the player and the

extreme ciroun
during a warp driv
o work out racter makes his escape.

ate Point even
te Points for that gaming session.

he start of the next session, when your

you have

s are restored, you will have 1 less Fate Point

GAINING ADDITIONAL
FATE POINTS

Since Fate Poines are an expendable resource, you may be reluctane
to bum them for fear of never gaining more, However, a5 your
characier undenakes adventures, he may gin additional Fate
Poines to replenish those that have been bumt away: Your GM mey
grant Fate Poings for particular acs of heroism, cunning or good
moleplaying See Chapter VIII: The Game Master for details

T
Hi EMPOnoR.




[NVESTIGATION

“Wisdam i the begimutng of fear.”
~ Ordos Hereticus maxim,

nather key element of Dusx Henest games is, of course,
investigation. Crver the course of an adventure, you are
likely to spend a fair amount of time pouring through
dusty librares, searching through forbidden texts or chasting with
the locals 1o uncover the hersy you scek. Chapter Ul: Skills
woffers a number of Investigation skilly, such a5 Inquiry, Scholastic
Lose, Forbidden Loee and 5o o, 10 help you through this process.

USING INVESTIGATION
SKILLS

In many cases, clues come as a result of achieving certain
objectives in the game. You might travel to another plar
to search through ancient xenos muins, before heading on
to a hive-city 10 find someone who knows a bit about what
you found, only to head back to a shrine world to find the
cormupted priest who heads up a cult to the Dark Powers. All
of these instances can result from knowing where to look,
you find the informati
ed to roll up

who to talk to, and where 1o go once
you seck. Sometimes, though, you may

leeves and do some digging to discover the wruth. Exam

[ investigation could be to find out the
forbidden planet, to learn more information ab
1o research a particularly famous fgure in the history of the

Imperium, Luckily, all Investigation skills work the same w

All Investigation tests require @ chamcter 1o have
an Ivestigation skill The Difficulty of the Test depends on its
complexity, which also determines the base time it should mhe
o uncover the information sought. A success on the Test allows
you to rell 1d10 and add the appropriate Characteristic Bonus (2
determined by the Characteristic used for the Test) and subtrac
this value in hoars from the time i takes o uncover the
soughe. A failed Test indicates no progress gained. Failing by three
or more degrees indicates a setback, adding 1410 houss to the
toeal time required he Test. Failing by five or more degrees
means that your investigation comes 1o a complete hale and that
the nformation’s complexity increases by two steps. Once you
reduce the time to 0 or less, you get the
the subject you're investigating,

ac0ess 10

formation

formation on

Table 7-4: Investigation Benchmarks offers a selection o
example Difficultics, times and Actions based on secrecy As wiss
many other Tests, you may benefit fom assistance from other Playes
Characiers subject to the sime limitations described under Assimans
see Assistance, page 184)

Investigation should never be used to replace roleplaying o
participating in adventures, but rather 1o augment roleplaying
and assist in arriving at the faces matter.

ConmBAT
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battle can only improve your chances of survival,

ROUNDS, TURNS & TIME

g D
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TABLE 7-4: INVESTIGATION BENCHMARKS
Complexity Difficulry Modifier
Simple Easy +30
Basic Routine +20
Drudging Ordinary

Taxing Challenging

Arduous Difficult

Iivolved Hard

Labyrinthine Very Hard

Example Time

Discovering marketplace gossip 1 hour
Finding a general’s major victories & hours
Finding a general’s service record 24 hours
Identifying an obscure poison 72 hours
Tracing the origin of a machine spirit 14 days
Translating an entire book 1 month
Caraloguing a datacrype 1d5 years




When playing in such detailed moments of time, the
B must slice the action up into Rounds and Tums. A
Wewnd is approxtmately five seconds of Action. During a
Weend, participants in the encounter each have a Turn o

= Each character's Turn overlaps slightly. so Actions are
Wsost simultancous within the Round, Combat is the most
ss=mon time that players will encounter detailed time or
embat Time”, but is by no means the only circumstance
Were Rounds and Turns are used. See Movement on
@age 212 for more details.

COMBAT OVERVIEW

Bt character, including NPCs, takes a Tum within the
Bewnd. It is therefore necessary 1o determine the erder in
Wch Actions are taken, When combat begins, follow these
#== o determine what happens.

Ster ONE: SURPRISE

When beginning a combat, the GM determines if any of
e combatants are Surprised. This only affects the first
Weund and isn't always necessary even then, Surprised
seebatants bose their Turn on the first Round of combat.

ey are caught unawares and their opponents get a full
Sound's “drop” on them. If no one is Surprised, then move
smmediately onto Step Two

Ster Two: RoLr INITIATIVE

As the start of the first Round, cach combatant must roll f
Ssriative, Each combatant rolls 1d10 and adds his Agil
Sonus (the tens digit of his Agility characteristic). The result
wi the roll applies for all successive Rounds in the combat

Step THREE: DErerMive Inmmianve ORDER

GM ranks all the Initative rolls, inclading those of the
NPCs and creatures, from highest to lowest. This is the order
#hat characters will act in during each Reund of combat

Ster Four: CHARACTERS Take TuRNs

Starting with the participant with the highest Initiative mll,
gach character takes a Turn. During his Turn, a character can
perform one or more Actions. Once a character has finished
R Actions, the next participant takes a Turn and so on.

Ster Five: Rouno Exps

Dnce each participant has taken a Turn, the Round is over

Step S1x: REpEAT STEPS FOUR AND

E1ve As NEEDED

Continue to play successive Rounds until the combat is

complete or until you finished whatever it is that iriggered
| the switch from Narrative Time to Combat Time.

SURPRISE

Surprise only affects the first Round of combat. It is
up to the GM to decide if any of the combatants are
Surprised, Ultimately, this comes down to a judgement
call on the GM's part, based en the circumstances and
the Actions of the various combatants leading op to
the encounter. The GM should take the following into
account when determining Surprise:

= 1s anyone hiding? Successful use of the Concealment shill
before the combat may mean that some combatants are
hidden. Extremely wary characters may oppse this with
a Perception Test

= Is anyone sneaky? Successful use of the Silemt Move
skill may have pasitioned some characters for an
ambush. Again, wary opponents may oppose this with
a Perception Test.

» Are there any unusual circumstances that would mask
the approach of attackers? This can cover nearly
anything, from pouring rain 1o whining engines to
nearby explosions,

* Are there any distractions? It's possible that something
quite distracting is going on. A cultist's antention may be
30 fixated on the sermon of his confessor that he doesn’t
notice his attackers approaching,

Bearing all of this in mind, the GM must decide which
combatants are Surprised. Whilst it's often the case thatd
one entire side or the other is Surprised, there can bes
individual exceptions. For example, mutants may easily
Surprise a unit of green Guardsmen, but not their keen-
eyed commissar

If no one is Surprised, proceed with the combat as
nor 5 ed characters lose their Turn in the frst
Round. They can do nothing except stand dumbfounded
whilst their opponents fail upon them, with the attackers
gaining + 30 to hit during the first Round of combat only
After the first Round, Surprised characters recover their
wits and can act normally.

EXAMPLE

Hawing dealt with ore gronp of cultists, Mordechar and
Drake continue on their mission anly to fall foul of an
ambush iy more members of the Barbed Chalice. The
combar begins when the cultises astemps o shoot ther
autoguns at the Acolytes from concealed positions. The
GM decides thar Mordechar and Drake are Surprised.
The cultists aim and shoot at the unlwcky Acolyees, Since
they are Surprised, Mordechai and Drake do nor get o
chance to got. Once the cultists bave taken rheir shars
the Surprise Round enids. The GM starts af the top of the
Initiative order for Rewnd rwo and the combar proceeds
as normal.
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NITIATIVE

Instistive: determines the oeder in which participants act during
each Round. To determine Initiative, roll 1d10 and add the result
10 the character or MPCs Agility Bonus. Maturally, the GM mlls
the Initiarive of any NPCs 2 TeAtres prese

GMs can make one Initiative roll for each group of like
characters. For example, if there are three gangers in the
combat, all of which have the same Characteristics, it isn't
necessary to roll Initiative scparately each ganger. One
roll will do for all of them and theyl act at the same time in
the Initlative order.

ExamPLE

Mardechar, an Arbitrator with AB of 3 {the tens digit from
s Agiliry of 35), rolls for Initiarive when bis group is
attacked by three cultines of the Barbed Chalice, He rolls
& am & 410, 50 bis Initiative for this combat is 9 (64 3), His
companion, Dirake, gets an 8 and the cultises 7. 5o, Mordechar
Jgoes first, followed by Dinake, and then by the cultists,
yone has relled, the GM makes a |

each character o creature in order, from

Once eves nd places
hest to lowest,
This & the order the combatants act in each Round, until the
combat is over

If more than one character has the same Initiative, they act
in order from the highest Agility to the lowest. If they also
thave the same Agility then each should roll a die, with the
‘highest going first

Most combats last for multiple Rounds. You only need 10
determine Initiative at the start of the fight, however. Once
the Initiative order has been established, it remains the same
from Round to Round, If new combatants join in the midst
of the encounter, simply roll Initiative for them and add them
to the order

EXAMPLE

The combar has been raging far three Rounds wow and one
of the cultits a been slain. Alerted by the wofse 4 corrups
reer arvives v aid the cultists, so the GM rolly Inftiarive

d gets a 7. The enforeer bhas 25 Agil g bim an A of

2}, 1 be goes after Mordechar (Imitiative rolf of 7 plus Agiliey

Banus of 2=Initiative of 9), I the new Round, the revised
Initigitve order is Mardechas (9), enforcer (9), Drake (8], and
fimally the rwe remaseng ewlesses (7).

ACTIONS

During each normal Round, every charcter gets a Turn
act. On his Turn, 4 character can take one or more Actions
There are five types of Actions in Danx Heresy,

Full Action

A Full Action requires a character's complete attention o8
accomplish on his Turn, A character that takes a Full Actios
cannot take any Half Actions this Round,

Half Action
A Half Action is fairly simple, like moving or drawdr g
weapon. A charagter can take two different Half Actions
his Turn instead of taking 3 Full Action

Note that you may not take the same Half Action rwice.

Reactions

A Reaction is an Action that is made in response ¢

some event such as an attack. All characters receive on

Reaction each Round, which may only be used whe

is not their Turn, Examples include making a Dodge Tess
or Parrying an attack,

Free Action

A Free Action takes but a split second and so can
taken in addition o any other Actions you make in =
Round. There is no formal limit to the number of Free
Actions a ¢

should use common sense to set reasonable limits
what can be done in a few seconds.

Extended Actions

Some Actions take more time than a single Round
complete. Once you commit yourself 1o an Exten
Action, you are considered to be working towards
as long as it takes. Should
you be interrupted or if you abandon the Extended

completing that Action fe

Action, all progress towards completing it is lost

Usinve Actions

Typical Actions inelude drawing a weapon, attacking and
moving. During his Turn, a character may perform on
Full Action or two different Half Actions. A charac
could, for example, make a charge attack (Full Action
or aim and shoot (two Half Actions). It's important 1
remember that a Round is only a few seconds long
the character’s Turn within that Round is but a fev
maments,

Any Action can be combined with ralking, banter
battle cries and other short verbal expressions—these are
considered Free Actions. It is lefi 1o the GM 1o decide
what a player might be able 1o say in the time—obviously
4 terse warning or a wry aside to a comrade would be
acceprable. Reciting the complete one-hundred and
seventeen rules for the denunciation and chastisement of
traitors to the lmperium would not be.




] A character attempting an Extended Action must continie
ExamPLE with thar Action until it's finished. He can't start to relead
a musker, move and then finish reloading. for example. A
character may abort the Action part-way through, but this
means that all the time spent on it thus far is wasted

¥ bas rolled an Iniriative of 11 thes Rewsd. When bes Thrn
ex, be mur decide whar to do. As be bas finally fownd the

G e bas been tracking, be decides to move up 10 the beaxs
amd them hack ar it wrth by charn axe. Moving and attacking

are both Malf Acifons, 20 Ver can'’t do anything mare this E !
Rowend. Owce bis Actions are resolved, the mext combatant in XAMPLE

Initiistive arder fin this case, the rather ammoved Girox, with an
Initigirve of 10}) sakes is Turn

Hiybrix, & Tech-Priest, needs 1o reload his heavy stubber, which
tthes rwe Full Acrians. He starts am bis nexs Tura, aking ome
Full Action. O bis follosrag Tiorn, be finishes reloading by
Most Actions must be completed during your Turn, You spending anotber Full Action. 1f he bad chasen to abandon bis
't start a charge attack in one Round and finish it on the reloading effarts affer the first Rownd, the Extended Action
sext. Some Actions, however, take bonger than a single Round weuld harve been aborted and bedd have to start the process all
% complete, These are known as Extended Actions and they aver again later, if be still wanted iv reload.

e noted in the following descriptions

TABLE 7-5: COMBAT ACTIONS
Attack Actions

Action Type Description

All Our Atack Full +20 to WS, cannot Bodge or Parry.

Charge Full Musst move 4 metres, +10 to WS,

Defensive Stance. Full Enemies ~20 WS, you cannot attack.

Feint Half  Opposed WS Test, if you win, your next attack cannot be Dodged or Parried
Full Ao Burst Full +20 to BS, additional hit for every degree of success.

Grapple Full Make a Grapple attack (see page 197)

Guaarded Attack Full 10 W5, +10 to Parry and Dodge.

Knock-Down Half Try and knock an opponent to the ground (see page 190}

Multiple Atracks Full Use Swift Attack or Lightning Attack talents to make multiple aacks.
Overwatch Varies Shoot targets coming a set kill zone, ~20 o BS.

Semi-Auto Burst Fall +10 1o BS, additional hit for every two degrees of success.
Sundard Attack Half ack.
Stun Full
Suppressing Fire Full ents £o take ¢
Move Actions
Action Type Description
Disengage Full Break off from melee and move.
Jump/Leap Full Leap or Jump [sce page 214)
Manoeuvre Half Opposed WS Test, if you win move enemy | mietre.
Move Half/Full  Move up to your movement as a Half Action or twice your movement a5 a Full Action
Run Full Move triple, enemies —20 BS and +20 WS,
Stand//Mount Half Stand up or mount a riding animal,
Tactical Advance Full Move from cover to cover.
Miscellaneous Actions
Action Type Description
Alm Half/Full  +10 bonus to hit as a Half Action or +20 to hir as a Full Action on your next attack.
Delay Half Before your next Turn take any Half Action
Dadpe Reaction Test Dodge 1o negate a hit.
Focus Power Varies Use a Peychic Power.
Parry Reaction  Test Weapon Skill to negate a hit.
Ready Half Ready a weapon or item,
Reload Varies Reload a ranged weapon.

Lse Skill Varies You may use a Skill.
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Acrions

These Actions provide players with a variety of manocuvres,
giving their characters 3 range of options in combat. Actions
are divided up into Artack Actions, Movement Actions and
Miscellancous Actions.

Artack AcTioNs

Artack Actions are any Action that invelves attacking and
damaging your opponetits,

All Out Artack (Full Action)

You make a furious melee attack, exposing yoursclf 1o danger
in order to land a forceful blow. You gain a +20 bonus on
your Weapon Skill Test, but you may not Parry or Dodpe
until your next Turn,

Charge (Full Action)

You rush up o an opponent and deliver a single attack. The
oppenent must be at beast 4 metres away from you, but within
your Charge Move (sce Table 7-28: Movement (Metres/
Round) on page 212). The last 4 metres of the Char, 51
be in a siraight line, so you can build up speed and line up
with your opponent. You gain a + 10 bonus 10 your Weapon
Skill Test made at the end of the Charge.

Defensive Stance (Full Action)
Mou strike no blows this Round as you concentr
Until your next Turn, all opponents suf

on self-

enalty to Weapon Skill Tests made to attack you

Feint (Half Action)

You pretend to attack in one direction. deceiving your
opponent and throwing off his defence. This is resolved by
an Opposed Weapon Skill Test. If you win, your next attack
cannot be Dodged or Parried. If your next Action is anything
other than a Standard Anack, you lose this advantage.

Full Auto Burst (Full Action)

You hurl a burst of fully automaric fire at your oppanents. You
must be using a weapon capable of fully automatic fire to take
this Action. (Sec Rate of Fire on page 127)

Your vast hail of fire grants a +20 modifier to your Ballistic
Skill Test. If the ranged astack is successful, a hit is scored a5
normal. Furthermore, every two degrees of success scores an
extra hit, The numbser of extra hits you can score in this manncr
mary ot exceed the fully automatic rate of fire for your weapan,
Your extra hits can be either allocated 1o the original asge: or
any other target within 2 metres (provided that the new target
would not have been harder 1o hit). See Table 7-6 Multiple
Hits, page 190 1o determine the Hit Locations for multiple
hies against the same target. Aliernatively, a5 an optional rule,
you may roll dice to determine the Jocation of cach additional
hit, though doing so will skow the game down.

A result of 94 1o 00 on your Ballistic Skill Test indicates that
your weapon has Jammed (see Weapon Jams on page 196).

1f you have a pistol in cither hand you may fire them both

¢ Two-Weapon Fighting on page 197).

TABLE 7-6: MULTIPLE HITS
Location Second Third Fourth Fifih .\ddi(E'n::J:IUi!
Head Head Am  Body  Am
Am = Body Head Body

Am Hesd  Am

Body Arm  Head

Grapple (Full Action)

Whether you Grappling or being Grappled, you may
only take the Grapple Action. If Grappling, you may make an
Opposed Strength Test to injure your opponent. If you bess
your opponent, you deal normal unarmed Damage (145
plus 5B, with Armour Podnts coumting double) and one |

of Fatigue, If your opponent wins, you deal no Damage,
your opponent s still Grappled,

IF you are being Grappled, you may make an Opposed
Strength Test 1o break free or take control of the Grappi
If you win the Test, you escape the Grapple or you beg
Grappling your opponent and can now deal Damage
your next Action. See Grappling on page 197 for m
information on starting a Grapple

Guarded Attack (Full Action)

efully, making sure you are well defended from
counter-attacks. You make 2 melee anack with a —10 penal
10 your Weapon Skill Test. Until your next Action, though
wou gain a +10 bonus on Dodge or Parry Tests.

Knock-Down (Half Action)

You smash into your opponent in the hopes of knocking him
from his feet, You and your opponent make Opposed Strengs
Tests. If you succeed, you Knock-Down your opponent wh
falls to the ground and must wse the Stand Action to g
back to their feet. If you succeed by two or more degrees
success your opponent also takes SB—4 Damage and one level
of Fatigue. If your oppom-m wins, he keeps his footin,
your opponent wins by two or more degrees of success and
you fail. you are Knocked-Down instead. I you spent a H
Action 1o move first, you gain a +10 bonus to your Test.

Multiple Attacks (Full Action)

If you have the Swift Astack or Lightning Anack talents, you
may spend a Full Action 1o make multiple artacks as determined
by the Talent you have. Or, if you have a weapon in yous
secondary hand you may abso make an exira areack with this
weapon (sec Two-Weapon Fighting on page 197),

Overwatch (Varies)
You guard a panticular area, poised to hirl an enormous volley
of fire at any opponent faolish enough to approach. You must be
using 3 weapon capable of full automatic fire to take this Action
{sce Rate of Fire on page 127). Overwaich is an Extended
Action, which may operate over multiple Rounds of combat.
Pick an area to watch. The size of this area, known as your
kill zone, extends 45 degrees our from the direction you are
facing up to half the Range of the weapon. It is often easier




% sy that you are covering a specific area such as a corridor,
doarway or section of weeline. If there is any doub, the GM
%35 final say on whether a target is in your kill zone or not.

Establishing your kill zone takes a Full Tum.

Once your kill zone is established, you may spend

sequent Turns waiting for targets 1o enter your kill zone.

Whilst lying in wait, at any time before your next Tum, you

ake the Full Auto Burst Action to fire at any targets within
wour kill zone (see Full Auto Burst on page 190). Additonally,
when you use your reserved Full Auto Burst, characters within
e kill zone must make a Hard (—20) Pinning Test (see Pinning
50 page 196), If this Action occurs at the same time as another
saracter's, the character with the higher Agility Bonus acts first,
¥ both characters have the same Agiliny Bonus, you must make
a0 Opposed Agility Test to see who acts first.

You may continue Overwanch for up to your Willpower Bonus
i hours. After this time you must rest and refresh yourself for
11010 minstes: Once you have used your Full Amo Burst
Action, Overwaich ends. You may opt 1o end Overwatch during
your Tumn, even if you have not used your reserved shot

If you take any other Action or Reaction whilst reserving

shot in this manner, Overwatch immediately ends,
whether you have used your reserved shot or not. Note that
this does not include Free Actions, such as speech.

Semi-Auto Burst (Full Action)
fou hurl a burst of semi-automatic fire at your opponents
fou must be using a weapon capable of semi-automanic fire to
sake this Action (see Rate of Fire on page 127

Your increased volume of fire grants 2 +10 modifier to your
Balliszic Skill Test, I the ranged arack is successfl, a it is scored
2 normal. Furthermore, every two degrees of success scores an
exra hit. The number of extra hits you can scoee in this manner
ot exceed the semi-amomatic rate of fire for your weapon.
Your extra hits can be either allocated o the original @rget o
1 any other target within two metres (provided the new target

uld not have been harder 1o hit). See Table 7-6: Multiple
Hits, page 190 1o determine the Hit Locations for multiple hits
against the same target. Alternatively, as an optional rule, you

y roll dice to determine the bocation of each addiional hit,
shough doing so will slow the game down.

A result of 94-00 on your Ballistic Skill Test indicates that
your weapon has [ammed (see Weapon Jams on page 196).

If you have a pistol in cither hand you may fire them both
lice Two-Weapon Fighting on page 197).

Standard Artack (Half Action)

You can make one melee or ranged attack by Testing Weapon
Skill or Ballistic Skill. Certain weapons require Talents to use
them effectively (sce Chapter 1V: Talents). You can still make
artacks with these weapons if you lack the proper Talents, but
you do 5o with 2 20 penalty to your Weapon Skill for melee
weapans or Ballistic Skill for ranged weapons.

Stun (Full Action)

When unarmed or armed with a melee weapon, you can strike
10 Stun rather than attemipt 1o land 2 killing blow. Whilst any
character may atempt this Action, only charscters with the
Takedown talent stand 2 good chance of succeeding. Striking

to Swn is resolved in @ similar way o making 3 Standand
Artack. Test Weapon Skill. If you don't have Takedown, take
4 -20 penalty to the Test. On a success, roll 1d10 and add
your Strength Bonus. Your opponent rolls 1410 and adds his
Toughness Bonus 41 per Armour Point protecting his head
If your roll is equal to or higher, your opponent is Stunned
for a number of Rounds equal to the difference berween the
rolls and gains one level of Fatigue.

Suppressing Fire (Full Action)

You unleash a devastating hail of firepower o force your
opponents into cover. You must be using a weapon capable
of fully automatic fire to take this Action (sce Rate of Fire
on page 127)

Pick an area to suppress. The size of this area, known as
your kill zone, extends 45 degrees out from the direction you
ate facing up to half the range of the weapon. Itis often easier
to say you are covering a specific arca such as a corridor,
ction of treeline. If there is any doubr, the GM
has final say on whether a target is in your kill zone or not.
Targets within this area must make a Hard {-20) Pinning Test
[see Pinning on page 196).

Additionally, you must make a Hard (~20) Ballistic Skill
Tiest to see if your wild spray of fire has hit anyone, friend or
fioe, within the kill zone. If the ranged aack is successful, the
GM assigns the hit 1o 2 random target within the kill zone,
Furthermore, every two degrees of success scores an extra hit
against another random victim. Use of the Suppressing Fire
Action does not affect the defensive benefits of armour or cover
The number of hits scored may not exceed the fully automatic
rate of fire for your weapon. See Table 7-6: Multiple Hits,
page 190 1o determine the Hit Locations for multiple hits
against the same target. Alternatively, a8 an optional rale, you
may roll dice to determine the location of each additional hit,
though doing so will slow the game down

A result of 94 to 00 on your Ballistics Skill Test
indicates that your weapon has Jammed (see Weapon
Jams on page 196).

doorway o

Where Dodge
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Move Acrions
Move Actions let you manoeuvre on the batrlefield

Disengage (Full Action)

You break off from melee combar
Half Move rate. Oppanents whom you were engaged with do
fot gain the customary free attacks. See Flecing sidebar for

d may move up 1o your

maore details

jump/Leap (Full Action)
You can Jump up or down, or Leap across something. For
Jumping and Leaping, sce page 214

Manoeuvre (Half Action)

By wsing superior foorwork and aggression, you can force your
Opponent to meove one metre in a direction of your choosing by
miking an Opposed Weapon Skill Test. If desired, you can advance
ane metre a5 well, The opponcnt cinnot be forced into another
character or some other obstacle (wall, barrel, and so an).
Move (Half or Full Action)

You can make a short move. If you spend a |
Ve, you may move up to that described on Table 7-28:
Movement in Metres/Round on page 212 I you wse 2
Full Action, you may move twice this value. Wher

end your movement adjacent to an adversary, you are said to
be engaged with that opponent

ction to

Run (Full Action)

You run at full speed {sec Table 7-28: Movement in Metres/
Round on page 212 for distances). This makes you harder to hit
with missile weapans, but easy prey for melee

are not actively defending. Uniil your next Tum, ranged artacks.
made against you take a -20 penalty to Ballistic Skill Teses, but
melee attacks gain a +20 bonas to Weapon Skill Tests

Stand,/Mount (Half Action)
You can get up if currently on the ground, or mount a riding
east or a vehicle.

Tactical Advance (Full Action)

You can move up to your Full Move rate provided that
move from a position of cover and end your movemsent

a position of cover. For the durarion of your move, you
considered to benefit from cover, even though you are moving
in the open for a brief time.

MISCELLANEOUS ACTIONS

Miscellaneous Actions encompass everything elie you mij

wish to do in combat

Aim (Half or Full Action)
You may take extra time 1o set up a melee or ranged attach

o increase the chance to hit. If you spend a Half Atior

u, your next attack is made ot a +10 to your Weapon S
attacks) or Ballistic Skill (for ranged attacks) M
you spend a Full Action Afming, the bonus increases to +20
The artack

Aiming are bost,

ust follow immediately otherwise the benefits of

Delay (Half Action)
You watch and wait for an epportunity. When you use the
delay Action, your Turn ends immediately, but you reser
a Half Action for later use. Any time before your next |
you can take your reserved Half Action. If you try to de
same time as another character that used o
delay Act u must make an Opposed Agility Test 1o see
wha acts first. I the prepared Action is not taken before your

next Turn, it is lost




Dodge

Dodge is 0 Basic Skill, so anyone may attemps it even without
L Ssining. Once a hit is scored, but before Damage is rolled, you
{ m try to Dodge if you were aware of the atack. This is smply
* % Dodpe Test. If the Dodge Test succeeds, you get out of the

way at the last minute and the atack s considered to have

==ssed (and thus there is no Damage roll). If you fail the Tess,

e attack connects and your opponent may roll for Damage as

sl You may Dodge bath melee and ranged artacks.

ExaMPLE

It seems chat the harman has kobon exeeption to Drske’s resiment
of his paying cusiowers and on his Inimiarive, starer combar by
chiarging the Gruardsmam with a shock maul The barman makes
o Wespon Skill Test and biee. Driske cam Test Docige to ges ouf of
the ry. He roll the dice and compeares the remlr to bes Agiliry. He
supcreds andl manages to duck beneath the arc of the shock maul

Dodging Auto-Fire and Area Effect Attacks
Seme attacks are more difficult to Dodge cither because they
7 3 large area, like a grenade or flamer, or becanse they
nounts of rounds, like 2 weapon fired on
o Semi-Automatic Bursts.
When Dodging an area effect weapon, a successful Dodge
will move the character to the edge of the area of effect,
® long as it s no further away than their Agility Bonus in
merres. IF they would need 1o move further than this 1o avoid
e artack then the Dodge Test astomatically fails
When Dodging Full or Semi-Automatic fire, each degree
o success negates an additional hit

Father Hort &5 surprised by & mutant trooper with an autogun
snaking imro the fiar end of bis chapel-trench. The wutant bar
the drop an Father Horst, and so gets @ Full Tirn to et before
Father Horst can do amphing.

1 ExampLE

The debsed-loalking trooper wres bis Turn fo spray @ Full
Autis Burst ( Full Action) ar Father Horst, The mitant ging
+20 to s Ballissic Skill of 30 becanse of the sheer mumber
of shugs his autogun i burling. The mutant scares & 19 on his
Test—a bit! As be bas three degrees of awccess (70-19=11)
the trooper s mamaged fo seore ome addrironal bt

Heimg o sensible sout, Father Herst decides use her Reaction
i try and Dodge the Full Auto Burst. Father Horst Testy
agamst bis Agiliey of 40, amd scores 2 17, As this grants two
degrees of succers (#0-17=23) Father Horst ean ercape two
of the mutant’s bitr. Somebeu; Farher Horst bas avoided all
Diamage—a miraele’

5 Power (Varies)
Action s used to manifest your Prychic Powers in combat
oo R

] 7 the power

being mansfested. When you take this Action you roll 3 number
of dice and add 3 bonus dependant on your Psy Rating. Then
compare the total to the Psychic Threshold (PT). If this number
equals or exceeds the PT, the power takes effect, Otherwise, it has
Failed and you may try again next Tum. For more information on
Psychic Powers, soe Chapter VI: Prychic Powers.

Parry

You can attempt 1o Parry a successful attack if you are wiclding
a drawn melec weapon (see Chapter Vi Armoury) and are
aware of the astack, To Parry, Test Weapon Skill. If you succeed,
you bear back the amack and it is considered 1o have missed
(thus, there’s no Damage roll). If you fail the Test, the attack
connects and your opponent may roll for Damage as usual
Parrying requires no special Skill or Talent o anempr.

You may only use Parry 1o negate melee attacks.

Ready (Half Action)

You can draw a weapon or retrieve an object stowed in a
pouch or pocket. You can also put an item away that you are
currently hold So, you could holster a pistol and unsheathe
a knife 3s one Half Action, You can also use this Action to do
such things as apply a medi-patch, inject stimm or some other
kind of drug, or coat 2 weapon with the contents of a vial of
poison, for example. You may use the Ready Action twice in
one Turn if you are preparing two different jtems,

Reload (Varies)

You can reload a missile weapon. See Chaprer Vi Armoury,
for the time it wakes 10 reload different missile weapons
Reload can be an Extended Action

Use a Skill (Varies)

e a Skill. This u

| ExaMPLE

Var i still barling the ill-tempered Grone. He bas seored an
Initiative of 7 while the Grox har an Initiatrve of 4, meming
Vias goes first, In bis nirm be spends & Half Action o Anm with
bis charm axe and then bis remaring Half Action to attack.
Unnforminarety, Vos mrsses, depite the bowa for Aming,

1t i e the Gira's Tharm. Argereed by e Large by creanre
srying o bill i, the Girooe wses t Full Action 1o wsake an ALl
Chur Amack, though foramasely for Vor it alwo mitser As & Free
Action the G fety ont o whindng briry calling for belp from the
herd. Simoe there are mo mare combaanes, the Round end.

As the new Rownd begin, @ Bull-Greoe appears from the foresr
i astsveer to i fellow’s coy for aid. The GM rolls Initiative fo
the new combatnt and determimer that the Bull-Groe can
before Vor. The Bull-Grox Charges fa Full Action) and
the feral warrive mflictrng & nasry wound Now i is Vs’ T
agai. Wisely, be decides that rwe Grax i a Girox too ma
sty ot ey retres wsing o Disenpage A




OTHER ACTIONS

If a player wants to do something not covered by the
Actions described here, the GM should make a judgement
abour hew leng somethin
Action it would be

ght take and whar o
Gen hould be

Skill

1l that 2 Round is only a

ally, most Actions
resolved with some sort of Test i
Test or Opposed Test. Keep in n

which is a very limited amount of rime

ristic Tes

few seconds lon
to accomplish a task

THE ATTACK

The most common Action in combat is the anack

fighting Whether armed with a melee or

Step One: Test
To make a melee anack with a hand-held weapon, you muss
your fargy Weapon Skill, When makin
d artack, you Test Skill. Bath of th

to or below your Weag
Ballistic Skill, you hit your opponent

it
Tests. IF you roll eq

se are

Step Two: Determine Hit Location

On a successful hit

the hit landed. Usi
the dice,

91, and so on)

Hit Locations. M

you next need to determine wh
, reverse the
roll of 32 becomes 23, 19 bec
to Table
turcs with diff

re this numbe:

may use diff

apes, or mounted

TABLE 7-7: HIT LOCATIONS
Roll
01-10

Location
Head
Right Arm
Lefi Arm
Body
Right Leg
86-00 Le !

o
o

ExAMPLE

Pieter (BS35, re ganger, o

e 31, the gamger

Damage you have dealt. Esch weapon has a Damage listing. T
is wsually a die roll, plus or minus 2 number. Roll the appropri.
die, and add the Damage Bonus of the weapon. Finally, if you as
your Smrength Bomus.
s is the Damage total. If you roll 2 “107 on any ¢
r Damage dic
{see sidebar)

using 3

ance of Righteons

Step Four: Apply Damage

From the Damage total, your opponent subtracts his Toughnes
Bomus and any Armoar Poinis that protect the location tha
hit. If this reduces the Damage total to 0 or less, your oppones
has shrupged off the anack. Any remaining Damage is recordes
on his characrer sheet as Damage. Should this injury equal o
exceed his Wounds, he notes any excess as Critical Damage and




= GM consults the appropriate table based on the weapon
et and the amount of Critical Damage accumulared, See
Critical Damage on page 201 for more information

ey
EXAMPLE

be bas at Balliseic Skill of 42 and wrer his erplex-panern
fe shoor @ gambler foolish emough to accuse hm of
g He roll @ 27, Since this i lexs tham bir Ballistic Skill,
¢ huas scoved o hur. Next, he reverses the dice rfled fo see where
s, which it o 72—itbe Right Leg. Now be rolls Damage. He
& laognan, o does Td10+3 Damape He rolls 1410
gers an &, for & eocal of 11 {8+3=11). The gembler has &
hiiesy Banns of 3 and 15 wetring o concealo
the armour dogs ot cuver the legs,the gambler
7 Towghmer Bomur to recviee the Damage. The gl
mendds 1 1—-3=8), bopefully discourping him

sy RNy i

g your aim.
and add the

=
anather d10 ane
ke her |

DeavLiveg DAMAGE

Any arcack, Peychic Power or hazard thar deals D
generally indicates the amount of Damage with a die

and Damage modifier. For cxample, a lasgun's Damage
1d10+3. This means that in order to discover the &
caused by the weapon, you roll one d10 and add 3 10 the
result. This gives your Damage total. In some cases, the
modifier will subtract from the Damage you have rolled.

When dealing Damage with a melee attack, your
Strength Bonus also comes into play.

To caleulate Damage done with 2 hand-to-hand weapan,
such as a chainsword, hammer or speas, you caleulate the
Damage as normal and then add your Strength Bonus.

-

ExXAMPLE

nwings af the deg wecess! Hir attack bits. The
Dutmage of Harst's bammer i 1d0041. Horst rolls 4 6 o bis
Dxamage die, and then adds the Damage modifier of 1. Fimally,
Harst adds bis Seremgeh Bomus of 2 his Strengeh i 29). I

total, Horst has @ posnts of Damage (6+1+2=9)

Whether your Damage total can be reduced depends on the
nature of the anack, bur D
target's Toughness Bonus and Armour Points that protect the
bocation struck.

e b typically reduced by the

RANGED ATTACK!

Ranged artacks—lasguns, sc;

c—are resolved in the same way as melee attacks,
except that you Test Ballistic Skill instead of Weapon
Skill. In addition, there are a few extra considerations
that apply to these attacks

uns, thrown weapons,

ed attacks cannot be Parried, unless you have a

special Talemt
You do not add your Srength Bonus o the Damage
ranged attacks.
You cannot make ranged attacks whilst engaged
unless you are armed with a ranged weapon thar
as a pistol,
You must be able 1o see the arget: You n
targets that are partly visible, such e
a wree or behind other targets, but they

[ you ate aware of an
concealed from you by a bar
shat, bur at a 30 penalty
Damage to breach the barr
targets you also gain no b

> GAITIE
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Shooting into Melee

There will be times when a target is already engaged with ancther

enemy. Ballistic Skill Tests ajinst these opponents are harder

than normal. You can still make a ranged attack

engaged in melee, but you take 3 20 penalty to the Test
Optional Rule: GMs keen on reinfos

of the 415t Millennium may rule that if you would have hit the

target were it not for the penalty, you instead

opponent. The GM mighe also rule that anyo

melee with

allocate at least one of their hits agasnst the target's opponent

1 oppanent

v the merciless nare

Missing
Sometimes, when flinging a thrown weapon, it's important to
know where the weapon Lands should you Fail on your Bal
Skill Test. On a failed roll, the GM rolls 1d10 and cor
following Scatter Diagram. Roll 145 to determine the number
of metres the weapon travels in the ind

Nt

4 <& TARGET —» 5

ed direction,

6-7

Pinning

Being shot at is a terrifying experience at the best of times
and even the most inexpericnced Acolytes know 1o keep
their beads down when the bullets and bolt shells start flying
Pinning represents a character’s survival instinets telling him
1o stay in cover. While he may want to charge headlong into
a storm of bulless, he first needs 1o steel his nerves. When a
character is on the receiving end of suppressive fire, even if the
shot struck a Hit Location that is behind cover or the character
suffers no Damage, he must make a Hard (~20 ) Pinning Test
This is a Willpower Test. On a success, the character may act
nommally. On a failure, the character becomes Pinned,

Being Pinned

A Pinned charscter may only take Hall’ Actions. Additionally, he
st take 2 —20 penalry to Ballistic Shall Tests if he fires, snapping off
shoes while being mindful of their own ifety If a Pinned character
is in cover relative to the atacker that Pinned them, he may not
Jeave it exceps o retnea (provided thae he can remain in cover while
doing so). If he is not in cover when Pinned he must use his next
Tum to reach cover. 1F there is no cover neasty;, e must move away
from the anacker that Pinned him. A character can Test Willperwer 2
the end of his Tum to escape Pirming, in which case he may act as

normaal in his next Tim. Thes Test is Easy (+30) if the characer s
Tonger under fire e no one tried to shoot him since his last

A character engaged in close combat ausomuatically escipes Pinnsg
There are some special Talents, Skilks and Peychic Powers the

also free a character from the effocts of Pinning—as well a5 s
things as combat drugs and temifjing commissars

ExameLe

complete with imtact pintle-mounted bervy stbber o
the pewerfiul machine gun in the direction of the Grax, b
decides thar ratber than firing .
down Suppresstve Fire. He chonses & warrow gully pear
1 i where the Girex gre emerging from
f the three Gireos o the bl zone st ke o Hierd (=20
g Test to fgmove the femif
Fire. Each fiols, meaning that the be forced 1o
Ti il back o cover. Pr maker 2 Hard (-20) Ba
Skill Tet o see of bir volley has i
@ 55, which m hest e o
O the Grax's 1 e the cover of the gully, Eicé
then Tests Wilpower to see if they,feel brave enough i risk
il of bullets anee more. Twoo succeed and one fils
Seeting that the bey stubber's ammo belt i empey, Vo wse
i e £ oo ruey s fst as possibile
The two Grax wh mamsged to crcape Piming
wse their et to chase Vo, The Grox: which firiled 1o ese
Purmning, meanwhile, is forced to remain in cover, emptyi
bowels and smorti ity dor dtvelf- A o i
fire from the heavy stubber, at the end of ttr tuirn the cor
Grox makes an Eagy (+30) Willpower Test 1o ciciape Pim
The Grux succesds, mexning that on its nobsequens Tia
may brek from cover and repain the chase,

Weapon Jams
Such is the capricious whim of the 41 Millennium th
maty of the ranged weapons that an Acolyte uses will have =
unfortunate tendency to malfunction, either through extreme g
maltrestment ¢ machine spirit, or just plain poor desigs
To represent these unfortunate occurrences, an unmodified res
of 96 to 00, in addition to being an automatic miss, also indi
the weapon has jammed. A Jammed weapon cannot be fired uss
it Is cleared. Clearing a Jam is a Full Action which requirs
Ballistic Skill Test. If the Test is successful then the Jam has bess
cleared, though the weapon needs to be reloaded and any amm
in it is Jost. If the Test is failed the weapon is still [ammed, though
the character can attempt to clear it again next Round

Note: Some weapons, such a1 plasma guns, grenades and
missides, are particularly dangerows to use. For these weapons refes
to their descriptions and Weapon Spectal Cuaslitics (see Chapter ¥
Armoury). Semi-automatic and fully astomatic fire also Mcrease
the likelihood of Jamming, This is described within the Semi-Auss
Burst, Full Auto Burst and Suppressing Fire Actions.




Iwo-Weapon Fighting
Many warriors fight with a weapon in cither hand (this
ludes shiclds). There are advantages
is style of fighting. While it
unities to make artacks, it redoces the ¢
eccessiully striking a targer. The followir
wou are fighting with two weapons:

* You may use any close combar weap
weapons that you may reas
when fighting with two weapons
* You may use either hand ro make an
made using your secondary hand take
you have the Two-Weapon Wi
end a Full Action to attack with
each rakes a <20 penalty 1o
Ambidextrous talent, this penalty dr
= If you're wielding a melee weapon

Test

W0 weapons you may make a Par
a5 a Reaction as normal with this v
you still may not Parry more tha
This Weapon Skill Test is not an
oes suffer the standard p
using your secondary hand

fielder talent use both in close combat, Re

tack separately by Testing Weapon Skil

elee weapon and Ballistic Skill for the pistol, Using
h artacks simultancously is a Full Action and is
ject to the usual penalties
n firing a ranged weapon with each hand, you n

€ each weapon on a different mode, for example,
ne on full automatic and on
When firing a full automatic weapen in each hand
f suppressive fire
15, though
they must be within 10 metres of each other.

on semi-automaic.

you may only down one ar

= You may fire your weapons at different 1

UNARMED COMBAT

fight in Dagx Henesy requires bolters and
he old-
ed way with fists {not to mention feet and, if

swords. Some conflicts can be settled

a dirty seummer, tecth). A successful Weapon §
ade with an unarmed attack deals 145-3 Impact
ge, plus the character's Strength Bonus. Armour
unt as double against the
ccessful it also causes one level of Fatigue
During unarmed combat, if you roll a 10 on a die for
Samape the rules for Righteous Fury apply (see page 195)
i 10 counting as 55 in terms of Damage caused

ack. In addition, a

Grappling

Ssstead of inflicting Damage with an unarmed attack, you
S8 arrempt to Grapple and immobilise your oppanent,
S8 can attempt a Grapple with either 3 Charge or a
Sundard Artack. Resolve 3 Grapple by following these
mepy.

Step One: Make the Antack
Make an unarmed attack by Testing Weapon Skill as normal,

Step Two: Avoid the Attack

If you succeed, your opponent may use their Reaction to
make an Agility Test. If this Test fails, or they have already
used their Reaction this Round, the opponent is Grappled. I
he succeeds, the Grapple attempt fails.

Step Three: Grapple!
e two or more characters are Grappling, the following

pple may not Dodpe or Parry,
t attackers gain a +20 bonus to Weapon Skill Tests
e 1o hit 3 Grappling target
* Grappled characters may only take the Grapple Action (see
Grapple Action on page 190}
= As a Free A an voluntarily end the Grapple that
on your Turn,

i, you

wy hanger bay. trying 1
range is harder that shooting
brightly lit. To
e the following guideline:

0 o
of and Aiming for a specific
11 Tests Hard (~20).
y Hard {-30)
nd 4 bonus, add
Difficulty. Attackii

deep

ing 3 Stunned
Easy (+30) Weapan

anging up i
target. Thus the nee

<ill Te:

When adjudicating Difficulry, common sense should
what limit there i on Test penalties,
some shots are simply impossi

prevail. No m
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ComBAT CIRCUMSTANCE

The chiances of hirting in combat can be modified in a simiar manner o
Siall Tests. These combat cirumstances can be used 10 reflect the effecs
of termain, the westher, tactical situations and 2 varicty of ocher factors
Characers should make a5 much use of beneficial ciroumstances as
pesible. A good plan,suitable equipment or silful use of tctics can often
make the difference between lifi and death for an Acolyte. The following
oF the most shat
For situations not covered here, use these s 2 guide. Remember, the GM
has the final sty abous the Diffiadky of any panticulsr Test

Called Shots

Weapon Skill and Ballistic Skill Tests made to hit a specific
Iocation are Hard {-20). Note you cannot make Called Shots
when firing a weapon on semi-automatic or full automa

Darkness
Weapon Skill Tests made in darkness are regarded s Hard (-20),
while Ballistic Skill Tests are regarded as Very Hard {-30)

Difficult Terrain

Weapon Skill and Dodge Tests made whilst stnding in difficul
terrain such as mud are Difficulr {~10). Tests made whils: standing
arduoys terrain such 2 deep snow of upon ice are Very Hard {-30).

Extreme Range

Targets that are at a distance of three times the range of &
character’s weapon, are ar Extreme range. Rolls 1o hit these
targets with a ranged weapon are Very Hard (-30).

Fatigued
When a character is Fatigued all their Tests, including amy
‘Weapon Skill and Ballistic Skill Tests, suffer a —10 penalry

Firing a Weapon on Semi-Automatic
Ballistic Skill Tests made to hit targets when firing 2 weapes
on Semi-Autemaric are Ordinary (+ 10,

Firing a Weapon on Full Automatic
Ballistic Skill Tests made to hit targets when firing a weapos
on Full Automatic are Routine (+20),

Fog, Mist or Shadow
Ballistic Skill Tests made to amack argers concealed by
mist or shadow are Hard (-20)

Ganging Up
‘You have an sdvantage when you and your allies engage th

same foe in melee combat. I you out

TABLE 7-8: COMBAT DIFFCULTY SUMMARY
Difficulty skill Modifier
Essy =30

Routine

Ordinary

Example
Anacking a Surprised opponent.
Shoating a Massive targer

Shoating a target at Poin Blank range.

Close combar with a foe who {s osnumbered two to one.
Artacking a Prone opponent.
Artacking from higher groand.
Shoating 2 target with Semi-Ausomatic fire
Shoaring a Halking target
Shooting a target at Short range.
enging A Standard Attack

Difficule Anacking whilst you are Knocked Down.
Fatigued,
Atacking or Dodging whilst in the mud o heavy rain
Shooting a target at Lang range.
Shooting a Scrawny target

C E

Secondary hand artack

Antacking or Dadging in deep snow
Shooting a Minuscule earget.

Shooting a target at Extreme range
Shooting at a completely concesled targes.
Shooting at 3 target in dackness

th foe who s cumuembered three 1o one o
d o
matic fire

pus target

cd sttack against an armed opponernt

put the correct Tabent




o one, your Weapon Skill Tesis are Ordinary (+10). If
e outnumber your opponent by three to one or more, your
Wespon Skill Tests are Rourine {+20).

Helpless Targets

Wesoon Skill Tests made 1o hit a sleeping, unconscicus or
SSerwise helpless target automatically succeed. When rolling
Saeage apainst such a target roll two dice and add the results
¥ either die rolled comes up as 4 10, you have a chance at
Sighteous Fury. If both dice come up as 10, you automatically
= Righteous Fury, and roll Damage again.

Higher Ground

Sesracters standing on higher ground—such as standing on a
le. fighting from the top of a mound of dead comrades, on
% of a hill, and so on—have a combat advantage. Weapan
Skl Tests made by these characters are Ordinary (+10).

Long Range

Wargets that are at a distance of more than double the range
o u character’s weapon, are at long range. Rolls to hit these
Segets with a ranged weapon are Difficult (~10)

Foint Blank

Malls 10 hit a targes within three metres with a ranged weapon
&= Easy (430} Mote that this bonus does not apply when
sooting targets that are in close combat with the character.

Frone

srgers that have been Knocked Down are easier to hit
they find it harder 10 hit other foes. Weapon Skill
s made to attack Prone targets are Ordinary (+10),
Weapon Skill and Ballistic Skill Tests made by Prone
fargets are Difficult (-10). Dodge Tests made whilst
Frone are Hard (-20).

Off Hand Attacks

Weapon Skill and Ballistic Skill Tests made to artack foes
whilst you're using a weapon in your off hand are considered
Hard (~20)

Short Range

Targets that are at a distance of less than half the Range of

& character's weapon are at Short range. Rolls to hit these
sargers with a ranged weapon are Ordinary (+10).

Shooting into Melee Combat
Sallistic Skill Tests made to hit a rarget in melee combar with
an opponent are Hard (-20),

Size

Size is an important factor when shooting at a target: it is
#ar easier 1o hir a Land Raider than a grav-bike for instance,
Use Table 7-9: Size Modifiers for working out bonuses and
jpenaltics based on size.

Stunned Targets
Weapon Skill and Ballistic Skill Tests made to artack Smunned
 tangets are Routine (+20).

TABLE 7-9: SIZE ITIODIFERS

Size Modifier

Minuscule (Boor handle, knife) -30

Puny [Rat, servo-skull) 20

Serawnry (Child, ash slug) -10

Average (Human, mutant) a |

Hulking {Grox, combat servitor) +10 I|

Enormous (54l spider, Land speeder) +20 {

Massive (Battle tank, scar wyrm) +30 |
Unaware Targets

Weapon Skill or Ballistic Skill Tests made to artacl
targets (i.c. Surprised targets), are Easy {+30).

Unarmed
‘When making an unarmed attack againgt an armed oppon
your Weapon Skill Test is Hard {-20).

Weather and Us 1 Condi
‘Weapon Skill and Ballistic Skill Teszs made to anack whilst enduring
harsh weather or unnanal conditions, such as standing in heavy
rln, an ash som or knee-deep in waves of fngis are corsidered
Hard (-20).

CovER

Cover is.a vital pan of surviving a firefight and a pood Acolyte know
UU(yum;prur\muwurm.nrddn draw your gun. There are
o penaltics to Ballistic Skill Tests made to attack tangets standing
panly behind cover. However, there isa chance that the shot may hit
the cover rather than the targee. It is up to the player 1o decide which
pas of his body he s exposing when behind cover. Unless the
Acolyte is attempting a rather crude form of psychalogical warfare,
as a rule of thumby a character firing around or over cover will have
his boddy and legs concealed. 1F the shot would hit 2 body location
that is concealed behind cover, work out the Danuage against the
Armauir Points of the cover instead, with any excess being appliec
the target as noemal (see Table 7-10: Cover Types for a guide 1o
the Armour Points of different kinds of cover).

Damaging Cover
Cover is not invulnerable. Antacks can Damage or destroy th
protection afforded by cover. Each successful hit against
that deals Damage in excess of the Armour Polms it
will reduce the cover's Armour Points by 1. For e
balter shot that penetrates a Hght wooden door w
the door’s AP to 3.

TABLE 7-10: COVER TPES

Cover Type AP
Light Wood, Armour-glas, Light Metal 4
Heavy Wood, Flakboard, Sandbags, Ice L]
Rockerete, Thick Tron, Stone 16
Plastee], Armaplas 32
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“Berier crippled in body thes corrupt in mind
— Lexaconm Moralis,
1 a consequence of fighting, charcters ke Damage,
A combatant can take Damage up to an amount
equal to his Wounds. When the Damage equals the
character’s Wounds, he is a bloodied mess barely clinging
to consciousness. Further blows become Critical Damage,
resulting in such things as permanent disability, the boss of

limbs and of course, death

FATIGUE

Not all Damage is lethal in Dagk Hizesy, Exhaustion, combay
trauma o swapping licks with bare fists can all leave a
character battered, but mose or less intact. Fatigue measures
the amount of non-lethal Damage a character can take over
the course of game play. C ers gain Fatigue f
rypes of attacks, Grappling, forced i nd other Actions
which push them beyond safi ke 3
number of levels of Fatigue equal to his Toughness Bonus,
50 a character with a four Toughness Bonus can take four
levels of Fatigue, Should a character take a number of levels

Fatigue in excess of his Toughness Bonus, he collapses,
tinconsciows for 10-TB minutes.

Characters suffering from Fatigue are ar a
all Tests.

10 penalty o

EXAMPLE

Drake has been on a forced march for several bowrs,
cangrag bim to fake twa levels of Fague Finally, be
arrives al the sertlement of Stern Hope, and makes bis way
Whilre
unky) ale, be mamages o ger on

o the ocal dive for a cold flagon of spitbrew
quiaffrag the (slightly ¢
the wrong side of Slippery Zim, a local gangster. Zim
takes o swing at buim with a bovtle. Drake i forced o
Dodge out of the way, He makes & Dodge Skill Test, and
rolls 30, As Dirake's Agility is 34, this would normally be
d suceess. However, as Drake s Fattgwed be would need to
rall 24 or less to successfully Dodge (3410 = 24), Too
sired to leap out of the way properly, Drake gets the botrle
smatshed into bix skull,

Removing Fatigue

If left alone, Fatigue goes away in time. Each hour of rest
which includes no combat, no Psychic Powers and nothing
strenuous, removes one level of Fatigue, Eight consecutive
hours of rest remove all levels of Fatigue.

BECOMING STUNNED

In addition to Wound loss and other sorts of Damage, characes
may also become Stanned. A chamcter can become Stunned due s
the effects of some Peychic Powers, Critical Hits, oc the Takedows
talent. Weeapon Skill and Ballistic Skll Tests to hit Stunned charsces
are considered Routine {+20(. In addition, Stunned chamcters cinmes
take Actions of any kind, even free ones like Dodge

CHARACTERISTIC
DAMAGE

Some Psychic Powers, poisons, diseases and other hazasd
circumvent your Wouands xmi deal Damage directly to y
Characteristic. Ch: 1 ot reduce a Character
below 0. Unless otherwise spml. d, Characteristic Damage &

never permanent and you recover lost points at a rate of one
cach hour. Remember, penaltics to Characteristics as well =
Characteristic Damage may also affect the Characteristicy
bones. Should the Damage or penalty redisce the tens digit of 3
Characteristic, the associated bonus also drops by 1.

Consult the following entries for information on w
happens if 2 Characteristic is reduced 1o 0, Remember w
Characteristic like Strength, Toughness or Agility is redu
it will also reduce your corresponding Strength Borus
Toughness Bonus or Agility Bonus.

Weapon Skill: You may not ke Tests based on

Characterisric.

Ballistic Skill: You may not take Tesss b

Characteristic.

Strength: You collapse into unconsciousness.

Toughness: Tou dic

Agility: You are paralysed and helpless Take no Actions.

Intelligence: You slip imo a dreamless coma, possiliy
drooling on yourself in an embarrassing way,

Perception: You are bereft of your senses. Take 2 30 penaley
to all tests (except Toughness) until you recover,

il You collapse into 3 n gh : filled sleep. When you

awaken, gain 1 Insanity Point |Sct Fear, Terror and Insanity

in Chapter VIlI: The Games Master}.
Fellowship: You withdraw into a catatonic state. You may
not speak or take Tests based on this Characteristic,

ed on

Damace Tyees

All Damage is divided up into four types: Energy (lasers. fire,
plasma), Explosive (grenades. bolt rounds, missiles), Impace
(clubs, bullets, falling) and Rending (swords, chain Weapons,
claws]. What kind of Damage a weapon or effect deals will be
nated in its description. Damage types only apply to Critical
Hits and serve to determine which Critical Effects table you
use when inflicting Critical Hits

If it is not specified what type of Damage an attack
deals, count it as Impact. IF it does not specify what
location an attack hits, count it as the Body.
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CRITICAL DAMAGE

sy Damage taken in excess of a character’s Wounds counts
& Critical Damage. When this oceurs, immediately consult
e mable that corresponds with the locatio
=) and the type of anack (Energy,
Rending). The Critical Damage rotal der v
& the injury to the location, Should the character survive,
#e Critical Damage still remains. If the same character
Sskes Damage again, the Critical Damage is added to the
Sxisting Damage and the cumulative Damage total bs used
% determine the new Critical Effect

m, body,

ExamrLE

Mardechai takes @ masty bit from @ gangers axe, taking
10 points of Damage, Mordechai has only 10 Wounds,
10 he's probably in trouble. O the next Round, the filthy

ganger bits bim again, dealing anotber 3 pornts of Damage
fafter reducimg the Damage tocal by Mordechar’s TH and
Armaur Points) 1o the head. There three poines exceed
Mordechar’s Wounds, 5o they count as Critical Damage,
The GM looks ar the Crivical Rending—Head table, looks
at the third row and announces the result. Mordechar loses
ome eye, is Smunmed, and takes 145 fevels of Fatigne. The
GM rolls for Farigue, gening o 3. Luckily, Mordechars
Toughness Bonus it 5, so be can take rwo ore levels of
Fatigue before falling unconseious

O Mordechal’s mext Turn, be aracks fechly, moting
ahat be’s ar @ — 10 penalty for bis Fatigwe, and misser. The
genger. senstng the end i near, lashes out with b
hrtr Mordechal again, this ime dealing 5 poines of
(affer T8 and AP) to the body. Mordechat ad,
Diamage io the 3

e’s already accumulared for @ toual of

8. Looking ar the Critical table. thus time for the bo

M reads the "8 reswl, “With a wile tearing noise, the shin
o yourr chest comer auay revesling a red ruin of muscle.
You must make 2 Towghness Tent or die. [f you pass, you
permanently lose 1410 from your Toughnes, take fd10
Ievels of Fatigue, and mow suffer Blood Loss” This could
well be the end for poor Mordechar.

Sudden Death Critical Hits

Sometimes players just want to know if an opponent is

dead or not and don't much care abour the details Where

gonvenient (or if a sitvation demands it), the GM can speed
* along combat without adjudicating detailed Critical Hits In
| some cases, grievous wounds have already been inflicted, so
* it's just a matter of finishing an enemy off. In these instances,
 use the Sudden Death method, Any Critical Damage results
L in the target's death, i.e. they will die when they take any

Damage in excess of their Wounds. This rule is especially
" selul when dealing with minor focs, such as nameless

gangers and cultists, though it should nor be used for PCs or
NPCs, who probably deserve better.

Permanent EFFECTS

Some Critical Effects are permanent. Should a character
suffer more than one of these effects, it's probably time to
start booking for some Blonic replacements (see Chapter V:
Armoury, page 153) or retire the poor fellow and roll up
a new one. Whenever a character suffers a permanent effect,
they apply the following changes to their character.

Lost Hand

You take a ~20 penalty on all $kill and Characteristic Tess
that rely on the use of two hands and you cannot wicld two-
handed weapons. A shield can be strapped to the injured arm,
however. Should this be your primary hand, you rake the
customary -20 penalty to Weapon Skill Tests made to attack
with weapons using your secondary hand. For every 100 xp
you spend, you can reduce this penalty by 10,

If you lose bath hands, you can either secure at least one

replacement of get someone to sharpen your teeth
Ef pen !

Lost Arm

As for a lost hand, but you cannot sirap a shield 1o the arm
since you don't have one, Losing both arms is just as bad,
plus it's a bit difficult to reach those hard-to-clean spots.
Onee again, either look into replacement limbs or consider
rolling up a new character

Lost Eye or Blinded

Reduce all your movement by half permanently (round up)
and take a —20 penalty to Skill and Characteristic Tests that
rely on mobility, such as the Dodge skill. Losing both feet
makes it hard to walk. Perhaps one of your fellow Acolytes
will carry you

Lost Leg

Treat this as a lost foot, but you cannot use the Dodge skill,
Losing both legs makes you half the servant of the Emperor
you were—a fact not lest on your enemies.

Deafened

You cannot hear at all, or at least not well enough 1o
communicate with others, Until you recover ar have this
disability repaired, you will automatically fail any Skill |
or Characteristic Test that relies on sound. Apart from
also having trouble communicating with your fellow
Acolyres, the GM is free to decide whenever being deaf
will have an effect in the game.




TABLE ENERGY CRITICAL EFFECTS - HEAD
Critical Damage Effect
1 A grazing blow to the head frazzles the target's senscs, imposing a —10 penalty to all Tests (except
Toughness) for 1 Round.
The blast of energy dazzles the targer, leaving him blinded for 1 Round,
The artack cooks off the target's ear, leaving him Stunned for 1 Round and inflicting 1 level of Fatigue.
The energy attack burns away all of the hairs on the target’s head as well as leaving him reeling from the

A

injury. The astack deals 2 levels of Fatigue and the target is blinded for 1d5 Rounds,

A blast of energy envelopes the targee’s head, burning his fice and hair, and causing him o scream like 2 stuck
Grone. In addition to losing his hair, be is blinded for 1d10 Rounds and takes 3 levels of Farigue.

The attack cooks the target's face, melting his features and damaging his eyes. The targer is blinded

NIAV 1d
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for the next 1410 hours and permanently reduces his Fellowship characteristic by 1d10 points, The

rarget also takes 1d5 levels of Fatigue.

In 2 gruesome display, the flesh is burned from the targer’s head, exposing charred bone and muscle
4 b Thetargetisblinded Iyand takes 1d10 levelsofFatigue. Also, roll 1d10, Thisisthe

rarget’s new Fellowship, unless their Fellowship is already 10 or less, in which case nobody really notices

the difference.

L

tH

The target's head is destroyed in a convocation of fiery death. He does not survive,

Superheated by the attack, the targer's brain explodes, tearing apart his skull and sending flaming
chunks of meat flying at those nearby. The target is no more.

As above, except the target's entire body carches and runs off headless 2410 metres in a random

HITV D)

direction (use the Scatter Diagram on page 196). Anything lammable it passes, including characters

must make an Agility Test or re (see Special Damage)

TABLE 7-12: ENERGY CRITICAL EFFECTS - AR

Critical Damage Effect
A blast 1o the arm leaves it all numb and ringly. Tests made invalving the arm are ar =30 for | Round
The attack smashes the arm, sending currents of energy crackling down to the fingers and up to
the shoulder. The arm is useless for 1d5 Rounds and the character takes 1 level of Farigue.
The artack burns the target’s arm leaving him Stunned for | Round and inflicts 2 levels of Fatigue
The arm is useless for 1d5 Rounds.
The shock of the antack makes the target vomit. He is Stunned for 1 Round and takes 3 levels of Fatigue
The arm is useless for 1410 Rounds.
The arm suffers superficial burns inflicting no small amount of pain on the target. The target’s WS and
BS are halved {round down) for 1 Round and the rarget takes 1d5 levels of Fatigue.
The attack wreathes the arm in flame, scorching clothing and armour, and temporarily fusing together
the target’s fingers, The target halves WS and BS for 1410 Rounds, takes 1d5 levels of Fatigue, and must
successiully Test Toughness or lose the use of the hand permanently.
With a terrible snapping sound, the heat of the attack boils the marrow in the target's arm, causing iz
to shatter. The target’s arm isbroken and until it is repaired th y havit The.
target is Stunned for | Round and also takes 1d5 levels quallgue
Energy sears through the arm at the shoulder, causing the limb to be severed from the body. The
target must take a Toughness Test or become Stunned for | Round. In addition the target takes 1d10
levels of Fatigue and is suffering from Blood Loss. The target now only has one arm.
Fire consumes the target's arm, burning the flesh 1o a crisp right down to the bone. The target muss
make an immediate Toughness Test or die from shock. If he survives, however, the target takes 1410
levels of Fatigue and is Stunned for 1 Round, The target now oaly has one arm.
The attack reduces the arm to a cloud of ash and sends the targer crumbling to the ground where they
immediately dic from shock, clutching their smoking stump.




TABLE 7-13: ENERGY CRITICAL EFFECTS - BODY
Critical Damage Effect
1 A blow to the target's body steals a breath from his lungs. The targer can take only a Half Action on

his next Turn,
The blast punches the air from the targer’s body, inflicting 1 level of Fatigue upon him.
The attack cooks the flesh on the chestand abdomen, inflicting 2 bevels of Fatigue and leaving the target
Stunned for | Round,
The energy ripples all over the character, scorching his body and inflicting 1410 levels of Fatigue.
The fury of the attack forces the target 1o the ground, helplessly covering his face and keening in agony.
The target is knocked to the ground and must make an Agility Test or catch fire (see Special Damage).
The target takes 145 levels of Fatigue and must take the Stand Action to regain his feet.
Struck by the full force of the attack, the target is sent reeling to the ground, smoke spiralling out of the
wound. The target is knocked to the ground, Stunned for 1410 Rounds, and takes 145 levels of Fatigue,
In addition. he must make an Agility Test or cach fire (sce Special Damage on page 210).
The intense power of the energy artack cooks the target’s organs, burning his hings and heart with intense
hieat. The target is Stunned for 2410 Rounds and reduces his Toughness Iy half {round down),
As the artack washes over the w is skin turns biack and peels off while body fat seeps out of lis
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cloghing and armour. The target is St 2d10 Rounds and the arack halves his Strength,

PLAYINC

Toughness and Agility. The extensive scarring permanenthy halves the target’s Fellowship characteristic,
The target is completely encased in fire, melting his skin and popping his eyes like superheated eggs, He
falls to the ground a blackened corpse.

As above, except in addition, if the target is carrying any ammunition, there is a 50% chance ft
explodes. Unless they can make a successful Dodge Test, all creatures within 1d5 metres take 141045
Explosive Damage. Ifthe targer carried any grenades or missiles, one round after the Damage was dealt
they detonate where the target’s body lies with the normal effects,

TABLE 7-14: EMERGY CRITICAL EFFECTS - LEG
Critical Damage Effect
1 A blow 1o the leg leaves the rarget gasping for air. The target gains 1 level of Farigue.
2 A grazing strike against the leg slows the target for a bit. The targes halves all movement for 1 Round
3 The blast beeaks the targer’s leg leaving him Stunned for | Rotnd and halving all mavement for 145 Rounds,
4 A solid blow to the leg sends electric currents of agony coursing through the target. The target takes 1d5

levels of Fatigue and halves all movement for 1d5 Rounds

The target’s leg endures horrific burn Damape, fusing clothing and armour with flesh and bone. The
target takes | level of Fatigue and moves at half speed for 2410 Rounds.
The attack burns the targer’s foot, charing the flesh and emitting a foul aroma, The target must

successfully Test Toughness or lose the foot. On a success, the target’s movement rates arc halved
until he receives medical attention, In addition, the target takes 2 levels of Fatigue.

The energy attack fries the leg, leaving ita mess of blackened flesh. The leg is broken and until repaired
the target counts as having lost the leg. The target must take o Toughness Test or become Stunned

for 1 Round, In addition the targer gains 1d5 levels of Fatigue. The target now only his onc leg.
Energy sears through the bone, causing the leg to be severed. The target must take a Toughness Tess
or become Stunned for | Round, In addition the target gains 1d10 levels of Fatigue and is suffering
from Blood Loss. The target now only has one leg

The force of the attack reduces the leg to little more than a chunk of sizzling gristle. The mrpet must
Test Toughness or die from shock. The leg is urterky lost

Litesand b
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in a matter of agonising scconds




TABLE 7-15: IMPACT CRITICAL EF - HEAD
Critical Damage Effect
[} The impact fills the target's head with a terrible ringing noise. The targer must Test Toughness or take

1 level of Fatigue

2 The attack canses the target (o se

Weapon Skill and Ballistic Skill Tests for | Round

e stars. The target takes 1 level of Fatigue and takes 2 —10 penalty

3 The tasget’s nose explodes in 2 torrent of blood, Winding him for | Round and deating 2 levels of Fatigue:

cussive strike siaggers the b

3 The force of the blow sends the target recling in pain. The et is Stunned for | Round,

[ The target’s head s snapped back by the
t is Sunned for 145 Ro

am staggering around trying to control mind-nmiing

pain. The targ ds and takes 2 levels of Fat

7 The artack slams into the ta

t's head, fracturing his skull and opening a long tear in his sealp
The target is Stunned for 1d10 Rounds and halves all movement for 1d10 houss.

] Blood pours from the target's naise, mouth, e:

s and eyes as the atack pulverises his brain, He does

nat survive the experience

9 The target's head bursts like an overripe fruit and sprays bood, bone and brains in all directions
Anyone within 4 metres of the target must make an Agility Test or suffer a ~10 penalty to their WS
and BS on their next Tuen a3 gore gets in their eyes or on their visors

104 Asabove, excepth artack wasso powerful that it passes through the target and may hitanother targes

ne:

by. IF the hit was from a melee weapon, the attacker may immediately make another attack (with

the same weapon) against any other targ an reach without meving, If the hit was from a ranged

weapon they may immedi another attack (with the same w

apainst any target standing

directly behind the and still within range of their weapon

rinal t

TABLE 7-16: IMPACT CRITICAL EFFECTS - AR
Critical Damage Effect
1 The attack numbs the target's limb causing him to drop anything held in that hand
2 The bruise. The target takes 1 level of Fatigue
3 The impact inflicts erushing pain and the target takes 1 level of Fatigue and drops whatever vas held
in that hand
4 impact leaves the target recling from pain. The target is Sunned for | Round, The limbis useless
1d5 Rounds and the target takes 1 level of Fatigue
5 Muscle and bone take a pounding as the artack rips into the arm. The target’s WS and BS arc both
halved {round down) for 1410 Rounds. In addition, the target takes 1 fevel of Fatigue and must make
an Agility Test or drop anything held in that hand.
6 The attack pulverises the target’s hand, crushing and breaking 145 fingers (for the purposes of this

Critical, a thumk

counts a finger)

The target takes 1 level of Fatigue and must immediately make a

Toughness Test o of his hand
7 With a loud snap, the arnm bone is shatered and left hanging limply ar the target’s side, dribbling
blood onto the ground. The arm is broken and, until repaired, the target counts as having anly one arm

and takes 2 levels of Fatigue.

8 c of the attack tahes the arm off just below the shouldes, showering blood and gore across the
ground. The target must immediately make a T st Test or die from shock. I he passes the Test,
be s still Stunned for 1d10 rounds, takes 1d5 levels of Fatigue and is suffers from Blood Loss. He
now only have one arm.

9 In a rain of blood, gore and meat, the target’s arm is removed from his body: Screaming incoherently,
he twists abour in agony for a few seconds before collapsing to the ground and dying,

10+ As above, except as the arm is removed it is smashed apart by the force of the atack, and bone,

clothing and armour fragments fly about like shrapnel. Anyone within 2 metres of the target takes
1d10-8 Impact Damage.




A blow 1o the target’s body steals the breath from his lungs. The target can take only a Half Action an
his next Turn,
The impact punches the air from the target’s body, inflicting 1 level of Fatigue.
The attack breaks a rib and inflicts 2 levels of Fatigue. The target is also Sunned for 1 Round.
The blow batters the target, shattering ribs. The target tikes 1d5 levels of Fatigue and i Sunned for | Round
A solid blow to the chest winds the target and he momenitary doubles over in pain, elutching himself
and erying in agony. The target takes 1d5 levels of Fatigue and is Stunned for 2 Rounds.

ack knocks the target sprawling on the ground. The target flies 1d5 metres away from the

d falls prone (if the target sarikes a wall of other solid object, he stops). The target takes 1d5

levels of Fatigue and is Stunned for 2 Rounds.
With an audible crack, 1d5 of the target’s ribs break: The target can either lay down and stay still
awaiting medical attention (a successful Medicac Tes: sets the ribs) or continue to take Actions, though

each Round there {5 3 20% chance that a jagged rib pierces a vital organ and kills the character instantly.

The target takes 1d5 levels of Farigue.

The force of the attack ruptures several of the target's organs and knocks him down, gasping in
d pain. The target suffers Blood Loss and takes 1d10 levels of Fatigue.

The target jerks back from the foree of the attack, throwing back his head and spewing out a jer of

blaad before crumpling to the ground dead.

As above, except the target is thrown 1d 10 metres away n the attack, Anyone in the & path must

successfully Test Agiliry

TABLE 7-18: IMPACT CRITICAL EFFECTS - LEG

Critical Damage Effect
A light blow to the leg leaves the target gasping for air. The target takes 1 level of Fatigue
A grazing strike against the leg slows the target. The rarget halves all move t for 1 Round and 1akes
1 level of Fatigue.
The Blow breaks the target’s leg leaving him Stunned for 1 Round and halving all movement for 1d5
Rounds. The target takes 1 level of Fatigue
A solid blow to the leg sends lightning agony coursing through the targer. The target takes 1d5 levels
of Fatigue and halves all movement for 1d5 Rounds.
A powerful impact causes micro: fractures in the target's bones, inflicting consderable agony. The
warget's Agiliny is reduced by <20 for 1d10 Rounds and he takes 1d5 bevels of Fatigue,
Several of the bones in the target’s foot snap like rwigs with cracking noises. The target must
rmake an immediste Toughness Test or permanently lose the use of his foor. On a success, halve all
mavement until medical antention is received. The rarget takes 2 levels of Fatigue.
With o niasty crunch, the leg is broken and the farget is knocked down mewling in pain. The target
falls 1o the ground with a broken leg and, until it is repaired, he counts as only having one leg. The
target takes 2 levels of Fatigoe,
The force of the attack rips the lower half of the leg away in a stream of blood. The targer must
immediately make 3 Toughness Test or die from shock. On a success, the target is Stunned for 1d10
rounds, takes 1d5 levels of Fatigue and suffers Blood Loss He now only has one keg.
The hit rips apart the flesh of the leg, cansing blood to spray out in all directions. Even as the target
tries futilely to s1op the sudden flood of vital fluid, he flls o ground and dies in a spreading
poal of gore.
As above, but such is the agony of the target's death that his piteous screams drowns out all
comversation within 2d10 metres for the rest of the Round
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TABLE 7-19: EXPLOSIVE CRITICAL EFFECTS - HEAD

Critical Damage

10+

Effect
The explosion leaves the target confused, He can take only a Half Action on his next Tumn and takes
1 level of Fatiguie.

The flash and noise beaves the target blind and deaf for 1 Round. The target takes 2 §
The detonation beaves the tanget's face a bloody ruin from scores of small cuts. The target takes 2
levels of Fatigue

The force of

els of Fatigue

rst knocks the target to the ground and Stuns hi | Round, The target takes 2
levels of Fatigue

The explosion flays the flesh from the target’s face and bursts his eardrums with its force, The targe

is Stunned for 1410 Rounds and is permanently deafened. The target takes 15 levels of Fatigue and
can only take Half Actions for 1d5 hours Finally, the target’s Fellowship drops by 1410 due 1
hideous scarring:

t's head explodes under

foree of the attack, leaving his he:

dless corpse to spurt blood

from the neck for the next few minutes. Needless to say this is instantly fatal

Bath head and body are blown into a mangled mess, instantly killing the tarpet. In addition, if the farge
is carrying any ammunition it explodes dealing 1d10+5 Energy Damage to any creatures within 145
metres. If the target was carrying grenades or missiles, these too explode on the target's person.

and rorso peel apart leaving a gory mess in the

In a series of unpleasant explosions th

target’s he

this spot must make an Agility Test or fall over.

ground. For the rest of the fight, anyon
The target ceases (o exist in any tangible way, entirely turning into a kind of crimson mist. You don's

oving

et much deader than this, excepr..
As above, except such is the unspeakably appalling manner in which the target was killed, that any of
target's who are within two metres of where the target stood, must make an immediate Willpowes

Test or spend thedr next Turn fleeing from the amacker.

TABLE 7-20: EXPLOSIVE CRITICAL EF

ECTS - ARM

Critical Damage Effect

I
2

10+

[h. artack throws the limb backwards, ,xu:ulull ferking i away from the body, inflicting 1 kevel of Fatige.

target drops anything held in the hand and takes 2

levels of Fatigue

The explosion takes 1d5 fingers from the target’s hand. The target takes 3 levels of Fatigue and
.myi]iiuq,_ g carried in the hand is destroyed, If this ks an explosive, it goes off. Messy.

y. He takes 1d5 levels of Fatigue, is Stunned for | Round

0 is received

The blast causes the target to howl in ag

e limb is useless until medical aree

and the
Fragments from the explosion tear into the target’s hand, ripping away flesh and muscle alike. He must
immediarely Test Toughness or lose the hand. Even on a success, the hand s useless untl medical
astention is received, The target takes 1d3 levels of Fatigue

The explosive k shatters the bone and mangles the i
15 levels of Fatiguse, The target's arm is broken and, until re
In addition, the horrendous natire of the wound mens that he now suffers from Blood Loss

In a violen hail of flesh, the arm is blown apart. The target must immediately make 3 Toughness Test
o die from shock. On a success, the target is Stunned for 1d 10 rounds, takes 1d10 levels of Fatigue
and suffers Blood Loss He now only has one arm,

The arm disintegrates under the force of the explosion taking @ good portion of the shoulder and chest
the ground, where he dies in a poal of his own Blood and ongans

sh urming the ‘s arm into a red ruin, inflicting

paired, the target counts = having only ane am

with it The target is sent screa
With a mighty bang the arm is blasted from the target’s body, killing the target instantly in a min of blood
droplets. In addition, if the target was carrying a weapon with a power soarce in his hand (such 25 & power sword
or chamsword) then it explodes, dealing 1d10+5 Damage to anyone within pao metes

As above, except if the target is carrying any ammunition it explodes dealing 1d10+5 Damage o
anyone within 1410 metres (this is in addition to Damage caused by exploding power weapons noted
above). If the target is carrying any grenades or missiles, these 100 detonate on his person,




TABLE 7-21; EXPLOSIVE CRITICAL EFFECTS - Booy
Critical Damage Effect

The tasget is blown backwards 1d5 metres and kes | level of Fatigue per metre travelled. He is Prone
when he lands.

The target is blown backwards 1d10 metres, taking 1 level of Fatigue per metre travelled. IF he strikes
a solid object, he takes 1d5 additional levels of Farigue.

The explosion destroys whatever amour pratecied the body: 1F the target wore none, the target &5 blown
backwards 1410 metres, as above but the trget takes 2 levels of Fatigue for every metre travedled,

The explosion sends the target sprawling ro the ground, He takes 15 levels of Fatigue, is Stunned for |
Round, and miust spend a Full Action to regain his feet

Concussion from the explosion knocks the target to the ground and tenderises his innards. The targee falls
down Stunned for | Round and takes 1d 10 levels of Fatigue.

Chunks of the trget's flesh are ripped free by the force of the attack leaving large, weeping
wounds The target is Stunned for | Round, takes 1d10 levels of Fatigue and is now suffering Blood Loss.
The explosive force of the attack ruprures the target's flesh and scrambles his nervous system, knocking
him to the ground. The target falls down, is Swnned for 1d10 Rounds and takes 1d10 levels of
Fatigue. In addition, he now suffers Blood Loss and can only take Half Actions for the next 1410 hours
#s he tries to regain control of his body.

The target’s chest explodes ourward, disg a river of cooked organs ¢ ground,
Killing him instantly

Picces of the target’s body fly in all dirctions 2s e his tom into bloody gobbets by the attack. In addition,
Ifthe target is carrying any smmunition, it explodes dealing 1d10+5 Damage to anyone within 1d10 mesres.
Ifthe tasget is carrying any grenades or missiles, these 100 detonate on the targer's person,

As abowe, except anyone within 1410 metres of the trget is drenched in pore and must make an Agility
Test of take a =10 penalty to Weapon Shill and Ballistic Skill Tests for 1 Round as blood fouls their sight.

TABLE 7-22: EXPLOSIVE CRITICAL EFFECTS - LEG
Critical Damage Effect

A glancing blast sends the character backwards one metre,

The foece of the explosion takes the tagets feet out from under him. He Lands Prone and tikes 1 level of Fatigue
The concussion cracks the targer’s leg, leaving him Stunned for | Round and halving all movement for
1d5 Rounds. The target takes | level of Fatigue.

The explosion sends the target spinning through the air. The target travels 1d5 metres away from the
explosion and takes 1 level of Fatigue per metre travelled, It takes the target a Full Action to regain his
feet and he halves all movement for 1410 Rounds

Explosive: force remaves part of the target’s foot and scatters it over a wide area. The target must make an
immediste Toughness Test or permanently Joses the wse of his fooe, inflicting 1d5 levels of Fatigue. On a sucoess,
the tarpes takes 1d5 levels of Fatigue and halves his movement until he receives medical atention.

The concussive force of the blast, shasters the target's leg bones and splits apart his flesh, inflicting 1410 kevels
of Fatigue. The leg is broken and, until repaired, the target counts as having only cne leg, In addition, the
horrendous nature of the wound means that he now suffers from Blood Loss.

The explosion reduces the tanget’s leg into a hunk of smoking meat. The target must immediarely
make a Toughness Test or die from shock. On a successfil Test, the target is still Stunned for 1d10
Rounds, takes 1d10 levels of Fatigue and suffers Blood Loss. He now has only one leg,

The blast tears the leg from the body in a geyser of pore, sending him crashing to the ground, blood
pumping from the ragged stump: instantly fatal,

The leg explodes in an eruption of blood, killing the target immediately and sending tiny fragments
of bone, elothing, and armeur hurtling off in all directions. Anyone within two metres of the tanget
takes a 1d 10+2 Impact Damage.

As abave, except in addition, if the target is carrying any ammunition, it explodes dealing 141045
Damage to anyone within 1d10 metres. If the target is carrying any grenades or missiles, these too
detanate on the tnet's person.
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TABLE 7-23: RENDING CRITICAL EFFECTS - HEAD
Critical Damage Effect
1 The attack tears skin from the target's face dealing 1 level of Fatigue. If the rarger is wearing a helmer
there &5 no effect

2 The attack slices open the targer’s scalp which immediately begins to bleed profusely, Due to
pouring into the arget's eyes, he suffers a <10 penalty 1o both Weapon Skill and Ballissie Skill for the
next 1410 Turns. The target takes 1 level of Fatigue.

3 The attack tears the targer's helmet from his head. Ifwearing no helmet, the target loses an ear instead
and inflicts 2 levels of Fatigue.

4 The atrack scoops out one of the target’s eyes, inflicting 145 levels o tigue and leaving the targes
Sumned for 1 Round

5 The attack opens up the target's face, leaving him Stunned for 1d5 Rounds and inflicting 145 levels of
Fatigue. If the target is wearing a helmer, the helmet comes off.

-] As the blow rips violently across the rrget's Face— it takes with it an impartant featiere, Roll 1d10 1o see
what the target has b 3: Eye (sce Permanent Effects on page 201) 4 nanently habe
Fellowship). 8-10: Ear (permanently reduce Fellowship by 1d10; ways hide the wound with yous
hai) In addition the target s now suffering Blood Loss and takes 13 levels of Farigue.

7 In a splatter of skin and teeth, the attack removes most of the target’s face. He is permanently blinded
and has his Fellowship lyreduced to 1410, and al ha b king without slurring
his words. In Jddmon the target is suffering from Blood Loss and takes 1d10 levels of Fatigie

a The blow shices into the side of the target's head ¢ his eyes to pop out and his brain to ooze dows

his che e spilled jelly. He's dead bel hits the grous

9 With a sound not unlike a wet sponge being torm in half, the target’s head flies free of its body and sails
through the air, landing harmlessly 2d10 metres away with a soggy thud, The target is inszantly stain,

10+ As abor neck spe: .\-.I lood in a torrent, drenchin

15 0 — 10 pen:

wse nearby and fc

ing them
to his Weapon Skill and Ballistic

Skill Tests for 1 Round 25 gore fills his eyes or fouls his visor
TABLE 7-24: RENDING CrITICAL E TS - ARM
Critical Damage Effect
1 The slashing attack tears anything free that was held in this arm,

2 Deep cuts cause the target 1o drop whatever was held
i The shredding attack sends the target screaming in pain. He takes 2 levels of Fatigue and drops
whateverwas held in that hand.

ack flays

inflicts 1 Jevel of Fatigue,

sounds of his screa
target falls prone from the agony and takes 2 levels of Fatigue. The limb is useless for 1410 Rou
5 A bloody and very painful looking, furrow is opened up in the target’s arm. The target takes |
levels of Fatigue and vomits all over the place in agony. He drops whatever was held and the limb i
usnlrsa until medical attention is received. The target also suffers Blood Loss

shin from the limb the air with blood and

6 get's hand, liberating 1d5 fingers in the
t Ihr |h|- mb has been sheared off), Th 1t takes 3 levels of Fatigue
ghness Test or lose e of his hand,
7 Tln- :uun'k Fips apart skin, musch; bonic and sincw With ease turning the target’s amm into 2 dangling ruir
inflicting 1d5 levels of Faeigise. The am is broken and, une] repained, the target mumn]mnhmlyomarm
In addition, numerous veins have been severed and the target i now suffering from Blood Loss
8 t flies free of the body trailing blood behind it
make a ‘Toughness Test or die from shock. I he passes the
ned for 1410 Turns and suffers Blood Loss He also takes 1d10 levels of Farlgue and now
has anly one am.
9 The autack slices clean through the arm and into the torso, drenching the ground in blood and gore
and killing the targes instantly.
10+ As abave. However, as the am falls to the ground its fingers spasm uncontrollably, pumping the

trigger et was carrying a ranged weapon there is 3 5% chanee that a
single randomby determined target within 2d 10 metres will be hit by these shots, in which case resalve
a single hit from the tanget's weapon as pormal

f any held weapon. If the




TABLE 7-25: RENDING CRITICAL EFFECTS - BoDY
cm.u: Damage Effect

I the target is not wearing armour on this location, be takes 1 level of Fatigue from a painfil licerition
IF he is wearing armour, there is no cffect. Phew!

1 cing its Armour Points by 1. In addition, the targee rakes
I level of Fatigue. If not armoured, ¢ s also Swnned for 1 Round.
The ateack rips a large patch of skin from the target’s torso, leaving him gasping in pain. The targer
is Stunned for 1 Round and takes 2 levels of Patigue.
A torment of blood spifls from the p cuts, making the ground slick with gore. All characters
attempting to move through this pool of blood must succeed on an Agility Test or fall Prone, The
target takes 1d5 levels of Fatigue
The blow opens up a long wound in the target's torso, causing him to double over in terrible pain, The
target takes 1d5 levels of Fatigue
The mighty attack takes a siz chunk out of the target and knocks him to the ground as e chuches
the oazing wound, shricking in pain. The target is Prone and takes 1d10 levels of Fatigue.
The attack cuts open the targer's abdomen, causing considerable Blood Loss and exposing some of
his innards. The farget can either choose to use one arm 1o hold his guis in (until 2 medic can bind
them in place with a successful Medicae Test), or fight on regardless and risk 3 20% chance each turn
that his middle splits open, spilling his intestines all over the ground, causing an additional 2d10
Damage. In either case, the target takes 1d5 levels of Fatigue and is now suffering Blood Loss.
‘With a vile tearing noise, the skin on the target's chest comes away revealing a red ruin of muscle. The
target must make a Toughness Test or die. If he passes, he permanently boses 1410 from his Toughness

1d10 levels of Fatigue, and now suffers Blood Loss.

The powerful blow cleaves the target from gullet to groin, revealing his internal organs and spilling
them on to the ground before him, The target is now quite desd,
As above, except that the area and the target are awash with pore. For the rest of the fght, anyone

G THE GAIE

maowing within four metres of the target's corpse must make an Agility Test o fall over

TABLE 7-26: RENDING CRITICAL EFFECTS - LEG

Critical Damage Effect
The attack knocks the limb backwards, painfully jerking it away from the body. The target takes |
level of Farigue.
The target’s kneecap splits open. He must Test Agi f ardless, he takes 1 level
of Fatigue,
The attack rips 2 length of flesh from the leg, causing blood to gush from the wound, The target takes
1 bevel of Fatigue and suffers Blood Loss.

The attack rips the kneecap fr v the target's leg, causing it to collapse out from under him, The target

maves at half speed until medscal attention is received. In addition, he takes 2 levels of Fatigue.

In a spray of blood, the targee’s leg is opened up, exposing bone, sinew and muscle. The target takes
1d5 levels of Fatigue and halves his movement for 110 hours.

The blow slices 3 couple of centimetres off the end of the target’s foot. The target must make an immediate
Toughness Test or permanently lose the use of his foot, On a success, movement is haved until he receives medical
attention. In either case, the trger tkes 145 levels of Fatigue.

The force of the Bow curs deep into the leg, grinding against bone and tearing lgaments apart. The leg is
broken and, until repaired, the tanget counts as having only one leg, In addition, the level of maiming i such
thar the targer is now suffering from Blood Loss. He also takes 1d 10 levels of Fatigue.

Ina single bloody hack the leg is bopped off the target. spurting s vital fuids across the ground. The warget
must immediately make a Toughness Test or die from shock. On 1 success, the target s Stunned for
1d10 Rounds, takes 1d10 Fatigue and suffers Blood Loss. He now has only one leg.

With a meaty chop, the leg comes away at the hip. The target pitches to the ground howling in
apony, before dying moments Later.
Asabove, except that the tide of blood i so intense that, for th
Charge Action within six metres of the target this Tum, mest make an Ags st or fall over.

fthe batele, anyanc makinga Runor
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SPECIAL DAMAGE

The horrors of bartle are not the only way to die in the
Dark Heeesy universe. Acolytes may find themselves set
on fire, suffocating to death, falling from a great height or,
worst of all, exposed to the cold vacuum of space. These are
collectively known as Special Damage and they are deale with
in this section.

Fire

Characters take Damage cach Round if exposed 1o fire. If you
are exposed to the same fire source for two or mone consecutive
Rounds {or if you are hit with 1 Flame weapon as detailed in
Chapter V: Armoury, page 128), you must make an Agility
Test each Round or catch on fire. Onoe you are blazing, you lose
1d10 Wounds {with no reduction for armour) and take 1 level
of Fatigue each Round until the fire is extinguished. All Damage
From fire is counted a5 Energy Damage for the purpose of Critical
Damage, and applied to the body, When on fire, a character must
make 2 Willpower Test to act narmally, otherwise they may only
run around and scream (count as a Full Action).

Once a character i on fire, he may try and pus himself out
by taking a Full Action and making a Hard {-20) Agility Test
Le. stop, drop and roll. The GM may make this Test easicr or
harder depending on sach Factors s allies helping ro beat cut the
flames, leaping into water of koose sand, high winds etc.

ICharacters can fall off things for all manner of reasons,
though the results are usually the same. To work out Damage
from falling, find the distance fallen and consult Table 7-27:
Falling Damage to work out the Damage the character
suffers. Roll on the Table 7-27: Hit Location, page 194 1o
see which part of his body hits the ground first. Armour offers
no protection agaknst falls Damage from falling is counted as
Impact Damage for the purpose of Critical Damage

breath for 3 number of minutes equal 1o your Toughness Boss
Test Toughness each minute. A failure indicates that you &
1 level of Fatigue. If you do not gain a fresh source of oo
at the end of this pertod, regardless of your Fatigue level 3
mmediately fall unconscious and start to expire. From this p
orwards, 3t the end of each Round, you take 1d10 Damage us
you experience death once you reach 0 Wounds Armous
Toughness Bonus' do not reduce the Damage incurred.

EXAMPLE

Shwumaker; au Arbitvtor with a TBof 3, és rapped in e airle
comidor. Knowing thar bis allies are nearby with 2 lascutser, b
decides o it down and conserve bis breath. Sheummsber oo bols
s breath for three mites, so hs frionds bve fuse enonggh

slice throvgh the cormidor vl Affer the firit mimte of fre
bolding, Shewmmaker taber  level of Famigue. Afier the sevand
mumite, he tokes a firther level of Fangue. Froall, affer the thind
mimste Shaummaker Labes anocher fevel of Fammgue. 1f neseue doe
ot arvive in the fourth sinite Sheummker will foke another leve

of Fatigue, fanll sncomsciouy and start 1o aiffocate

If you are engaged in strenuous activity (combas, swim

and the like) you may hold your breath for a number of Rowne
equal 1o twice your Toughness Bonus, After this period, yes
lose | Wound and gain a2 level of Fatigue at the end o
Round, Should you fall unconscious due to Fatigue, you tbs
1d10 Damage at the end of each Round untll death. Armes
or Toughness Bonus do not reduce the Damage incurred

| ExampLE
Shewmmaker b ¢ TH of 3 el § Wounds He zn bold b breass
sindder the murky watters of o bive sump for stx Rosds before b
| begams o ke Fianigue and fose Wonmd. Affer a fiorsher four Rowmc

TABLE 7-27: FALLING DAMAGE
Distance Fallen
3 metres

Damage
1410+3
141045
1d10+7
1410+9
1d10+11
1410+13
1d10+15
1410417
1d10+20

6 metres
9 metres
12 metres
15 metres
18 metres
21 metres
24 metres
25+ metres

SUFFOCATION

There are many ways to suffocate. Drowning is the most
common, but the inhalation of smoke and certain gases also docs
the trick. The rate of suffocarion depends on your activity level
Rl vou are actively trying to conserve oxypen, you may hold your

e falls sncorsions and begins o ke 110 Damige ech Round

Vacuum

There is nothing good about being exposed 1o vacuus
There are two ways this unfortunate event could occur &
character can be suddenly thrust into an airless, pressureles
environment (such as being expelled from an airlock), o
they can be slowly affected (such as being trapped on 2 st
ship as its stmosphere &5 vented into space)

If suddenly exposed to vacuum, you may survive unharmed
for a number of Reunds equal to your Toughness Bomus. Unles
you have an oxygen source, you will also begin to suffer fiom
the effects of suffocation. At the end of each Round after this
you suffer 1d10+3 Explosive Damage from depressurisation
If you are in the vacuum of space, at the end of each Round
make o Toughness Test. A failure indicates that you suffes
1d10 Energy Damage from the extreme cold, In both cases
any armour worn does not reduce the Damage incurred.




Hyou dic in space, it ks five Rounds fo your corpse to feese. 1f
o corpre suffiers any Danage whilst frocen, it sharters into thousands.
(W Blood-red e shards. There s precices linle, except perhaps a
Beemonic pace, which can bring you back from such a fare.

¥ you are trapped in a gradually worsening atmosphere, you
sy servive unharmed for 2 number of Rounds equal to twice your
Soogh P  youiwillbeg A
msication. You will also begin to feel the effects of d fation
o this point onwards, at the end of each Reund you mast make
% Toughness Test with a cumulative —10 penalty Success indicates
S you tahe 145 Explosive Damage bus e otherwise unaffected
Eshre mcans that you suffer 1d10 Explosive Damuage. In both cases
s will not reduce the Darmage incurmed.

DAITAGE &
HEALING

“Success is measired tn blood; yours ar your enemy's”

Tactica fmperialis

5 you accumukate Damage. you become more injured uneil
Alimlly. you sulfer dresded Critical Dameige. How mach

Damage you have mken determines the severity of your
wnics, describing whether you are Lighely, Heavily, oc Critically
Wonded. These staces determine the time it takes 1o heal, You remove
Srage at 2 fived rate regardless of your level of activity, However,
#'you spend your time resting comfortably and not engaging in
S activiey (e fighting, using Peychic Powers, herding (
), you can remove Damage more quickly.

Lightly Wounded

Wou are considered Lightly Wounded if you have taken
Dumage equal 1o or less than twice your Toughness Bonus.
¥ you have a 3 Toughness Bonus, then you are Lightly
Wounded if you take 1, 2, 3, 4, 5 or 6 Damage) Without
wedical anention or drugs, you remove 1 Damage per day. If
wou spend this time resting in bed. you remove an amount of
Damage equal to your Toughness Bonus.

Heavily Wounded

Wou are Heavily Wounded whenever you have taken more
Damage than twice your Toughness Bons (so if you have
3 Toughness Bonus, you are considered Heavily Wounded
% you have taken more than 6 Damage). Without medical
Sention, you remove | Damage per week through natural
Sealing, IF you spend the entire week resting. you remove an
wmount of Damage equal to your Toughness Bonus. Once
our Damage is equal to or less than your Toughness Bonus,
wou become Lightly Wounded,

Critically Wounded
ou are Critically Wounded whenever you have taken Critical
ge. You do not recover without medical anention. With
attention, you remove | paint of Critical Damage

for each week of rest. Once all Critical Damage has been
removed, you become Heavily Wounded instead

MEDICAL ATTENTION

Medical astention is any Action by another character or by yourself
to treat your injuries. Such efforts can range from the application of
healing drugs, being the recipient of a successful Medicae Test, or
even using Psychic Powers that can restore Jost Wounds. Medical
Anention cin provide immediate recovery or can speed the process.
of natural healing, For more information, chedk out the Medicae
skill in Chapter 111: Skills on page 104,

Blood Loss

Characters suffering from Blood Loss have 1 10% chance of dying
cach Round unless treated i some way. Provided the character
is conscious, they may attempe 3 Medicae Test each Round o
staunch the bleeding, IF they are stationary whilst attempeing to
stop the blood, this test is menely Difficul (- 10}, I they are taking
pat in stremmiows activity, sich 2 combat or movement, this test is
WVery Hard {30 If the character s not consclous, or doesn't fancy
his chances, another character may attempt the test.

Broken Limbs

Certain Critical Effects indicate a risk of permanently losing a limb
T avoid this Fate, the charcter st succeed on a Toughness Test.
Should a characer with the Medicae skill be present and asisting
the injuned chamcter, the victim gains 3 +20 bonas to this test 1o
retain the limb The limb must be held in a sling for 1d5+1 w
and & wseless during this time.

Should this test fail, the limb must be removed, requiring a
character with the Med o succeed on a Difficult (-10)
this fail, the limb sill comes off, bue

imb—almaost always

. the Hmb comes off,

st be treated for it. Onee this
at the wound as iF

Medicue Test

it were an amputated limb (see following).

Amputated Limbs

A characrer that loses body pants (except for their heads—this
pretty much means death, unless you have the good formne of
having your brain somewhere else in your body) is also affected by
Hkood Loss and must be treated for thar firss. Should this succeed
and the daracter lives, someone with the Medicae skill must be
found to adequately treat the stump 1o ensure that it heals well
1f no medic i avallable, there is anly 2 20% chance that it will
heal over If it does not, the amputee dies 2 horrible death from
infection afier 1410 daye Whether or not it heals naturally or 2
medic treats it, the character will not start removing Damage for
141042 days

Cybernetic and Bionic Replacements

It is passible to restore bost limbs with bionic replacements;
in fact, sometimes you may prefer to lop off a perfectly good
amm of leg to gain the benefits of having a eybemetic one
The rules for both removing and attaching cybernetic, bionic
and bio-enhanced limbs, implants and weapons are detailed
fully in Chapter ¥: Armoury.

Nt

C




ITIOVEMENT

“Hape is the first step o the road to disapposniment.”
Concordium dogn

‘nder most circumstances, you need only say thar you

want your character to go somewhere and eventually

he gets there. How fast the character moves rarely
matters in ordinary siuations, bt when it comes to some
things, the speed with which a character can move can
become very important. A chase through the streets, 2 charge
against a brutal Ork or any number of other factors can all
mean the difference berween life and death.

During a Round, characters may move at one of four speeds:
Half Move, | Move, Charge, or Rumn. The number of metres
a character may move in his Turn is determined by his A;
Bonus. Traits can madify some or all movement speeds. Deta
on these modes of movement can be found under Combar.

TABLE 7-28: MOVEMENT (METRES/ROUND)

AB  Half Move Full Move Charge Run
0 1/2 1 2 3
1 I 2 3 6
2 2 4 6 12
3 L] L 9 18
4 4 8 12 24
5 5 10 15 0
f 6 12 18 i6
7 7 14 21 42
B & 16 24 48
9 9 18 27 54
10 10 20 30 60

Time. Table 7-29: Narrative Movement
deseribes the stndard speeds a character can move at a lefsurely

can travel in Namative

pace under ideal cicumstances. Environment {see §

affect these speeds, hindering the charsoers as they ravel.

TABLE 7-29: MARRATIVE ITIOVEMENT
AB Per Minute Per Hour Per Day'
0 12m 0.75km Tkm
1 24m 1.5km 15km
2 48m 3km 30km
3 T2m 4km 40km
4 S6m Gkm GOkm
3 120m Thkm Tokm
6 l44m Skm Q0km
7 168m 10km 100km
8 192m 12km 120km
92 216m 13km 130km
10 240m 14km 140km
Flzmanes 100 bowrs of walks

NARRATIVE MOVEMENT AND TERRAIN

Terrmin conditions affect how fast your character can cove
ground during Narrative Time. Obviously, picking your
through a death world jungle is far more laborious the
moving along a major road.

Halve distances when moving through rightly packes
foliage, dense urban areas or similarly difficult terrain

The Game Master will determine what, if any, modifies
apply 1o Narrative Time caused by the environn

sent.

HURRYING

Characters can pick up the pace, moving up 10 double the
meovement in Narrative Time for a number of hours equal &

their Toughness Bonus. Ar the end of this charac
must successfully Test Toughness or take | level of Fatigue s
addition, hurrying characters are less likely o pay astens|
surroundings and thus take a —10 penalty 1o
Perception Tests. CF

enaltics, but v

to thei

h on, even with ¢

must Test Toughness, with a cumulazive -3

alty, a number of hours equal to their redy
Toughness Bonus or take additional levels of Fatigue.

EXAMPLE

Lucrerfons {1 hurrying to reach o research outpos,
be covers 12 kilometres per bour. His T
s be

hress a5 41

burry for four bours befire be needs m Te

BunniNG AND NARRATIVE TIME

Characters can run during Nai
tiring. When running, a character triples his rate of movemes
bist each b

e Time, but doing 5o &

of sustained running requires the chame
Test Tough 10 penalty per hour
the first, 1o s , the cha
takes 1 level of Fatigue. Characters moving at this brisk
are focused on running and watching their steps. so they take o
~20 penalty to ail Perception Tests. As with hurrying, characses
er a failed Test, but penalties gai

ess, with a cumulative

he pace. On a failed |

are cumulative.

EXAMPLE

Kbz fuzr s T8 of 2 e rams o resach the villape sboadd of the Ok
seme 10 kilometres ey who should arive
mormally moves ar 4kph Bur becaioe dhe's g, thes miming
12k, weeaming. she'll reach the villsse i et over ruo boners
she cam e e pace After the firt bour of rmwng, e Tes
atmesr and file She tker 1 level of Fanigne. Affer ber seo
bour, she's covered 24 klometre, bt she mevds o Text Towg
g, thiv tiwe at @ -20 pemalie. She fails agarm! Half an bour
Kivbat resches the willage exhated, tarving eaken 2 fevels of F

four bours. Se
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FORCED MARCHING

et nothing stopping characters from pushing themselves
Seond the standard ten hours of marching, Characters may
Sy push themselves for a number of exim hours equal 1o their
Sgfiness Bonws. Beyond this, a character must Test Toughness,
5 3 curmulative — 10 penalty per hour, for each hour he ravels
Sevond his Toughness Bonus. A failed Test indicates that the
SSasacter takes a level of Farigee. 1t is possible to march onesell
S unconsciousness. Fatigue taken from forced marching is
s afier the character has rested for two hours for each
S they marched beyond their Toughness Bonus

MOVEMENT AND

ENVIRONMENT

e movement rates for characters described on Table 7-28:
Mavement (Metres/Round) assume a relatively clear hatlefield
e may be a few obstacles, puddles or wisps of fog bur

3 can more or less, move at their sandard rates. There are,

§ Sewever, some circumstances that reduce o characrer's speed, These

clisde rubble-strewn hallways, deep snow; dense fog. thick

sdeshinush and 2 variety of other conditions thar make it tough 1o

Svigate. In such environmenss, a character's movement is halved

character charges of runs, he must succeed on an Agility Test

= ll peone. The dificuly of his Test depends on the termin. Sce
Table 7-30: Treach for

TABLE 7-30: TREACHEROUS ENVIRON TS
Condition Difficulty
Fog or Smoke Ordinary {+10)
Mud Challenging (+0)
Shallow Water Challenging (+0)
Darkness D t (=10}
Snow Difficulr (-10}
Underbrizsh Difficule (- 10)
Dense Crowds Hard (=20}
Zero Gravity Hard {-20)
Rubble Hard {-20)
Tremors Hard (-20)

abso add 2 to their
High Gravity W
On worlds of hij
movement. [n addit
for the parpe

& mindmum of )

CLIMBING

There are bound o be times when you want to dimb over a
wall, seabe a cliff, or scramble up 2 tree to escape the claws of
a vicious xenos. Any character with both hands free can elimb
any non-sheer surface with a Strength {or Climb) Test. On a
success, you ascend or descend at a rate of one-half your Half®
Move speed (to a minimum of a 1/2 metre), For each degree
of success, you climb an extra metre, On a failed Test, you
fall from your starting climbing position. Climbing Difficulty
varies with the nawre of the climbing surface, though most
tests should be Challenging (+0).

SHEER SURFACES

Cermain surfaces are beyond the means of ordinary characters
to climb, Naked stone walls without hand-holds, vertical
ascents and overhangs all require some skill at climbing to
navigate. You may attempt 2 Climb Skill Test 1o climb these
surfaces at one-half your Half Move speed, Otherwise, you
must have tools such as a knotted rope or blanket, rope ladder
of ladder. If you can take your time and are not threatened by
opponents, you may ascend at one-half your Half Move rate
withoat Testing Strength. You may try to climb more quickly
or when you are being attacked, but you must Test Strength
as if you were climbing a non-sheer surface.

Abseiling

You can descend ropes and ladders more quickly by abseiling.
You descend at a rate of 10 metres per Round w .|h .-uw.-u;rul
Agility Test. If the Test is failed, the rar

per Round Ilnv\"\\l the T

s by 2 1o a minimum of 1) for the purposes of
otal of their Srength Bonus and Turglns Bun
als .ulm:rk from their Snmgwln-

ING THE GATII
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JUMPING

A Jump is a controlled vertical ascent or descent that generally
allows you to reach a ledge overhead or land on your feer. If
you're pushed, or plummet, you're not Jumping but falling
{see Falling)

Jumeme Up

You can make a standing Jump to hop up to reach
something above you or land on a higher level. Doing
50 requires an Agility Test. On a success, you Jump up
number of centimetres equal to 20 times your Strength
Bonus. For each degree of success, you add another number
of centimetres equal to 10 times your Strength Bonus.

ExaMPLE

Keira wants to fump up and carch the lip of a ledge
abant ome metee (100 centimerres) over ber bead. She
has @ 36 Strengeh (3 SB). She rolls and gees « 22. She
succeeds with one degree of success. 5o, she Jumps up 90
cemtimetres ({SB=20[4+30). Nat quite enongh for ber to
grab the edge of the ledge.

uMPING Down
When Jumping down, you must make an Agility Test for
each metre of descent. On a failed Test, you stop making
Agility Tests and fall the remaining distance. So if you fail
all the entire distance and take Damage

for falling (see Falling).

LEAPING

A Leap is a horteontal jump. 1t is used to raverse from roof 1o
roaf or o cross chasms, ditches and so on. There are rwn types of

Leap: nmning and standing, In both cases, they are Full Actions

RunninG Lears

Ina Running Leap, you must move at least four metres in a straight
line leading up to the Leap. At the end of your movement, you
Leap acress a number of metres equal to your Strengeh Boous
Make a Strength Test. For each degree of success, you Leap an
exira 50 centimetres. For cach degree of failure, you Lesp 50
centimetres less (minimum O metres—you probably move a few
dozen centimetres, but not a full metre). For every four metres
mum up beyond those required for the Leap you get a 410 bonus
{maximeim + 30} to your Ssrength Test.

StanDING LEAPS

A Standing Leap is similar 1o 3 Running Leap, except, obviously,
you don't have to run firss. You caleulate your distance as a
ing Leap, but you take a ~10 penalty to your Strength Tess,

ExampLE

Our friend Keira is on @ rooffop. To get onto the building
comtarming ber targed, she mict make a Leap of four meres
Keira bas 36 Streagth (3 SB) so she had beiter roll well
or she’s going to splatter on the sirces below. Ketra ba
wp cight meires and then starts ber run. She crosser the
distance and then makes a Strengeh Test. Beeause she ran
JSfour extra metres, she gets @ +10 bonus to ber Stremgeh
Test. She rolls and gete a 260 A swecess by rwo degrees
36+ 10=46). If she had just succeeded om the Test, she
would have feapr three metres, but becanse she gor fue
degrees of suecess, she instead feapt four metres, which is
Juest envugh to cross the gap

VERTICAL DISTANCE

Should it be important, the height you attain while leaping &
equal to one quarter the distance in metres travelled. A resil
of 0 or less means that you gained enough altitude 1o less
ba not enough to clear any obstacles.

SWIMMING

A character doesn't need to make a Swim Test under ides
circumstances, but hazardous conditions such s rough waters
hands being tied, or swimming whilss fighting all require Swis
Tests to move. To swim under hazardous conditions, you mis
make a Swim Test a5 a Move Action. A success indicates tf
you move in any direction up 1o a number of metres equal
one-hall your Strength Bonus or simply tread water at yo
option, ailed Test means that you make no progress and
canned mave. I you fail by 2 degrees or more, you sink one
for every 20kg of your weight

Characters that are unable to swim for some reasos
(unconsciousness, paralysis eec) automatically sink one metre of
depth for each 20kg of their weight on their Turm. Theoretically
a character could sink all the way to the bottom and walk thei
wary out of the water i they can hold their breath long encugh

SWIMMING AND NARRATIVE Time

Prolonged swimming can be exhausting. You may swim fos
a number of hours equal to your Toughness Bonus (simply
substitute your Strength Bonus for Agility Bonus to determine
Tvow much distance you travel each hour). After this paint, y
must make a Toughness Test, with a cumulative ~10 penaity
per hour and each hour thereafier. On & failed Test, you take
1 level of Fatigue, If knocked unconscious from Fatigue, you
sink and probably drown.
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[TIOVING &
LIFTING

“The movtal burden carried dutifully to its destimation i3 the
Emperor’s greaTes praise.”
— Lexconicum Mearalis,

ormally, you don't need 1o keep track of how much

of each ftem of your equipment you're carrying.

Characters in Dare Henesy are assumed o be able
% shoulder their backpacks, carry their weapons and don
wmour without being too hampered. However, there are
Sely to be instances where it's useful to know how much
gous character can reasonably lift.

The amount of weight a character can move depends on
e sum of your character’s Strength Bonus and Toughness
Sonus. Compare the total to Table 7-31: Carrying, Lifting,
#ad Pushing ro find out the limits of your might. Note thar

ain Traits may increase these values

TABLE 7-31: CARRYING, LIFTING & PUSHING
Total Carry" Lifi* Push"
0.9kg 2.25ky 4.5kg
2.25kg 4.5kg kg
4.5kg kg 18kg
9kg 18kg 36kg
18kg 36kg 72kg
27kg Sdkg 108kg
36kg T2kg 144kg
45kg 90kg 180kg
Stikg 112kg 225kg
67kg 135kg 270kg
T8kg 157kg 315kg
90kg 180kg 360kg
112k 225kg 450kg
225kg 450kg 500kg
337kg 675kg 1,350kg
450kg S00kg 1,800kg
675kg 1,350kg 2,700kg
900kg 1,800kg 3,600kg
1,350kg 2,700kg 5.400kg
1,800k 3,600kg 7,200kg
2,250kg 4.500kg 9,000kg

*Carrying Wenght tndicates how mmuch you can comfortably carry,
Lifing Weight describes hotw much you car liff off the grovnd.
| *Pushing Weight descraber bow much weight sou cax shove.

EXCEEDING YOUR
CARRYING LIMITS

1f you find yourself carrying more than your normal carrying limas
and less than your lifting limit, you are encumbered, You take a
—10 penalty to all movement-rekated Tests and reduce your Agiliy
Bonus by 1 for the purposes of determining movement mtes In
addition, after a number of hours equal 1o your Toughness Borus
have passed while carrying this weight, you must sucoessfully
mizke a Toughness Test or ke 1 level of Fatigue.

While handling weights at your lifiing or pushing limits, to
miove at your normal rate requires 3 Full Action.

You can try to lift or push more than your limit by Testing
Swength. Each degree of success on a Strength Test adds a
+1 bonus to the sum of your Strength Bonus and Toughness
Bonus for the purpose of determining your limits, If you fail
this Test by 2 degrees or more, you take 1 level of Fatigue.

THROWING

As described in Chapter V: Armoury, some weapons are
designed to be thrown, The further away the farget is from
you, the harder it is to hit the target. While ranges for these
weapons are determined by your modified Strength Bonus,
this system doesn't cover objects not designed for throwing,
such as bags of sand, bricks, and so on
You can throw any object whose weigh is
than half of your lifting weight. To see
travels, Test Strength. A successful Test meal
flies a number of metres equa
each degree of success, this d
1. so ane degree
of metres equal v d nea
aby i m i your 5Bx3,
the object
ngth Bonus
1l at your feet). If the
surface such as a wall, it takes 1d10+5B
gree of success on your Test.
owing such an object as an improvised weapon
ke a Ballistics Skill Test rather than a Swrength
t. Throwing heavier objects more than half than your
lifting weight, but no mere than your lfting weight, imposes
a Hard {-20) Test penalty.
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LIGHTING

“Uf you dare enter these dark times, enter.”
Ordos Hereticus Maxim

any adventures in Danx Hemesy take place under
the cover of night, in the shadowy depihs of caves,
or in the dank and foerid underfive. Asa re
oppressive darkness becomes a constant enemy, mm-.lllug
countless terrors and monstrous threars in frs depthe For
these reasons, light sources are of paramount imporance
when exploring the dark places of the Imperium,
For simplicity, Dank Hrnasy uses three levels of fight
Bright, Shadow and Darkness. Brig)
allows normal vision, such as sunlight or being within the

light s any light that

radius of a torch, antern, candle and o on, Shadow
occurs whenever a light source is obscured such as
by fog, distance or some similar
enough, i the absence of light

t. Darkness, naturally

Aside from the obvious effecss of Darkness and Sha
the inability to see, areas of Shadow and Darkness ¢
with a character’s movement and combat capabilitics. Characters
adow at no penaley, but may
aronly half speed or less through Darkness. Exeeedang this sp

may move throogh areas of

means that the character may drift in a random direction un!
the character succeeds on a Hard (-20) Perception Test. For the
effects of lighting on combat, see Combat

FLYING

“It s ey bl thar firesgn traved marrows the mind wond
Helem Boesch, Ordo Xenos.

lying is not a common occurrence for characters in

Duank Heresy. Aside from cenain rare es of tech

or managing to convince a flying creature to hold you,
the odds are that the Acolytes will live and die with both feet
on the ground, This sid, there are p creatures in the
Wizrimmer 40,000 universe that do benefit from the
to fly and when they attack it changes the character of the
baitlefield in challenging ways. The following rules provide
an abstract system for dealing with flying

ALTITUDE

O a planet, there are three broad altitde levels: Hovering, Low,
and High. You can change altinude by one level {up or down)
during each Move Action taken. I you're using the Charge or
Run Actions, you can change alinudes by two levels

Hovering

Hoveting means that you are skimming just above the ground,
no higher than two metres. You can move over obstacles or
pits with ease, but attacks can affect you as normal. You can
bath attack and be atracked by creatures on the ground

This altirude indicates that you are flying no mare than
metres above the ground. You cannot attack or be antacked &=
bue rangy d attacks ‘mi Psychic Powers are possil

at you treat you as being 16 metres further away and take 2-
penalty to their Ballistic Skill Tests made to attack you.

ar this alirude, you are flying far above &
ond the range of all attacks, even those com
ack or be attacked by othe

from low altitude. You can or
creatures flying at High altide

EXAMPLE

Hybris bas secored a powerful grav-harness, gra
him 4
goes fram the gro

the second Rennd, be ascy

adds 16 metres to the Range

Fryine MOVEMENT

es and characters are broken up into tw
5 a ‘Trait (see Chapter X1z Alicns
Heretics & Antagonists). They are Hoverers and T
Hi rs can miove through the air, but are incapable
more than 2 metres of altitude. A Flyer can go b
ineo the sky, just like 2 bird
Each Trait | associated number. This number describe
the char. eure's Flying Movement. This works
like regular moven but applies anly when the ¢
lying. In the case of spells and ather supematural effe

mist spend at least one M
Action on his Tum each Round or he'll fll, Hoverers simpl
land, which causes no Damage, Flyers at Low altitude 1ab
Damage from a 15 e II while those a1 High altitude
Dramage from 3 25+ metre fall. See Falling on page 210 f
mave details. The Charge, Antack and Run Actions both eoure

as mewvement for the purposes of staying in the air.
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“Every soul witvers between the Void and the Emperar's Haly
Light. Mot falter.”
Inquisiter Kaede, Ordo Hereticus.

he Imperium of Man is vast beyond all mortal
reckoning. A legion of Administratum scribes
working their entire lives to produce a single
accurite accounting of the God-Emperor's realm would
be doomed 1o failure before they had even started as
the numbers exist only in a continuous fAux. Worlds are
constantly being found, lost. rediscovered and destroyed
throughaut the Imperium. Across this grand sweep of
planets every conceivable culture, political system and
ideal is somewhere represented. There are wonders and
atrocities, saviours and lunatics, sinners and tyrants. There
is courage that can break the heart and knowledge that
can hartow the soul. All these worlds, as well as those
teeming masses dwelling on and between them, are yours
to define should you take up the mantle of Game Master,
it remember, power corrupts they say, but it is those
pwithout it that most ofien speak thus

THE GM'S LOT

The Game Master has the vital task of bringing the grim
darkness of the far future to life for the rest of the group,
mainly by subjecting the Player Charac o the many
horrible confrontations they will doubtless have as they make
themselves useful to the Inquisition. It is the GM who runs
the game, sets the stage that is the Imperium and ensures ¢

everyone is enjoying themselves. It isn't always easy, but

can be a bot of fun and very rewarding. If you're the GM for
your group, this chapter is designed to help you with your
job, explaining what this
coming up with memorable cxperiences (the terminology

e is about and assisting you in

for such incidents is usually “adventures™ or “scenarios”) for
your Acolyte band. IF you're a playes, you may wish to lighily
peruse this chapter just to catch a glimpse of some of the
horrors that may be in store for your Acolyte

Your job as GM is a bit like being the director of a play
without a finalised script. You've assembled your cast {the
players), know where the action is located (somewhere in
the Dank Hewesy universe), set the proper mood (a dark and
merciless furure) and have an idea of how the story gocs
{an adventure}—now you have to bring all these elements
together o craft an exciting production. If you do your
job well, everyone participating will have fun, perhaps in
spite of growing to love and hate you for all the terrifying
events you keep subjecting their PCs tol

Before you mun your firss game, you should prepare yourself

Read this rulebook—Don't just skim it—read it You
need to know the rules better than anyone else in the
group. You don’t need to memorise them, but you showls
certainly know where to look should a question come up
I you are familiar with Warbammer Fantary Roleplay, you'
find the rules familiar, but note that there are a few critical
differences in approach.

Have a plot in mind—Hefore you can run a game,
need to have at least some idea of what will happen. Thas
idea may be as vague as, “The Acolytes meet Ethern the
Bone Numberer and then we'll see...” to a fully deseribed

blished ad from Black Ind {one of wihick
is included in the back of this book). Our website also b
an ever-growing selection of free adventures ro download
and run. A pre-designed adventure has the advantage of
being ready 1o play, whereas making up your own, w
time-consuming, has its own rewards. Whichever cous

1 choose, be as familiar as you can with the story you've
chosen before beginning.

Ready your supplies—You will need a small collecti
of ten-sided dice—iwo for each player, including

—to run Dane Hewesy, One character sheet per
. weiting implements and some notepaper is alio &

good idea

Runwing Dark HERESY

Once everyone has generated an Acolyte, you can stare the
game. As Ganie Master, the following tasks are your main

responsibilitics:

Framing the story—The far future of the Imperium
15 enormously different from the world we know. It &
1o you that your players will look for their cues on how
their PCs should act and react to the world around them
tor you are the lens through which they view the dark
future. Describe their surroundings in detail, lingering
on what their senses tell them, the sights, the sounds
and the smells. The better you are at depicting the right
atmosphere, the more invested your players will become
in their characters and the adventure.

Act as the referee—You are the final arbiter of game
rules in all circumstances. When a player wishes to make
a Skill Test, you tell them what dice to roll and w
penalties or bonuses might be appropriate. You decide what
is probable, possible, unlikely and flat-out insane. Keep in
mind that it's casy 1o say "No” to the various stunts yous
PCs will try to pull off, but often a lot more fin 1o say
“Yes, but there will be consequences.

Take on the role of the Non-Player Characters—
Everyone and everything who is not an Acolyte is played
by you. Big job, that. This extensive variety of beings
are known as Non-Player Characters (NPCs), In Darg
Hezesy, they range from simple serfs to a variety of
alien races with inhuman mindsets. There arc several
sections later in this chapter to assist in characterising
the many roles you will be playing. The important thing
to remember is that the PCs are really whom the story is
about, and the NPCs you introduce are supposed to serve
that end
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THE EITPEROR'S
JNQUISITION

e central premise of Danx Henesy is that the PCs are

Acolytes of an Inquisitor—exceptional individaals

from other paths, whose unique personal attribures
8w brought them to the attention of 2 member of the
Wesulsition. The Acolytes have been recruited to serve their
Sauisitor 10 the best of their ability. Inquisitors are few
s scattered, for the Imperium of Man is vast and the its
Ssemics are legion. The powerful Inquisitors have neither
e time nor the resources 1o personally follow up every
Secmsation of heresy that may come to their anention. This
= where the players come in,

together as part of a group that includes the Inquisiror
who recruited them along with other agents that may or
may not be known to them. For more details, see Chapter
X: The Inquisition

KNOW THEM
BYTHEIR WORKS

The type of Inquisitor each group of Acolytes works for
will affect the majority of Darx Hexesy adventures you
run for them and will cerainly end up colouring their
perceptions of the Imperium. While players are often
willing to be fairly flexible in what they'll put up with
for a one-off game. you can rest assured that if you wish
to run a series of linked adventures, usually known as
a “campaign”, they'll want a say in the nature of their

They are op of the Inquisition, empowered 1o
Swestipate allegations of heresy and other charges of
Seviant behaviour on behalf of their Inquisitor. While the
wewer of Acolytes is definitely limited compared to that of
% full Bearer of the Seal, when the time comes for them to
Seandish their Inquisitorial Rosetres, few will take them
Wghily. Most of the time though, Acolytes work in disguisc
we from the shadows, as word of their presence or actual
sentities could alert their enemies, especially if the local
sstharities are the ones they've been sent o investigate.

Acolytes join the Inquisition for as many reasons as there
See Acolytes. Many believe the work of the Inguisition is
Soly and in serving its needs they serve the God-Emperor
Some seck redemption for past deeds. while others just
want a clean dara-slate. A fair number care only that
e Inquisition pays well Regardless of their reasons

joining their Inquisitor’s retinue, the PCs must work

Always be f
rely on your
e in to that tem;
that you'll do the right thi
Give them a chance.
can't do that.’ Res
squash that
after all and they deserv
Lay down the law. That said, ren
prepared games. It is thus sometime
with you aboust the rules: De
Don't play favourites. Th
ane character is dominating
game. Also, make sure that everyone
approgtiate 1o hand oul
Keep the pace brisk. You are the narmtor of this story

patron Ing Actually, this can be a great asset to you
as 4 GM and you should strongly consider discussing the
merits of various potential Inquisitors with your players
before the game begins. Several of the Inquisitors of the
Calixian Conclave are detailed from pages 316-322.
They represent a wide range of beliefs and philosophies,
affording you and your players a fair number of patron
choices. If none of them interest you, you can create
another Inquisitor to better suit your group's desires. The
sort of Inguisitor they prefer can tell you a lot about what
it is they might want from adventures and your campaign.
Anyone wanting to work for the Ordo Malleus clearly
wishes to strugple against Daemons, just as those secking
employment with an Inquisitor of the Ordo Xenos crave
alien conspir

Hereticus wish 1o seck

r responsibility to keep it moving, It's easy (o get

bogged dawn looking up riles. or going off on a wild tngent. Try to rein that in and keep up the pace. The list thing you
want to see when you look up from behind your GM screen is bored faces

TER
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Pravine THE INQUISITOR
Whatever sort of Inguis you end up
remember it is the e the true protagonists

of your Dis Hinss

ertain the Inqu

ally those thar ar

if they
I be able
I be your

Jing and

MANY ARE CALLED,
MOST ARE FOUND

roleplaying games start characters off with few buil

in presumptions and no particular expectation of action other
than “adventuring™—translation: you are a g

individuals of varying talents who have coine

ut in search of riches and
PCs are all skilled

veir Inquisitor employer at

in a tavern and decided to set
excitement. Danx Henesy supposes that th
individuals who were hired by
some point in the “past™ of your game's time-line for the
specific purpose of assisting him in root
the Calixis S
have worked for the Inquisition in such a capacity for many
y to be the first
worked with o
athering cel
her whose skills complement

ut heresy within
ctor. In fact, one or more of the characters may
years. our initial adventure, howeve I
time the PCs have ever met another
as a group, as many Inquisitors are fond of
of diverse Acolytes to
another—a convenient practice from a GM's point of view. A
singzle adventure can take anywhere from one game session to
a dozen or more 1o conclude. Most Dask Herisy adventures
are liable to continue until a given case of the Inquisition has
been investigated and a variable number of heretics have been
either identified for others to handle or dealt with directly
by the PCs.

THEIIES IN
DARK  F{ERESY

intend to plot out a single advenis
1y the framework for an entire campai
here are certain ideas that resonate throughy
« By planning adventures that help to ev
and further these themes, you will help to immerse y
players into the dark distant future of the Imperium,

ONE MINUTE TO
MIDNIGHT

nk of ruin and dis

erribde, rapacious and hoy

emies that seek to dessroy. humanity. unerly. Across ‘th
Imperium, man is caught up in countless struggles 1o sury
salixis Sec
and powerful, ready

ash hell, unless, that is, the Inquisition can somehow tu

k the o v

THERE IS TAINT
IN ALLTHINGS

ry manner it can be expressed,
py is the namral state of the

ning tide of d ruin

chaos from which they came. The efforts of humanity ¢
hold corruption ar bay will ultimately prove 1o be fit
system that has ever been erected to hold off

decay are also subject to it

as v
Libraries built to maintain accurate knowledge of the
eir codifiers break down introducing err
into the data records. Scrolls are burned, lost, miscopied
hose who would control the
Instieutions form, fourish for

past corrode;

or deliberately falsified by
future by altering past
a time, then fall short of their promises, forgetting their
riginal purpose. Eventual

use tradition dic

ny such organisations exk

es that they should do so,
nows why they were created or the meaning of
Maost obvious o all is the
become common on many Imperfal worlds

corruption of the body, f

and incidents regarding psykers grow mare frequent with

ey passing century. Subtler still is the threar posed by
the many people who slowly adapt physically to thel
environments, losing the “purity” of the human form and
those who have forgone “meat” in favour of metal, So
and minds fester as surcly as flesh. Daemonic influence is
ever present. Insanity is rife. Those that seek to do what is
just lose their way, their pure motives corroding until they
find themsclves performing the most debased and vile of
acts all in the name of decency.




CALCIFIED
ENOWLEDGE AND
MYSTICALTECHNOLOGY

88 the Imperium, most of its citizens have no idea how the
snifold examples of extant and ancient technology work
W ihat they even exist. A soldier of the

B ficld strip his Jasgun in under thirty se
% no grasp of what purpose the various mech

perial Guard
ds, yet he
risms
5as pulled out of his weapon actually serve. Even the
e level Tech-priests of the Mechanicus of Mars have no
Ssprehension of what it is that they do—their knowledge
W By mote. Machines work because their operators followed
= appropriate ritals to appease the machine's “spirit™
e because they pushed the runic burtan inseribed with the
word of power "ON”.
Imperium prizcs a stasis of thought. Traditional ways
%= always the best ways and obedience to dogma without
sy consideration for what it may mean is common. Thus,
Seeh technology and knowledge have become sacred. All
S the most basic of technological devices are thought of
® smpernatural and capable of being regarded as either holy
w unholy, Superstition is commonplace, as the breakdown
¥ knowledge has meant that the majority of the populace
sle to comprehend the reasons why something may
the citizens of the Imperium rely on charms and

monies to allay their fears as they have litde capacity

examination or critical thinking, Frequent users of
m of technology kr
bserve 1o keep the spirits of their machines plac

w 3 variety of rituals chat they

are many wha truly bel
gth. Active scientific

fear. Outside of the followers of
cally non-existent in

THERE IS ONLY WAR

B Imperiom has 2 vast member of worlds that haven't known
e a hint of battle for over ten thousand years, but there s
% Imperial world within the reach of the Astronomican tha
Soesn't have what is known 25 a “siege mindser”. Constantly

e Ormnissiah
mperium,

ngued aboist the dangers of xenos threats and more nebulous
ssermics that hurk out in the dark, the people of the Imperium
e forever being reminded that war could come to their
weeld at any time. Every planct’s tithes go towards Fuelling the
Smperial war machine, which is eternally engaged in hundreds,
% oot thousands, of conflicts scross the galaxy Some are
squesionably large-scale wars, sich as the struggle against the
Ssnnous alien horde of living weapons known as the Tyranids
St are presently attacking large swathes of the Eastern Fringe,
& the ren thousand years fong figh against the traitorous ancient
Sllowers of the Ruinous Powers that lurk inside the Segmentum
scurus within the region known as the Eye of Terroe, Almost
ol mdustries within the Imperium aid the various war efforts in
e wary or another and the authorities of many planets are often
W pains 10 point out 1o thesr citizens how imponant their effons
e i securing the Imperium's fature,

KNOW YOUR PLACE

The Imperium clings strongly 1o a feudal mentality. Nations
brought up following the Imperial Creed have a very definite
sense of obligation and a clear idea of what their “place” is
within their society. Travel is ranc and most citizens never
leave the world of their birth, Conformity to what is expected
Is the norm. Indeed, one of the many reasons why m

and psykers are so persccuted is because they generally
outside of the accepted bounds of Imperial culture
Imperium has three tithes, which it levies against the majority
of its worlds:

* Control your psykers and give them over 1o the Black
Ships

* Whether troops or materials, supply the required
amount when asked.

* Have no dealings with enemics of the Imperium.

In exchange for adhering to these three obligations, the
Imperium safeguards its worlds against the many dark forces
arrayed against them. The majority of Imperial citizens
see nothing wrong with this system, Most will report any
“witches” they know of (though superstiion may silence
them) and deviant behaviour when they see it. They willingly
Join the Imperial Guard when called upon 1o do so, and the
thought of secing an alien, much less speaking with one, is
abhorrent, They proudly serve their leaders and exult in the
Imperium'’s victories They whisper in awe about the 1
campaigns of the Space Marines and tremble in fes
thought of ever crossing the Inquisition

That said, Inquisitors and those the

Acolytes are ne of 1 Wi
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WERE ON

A [TTISSION

FROIM THE
GOD-EMPEROR

o your players all have their Acolytes ready 1o uncover

heresy. seek out corruption and purge the xenos threat

Time to summon the Daemon into the details. Time
to discuss some plot elements you'll need to help crafi an
adventure worthy of the name Dank Hiresy

HEROES, HERETICS AND
EVERYONE IN-BETWEEN

It is the Non-Player Characters (NPCs) that you create and play
thaat will o the most to bring the grim furure of Duss: | i
for your players. A roleplaying game is populated with all mannes
of persons that don't matter too much in the overall structure of
your adventures. Every frate clerk doesn't really need 1o be given
game statistics. These faccless masses of NPCs serve mainly
s setting aids The few that your Acolytes may acally face in

mbat should usually have game stistics, but they can’t tke a

ole kot of damage a8 they mainly serve as cannon foddee

There are others though, who are special These are more
detailed NPCs and their interactions with the Acolytes should
ultimatedy serve to drive the plots of many of your adventures.
Major NPCs do not necessarily need to be as filly detailed = 2
PC, though they most often will be. Their purpase in your game
is 10 bring depth 1o the seiting by highlighting different aspects of
it, and offen, to create conflicr. Conflict is what drives every good
story, though the nature of the conflict vasics. In many roleplaying
games, conflict is often violent, but the desires and necds of NPCs
can cause other sons of clashes as well. Whenever you introdisce
a major NPC, you should consider exaatly bow he/she/it will
interact with your band of Acolytes The desines and needs of these
NPCs will directly affect what they may want from your PCs. The
following broad categories cover the majority of witat mest such
major characters could want.

Herr

The NPC wishes or needs the assistance of one or mare of the
Acolytes. The characters’ master could questionably fall into
this category. No one approaches agents of the Inquisition
lightly, so if your PCs have settled in one area long enough

ing them are likely
1o have very serious problems. Travelling or incognita, PCs
could still be asked for help for any number of reasons. Since
PCs tend to be faitly competent individuals, one common
reason they may be approached is because the NPC wishes to

use of the skills that they have.

Exrrorr

The NPC intends to use the PCs to his advantage, regardiss
of their personal desires on the subject. Such an NPC may
frame the band (or expose their actual practices to the righe
people) in order 1o advance his own position or further b
plans. Some Inquisitors push their Acolytes until they bresk
then casually discard them when they are no longer of s
Note, however, that not all NPCs that set out to urilise the PGS
necessarily intend them harm. The nobleman whe wishes &
see his corrupt brother removed so that he has a clearer line s
power may offer his assistance freely to the characters—he
still exploiting them for his own ends, but he is also he
them do their job

Resist

The NPC opposes the PCs in some way—a state tha
range from *friendly rivalry” 1o “willing to destroy an er
plane, if it will kill one or more of the Acolytes”. Gener
any dangerous heretics the PCs ever fight will fall under
category, with the really dever ones perhaps auempti
exploit them as well

TeacH

Often the rarest of NPCs, but still among the most importas
instructors and mentors both have this motivation, Sece
MNPCs wish to increase one or more of the Acolytes’ skills o
understanding. Some truly have an altruistic desire to reach
whereas others will have selfish reasons for imparting thes
wisdom, in which case they may well intend to use thes
position of trust with the PCx to manipulate them. One o
more of your players” Acolyics could be a student of th
employer, especially if the PC s intending to become =
Inquisitor himself one day

Finally, consider how the NPC imends 1o ger what be
wanis from the Acolytes. What sort of person is be? Will he
ask politely, or nuthlessly blackmail the PCs into doing b
Bbidding? Will he seck to have them all killed from a diszane
or will his honour insist that he look them each one directly &
the eyes before he gives arders for them o be cut down. Wi
resources are at his disposal to accomplish his aims? How

is he willing to go if the PCs defy him? Thinking about the

answers to these questions before the Acalytes even meet yoss
NPC will help you roleplay them effectively, especially since
no PC will ever do exactly what you expect them o
There are many ways to run foul of the Emperor's Inquisition
A fair number of Imperial transgressions are not the choles
of the offender in question, for example, nobody 2sks 1o be
ko a mutant. Those that wilfully beeak the Emperor’s b
though, tend to be fairly dangerous types as the penalties
are invariably harsh. When creating *bad guys” for you
Acolytes to ke on, remember that few “villsins” ever see
themselves as such. Regardless of whatever crimes they haw
committed, 115{\- justify their behaviour, to themselves ot leass.
deri In some cases,
which docsn't make the

their circ

a5 Approp
the PCs may cven agree with the
heretics in question any less guilty.




ricty, as the old saying has i, is the
wiainly the key to creating engaging foes for your
es. If every heretic is a Chaos cultist tha
S esbiny-striding evil, your adventures can
Wemcwhit repetitious. Choose foes wi
Wcrent means and abilities. It's al
e up with one or two really nasty villains—perhaps
SSeyhim/it reappear a couple of times in a campaign
come a nemesis to the Acolytes. When your players
er that their Acol trying to stop something
strous, their engagement in the game will be

htened and their fun increased.

A PROPER STAGE

W sheer number of settings available in the In

ewhat overwhelming. While deciding wh

an adventure, think about its scope. Are the

o track down a single fugitive or do you intend them
wver the tendrils

them to do it on. Many campaigns can begin and end
a planet—some of them may never even leave the
wels of a specific hive—bur others may well roam from
0 workd,
The types of adventures you're running are surely
senced by where you set them as well. A “murder
/" set on a desolate colony world will feel very
1t to one that plays out in a noble's court, The
itself can be the primary e I some
tures, especially ift you highlight one or more of
ts of the serting unique 1o Danx Hempsy, Take, for
e, a ship travelling throu
wly by the geller fields that hol

is—what is one of the worst things
you're trapped? Being hunte
B Acolytes? A xenoform? A
w=d to be somewhar.,
ng a ride with an Inqui
g loose in the hold, an Eversor whose |
8 kill everything he came into contact w
e right code words to make him stand d
e same accident thar set him loose kill
% Board that knew the code words? O
w8 adventure (staying alive!) all in one
as there are appropriate ings
ESventures, there are a Jot of exciting places 1o ha
Whencver there is a likelihood that combar
BSur game, see if you can arrange for it to be s
Seresting. Very few fights in Dank Henesy happ
= open fields with no cover. Thinking about the “terrain
% advance will give you some idea of what could happen
sSwning the fight, s well as making the fight exciting for
Weur PCs. Combar is deadly in Dark Heresy and battles
“Woald always be swift and uncertain—a course ane only
W=gapes in if there is no ather option.
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HERESIES
GREAT AND SMALL

established a5 the official religion of




permim close to 3,000 years after the Emperor was encased in
8 Calden Throne as it had, prior 1o its axcension, been the lagest
fluential of the many cults dedicated 1o the God-Emperor,
o which had spruny up after His “deificaion”. Consequently
== are many, many different seos within the Imperium, the
Ssoriny of which can legitimately claim suthenticiry — althoagh i
B s fo expliin their beliefs in detail 1o one ancther a
e propormions would likely oecor, as
S 25 heretics on account of their deviations fn
S The Adeptus Ministorum exists o prevent s
S shey stil arise from time to time. Generally, the
Wy 10 brineg the Inquisicion ingo such matters, though if they must
=mon an Inquasitor; they will invariably request 2 member of the
ereticus
chever particular strain of the Imp
sarchy Evours in any given century & not w
uisition, but the ease with which e deviancy c.
ed into the many variations of the God-Emperc

e Imperial citizens are raised to question authoricy ar ni
ity are encouraged 1o believe in what they are told by
mibers of the Ecclesiarchy, a subthy cormupt priest can do
ve damape before being discovered, The populace of entire
Seicds have been lost 1o suicide cults and much worse because
jinted demagogues. The medieval mindset of Imperial
=1 encourages them to deeply believe in spiritual powers
ad their comprehension, which the Ecclesiarchy tells them
be the God-Emperor. The followers of the Ruinous Powers
learned 10 take advantape of the Imperial “need 1o believe”™
mbining it with the subtle lure of secret lore or privileges.
posing as one of the countless sects of the God-Emperor,
g certain advantages or boasting a lofty or elitist st
os cult can ensmare many influential followers. By the
people are initiaced into th
mew sect offers, it is far oo L

Sk back on the Emperor ; o ol ing themselves
and utter madness a5 they walk the

Eined path to power that the Ruinous Powers offer

one of the primary duties of the Inquisition o root out
wd destroy cults dedicated 1o the dark gods of Chaos before
ey can do any lasting harm. One of the most dangerous
Sk that a band of Acolytes can take on is the infiltration and
smible climination of a Chaos cult. Mot only is there 2 very real
Sanper (Fone is discovered, there is also a temible chance of warp
sseruption of the soul from leaming too much of a heretical cult's
Bellefi. These secretive cults are incredibly dangerous oppanents,
it can be very difficult 1o tell how far their influence has
smeead. It s difficult to rely on local backup if you think they may
sscdenty murn on you! Worse still, the cormuption inherent in such

e of heinoas depra

Tue Crearures OUTSIDE

The Adepmus Miniorum peeaches that the Emperoe’s greatest
glory lies in His protection of humanity from the homors of the
mmuaterium. The Astronomican, which guides the ships of the
Imperium through the darkness of the warp, 1 the most tangle
example of his benevolence. The Ecclestarclry makes a point of not
discussing what those unseen terrors might be, though. Within the
Imperium, the MNavis Nobilie and the Inquisivon have the greates
knowledge of what resides in the darkness of the empyrean. The
warp s thought to be a dark reflection of the matcrial undverse, 2
place of raw emotion given form. Psykers claim that every soul {sve
those of Unouchables) flickers as a light in the immateriom. The
Bight of a peyker burns the brightest and, without the proper meneal
discipline o irining, can serve to summon forth the beings thar call
hen they imvoke their powers. Whle there are a

zrange life forms that exist n the warp, the type tha tends

e the Inquisition the most are known as warp entities.

dmp-nm by far are the Dacmons of Chaos. Daemans are typicilly
formed from the most exreme thoughes and emotions conpraled inin
a single sentience. The Daemonhumicrs have spent millenmia rying o
cataboguse 4l the different foems the Daemon can take, but the sk i
never complete, as the Daemon hordes seem io be endless All Dacmons
hate, yet desire, the workd of flesh with temible endless malice. They
hunges for a solid form and the sensations that a body can provide,
even as they despise the weaknesses of Bving l\1u|5\ Ungrotected)
peykers represent the surest wary that Daemons

crussing nto realsy

berween dimensions can collapse ensirely, permanently ju

area of the immaterium with 20 equal arca of realspace, resulting in a

hellish Chacs realm where spérit and flesh become equally malicable

Draemans that wish o stay in realspace for an extended time will try

1o possess a peyker by selzing control of his body. IF the Dacmon

is succenful, the resulting creatue is known a5 1 Daemonhost and

while often not as powerful a5 3 munifested Daemon, they are sill

same of the most dangerus beings in the galaxy: Dacmaons fequently

u-opmm with the followers uﬁl\r Chaee pods 1o benefit from the
ls that cultises p bring: them across from the

epeaved beliefs can often manifest itself in d inghy tangible
ays—ihe deaders of such cults often have strange powers and
e frequently muitants, powerful psykers, Dacmon-touched or
% tombination thereof: While the majority of Acolyte bands
will anly be imvolved in the discovery and elimination of such
oups, there are some Radical Inquisitors who allow and even
sscourage heretical culs in the belief that they can ose them o
Ssthier their aims—fighting fire with fire, 50 10 speak. Acolytes
Sriting for such an Inquisitor may find their faith sorely tested
i are asked to cooperate in certain rinals. ..

mupylr.nund inao realiny, mocdn 1o further |1|: cultists’ own power.
Acolyses of the Inquisition, especially those scconded 1o the Ordo
Mialleus, are trained to look for signs of Dacmondc possession. Such
foes cannot o long unopposed, for their power can grow greatly
ey, very quickly—and Acolytes that discover the undue influence
of the warp offen have to act swifily 1o siop it before it can spread
Ibeyond control. The mle of the Daemontunter is 2 lonely one, for
few have the strength of will or the spirit 1o long enduure the temible
knowledge of the Daemondz. Acolytes who take up this most
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rt out piows but ofien b greatly toubled
by wha lhqr encounter. Numerous agenss evermually sucoumb o
cormuption of some sor, if they marage 1o survive for long, The few
thar endure with their sanity intscr frequently requess thar they be
allerwed to either concentrate on other foes or retire entirely from
active fickiwork in the service of the Inquisition. Despite the many
abvious and manifest dangers of the Daemonic, there are those
Incquisitors who believe thar the power of Chaos can be wsed against
itsell The most udacious, be they knowledeable or simply foolish,
dare 1o bind a Daemon into a specially prepared body marked with
e rumes of binding and snared vmh l'ldnh‘h sigil-carved chains
o form a creanue al hests are bound
o serve their creator and o Y nl‘cy his ancls without

Inquisition is thus one of the foremost bodies of the Imperium &
muaking use of Untouchables 1o serve the ciuse of the Ordo Heretios
in the capture and/or exccution of rogue peykors.

Xenos Amonc Us

The Ecclesiarchy preaches that it is the manifest destiny of g
God-Emperor’s Imperium to mle the entire gakixy and even those
of more socular leanings belicve this to be so All other races o=
regarded s trespasiing In bumaniry's space. The majority of homes
that willingly deal with sentient xenos in any other than a vickss
Fashion are considered 1o be heretics. Sill, the scantered nature of B

question, though this is a dubicas prospect ot best. Any Inguisitor
thiat s ever peoved 1o have created 2 Daemonhost is automatically
declared Excommunicate Traitoris and umned down by his feflows,
imariably led by 2 squad of Grey Knights—the legendary Chapter
of Adepus Asanes that serves as the Ordo Mallews's chamber
milizant, So why do Radical Inquisitors even rik sich a reprimand?
Because Dacmonhoss are grosesquely powerful and a potenr asset
when combuating other Daemans and mogue peykers Acolytes that
become aware of an Inquisitor who employs Daemonhosts are
honour-bound to report the matter to the Ondo Malloas. Thase that
don't are auomatically condemned alongy with him i s hesesy &
ever discovered and their shence is proven,

Tue ProBLEM WITH PSYKERS

WPwykers are feared and hated, widely denounced as heretics
fThe mighticst of their number can unemingly commond entire
populations, fling their thoughts to the farthess raches of the galay
and crush a Baitle Titan with their will. They are dangerous potential
conduits for Daemons from the immaterium

One of the resporsibilitics thar Acolytes may tabhe on is the search
for newly emerging peykers Such a task can be a heavy emotional
burden, as psyhers come from every walk of life and almost none
of them asked to be one. Many of them fear and hate what they've
become. They are ofien filled with rape and seli-loathing, which,
when combined with their newly acquined powers, can make them
dangerous and unpredictable opponents. Psykers who have embraced
their abilitics are even worse, Their control over thedr psychic talent is

Tmp s many systems means there anc a vass number of planes
that bear xenoloms ineerbaced with those of hunanity. While thes
are 3 few alien specics that simply wish o be lefi alone, the gress
majocity ever encountered by the Imperium are all actively hos
to humankind. The Ovdo Xenos i contimually on the wach f=
the many threats posed by alien life forms, from deadly discas
10 invasion forces. They must constanthy guard against the siniss
thrcats posed by alien-worshiping cults, Eldar raiders, the Gres
Devourer and the brstal Orks to name but a few.

Amore insidious threat is g the form of !
The more orhodor members of the Adeps Mechanious presss
that all technology that doesn't dertve from humankind is corms
and capable of endangering its user’s soul fat least, thar’s how
offen justifyy their “requisitions”), Alien works are therefore ofiss
deemed suspect. Imperial propaganda generally depicrs all jsess
of non-human manufacture as inferior to those of humaning ¥
forced 1o acknowledge the efficacy of another race’s technolosy
they swifily forward the Mechaniaw's arguments that xenes
devioes are all poseniially damning. None of this changes the i
that 2 pumber of xencs artefacts are very powerful or can produce
effects unknown to humanity’s devices Where there are {llegs
goods, there i profit to be had and a number of criminal grous
throughour the Imperium deal in various senos commodicies
ranging from technology to drugs o slivery

The Acolytes of the Ordo Xenos are forever on the wasc
for any signs of xenos infhience. Culs dedicated to varios
xenos gods or venerating strange aliens themselves fall unde
their charter as do the many suspect criminal cartels and uses
of proscribed xenos technology. The agents of the Inquisition

seldom precise, but they are ofien sill devasaingly lethal
arcund them. Psykers who manage to avoid carfy Inu\i‘pd«mm
are forced o hide their powers by poing where the standard
authoritics would be Joath 1o follow them; many Imperial worlds
herve bawless arcas where even the toughest arbstrators will not go and
st is there that wyrds can be found, selling their powers to the highest
bidder. Wyrds are mercenary pyhers, self-taught individuals of wildly
waried abilities who eke ot 3 leving 25 far fom Imperial scruting as
they can. The Inquisition i naot the only group on the lookous for
peykers, though. A number of fledging psykers ane induced into
cults o other groups willing to hide them from the Black Ships' tithe.
Pryhers in league with the foroes of Chaos are one of the greates:
dingers the Imperium faces. Acolytes fighting rogue prkers who
arc allicd with the Raiinous Powers face an enemy that may very well
Know whar they ineend 1o do before they can even enact it Such
oppanents are willing to pull forth the secrets of the Acobytes’ pas in
orcler to mentally violate dem, making the fight agins experienced
rs a5 emationally damaging s fighting against Daemons The

y search for patterns when xenos become imolved =
any enterprise, because history has repearedly shown thar smal
intrusions often pave the way for full-scale invasions.

ReBELLIOUS INTENT

IF they are able 10 do so, most of the Imperium's cifizens seem i
be content 10 go about their lives in relatve peice. Many of the
societies of the Imperiunys worlds are oppressive though, whics
breeds reseriment. Even the worlds that embrace a moee egalitares
wiewpoint frequently encourige conformity. Neither. resentmens
nor forced compliance makes for contented people though. The
Administratum, which nuns the Imperium, s not unaware of thes
phenomenon. While planetary govemnoes are allowed to run thes
worlds as they see fiz, they are always encoursged 10 use the win
outlets of “faith” and “fear” as channels 1o redirect apgresion. The
Ecclesiarchy assists with the former, and constant vague thesone
about the many threars of the galaxy helps with the lates Azl =




e Imperial tithes flow when needed, the Adminis oficn nms
& S eye 10 all but the most beutal of exeesses It & when the tithes
s that the troubles start, for the Imperium does not suffer ebeflion
¢ The greatest censure of an errant povernor generally amves in
W foem of an Imperial axsassin, though larger rebellions frequently
¢ larger forces fo put them dows. Mutinous planees have been
Secimted a5 examples 1o others—yet rebellions. no
Sepeless, will il ocour, as defisnce seens o be one ¢
== of humanity.

Aculytes can find themselves ivolved in many
8 cither side of a rebellion. Some bands specialise in g
dercover s they seek out panticulardy deadly o
e downitrodden shantics and seedy drinking halls Some Radical
Suisiiors may encoursge rebellions (se Chapter X: The
Baquisition) and Acolytes working for them may ke up a o
of bl rousing, Neither suppoeting a rebellion, nor attermp
g o clowm, metkes for a sedate [

Tent Wy

i Burnine WoRrps
Fhere ane many doors that should never be opened, some secrets
# should be allowed 1o remain secrets. Nevertheless, there are
wrious groups in the Imperium thar seem determined 1o seck
. saowledge that has elther been suppressed or deemned blasphemons.

There are certain factions of scholars, often ones funded by the noble
Souses, which spechlise in disciplines such 2 xencarchacology and
phenomena. As long as their findings are “appeoved”, the
darchy allows them 1o function with e ing
pesting mind is seldom content with dogma and predisposed
0 sirmy inte heretical thought. The fallowers of the Machine God
= notonous for seeking out answers 1o forbidden questions, even

rference, bt

when their superiors have forbadden them 1 contine down

B of inquiry. Finally, there are the more radical members of the
Inquisition itsell, who often consider the .
% exphin themselves or their
maintaing a long list of heretical texts,
Sumed unopened should they be discovered, th
bfien treat as 2 “wish list”

Acolyres could find themsebves imo
of knowledge, its acquisition, or bo
and data-files, pict doctoring, seoretly ¢
soon-to-be-dead scholars so that their coll
mads of inquiry record suppression, "
shong with their oooupanes, scarching for
or ceherwise, are all disting |
secrets. Remember that some knowledge & ke 2 d
known it cannot be anknown o matter how

wishes to forget what he has kamed

WE arE our Own Worst ENeny

The singhe most dangerous institution in the of Man
& the Emperor’s Inquasition, The greatest threat many Ac
will ever fice may very well come ar the hands of 2 rival
Inquisitor and his retinue. The Acolytes of the Inquisition arc
aften the best a1t what they do- ruthless, dedicated and driven
by the certain knowledge that what they do is right

Trust is a huooury that Acolyres can seldom afford.
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FOR (GLORY
OR (GAIN?

colytes join the Inquisiticn for many reasons, but few
ever manage to retire. Learning the dark secrets of
the galavy is not conducive to keeping
Acolytes regularly face deadly foes, some of which are cap:
of rending not just bodies but souls as well, Wi ¥
walk into the darkness? Esch answers for themselves alone.
This section describes the rewards for PCs, as well as advice for
how to hand them our.

EXPERIENCE POINTS

Experience Poines (xp) are the most common reward in
Dazk Hesesy. Characters use them to buy Advances, S
Talents and er Path changes, as this overall pr
represents the way they become more adept aver t
As the GM you are responsible for awarding Experics
Points. You want to give oot enough to ensure that
characters are progressing but not so much th:
through their Career Path oo quickly, The
different approaches to handing cur Experi
Paints; descriptions of the:
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HE ABSTRACT METHOD

is is the easiest way to hand out Experience Points and
the one recommended for beginners. It ha

ne simple
guideline: give each player 200 xp for hours of
play time. This represents the length
so this method e
take an Advance, or a new Skill or Tale
While other methods are success-oriented, the abstract method
is predicated on the notion thar all experience is valuable. In fact
fiilure i often more instructive than soccess, 5o what matters i
simple survi IF characters can endure everything the galay
can throw at them, they
The four-hour mark Huidelin
flexible. Ifyour group spends a kot of time joking aroand, taking
snack breaks and so on, you may decide that six hours is more
appropriate. If your sessions average three hours, but are packed
with adventure, that can deserve Experience Points toa

: seasion

ures thal

er each game a pl an

rve a reward,
nd it is meant o be

Tue DeraiLep METHOD

As the name indicstes, this is the moss time-consming method of
handing out xp, but it abo gives you the grestest control. When
wsing the detailed method, you break the advenmre down inio
fts component parts and grive out an xp awand for the successfial
completion of each scction. Essentially, each step of the plot has its
own reward, Awards can be as litke 5 5 xp for a minor evens and
as farpe as 50 xp for a major one. When considering 2
reward for each scene, you can use Table 8-1:
Diﬁnlhy This breaks down each scene using the basic
ark of the Tess Difficulty table.

—
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TABLE 8-1: ENCOUNTER, DIFFCULTY

Difficulty XP Award

Very Easy 20

Easy 30

Routine 40

Average

Challenging 80

Hard 100

Very Hard 130

with Tese Difficulty, you should try to be fair when

ining encounter difficulty. Was the obsta
me or was the victory dearly be {

% Ssadvaniage (perhaps due to psychic 2

Bow many Fate Points did they use

? These arc all questions 1o consi

unter difficulty.

should also consider the

en the .,u.l:y. \\|I||0||I purpe
13 is bringing heretics 1o fi
climactic encounter at the end of
ver, is worth extra xp, perhaps up to
soamal award.

ROLEPLAYING AWARDS

= addition to story-based Experience Points

#5y also want to hand out individual
ying afier each session. Roleplaying awa
p-thv be in the 20-50 xp range and the
Seans automatic. The idea is to reward players whe do an
ssieptional job portraying their characters
What “good roleplaying™ is can be quite subjective.
Where is a temptation to reward the boisterous an
Seriuining player, but you should try to consider
W personality of the character being portrayed. A
ing Adeprus Mechanicus enginséer is not going

to dominate social situations, bur effect

of that personality is still worthy of
campaign goes on and the ch

in the group will gain a greater understan,
personalities of the various PCs
judging roleplaying easier,

s ought 1o make

Fare Pomvts

You may, on rare occasions, wish to award a Fate Point to an
Acolyte who has accomplished something truly remarkable at
the end of 3 major story arc, but you should be sparing whes
handing them owt

Rank & PRIVILEGES

As Acolytes of the Inquisition, the PCs already have
t deal of worldly influence. Still, there
ly kowtow to

Hecess 10 3 g

are many groups that will nor automat

tion, Acquiring friends and allies within other

h as the underworld or the Adeptus Mechanicus

a wseful “reward” for an Acolyte. Gaining fame

I status within Imperial society is a bit of a

an Acolyte—while useful, it

makes their frequent task of going undercover somewhat

difficult.
undercover unnecessary.

Membership in exclusive groups and access 1o dearly

held secre

double-edged sword for

Then again, such connections may make going

quisition

ELITE ADVANCES

% € canpot learn Skills and Talents that
eir Career Advances. This is intentional.
pick and choose whatever Skills and
v wanted, the entire Career Path structure
ik dawn,

said, you may reward characters with special
that lets them buy Skills and Talents outside
reer Path, but this should be a rare occurrence.
You also must make sure thar characters justify these
acquisitions through their actions, Characters must
out teachers, spend time training and often pay
exorbitant prices for the lessons, Even then, such Skills
and Talents should cost at least 200 xp, if not more:
You may relax some of these strictures under special
circumstances, but don't make it too easy. Your players
should never assume that they can acquire whatever

Skill they want regardless of their carcer.

THE GAINIE ITIAS
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INTERACTION

A suspicions mind is & bealdly mind.*
— Inscription within the Bastion Serpentis

uch of Dank Henesy centres on dealing with the
many and varied peoples thar infabit the worlds of
the Imperium. From the lax guards that moni 3

entrances into the underhive, to the quartermasters tha

out vital gear, 1o witnesses, contacts and spies, knowing how
to deal with the peoples of the 4 Ist Millanium can give you a
decided advantage in rooting out and burning the heretics.

INTERACTION SKILLS

Chapter ITI: Skills presents 2 number of Interaction skills such
as Charm, Command, Deccive and Intimidate h of these are
basic Fellowship skills meaning any characters can employ them,
albeit at a reduced e if they don't have the Skill. To befriend
another, 2 player would use Charm; to issue an order, he would use
Command; to fool or dupe, he would use Decetve: and to frighten,
he would use Intimidate. Together, these s offer the discreet
ools for interacting with the people of the Insperium

USING
TERACTION SKILLS

baully a plyer doesn't need 10 Test Shills so interact with other
tharacters. He smply plays the mle of his chamcier. The interactions
between the player, in the role of his character, and the GM, in the mle
of the NPC, determine the outcome of the comversation. As in any
situation with dramatic consequences, though, a pliyer should make an
appropriaie Test if there are consequences for failure, if e is erying 10
corvince an NPC o do something that he or she would osdinarily not

o spilling information about a secnet, acoopt a bribe and w0 on, or if

sucoess would achance the plot in a corsiderable way: Ulkimatehy, when
a plryer does or does not make 4 Test is up 1o the GM. He will have
final sy about the cinumstances of the encournger

DisposiTioNs

When Testing an Interaction skill, circumstances can dictate
the Difficubly of the Test, Such situations include armosphere,
sifuation and an NPCs panicular circumstances However, the

most important factor is the NPCs dispasition towand the plass
character—how the character regards him and what feelings &
tack of fielings the NPC displays. The NPCs disposition, which &
abways set by the GM, determines the base difficulty. Other fcon
can adjust the Difficulty up or down as the Stuation demasds
Table 8-2: Dispositions provides sample dispositions hased o
the Test a player is sttempting and the corresponding Difficulny

On a successful Test, the targer’s disposition improves &
one step, plus one step per degree of success. On a failed Tes
the target's disposition remains unchanged and worsens &
one step for each degree of failure.

Generally, a target must at least be Indifferent to do s requesses
and then the targes will only do what the player wants 50¢
the time if leff 1o his own devices. Each step above Indif
indicates that the target is 10% more likely 1o do as requesses
Under supervision, the base chance increases by 200

* troapers to belp shem in their

in the depehy of an anciens Hu oo
ereature i the diak w
cobart of sudd

their J\y\u
a Dif

v e T
i e m,.;;m Jupc

mane tha

INTERACTION AND GROUPS

When a player uses an Interaction skill against a group
individuals, he resolves the Test in the way already described
but the GM sets the disposition based on the overall artie

of the group. The player makes the Test as normal, but
succeeds, he can affect 4 number of individuals equal 1o
Fellowship Bonus, The total indicates the number of targets the
player affects with his successful Test. Note thar certain Talens
can increase the number of targets a player can affect

TABLE 8-2: DISPOSITIONS

Dispositions by Skill—

Charm
Infatuated

Difficulty Modifier
Easy +30

Routine +20 Affectionate
Ordinary +10 Favouraldle

Intimidate
Terrified
Frightened
Startled

Deceive
Gullible
Trusting

Command
Fanatical
Devored

Loyal Accepting
Indiff Indiffe

Challenging +0 Indift
Difficult -10 Drisdainful
Hard -20 Contemptful
Very Hard —30 Disgusted

Resentiul Suspicious Brave
Disloyal Sceptical Courageous

Mutinous Disbelieving Foolhardy




231

AGLSVI] FUVD) FH] ClIA i
/g — S




HIA

VI VL) 9K ],

L

b

LG

FEAR
&
DANNATION

he 4lst Millennim is a dark and terrible place

where mankind's billions inhabdt a universe filled

with
Murderous aliens stalk the cold stars, re
fester within the shadow of th
and nightmarish forces o

unpumbered horrors and countless dangers

chery
might

lion and

Imperium’s decayis
claw 3t the very fabric of

beyond, secking both to fea

reality from and o corry

The Acoly

s must struggle against this backdrop of sinister

nd entrog horror, madness
and the subtle wint of Chaos are fundamental aspects of the
games you will play

The rules presented here reflect these many threats

characters

int
distinet, mlulu.uku
immediate reaction to frighe
Insanity details with the long
a character,

influence of the

trauma on while

the insidious and forbidden
newledge. During combar encounters, the only rules
hat will be used from this chapter are those for Fear
the cffects of Insanity

the aftermath of a battle rather

INSANITY AND
CORRUPTION POINTS

Points (IP)

Characieristics that characters gain during

warp

tion are dealt with in
an during it

Inganity and Corruption Points (CP) are

these scores begin at O when a player starts and

over time as damage is done to a character’s state of
mind (IP) and the purity of his soul (CP).
these scores, the more rwisted, damaged and debilirated a

The higher
character becomes, and should either of these scores ever
reach 100, a character is hopelessly driven mad or tainted
and his carcer and life come to 2 sudden and abrupt end,
exactly as if he had been killed,

FEAR

Fear comes into effect when the Acolytes are confronted
with scenes of atrocity or horror, or when they are called
on to banle against terrifying aliens, insane perversions
of science and nightmarish entities from the warp, When
an Acolyte s confronted by such a frightening event or
adversary, they must take a Fear Test; this is & Willpower
Test, modified by how frightening the thing fs. If the
Acolyte passes this Test then he may continue 1o act as
pormal. If he fails however, he seccumbs to Fear

play. Both of

DecrEES OF FEAR

Some things are clearly more frightening than athers; §
Acolyte. having a gun waved in his face by a ganger, alth
obwiously dangerous, is not sufficient 1o call for a

a gun waved at him by the walking corpe
other, while luminous

However, having
s dead | white spiders scurry in
out of his bloodless open wounds—that calls for 2 somy

severe one The Table 8-3: Fear Test Difficulties, ¢
some guidelines on the severity of Fear Tests

TABLE 8-3: FEAR TEST DIFFHCULTIES
Test Mod Example
Adversaries

Severity of Fear

Fear (1) Disturbing {0} Nightwing, Revenant
Synofian Bore Worm
Fear (2) Frightening (—10) Carnosaur,
Dusk Sealker.
Murder Gholam
Fear (3) Hoerifying  (-20) Incamnate Dacmon,
Astral Spectre,
Psychneuein
Tifying

(—30) The King in Rags

and Ta

FaiLine THE FEAR TEST

If in a combar sima  fails a Fear Test, he
immediately roll on |
) to the result for each degree of failure. The effc
tely ¢

Ifin a nom-combar si

are applied immed
character fails the Fear Tesz,
becomes unnerved and suffers 2 - 10 penalty to amy
Iy L
ins in the vicinity of the object of the

or Test that requires concentration 5 part. This pe

while the character rem

Fear {simply beaving and coming back again doesn’'t stop this!)

Test is failed by 30 ¢
ity Poinits

In addition, if a non-combar F
more, the character also gains +1d5

Shock and snapping out of it

Characters may be able to shake off some of the dffocs of Fear afies
the indtial shock has wom off. Where specified on Table 8-4: The
Shock Table that a character may “wup out of it”, a characier
make a Willpower Test when it is his nesa Tum. IF this sacceeds thes
b regains his senses, sheugs off the effects and may act nommall
from then on. I he fails this Test, the effect contines and he may iy
agaan when it is his next Tum

PRICE OF ALL AMBITION
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TABLE 8-4: THE SHOCK TABLE
Roll a d100 and add 10 for cvery degree of failure,

01-20 The character is badly startled. He may only take a single Half Action when in his next Turn, but afterwards
he may act nomally.
2140 Fear grips the character and he begins to shake and tremble. He i at a—10 penalty on all Tests for the rest

of the encounter unless an recover his wits (see Shock and Snapping out of it, page 232)

41-60 Recling with shock, the character backs away from the thing that confronts them. The character canniot
willingly approach the object of his fear, but may otherwise act normally, with a 10 penalty on all Tests
until the end of the encounter. The charcter gains | Insanity Point,

B1-80 The e

out of it, the character will make all Tests with a —10 penalty for the rest of the encounter. The character

ictet i frozen by terror. The character may make no Actions until be snaps out of it. After snapping

gains 1d5 Insanity Points

S1-100 Panic grips the character. He must flee the source of his fear, if able, as Fast as he can, and if prevented from
doing 5o he may only take Half* Actions and is at o ~20 penalty to all Tests The character gains 1d5 Insanity
Points. Once away from the danger he must suceessfully snap out of it 1o regain control.

101=120  Fainting dead away, the character keels over smains unconscious for 1d5 Rounds. Once he regain

consciousness he is still shaken and takes all Tests with a —10 penalty until the end of the encounter. The

character gains 1d5 Insanity Points

b sereams and vomi for 1d5 Rounds. During this time he is helpless,
may do nothing 2nd drop anything he is holding. Afterwards, until the end of the encounter, the character may
only take a single Half Action each Turn until he can rest. The charcter gains 1d5 Insanity Points.

131-140  The character la frenzy, firing wildly

t lasts until the character snaps out of it, or until he i

121-130 Totally overcome, th

s hysterically and randomly aitacks anything near him in 2 mani

or using whatever weapon he has to |

knocked unconscious. The character gains 1d35 Insanity Points

191-160  The character crumiples to the ground for 1d5+1 Rounds sobbing, babbling and tearing ar his own flesh,
and may do nothing. Even after he retumns to his senses, he is complete mess and at 3 —20 penalty on all
Tests until the end of the encounter, The character gains 1d5+1 Insanity Paints.

161-170  The character's mind snaps and he becomes catator

or 1d5 hoars and m
gains 1d10 Insanity Poims.

a5 his

171+ The character is so affected that he begins to see strange and terrible visios

The character suifers the effects of “acure hallscin:

1 (sce Disordery, page 234)

the hallucinations fade, the character will make all Tests with 2
character gains 2d 10 Insanity Paints and takes 1410 poin

Very Bap THiNGS

the skies raining blood, a painting forming shricking mouths, etc.

Hatrifying (~20) Sudden, shocking : (the man ne 1 on the shuttle suddenly dies, vomiting
maggors), hideous moments of revelation (findi 1 yoursel o, siarro bodies with a mear cleaver in
yosie hand and no memory of how you got there), the dead rising across 2 whale planet, et

Terrifying (-30) Experiencing a full-scale Daemonic incursion, dise vering your failure is responsible for the deaths of
miillions, staring unprotecied into the warp,

= GAIN

THE
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GOING
INSANE

haracters in Darx Heresy are at the centre of terrible
bartling indescribable horrors, uncovering

shocking truths and engaging in desperate struggles
where perhaps the lives and souls of countless innocents
hang in the balance. Such are the stresses and terror involved
that the slow slide into insanity is a constant threat. No
human mind, not even one hardened by the harsh rigours
of life in Impe
sanity by the horrors of
are no exception.

In Dazx Heresy these dangers are represented by
Insanity Points. Insanity Points represent the strain put on
a character's mind by his experiences; the more Insanity
Points a ch
cumulative ef
into Traumas, which represent the short term
of particularly terrible experiences, and Disorders,
are permanent mental al
slide into toral madness

DEGREES OF MADNESS

character is ¢l
depen

fhave. This classi
the state of a chy

events:

415t Millennium, and Acolytes

ter has the more fragile his mind. The
cts of gaining Insanity Points are divided

ed as having a certain degree of
g on how many Insanity Points th
er 3 broad idea of
acter’s mind and how close 1o the edge
he has become. A ‘s degree of madness also
determines the modifier that will apply to Tests taken to
avoid Mental Trauma,

MENTALTRAUMA

Mental Trauma
damage 1o a cha

adne

charact

shori-term
hat he suffers after
Each time

represents. the relatively
acter's state of min

experiencing a herrific or supernatural event

um, is immune to the slow erosion of

the character gains 10 Insanity Points he mist make
a Trauma Test. This is a Willpower Test, modified
difficulty by how many Insanity Points the character b
accrued in total (see Table 8-5: The Insanity Track)
the Test is passed the character manages to cope with &
experience without extra il effect. If the Test is failed
d100, adding 10 for cvery degree of failure, compi

the result to Table 8-6: Mental Traumas. The re
applied to the character in the aftermath of any encountes
that inflicted the Insanity Points on him

GAINING
MENTAL DISORDERS

Mental disorders reflect the permanent, long-term e
on a character's mind of exposure 1o things horrific a
unnatural. A new disorder (or 2 more severe version of &
existing disorder) is automarically gained each time the
character has enough Insanity Points to increase his degres
adness by one stage as shown on Table 8-5: The
cter acquires a disorder, the
severity of that disorder will depend on his new degree ¢
madness, as shown.
A character must have the preceding severity of &
disorder for it to get worse, (so for a disorder 1o
" the character must have the “Mings
version of the disorder first, with the exception of “The
Flesh is Weak" that has no Minor version).

become

ExAMPLE

Beam Rollings

decrdes 18
tncrease the level of the delusion to Severe rather thas

give him ¢ new disorder.

TABLE 8-5: THE INSANITY TRACK
Insanity Po Degree of Madness
Srable
Unsettled
Unsettled
Unsettled
Disturbed
Disturbed
Unhinged
Unhinged
Deranged
Deranged

Terminally Insane—character retires from play

Trauma Modifier
nfa MNone
+10 —

Disorders

+10 —
+10 -

1st-Minor

2nd-Severe

=20 rd-Acute
=20 —




TABLE 8-6: IMENTAL TRAUMAS
Roll 14100 and add +10 for every degree of failure,
0140 The character becomes withdrawn and quiet. The character is at —10 to all Fellowship-based Tests. This lasts
for 3d10 hours.
41-70  The character must compulsively perform an action such as fevered praying, frantically cleaning 2 weapon,
reciting verse, and so on, and pays linle arention to anything else. All Tests that are based on Intelligence.
Eellowship or Perception sulfer a ~10 penalty, This effect Lasts for 3d10 hours.
T1-100  The character is constantly fearful, seeing danger everywhere and extremely jumpy. The character gains a
+ 10 bonus 1o all Pereeption-based Tests and is at ~10 penalty to his Willpower for the next 1d5 days
101-120  The character suffers from a temporary severe phobia (see Disorders, page 235). This effect lasts for 1d5
days.
121-130  The character reacts to the slightest stress or pressure by becoming extremely agitated. When performing
any task that involves a Test, the character must first pass a Willpower Test or suffer a —10 modifier to the
Test. IF the character gets into combat, all Tests during combat automatically suffer a 10 modifier. This
effect lasts for 1d5 days
131-140  The character suffers vivid and exreme niglwmares whenever they try 1o sleep. The next day and for the next 1410
days the character will be exhausted by back of sleep and gains a level of fatigue. This effect lasts for 1d5 days
141-150  The character is struck dumb and is unable to speak. This Lasts for 1d5 days.

151-160 Extremely distressed and unfocused, the character refises to est or drink and looks in a terrible state. The

VIII: THE GAIT

character takes a ~10 penalty to all Characteristics (no Characteristic can be reduced below 1) for 1410 days
161=170  The character temporarily becomes hysterically blind or deaf. This effect lasts for 1410 days.
171+ The character becomes completely traumatised and virually unresponsive. He can't initiate actions but may

be gently led. This effect kasis for 1410 days.

THE FLESH 158 WEAK!

THE SEVERITY OF
'DISORDERS

Seriousness: Seve
The char e

A8 disorders are rated as being Minor, Severe or Acute in uires
ending order of effect

problems. He will also try o change
ve his flesh, becoming increasingly obsessed
with surgical modification as well as bionic replacement.
Minor Disorder: The effects of the disorder manifest
sarcly or are experienced only to a small degree. Any Test
% overcome the effects of the disorder gain a +10 bonus.
Severe Disorder: The effects of the disorder are stronger
and may occur regularly. There is no modifier 1o Tests
made to overcome the effects of the disorder,
Acute Disorder: The cffects of the disorder are very
sirong and occur at the slightest stimulation. Any Test to
evercome the effects of the disorder take a —10 penaley.

PHOBIA

Seriousness: Minor, Severe, Acute,

The character has a deep dislike and fear for a particular
thing or circumstance. A phobic character must succeed on
a Willpower Test to interact with the focus of his phobsa,
Enforced or gratuitous exposure to the focus of his exposure
mary incur Fear Tests. Examples of this disorder are:

FEear of the Dead

'TYPES OF MENTAL
'DISORDER

Where is potentially no end 1o the variery of unpleasant and
wmwholesome disorders that might afflict a character, and a
 Sew examples are presented here. GMs should also feed free to
Swent their own o suit the individual Player Character and
(e horrors they undergo.

The character has an abiding fear and loathing of corpses and
the dead. possibly due to the fact that sometimes they don't
stay dead..

Fear of Insects

Scuntling things with many legs arc the character's
waking nightmare: faceless, numberless and hungry,
forever hungry.
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Seriousness: Minor, Severe, Acute.

W8 character has a compulsion to perform a paricular action
obsessed with a particular thing. A character must make

& Willpawer Test not to act in 1 compulsive way or not pursue

S obsession when the opportunity arises. Examples of this

Ssorder inclade any of the following

&leptomania
The chamcter compulsively steals small objects if he has the
sgpartunity. Often the cha

SelE-Mortification

The character must scourge and whip his fles
Sasis (or after a particular event such as killing), in erder to
getge away the sin of his actions through

1 a regular

Visions anp Voices

Seriousness: Minor, Severe, Acure

T8 character sees things that are not there and hears things
#t others do not, Acute sufferers may experience visions
w20 which they are totally immersed

Dead Comrade
e character hears the voice of an old friend now long-dead.
vere level, he may even have visions of his friend or
rse with them, if his condition becomes Acute.

Flashbacks

The character relives traumatic moments from his life, The
nd vividness of these episodes vary according to the

wesiowsness of his condition,

DEerusion

Seriousness: Minor, Severe, Acute.
e character suffers from a particular false belief that he has
act an as if it were the truth, despite his better judgement
® evidence 1o the contrary

Invulnerability

The charicter believes that he will never get severely injured, either
Swough luck or divine providence. Such a dharscter would have 1o
#5 3 Willpower Test not to enter 3 ganghous
#d punches instead of exercising due caution, for example.

d throw insules

Righteousness

Whe character believes his choices are right and justified, no
ey what the cost. Such a character might claim to be a
Puritun despite using proscribed knowledge, or refuse 10 act
sily where it would otherwise be prudent to do so

HorriFic NIGHTMARES

Seriousness: Minor, Severe.
RIS brying

inan endless

machine, for exan

a Willpower Test in oeder nat 1o succis
IF he fails, the character will suffes
Fatigue, page 200] on the folkow

REMOVING INSANITY
POINTS FROM
YOUR CHARACTER

With the GMs permission, a character may use xp to remove
Insanity Points. It costs 100 xp to remove a single Insanity
Paint. A character may never go down a degree of madness
and so will never lose their disorders. All buying back of
Insanity Points should be properly represented as time and
effort spent by the character in game. Possible ways o

representing the removal of Insanity are:

» Prayer, fasting, penance and mortification of the flesh.
ng-term palliative care.
tiod in quiet and pleasant surroundings
lation of the great holy works or other
h (the Credo Omnissiah for example for
picus characters),

| EXAMPLE

Cutin Vialentime bas 21 Insanity Points and ro will be muaf

by ryching with o Fear Rating of 1

E [?\
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CORRUPTION ==

The practice of sorcery, witnessing dread rituals and fm
Daemons are all causes of Corruption, regardless of
he most insidious threar facing Acolytes in Dame  reason. Norm:
Henesy, and indeed the Imperium as a whole, s and major ceremonies can cause many more.
the corrupting taint of Chaos Encounters with
Dacmons, dark rituals and cven the knowledge that such  Blasphemous Lore
things are possible are all paths te coruption. Quite aside Knowledge itsell can cormipt, and the study of cem
from the malevolency and manipulation of Dacmons and  tomes, pict-logs and even some debased arwork can
their mortal followers, there is immense danger in exposure  Corruption in the viewer
to the substance of the warp itself. The swirling tempest of
psychoactive energies and pseudo-matter that make up the  Dark Deeds
Fabric of warp space is more than any radiation. It can cxs done in the furtherance of a malignancy, or in p

minor rituals canse 1d10 Corruption P

HIA

instantly desiroy, but it can also inflict hideous transformations  of forbidden bore, or done to appease a Daemon always ca

on material, body and mind, yond anything found ina  Corruption Points

sane universe. To most, corruption s a doom 1o be avoided

at all costs, but some, once they find themselves walking the  Vile Persuasion

path to damnation, will seek 1o embrace the darkness Many Dacmons and cult leaders are masters of insids
pration and of sowing 1 5 of doubt in a f

CORRUPTION POINTS hl.-_m Their w-.\rds and arguments can corrupt where

alone wot

Al Acolytes sooner or later gain Corruption Points (CP)

Corruption Points operate almost exacily like Insanity Points,

except that they are gained through expaste ta the warp, dark TABLE 8-7: THE CORRUPTION TRACK
rituals, cursed artefacts and Dacmonic influence. The more CP Total  Degree of Malignancy Mutation
Corruption Points a character has, the more afflicted he becomes; Corruption Test

LLSV[I] JIIVED) dH ],

this is reflected in the rules by the risk of Malignancies and
Mutation as shown on Table 8-7: The Corruption Track

d

01-30 Tainted +0

31-60 Sodled 1 First Test
% 61-90 Debased Second Test
CHaos aND THE CoMMon CITiZ 91-99 : 10 Third Test

P : L ; 00 Damned—Character removed from play

THE MALIGNANCY TEST

For every 10 Corruption Paints a character gains, he must
Willpower 1o sce if his corruption has manifested a5 lien
damage to his body and soul. This roll is modified depend
on the number of CPs the character already possesses
cd on Table 8-7: The Corruption Track. If the Test
, the characier’s corruption of spirit is given form. Thes
aphysical and psychosomatic scars are called A

tion of encounter is determined by the GM, The d are randomly rolled on Table 8-8: Malignancies.

following presents some guidelines player rolls 4 result that he has previously suffered for
a previous Malignancy Test, he must ol again,

Warp Shock

If a character suffers Insanity Points resulting from a

failed Fear Test involving entities from the warp, the

number of Corruption Points inflicted on him are equal

to the being's Fear Rating score (ie. Frightening 2

equals 2 CP)

Rending the Veil

Characters caught in a full-blown intrusion of the warp into
corporeal reality gain Corruption Points from the experience.
Just how many depends on what occurs and the severity of
the breach. This might be anywhere from a single poing o
geveral d10s in value.




Roll
01-10

11-15
16-20

2122

23-25

26-30

31-33

B1-83

B

91-93

$4-00

TABLE 8-8: ITALKGNANCIES

Effect

Palsy: The character sulfers from mememus minor tics, shak d tremors with Reduce his Agiliry
by 1d10.

Dark-hearted: The character grows increasinghy cruel, callous and vindictive. Reduce his Fellowship by 1d10.
Hl-fortuned: Whenever the character uses a Fate Point rll a d10. On a score of 7, 8,9 or 104t has no effect
Tou it s bose anyws

Skin Afflictio e character is plagued by boils, scabs, weeping sores and the like. He takes a —20
penalty to all Charm Tests.

Night Eyes: Light pains the character, and unless he shiclds his eyes, he suffers a 10 penalty on all Tests
when in an area of brighe light

Morbid: The character finds it hard 10 concentrate as his mind is filled with macabre visions and rorured,
gloom-filled trains of thought. The character’s Intelligence is reduced by 1d10.

Witch-mark: The character develops some minor physical deformity or easily concealable mutation. It s small,
but perhaps enough to consign him to the stake if found out by a fanatical witch hunter, He must hide it well!
Fell Obsession: This is the same as the Obsession Disorder (see page 237). However, in this case the character
& obsessed by a sinister or malign focus, such as collecting finger-bone trophies, rineal scarification, canrying
our meaningless vivisections, eic

Hatred: The character develops an implacable hatred of a single group, individual or social class. The character
will never side with or aid them without explicit onders or other vital cause, and even |I>r.n grudginghy
Trrational Nausea: The character feels sick ar the sight or sound of so there innocuous thing such
as prayer books and holy items, bare flesh, human Liughter, fresh food, shellfish, etc. When he encounters
the object of his revalsion, he must Test Toughness or suffer a —10 penalty 1o all Tests as long as he remains
in its presence.

Wasted Frame: The character’s pallor becomes corpse-like and his muscles waste away. The character’s
Strength is reduced by 110,

Night Terrors: The character is plagued by Dacmonic visions in his sleep. See Horrific Nightmares, page
237 for details

Poor Health: The character constantly suffers petty illnesses and phantom pains, and his wounds never
seem to heal fully. The character's Toughness is reduced by 1410,

Distrustful: The character cannot conceal the distrust and antipatly for others. He m

penalty to Fellowship Tests when dealing with strangers

Malign Sight: The world secems to darken, tarmish and rot if the character looks too long at anything. The
charcter’s Perception is reduced by 1410,

Ashen Taste: F

barely stomach

Bloodlust: Murderous rage is never far from the character’s mind. Afier being \-\OIIIIde in combat, he must Test
‘Willpower to incapacitate or allow his encmies to flee, rather than kill them outright, even i his intent is otherwise
Blackouts: The character suffers from incxplicable blackouts. When and what happens during
them is up o the GM,

Strange Addiction: The character is addicted 1o some bizarre and unnatural substance, such as earing rose
petals, drinking blood, the tste of widows' tears etc. This aces like 3 Minor Compulsion (sce Disorders,
page 237), but is freakish enough to cause serious suspicion if found our.

MUTATION

8 Saacter’s Cormuption Points total is also used o determine the EXAMPLE
e clfects of Chaos upon his body As his Cormupeion bulds Hatveloek has 31 Corruption Porney and m

s flesh may revolt, rwisted by the Dark Gods. OF course, sach is the
SSous naturc of Chacs that it is constuntly hanting for weakness in
St and body, testing a chamcter's defences annl it can find 3 way
e b soul. For every 30 Commuption Poinns 3 character gasns, he

rerin mussiion. He choodes 1o Test agein
Fellowstip, twe of bir best Chara
roll, be will gain & randow mutation, 1f

B ke o Test against two Characteristics of his choice or suffer Corruptian Poines ar movr, be
% sndom Minor Mutation {sce Chapter XII: Aliens, Heretics & agarnsr e Charaereriitics of chaiee fo &
(esagnnists). He iy not Test against the sime Characteristics twice Houever, as be bas already wsed

g mutation. A player should make 2 note on his Character Shert

restit mmtiniron he may mof

Characteristics he has already Tested 1o resist mutation.

R
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THE
PARK
POWERS

"W you szare lomg emongl fnto the swarpy the urp wll stare hack ™
Mavis Mobilite saying.

eneath the fabric of reality lurks the warp, a realm
of unspeakable horror and maddening Chaos—a
realm inhabited by the Dark Powers. Since time
immemorial, man has believed in the existence of spirits

gods and Dacmons: atherworldly powers to be appeased

of the 41t
and find fertile

feared and bargained with. In
Millennium, such things are
ground to prosper in the souls
The true nature of these powers can only be guessed
at, their dark names whispered by wraitorous lips inte
heretical ears. Most of humanity knows nothing of
powers, nor would ever want 1o, Howe
cannot be denied, OF all the Dark Powers, the four Chaos
gods, Khorne,
others into shadow.

ORNE

e Blood God, the Skull Lord, the Master of Bartle
Chaos god of

their influe:

eentch, Slaanesh and Nurgle, all

Ehome s the
rage and war His
great brass throne sits
mountainous pile of skul
above an endless sea ¢
He is the Hunter of Souls and

murder,
atop A
, rising
blood.

Harbinger of War, driving the
frenzied servants of Chaos before
him. His glory can be foand in the

meat-rending explosion of a bolt
shell or the wet, tearing teeth of a chainsword. His followers
exist only to harvest skulls for their dark lord

TZEENTCH

The Changer of Ways, the Master of Fortune, the Great
Conspirator, the Architect of Fate

y Tzeentch is the Chaos god of

change, mutation and sorcery. He

waits in a place where time runs

sofi and wax-like, psychic energy

wreathing his head like liquid

smoke. Father of paradoses and

master of intrigue, he twists the

strands of fate to his unknowable

ends, blessing  his

with arcane power and horrific
mutations.

followers

SLAANESH

The Pleasure Lord, the Prince of Pleasure, the Despos

NURGLE

Slaanesh is the Chaos god of hed,

den-Hakred God watches

the writhing flesh pits and oo
rites of its skaves, urging them on
greater depravity and debanicher

his mame. Under the gleaming g
the Prince of Lust, his servitors w
their wicked works, luring pure «
into heinous debasement.

The Lord of Pestilence, the Great Corruptor, the Mass
of Plague, the Fly Lord

Nurgle is the Chaos god of de
discase  and  entropy  Spies
of discase and Father of Decs
Grandfather Nurgle gathers

his motting embrace. His
Kisses swell in the fullness of b
glorious pus-flowers, the marks o
Eavoured children. His laugheer

across the blasted banlefields of

Imperium with only the bleated corpses of the dead to hear it
Table 8-9: Signs of the Dark Gods dewils some of
colours, symbols, emations and other aspects swociated with e

of the Chaos pods. GMs can use this in

details to o

formation to add te

and cultists, such as the cight brass rings

would be wom by a serant of Khome or the great golden serpes

for Plyer C
panime

eme i immune 1o the hun
It should almost go

p of entering a Pact lightly
vell as affering benefies
ibstantial Eabilities and

spite their potential
 layer of intrigue
and they afford a tresae-trove of
b, motivations and goals
They also offer 2 perfeet
sy itself, wheoe no
Chacs, not even the Acolytes
hout saying thar Dk Himksy

5 just 3 game. and a5 such s meant o be enjoyable
fun. The things depicted in it do not exist. Hu\‘\he!.

if you do not ws

temptations of Chaos, steer cliar




TABLE 8-9: SIGNS OF THE DARK GODs
Khorne Tzeentch

Colour
Number Eight Nine

Red, Brass Blue, Yellow

Hound Bird
Sphere War

Animal
Change
Symbols Axcs Chalice
Skulls Eye
Blood Lightning
Blood Ged
Brass Lord
Skull Lord
God of Opposition

Slaanesh Nurgle

Emaorions Hate, Rage
Bloodthirster
Bloodleer

Flesh Hound

Major Dacmons
Horror

Flamer

Changer of Ways
Great Conspirator Serpent

Architect of Fare

Intrigue, Dieceir

Lord of Change

Slaanesh Nurgle

Purple, Geld Green, Rust
Six

Scrpent

Excess
Symbols of Viriliry
Symbols of Fertility Insects
Hermaphrodites Rusting Metal
Despoiler Fly Lord
Great Corruptor
Prince of Pleasure Lord of Pestilence
Khorne Teeentch
Desire, Avarice Mirthful Fatalism
Keeper of Secrets Great Unclean One
D Saomek

Fiend Nurgling

SERVANTS
OF THE DARK GODS

y forms and guises, the
g their taint throu;

deceivers, quite capable
their Dacmonic nature if it serves their own
ost who seck the favour of these terrible beings
witably fall into ruin and madness, their weak flesh
swisied and their souls snuffed out, becoming little more
pawns in the Daemon’s plans. Some, however, prosper
e dark light of Chaos, striking Dark Pacts with these
estures of the warp,

DARK PACTS

Where are numerows ways that Acolytes might take 1o make
Sk Pacts. Howewer, it is not simply enough to desire a
s with Dark Powers; you must also have an opportunity
W make one, This can occur by a number of means such as
performance of a secret ritual, travelling to a particular
esunied location or gaining possestion of o particular item
4 combination of all three!). An Acolyte may discover
means quite coincidentally during the course of play
iems confiscated from cultists for example), or

m:y actively seek them out of their own accord. This

13 never easy and a Forbidden Lore (Dacmons) Test or

specifically applied Investigation skill Test is required. Thig
quest should be handled in concert with the GM, an
indeed form a mini-adventure in itself for the character

Pacts Sought After

classic circumst

Opportunistic Pacts

Often this takes the form of pproach by a Daemon 1o
the character. This might be because of the character's level
of Corruption (see page 238) or because the GM deems it
appropriate. Visions on the point of death, dream sending or
a Daemonic visitation when a Psychic Power goes horribly
wrong are all possible ways for such offers to be

these cases, the Daemon itself is trying to actively

the character, and the Pact is almost certain 1o succeed if the
character agrees.

Blasphemous Locations

There are some places where the veil berween reality and
the warp stretches thin. In such places Daemons await and
darkness listens; here forbidden riteals find favour and
myths gather. Ancient ruing, sites of Chaos atrocity and
murder, forgotien hulks and dead worlds once lost and
saurated in the warp, all might provide locarions where a
character could lose their soul.

THE GAME ITIASTER
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STRIKING
THE BARGAIN

Once the character has found the means to make the Pact, they
musz formulate and chance the bargain iself. What a player
asks for from a Dark Pact should be based on their character’s
mathvations for striking the bargain in the first place. The best
thing is for the player to write down a list of “wanis”, These
shaould be in broad descriptive terms and never involve specific
game mechanics. Pacts should be about roleplaying and
character goals and not naked power gaming (i.e. you may say
“Grant me the skill and power 1o avenge myself on Varhek the
Diefiler and his murderous cult”, but you canmor ask for 2 "+20
bonus in WS and BS and an extra combat Talent). The mrick
hiere is for a player to keep his wants fairly easily expressed and
clear. The more he demands, the higher the cost

YOUR DEAL
WITH DARKNESS

‘Onoe the bargain i ¥  the GM should eith

agree 1o your list of wams or offer their own counser-proposals

on behalf of the Dacmon. These, along with a descriptive set

of costs which the Daemon imposes for its agreement, should

Ibe presented to the player At the GMs discretion he may allow

players to use Social skills such as Charm to try and gain fivourable

5 with a Daemon, though such Tests should abways be Very

dard. Once an agreement is struck, the GM should work out the

game cffects they impose and

boons) they will grant; th

costly the bargain should be. A

Boon, but for each boon there should be

Counting the Cost, page 244).

In order to help you out in crafting your own Dark Pacts,
the section that follows provides extensive details on five
iconic types of Dark Pact and their potential boons (which
are by no means exclusive).

PACT OF SURVIVAL

“Relestse me from the wekmess of this flesh and les me frve!”

effects

mare T m

Ironically there are those who are willing to bargain their
souls to preserve their mortal lives, either through fear of
dying or burning hatred for the living. Typically this Pact
restares a dying, crippled or aged character to full health and
vigour, and may grant additional boons of unnatural life

Infernal Vitality: The character counts as having the
Unnatural Toughness (% 2) trait in the case of resisting poisons
and disgeases

Unsettling Recovery: If the character takes Damage but
is-not killed by it, then he recovers from all Damage suffered
within a day. Any effect of Critical Damage that do not result
in the loss of limb or death wm out to be "not as bad as it
Inoks”. Remove all Damage and Characteristic Damage after
rest. For a day or s0, once healed, the character experiences

ast hunger, especially for fresh mear.

Leech Life Foree: The character can steal the life &
of living things. When the character deals Damage usi
bare hands {or teeth], he steaks life energy from his victim. As
Damage he deals instantly repairs any Damage he him:
suffered. Excess points count as temporary Wounds, alk
the character to take more Damage than he otherwise
A character with this boon cannot galn more than 1w
starting Wounds. Temporary Wounds fade after one
order 1o further this regrowth process, the character
consume a large amount of blood. In all cases, lecching
force is instamily and completely addietive.

Timeless: The character does not age and, if clder
he slowly regresses physically over time to how he s
when he was at his most vigorous, The character ceig
needs wo spend two Fate Points to avoid certain de
opposed to burning one Fate Paint,

PACT OF DOMINION

"Wbetler by fear or lave § cre not; 1o Jang as they obey me'”

OF all the Pacts brokered with the warp, none s 50 commes

@ bargain as that which gives the petitioner power over thes

fellow man, A ¢

chance and destiny, and is meant for great things: He has &

respect of his peers and those above him, and is preferred foe

promotion and recognition over his contemporarics. Even &

the case of failure or folly, blame is more likely to be g

to others or to circumstance than the broker of the Pa,

many though, mere fivour is ot enough and such a char
quire more direct boons to master his fellows.

An Eye for Weakness: The character may Test Intellig
to discover with perfect accuracy whether someane is &
and to gauge their emotional state.

Commanding Presence: The character is always tre.
with respect by everyone he meets and never suffers a negativ
modifier to any Fellowship Test to Command, Charm
Intimidate others

Unquestionable Order: The character may spend a Fa
Point to make a command that must be obeyed if the subjec
&5 able and it is within their rational bounds. This is an ordes
that the subject is inclined to follow without question, pe
mind control. So, for cxample, the character could order ==
elite guard to release a prisoner, but could not order the guasd
to shoot himself

Destiny Writ in Shadows: Dark forces conspire to a
and protect the character Every time the character spends &
Fate Paint, the GM makes a percentile roll. IF it is bess than the
character’s current number of Corruption Points the characies
recovers the Fare Point immediarely

PACT OF VENGEANCE

“Tbeir destrucsion will be mine, whatever the cost! ™

aracter with such a Pact seems favoures

When those who you hate are so protected it seems that they
cannot be touched, what choice is there? This Pact sustains
and empowers a character 1o destroy the specific targes of




85 personal hatred. As such, a Pact of Vengeance must be
made against a distinet group of people or a specific, named
dividual (such as, for example, all those who bear the blood
W the Sinderfell family, the crime-lord Pater Telos or the cult
o the Amisans of Pain). When rolling for Damage against the
ssbjects of his vengeance, the character may always opt 10 re-
sl 3 Damage result, and may spend Fate Poines 1o add 10 to
S5 Damage. Additionally, this Pact might grant further boons.

Death by a Single Word: The character may once specify
% single individual. The individual dies within 1d10 days.
smless he is protecred by superior powers.

Whistle and I Shall Come: The Dacmon appears once when so
el and destroys the character's enemies. All the character must
0 & call when in the presence of the subjects of their vengeance
e Invoking the Daemon, page 244 for more detsils)

A Reckoning: The character can specify 2 single
wemon who is the subject of his vengeance and within
& month events transpire so that he encounters them in
persan if at all possible.

Dark Power: The player may wish for strength and power
% defear his encmies by his own hands; this might mean
Characteristic increases, gaining additional Talents and even
scquiring new traits. If this boon ks granted it should always
e 2 heavy cost, or take a sinister and tervible form such as
Station or possession,

PACT OF DESIRE

Girant e ey beart's destre! ™

T obtain the seemingly unobtainable, there are some who are

Sling 1o traffic with dark things and make terrible bargains

e what 1o others might seem vain and empry goals. But be
ssreful what you wish for..

Creating Perfection: The character may specify 2 particular
sk that he wishes to undertake, such as sculpting a strue or
wrinng a book, and succeed in it 1o such a degree thar the
sesult i “perfect”. Given such perfection’s source, however, the
work may have unforeseen side effects, and may be too much
% mortals to bear, imevocably tinted or extremely dangerous
Sworks of art that drive the viewer mad and the like),

Goods & Chattels: The character may specify something he
“esires, such as a particular object, fame, titke, deed or wealth, and
S comes into its possession, fate isell seeming 10 conspire 1o
smake it 50 The exact mechanism of how this is accomplished is

"% o the GM, but as the boon is the gifi of a Dacmon, somebody,
semnewhere should suffer as a result

Mastery: The character may select a single Skill over which

S gins complete Mastery, From this point on, he never suffers
ive modifiers when using the Skill. Also, if he spends a Fate
o, he automatically sueceeds at a Test of this Skill.

PACT OF KNOWLEDGE
“Show ..., everyehing!
for knowledge may draw a character to forbidden lore

d things that “man was not meant 1o know”. From there,
bas but & short step to desiring more such knowledge, blind

to the price that he and others must pay. Upon the gra

of this Pact, a character knows everything about 2 par
subject if that knowledge is knowable at all (enough fo grant
them a +20 bonus to the associated Skill). Aliernately. there
are other ways a Pact of Knowledge can manifest.

Show Me: The character gains the powers of 2 seer, and is
able ro see clairvoyant visions (of distant or hidden people.
places, events and so on). These visions may be limited in
scope to things present, past or of possible future, and by
other occult factors. The more powerful the boon of vision,
the more costly to the character it will be. The visions are
always experienced in the same way, in a manner particular
1o the character, as images captured in a reflected surface
or as a sudden painful delirium, for example. The characrer
must spend a Fate Point to see such a vision wilfully,

True Savant: The character may make any Lore Test as if
he has that Skill, and mary re-roll any Test for a Lore skill that
he is learned in.

Monstrons  Memory: The character  remembers
everything and gains complete and perfect recall of his life
up 1o that point

Knowledge Familiar: The character is gified a familiar
that answers questions put to it with complete eruth
(although perhaps grudgingly). The Ffamiliar requires
payment for each question asked before it answers. Payment
varies but examples might include an eye or tongue, a plece
of the questioner’s flesh, or an object of beauty it might
destroy. The familiar itself may be a conjured crearure or
may appear to be something innocuous, such as a small§
statue of black glass, a strange portrait or a clockworks
artefact

DARK PACTS
AND CORRUPTION

Entering into a Dark Pact is a stain on a character’s soul
that will never be clean again, and even attempring such
a thing is an unforgivably foul act. Conversely, if 2 Pact is
successful, the character will gain some small measure of
control aver the warp taint infesting him. and indeed will
become less subject 1o its more minor effects

A character that successfully enters into a Dark Pact
gains +20 Corruption Points to a maximum total of 90
points. GMs may elect to increase this dependent on the
nature and benefits of the Pact

A character with a Dark Pact is shiclded somewhat from
the effects of petty corruptions and low levels of warp
contamination after it takes effect. He halves the resule of
any randemly rolled Corruption Points inflicted on him
(rounding fractions down).

THE MASK OF SEEMING

Daemons mask their grip on their victim'’s souls, hiding the
cormuption within from prying eyes and psychic probing. Any

attempt to ascertain the effects of corruption, warp @int or

possession agabnst a character with a Dark Pact by Divination,
Psyniscience, or Telepathy suffers 2 -30 penalry

R
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INVOKING
THE DAEMON

Inv addition to the boons of their Pact, a characrer muay scek to
inveke his patron Daemon directly to appear and aid him: this
i an act of desperation and incredibly dangerous. Invoking the
Daemon requires the burming of a Faie Point and succeeding
on a Hard (-20) Willpower Test. If successfisl, an incarnation or
greater servant of the Demon appears (treat this as an unbound
Dacmonhost), and the character gains 1410 Cerruption Poims.
The incamation is more or less inclined o help the character,
although the character has no
depart once the immediste encounter is over

How fellow Acalytes res

A

H],

e control over it, and it will

ct to this “help” is another matter

COUNTINGTHE COST

Dark. Pacts abways have a terrible price. GMs are encouraged 1o
be creative with the coss the eharacter must pay, both in termss of
liabilities and the demands of his new patron. Asa basic guideline,
for each boon a Pact gramts there should be 3 cost. Some basic
examples of costs are presented here in the firs nstance, service
is a common feature of most Pacts; while in the second, feal iy i
the price of many Pacts that offer major power

dALSV]I] JUIVH

ter must serve his patron's needs and designs as
best he is able, and the terms of should be laid
tlown during the initial bargain, making the Acolyte in essence
@ double-agent for his new Daemonic patron. His Dacmon
communicate its desires to the Acolyte at will through

is servic

any
goals are far from transparent; indeed Dacmons are inc

umber of occult and esoteric means, though his mass

]

tant

TERS OF CORRUPTION

tike up his

The Dusk Hag
and a hund
hatred and d
paick in
in the night are hers. Jus =
and some return, maimed and il

has, and il you shi

1 might come to tf
rike d

n 3 world sheoded in

- but filled with dark purp

nd terror worlds away, and all the secrers tht men whisper

and they fashion labyrinthine plots that few mortals can grap
o they ceaselessly war and scheme against their own
hellish kind, and who better to persecute such conflicts than n

Inquisitorial Acolyte whose allegiance has been mmed?

Fealty
The Acolyte has sold his soul to his dark patron to be
collected upon his death. The light of the Emperor is denied
him. Such characters gain no benefit from Blessings, faith
healing and other 15, nor regain sanity through

prayer and fasting

Sacrifice
An initial sac

e may be demanded by the Dacmon before the
Pact takes effect. This may take the form of 2n inflicted malignanc,
of a type favoured by the Dacmon, periodic possession, of the
death or betrayal of a comps

vion of loved one. Altemarively,
ght demmand thar the chamctes perform same erimins
its plans o successfully undertake a dangerous tadh

thar sus

in itx service

Observance
The Daemon may

e that regular rinsals, oblation
other strange observances be performed in its name. Fail

1o do so will incur its displeasure

DENYING THE DAEMON

IF you deny the Daemon its price after the bargain is stnuck
o Betrays its interests, it violently withdraws its patronage

inflicting a malignancy and instantly undoing the Pa
boons. Daemans are spiteful beings and rarely simply ki
i have betrayed them, and the GM may wish 1
msure that a complex and terrible vengeance ensues.

se 1l

srrupt and hem, Here are

most trackless swamps with

black hollow where she dwells It is said that her price b

wuntless

atk fables, but sill petitioners seek her o
"
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CHAPTER [X:

LIFE IN THE
[MPERIUIT

“The mueryr’s grave is the keysronr of the fmpes

Liber Tmperialis
e Tmperitam of Man is 2 was
brink of collapse. For ten thousand y
by the deathless Emperor, a being

1o whom thousands of souls a
the Imperium kive in a place w
is frequent and death is 2 con 5 e in the
wiverse i @ terrifying ar

e, teetering on the
s it has been muled
incrediile power.
he peoples of
eal, mutation

415 Millennkum & fo know tha
hostile place. It is a place where you are but one amongs: billions
and, no matter how heroic your death, you will nos be ed
A truly vast domain
many stars of the galaxy. Its territories encompass unl

Imperium is spread among
millions of stars and countless more human lives. In its name,
terrible wars are fought a
even this river of

for the Imperium & the gua
into nothingness, s0 100 would the human race, destroyed by

desperate sacrifices made, yer
ice to pay,
fere it to pass

fencmics uncountable, to the laughter of the Dark gods.

THE
FEUDAL ORDER

“The Emperor asks only that you abey.
Queen Coralie of Acreage

he Imperium covers o wide area of galactic space,
Ts\pu\kliug over countless worlds There are few universals
amongst these varying planets. C language and
even the human form appear in seemingly infinite variation
across the universe. One of the few constants (ar least amongse
those worlds of the Impes that are aware of its existence) is
the network of feudal obligation and responsibiliry
Each Imperial planet owes fealty to a planetary governor. This
individual in turn renders to the Imperium's pricsthood a tithe
of men, materials and loyalty. The govemor is abo expected 1o
reject enemies of the lmperium, and 1o ensure that the psykers
upon his planet do not fall into witchery or possession. In return,
the governor can call upon the priesthood (or Adephis Terra as
they are properfy known) in times of dire threat |nd mww aid,
The Adeptus Te
‘burcaus, sub-divisions and offices. each of \Ahl(’h deal ith 3
particubir aspect. of maintsining the consinuiry of the Imperium.
onder has an obligation o care for its given area of control

mind-numbing arrxy of rnks within each Adepu.
by scribes computing a hive world's amsnis] nurnshiry ps,
sector commanders oversecing the assemblige ofa
er, vassalage and power passes ever upwarcds 1o the tiular heads
the Imperium, the High Loeds of Terra. These powerful indi
rule from anciens Terra in the Emperors name.
Based on Terra itsclf, the Emperor is a silent being &8
me power, His withered carcass is cradled within ==
arcane artefact of incredibly ocoult design. This Goldes
Throne, as it is known, sustains the Emperor's life foss
whilst He guards humanity from the Dacmonic beings the
would destroy mankind y. For hundreds of centuries B
has fought this psychic battle and for undreds of cennures
mankind has offered Him their fealty, worship and devoties

The pricsthood which serves the Lord of humanity is offes
d 1o as “the right hand of the Emperor”. It falls 1o the

pius Terra ro interpret His will and mindster 1o the Imperius
Many hundreds of thousands of souls labour across the galan
to serve this vast organisation. There are numerous ancies
ke up the priesthood, each with varioes

1 Adepta, a5 they aee

ic function to camy o

Tue ADEPTUS ARBITES

(TuE Jupces, LAWGIVERS)

The Adeptus Arbites are the watchers of the kw

It is given o them o maintain order amongs

the higher echebons of Imperial govemance—

wherever a planetary governor secks 1o abuse his

rube, wherever populist unrest secks o unseat the
rightful dominion of the Imperium, wherever thoughts of personal
gain at the Emperor’s expense coss the minds of the niling clases
there you will find the dogged agents of the Lawgivers.

THE AperTUS ASTRA TELEPATHICA

(THE ASTROPATHS, PSYKERS)
Blessed are the blind, for they have looked upon the
plociows light of the Emperor directly and no e
servant of the Golden Theone could ask for more
Theough the apprising rinal of soul-binding, these
payhces b been gified with  small poetion of the
Emperoe’s incredible will. Thes prosecied from the
worst evils of predation by warp entities, these unsceing servanes of
Terra can fulfil their peimary function, preserving owwaﬂw
between the far-flung worlds of the Imperitm,




THE ADEPTUS ASTRONOMICA
{THE BEAcoN, THE LicHT oF THE

MPEROR, THE WARD oF Max)
e Black Ships bring thousands of psykers daily 1o
the binthplace of man and many of those so tithed
find themselves contributing 1o the vast psychic
chairof the Astronamican. This seady beacon burns
bright in the warp; it is the Emperor's will manifest,
shiriing from Holy Term, and guides Navigasors
across the Imperium. The process of lending their
Swychic power to focus the beam quickly leaves the choristers as
- Weless hushs, but they give themselves willingly, for without the
Wsronomican the Imperium would cease to exist

TuE AperTUs CUSTODES
(THE GUARDIANS, WATCHERS OF THE
THRONE, THE THOUSAND COMPANIONS)

These are among  the

mightiest warriors in all the

Imperium, the practorians

of the Emperor. They stand

ever-vigilant  outside the
Brazen doors which seal His holy chamber. They are
estirely beyond reproach and they are among the few
wver whom the Inquisition has no power.

They never leave the inner sanctums of the Imperial Palace
#ad serve from birth to death within its hallowed halls Yet
ey are among the few of the servants of mankind who will
wver look upon the Emperor directly, and fi
Slessings beyond all measure.

TuE AperTus MECHANICUS
(THE PRiESTHOOD OF MARS, TECH-PRIESTS)

The domains of the Adepts of Mars exist

semi-autonomously within the Imperium,

an empire within an empire, 3 right given

to them by the Emperor Himself at the

very dawn of recorded history. They are

the guardians of technology, the magi of

wachinery. It is theirs alone to know how 1o coax forth the

8t of 2 sun in a plasma consainment field, how best 1o apply

E¥Be blessings of activation and maintenance to the massive

Sligan war machines, how to ensure that the engines of the
Emperor’s starships run smooth and e,

The Adepts of Mars worship the Emperor in the guise of the

fachine God. To them, mankind is in a fallen state thar was at

be height of its powers during the Dark Age of Technology,

The Tech-Priests vencrute machines and regand Shem
superior to flesh. Many of them believe that the Mache
God desires them to shed this weakness and so they ofien
sport numercus bionic modifications  These mechanical
enhancements add to their air of otherness and firther help
to set them apart from the rest of humaniry.

Through nune and hammex, the Tech-Adepts are the wards of the
arcane and they guard their knewledge jealously But for all their
mighs, they are not beyond the watchful gaze of the Inquisstion.

THE ADMINISTRATUM
(Tue Scriprists, THE ENUMERATORS)

The huge Administratum sees to the running

of the Imperium. Needless to say, its servants

@ are legion. At the will of the Adeprus Terra,

the Administratum collects the Imperial tithe,

sends out colonists, mobilises the military,

catalogues planets and much, much more.

Truly stultifying levels of bureaucracy exist within the

Administratum and some wayward souls believe that the

Imperium survives despite, rather than because of, its

efforts. The Ad has become synony with

the Adeptus Terra in many places and, incorrectly, the terms

are often used interchangeably. The faceless servants of the

Administratum can be found all over the Imperium, ensuring

that all things are accomplished in the correct manner, even
if that may take a thousand years.

THE ADEPTUS MINISTOR
(THE ECCLESIARCHY, CULT
IMPERIALIS, MINISTORUM)

The Adeptus Ministorum is not formally par

of the Adeptus Terra. Rather it is a sister

" which works hand-in-gleve with

the servants of Earth, The Adeptus Ministorum

derives its power and authority from the

common belief in the Emperor’s divinity. Also

known as the Ecclesiarchy, after its chief high priest, the

Ecclesiarch, the Adeptus Ministorum is vast and powerful

Its duty is to guide and interpret the innumerable ways that

humanity has found to worship the Emperor, shepherding

the myriad worlds of man along the unsteady path that

lies between heresy and true devotion. Whole worlds lie

within its administration and on many others still they are
the mast powerful Imperial instimution.

Like the Administrarum, the Ecclesiarchy is & complex

and by B A bewildering hierarchy of

priests, confessors, cardinals, novices, clerics, bishops and

the secrets of th ere known to all. Knowledp:
lies in the past and the Adeprus Mechanicus will go to
lengths to uncover the great secrets of antiguity, scouring
wniverse for any scrap of information from their holy
sok—the Standard Template Construct system. They hold
L wiere the STC to be restored in full, it would reveal all of
powers of the hallowed past.

all owe fealty to the Eeclesiarch in his palace
on Earth. Just as varied are the various roles within' the
Ministorum, from wandering missionaries, 10 charismatic
preachers and theosophical scholars. Two of the most
famous: institutions within the Adeptus Ministorum are
the training orphanages of the Schola Progenium and the
battle-sisters of the Adepra Soros
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' THE INQUISITION

The Imperium s assailed by

enemies both from within and w

antentions of unclean xenos,

influences of

Ruinous Powers, planetary unrest, mutation,

rogue psykers, rebellious Imperial lords

and more all work constantly to bring the
Imperiem down, to th on of mankind, Yet
somehow it survives and

The Inquisition isone of the many re the persistence

of man in a hostile eniverse, Known as hand of the

Emperar”, the Inquisition operates across the Imperium and
pe P

beyond to suppress and eliminate those that would
destroy the holy dominia

Inquisitors are empow
whatever they must 1o ensure the survival of the Imperi

Their Inquisitorial Seal opens all doors bar none, and even
vaunted planetary governors must acquiesce 1o their demands)
without complaint or delay, lest they be themselves regarded
suspect. They will commit acts, no matter bow vile, to main
the wunchanging integrity of the Imperium, and they will p
whaole planets 1o death in order to see that this is so.

ion vary enommously in physicet
appearance, methadology and mentality. Some operate aloa
.md in secret, hidden from the eyes of the common man
and carry dozens of acolytes and

The members of the Ingui

others up- rate ..p

and each Order answers only
1 effors can be checked by no Adepss
atically devored 1o the d.-l'cncc Df the

5 it nI(ML‘crL perfectly

Inquisition » u
stion see Chapter X: The Inquisition,

For more infc
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PLANETS OF
THE [MPERIUIM

“True il i bifnd and fustified ”
- Confessor Faust

" P flds No one hasever
been able to map them and 1o one can even sty how marry
there are, Entire departments of deptus Adminisramm

= devoted to cataloguing the workds in the Emperor's domsing, 2
werending ek, for it is in a stace of etern

Fenhermore, the Adeptus Terra holds thar the wh
S==un race and the entire galaxy are under the §
e —the Imperium has a manifest destiny (o un
Spcae it laws on every human wo
W The true scope of the Imperiun

|I:uugJ| this s far r'm'r act

w2 means alm 1t cannot react to ever
3 live and die alone, with only
ding the attention of the Adepuus ilnrl Waorlds are
ly Iost to aliens, rebellion or disasters, with news
destruction sometimes taking centuries to reach
The Imperium’s borders undergo constant chi
W8 new worlds discovered, conguered or colonised and
B2 anes lost

IYPES OF PLANET

B gakaxy teems with worlds—gas iants, warlds of frozen

Seshune, huge, globular masses of bydrogen that failed 10

irs, and many more besides. Some of these are mined

ited in some way, they may even harbour their own

= of truly bizarre alien life, but it is mostly upon small

ey worlds that mankind, and its enemies, are found. Within

catepory of world, however, are many variations and

ty endures all manner of environments in its quest to
ta crucl and unwelcoming universe.

} Low Gothic {also called lmperial €
= the “official” Ly

Ssperium for long enough 1o ha
sl tongue but there
o which Imperial e i not spoken, Ineyi
& Gothiie differ from world to world and can be misus
ssselligible. Older plancts frequently maintain archaic
e of thelr own, 1o the extent that ruling aristocrach
othic 1o swear in. For
mafters, the Adeptus Terrs we High Gothic,
! of Imperial Gothic. Many Ecclesiarchy
edicts and Imperial charrers use this
lingiiage.

TYPES OF CULTURE

Just as the people of the Imperium live in hugely varied
environments, 5o too do their cultures vary immensely,

Hive WoRLDS

The Imperium’s most populous worlds

are its hive worlds. The populations of

these planets are 5o high that the people

bive in huge cities, oruly immense nuny-

Iayered structares that reach high into the

sky, each housing billions of individials

=l Hive worlds ofien provide maich-needed

labour, their manufactoria producing mountains of war materiel

and other goods to meet the Imperial tithe demands: Most hive

sarted out as relatively hospitable places but have became

ed, the areas outside the hives reduced 1o ash wastes

1 by the never-ceasing industry of the great

ngemous can be the hives themselves. The crime-

-stricken areas, almest always found in the mest

pit fower levels of the underhive, are home to

enit gangs, criminals and assorted scum as well as mutanes and
etical cults who hide there from the suthorities

Acr1-WoRLDS

These farming plancts, 0 their own way
are 2 vital to the Imperium a5 its hives
These plinets are given over entirely
the production of food, which hive workds:
cannot peoduce i sufficent quantities to
keep their huge populations from sarving
Many a world has whale continents given
ok or fiekls of crops. Some agri-workls ane covered
In eceans teeming with fish and a few are far stranger—worlds
covered in edible furgus, scoured by swarms of nutritious fnsects or
s iants home to flocks of flying creatures. A few planes are uscd
solely 1o provide clean water to nearby hive woelds. Agri-worlds are
sometimes nuled direaly by the Adminisratum, to help ense that
their produce is grown and harvested with macdmum efficiency:

Force WorLps

Pl Much of a forpe world i like an immense
actory, with Industrial complexcs soaring
into the sky and mine workings burrowing
deep into the crust. Forpe workds build grear
fumibers of complex machines, like tanks

i or spacecrafit pares. They are ruled by the

LL B = Adeptus Mechanicus, whose g and

reserch Eaclities are bocated there, along: with the grand chedrals o
their deity. the Cnsstah, in which thie Archmag of the Tech-Priezs
enact the grandest, most complex rinuals to honour the Machine Gad.
The Adeptus Mechanias’ fleets, its tech-guand. armies and, most
forsmidbly of all the Titan Legions, are alsc all based on forge woelds

‘The forge worlds are sovereign ground and the Adepris Mochanics s

s loath to allow anyone on their surface other than Tech-Priests and
the legions of menixls who serve the

RIUITI
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These worlds are split into geographical
areas with widely varying levels of
advancement and culn Depend
on the prevailing governments, these
might be countries, states, power blocks
or trilal homelands. [t may be the case
that higher levels of wechnology and
wealth are concentrated around original colonisation sites
Other planets might exhibit gross variations in culture due
1o environment, with areas weak in natural resources being
similarly weak in terms of military power, cconomic muscle
and so on. Some planets preserve a great divide due to ancient
tribal raboos, religious notions or p|JII\ old-fashioned habix. /

great o -vmr,d\ of the Imperiun ato this broad

These planets
who have lost acoess to all but the mos
ng, simple

machines . windmills

d vehicles are li

or non-extstent. These worlds are often sid to

politically harmonious of all the planets of
ecause their peoples know their p

FErAL WoORLDS

reason. They may be aware
in some fashion bus are
unlikely to know much more than something about a lege group

of distant people living in the stars. These planets are frequently

of the Impe

| =5 which

, either due to the i
drove the natives feral or becanse the natives themsehves actively resist
new people serling on their linds. People of worlds can range
widely in culture, from Grox-hunting tribes of ancestor worshippers
o wild-cyed, post-apocalyptic read warmors, fghting endlessly
amangs the toxic, sind-strewn nuns of their civilisation

Later

SHRINE WORLDS

These worlds are dominated |
| and acts of devotion. It may be that
these places saw the birth of a famous
| siing o formed the banleground for a
particularty important wae Offen studded
with temples and shrines, these workds are
frequently controlled by the Ecclesiarchy
mmay form training grounds for members of their Adepta.

There are also the dark mrrors to these places of Impers
devotion—fallen worlds where the inhabitants offer
ceaseless pr: o the Dark Gods. These places of obscene
sacrifices and bloody are not suffered continge
existence for long.

QuARANTINED WORLDS

The existence of these planets is rreh
made ocbvious but there are mas
of them throughout the Imperius
Travel 1o these worlds is forbiddes
for the most well-inform
r armed expeditions
even then only with a very pood
Death waorlds, alien empires or planets where the
through into realspace &
antined worlds, as are planets wrad
= Some worlds are quarantined because no one
om the origins of whar has been found there, be &
: ties—it is thought bemes
to live in ignorance ol es on such worlds thar
eat. Other worlds are quarantined beca
mission there has falled to retur

ined by the proncuncements of
¢ have uncovered some w
ation that cannot be cleansed. Many
at resources that would be
to the Imperium if they were properly

Inquisitors, espe

taing or xenos infe

xploited, bur there are enough tales
rors aweken on s n worlds that
.\dcpts would try to defy a planetary quarantine,

War Zones

There are a great many worlds in the

Imperium that can be classed as wae

zones The Imperium is constantly

at war and in those wars whale

planets can burn. Massive campalgns

can envelop dozens of systems and

hundreds of werlds, many of which

y devastated by orbital bombardments and anillery

planct-spanning bartles thar last decades. Long-term war zones

are hellish places where death comes quickly. The Imperium

icld truly immense armies of millions of men, grinding

acruss 3 devastated planet and reducing cities 1o

naries flock 1o such places, hoping to leave soon

their ships loaded with pay. Deserters and escaped

prisoners form bands of pirates, preying on any ships unable

efend themselves or roam the war-tom planets in feral

packs stealing and killing. The Adminkstrarum sends colonises

from overcrowded worlds to populate war-torn workds afies

the fighting has ended but the wheels of the Imperium grine

slowly and a world can lic devastated for centuries befiore any

effort is made 1o resenle it These places can be some af the

most ghastly in the Imperium, with rvaged emvironments,

cracked planetary crusts, burnt-out cities and plaing m(dﬁd in
the bones of the fallen.




Bt as the environments and cultures of Imperial worlds
Wy, 5o too does the way they are governed, The
Smperium allows most of its worlds 1o govern themselves,
wwing whatever method of government the population
eavitares rowards. Some are heredi monarchies,
Wehers ruled by aristocracies or warlords. Some are ruled
=% elected parliaments, while on others power is given 1o
WSocver can pay for it. On some worlds
Sng. Upon other planets, such things a
w8wice and even personal rights are present. though these
Wee fow and far berween. Some worlds are adr
@ectly by the various Adepta, such as agri-worlds run
& the Administratum or cardinal worlds ruled by the
archy.

Whilst the individual countries, state: 1
ssporations, hegemonies, peoples’ work collectives, and
% on, may have their own various leaders, the Adeprus
Terra will look ro one person to fulfil the planet’s tithes
wnd obligations to the Imperium, Titles for this governor
ety from planet to planet. In some cases the person
sadped responsible for the tithe may not even be aware
=t this is the case until too late. Certainly, more than one

lar head of state has discovered this upon rejoining the
erium after a period of isolation through warp storm,
or other calamiry.

the same
cracy, free

vistered

I governors are expected to recognise the authority of
& Imperium and to uphold its laws. These responsibilities
lude aiding the agents of the Adeptus Arbites and the
squisition, as well as arranging the allotted rithes for
e Administratum, Governors are also expected to yield
gaykers up to the Black Ships of the Inguisition when
sequired and to keep the population free of mutants
enltists. radicals and witches. In practice, some planets
sscape from these duties with relative ease, whilst others
wre placed under seemingly tyrannical restrictions. Due 1o
w8 sheer size of the Imperium and the unpredictability of
Seavel, there are many occasions where the Administrarum
Wever manages (o extract its levy, or the Black Ships never
wirive to take psychic individuals away. Planets can be
Weolared for generations and it is not unusual to encounter
S Warlds where the Imperial tithe has been all but forgotten
iCertainly the scribes of the Prol System h
pwast libraries, several accounts of Administratum logisters
ng at worlds lost for centuries, only 1o discover
Beir yearly tithe burning on vase pyres as the natives
7 their dues up to the sky.
In some cases, 2 group of planets might have enough
fact with one another to form political alliances and
minor empires. Other clusters of worlds might
connected by huge corporations, the powers of
fitary nobles, religious leaders or other such ties
U8 such cases, planetary governors must not only tend to
be needs of the Imperium but also the whims of these
blocs.

in thei

wers, from  telepathy o
e the dawn of mankind,
uncomfortable at

an unguarded gateway o
chic predators: can. entes
aid that whole worlds

PLANETARY
APPEARANCE

The peaples of the Imperium vary in their form just as their
home worlds do. Whilst there is a generally agreed human
standard, consisting of four limbs, one head, rwenty digits
and so on, local environment and genetic stock have causeds
all manner of interesting anomalies, evolutionary adaprations®
and fashions. These differences are usually cosmetic in effect;
however, the more radical alierations walk the line beoween
accepted variation and outright mutation. It is a subject of
intense debate amongst some Inquisitors, and indeed the
Ecclesiarchy, on what it is to be human and therefore acoepted
into the lmperium

Certain plancts will betray their colonial origins with
the appearance of their peoples—perhaps a particular
type of nose or skin colour will be dominant, Others will
have clear tribal divisions, Some populations will possess
unusual adaptations as a consequence of their environment
The folk of the agri-world Dreah, for example, have
a grey skin, hair and eye tone, which exactly marches
the flora, fauna, sky and waters of their notoriously
dull planer. Some cultures may impose certain ideals of
beauty thar drastically alter the looks of their peoples.
Certainly, many strange and terrible gangs of underhivers

have been di fashionable armou,

clad in hyp
sporting glowing electoos, skull studs, gang mutilations
and shiv scars with pride.

To some extent a similar appearance and calture binds
the people of a planet together into a common stocks
Usually speaking, citizens of the Imperium will prefer
to spend their time with fellow natives of their world:
That said, however, man has ever been titillated by the
exotic, so friendship, love affairs and even children with:
aff-worlders is not unknown on planets with a cultare of
such travel,
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WARP TRAVEL

ave any appreciable dist
Wt resort to warp travel. This method
expensive and dangerous, as it requir
edictable realm known as
siipped with a fnctional warp dri
Semsclves nto this other dimension
= emvelope of Geller fields These quiv
potgh the veil of re:
i this strange place, the ship is able 1
s thae flow within the was

seryone. Dimensions, colours,
differently within

course, find such travel
able 1o ¢

erpe to discover another
of its disconcerting effeces. Tin 5 not operate pormally within
this other realm and so v n discover that
centurics i that they
been absent for a few seconds, o
y lefi. Even shilled Navigators cannot predict how much
time will be lost, grined or repeated over thy of

o 2 1W0 OF more captai
they imariably trade dates, anempeing to reconstruct t
e missing or have gained. Needless 1o sy, warp trave

c 1o grear wrbulence or

storms of activity. These strike at random and L

ime. Whilst these sto
vessels within are tossed about on roiling currents, so
being spa . Iocations. Other ships si
trapped. unable to translate back into realspace, cursed 1o an
etermity upon the waves of the warp. These storms disrupt
coane fon across the Imperium and can sometimes
herald a disaster within r .
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COMMUNICATION

Just'as travel within the Imperium is a complicated and
fnexact science, so too s the business of exchanging
messages berween the many and varied planets thar make
up the Empire of Man, Planctary communications systems
such as vox-casters, hardwired lines and the more advanced
vox-communicators suffice o pass messages amongst the
nations of a world, yet have almost no use beyond the
bounds of the planet's surface. Such devices require many
years for their signal to reach even the nearest planet
and have no surety of even being detected when they
arrive. The perils of travel ensure that human or servitor
messengers are just as unreliable and potentially as show as
radio or other energy wave communications.

The Imperium then, is forced to rely upon commamnication
by psychic, or astropathic means. Astropaths communicate
with symbols and iconic images, projecting these messages
through vast distances of space by m
This process is usually exhausting and requires ritu
focus in order 1o keep the pskyy
These can take a wide varicty of forms, such as use of th
Emperor's Tarot, vision quests, automatic writing, trances,
he Gaolist Astropaths of Hredin for

of psychic power

séances and the like.
example, spend many years eching their messages onto
painstakingly illuminated sheets of iron and then destroy

the work of ant upon a massive grinding wheel. The pain of

annihilating a much-love
ssages of unparalleled clarity:
These messages are received by fellow astropaths in various

hour is said to produce psychic

s vague and troubling dreams, w
ppear as visions or mystic portents. Others apg

within whatever ritual method or divination technique the
receiving psyker happens to practise. Thus warning of an
Ork invasion might appear as a glistening in
fish entrails, 3 booming cloud of smoke, blee
or a worrying combination of runes or sigils wi
holographic matrix

These messages must not enly be transmitted from ¢
astropath to another but decoded ar the other end
astropath employs sl
a preferred style or *fls

ols and each has

eszapes take wecks of
poring over tomes of augurs and symbolism before they
can be reconstructed, though the best astropaths can do
this word for word. Some remain a mystery forever. Some
messages are received by astropaths at entirely the wrong
end of the galaxy and must be passed on 1o others who are
nearer the place in question.

Some messages simply do not get to thelr intended recipient
or are drastically misinterpreted along the way. In addition,
there are too few astropaths. Most worlds, especially those
with small populations or on the fringes of the Imperium,
have no astropaths at all, and must rely on the infrequent visits
of passing Chartist ships or Administratum census-takers to
make contact with the outside galaxy ar all. For this reason
the Adeptus Terra cannot react quickly to every event in the
Imperium, even when an event occurs that is great enough to
aftract the notice of the vast and ponderous bureaucracy. On
st worlds, the Imperium feels very far away.

THREATS TO
HumaNITY

“Beware the ememy within!

Scora the enemy withowt!

Fear the enemy beyomd!*
Excerpt from The Acolyre’s Ouih

erversely, for the largest empire that humanity ha

ever known, many planets within the Imperius

feel isolated and alone in the long night of space
Across all the peoples and planets of the Imperiu
fear gnaws away ar the psyche, worming mistrist and
desperate faith into the conscious and unconscious mind
Time and again the universe has proved iiself an uncaring
and frightening place. People sicken, the warp rage
xenos attack and worlds die. The people of the Imperium
watch their neighbours for signs of heresy and witchery
Mankind prays to the Emperor 1o protect them from the
woes of the universe, of which there are many.

DISCIPLES OF
THE DARK GODS

, the minds of man have proven ferile s

for the seeds of cormuption. There are certain dark powers
abroad in the universe that seduce the weak and foolish inte
their damnable service. These ageless beings, their names
pon mankind's needs and desires. Witk

edpe, Bloody rites and

festering secrets they lure humanity to become their slaves.

Some within the Imperium choose to worship these
Dacmon gods. The ways of these cults are many. Some meet
in clandestine rituals of sacrifice and incantation. Gthers
are foolish scholars, meddling with powers beyond thels
ken, Others still are organisations, companies or political
groups drunk with power gained through pacts with
unspeakable creatures of the warp. Perhaps worst of all are
the instances of entire worlds that worship the Chaos gods
through ignorance or choice. All of these profane caltists
invite ruin upon themselves, the Imperium and humanir

The Adeptus Terra, planetary governors and the Inguisition
varch for these disciples of Chaos for the inevitable
consequence of their meddling is pain, disaster and blood
shed. The ordinary peoples of the Imperium rightly fear
these cults and their malevolent masters: On many worlds
an undercurrent of pamnoia, suspicion and fear of Chaos
cultists is the norm

MUTATION

The degeneration of the holy human form & one of the
Ecclesiarchy's greatest concerns. Environmental polltion.
deliberate genetic alteration, stellar radliation, alien” diets
and simple evolutionary adaptation have wrought uinl‘gd




hanges upon the physique of man across his empire
some of these mutants have a standard, stable, morph
Jype and are tolerated by the authorities—notable
them being the abhuman Ogryns and the ancient as
Mavigators. But 1o find whole worlds where the popul:
s no eyes due to never-ending dar
g because of millennia of
Whether these aberrant p
B¢ 0ot is the business of the Adeprus Terrs

where such things have happened but once in 3 hundred
generations, Perhaps worse still is the constant fear of
becoming a mutant oneself, Many folk pray that should
things occur, they will have the strength
to end their own lives, before the mob or the Inquisition
does it for them

this worst of a

Some poor fools are willing mutanss, seeing the distortion
of their flesh as a sign of favour from the Dark pods. They
¥s b0 gain more of these gifts, either by begging

i But mutation can also be a sig gods for more of their touch o by doing their
i they twist and destroy the mi in the hope of reward. Others, more poignantly, claim

L do they toy with his flest innocence of any wrong daing or foul worship. Whatever the

== pes, gifting strange abil mtant i a mutant and must be feared, hated and

= their perverse amusen s is but one of the many reasons Imperial

= present, it is rightly abhorred 3 intolerant and many innocent men,

— #uch a aberation withi es on & new world, have been murdered

> w merely appearing to be different.
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REBELLION

The Imperium i the only rightful authority of mankind. 1t
S been decreed by the Emperor, and His will, executed by
B¢ Adepts of Terra, is absolute. But man has ever been a
Sactious crearure and not all agree that this should be the
Sise. Therefore the rube of Terra must, by necessity, be harsh,
Be this as it may, the size of the Imperium means the grip of
governance is, perforce, boose, and rebe
% have taken place when one of the tithes goes refused
Worlds which rise up to shake off the fatherdy hand of the

n is only regarded

Emperor fall into the following four main categuries:

Governmental Revolt: Occasionally the ruling body of such

% world might misguidedly decide that their world would be far

Sesier off outsdde of the Imperium. They might not have been
od for a thousand years o the p

Sermitorial ambitions, bue whatever their o

gevernor may harbour
ions, the result is
These revolts must
dith swiftly and graphic cxamples made of the ring
Fjust one planet is shown to succeed in such a quest, others
certainly follerw: It may take centurics to quash 2
1 workd must be allowed to secede. Assassination, plane
d, occasionally, Exterminatus are all
sy be employed to bring the wayward world to heel
Popular Revolt: It is a regrenable face that many citizens of
I 't the most horre
n ideal environments. From ti
gogue may rally his fellows and overthrow the
This only becomes 2 problem if they then go
of the Imperium, otherwise the new

wss living conditions in
time, 3 particularly

y not the adepis’ w
1 form upan a populatia

TANCE 1D enstie contil
s the forces of the Impe
\rnmlnﬁllmmn There are |‘|.||I\ -

such as the Enslavers, who somehow have a material being but
in the empyrean. Sometimes these worlds cany on

eating at their heart. As ofien a5 not though, the
n-dominaed population will rise up in ammed rebellion
her case, wtter destruction of the infessed dbétants i,
regrettably, the best course of action. This can be effected via
tectonic destabilisation, Exterminatus, cyclonic torpedoes or viral
{general o geno-tailored) bombardment, dependant upan the
importance of the world and possibilities of recolonisation.
Daemonic Infiltration: A planct may tum to worship of

the Dark gods o a number of circumstances. Suppression

of such revolts must be handled carefully—destruction of

the population may be the Dark Powers' actual aim, as the
psychic death sere noagh 1o
permancntly open a rift between the warp and the real

jons of people cin

anetary invasion by specialist formations is advisable,

immediately by planctary cleansing or destruction,

ON ORGANISATIONAL
DISAGREEMENT

Regrettably, even the true organs of galactic povernmance
can become embrotled in dissgreements with etch other
The very creation of the Imperium as it stands today
is entively predicated by the actions of the Wirmaster
SCENSORED—CODE 15/ 775 /Sigme> and one onfy
s to fook ar the wickedmess perpetuted by the High Lord
Gage Vandire to see that it it inadvisable to rest foo much
power in the hands of any one of the Emperar’s hends. It
it omly fitting that each Adept should maintain a healthy
suspicion of bis peers.

Divided we stand, wnived we fall. E Unis Pluribum
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WAR

“The Emperor azks only th
— Lasz words of Commissar R

o yeur bate.”

spread across the galaxy. The threar or effects of war

In war humanity excels, and the Emperor’s armies are

Ay, o

are never natter where you go in the
Imperium. Mankind secks to purge the stars of its i
and the bloody carnage it wreaks in doing 5o sl
sign of abating, The Imperium’s military
glorious and rerrible.

is ar once mighty,

IMPERIAL GUARD

The lmperial Guard is the backbone of the Imperium's

1 and bayenet they march up

rison vital worlds

m the

Imperium’s frsl line nl'- efence and they strike
In many crusades. 1is re
power from
has a unig
discipline o

nk columns and glorious sabre
und in the ||n|;n'!|l| Guard, off

ycuriall b

-
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raised explicitly to be sent to fight and die light years 2w
from home. And dic they do, for the Imperial Guard bear i
ht of the Imperium’s wars. It i sid that the Empens
knows th of every soldier that has fallen Aighting &
His wars—bur il thar is rue, He is the only one who e
comprehend just how many Imperial Guardsmen have disl
in the ten thousand years since the Emperor ascended 1o the
Golden Throne. Those who survive the grinding horrors of 8
lifetime of war are frequently gifted a portion of the very lass

y fought to conquer as a reward. As with many things &

Imperium, this is  mixed blessing indeed
The Imperial Guard regiments are raised from the los
amies of the Imperium's worlds as part of a planct’s tithe 1o e

mperium. These regiments are normally deployed according
However, when the High
paign (often referred 1o ake
osen from among hight
cankioig fimperial Cuand iibeed o R i campriign’s

o the orders

the Adepeus
r military
nt a Warmste

Loeds declare a n

“crusade”) they

s One of the mos famous Warmasters, Macharis

Lord Solar on account that he conquered &

1 the Imperinm’s eastem fringe and exparncded

the Imperium to the very edge of the Astronomican's reach.

IMPERIAL NAVY

The Imperial Navy bolds nearly all of the Imperium's fighting

&
&
S




iies Righier and bomber crews and lrcralt that support the
pertal Guard on the ,,,mu'm
‘s offi aristocratic
le Lunrluu frequemly boast
al officers among their number and naval dynastics
inate many battlefleets. Elitism is a virtue on most ships,
where the officers” lives are in stark contrast to those of the
jgs and engine crews. With thousands of erew living and
g on ships that can spend decades without secing port, a
hip of the Imperial Navy becomes a society in its own right;
4 city in space. Mutinies are not unknown and the N
security bastalions are 2 ton the decks of all N
hips, their Black visors
men that obedienc
The Navy relies an m
Pethaps most imporianly, th
ld not function without a co
&now how to appease the ships’
sechnology that s too
The Navy is also reliant on the Tech-Priests
spgrades, n
Tt s usual for a warship to have astro [:
communication is essential if the Imperium is 1o be defended
Slany captains are glad 10 have Ministon
srew, ministering to the spiritual 5 of the men and steeling

rs and new ships

Jergy among their

Sheir wpirits with sermons. Commissars are appointed 1o the
Sarger ships, watching over the moral fibre of the crew and
groviding a watch against matiny and i

shere is the Navigator of each vessel, whose family can occupy
SRiire spires juiting out into space atop the ship.

THE ADEPTUS ASTARTES

Whe Adepeus Astanes, known as the Space Marines, are the elite
sarmion of the Inperium. They are few in number and regasded

weeh almost mythical awe by most folk, for they are inberitaes of

sesdirions founded by the Emperor Himself. The Space Marines are

 divided into each possessing a thousand Space Marines

oz with fis own suppont staff and spaceflect, It is said that there
e around a thousand such Chagpeers in the Imperium

m. His body is hugely

anced with new ongans promoting muscle and bone

growth to give him immense strength, size and resilience. His

mind is similarly enhanced; hypno-docerination and sleep-

leaming give him both a fervent belief in the Imperium and

the knowledge of weapons and tactics to bring the Emperor’s
his mi

wrath to the banlefield. Upon compl
and training (which not all novices survive), he is issued with
his wargear, including a suir of power armour. This armour is
ane of the most powerful symbols of Imperial might, \ir.phl-fd
in stamary and stained-glass windows across the 1
Equipped with nerve-fibre bundles so it mo

bady,

Walves, for ins fer
other Chapters and fight on b
chainswords and bol
hand, have

masters of siege warfare, arming their warriors with an array

icus and are the

Adepris Mec
of devastating heavy weapons and tanks. M

Dark Angels and Imperial Fisss are spoken of with hushed
awe among Imperial citizens. A Space Marine Chapter has its
own fleet of fast spacecraft and ean react far more quickly 102
threat than the Imperial Guard or Navy, making the Adeptus
Astartes one of the only forces in the Imperium that can mount
a rapid response (o a erisis. The Space Marines are extremely
few in number compared to the size of the Imperium and few
citizens will ever see one in the flesh, but withour them the:

Imperial military and the human race woilld slide ever faster

towards destruction,
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f Ordo Xenos, the

s from across the
prers, all of which have
ially rrained xenos
them at 4 moment’s
together as
combat alien menace
it rears itz vile head.

Ordo Xenos maining a number of
fringes of the Imperium where the
silent and constant vigil, ever watchful

alien encroachment. -




SUPERSTITION
& FAITH

“Thought for the day: Blind fiith is a just cause.”

— Liber Iimpertalis.

3 he weapons of war may do much to guard the Imperium
from the threats that assail it. Yet the strongest armour

is not forged from ceramite, it is formed of faith,

'THE CULT
OF THE EMPEROR

e Cult Imperialis is one of the few common factors that

S 8ak the disparate worlds of the Imperium rogether. No matter
what conditions prevail upon a world within the Imperium
e Imperial cult will be found there

inwhichthe Emperor hipped Itieud

¥ F
8 same He is revered as a distant, patriarchal and human figure.
khers identify Him with some aspect of nature, many others,
sch as the primitive Epheisians of Dwimlicht, regard Him as 3
war-god, for His agents only visit occasionally and they descend
Som the heavens when they do sa. But all the creeds of the cult
agree upon this one thing: there is oaly one Emperor. To worship
& pantheon of gods and put other gods alongside Him is heresy

* However, there have been many individuals over the millennia
who have been seen as His sins, people visibly touched by the
Emperor, and they are venerated all over the Imperium. There are
ssinits for every aspect of life and there is a thriving trade in their
selics on many worlds.

The worship of the Emperor is, in the main, highly organised
Cathedral complexes can be found in the capltals of all worlds
f any meaningful populstions. On the densely popu

* Seeming hive workds, these can occupy entire spires. The graceful
wructure of the Emperor Triumphant, constructed after the
Second Armageddon war at Hive Primus on Armageddon, climbs
delicately skyward, its main rower nearly a full kilometre in height.
e statse of the Emperor at the top brushes the troposphere,

locking benignly down upon the seething, polluted world
Below: Mot towns will have a church or temgle to the Emperor
and even the crudest village of the most primitive tribesman will
sport a sacred cave or grove dedicated 1o his name.

Of course, in some places. the worship of the Emperor
supercedes all other aspects of life—these are the shrine worlds
of the Imperium, where perhaps one of the grest sings, or even.
in the distant past, the Emperor Himself, performed a great deed.
These planess can be one, vast. religious complex, or huge cemesery
worlds such as Granithor, where the wealthy spend vast forrunes
bringing the dead scions of their families for burial, wsually those
who have perished in the service of the Emperor, Then there ane
the cardinal worlds, which atract millions of pilgrims and are the
strongholds of the cult, These planets are directly governed by the
Ecdesiarchy and are the seats of functionanies high in the Culr,
responsible for the spiritual health of vast areas of space.

The Ecclesiarchy maintains and promotes the cult
galaxy-wide and, where possible, tries o sanction the
worship of the Emperor no matter how bizarre it may
seem. Very few practices are proscribed, and even such
abominations as human sacrifice to the Emperor are
useful to the Imperium, for it is easy to convince a newly
encountered culture that approves of such custom to give
up its psykers to the Black Ships

©ne of the Ecclesiarchy's tasks is to record this multiplicity
of tradition with which the Emperor is honoured. In that way,
rwo preachers from opposite sides of the galaxy will know, no
matter what their title or manner of expressing their devotion
might be, that neither is a heretic. The Ecclesiarchy sends out
mission fleets for precisely this purpose, whose floaillas off
blessed spacecraft slowly circle a pamticular part of the galoog
recording new vari comecting serious heresies
and proselytising 1o newly

Ta all, the
thousands

s of the o
pulations of humans

blaspheme or heretically curse the Master of Mankind for
thel 1 is nevertheless rare 1o meet a man who would dare
to deny the Emperor's divinity.
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(CHAPTER X:
THE

INQUISITION

“Imnocence proves nothig ~
Inscription above the gates of the
Calixian Conclave

colytes of the Inquisition work for a secretive and
wide-ranging organisation, which is charged with a
vital task. The Inquisition

fending off Daemo

humanity succumb to their

The Inquisition is by

organisation. Mys

and Acolytes soon learn b

common man fears th

of woe who steal away loved ones or &

Even planetary governors,

blanch at the mention of an Inquisitor’s presence, as well they

might, for all hide some guilty secret

perial nobles and ry leaders

"Come in arcid-storm they did, wih the ravn and the lighining
licking the spireport ar they landed. They cur the power is
the big estate-habs. Whole balf the hive went dark with it
and by th ey o if runming again and sopped the
e dead, it were tow late. They never
one left up there. fust cold and ewpey palsces, sos
crap left fn the pi Five noble bouser gone—
ey mever did say why meither. | venture I could make

o though—the things you see when you're

Phormbis, Hive Tranch Windowjack:

hat’s worse ir whar comer %
wm, if you 1py semething
. repore it! Otherwise
worst dose
b and every
me—the last and loudest
nose you'll ever hear!”
Arms-Sergeant Heikon Thrass, Mortressen 103

em, You pawer
They'll ine

Imperium
without

-
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ORGANISATION

“Uinderstamdrng i overried.”
— Stormirooper Sergeant Havlock.

s with the other Adepta, the Inquistion is a
Aw fising tangle of duty and power, secrecy and
. division. The highly autonomous and covert nature

Wt most Inquisitors only serves to exacerbate the sitsation.
There are wheels within wheels, and many hidden depths
% the knowledge and power of the Inquisition. Many
Woolytes are ignorant of all bur the most fundamental
werncture of their organization. Others still know nothing
all of the monolithic, byzantine order.

 OVERVIEW
Seoadly speaking, the Inquisition i a feudal organism. At its
I Base are a great number of thralls toiling o support a complex
Ssifice of influence and duty:. At its very peak rests the master of
snkind, the God-Emperor. in whose name all acts are justified.
W= berween sit all manner of offices, fiefdoms, ranks and privileges.
& of which an aspiring Acolyte may one day hope to claim.
At the very lowest level, a person may work for the
ion unknowingly These minions may have some
ing that they are involved with a secretive organisation
B belicve it 1o be mundane in namre, such as 3 crime
ndicate, religlous order or governmental murder squad {on
Weme planets, of course, these are one and the same). These
Sk are not considered 1o be Acolytes of the Inquisition
merely pawns, employees and agents o be moved upon the
Seld of operations and dropped or sacrificed at will. In their
Sy, they may play an important role bur they will never
Simow the truth of their deeds

An Acolytc is a different creature alto
B8 aware that he serves the Inquisition. and w
W Bis master at least once in his career. He is thought
Waced of potential that may one day stand to become
Wedoed Inquisitor. Though he starts at an admired!
as disposable as any unwitting agent, he has a certain
Wesmething that sets him apart. This may be an incredible skill
W talent, a prophesicd destiny, the luck 1o be in the right

Bce at the right time, or simply something abour him that

The Acolyte

have spoken

fully

wly

As he progresses in his service, gaining skill, experience
i success to his name, an Acolyte becomes more valimble
® bis master. Those considered to have proven themselves
i be given more and more impartant tasks and will gain
pester knowledge. These trusted Acolytes may come to have
s of Acalytes or unwitting agents working for them, and

even be asked o seek out potential recrults for their
fisitor to assess. With time, their master may even deem
m ready to begin the long and arduous task of training 1o
an Inquisitor themselves.

far fewer in number than Acolytes or unwirring
Inquisitons very firmly form the heart and soul of the
These. hdepmdml and wildly varying individuals
.otmbn , secking out all manner of

foulness and ensuring its destruction. There are countless types
of Inquisiter, with endless levels of power Each controls an
intricate and subtle web of agents, Acolytes, resources. influences
and conacts. Fi g very much as a of the
-ach of these networks is capable of operating
need be—though what manner of necessity
would require such isolation is a moubling thought indeed.

Whilst the chain of command amongst the ranks of the
Inquisitors is obscure ar best, the ultimate expression of the
group’s rremendous powers is the Inquisitorial Representative
to the High Lords of Terra. The Representative’s role is to
observe the workings of the Imperium and inform the High
Lords of dire threats uncavered by the Inquisition. The means
by which an Inquisitor is appednted as the Represemative are
very obscure and the Representative changes constantly, with
the same Inquisitor rarely serving on the High Lords’ Couneil
twice. He is not the leader of the Inquisition, because no onc
man could ever claim leadership over the wilful and scatered
ranks of its Inquisitors. He is at best an advisor who can
whtisper in the ears of the High Lords and, through them, the
Emperor Himself. Beyond this basic structure, the Inquisition
is further organised into loose groups, roles and affiliations.
Each of these serves to further muddy the treacherous waters
of the organisation. These ordos, conclaves and factions are as
diverse as those who make up their ranks. Whether it was these
structures that have shaped the Inquisitors into the varied force
that they are, or vice versa, is & master of great debare.
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THE ORDOS
OF THE INQUISITION

“The great ondos are the principal means by which the Inquisition
organises itself, and most Inquisitors belong 1o one of them.
The ordos are groups given over to rooting out a particular
threat against mankind, With millennia of specialisation,
has become a sharply honed weapon with which
those that would seek 1o move againe mankind

Orpno HERETICUS

d its

The Ordo Hereticus is the largest of the ordos a
Inquisitors: watch for enemies among
pepulaton, Members of the Ordo Heren
known as “Witch Hunters™ because of t
prehen
d by the Ordo Hereticus. The Ord
abour acting against threats in the other Adep

renegade Ministorum cardin
his end at the 1 Wirch
The Ordo | us often makes use of Imperial £
the Imper

of its dutics. However, armed forces led b

NOILISINON| Ak ], *

d or Adeptus Arbites, 10 aid in 1
y 3 Witch Hunter
Centuries ago,

Inquisitor frequently include Sisters of E
following the Age of Aposta
Sororitas and the Ordo Hereticus forged
o assist one another in fig!
fThis agreement, made at the Cos
Fsiill shrouded in
Inquisitors that the Sisters of Ba
are following some secret plan that only the
and 2 few itor Lords fully unde

g the Emperors enc

on of Nephilim, is

ested am
nd the Ordo He

stery and ; some

anonesses

the Sororita

Whether this is trse or not, 3 Witch Hunter can expect o
find comman purpose with the Sisters of Battle, and the two
organisations work togethe
Inquisitors of the Ordo Hereticus are com
incredibly strong waill. Some are fitted with special paychic
designed 1o nullify hestile witcheries targe
perscn. Others prefer to trust in the Emy
of protection and hate as they move
with the other ordos of the In
happy to wse individuals with psy
have been properly sanctioned. Pe
many Inquisitors amongst the Ordo Hereticus who are capable of
using peychic disciplines themselves. Woe bertide the witch who is
tunted by one such individual, fos these Inquisitors are notorious
in their zeal. Perhaps it is because they are fully @
nermible dangers that Turk within the warp, or perhaps it is a result
of their traming—swhatever the case, these paychic Witch Humters
will stop at nothing 1o destroy the cornepe and tainted

Some Inquisitors within the Ordo Hereticus specialise in
the identification and eradication of mutanes. They may have
numerous cells of Acolytes ar their disposal, which range
from hive-toughened flamer squads, trained to purge large
infected aress, to precision assassination cells, which remove
and replace key political figures that have succumbed to the
Jure of the Dark gods. In most cases. such Inquisitors will

extensively

their mind or

, the W |I\|| Huneers are
powers, provided they
there are

e of the

ter to deal with) and more with the

1y herald s

rng in cult activity or simply

ble whim of the Ruinous Powers. Whatever

be the inexplica
the cause, the Ordo Hercticus will require an investigation
and purge. Ilm can sometimes cause the Ordo to be involved
in high-profile events, such as the removal of a head of suate
the cleaning up of corrupted pollutants of even outright wae

Occastosally the Orsdo will find itself pitted against an individuial
ng or phenomenon which presents a significans theeat. This
might be 2 varied as a psyker of unprecedented power, & misus
with terrifying abilities or even a governoe unwilling to camy
oul necessary pogroms. In such cases, the Ondo Hereticus: will
excommunicate the offending person from the buman mce and
then hunt them down with frightening nathbessness. The ordos will
call upon any allies they feel necessary, from the Sisters of Barle,
to members of other Adepta or servants of another aedo. Thiy are
willing 1o do whatever is needed 10 get at the exconmmunicated
party, cven if it should mean sending the Imperial Guard aguine
the Imperium's own people. Bester to_end 3 thousind innocent
Eves than ro stsffer the spread of cormuption. ;




Perhaps more 50 than other arms of the Inquisition, the
W0 Hereticus is concerned with the big picture. Their
Wy tasks them with tending 10 a vast flock,
sdividuals within thar mass are seldom of
Sperium is comprised of billions of souls
gotential psyker, mutant or rebel. The Ordo F
88 countless frones, endlessly, with no wam
Sesh heresy may arise. Whilst cells of
Secuisitors may have the luxury of de
smmation, the scholars and masters of the €
Svents with a distanced eye, thinking
sectors rather than plancts or coi
=5 impersonal aminade i vile,

wd as such,

he local

ers of the
SSereticus it is necessary to protect mankind from
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Space Marines of the Grey Knights Chapter. The Grey
ights are trained specifically to fight Daemons and they
perhaps the only force in the Imperium who can do so
Without eventually losing their souls Every Grey Knight
s some psychic ability, which is trained and honed unil
ey can shicld their minds against Daemonic corruption.
Wheir pawer atmour is imbued with p i-Daemonic
wards and their distincrive Nemesis f Weapons are
Sesigned to focus their psychic strength into formidable
Sesructive power. The Grey Knights a sed at their
Wetress-monastery on Satumn's moon of Titan
msjority of them are elsewhere in the galaxy at
forming the retinues of Ordo Malleus Inquisitors
& fighting in the cutting edge y led by a
Bsemonhunter, The Grey Knighs, like most ch . have
=it own flect and support staff but, unlike
et act completely independently—th
& the Ordo Malleus, who alone
Botent weapon as the Grey Knights to maximum ¢
8 all the history of the chapter, a Grey Knight has neve
Become corrupted by the forces of the warp and the tomb-
waslts of Titan are the resting places of some of the greatest
Seroes the Imperium has ever known,
B In spite of their skill and dedication, the Inquisitors of
% Ordo Malleus arc still ultimately momal. One of the
Sgpest dangers they face is the possibility of one of their
e becoming corrupted and ending up in thrall 1o the very
gewers they once sought 1o destroy. Contact with Dacmons
Swivides a constant threat of corruption, especially given that
e Ordo Malleus collects knowledge abour Daemons 1o help
od and destroy them. Such is the potency of the Dacmon
= even knowledpe of them can be da
Malleus polices its ranks thorou,
m=mbers may be susceprible ro cormy
Sesgue (knowingly or not) with the Da
e Orcdo Malleus must often hunt down ¢
W their knowledge of Daemon
S8 horrors of the warp instead of to destroy the
One Radical concept is the idea thar the warp is o
Sarce of immense power that, if it could be harnessed,
Sesuld wsher forth a golden age for the human race, Some
icals therefore search for ways in which Daemons can
S controlled, binding them with complex forbidden rituals
B8 entering into bargains with them in the belief that an
Sauisitor’s willpower and knowledge will allow him 1o
et the damnarion that is sure to follow. Some Inguisiters
ssearch the warp-spawned sorcery tha disciples of the Dark
ekt have in turn learned from Daemons, hoping 1o use the
'S own magic against the Emperor's foes Sl other
Bdicals seck 1o employ Daemonic weapons or other items
power, believing that it is the will of the user, and not the
emons bound into the ftems themselves, that determine
r they are used for good or Il For every Radical
< from the ranks of the Ordo Malleus, anorher dares
wead a forbidden tome instead of burning it, or takes up a
Bghty Daemon weapon instead of destroying it. 1t is a cruel
may that while knowledge is essential for the Ordo Malleus
it the Daemon, that same knowledge can become the
k gods’ most dangerous weapon of all.
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Orpo Xenos

The Iniquisitars of the Ordo Xenos accept responsibility for
protecting humanity from the predations of aliens. To most
of the Imperium, the alien {2 an abomination, a heathen who
desires humanity's destruction and who must be slain for the
good of mankind. Most Inquisitors share this view and pursue
the alicn to the point of extinction if they can.

Some aliens are a threat 1o the Impesium
invading large swathes of Imperial sg
killing of enslaving the inhabstants. The green-skinned rampag
Orks and voracious Tyranids are chief amo
threars The Imperial C
weapons against these venos hordes, and
are constanthy ablaze with basrles aj

cc. ransacking plancts and

e Imperium's war zones

s them, The Ordo Nenos is

xencs invasions, gathering mlrll-.
Inguisitor in this position
of lives and must be prepared 1o go fi
hard-hearted Imperial Guan
the alien tde Some of the Ordo X

d en

Inqas
as the legendary Inquisitor Kryptmann, have sscrificed entire
worlds to deny them
Other
more dangerous,

cannad be brought

e forces.
e subtle

ens are far mo These in a wa

|I|||' tracks,

living
among human communities and pring them. Alien
Jed cults can perstst for centurics, some
bers, akir

pwer and prestige for their mes

of the superstitious and repressive many Imperial

people

workds to enslave hundreds of thes

of the Ordo Xenos search for rell-tale signs o
often gathering groups of nearty [
move to destroy it wherever it ks found, \ml
hard-nosed investigato
encrmies and show n
A few
examples of
galaxy on dead and qlur.uunlul wor
there are completely extinet. [t only
colony or Exph
and shambering, To pre
actively investigate the relics of al
potential dangers among ¢
tomb-worlds. These |I\'|u|
needless to say,
wvery alien horrors they seck 1o keep dorm
While many O uisitors believe that all aliens
maist be killed, this is not true for all of them. Some belleve that i
an alien species does not wish the Img rm and does not
maove against Imperial interests then cooperating with them is
niat out of the question. Some aliens possess technology that fi
siirpasses the Imperium's own, such as the elegant digital weapons
made by the ape-like Jokaero, and trading for such technology
may be m the Imperium's benefie. Funthermore, the Imperium
shares common enemics with some species, and  alliances
between' Imperial and alien forces are sometimes 3 necessity.
* Do Nenos Inquisitors actively foster these alliances,

Inquisitars

uhr- mast be pre; face inhusman

to the alien.
ge. Many

ercy 1o those in thrs

rining

¢ mission to awaken something ancient

it this, many Ordo Xenos Inquisitors.

civilisations, huni

pean alien cities

alone and,

ors frequemtly work
is awakening the

aborating with xenos. Thes
nsidered Radical among the Ordo Xenos and thes
ined or even hunted down by their brothe
fess, the conaa an Ordo Xenos Inquisies
has with alien species can impart 2 beliel that some of them s
be wsed, not just destroyed, by the Imperium

Aswella g the capacity to d 's mifitany
forces, the Ordo Xenos ko have access o the Otdo‘ Chatrbes
Militani—the Deuwanch Space Marines The Deathwstch is i
s rine Chapter that draws its members from the
other Chapters of the Adepeus Astartes, with Marines serving in the
athwatch for 2 set period of time before returning to their oniginsl
prers. Mot Space Marine Chapsers are 2 part of this ancient
agreement, sending Space Marines with the most appropriate shill
to be trained and equipped for a term of sorvice & specialised
alien humters under the u.c-lnlnznd nrlhr. Ordo Xﬂm A squad of
Deatbowarch Space Ma
exterminate an alien infistation, investigatea poudﬂ]'f' deadly aben
weeld o eliminate a partiularly loathsome Jenos creatine. Some
Deahwanch squads are placed at the disposal of & conelave; but most
of them are spposnted to the refinie of # particular riquisitor uni

his miission is complee.

Inquisitors. Meves

e




- OrHER ORDOS

Whilst the three great ordos are perhops
sablished, there are a number of other
werdianship of particubar aspects of the
thie Fanks of assissin death cults, whilst oth
the Blick Ships. Rumours persist of Inquisition ordos which wasch
 the officers of the Imperial Guard and Navy;, and others whose
solle task i o purge the ranks of the Inquasition iscll. Whilst in
theory these smaller ordos are of equal rank and power to Ondo
Heretious, Ordo Xeno and Ordo Mallews, in practice they seldom
wonirol as many nesources as these grear organisations.

CONCLAVES

Aside from their membership of an Ordio, many Ing
serve in a regional grouping gener. known as a conclave.
These federations of Inquisitors watch ove
of Imperial space, although the whole Imperium is by
means covered by conclaves and endless tracts of it are devoid
of 4 permanent Inquisitorial presence.

Conelaves can include Inquisitors from all m;
ordos as well as those who belong to no other organisar

best known and
oedos charped with
mperium. Some police
s tend the workings of

sitor:

ns.
The largest conclaves, those which warch over particularly
populous or dangerous areas of the Imperium, have
Enormous resources available for the use of their doz

ns of
Inquisitors, from spaceships to private armies. The smallest
might number only three or four Inquisitors and a handful
of trusted agents,
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ThHE CaLmxiany CoNCLAVE

As with many others throughout the Imperinm, the Calixian
Conclave has a long and labyrinthine history. This ancient
lishment has gathered many resources over the years,
ranging from small safe houses on distant
fortresses like the Tricorn officio on Scintil

lanets to mighey
Troops, secret
libraries, ancient pacts and even entire merchant companies
control of the conclave—though many would be
hard pressed to find any cvidence of such a thing, There are
also numerous hidden heresies and forbidden episodes buried
within the annals of the conclave.

The symbol of the Calixian Conclave is a golden
chalice. At Inquisitorial gatherings, an ornate version of
this chalice is often displayed upon a table, plinth or other
prominent position. Tradition holds that it should be flled
only half-way with clear liquid, The mythology of the
conel &5 that this is either a draught from the well
wledge or the waters of forgetfulness. The original
in which this detail was recorded has been lost and
the tanered manuscripts seem to contradict one
another, Darker whispers from the more Radical elements

are in the

he

copits ¢

X: THE INQUISIT

of the conclave whisper thar the symbolic cup is in fact
the Chalice of Corruption, a warning to those who would
taste the mysteries locked within the Calixis Sector's
apocalypiic fate
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Any conclave has the i p 1 at of the much prophesied Tyrant Star—
investigate a particular matter, th e stra t heralds grear disasier—has foro

f the Tyrant Sta
un, matural disasters
d 5o on—nearby




ACTIONS

turther division within the Inquisition is the personal

Bllosophy adopted by each Inquisitor and, to sc
wstent, their Acolyres. The members of the Inquisitic
en and women of strong character and convictions,
Wach has a different view of how the Imperium should best
S saved from the many threats thar beset it (including
e Inquistion itself), There are as many beliefs as there
e stars in the sky bur over the centuries Inquisitors have
Sund common cause and banded together into factions
Some factions are ancient and can claim many powerful
SSSquisitors among their ranks, while others are little more
#8an cells of two or three like-minded Inquisitors
Many Inquisitors describe a broad split in their ranks
Setween Puritans and Radicals. Puritans more or less
P elieve the Imperial Truth as it is handed down to the
Smperium’s citizens—the Emperor is 0 god, the dark
Seces of the warp are wnutterably evil, and mutants,
S Weretics and witches must not be tolerated. Furthermore
Py tend to believe in maintaining the staus quo of the
Smperium, since it is the instrument of the Emperor's
il Puritans are mostly young and full of fire, cager
# prove themselves to their peers and their Emperor by
Ssating down mankind's traditional foes and preserving
e stability of the Imperium. Many Acolyres also share
W83 zeal, particularly as they are oficn at the sharp end
S any engagement with cultists, mutants and other such
scum. Even if he does not entirely agree with this view of
e Imperium, an Inquisitor will often encourage Puritan
seals within his servants, knowing that they will expedite
e task of rooting out corruption with great gusto.
Radicals, meanwhile, have deviated from the Imperial
Wruth. They vary immensely in their belicfs, from these
who use the forces of the warp against its inhabitants 1o
Ssquisitors who seek to shatter the very Imperium they
serve, A Radical will often say that all Inquisitors start out
W Puritans, but thar as they are exposed to the realities
o the Imperium and the galaxy beyond, they incvitably
Secome more and more flexible in their ideas and all
Secome Radicals in the end. Puritans, on the other hand,
sonsider the more extreme Radicals to have been corrupred
8 the very power they wicld and the dreadful knowledge
8 which they are exposed. Most Radicals try 1o conceal
(Weir divergent beliefs when in the company ¢
Inquisitors, preferring to pursue their
e sight of more puritanical souls Some, however, are
satspoken in their views and can gain many enemies in
Sempring to convert Puritans to their cause. Inquisitors
e generally wary of such beliefs within their Acolytes,
Jeass uniil they have proven themselves over many
ceessful investigations,
* It is nor unknown for Inquisitors to come into direct
onilict over their beliefs. On a few occasions Inquisitors
been dragged into hidden, internecine wars, using the
s valuable resources (and often their Acolytes)
the ranks of their enemics and sertle old disputes.
conflicts are rigorously concealed from the rest of
mperium, and even the highest-ranking adepts would

“many other
a5 away from

be deeply
all-powerful g

shocked to discover that these inscrutable;
rdians of humanity can be riven with
murder. Even when these conflicts are
hey simmer beneath the surface—there is
a single Inquisitor in the Imperium whodocs

o ..n.i women orarmn.

conflicts .|Ih\ % come to a head sooner or later,
quisitors are often unwilling 1o
o or another.
as to their master's

wes with one fa
itors hold that such things
likes of Acolytes, whilst others refuse
to discuss such complicated matters until the Acolyte
is astute enough to have guessed where their master's
beliefs lic. Rumours and half-truths constantly circulate
between cells of Acolytes, which only further serves 1o
muddy the water. Acolytes who succeed in divining their
master's faction may discover that he holds beliefs that
are very different to their own, which can lead to some
very interesting moral quandaries.

PURITANS

Perhaps the largest Puritan Faction in the Calixis Sector
are the Amalathians, named after the Conclave of Amalath
at which many Inquisitors swore to uphold the stability
of the Imperium, Amalathians believe that the Imperium
is the Emperor's own work and that it must be preserve
in its current state—maintaining the status quo s the goal
of the Amalathians. The most extreme Puritan faction i
the Monodominants. These hard-line Inquisitors believe
that the Imperium can only survive if everything else is
destroyed. Monodominants are intolerant in the extreme,
the wholesale slaughter of heretics and rebels
and xenocidal campaigns against alien races. There are a
great many crimes in the mind of 1 Monodominant, and
death is the only sentence

advocatin

Rapicats

There are too many Radical factions to count, but some have
a great many adherents. One of the most prevalent is the
Xanthite faction, named after Inquisitor Xanthus who was
Irnted down and killed by fellow Inguisitors for his beliefe
He belicved that the warp, and even the Dacmons that lived
within it, could be hamessed for the good of humanity.
Kanthites study the warp and the ways of Chaos, employ
forbidden sorcery, Dacmon-wrought artefacts and even bind
Dacmons into their service. Knowledge is the weapon of
choice for a Xanthite, and turning their enemy’s weapons
against him is their favoured tactic. Meanwhile, the Isstvanian

faction, named after Horus' great betrayal of the Imperfum
at lsstvan 11T, believes that the Imperium becomes stronger

through war and catastrophe. Lsstvanians attempt to ferment:
rebellion and disaster at every oppormunity with mayl
and strife as their primary goal. Many an Inquisitor

|
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“The end justifies the means*
— High Justicar Prateus.

he methods employed by an Inquisitor can ofien

provide a clue as to their personal philosophies. Each

Inquisitor works in a different way, as befits such highly
individual beings Some like to work alone, whilst others
employ thousands. Some lean towards direct, personal action,
whilst others like 1o puzzle things out from a sequestered
retreat filled with comm-links and data-lines. Whatever the
case, the modus operandi of each Inquisitor is unique.

AN INQUISITOR'S
CADRE

Broadly speaking, each Inquisitor controls 0 network of
agents beholden to serve his needs interests. In tum
each Inquisitor also has centain obl ons to his Ordc
conclave or conscience, which he must fulfil
quickly learns that he is but a small part of 2 wide
web of influence, knowledge and power, Frequently he will
merit little direct artention from his master—at least until he
proves himself capable and worthy,
An Inquisitor may inherit a cadre of people, resources
ind obligations—particularly if they are tking over from a
entor of deceased colleague. More s
will create a nerwork
find themselves part of a cadre that has an i history
and must be carefully dealt with. They may find themselves
caught up in pery rivalry or suffer jealous owtburss from
ather cells of Acolytes. They may have to deal with various
eccentricities and habies that seem bizarre at first. For example,
they may find that their master will only speak to them over

RanEks aND PLAYER CHARAC

In game term
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The mansier in which
Emperor, they wi
et still managed 1o not d

in some situations g fucky fool is

what is required....

vo-link from another room or that they are forbidden
wear the colour blue in the Inquisitor’s presence.

NEew Recruits

Freshly recruited Acolytes are u:lu“'r' bound mgcilm e
small groups and tasked with simple i
a prnmlSl!lj‘ Acolyte will be told ro rrnuml “slecper agent™
living a normal life until such time a5 the Inquisitos fae
found a suitable number of companions to form a cell. Some
Inquisitors like o craft fincly balanced groups. filled wis
Acolytes whose skills and personalities perfectly complemess
one another. Others prefer to throw individuals together ans
hope that they get on

These newly forged cells will sometimes be required &
swear binding ocaths of companionship but, more often this
not, the Inquisitor will leave the group alone to figure o

their own loyalties, hierarchy and %o on, Most Inquisitors &
not have the fime to nursemaid young Acolytes and view the
behaviour of the group ar this time to be particularly revealing
of their futire potential -

New cells will feel pressure to produce results. Successi
investigations, thorough purgings, insighful observations
and other such victories, all serve to cement their reputatios
Cells thar fail o perform seldom remain active for long

sionally the members will be split up and reassig

but usually they simply disappear. Dark rumours of ming
scrubbings, servitor assignment and other terrible fases
constantly circulate between groups of Acolytes, becoming
more sinister with each retelling

Depending on the nature of their master, new Acolytes may
have contact with other cells These may be other inexperienced
peers or elder groups. Through these contaces, new Acolytes
will generally find out very quickly that there is'a great desd
they do not know about their master. They certainly will not
know the full extent of their Inquisitor’s cadre. Other cells
within the cadre are just as likely to purposely mislead them
about this as they are to help and guide them.

their Rank witl

to their master i
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PROVEN ACOLYTES

e o cell has 2 number of sucoessful missions o its name,
8 esimation and starus within the Inquisizor’s cadre, The A
B proven themselves capable and independ
o8 more difficult asignments. They will
e with their master and be given shigh
g8 naure of the Inquisiion. At the same time | eg
0 inderstand what they are involved with, the danger r-I |I\< eir
Wsies begring to increase. Inquisitons frequently regard this stage &
S enucible, through which only the most driven and capable may
. Losses at this stage are ofien high, both of life and lmb

colytes

ghio

TRUSTED ACOLYTES

Wmurally enouph, the dangers and trnails of the Acolyte’s lot
P that as time goes on, the ranks thin. The weak. foolish,

and unlcky do not sundve assignment to dangerous
Thaose that remain are considered capable indeed. Some
even in the trust of their master. Acolytes that gain their
tors confidence become powerful and highly uscful
mnes. Ofen completely accustomed to their master's ways
= years of service, musted Acolytes are allowed to organise
8 control entire sections of the Inquisitor's cadre. This may
% simple as eeping track of cerain cells or as complicated
sening up planet-wide investigations. Trusted Acolytes are
B8en the seneschals and chatelains of the Inquisitor's holdings.
househalds, businesses, elaborate fibse identitics and the
e isawary: Some trusted Acolytes are primed for long-
ndercover assignments, becoming vital slecper agents,

INQUISITOR'S CADRE - RELATIONSHIP & INTERACTION

1= o A s . Common Man | e b
ET 1 P {agl el o

nmlm in pnsi:mus of power Il‘éﬂ\i. same shrewd r\ru|~,1

Inquisitors 1N TRAINING

At some point of another in their career, m
sponsor a promising Acolyte 1o become a full member of the
Inquisition. As uwsual for the quixotic organisation, there is no
single standard way that the Inquisition does this In some
places, Acolytes are sent to formal waining schools, where
they learn the arts of the Explicator and Interrogator. In ather
places, the Acolyte is “adopted” by the Inquiskior and leams
at their side as an apprentice. Om occasion the Acolyte is
subjected to strange and painfisl rituals or sbandoned upon
some hellish world to walk their own path and prove their
worth. The Acolyte may or may not be aware thar they are
being groomed for power. There have been instances where
an aged master has vanished, only 1o beave their cadre, stagus
and library of secrets to a very surprised Acolyte. Whilst an
Inquisitor in training is generally thoughe o be of a higher
status than the ordinary Acelyte, they are still beholden to their
master and owe him fealty. Cnly once they have completed
all the necessary rites to become a full Inguisitor will they be
considered 1o have keft the Inquisitor’s cadre. Even then,
formes master will still be able to exert considerable influence.
upon the new Inquisitor.

THE INQUISITION
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L cadre completely—

[ER INQUISITORS

Thotgh the structure of the Inquisition is such that a chain of
command does not really exist, in practice there are many ways
in which ather Inquisitors can have influence upon an Inquisisor
and their cadre.

At the lowest level, an Inquisitor may spend time assisting
lower-ranking Inquisitors with their investigations. There are many
reasons why this may be done. The kesser Inquisitor may be an
old apprentice or may have information that i much needed. An
alliance where the Inquisitor can be sure of a controlling hand may
Ibe temporarily necessary o, of course, they may choose to do such
a thing out of kindness. Lending assistance will place a strin upon
the Inquisitor's resources and Acolytes may well feel the pinch |>

AN ACOLYTE'S DUTIES

As part of an Inquisitoe's cadre, Acol il
various tasks oa behalf of heir master. They nay receive Eunmludm
firoms chieir master, writter: requests, missions dictated by intermedistes

o ey even be managed by older, more msted Acolyes

INVESTIGATION

Perhaps the most common mission an Acolyte will be tasked with
s the gathering of information. Knowledge is power and the
actions of Acohyes allow their master o cast his net wide indest
Trvestigations might be fiall-on covert operations, making use of &
manner of high-tech and low cunning, They might also be simple

a result of this. Lower-level, P cells may be temg
seconded over 1o the lesser Inquisitor—perhaps even p

catch-and-question issiors. In some cases, psychic disciplines wit
be pecessary. S Acolytes will need 1o gather evidence o

gifted should the need be there. Some Inquisitoes see this practice
as a perfect way 0 be rid of roublesome or awkward cells.

An Inquisitor’s peers may abso have a great effect upon his
cadre. It may be that two o mone Inquisitors decide to pool their
resources 1o deal with 3 particular problem, In which case, Acolytes
may find themselves working alongside anather cell. In other cases,
Acolytes may find themselves caught up in rivalries or outright
Ihostility: Should their master be a member of an unpopulsr fiction,
Acolytes might find themselves the victims of threass and violence
designed to disnurb or permiade their Inquisitor away from
dangerous beliefs. Zealous rivals might even seek 1o destroy the
and the Hves of the Acolytes along with i

More subtle manipulations might also be passed down from
plder Inquisitors. It may be that they have specific instructions from

ordo or conclve, which the Acolytes may end up enacting for
ﬂmr master. Elders may act 28 2 mentor for the Inquisitor, guiding
them towards particular actions or discouraging them from others
Sometimes Acobytes may find themsehves in the uncomforable
position of mistrusting their master’s meneor, knowing that a
pamicular deed is suspect, even whilst being forced 1o carry it out
Even more disturbingly, Acolytes might even be asked 1o report
upon their own master, in cases where comiption is suspected. In
these cases, they are frequently mapped berween diskoyalty to their
Inquisitor and seeming to share guilt with a suspected rencgade.

fillow 3 confising tange of leads. In some cases, particularly whes
uncovering a cult, Acolyses will need 10 be skilled at following
people and extracting information. Wits. skill and speed are all vist
parts of succeeding at these sons of missions.

Purce

Sometimes Acolytes will be charged with the destmction of something.
ar someone, deemed 1o be abhorment. This might be as simple a8
surgical strike upon a criminal oeganisition or as complicaed as the
destructicn of a powerful cult mages. Most cells of Acolyses hawe
standing instructions to destroy amy mutants, cultiss and the fike whe
they uncover in the counse of their investigations. By way of eonitrmt.
soene cells specialise gets, such as political
leaders, frecthinking agitators o all too charsmatic preachers
Oceasionally a particularty dangerous obsect must be located and
destroyed, inwhich cise Acoly o both the skill d and
destroy the item, as well as fond off whatever terrible effects it has, and
the attentions of oeher groups who wish oo daim it for themsehves
Whilst Acolyies are expecied 10 be capable of defending
themsebves—indeed, some cells spocialise in it—serions ssuln
where high body counts are necessary are seldom likely 1o be the
sole purview of a cell of Acolytes. Inuisitoes will ussally eall uon
the Chambers Militane of their Ordo or conclve to bring additions!
firepower to the fray. Acolyies can sometimes find themselves warking
aongside Sisters of Battle, of even the Deattrwatch. OF couirse, these
farces an only imvolved if serious resistance i anticipated, If Acolytes
walk i 3 roen Full of highty armed cultises by accident, escaping

‘with their lives i their own concemn.

purtiche

SreciAL CIRCUMSTANCES

Sometimes Acolyses will find shemselves sent 1o p

do ot undesstnd or that are somewhat unsual. Perhips they will
be asked 10 take 2 tour of dury aboard one of the Black Ships or m
help round up rogue pykers Sometimes they mighe be asked o guard
an isem or individual, or courier shipments berween worlds. Perhaps
they will be asked o trial new combut stimms, live amongst xenos or
masquerade as 2 hive gang for 2 number of moshs. Sometimes they
wﬂllndmdudxhﬂdnd;wcha&dammw
investigate a rival Inguisitor for comuption. These sorts of |

the ones that prodiuce the most hesitation and mosl
Wﬂmfnnnmﬂwmimmkawﬂm
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T members of the Inguisition regard the hammer as 3 metaphor
for piety, the force by which heresy and corruption are

crushed. Warhammers are common gifits for Acolytes who

have proven themselves especially adept at destroying

“Oruly the wisess and stupidest men ever change” cultists and heretics.
— Lady Olivia OI'Wynn of Hive Sibellus.

there are no standard regularions, codes of practice
of “correct” behaviour, Whilst the other Adepta
Sllow dogma set down millennia ago, the Inquisition
#emains a flexible and wnpredic ganisation, An
ISquisitor is free (o arrange his affairs in any manner that
ity his needs and personality. However, humans being the
Wreatures they are, the Inquisition d
el of tradition and custom within its va
#onclaves. The Calixian Conc
e ancient wisdom of the Scintillan Dictates to guide
. inscribing and interpreting its principles until they
Wave an almost liturgical quality 1o them

SYMBOLS

Weshaps the most common
Wred (raditions are those
Weeped in powerful symbol-
S In many ways, man
3 very simple creature,
Who responds very well
88 certain images The
ition  knows  this,
@nd is happy to exploit it
88 sui its own needs

Fire i traditionally
msociated  with  the
Squisition and s
Works. The imapge of
#8e cleansing flame is
pesong one and Acolytes
e encouraged to employ
& when they have need to strike
Sear. Wherewer there is the white-
Bt excruciator, a witch pyre of a
methium-dripping flamer, there
48 the Inquisition. Other than the
interpretation of fire a5 a weapon,
1 are other uses for such symbolism.

By Inquisitors consider their role o be
of the cleansing flame, there 1o burn
the miting flesh of cormuption. Some
@ hold that they are guardians of the Emperors
i, the holy flame of faith, Those that atend the
Rack Ships speak of fuelling the mystical beacon
B the Astronomican, casting willing souls into the
mace of the Emperor’s will

mmer is alio associared with the
on. Many Inquisitors carry gorgeously

ammers with which 1o -smite

Like the Ecclestarchy, many

. ne of the few constants of the Inquisition is that

INQUISITION
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ner, perhaps the most
n's symbols {5 the Seal. Each
uisitor bears an Inquisitorial Seal. This
kcon in the shape of a sylised column
% pillar of strength or rod of control, this s
¥ office and for an Inquisitor 1o reveal ir sh
@emanding that his authority be
who shows his seal 1o a planctary g

P expects 1o have the planet's resor

3t moment onwards. The Inquis
Smquisitor’s most important iter
Bever willingly relinquish it So:
wnd sonic probes that can be used 1o hac
Bpen electronic bocks, or double as simple
St the Inquisitor i never unan
An Inquisitor and his cadre can also
Esquisitorial Rosette, 0 symbol of the
B0 an Inquisitor's clothing or wargear. The
worn by those in an Inquisitor’s empl can also be
displayed on vehi the armed forces being used
Sy the Inquisitor, The rosette signifies that an individual is
s the employ of the Inquisition and is enough 1o ensure
whe fearful cooperation of most adepts and citizens who
®now of the Inquisition’s purpose. The rosette, however,

ette can b

W used very sparingly, as most Inquisitors prefer 1o keep
shemselves and their Acolytes low-key, The rosette is maost
sommonly used when in the company of fellow members

£ the Inquisition or when an Inquisitor wishes to strike
fear and awe into the common man

 CUSTOMS OFTHE

CALIXTAN CONCLAVE

The Calixian Conclave has many traditions and rites
snique to its organisation. These have grown up over the
many hundreds of years that the conclave has watched
wver the sector and serve to bind the Acolytes and
Inquisitors together through common custom. Whilst
some pay little more than lip service to these habits,
wthers treat them as seriously as the Imperial Creed.
When they are new to the Inquisition, Acolytes arc
unlikely to be party to the mysteries and traditions of
the conclave. They are likely to find the unwritten rules
i the group inexplicable at first. Their first encounter
with such things might be 1o attend a consecration of a
temple as an honour guard or to stand outside the door
of an Inquisitorial gathering, knocking three times and

“Being refused access. Others might be sent to collect an

ithe of thanks, only to discover it is naught but
& slap in the face and a sack of grain.
As they become accustomed to the ways of the

Seanclave, Acolytes may be invited to take parnt in the

wycle of gatherings and ritwals, They may also get to
know the unspoken laws of etiquette and behavieur
ommon to the conclave. Their master, for example,
may instract them in the Scintillan Dictates, or clse an

cell of Acolytes may decide to take them under

nclave, indeed, If their Inquisitor is of Radical

5, they may be aged to ride roughshod

proper way” ing things. They are, of

0 aviour will mark them
unreliable”

ices used by the

obscure, attended

se with the proper

wn by Acolytes

COMITION cusioms

servants. Acolytes have 3 rig
master. This be as simple as a shot of
ten minute bricfing or as grandiose as a
The Inquisitor may not always grane these petiti

y made, apt or amusing requests may be heard
Experienced Acolytes know only to ask for things that
cannot be had in any other way and to ask for them in an
unusual fashion. These thar ask for too much oo often
are considered 1o be somewhat foolish and are generally
ignored, Many Acolytes spend some time sizing up their
master's foibles before making a petition

Customs v GAME TERMS

nclave can add to

sSUperstitions group.
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TuE EMPEROR’S GRACE

Acclytes and their masters see and do many things that
maortal mind was not meant to witness. Faith is all roo
tested by the horrors of Daemons, mutation and

The Calixian Conclave offers its servants. indulgence,

¢ and confession via Inquisitor-Priests skilled fn the ans

absalution. Acolytes may be offered forgiveness for
deaths of innocents and for heresics gone unpunished
undercover. Preparatory funerary rites can also offer the
Emperor’s grace to those about to embark on tasks whes
death is likely. These Inquisitor-Priests also form a vital part
the Exterminatus ritual, in which they: cleanse the soul of fhe
murder of 2 world,

e Calixian Conclave also has a small and secres
number of Imperial saints ordained and worshipped i o
furtive manner by blind, mute priests of the Ecclesiarchy
Acalytes often call upon these saints to intercede on thee:
behalf, bringing prayer and confession befare the eyes o
the Emperor Himself. They also swear oaths by the sainm
particularly when in a tight spot

Saint Uthur the Cataplast

Known as “Uthur the Unforiunate”™ or “The Cursed”, Saise
Uther is said to accept misfortune and suffering upon the
behalf of othess Acolytes insi

Inquisitor-Priest. Uthur is usually invoked to guard againe
injuries. Tradition states that if one screams to the Saint lood
enaugh before looking ar a wound, be may be convinced
take some of the injury upon himself. Devotees burn bandagss
in his honour or smear statues of him in medicae balm. Saime

Uthur is usually depicted as a weeping middle-aged mas
clutching an imbalanced scale and a lighming rod. Images of
Uthur traditionally have ninety-nine wounds, esch caused by &
different calamity, It is a point of pride amongst statue carven
to ensure that no two icons of Saint Uthur are the same,

Saint Castor the Obviate
The remover of obstacles and parron of truth, Legend has &
that this missionary endured all manner of endignified public
punishments upon the feudal world of Maccabeus. Quintu,
including five aempts to cut off his head. Each one fafled
unitil he painted out an error with the guillotine’s mechanism
According to the legend of his beatification, the people of
Maccabeus Quintus were so impressed by his plous devotion
that they rose up in support of the Imperial Creed, castinig down
their government 1o much rejoicing. Acolytes call upot Sain
Castor to watch over i ions, smile upon

and speed answers to the minds of researchers.

Saint Aret the Lethecant
Saint Aret is a martye. The nature of his death, and indeed
his true name, has been lost over the ages. At the rie it
was generally apreed that his mirsculous death was truly
ane of the most spectacular cases of martyrdom seen.
However, it seems in the centuries between the
his beatification and the eventual granting of
his legend was forgotten. When the scribes of

&l
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P ecided that Saint Ar
e be remembered. Hi
| Where forbidden scre
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ytes may wh
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e and Inquisitors of the Calixian C e
d 2 great honour upon death that many Imperfal

re ground

~the tome with gald
re then sent to Terra, where
il ed in vast subterranean data-crypis,
for all eternity near the Emperor HimselE, Thises
practice is knos

that 2 dead comrade has been “written up” or “gilded™
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DLAS SIXITYY) dH]

CHaPTER X]:

THE CALixis
SECTOR

5 am il omened place, my ford. Cursed, the

witches and ather foulness. A chalice of corrup

by deadd sun. They sy it is but @ matter of time before the
stars align and the entire place is ¢

corse, they sy that
mtster, the Tirm imd)

bont o gres

Diviner Adept Harpious Mundis

he Calixis Sector is located in o ame
curis, he hern edge of the known
galaxy, and represents 3 on of the considerable

territories conquered by the Imperial hero Lord Militane
Angevin more than a thousand years ago. Iis first governor
was Drusus, one of Angevin ost capable generals, 3 man

now revered as an Im |p|.’|_| saint

This territory represents 2 vulnerable fraction. of 8
Imperium, far from the millions-strong armies and mig
bartlefleets that protect its most ancient and important m\"
and defend its war-tom frontiers. The Fate of the sector &
wainted with disturbing prophecies and  haunted by &
inexplicable evil. Within its ill-portended bounds thers s
countless threats to keep the adepts of the Impérium strefeles
beyond capacity. It is up ro a few extraordinary individess
from being consumed by a dark future &
cormuption and suffering

o save the se

OVERVIEW

he Calixis Sector has many heavily populates

I and important worlds, but it lics a great distanes
from the 1 um'’s heartland and, like so much
ultimately fend for fself, Like

“alixis Sector is at risk from
WMANITY: War, mutation, Xenes

of the Imperium, i

all Imperial territories,
the chronic d

activity, the mark of C haos, and 50 on However, a singules

threat lurks somewhere in the Calixis Sector, 2 nigsterious

T

S OOTDOODDOOOOOTOOTOOIE

ﬁdﬁf@g""w harits. _a'f'

E.J T (g el et “Lord ik

o i o o7

gt L s e 5

thar -.—fnwdm'yyﬂr.o and st 4
i

m,se and e e e el

f g il

e vt otk T 5 2
P
4 s e o damlend ol s

T f‘ﬁ.?xf: s e by i e, ot B e gt o s i el

fu o b st e

o "Lond Cabes ™) & M,ﬁ-
Trrmaw e x.m.nww.{vmqw&w
i gy of e sk the Al Lord g
whh;w

q"mw (uﬁ n"muny\ 2 gy,

e el e s s g o il adioec
.Lun'v.s Iw i mlr.\rm‘ku?dlm\'ﬁv b &

s PRy wwm,’&:mmmwmn-
iy aushe e ¢ ppley sk ar g e el st

e hanclad smam, i o M princpd
"M..f e e skl i ik e, cchnong o scheret
o, thiggh menkst sl St e Ky qpper b

i g

o, Pl cre M fr
i o b o e o e e T R

et e, ey
%’M“hwz eyt sy s iy m“;,‘w_‘_}

syl i, noe ssulrtorestad

i Fle et o e

n/-.-dl&
b o

e ik ,swwv W“”"‘
pw{f&n}waﬂ

"R i

ot by s o xgunstone
il s u?}.\“:&‘r-:{.h-u-;n‘sthbh «bsaydm-
et ek ey et e
ﬁ:‘;jwywam Mok e
a-n’év!mm-.\-‘*m iyt ot

m.f.mgr&n—ﬂ'sf:?‘""’”‘"

Jctlers, ki

and




USING THE CALIX1S SECTOR

\ This chapter prescnis an overview of the Calixis Sector's worlds and power groups. There are many ressoms vy they
information has been included in Dunx Hemesy, For instance, it g cs enough infarmation fora GM 10 am 3 campes
without having to come up with a sector and its worlds by themselves. The GM can then concentrate on the advenmmes his

| players engage in without worrying about the backdrop and sciting, In addition, the information presented hete providies

A smple tagte of the worlds, people and organisations of the Imperium for GMs who are not particularly fmiliar with

the 415t Millennium. Even players and GMs who have a thorough knowledge of the Warhammer 40,000 universe will find
dnfamiarion in this chapter tha they will not have come across before. Perhaps mast img y. this chapter p

of the themes on which Dask Hewesy is based, such as corn biguity, power and secrecy. In addision to the
amitrmation presented here, there is an extensive “living encyclopaedia® g all of the plancts and sub-sectors of the

alixis Sector, All of this and more can be found a0 www.blackindustries.com/ealixis/

i the campaign setting given here, players take on the roles ¢ alytes serving one of the Inquisitors of the Calixian
Lonclave. The worlds described provide plenty of opp 5 i a L | sres, from
mobility of Scintilla, to hunting debased mutant cults in the blackest pits of Sepheris Secundus. The lo

fewering hives, home to billions of citizens, 1o the | frontier settlements of locanthox. The inhabitants of these worlds
are more varled sull: astonishingly wealthy aristocrats, dedicated ad, underhive gang seum, mad cultists, heartless
warlords, impassioned preachers, downtrodden miuntants, pious citizens living in ignorance and countless others. Amy of
L them could provide GMs with encmies or allics for their tes and some of the most important individuals are fully
described in this chapier
Nothing in the Calixis Secror is sct in stone. GMs can set their games in the sector as it {s written, ¢l ange it to suit the

campaign they had in o or cven pick their favourite parts and transport them to somewhere else in the galaxy

THE HERETICUS
TENEBRAE

Inquisition mo:
end and to destroy,

e capital of the
g 1 Sect a war-torn pl
peanthos, it forms a triemviral essential for the
wector's survival. The m Calixis S
& officially Sector Governor Marius Ha
ssme of the Adeptus Terr : Lucid Pala
However, the
Caidin, is the nlmmn: aurhority in i E: 5 sector’
#ad all-pawerful presence behind ems ew b depta and the great m
“Sgurcheads of power. No one has the p i h C their lineage to the times before
Pword of the Inquisition, Other important conquests. M |
= Lord Inquisitor ?_crbc [ the ine Cabal, Card evidently occupied by mc
i in the past
of the galaxy hax

ver, is rivalled by the Greas Hou:

mpomiunx swhich maintain a presence acro
e minor noble houwses, thos e influence
ngle world, hold a grear deal
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AOLIAS SIXITYY)

SCINTILLA

Population: 25 killion,
Tithe Grade: Exacrus Extremiz.
Geography: Climate remperate
with extensive equatorial deserts
Three main continents—moun-
fainous/volcanic southern polar
cap, equatorial crescent desens/
pungle (Hive Tarsus, Hive Tenebra
[extinctl,  momhern  temperate
landmass (Hive Sibellus, Ambulon,
of planetary surface covered in occan (heavily polluted, severcly
depleted fish stocks). Two moons (Sothus and Lachesis). Orbital
docks geostationary above Hive Tarsus
Government Type: Adeptus Terra
Planetary Governor: Sector Governor Marius Hax.
Adept Presence: Adeptus Terra, Administratum (Goldenhand
Consular Taskforce), Adepeus Ministorum, Adeprus Astra
Telepathica {Astropathic Choir a1 Hive Sibellus), Adeprus
Arbites, Ordos of the C,
(palace headquarters ar Hive Sibellus).
Military: Army of the Scintillan Protectorate {m
quality force, based at Hive Tarsus).
Trade: Scintilla is 3 major exporter of manufact
including ship-drive components
portant source of manpower, with a L

nmetal City). Remainder

mclave High Couancil Officio

m/ high

jforce (PDF) and a huge underhive population, both of which
nake for excellent Imperial Guard recruit sources. Scintilla
cannot support itsell and requires massive imports of food

from the Calixis Sector’s agri-worlds.

OVERVIEW

Scintilla is the capital world of o
Imperial hub that supports the largest planetary population
in the territory, It is dominated (some observers say “shared’)
by two vast hive cities, Hive
which the vast majority of the planet’s groaning population
i crammed. Despite the dominance of the two great hives,
the “offspring” communities of Ambulon and metal City
cantribute significantly 1o the planet's economic function
Scintilla is a world of splendours where the wealthy and
powerful compete with ruthless appetite.  Astonishing
magnificence abounds, from the wondrous fashions of the
hive nobility to the towering spectacle of the hives themselves.
Landmarks, like the Lucid Palace and the Cathedral of
IHumination, are famous throughout the sector,

Scinnila fs also 3 world of corruption, Moral decay eats away
at the noble houses, whose members are often delisded by their
own wealth and status. In the rarefied culture of the high-bom,
the corruption of power and privilege runs deep. Noble houses
consider themselves (sometimes correctly) as above or outside
of imperial law and can wield immense influence. Their attitude

lixis Sector, 1 thriving

s and Hive Tarsus, into

 lowards those who are lower-born is callous: it is not unknown

lesser Iumians s sport, At the ather end of the social speet
the underhives are rife with mutants, outlaws and altm-viols
gangs, as well as the psychotic zealots of the Redemptios
The middle hivers trapped between the aristo spires and the
rancid underhives live out thankless lives of unending 1o
where ignorance is a virtue and death a reward for a lifet
of loyal, drone servinude, fulfilling the exorbitant tithes levied
on Scintilla by the Administratum, 1t has been this wiy sinee
the days of Angevin, and Scintilla’s various COTUptioNS afe g
deeply ingrained that they have become invisible even to those
who perpetrate them.
Scintillas most important features are its two hives: immense
levelled cities that house billions of citizens. Both hives
are largely independent, ruled by councils draws
from the nobles of the spire. The majority of the inhabitans
are middle hivers, the labouring classes, without whom the
planct’s manufactories and trade houses would cease fa
function. Almost all middle hivers are owned of indentured 1o
r-wide families or from Seintilla’y
5 The poorest and most neglected areas ase

nobles from the great se
own lesser hoo
the underhives: polluted, crime-ridden places where life is
cheap and brutal gangs siruggle for supre
death incvitably claims them, As long a5 the viclence does not
spill into the middle hives horities are happy to let the
cesspits of the underhive,

before violem

Scintilla’s two great hives have always compared with one
anather for prestige and influence, but no rational observes
could fail 1o acknowledpe Hive Sibellus’s dominance

raphically the larger of the two hives, it is often refermed
ar the “ruling hive”, and is both the sear of
political and administrative power, and the centre of the planet’s
manufacturing might. Hive Tarsus functions as a dark, shadowy
twin, popularly referred to, by Sibellians, as the “other place’,
Hive Tars E cantile hive and controls all off-world trade
and comme ther hive could function without the other,
a fact celebrated in Scintéllan proverbs and myths. However
ne great hive would openly admit to the importance of the
“offspring” communities, Ambulon and Gunmesal Ciry, both of
which wield considerable influence of their own.

te a5 “the Capi

Crvic ORDER

Law on Scintilla is the province of the Magisiratim, the
planet’s police force. In the hive spires, the dark green
grearcoats of Magistratum officers are a comumon sight as they
patrol the streets and investigate anything from pesty theft
upwards. In the middle spires, they are concerned malily
with serious or viclent crime, unable and unwilling o deal
with other common crimes. In the underhives, they are almost
completely absent. The quality of the Magistratum’s officers
and procedures varies enormously through the layers of
Seintilla’s hives, depending on the funding and support they
are given by the ruling noble councils, and on the environments
they have to work in. Incvitably, it is far easier for a noble
victim to get the Magistratum to investigate a erime, and fir
casier for a middle hiver criminal to be arrested for Gne The.
Adeprus Arbites have a strong presence on Scinilla but they
leave everyday policing o the Magistratim, con

sedition, interference with the tithes, certain cul




Stivity, and in using their paramilitary strength 1o help put
down major rote Most citizens never see an Arbsites officer
#less it is from the wrong side of a riot shicld. The Arbites
and the Mapistratum despise each other and have linle interest
% working together except under dire circumstances.

The Laws across Scintilla vary from place to place, but two
genstants are trial by combat and duelling. Both are legal on
Scintilla, and trials by combat are especially common when the
Eive nobility are involved. Trials by combat, where the accuser
i defendant fight to decide who is right, have conditions
tached depending on the nature of nurder and
Severe violent crime is 1o the death, while some crimes have
Sestrictions on the weapons (o be used and sometimes bizarre

conditions for victory, from first blood to ¢ h. e

It Is permitted for either party to have

place and a skilled combatant can

employment in the Bloodsquares run by the .'-.x.:u.n‘
Meedless- 1o say, pood champions do not

the very best are retained by the noble huu,,_-\
Similarly, duclling is permitted on Scintilla ar

of the culture in the hives and elsewhere The Magh
does not interfere with duels and killing an ¢

is not considered murder. This means it is entin

to eliminate an encmy by manufacruring 4 matter
berween him and an opponent who happens 1o excel &
form of combat used in the duel
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IVE SIBELLUS

Sibellus is the oldest ciry on Scintilla, almost cenainly predating
Whecvin’s mvasions. Its immense, cight thousnd kilometre-wide
Sulk dominates the coawmal plairs and lowlands of the northem
Sesnperate Landmass. Where its enomoss, midti-byered skints touch
e coust dtseli—in o five hundred kilometre beli—they spill out
sver the black granite cliffs like shelves or glacial ridges
e the population of i “win” Hive Tarsus

Like almost all Imperial hives, Hive Sibel
srraondinary conglomeration of archin
generations have added their own embellish
wailable surface &5 crammed with gargoyle
e mosaics. The hive spire & a jumble of glittering wo
while the middle hive—and even the undes
of long-fallen states and temples o
mddl: hivers: live in rickery tenen

shrouph avenues formed by fllen staes. The un
Bunied hovels built into the eyes of great stone heads or clusternsd
seound the broken columns of fallen wemples

The sprawl of the hive i at its most spectacular along the nigged
eeauline. The hive looms—indeed, spills—over 1owering black
graniie: chiffs. which are kished by femocious seas during the stormy
season. The Lucid Palace, a city in its own right, stands on a massve
colsmn of rock rising from the sea just off the coast, connected 1o
the hive by a singe, cyclopean, stone procesonal bridge, as well
& by countless smaller rope bridges and a flect. of ferries which
smarsport strong-somached  passengers across the debris-airewn
waters. Hundreds of rickety clevators scale the nd the rock
eolamn on which the patace stands, and the hovels of ferrymen and
fishermen dling to the rock face like bamades. The bulk of Hive
Sthellus jrself’ rises up many times the height of the dliffs. caming a
permanent shadow over the |

clland ane the waters

Hive Sociery

Hinve Sibellus is Scintilla’s power centre and eve
planct sevks 10 have it own cstate on the hive spé
$orm an extraordinary ot of anchisecural seyles, froe
0 gilded plessire palaces. The spére s constantly growing, the new
estates butht on the remains of the obd, and 5o a noble house st
eonstantly srive o embellish is own estates o keep up.

Antiquity is cverything in Hive Siblhus. A fGmily draws presige
from the rumber of ancearal generations it can trace and even the
evast esaies book [ike ape-weathered bastions of madition. Hive

checkpoints, which regulate the people coming in and out of the
hive spere. Vialence in the spire, spant from trials by combat and
sanctioned duels, & mre—the crime (hx mosl nd:#u fm about
burplasy, sance their collecti

to them. Tabes of impossibly skilled cat barglars are o staplke :!fEIM'
Sibellus” folklore and mary of those tales are e, since there are 2
great marry things worth stealing in |hcqxz: ofHM' SM&

Hive Sibellot’s middle hive 5.4 d
o heavy production and the enommous blocks of chesp warmen-fike:
housing for the factoria workers. The traditions of the hive spire filier
dovwn to the middle hive, with many hivers collecting curious abjects
to beautify their meagne homes, aping the extraoedinary Bshions of
the spine nobles or even keeping crudely stuffed dead refatives. The
ctories and tenement Blocks ane built among layers of

middle hive's

compressed mansions and statuary, making it 4 confising and dark
e of collapsed finery.

rwhere deep amongst the fragments of vast statues and

ins of great temple-mansions, the middle hive

derhive. Composed of counthess compressed Layers

y above, Hive Sibellus' vast underhive is impossible 1o

and pl oA 00 In:qlxﬂt .o]hpsc Underhive wnlnnﬂm

endles ly warmens \\I\m- hmq\nhcs and cave-ins are 3
consiant threat. Many settlements are completely solated, their
mhabitanes hunting underhive vermin 1o survive and having no
idea that there is a hive city above them at all. It i not unknown
fior nobles of the spire 1o sponsor heavily-armed expeditions imo
the underhive to dig up coveted artefices from Scineifla’s past o 1o
explone the tombs of a fimily's dis

NotasLe Locations

Hive Sibellus' most extraordinary singe land
e, which houses the
juss Hax. The Lucid |

1's astropaths.
about half a dozen

Sihellus’s nobles are intensely comp and d their
supcrionty through the magnificence of their estates as well as the
ticuities they collect, from anefaces excavated from the desens and
ngles of Scintilla to works of art from acs the Imperiism. Most
estutes conceal a high-security gallery or museum, which sometimes
olds extremely vauable and illegal itens, bie wenos asteficts or
even dangenous proscribed (exs

mmnﬁh hm‘waﬂ: constantly busy. Hive Sibellus’
[ ical and perpetually changing,
lﬁ‘ﬂlﬂht‘-wd ﬂnmunfﬂv:mxwm]mnudh) Larpe
fetines i

spire ane very sife thanks 1o the lage private anmies
y estate and the efforts of the Magistranm to man

astropaths are the only means for contacting other sectors and
without them the Calixis Sector would be cut off from the
rest of the Imperium. Anyone who wishes to use them fo send

a message must personally climb the apparently endless spiral

staircase up the tower and make their request personally fo

Senior Astropath Xiao, Each astropath has a different method
of visual
lives amid the draughty beliries of the Bastion perfo
intensive mental exercises and studying the tomes of sym
code, Aside from a few servitors to assist them, no one lives
the Bastion other than the astropaths.

ing and sending messages, and they spend their §
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Inquisttional HoLpiNGs

The other most notable landmark in the hive is the Tricom,
the palace of the Inquisition. A dark and austere trio of linked
towers at the northern end of the hive sprawl, the palace is the
headquanersof the High Council of the Calivian Conclave, which
15 1o say that it is the administrative seat of the Inquisition in the
sector. Since cardicst times, the Inquisition has ofien convened
and empowered a conclave of its members for each sector of the
Imperium. Each sector conclave is mbed by a Lord Inquisitor of
unimpeachable merit, selected and appointed by the High Lords
of the Inquisition on Terra. For the past two hundred years,
rd Inquisitor of the Calixian Conclave has been Acgult
Though respectiul of the Lord Sectos,
o one except the distant High Lords. From the Tricom Palace,
he supervises and directs the general policies and activities of the
Inquisitors under his command, as well as individual specialist
cabals of 1
The Lord Inquisitor is seldom seen in public. It is said thar
e keeps his true likeness secret, even from clo:
allies, 50 a5 to be free to operate unmolested and unrecognised.
His true age is not known
Lord Inquisiter Caidin chairs the High Council of the Calixian
Conclive, 2 ruling body of sev sendor Inquistors dewn from
all three Ordos, which orche es and monitors the Inquisition's
work theoughout the sectoe teritories. Estimates sujgpe It over
cight thousand Inquisitorial personnel toil in the officio of the
ricorn, from lowly scribes 1o archiviss, from svants 1o specialise
fiech-Adepes. A small bur potent ammy of Inquisitorial troops is
tsoned at the Tricorn and dedicated starships of the Inquisition
Scintilla for rapid

fin answers 1o

sent upon “special circumstance” missions

aides and

re permancnily stationed 3t high anchor above S
response deployment. It is also supgested, but d. that
the Tricom possesses its own as thic
great erisis, the Officio of the High Council Calixis can call upon
the help of amy Imperial Adeptus it requires

The general multitudes shun the Tricom, regarding it as a
place of fear, peril and downright evil, though Largely this
is because the average citizen has no real grasp of the work
and dutics of the conclave. Nevertheless, to be seized by the
Inquisition and carried 1o the Tricorn for questioning is a grim
Fate that few ever return from

times of

HIVE TARSUS

Hive Tarsus is Scintilla’s second largess population centre and
is the seat of the planet's trade and commence. It maintains &

aggressive independence from Hive Sibellus, though it relies

on the export produce of Sibeflus’s manufactories.

Hive Tarsus is in the centre of Scintilla’s least hospitable
desert, baking in the relentless sun and battered by sandsosss
The hive's construction is based around a foundation &
immense vertical bars, between which siretch the gres

jomns of buildings that make up the body of the
ult, Hive Tarsus is more vertical than horizoatsl
with more middle hivers climbing to work than walking.

TARSIAN SOCIETY

Hive Tarsus’s unusual strocture and hostile kocation mean thas
darkness and cold are valued commodities and, as such, very
lly for a hive city, the richest areas are those on the
of the hive inssead of ar the top. Hive Tarsus's nobiliey
enjoy the shade afforded by having a whole city strung in &
dizzying web above them, while they are far enough from the
meriless sun 1o live in cool comfort, The very wealthiest live
in pitch-black subterranean mansions where inhabitants apd
visitors carry dim Lantemns to see by, while the air is cooled o
ro temperatures that require everyone 1o wear kavish fim
abilicy here d
their environment at immense cost, even 1o the mz-munmluus
their handsome estates as dangerous o the ill-prepared as the
wiwst summer droughts. Hives cum chat stray too close 1o the
base of the city are ofien found frozen to death, caught ot by
the dramatic drops in temperature the closer they pet o the
lest districts
he closer o the surface of Hive Tarsus, the poorer and
more dangerous the hive becomes. Middle hivers labour in
sweltering workshops bathed in the heat filtering down from
the sun, ed by sunbeams that sweep through the hive
during the day and bum exposed skin. The outermost layers
(known as the Hiveskin are hellish; it is

thei sug
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S potent it can make those caught in it blacken and shr

i a few minutes. Layers of hovels cling to the top and vdn
of the hive, too flimsy to completely block out the d

sun or the frequent lethal sandstorms. Worse of

welentless, casily hot enough to kill those not adapted to it. The
Siveskinners scrabble lke scarabs across the cu

%0 avoid the worst of the sun as it moves overhe:
Sy They are a sunburned, sand-scarred lor who sur
Sienting the hardy fauna that dwells here inc

Scaldbars and mildly polsencus Fingert

wear improvised, iridescent armour suits @

Shat they themsebves resemble human-sized

TrRADE WirHiN Hive TARsUS

Fiive Tarsus manufactures very linde. Instead, its middle hive
& dominated by the Goldenhand, a complex of trading
$aalls and auction houses held like 2 great golden nugget in the
Beart of Tarsus's city-web. The Goldenhand houses a massive,
mifinitely complex financial market where commadities are
Sought and sold at a dizzying rate, and enormous amounts of
money and goods change hands hourly. Traders representing
Soth planetary and sector-wide houses by, sell and try 1o
swindle each other The Goldenhand never shuts and is
sonstantly thronged with people yelling out offers and curses in
& complicated trader’s code called Goldemongue. Most traders
&% accompanied by armed bodyguards, since the application of
Wialence or even assassination are recogrsed tactics for gaining
#e upper hand. Activity in the Goldenhand is extremely
stense, with few who work there lasting very long before they
& burned out. Many is the man who has lost a fortune for his
mable patrons In the Goldenhand and chosen to walk to cenain
desth into the desert to do penance for his failures.

Acivity in the Goldenhand is regulated by o bodies
The fint is the Goldenhand's own staff of auction masters and
Sancrionaries; dressed in browns and brass, their faces painted
decp gold, they book appropriately enough like a pant of the
Goldenhand itself. The second group is the Administratim, The
Sdepts of the Administratum's Goldenhand Consular Taskforee
feder the leadership of the energetic and surprisingly good-
Semoured Consul Sevavin) forms the largest concentration of
sdepts on Scintilla and probbly in the whole Calixis Sector. They
e a familiar sight in their stark grey uniforms, contrasting with
e cutlandish Fuhions of the various noble traders, and are never
Wstled or threatened as they po about their business. The adepts
e considered above the violence that flourishes between the other
Sders, partly becanse they represent the interesss of the Holy

 Em it mainky becaise they have the very best protection

e form of veteran soldiers from the desth world of Monressa.

B ddepts’ purpose in the Goldenhand i to ensure that the tithes

over o the Administrarum from the hives of Scintills do
eonsist of inferior goods with inflated values, and to maintain
of all the major deals going on amaong the planet’s
hatisex. Anether important player i House Krin, one of the
sector-wide noble houses, which revels in its reputation as
s bankens” and can arrange banking and massive loars 1o
fidenit that they can pay up when the time comes. The
Admisistratiom are based in a building of gold and

gl suspended over the Goldenfand's hirgest rading el Wl
House Krin's household troops protect the fumily’s complex of

3 rooms just beneath the Goldenhand.
¢ Tarsus's trade dominance is due to the fact that the
ks are geostationary above the hive. It is said

dominate the middle hive,

s in the dense hesrt of Hive
laimed or shified

us. It draws its troog

there is considerable rivalry berween regiments. The regiments
ratsed from Gunmetal City's ruffians consider themsebes
to be superior and they are mostly justified in this, with the
Gunmetal regiments being the equal of the Imperial Guard
The Gunmetallicus 41st, in particular, i 3 prestigious elite
formation whose troops are used 1o escort VIPs and perform
dangerous missions in the wastelands between the hives When
the Imperium needs new Imperial Guard regiments raised for
conflicts close to the Calixis Sector, illa's tithe i often
raised to include a draft of manpower for the Imperial Guard,
This drafi is mostly taken from the Army of the Scintillan
Protectorate, with some Imperial Guard also being raised fr
the ultra-violent gangers of Gunmetal City's notorious Inferniss
Since the Scintillen troops often cut their tecth bartling d
Infernis gangs, care must be taken to keep the resulting Imperial
Guard regiments apart. The Army of the Scintillan Protectorate,
while answering to Hax in his role as planetary governor, is
effectively sponsored by the noble families who contribute
their houschald troops to tours in the armvy, and most of its
officer class is drawn from the younger sons and daughters
of noble houses. Warrior brotherhoods, secret societies often
born of loyalties to a particular noble house, are comman in
the army, with the most prestigious having fraternal meeting
houses in the spire of Hive Tarsus,

THE CATHEDRAL OF ILLUMINATION

Hive Tarsus is also the site of one of Scintilla’s sector-
famous landmarks. The Cathedral of [umination is the most
important place of worship in the whole Calixis Sector. It
is the base of operations for Cardinal Ignato, the sector's
most senior Adeptus Ministorum clergyman, who leads the
Synod Calixis from the cathedral’s lavish suditorium. The
cathedral is an extraordinary collection of spires surrounding
a cavernous central nave, topped with an enormous siained-

glass dome, through which the scorching light of Scantill'ss

equatorial sun blazes. The decoration on the cathedral s paid
for by nobles and prominent citizens from across the sectog
all eager to purchase a piece of the Emperor's grace. The
outside of the cathedral is covered in statues, depicting

of Imperial history and images of the ssints, all gleamin,

in the fierce sunlight, It is said that some of the
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leass accessible places conceal bizarre starses, like grotesque
amonsters or scenes of bizarre occult rinals. The area around
the: cathedral is a forest of stares of wints and important
eitizens of Seinilla, the most impressive of these being an
enomous: statue of Saint Drusus that has pride of place
outside the main doors (o the nave,
Inside, the cathedral is just as magnificent. The cavernous
nave’s gliss dome is supported by columns carved into the
ikenesses of past cardi and
sit tens of thousands of wors]
h',' an alwar that sits in frent of a triple p
depicting the Emperor (with His

re are enough pews 1o
ve is dominated
rait in gold and

15 well as .-nig..-. of scveral saints. Behind
is 2 choir of two thousand serv
soaring choruses. A pulpit overlooks the nave, and it is from
here that Ignato and the other Minigtorum preachers speak
the word of the Emperor. On days of e
such as the Feast of the Emperor's
of nobles and adepts from across Scintilla fill the nave, while
lesser citizens crowd outside in the hope of glimpsing some
of the splendour within,

s filling the na

rious importance

scension, many thousands

The cathedral abso contains the cardinal’s quarters, the
Synod Auditorium, where the scctor's cardinals meet 1o
discuss spiritual issues, and the Hall of Relics where holy
ftems are hept for safckeeping and study. These include relics
of Saint Drusus’s life, inclsding bones purported to be from
Drusus’s own body (enough to reconstruct several skelete
fThe Archivum Spiritual, a library of theological works and

ligious records, also resides below the cathedral, as do the

XIENSivE combs where members of the Ecclesi
are buried. The dral has a huge staff made up of bath
lay volunteers (meos grims) and members of the
Ecclestarchy. Armed laymen of the Frateris Militia protect

the cathedral, assisted by a single squad of Sisters of Banle
from the Order of the Ebon Chalice.
The presence of the cathedral means that the

has immense influence in Hive Tarsus, to the ext

Ignaro has more power here than the hive's
teris Militia have a stronger presence on the strects
than the Magistratum. All the trade and warchousing halls of
the middle hive have lay clergy preaching to the workers about
the sacred nature of obedience and the heinous sins of leisure

and curiosity. A large prop of Hive Tarsus's pog
is made up of pilgrims whe are journeying through the city 1o
reach the Cathedral of lHumination. Queues of pilgrims smake
from the cathedral throughour the middle hive, sometimes
spending years waiting for a glimpse of the cathedral
while surviving off the cfforts of Ecclesiarchy handours,
lay volunteers and unscrupulous traders. The pilgrims are
an essential part of Hive Tarsus's economy and most never
leawe, finding themselves among the labourers of the middle
hive or, for a lucky few, working 25 volunteers among the
ghittering majesty of the cathedral itself. Hive Sibellus may be
the seat of power, but Hive Tarsus is the seat of faith, despite
many attempts to shift the Ecclesiarchy’s base to the ruling
hive Almost single-handedly, the cathedral accounts for Hive
Thrsus's continued importance and influcnce in the shadow

rival

AMBULON

Ambulon is a bizarre sight indeed, cliimed by many o be &
hive in its own right. The entire city is mounted on the back o
@ machine that slowly walks across the unsiable rocky regions
the centre of Scintilla’s main continent. The machine &
cxtremely old, and was almost certainly already on Scinlls
when the Imperium conquered the Calixis Sector It is probaliy
. constructed by a civilisation that e
though some claim i &
a relic of pre-Heresy termforming technologies. Certainly the
skeletal ruins of moving constructs similar 10 Ambulon dot the
central steppes. Ambubon's unosual form affects every aspect of
lifie in the city, from the industries that employ its middle-clas
citizens to the city's customs and folklore.

CONTROL OF AMBULON

Ambulon is navigated via a huge and \rr\ complicated contral

highly supersiitious engincers who keep |l|r secrets of how
to control the citadel-mechanicus, constantly scrambling
about the intricate saking tiny o
edifice meving. Many tales of hive folklore dwell oo the terrilde
consequences should Ambulon ever stop, varying from the ciey
7, to the machines becoming self-aware and

ng to its back, The noble houses
5 to give to the guild, but they
are also well aware that they should noe bully or otherwise cros
the Guild Peripa lest the engineers point them towards &
erevasse or other dangerous obstacle and hold the citadel 10

quarrel constantly over what

ransom. The path that the machine 1

the deposits of oil, narwral gas and precious stones that form
Ambulon's contribution 1o Scintilla’s tithe, and everyone

an opinion about where it should go next. Ambulon stalks

the wastelands, mining and harvesting the planet’s natural

crories of Hive Sibellus and the

¥ Meither could function withost

rescurces. Ambalon tours the steppe wastes ance

t months, slowing 1o minute speeds in order

to dock with Sibellus and Gunmetal City for a few days 1o

offload ore and mineral resources. Between these celebrated

ceremanial times of docking, Ambulon supplies Sibellus and

Gunmetal by way of regular land traing: ore-cango crawler

pods many kilometres long,

is crucial 1o harvesting

EVETY DWEnDy-¢

Lire oN AMBULON

Ambalon’s constant movement means that cven the: most
solid buildings are in danger of being shaken off the city's
structure. This in tarn means that the city’s wealthiest and
mest important districts are located in the places where they
are least likely to be destroyed, especially along the eity-
machine's Spine, The Spine's buildings are rarely as big as
on hive spires, since space is ar such a premium on Ambulon’s
carapace, nor are they as tall, as they have 1o 3
constant swaying of the city-machine’s slow,

The syle of the Spine sees clegance and even
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preferred 1o the g quely  grandiose
| common in the great hives, The nobl
Jn particular, consider Ambulon to be
B Whose nobles. neglect the proper pursuits of
b Sheir city and venerating their dead.
Ambulon’s equivalent of the middle

8¢ thousands of workers who inhabit te
%p on the vast, shield-shaped back of 1
senements are plagued by cir
mevement, and are all shored up and exi
gt collapses. Few streets mn between
since there is not enough space for
sEamp to work across the mofs o

orna;
Hive

Sibellus,
chwater,

ARM B UASAs

-
are engaged in harvestin,
Ambulon gathers from the i
Eity is equipped with imme

| the rack, and when the

4

Pipelines are lowered fir
a5 much of the oil as
Working on these pipel are controlled by webs
of chains like the strings of vast puppe:
and requires o hardy breed of men and women with no
of heights. Ambalon's o

ine passcs by

is very dangerous

ar

machine, while most forms the majority of the
coniribution, 10 be delivered 1o Hiv
City. Other citizens sift through the rock thrown up
drilling o pick out precious stos
snto industrial components, or ¢
inhabited by

lus and G
by the
pes, which are then worked

in workshops
generations  of

¥ en milst justify Im pm wce thy
snemployment is illegal, E
8 tied 1o @ particular refinery, worksh:
and its mer
smportant for eve

ers may not wark am

middle citizen to be

“J &
ilhj.

10 i

because I they cannot prove 1o the authoritles of
Y dre ru-mlnn! o fulfil the role in which
: Underbelly,
7 precariously to the belly 'of
ariery of cobourful names
Is ¢ Hivegroin.
1 the city-machine like
d rope bridges.

step away from

TO
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constructing sc

il wadte iR QT ARe edge ¢
bandit gangs
edge of the city-machine’s back. One promine
y is the cages hung from the edge of the city
mned to the much-feared

The prisoners are locked in a
hain, which is then Aung off the

» prey on the citiz

the Und

ment, until the prisoner starves and the cage
ed back up. Hundreds of dangled prisoners hang from
the city ar any one time, and the Guiscum sometimes use

XI: THE CAL

them as mrget practice or, on very rare occasions, “rescul
them to induct them inte Underbelly gangs, enslave them
ainst one another in bloody pladiatorial fights!
folklore maintaing that some dangled prisoners
o months hanging below the city, thanks
Emperor, and were released

ne intervention from the

0 the cage was brought back up again to live saintly
lives. In practical terms, however, dangling is a cruel, drawn-

out d sentence
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S Gunmetal Ciry is a huge industrial mass, built into the crater
“of an immense volcano, Mount |
. the smouldering lava fields of the northern coast. A mere
megapolis compared to the planet's rwo great hives, €
City's spires tower high above the volcano’s peak, while its
lowest districts delve right down into Scintilla's crust,

MEeTarLicaN SociETy

Gunmetal City is 2 place of so;
great, tarnished silver needles pic
crater limits the size of the ciry's
bl upwards, the most pee:
precariously on slender colu

of mendals whose job is to scour the surfaces of the skybound
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mansions wntil they gleam. Clean air is a yalued commoding:
with every mansion having powerful filtration systems 1o ce
ot the smoke, while the most ostentations hosts pipe 85
imported from cleaner worlds into their magnificent homes S

The middle level of the city is dominated by immenss
foundries powered by the heat from the heart of Mo
Thollos. Almost all of Gunmetal City's middle clissers wask:
in these foundries over cauldrons of molten metal or blasisg
furnaces the size of tenement blocks Gunmetal City's msks:
export is munitions, and endless crates of weapons emesse
from its foundries, forming an imporant part of Scintllss
tithe to the Imperium as well as arming many of the Cali
Sector's own planetary defence force troops. The foundnss
are sweltering, filthy places where accidents are. commess
e worker's life is shortened by decads
ing air and cruel environment. The middis
s are clustered around the foundries and offesd
argo containers. People are an afierthoughtls
nd the weapons they produss
the place.
i formed by the lowest Tevels af
d or become uninhabitable. Ths

and even a formug

thanks to the

classers’ ho

he foundries

1gs of the Infernis are the roughes
la and almost no one else lives
1 killers toting weapons extorted fros
dle hivers. There is nothing to live for in the Inferns
rity over enemy gangs, and so gang warfare &
ay of life

 SUpy

Tue Lawiess Crry

In truth, G

unger and far, far
lisa feral communigy
at it produces. Hives Sibellis
of its export materials It is @
1 in the Wilderness, a' ety
©One day, in a thousand yean®
ful enough o challenge for the
w, it i a four billion strong
e low is slack and noble houses fight
v, for ownership of lucrative mercantile output. OF ali
(Iu main population centres on Scintilla, Gunmeral Cityis e

chumned out by its foundries, 10 the symbols of the ety
noble howses and the guns carried by almost every dtf‘-nai'.
Lu-m,huu, 5 a ||.nl.|||. activity, with designated |

ph'ol.s and a great many people, wa:h.l]’_
e where lifie is quite short mmmknu

hire prestigious gunslingers 1o banle in dlhohnun\_n‘idki
the audience watches from behind bulletproof screens. Some of

that the gangers adore their guns so Mlld‘l:w_l‘a
their use brings such wealth and stamy



THE WILDERNESS

[ The hive inhabitants refer to the areas owtside the
eat hives as “the Wilderness™. This is something of a
mismomer, as there are a great many settlements outside
Whe hives, but certainly none of them can compare to
e importance of the grear hives themselves. Scintilla’s
watural resources have either been drained long ago or are
monopolised by the great hives and Ambulon, so many
people exist as nomads. Those permanent settlements
#hat do exist are often founded by mercenaries, who
Mved by selling their services to the land trains thart criss-
“eross the planet. The mercenaries, easily recognisable by
white bands painted or tattooed across their faces,
essential to providing security againsi the more
Wredatory nomad tribes, Land trains consist of dozens
f huge teacked vehicles that crawl in from hive to hive
porting goods and gers. Some land trains
n cross Scintilla’s oceans, loading their vehicles onto
Sereat barges for risky journeys across polluted waters
h their fair share of predators and pirates
With resources in short supply away from the hives,
seitlements can grow up and die out rapidly. Few
servive for more than a generation and the Wilderness
& studded with ghost rowns. In some places, on the very
$ringes of Scintilla’s habitable lands, small communities
sontinue to exist as they have done for centuries far
from the shadow of the great hives, These people have
Witen been in the same place for centuries. Isolated and
Signored by Scintilla’s authorities, they live in ignorance
whar the hives exist ar all, much less thar they live in a
Sgalactic empire ruled from distant Terra, Scholars of the
gnopti imes send expeditions out to search
8ot such benighted peoples, in the hope thar studying
hem will reveal some secrets about the pre-lmperial
‘history of Scintilla,
The most extraordinary feature of the Wilderness is the
b8iin of Hive Tenebra, This necropolis was once the heart
88 Scintilla’s high culture and arts, built around a circle
“of stepped pyramids rising like enormous altars from the
Swieaming jungles of Scintilla's equator. The hive is now
fitanic mass of wreckage gradually being reclaimed
the voracious jungle. The disaster thar claimed Hive
bra along with millions of lives happened over
fight centuries ago, and is thought by most to have
SBeen caused by a collapse of the geothermal hearsinks
what provided it with power. There is no shortage of
mapiracy theories about what “really” happened to the
. however, ranging from ill-advised summenings
warp creatures to a deliberate act of sabotage by
s of the Imperium. Tales about its destruction are
mbered only by stories about what mighe lurk in
_nilp\; nOW: favenous monsters, rencgade nobles and
“hideous mutants ruled by a mighty deformed
o one ventures close to Hive Tenebra with
and when they do they rarcly penctrate
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[OCANTHOS ~  sorme o R

first have 10 be conquered by the Imperial Guasd at ena
expenise and the Admissistranum themsehes would be harnd

to match the vigour with which locanthos’s warloeds himit de
Sxactus Median, every Ghostire floewee. They therefore leave the warkords o da
Geography: Four main continens — lard work, safe in the knowledge that none of ther can rebel
and extensive idand ¢

the Lirgest continen
(mouneinous rock

Population: 5 billion (estimated)
Tithe Grade:

Imperial auchoriey st their supplies oF gurs and fuel e rug

dense sou

em foren Lagely aid e PORT SUFFERING
with frequent dust storms). Very  Pon Suffering, the largest permanent seitlement on locanthe:
few sources of fresh watcr s a sturdy fortified town that serves as the base for Inibest

Government Type: None/ Tribal
Planctary Governor: Vervai (King') Skull expanse of rockerete broken byl
Adept Presence: Very low Adepta Sororitas (Commandery atthe ocking clamps and refuelling pors that can accommodas
Abbey of the Dawn). Administranum (Port Suffering) e L alt that deliver supplies and pick up Ghosti
“qually imsportant for the people living in Port
Suffering are the huge freshwater ks beneath the fown
Freshwater is very valuable on locanthos, and Pot Suffering
not oaly has its own supply brought down on Imperial ships
but can trade its surplus water o the warlords (miainly for
Ruarantees that the warlords will not attack the town), Port
cls and their Suffer tecture is based around 3 standard hab-block
s, from the chapel to the
that accommodation blocks, were dropped from spaceships directly
1 the Imperium where the Glostfire Face when the wown was first founded 25 an Imperial

© pollen can be refinad into the combat  trading post. s dry, dusty stress ot prefabricated nust-ed
s used extensively in the penal lgions of the Imperial Giard, ol

aperations on locanth
feature is its spacepon

Military: Massive anmies in service of warlords. Large
presence.
Trade: locanthos's only meaningful

expont is Ghostfire pollen
The Ghostfire harvest is essential 1o the existence of the Imper
Guard penal legions in the Segmentur Obscurus

Tocanthos is 4 bawless world dominated by warle
huge amsies, which clash across jes jungles, fore
planet’s imp

it is anc of the few ph

flower can grow: Ghossfin

o plains The  pattern sin

are home to a comm nity maostly grared towards
locanthos’s warlords (usually styling themselves “vai® or ning the spaceport and ensuting that the port remains
Iribal pri bartle constantly for contral e Ghostfire fent.

arvest. The Ghostfire crop cannor be cultivated nomally
and so once a patch of it is harvested ;
found. The warlords’ armies therefore
the move, mmavelling in enormous hordes acros
main continent and clashing
locanthos's wide plains, ¢
MOURIn passes are s
bumed-out vehicles and -bleached skeletons abound

Every five years, a taskforce of Admind
descends onto foca

e town's population is broadly Emperor-fearing and
abiding, and they attend the town's chapel and send
children 1o the seminary school run by Preacher Goudy
The largest bailding in Pore Suffering is the Administratum
countin, where the town's small body of adepry
caleulates the projected Ghostiire c1op and receives envoys
from the various warlords. The under-consul in_charge of
the counting-house, Adept Sabetha Rosloff, serves as the de
um officials  facto mayor of Port Suffering, sometimes against her will as
hos to gather the planet's Ghosifire she is not very good at dealing with ownsfolk and would
tithe. The warlords exchange thelr harvests of Ghaostfire  rather stick 1o ensuring that the Emperor's forms are comectly
pollen with the Administratum in exchange for weapons,  filed. Other impodtant citizens include the sharp-tongued
vehicles, fuel, clean warer and other essentials The warlord bt compassionate Sister Xanthe, the Sister Haospitaller who
Weho hands over the most Ghostire pollen is considered the  runs Port Suffering's hospital along with 4 small staff. of
planetary governor and claims the lion's share Inexperienced laymen. Unkind rumours sigpest that Siscer
from the Imperium and the title Verval (Titerally Xanthe was given her thankless post as & punishment by her
princes” ot “king"). The title brings with it immense pre canoness at the Abbey of the Dawn,

and confirms the warlord's position as the most dangen Port Suffering’s walls are always manped by the citizen
and skilled on locanthos. The current planetary governor is  who serve in the Port Militia. The town's Breatest protection,
“King" Skull, a terrifying warrior at the head of an enormous  however, is the fact that it is considered neutral by most of
#nd supposedly invincible army of madmen and killers. The locanthos’s warlonds. I Part Suffering was to b atfacked
warlords of locanthas are also required 1o hand over their e more powerful warlords woald lse their supply of
Psykers as well as the Ghostire harvest, but these an aken  weapons, freshwater and fuel from the Imperium and what

from them not by the Administratum bur by nameless grey-  little structure thar exists on locanthos would fall apare.
eniformed men who herd the psykers onto their sleck black  Some fesser warlords eye the support recelved by the more
ship and take their leave, powerful with jealousy, however, and endlessly plan to latmch
devastating raids on Port Suffering. Should this ever £

the stoutness of the town's defences and the ded ity

well-armed but inexperienced militia will be sorcly Iﬁﬁ'

other

e must be |

violently wherever they m

dark forests an,

dd

The Administranm fully accepts the sinmion on Tocanthos
The Ghosifire pollen is harvested very efficiently becanse so
iy Vearloeds' armies baste 10 find every last bossom. Were the
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Wing Skall, a5 Verval, is the most powerful man on locanthos and
yles himsedf on the legendary warrior-kings from the planet’s
Siswory: [n truth, the great ages of martial kingship are long past,
with the old traditions have been bastardised into the modem,
wuthiless business of consrolling the Ghostfire comim
Meventheless, King Skull's army is many millions strong and
Sominates huge swathes of locanthos's main continent at ary one
Sme. Skull himself is 3 tall, sarurnine man clad in claborate black
el armour, wielding a huge spear with a head
it of locanthos's highest peak. “Skull” is dearly a deliberazely
ssusned name—the Vervai's tribal banner &5 a b
whull—though there is little clue as to his real name, as his origins
e very obsaire and are the subject of considerable speculation
Some say he is 2 deposed noble who fled 1o Tocanthos 1o avoid
Wene scandal or tragedy, others that he is a dangerous fugitive
enminal who found his true calling among the warlords and
madmen. Most rumotrs centre around his supposed capabilities
% banle. Shull is undoubredly a tenacious warricr, but tales
whispered in locanthos’s frontier rowns hint at fa

hed homan

ar more, such as
Wegations that he drinks blood to gain strength from his enemies,
o i a perwerful witch wha can summan mighty starms of black
Sghiming down on his foes. Skull's rule is based on the immense
Seqalty the core of his army feels towards him. Warriors must
St prove themselves in bartle before they are ever ammed with
e weapons and equipment that Skull acquires in retumn for the
Ghostfire harvest. As they demonstrate prowess in battle,

Sarther armed and drawn towards the core of battle-har
well-cquipped veterans of the Harmowgnard who surrou

Simsell, Skull beads these warriors into b 2
wiaht of his black-armoured form is encugh o demor
snfoetunate enough to meet the Harrowiguard

stle personal

Lire v THE HoRDE

King Skull's army wekcomes all as long & they are willing to
Bght their first bartles armed with listle more than sticks and
wones. Shull deploys huge mumbers of new, expendable troops
6 swamp the encmy while the Harrowguard function as shock
Soops. Skull's army in battle is a terrible thing to wimess, with
warms of madmen hurling themselves upon the enemy while
e better-armed sectins of the amy fire volleys of Lagun shots
S0 the shocked encrmy or charge alongside the Vervai himself;
Shull's army travels on a pumber of huge, smoke-belching
icles. The Throne is Skull's personal mransport, which was

ce & huge-tracked mining vehicle, refitted o function as a
throne room and prison for captured enemies. This soot-
monstrosity is festooned with captured banners and other

sies, and Shull himself sits on a throne pluform suspended
hisneheds of cages where his prisoners knguish, Skall sells

e prisoners back (o their familics or comrades in exchange
Ghosfiee pollen of offers them a place in the ||l-ann|:d
of His

the Vervai everywhere he goes. Another mobile landmark & the
Sanctum, a tower supported by a raft of lashed-1ogether Chimers
wehicles. It is home to Gurgerin, the Vervai's advisor and, it &
widely assumed, a sorcerer whose divinations are essential 1o
Skull's plans. The Sanctum is.a stone tower pulled from some
fong-forgotten mountain muin, said to be full of bewildering
and grotesque experiments (or captive aliens, shambling warp.
monstrosities or 4 cabal of the Calixis Sector’s rich and powerfis,
depending on which storics you believe). Gurgetin, a man of
extremely advanced age with tiny glinting eyes like specks
of flint, can sometimes be seen on the Sancium’s dppermos
bandements warching the vast throng of the army marching
beneath him. Several other masive vehicles, used either o
house the Harrowguard or to transpont the precious Ghostfine
crop, travel alongside the army, often hung with trophies or the
weathered corpses of particularly hated enemies

SETH THE VOICE

One of the largest and newest armies of locanthos is that
led by Seth the Voice, self-styled Prophet of the Emperor
and figurchead of an apocalyptic splinter cult of the Imperial
Creed. Vai (“prince”) Seth is almost certainly an ex-adept,
probably from Port Sufferings Adminfstratum contingent,
wha became convinced that the Empercr was granting him
visions that demanded he immediately take over locanthos.
Since then, through force of personality and by tapping into
locanthos” need for religion and redemption, Scth has forged
a ragtag but huge army with which he is challenging the moat
powerful rival warlords, especially that of the great Vervai.
Vai Seth himself is a slight, balding, bespectacled figure
battered old scout vehicle
an preach, And
transmitted by
rs. The passion
s 1o claim the

people of fo

ne and ©
Everywhere he goes he ga sre souls for his ammy. be
they drifiers looking for a purpose or hard-bitten mercenaries
searching for a way to redeem themselves of their many sins.
Seth is not a soldier, but he has a gif for gerting others 1o fight
for him that is so profound thar it might as well have been
granted by the Emperor Himself.

THE ArMY OF THE VOICE

Vai Seth’s army is ill-equipped, undertrained and frequently
starvingg. It is, however, uniquely motivated, for all its members
believe that fighting for Seth will grant them @ far better
afterlife than is awaiting all the galaxy's other sinners The
Army of the Voice, uniquely, has no problem getting new
members to replace its frequent bosses, s even defeared encmics

are sometimes swayed to join by Seth’s impassioned preaciing

The army travels on many hundreds of vehicles, most of them
Ioated from enemies or donated by recruits, and @ @ result it
is constantly in the throes of a critical fisel ;Imugr_ Cqminn&
more fuel i essential to the amy's continued existence.

The men and women of the army are as varied s the sins they
are trying to cléanse, but they all wear white robes, Teast
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 didwhien they jomed up for the constant travel and fighting means

bt most of them are acually dressed in dirry greys. Some are
armed] with lasguns and other reliable weapons, but most have the
Huniting rifles or stub pistols they were armed with when recruited.
The perienced fighters, lly
from other warords” armies, are referred to as Seth's “Saints” and
are the focal points of the amy, instnacting the enthusisstic, but
ofien chicless, fithful in the best ways to avoid dying wo quickly.
In spite of the army's mexperience it is a formidabile military force.
As well a5 having the mumbers and the determinaion, the effect
of Seth's own presence seems to demoralise enemy tmops and
even cause them 1o flee or muting. Mercenaries in paricular are 2
superstitions ke, and even an experienced killer can baulk at the
idea of killing a man wheo 2o convincingly claims to be a holy man
ardained by the Emperoe’s will

THE ABBEY
OF THE DAWN

The Abbey of the Dawn is the Adepta Sororitas’ main training
facility in the Calixis Sector. A spectacular fortress of pale yellow
ouslite built into the knife-like slopes of a dark (lint mountain, the
abbey is the most secure place on locanthos. Tts location means that,
while it is chose 10 the heanland of the Calixis Sector, s immediate
b surroundings are bicak and mugged, and the abbey's
off from the comuptive influsices of the cutside world
The abbey’s purpose s 1o train initiates into fully-fledged

OF recruies

isters are cut

Bisters, who then go on 1o perform devotional works across
{ i 1 1 by Canoness
af the Opening
nsel to the

Goneril, who |e:
Eye. The Ope:

Sector's powerful noble familics. Most nowices at the abbey are
trainecs of the Opening Ey
subjects from Imperial history 1o theology and sector economics.
Most importantly they are tmined in the strength of mind o
ant theat to the

purpase is ta offer

resist the secular temptations that are a con:
Sisters Famulous. A Sister Famubous must be disciplined and
incorruptible as she is sent out to fend mostly for herself, and
is ded by the sometimes morally questionable nobles to
whose house the is anached. Canoness Goneril has her novices
undergo a strict regime of fasting, prayes, bectures and theological
study. She siops shor of eutright eruelty, but life is far from easy
fior 4 novice of the Opening Eye. Goneril's Mistress of Novices,
the formidable Sister Gert, §s a physically intimidaring reminder
of a Sister’s duty to obey her ocder at all times.

The Abbey of the Dawn is also home 1o a Mission of Sisiers
of Battle from the Order of the Ebon Chalice, who are led by
Palatine Rhisnnon. The Ebon Chalice is based on Holy Terra,
and the Batle Sisters at the abbey, even if they have only
himpsed the spires of the Imperium’s holiest world, are regarded
with something like religious awe by the novices. Their duties
inclisde maintaining the Sororitas honour guard 2t the Cathedral
of Ilhmination on Scintilla and guarding important Ecclesiarchy

L adepts who visit the Calixis Sector Both Canoness Goneril
~ and Palatine Rhisnnon are adherents o the long-standing

3 between the Adepta Sororitas and the Ordo Hereticus,
woald willingly lend the Battle Sisters” martial prowess to an

+ and are schooled in a varicty of

Inquisitorial operation should it be needed, Lord Inquisitor

of the Calixian Conclave does not take this agreement lighthy
will not permit the Sisters of the Ebon Chialice to be sent 1o bas
by an Inquisiter unless it is absolutely necessary Though
mamber anly araind fifty, Rhiannon's Sisters of the Eban Cha
are the most elite and dedicaced troops in the Calixis Secsor

THE BADLANDS

This is the nugged inerior of locanthos, bounded 1o the soms
by dense forests and the sea, and to the north by the jagped 8
mountaing The Badknds are an endless sweep of plaing, sl
and steppe where most of the Ghosifire crops can be found S8
where the warlords clash It is dotted with battleficlds, some of
them no more than a tangle of recently shiin bodies and orfess
titanic fields of bones and burmed-out wrecks. A fortusniate ans
hardy individual can make a good living scavenging thess
battleficlds to find valuables and weapons 1o sell. locinthess
folklore is full of the wales of the sticky ends experienced by sucs
scavengers, from dread curses to old-fashioned walking dead
and most normal folk stay away from these bartleficlds




SEPHERIS
SECUNDUS

Population: 12 billic
Tithe Grade: Ex
Geography: Pl

Government Type: |
Planctary Governor: Qu
Adept Presence: Very low. S¢
Adeptus Arbites Precin
Military: Royal Se
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roduce, which fior most citizens means the
es of the planet’s mines Gueen
solute monarch, sits at the top of
to the labour of these billions
ed by the queen or to

ums that purchase them

s the Imperium, to

nts of are, metals

cris Socundus’s

wout {ts

hack from
chryma 111, the plar

whole

second force s phys:
Sepheris Secundus’s culture is so primitiv

is that weapo
the erown, The \;m n's Royal Scourges are equ
lasguns, pre and chainblade
gaudy, stained-ghiss-like arm "
hat these troops possess had beeny
gh 1o put down o great many vprisings in the mines of
Sepheris Secundus, and the planet's history is IJllrr:d with
=5 where thousands of serfs fel
barons each have th rees, some .;I‘ whileh

re permitted to use a few higl

therm are armed with pr
anmour with which to enforce the baronial will. Meanvihile)
when the serfs rise up, they do

and mining equipment. The serfs, even when

1 improvised wmpuu 4
roused_ie

(IS SECT

XI: THE CALL




vialence in significant nambers, have never held one of
Sepheris Secundus’s mines for very long because of the
massive superiority in equipment and training possessed by
the forces of their masters. When the baronial armies fail, the
Royal Scourges do not. The Royal Scourges answer directly
1o the queen, which also makes them ideal for keeping the
barons themselves in fine. Many an overambitious baron has
refused to send the queen her rightful iribute, only to find his
supposedly elite army cut 1o picces by the Royal Scourges.

Tue RuLe oF Law

Order upon Scpheris Secundus is enforced by the troops
of the various barons. While Sepheris Secundus has some
generally observed laws—a serf who sirikes his master will
usially be put to death, for example—each | eriforces his
own laws in his own way, and some do not bother at all as
long as there is to open rebellion, Other barons, by contrast
have woops patrolling the upper mines ensy
g di

ing thar no one
wears the wrang colour on the v
nal for
1l Scourges enforce order and are also sent

roken down

spits in the street
or fails 10 use the wradit s of address. In leenholm,
the capital, the Ro

1o restore obedience where it has

ICENHOLM

heris Secundus's capital is leenholm, a wondrons city
into the mountain crags that loom over the vast
moking pit of the Gorgonid Mine
pires encrust the mountain peak like a ©
an atherworldly ligh

bathe:
This light is actually concentrated
on lcenholm by a se

positioned around the peaks over

Mine, an expensive and complicated process thar makes
it look as if the light of some distant heaven is shining
directly onto the capital.

The main body of the ciry ks suspended berwieen thiree vast pestsl
on thousands of thick cables and chains, like o glittering joset
upoen a complex necklace. The origins of this unusial strucruse s
not recorded anywhere, but a common theory & that i was bl
around the core of an enormous warship that docked there durisg
Angevint's crusade and never leff, the hive growing up around &
like 3 peasl around 3 speck of grit. Many buildings dangle s
the city's mass, reaching down hundreds of metres towards S
floor of the valley below the ciry like srands of hanging mos

Icenholm d of stained glass that shines &=
a darzling array of colours in the sunlight Irs spires hows
some of the most senior barons along with members of e
royal family. The majoriry of lcenholm'’s population is mass

» of hereditary servants, pledged to either the queen or oes

her barons. They form small armies of derks who ensss

the planet’s baros offering up the correet tithes &
their queen, and attend to other matters of governance suss
as the regulation of heraldry. These senants have their ows
hierarchies, with the queen's own servants very much in changs
They wear the liveries of their masters, which in the case of the

ORI

queen’s servamts is red (red is a coloor reserved for roval me
on Seph e else wearing it is likely to be
arrested by baronial roops). Ieenholm's gares do not open &

le adepts and barons will be received inss

ndus—any

e will have 1o sweet-talk the hereditny

s who are difficult to impress.
The peak of leenholm is taken up by the palace, whick
consists of the various chambers of state along with Quees
'8 oo quarters. The throne room is spectacular indesd
ath a soaring spire of stained glass depicting the glories
cpheris Secundus’s past monardis. The throne iuself i of jce
kept permanently frozen, and the voluminous royal robes which
the qu ars afe partly to keep her from being frozen herself
The queen's chambers are kavishly appointed, with three sepanse
s alore: one for sleeping, one for promauliating the poyal
line (ot used since the Prince Consort passed away twenty yean

ago] and one for receiving moming visiors.
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ORGONID MINE

The Gargonid i one of Sepheris Secundus’s largest and most
peaductive mines. Though it is within sight of Icenholm and
the royal palace, the structure and socicry of the mine itsell
& typical of many across Sepheris Secundus’s surface. The
ecact population of the Gorgonid is impossible 1o calculate,
Bt it is vast, consisting of enormous hordes of serfs, most of
Swhom never see the world outside the mine. The Gorgonid is
% wast open mine hundreds of mesres deep, Rickety scaffolding
seaches down into irs fower depths, and countless pulleys and
manes lift containers of ore to the edge of the enormous mine
g, whiere it accumulates in mountainous heaps waiting for
eargo ships to transport it off the surface. From the edge of the
Imine pit can be glimpsed the heaped-up wooden re

Enown as the Commons, while cart tracks and well-wom pa
lead below the edge of the pit towards the mining areas deep
Below the ground. Only the central part of the Gorgonid is
open to the air: All the mining faces and many homes are below
e surface, existing in eternal darkness.

Mot inhabitants of the Gorgonid live in the Commons.
This is the collective term for the areas of buili-up wooden
Bowsing where the serfs live. In theory, all of this is owned
By the Gorgonid's barons, who allow the serfs to live there
% rewmn for nine-tenths of everything the serfs mine In
practice serfs simply live where they can, ofien cramming
Grge familics into a single candle-lit room. The Commons
Sre teeming, but it is not a boistersus, lively place. The serfs
20 everywhere with their heads bowed, trudging to and from
he mine faces, snatching a few moments of rest in the squal
of the Commons. Besides work, sleep and serr
Sergy who represent the Imper
there is very lintde leviry in a ser

The barons of the Gorgonid live in the Ce
demanding that they live in fastness keeps 3
he serfs are cxpected 1o show deference 10 aII barons,
garticularly the one who owns their labour, at all times. A
Earon travelling through the streets can expect to have serfs
present him with small handerafied trinkets or other gifis
He will then burn these outside the gates of his tower o
wymbolise the relationship between serf and master. Most
Barons have large entourages of troops and ather servants
%0 ensure that the serfs do not get oo close. These include
the distinctive Stench Wardens, servants who carry censers of
scented water to help fend off the “Commons stink” when a
Baron must endure walking the poverty-stricken streets

The Face is the term for those areas where there is ore 1o be
mined, and it is here that most of the Gorgonid's work s done
e Face consists of thousands of kilometres of open rock face
Sretching deep beneath the ground, from massive cliff faces

Evered in precarions scaffolding 1o narrow, stifling tunnels too
Mow for 2 man to stand upright. Every serf has the right to mine
& particular section of open mine, and the Face is covered in
markers driven into the rock (o state which serf is permitted 1o
ek that spot. Tn times past, the serfs had to chain themselves,
mofdulr:hildl\m. to the marker to ensure that the claim
Mowadays, however, a smear of the serf”s blood

b to demonstrate that the serf i currently working the

Serfs must frequently draw blood to rencw this mark. hence

| Creed in
s life.

the process is known as “staking” a claim. The means by which
the serfs mine s very primitive. Most use tools handed down
by their forefathers, and fortunate is the serf who eams enough
from his minuscule portion of the rock’s bounty to buy a brand
new set of tools. Each moming countless thousands of serfs
trudge to the Face from the Commons and every evening they
trisdge back again, pausing only to pay deference 1o the barons
who tour the Face 1o ensure that the slothfl are punished.
When the explosives engineers of the Disassemblers’ Guild
blast a new area of the Face, a stampede occurs as thousmds
of serfs rush to stake their new chims. These occasions can be
dangerows, 25 many are trampled or kifled in fights over the
best claims, but this is accepted as the price for making sure the
fiittest, most determined serfs mine the most productive seams.

The Shatters is the term given to the deepest, darkest, most
dangerous parts of the Gorgonid, which even the barons
recognise are too dangerous for serfs 1o work. Caverns filled
with deadly gas, flooded, partially collapsed or simply lethally
hat or radicactive can be found in the Shaners. No claim may
be staked in the Shaters and ore mined there is not owned
by anyone. The Shatters are home 1o the very lowest of the
Gorgonid's low, comprising two main groups. The first consists
of the dispossessed: those who have no master, either having
been born outside a marriage sanctioned by the barons or
condemned to lose even a serf's meagre rights after being
convicted of a crime. These hapless individuals imariably die
very quickly in the Shatters. Thase who survive to illicitly sell a
few handfuls of ore fare well compared to maost

1‘Iw second group consisas of mutants. Mutants are commony

ly. In any case,
only place
g hunted
wiclding serfs
to the hostile conditions, and 3
tants have their own crude
is based on brute strength and the
degree of mutation, The mutant basons and kings, it is said,
are infuman monsters from the depths of  nightmare, hellish
abominations that range from enormous tentacled horrors to
three-eyed seers who can read thoughes. The mare criminally
minded serfs buy the ore mined by the cutcasts and mutants
in exchange for food and other essentials, and a major part of
Sepheris Secundus’ economy is made up by the labour of the
mutant underclass It is even possible that more ore comes out
of the Shatters than out of the exhausted seams of the Face.
The Tumésle is the anly area outside the Gorgonid that most of
its serfs ever see. It is a wasteland on the surface above the miie,
dominated by titanic heaps of rock spoil and other trash. Tn this
polluted rwilight, thickly carpeted with toxins, shady deals are
made that take place outside the mine’s proper feudal econoary
Thsese range from serfs selling off their surplus. to organised
criminals selling ther services as killers or smugglers The
mitants of the Shatters have a turiel thar links 10 somewhere:
in the Tumble, and on the darkest nights shambling, hideous
creanures emerge from the poison smog to take their et
and aff-worlders are sometimes known to frequent the Tamble,
every one of them cager to hide their identities.
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- CULTS AND MALCONTENTS FATHOMSOUND MINE

The Goegonlds bege, oppresed population b led 1o the
Sormation of groups of criminals and o
Baronial roops eagerly hunt down crimir
the street comers of the Commions. Othe
secret socketies lurking in the Gorgonad's d
for example, is 3 group that has forsaken all
and sells its senvices @
the misery that has afilicied them. S
fnger and nailing it 10 a sgnpost
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nd is the mest unusual of Sepheris

noits enormows basin is an
1 float thousands of rafts,
wooden  structures  that
erfs. The frequent
us churn up the
are last to
Flotsam, as

for those with unusal
for example, and spirits
80 the baronial troops by
the Crusade needs these

THE CALI

1 mighty chains

and served le s The

barons typl

hooded agents of the Orph an's Crusade can som
glimpsed 3t the bloodsport pits popular in the G
at the witherhouses wh c

Snguish, always looking fio ound is a spectacular sight and
of all the Gorgonid's hidden and dangers are not obvious The mansions
This group's sinister symbe ed eye is ca rmmin, when the wind is up and it is not
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THE [TIISERICORD

he Misericord is an example of the many Chartist
spacecraft that ply the trade routes berween Scintilla
Tecanthos and Sepheris Secundus and the other worlds
of the sectoe. It is an ugly
a bamache-cncrusted, spacefaring whale, from

i enormous ship, resembling
wh

ch jut

it trails a

quantities of
with many passengers. Buy
Misericord is the most con
planets.  [ts
Secundus.
captains, takes well over a year. Ships like the
are very commeon in the C.
Imperium, plying a slow, thankless route a
Without the Cha
wiuld be
In spite of th

1 a ship I
it between

Mg passage e the
method of tran
trip—Scint

a route laid down on the

round

lixis Sector and throughout the

t ships, large swathes of
ctor economies woald fail
ard for the Cha

Imperium
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and their crews are ste

born with few seruj
Chartist craft
routes and activitie:
by one of the

The Misericorn
gocks. There
for some reason the Mise

401D

arliest generation of

is considered an il

any C

are

It is considered very bad luck 1o marry, give birth of embark
on a major venture while the Misericond is docked in system,
and during the ship's many centuries of operation, tales have
grown up about the dark things that cocur while it i in por
such as plagues, tech-failures and the random dissppearance of
children. In addition, the crew are mosily void bom, people
who were bon in space and rarely set foot on a planet, and the
void bom, as e one knows, just aren't right in the head.
Inside, the Misericord reseenbles 3 huge, complex and
istle. Many different ships make up the
each have their own style, which in tum
has been embellished and replaced over the centuries. In places
where the componen
15 shafts, rooms can be upside-down and moving
comples, although the void
2 up makeshift ladders or even
ping pits in the floor. The Miserrcord s interior is archaic, with
sting halls, dungeons, cobwebbed processional galleries and
es that seem to

ships connect, corridors can become

e can be ver

w are adept at clamberir

many othy e linde connection to the

basiness of the ship or the needs of the crew.

Sure Sociery

function aboard ship. Crewmen ase either boen
e castes of assigned 1o them on the few occasions
utside. These castes range from the Scourhand
filth from the floors of the engine
Imbeciles (the ship's entertainers,
1ors and storyteflers), The officers
e and wear distinctive and

stherhood (who serub

chs) to the

ny o

Fvarious clowns, a

form their own ca

em out from the rest of the
dership, which repons o the
[ : their orders from
mapalke and Luncros. The captains believe
scond has survived
ick to bring anyone opposing It #o erial
proud, and sometimes they can come
regular skinmishes berween the
wers of the Wire over who gets
e their own bafiling raditiors
| masks of the Obeyers
soners) to the ritual removal

masks 1o mark

aste has its o

the officers in 1

ains

1 the caste system is the reason the Mk

for so lon,

Castes are insu

into bis

vwbulbs. All

ani

wod and pa

wyers and execu
mber of the Enginists {who maintain the
ngines). This Latter ririal & sadd 1o be born
ythological Enginist of ages past, the hemic
lone, who supposedly saved the Mysercond
disussemblage and ventation”.
are true void bom and live their whole life on' the
shipy However, since the cutes are not permitted to interbreed, the
ship necds new crew members from outssde 1o replentsty the gene
pool. Same older legends rementber the terrible “Age of Six Toes”
when a mad previous captin refised 1o allow new blood oneo the
Meserscord Crew who join from ousside—refered 10 s “dayfeet™—
both blessed and cussed. They are vaheble o the crevw and ane
grven the least dengerows duties, but on the other hand they can
never be reganded as troe members of the Misemiconds eoewe and ans
treated 2 cutsiders no manter how Jong they serve on the ship

ship's femg
of respect
Bessimer *
n “di
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LOCATIONS OF NOTE

The bridge of the Meericord i located close 1o the centre
of the ship, in one of its very oldest parts, where the walls
are covered in layers of faded frescoes depicting scenes from
orig-forgatien myths and tragedics in the vessels history. The
captains and the bridge office
raised area, known as the captain’s floor, which
sevies of omate and ancient flags which an
the work shifts. Gilded war banners atren
silvered mercantile pennants are disp
semember the origination of this o
though it may be down o the whim of lln. win
Eridgge uniforms and staff are changed from gobd (day) to silver
{might) as the bridge hands over fr I
2 work shiff) to anather, Subsidiary
who monitor the ship's systems, plot cowrses, n
ve-casters and so on. stand 10 the side of
By ancient tradition, these besser officers m.
unless specifically invited, Todo s is o r ove one's station,
an unforgivable and wreasonous act against dhe strict hierarchy
B command. Traitorous helmsmen have been thrown into the
wastness of space for such a decd.

The twins require an audience on the bridge at all times
band lots are drawn to determine which crew members must
L8pend a day in an area known as the watch court, From here
the watghmen are supposed 10 observe procedures on the
Bridge to ensure protocol. In reality, crew members. treat
| theic days on the court benches as i it were 3 theatrical
Most spend their time eating, commenting
an wvarlous officers of staring in wonder at the
paint of strict protocol that officers on the

command

helms, mann,

once they return to their normal work.

Key ceremonial decisions, like a course change, are
considered especially interesting by members of the crew;
and those lucky enough 1o have thelr number drawn on a day
when such an event is to occur will often sell their ticket o the
dder. Artending court on a false ticket s technically
» st regulation, but in practice most officers nrm
a blind eye 1o the custom. Visitors to, and passengers aboard,
the Misericond are often delighted by the arcane pageantry
of bridge acuivity, which they are free to observe from an

intrigued audien of course, be why the capeaing have
allowed this curious behaviour to develop.

Passengers on the Misericord stay in the Beyonder's
Hostelry, a sprawl of small but well-appointed rooms kept
by the Minions of Stewardship. The Minions have a number
of quirks including being forbidden to speak, so they
communicate through written notes (illiterate passengers
tend to have difficulty on the Misericord) and with rapid
sign language among themselves. The Minions decorate
the Hostelry with the hondreds of shiny or brighthy
coloured things they find, many of which ate left behind ¥
by previous passengers. The Hostelry is cramped :\;'ﬁ.‘
rathier dusty, and while they are obliging. the Minions have
a habit of getting things slightly wrong—most notably
the food they bring to pasengers always tastes bizame
It is possible that the Minions deliberately misinterp
requests 1o make sure that passengers understand they are
not a proper part of the Miserfcard's wou




<
% 1o be that because &
= alanced by
=
3l
=
=
<
| \»»
.2
m
@
ﬁ
o
=

I 310




POWER GROUPS

everal groups in the Calixis Sector hold power that
is mot restricted to one pls
the whole sector. These include t
Imperium, as well as the five Great Ho
a4 the Calixis Sector itself. Members of th
turn up on-any of the sector’s w
enough resources to make themselve:
sector's complex tapestry of power

THE ADEPTUS TERRA

portant group in
peritm, the

1ds, and

Adeprus Terra's members are respo for ensuring that the
Calixis Sector fulfils its obligations ering up

ks, manpawer and psykers, obeying
Imperial lrws and never harbouring the Emperor's foes. Lord
Sector Marius Hax is the sector governor and he appoints the
subsector commanders who oversee the various areas of the
Calixis Sector in Terra's name. Commander Hax himself answers
10 the commanders of the Segmentum Obscurus. Through this
connection, Hax can request military aid from the Imperial Guard
o6 Navy, or even the mighty Space Marines. However, unless
he has strong evidence that the Calixis Sector & in immediae
peril, his requests will not be answered. On a smaller scale,
Commander Hax could have considerable sway over many of
the sector's Adepts, such as members of the Adeptus Arbites or
the Ecelesiarchy. Thotgh Hax rules in a "hands-off * manner, this
influence is not to be underestimared.

THE ADEPTUS
MINISTORUM

The Ministorum is a powerful force in the Calixis Sector. The
area is sacred to Saint Drusus and is a destination for pilgrims
fiom many sectors around, with many of s most notable
places being religious in nature. Cardinal Ignato is energetic
i keeping up the numbsers of preachers and confessors active
in the sector and these promulgators of the Imperial word are
the most common adepts by far on most of the sector'’s worlds.
Many plancts have their own cardinal and these form the Secror
Synod, headed by Ignato, which rules on spirinsal matters
aifecting the Calixis Sector. Pious, Emperor-fearing citizens
sbound and pronouncements by Ignato or the Synod can be
disseminated by the clergy and reach the ears of the average
iitizen far more effectively than through any other means
The majority of citizens perform some act of worship
segularly, from trudging along to 2 dingy temple once a month
S0 nightly peayers in'a noble’s privare chapel. Most permanent
- places of worship are home to 4 member of the Ecclesiarchy,
“which means that the Ecclesiarchy's adepts are numerous
and strongly connected to the population in a way that no
other adepts are. On wolds where adepts are lacking (such
Secundus) much of the day-1o-day preaching is
]l, elergy, pious individuals trained and deployed by

e [mperium: o

ve Emperor’s word is not preached,
and the use of lay clergy

s observed. Sometimes

n drift away from the

portrayed as sacred

v lay preachers
locanthos,

truth Ignato and the

have to strive hard to maintain orthod

THE ADEPTUS ARBITES

The role of the arbitrators is to ensure that the Calixis Sector’s
worlds obey Imperial bow Most worlds have an Adeptug
Arbites presence and the arbitrators tend to be based in grim,
precinct-fortresses to remind the population of the unyielding
nature of Imperial law and 1o insure that there will always be a
defendable location for the Arbites 1o hold in case of widespread
rebellion. In the Calixis Sector few worlds aside from Scintilla
have a major arbitrator presence, and most worlds only have a
single precinct-fortress along with a few regional stations.
spite of this, the arbitrators are a feared force because they arel
loyal io nothing save Imperial law. Even a planctary governof®
can be arested by the Adeptus Arbites should he harbour the
Emperor's enemies o seek to throw off the yoke of Imperial
authority. While they are a formidable presence with great
autherity, the arbitrators can only act 1o defend Imperial kaw
and have littke influence beyond this

Lord Marshal Goreman is the most senior arbitrator in the
Calixis Sector. Goreman began his long career as an enforeer,
and his lack of sympathy for the desperate mass of Imperial
citizens borders on disdain. He sees no greater crime than that
of an Imperial dtizen abandoning his duties to take up amms
against a rightful authority, and he is known 1o personally
lead riot suppression forces on Scintilla, The lord marshal
demands regular reports from arbitrators on the sector’s other
planets, and s pessimistic in character, constanthy issuing dire
wamings about the Calixis Sector careering down a slippery
slope towards lawlessness and terror. Goreman sees doom and
anarchy in everything, including the activities of Scintilla’s
Magistratum. As far as he is concerned, the Magistramm are
part of the problem and he actively despises them.

Goreman has recently permitted the development of the
Divisio Immoralis, 3 small tskforce of arbitrtors whose
purpose is to collect intelligence on cult activities across the
Calixis Sector and explain 4 recent rise in unrest and acts of
terrorism by fringe cults The Divisio Immoralis numbers
only a few arbitrators led by the veteran, and rather burned-
out, Senior Arbitrator Kae Drusil, but they have considerable
leeway for their investigations and may turm up anywhere
In the sector.
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*On Scintilla, the Adeptus Arbites is based at the Fortress of
ithe Just, 8 massive rockerete slab that sits in the relentless desert
a short flight away from Hive Tarsus. It is here that Goreman's
‘headiquarters can be found, along with the training facilities for
the arbitrator cadess sent to the Calixis Sector, and the Sector
| Judicial archive. The Divisio Immoralis is based in a cramped
set of offices in the Archive, while Scintilla’s large pool of
enforcers trains regulacly in the bullet-scarred mock town just
outside the fortress. On Sepheris Secundus, the ar
are based ar the Isolatorium and are mainly concerned with
battling cults and mutant groups among the massive serf
populaticns of the planet’s mines. On locanthes, the Adeptus
Arbites’ presence is limited o 2 single squad of
an arbitrators stationed ar Port Suffering, ali
almost always o be found out in the Wasteland fol
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forcers and
they are
wing up
some new allegation of cultists or rogue psykers.

THE REDEMPTION

The Adepius Ministorum’s preacher:
wery deepest, darkest parts of the
another religious force brings the fiery word of

1o these forsaken places, one that ¥

reach of the Ade Redemption. Many consider the
Redempaionists to be
than the bandits, mutants or criminals. Vi

true terror of the underhives, rither
iolent zeabots who see
sin everywhere, the tactics of the R

they roam the underhive pu

fmprompuu st

o give up their

e-bumings, exhorting the fearful

iends and rels arifying fin
hing impas he intole
Emperor and the wicks anyone who does not sgree

with the Redemption’s point of view. The Redemption's
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masked foot soldiers are clad in' red robes and are ammed Wi
anything that bums, from lit torches 1o famers The @a
Hessed among them carry the eviscerator, 4 massive e
handed chainsaw, with which to momify the flesh of sinnes
Many Redemptionists are broken-minded souls who have &
everything to the violence of the underhive, and seek sl
ance in the religious hatred promised by the cule
t of the Redemption is strong in many dress &8
um and was probably brought to the Ciliss
alots making a pilgrimage to the Cathedral &8
fon. It is active on several planets, but its’ spinmss
intilla. The cult is organised into many Crussdes
matic deacon. Though the Crusssss
hey all recognise the authority of ese
on Ludmilla

operate independ
woman, the Arc

HOUSE KRIN

re “Drusus’s Bankers®, a very old and close-kas
nse fortune stems from offering bankise

They ane possibly e
the Great Houses sill 1o have a sector-wide presenss
rp in their criticism of the “new money” that hesss
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exercise enermus power i the Cubrss

e dypt Algty o the

agents in the Goldenhand in Hive Tarsus on Sci
smaller taskforces anywhere they can use thy
of accessible wealth (o make more money M.
gemain that House Krin must have a vault so

nd kieeps

amounts

nobles are
here filled
with animaginable wealth, and even suggest that the house's
senior members view this accumulation of gold with religious
awe, but if any of this is true, the location of the House Krin
sl is 3 closely guarded secret, Similarly House Krin's most
Smportant members rarcly deal with amyone cutside the house,
preferring to have lesser members deal with “outsiders” (a fact
that does litthe 1o endear them to nobles from other houses),

THE CESTELLE
ALLTANCE

The origins of the Cestelle Al
lie an the weorld of Re,
Hazero Reg
agri-world run by the Adm
adepts wer
by a meteor impact, the small feuds
kingdoms took over the mansgement
of their world, By the time contact
with the Imperium was re-established, it was clear that the
alliance of indigenous peoples was minning the agri-world more
efficiently than the Administrarum, and the natives of Regulus
were left 1o their own devices as long as their tithe of food was
met. From this string of events was born the Cestelle Alliance,
the unified people of Regulus, who sent members to other, less
promising worlds and ransformed them over the following
decades into fertile agri-worlds in their own rights, passing on
enormous tithies to Sector Governor Hax's povernment. Slowly,
Salmoat without the other Great Houses knowing, the Cestelle
Alliance amassed the wealth and power to make them the equal
of the other sector houses.

The Cestelle Alliance now controls many agri-worlds in the
Calixis Sector. It has not escaped the notice of Lord Sector
Hax that the Alliance, if it wished, could cut off food supplics

Ay

but when the

o ransom. To keep the Alliance fismly
0 the Imperial side, Hax has appointed Egoyan Cestelle as
of the Adrantis Nebula and continues to permit
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the Alliance rights 10 its agri-worlds. The members of the
Alliance must walk a curious tightrope between maintaining
the traditions of their home worlds and kingdoms. and
acting like fully recognised nobles of the Calixis Sector. The
rraditions of Regulus include facial tattooing (with the higher-
ranking nobles sporting extraordinarily intricate scrolbwork),
Incinerating the houses dead on funeral pyres and praying to
the Emperor in the raucous manner first aught to the people
of Regulus by Imperial missionaries

The Alliance pamicipates in the sector’s games of politics and
etiquette, even though it is considered little more than a gang of
primitive yokels by mest other nobles, but they are very reluctant
16 allow atry interference on the plancts they control, cven resistin g
wisits by adepts to their agri-worlds. Those few who have gonel
to a Cestelle Alliance world have sometimes 'r|u'|nd wide qﬂl

1 34 of crops
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THE DEVAYNE

INCORPORATION

The DeVayne Incorporation is an unusual
sector house thar was originally a large
and  powerful religious order. The
Sepulchral Brotherhood was a movement
of the Imperial Creed that trained laymen
in religious matcers. Specifically, it sent
out emissaries to the most downtrodden
masses, to preach to them how they
were blessed 1o have the opportunity to give theip
lives in service to their Emperor and how they should
be grateful for the decades of backbreaking libotie
that made up their future. The Brotherhood grew in
popularity and was originally a valued part of the
Adepius Ministorum, but a distance grew between tl‘! 1
Minist and the Brotherhood's army of fay
who had become the only religious authority in mnﬁx
areas. Several centuries ago, following a d




the Synod Calixis, the Ministorum withdrew lis adepts
and demanded that the Brotherhood cease preaching.
The Brotherhood abandoned its religious functions
in the wake of the “Sepulchral Schism” but it did not
disappear. Instead, it tock advantage of the hold it had
over the labourers of many worlds and its lay preachers
became instead members of the newly founded DeVayne
Incorporation

The DeVayne Incorporation bases its wealth and influence
on the lbour of those same hordes of menial workers
(referred to by the Incorporation as “thralls”). It owns the
rights to millions of lives in places such as the lower forges
of Gunmetal City. The Incorporation is the single bigpest
purchaser of serf rights from the crown of Sepheris Secundus
outside the o
the labour of DeVayne's thralls allows the Incorpo
amass wealth and influenc
raw materials. they often come from mines, ficld
managed by DeVayne thralls. The Incorporation is fan
for the small army of clerks it employs to keep it
of its thralls. It is said that every single thral
DeVayne's records and that the Incorporation has contracts
with mercenaries and bounty hunters whose job is 1o bring
back runaway thralls. DeVayne's houschold troops, veterans
of serf u
when they lend their streng
and protests in which thralls are involved

Though the Sepulchral Brotherhos
dead for centuries, the DeVayne In

barons and on dozens of other worlds,

another G House

isings on Sepheris Secundus, are famously brutal
to putting down rebellions

thave a strong air of religlosity about

1 amaong the
unique among the Great Houses and one which elicits g
suspicion amongst noble Families who do not
base peasants can rise to become members of a G
The Incorporation’s members consider the thralls 10 have

nderstand

t House.

no value except in financial terms, which mystifies observers
considering mest of them were once thralls themselves
Cymics insist that the Incorporation must still have some
religious purpose at its heart to command such devotion
from the same people whose lives it made a misery
Certainly DeVayne's organisation, with its
divided into ™ )
business, res
can be evangel
help the people «

ich responsible for an area

ious body

out the

Imperium fi
low man. These im|

ne thralls that
for the good of the Imperium but
sector nobility. The low-born nature of the Incorporation’s
members means that they are treated like pariahs by
most noble houses, but none can deny that the DeVayne
Incorparation is one of the driving forces behi the
economy of the Calixls Sector. The Adeptus Ministorum
harbours a deep mistrust of the DeVayne Incorporation and
many of its adepts believe that the Sepulchral Brotherhood
is alive and thriving among the Incorporation’s leadership,
intent on spreading some form of religious corruption. The
Incorparation’s colours are dove grey and its symbol is an

0 ha

ey are working
re less welcome among

THE MACHENKO
DYNASTY

The Machenko Dynasty, an extended

family organised along stricthy

hereditary lines in the manner of the

old houses, is the most mysterioss of

the Great Houses. Seventy-five yeam

ago the dynasty's parriarch, Lo

Scelestes Machenko, was accused of

witcheraft, heresy and impiety, and

burned at the stake, The dynasty fell with him, its estates
invaded by rival families and its wealth confiscated By
the Administratum, The dynasty spent the following
decades rebuilding itself, and its members have kept it
record scrupulously clean since the Machenkan Pirge
Although a dark shadow hangs over the dynasty because
o ane has ever been able to find evidence of

he dynasty's return to power. The source

the dynasty’s wealth, with which it funded its retum
Great House status and currently plays the great pames
 noble politics, is a complete mystery and the source
of the darkest of rumours, Certainly the dynasty owns &
s to tracts of land, bot
seem 1o control any agri-worlds or factoris

great deal, from hive spire est
it does n
with which to make the money it o clearly has. Whes
questioned about the source of the dynasiy's capital
Machenkan nobles reply (with impeccable politeness)
that they keep their own counsel about such matters.

The members of the Machenko Dynasty have turned

iquerte into an art form and house scholars compile
great volumes of etiquette, which Machenkan nobles
carry around with them by means of a lectern-servitos
So complex are the dynasty's ritualised greetings and
forms of address that nobles from rival houses' often
claim they are some kind of sccret code, In any case
the Mache
their house with charm and politeness, and withour
exceprion make for gracious guests and accommodating
hosts. As dark as the rumours about them may be, few
nobles wen down an invitation from the dynasty The
Machenko Dynasty's symbol is a ringed planet and fts
house colours are a deep blue

n nobles dismiss the great mysterics af

THE SKAELEN-HAR
HEGEMONY

Skaclen-Har is a massive corporation
founded on a ser of comprehensive
philesophical  principles.  Known
as the Concordium. The Skaelen-
Har Hegemony is a vety powerful
and efficiens heavy manufaciuring
corporation with concerns acro:
Calixis Sector, including hundreds of factoria in
Sibellus and Gunmetal City. One of its major produces is
spaceship parts and the Battlefleet Calixis in particular
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AOLDAS SIX

THE CALIXIAN
CONCLAVE

he branch of the Inquisition that warches the
i known as the Calixian Conclave. Overseen by Loed
Inquisitor Caidin, its High Council and Officio are based

inl the Tricom Palace on Scailla. It b i

a grim forified ouspost ¢ i

highly populated pla

by the rank Planetia Inquisi

councils that resemble the High Council inministure. The Calixian

i s disposal, bus

lixis Sector

Conclave has troops, spac
its most valuable ¢ rs themselves, who
possess skills and 1
Imperial ci -
sector and there its jurisd

It should be nului that, despite the ;::n Caidin
and the II “ouarn ian Conclave

ls, set on

amilies in the

itors of the

Pone ancther or pursing their goals in s

as playing pécces in games of superioricy 'm i the Calixian
Inquistors are noble and pious, & '|n|\|.||\<\: Tmperial values, othe
’|\II||\|I-|> or, as a P

one of them could be

are more
miest nedoriows villamn. Caidin and the High Ceuncl <I<\ }
1o keep the scattered Inquasitors

bur sometimes they have o arbé

THE TYRANTINE
CABAL

he Tyrantine Cabal was commissioned many years s
in response 1o the dread prophesy of the Tyrane St
vwi as Tyrantites or Spectarians (o
re dismissively as star gazers), for they are charged with
pparitions of the spectral sun and the influence

rant Star. The Tyrantine Cabal is based &

a1 bleak fortress ol' .\gr-polisikd black

ts members are k

e Bastion is |\p|\.3l of the Inquisition waystations and Iu.
riresses peppered ss the sector. The Spectarkans weee
anted sobe discretionary use of the Bastion Serpentis at the
ception of their cabal, Loed Sector Hax, Chief Astropath Xiss
and a few others and those who do nes
0 e moon by dire warnings about geologics
ed Inquisitor Zerbe can normally be found at the
1 e chamber that he
5 W ||h .|I| the cabal's ||I\[|m|k'r\
eir activitie
These e i ch a venue for
cniemies 3 a forum for exchanging inte!
SECtOr's various rhr\.un and power gro
threat of the Ty
ector, the membership of the cabal is not formally fixed, Some
= Calixis Sector fos
ity {although they do no

sitors, those |

y m u.«| Oth quisitors might join on 2

ation elsewhere b
secting the Henet
y come 1o lend their support wh
al's most .-wpcrlr'lud Inquisitors
med Spectarians, bus
with Zerbe's blessing,
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Komus,
THE
TYRANT STAR

The so-called Tyrant Sear resists casy interpretation but
certain key facts are evident.

omus is described in a doom
speaks in apocalyptic ter
engulf the worlds of man and ult

devour human civilisation, The en rhness will
be preceded by signs and portents, so-called herald
events, thar will gradually transmute human minds
and make them ready to emb the darkness. Many
Believe this 10 be an obvio sion o a rising of
Chaos and the warp, though this explanation is far from
universally agreed. There are many considerable threats
in the galaxy. The prophecy could as much apply to
the Tyranids (scholars note a repeated use of the word
“devour” in the prophecy text) or the Eldar as to the
warp. However, given the warp's manifest ability to
uncreate and mutate reality, much weight s given to
this idea by the Tyrantian Conclave. The actual text of
the prophecy is secured in the archives of the Bastion
Serpentis, and Zerbe only allows a very favoured few to
examine the complete transcript

In speaking of the herald events, the Propheticum
Hereticus Tenebrae, as the manuscript is called, makes
many references to "Komus” or the “Tyrant Star”. Komus
1% said to be the harbinger, a portent of the encroaching
darkness. It is said to be a "black sun” or a “halo of black
flame”. This preternarural harbinger is represen
anholy rune, best described as a clawed bird's faot
rune has resisted specific translation and no previous
occurrence of it has yet been found

Zetbe believes it can be no coincidence that the
Calixis Sector is fraught with a curions, recurring
phenomena: that of the “Spec Sun”. From time
o time—no specific period  has  been
identified—a monstrous “black sun” maiching the
prophetic descriptions has mysteriously appeared in
warious locations throughout the sect

No two appearances have been quite the same but

Cthe pattern of visitati with lintle

warning, a ghostly star apparently emitting black
flames and esoteric, unk radi . 5p Ty
materialises in a planetary system, shines malevolently
for a few days, and then, just as mysteriously, vanishes
without trace. The visitation is accompanied by psychic
disturbance, geological upheaval and socielogical

- problems, including mass rioting and unrest

Mostoften, the Spectral Sun actually cclipses 3 system’s

Star, a5 iF possessing it, causing consternation and

oic on the orbiting worlds as their sun goes black.
-

However, the Spectral Sun hag also on occasion appeared

less directly—a strangely bright star at night, 3 phanfom
corona around a moon—before disappearing.

Mo astronomer has successfully explained the eerie

non. It belies human science and has thus

»te investigation. Iis visitations cannot

al believes that the

n is the Tyrant Star, Komus,

s various descriptions in the

the Tyrant Star is the ghost

ar body in the immateriam,

h the worn fabric of space. Others

age, 4 warp-space star that is

g to find a

yrant Star

is an artificial body, driven by xenos engines and

o realspac
way through. Yet others claim that th

mechanisms mankind cannot el

Whatever the truth, the phenomenon is a fact It
has manifested eighteen times in the Calixis Sector
during the last century. Every single visitation has
caused public unrest and geological instability. Where
the Tyrant Star appears, carthquakes and volcanic
upsurges follow. A world will experience a violent
period of upset and revolution prior to its appearance,
Many more psykers than usual will be born or become
active. Mutation will occur, These things will usually
take place in the two or three months leading up 1o a
manifestation

Signs and portents will be widespread: these general
are a matter of birthmarks, odd runic sigils appearing]
upon walls without explanation and the rise of fanatica
cults, Some sources also describe premonitory half-
sightings, Mleeting glimpses of the black-flamed sun in
mirrors, pools, puddles or even on the surface of wine
or water in drinking vessels

Mass panic and insanity precede a visitation of the
Tyrant Star. No one has been able o explain how
it appears and covers a system’s natural star with its
noxious black smoke. Sometimes, disorder and civil
unrest lead 1o nathing and, for all the portents and
cues, the Tyrant Star never actually appears, though
this may be because it has manifested in a way that
is hard 1o detect. On at least two recorded occasions,
the Tyrant Star has appeared merely as a distant star
above a world, no larger than a morning star, instead of
cclipsing the local sun

The Tyrantine Cabal believes it is 4 vital part of its
wark to trace and investigate these visitations, and to
actually be on site to witness a manifestation. Zerbe
hopes that important data may be gathered during a
genuine sighting. In the seetor ar large, the visitations
are a matter of myth and rumour. The Inquisition has
carefully suppressed any official confirmarion of rhe
phenomenon




INQUISITORS OF THE
TYRANTINE CABAL

Lorp INquisiTor ANTON ZERBE,
Orpo HERETICUS

Anion Zerbe is the commissioned leader of the 'Iyr
B position he was u,'um\. by l
He does not
doctrine of th

s the frequent r
of the cabals Inquisitors Zerbe once roamed the Impe

s
rium
secking out cormuption and incompetence amongst the Adepta
but he is now dedicated to his role
his impassive golden mask and magnificent
and he seems perfectly an home on the throne of the Bastion's
avdience chamber. He is not an easily
always remains distant from those

Zerbe is even-handed to a fault, refusing in all cases to

ferbe is never see

approachable man and
ound himm.

support one Inquisitor over another, no matter how grave

an accusaion might have been bros
muotivation is pre
that the group ¢

ing strife within the
do its holy work. He believes that if any
one Inquisitorial faction within the cabal was to prevail, the
SECTOT ~would be doomed. If the
Recongregators got what they wanted, the cabal would de
into anarchy. If the Xanthites prevailed, Chaos would corrupt
the work. Even the Amalathians, if they succeeded in their
aims, would drag the cabal into a miserable malaise, Zerbe

-the Imperium itself even

the others in the Calixis Sector, so that the Hereticus Tencbrae
might be averted. Nothing else maters. He will even go as far
a5 1o recruit acolytes of his own to foil one of his Inquisitors’
plans. In addition 1o his political skills, Zerbe is a powerful
psyher, although this fact is not generally known within the
cabal. Zerbe keeps his psychic lents in reserve should he be
1o vanquish a particularly dangerous foe personally,

objective is 1o prevent any one of these factions overcoming

WitcH FINDER RYKEHUSS,
Orpo HereTICUS

Rykehuss is the terror of witches, a man for whom everyone i
guilty of something and the only punishment is death, To him
the Calixis Sector is 1 cesspit where witches breed like fiss
and the honest, pious Imperial citizens are besieged by sin os
all sides. Rykehuss's bouts of volcanic anger and impassioned
sermonising are well known ar the Bastion Serpentis, and e
constantly exhoris his fellow Inquisitors to descend on all the
sinners 1o purify them with rightecus flame or condemn thes
to damnation. Rykehuss wears ornate, heavily customised
armour gifted to him by the Adepus Mechanicus after he
sought out a witch cult on a forge world in a nearby sector
and he is an expert with a veritble armoury of weapons
The witch finder’s methods are simple. He descends on
panicular city, sees depravity everywhere and immediately
sets up 3 Court drdeals where pious citizens bring accused
members to be tried. When Rykehus
hears of a particularly foul heresy being perpetrated somewlhers
he gathers all the torch-wielding backup he can and
there, trusting in his meartial skill 1o Ilclp him pat the
¥ Fykehuss’

neighbours and

sinsiers to desth p
consider him a hero, |l|||rr\. a butcher, and both are nghl May
innocents h

died at Rykehuss’s hands bat so have many rogue
peykers and cultists. Rykehuss, however, is not as crude a man
methods would suggest. He knows that he cannos kil a8
the sinners, but his bo
Imperial citfzens 3
in their midst and b

as

bastic and termifying style ensres tha
onstantly reminded that there are thress
tger threats waiting o punish them for

wetknesses. nnocent deaths, while regreetable, ane 2 smal
ay fior Rykehuss to spread the fear duat helps suppress
ties of witches—and in any case, the Emperor soms
Rykehuss is obsessed with the notion
e widespread activiy of witches in the sector that s
bringing on the doom of the Hereticus Tencbrae.

them all our in the end
that it &




DAEMONHUNTER AHMAZZI,
Orpo MALLEUS

He is a grizzled and ancient ve
fundred years old, whose ¢
Titan to the very edges of the Imperium, huntir
Dacmons and the cormupt he
Now all but decrepit, he h,
#0, a5 he puts it “bask in tf
and learn its secrers”

ns who s

A long career has left Abmazzi intensely ey
pessimistic. He has come to beli he Em
dead, Chaos cannot be stopped and the humar
doomed. The Imperium, Ahmazzi believes, is a grotesg
symptom of the fact that the hur v
living through its inevitable and drawn-out extinction
He has dabbled with Radicalism in his career, even
being declared Excommunicate by Puritan colleagues for
seeking out Daemonic knowledge but no one in the cabal
other than Zerbe knows this. Ahmazzi has no friends
and does not particularly care what people think of him,
angrily refusing 1o tell any stories of his astonishing
‘Dacmonhunting carcer, although an acolyte who displays
~great courage in the face of a Dacmonic foe might win
Ahmazzi's grudging respect. Ahmazzi was a marially
minded Inquisiter in his prime and secreily would love
nothing better than to mount up on his mobile war pulpit
don his armour and take up his Dacmonhammer to ride
into battle once more against a horde of Daemonic foes.
He believes that the Tyrant Star maybe the harbinger of
man's inevitable doom and he wants to be at ground zero

xs the great day when it happens.

race {8 curr

INQUISITOR ASTRID SEANE,
Orpo HErETICUS

A formidable woman, Inquisitor Skane cxodes She Sough
authority of a seasoned arbitrator T

corruption. Skane is a striking woman with a &2
face who wears her hair regulation short She
dresses much as she did when she served as an ar
Scintilla, in a black uniform and body armour, and is ran
seen without her shock maul and shotgun. Skane respects
those who respect her, treats her more skilled acolytes as
equals and has little time for pomp and appearances.
Skane follows the Recongregators' creed, which states
perium must be reformed radically 1o reduce
the suffering of its people and thar the Inquisition i the
only body with the autherity and skill to reform it Skane
used by corruption
sses. She developed a particular hatred
shles whilst serving as an arbitrator and has
that through o her work as Inquisiter. Her
, therefore, target corruption among the nobility
and the Adepta, including the Adeptus Arbites she once
e where the Imperium is
down and justice is the rule rather than the
ises thar she will not live to see it. She
fights for what justice she can and hopes that others will

served, She d

ed upsi

follow her to carry on the banle. Skane is convinced thaty
he Tyrant Star can only be appearing due to some form of
summons. She believes there is a powerful cult at work ind
ying sorcery to call the Tyrant Star down

hat is a cult she would very much like to
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Rarely seen ot the Bastion Serpentis, Van Vuygens represents
the Ordo Xenos in the conclave. He is a quictly spoken man

Slender, bespectacled and dressed in an archivist’s robes \'m

some of the
ct and

Vuygens does not cut as imposing a figure
cabal’s more dr

strength of will

still rerain his hus e the human and Daemonic
thieats to the other Inquisitors, focusing instead on helping
provide the lmperium with its chief weapon against the alien:
an understanding of what the aliens want and what they will
do 1o get it. Though Van Vi
aliens, he does not trust them and would never fraternise with
them. He has not studied a sin, ien species that does not
pose some threat towards the human race.

A disciple of the legendary Inquisitor Kryptmann himself,
Van Vuygens is in the Calixis Sector to watch for the signs of
a Tyranid hive fleet invasion from beyond the edge of charted
space. Kryptmann has theorised thar the earlier Tyranid frvasions
of Imperial space have been testing the Imperium's defences and
that the next imvasion will com : d quasrtes, Van
Vurygens has seen nothing that proves that a Tyranid invasion
is impending but there are certainly plenty of other signs of
allen influence among the worlds of the Calixis Sector, from
anciend cyclopean mins o disturbing similarities between the
miythological cycles of primitive worlds. Yan Vaygens is cument
piecing together a picnere of the alien civilisaion that once
infxabited the very edge of the Calixis Sector’s space and he does
not like what he sees. He, naturally, subscribes to the view thas
the Tyrant Star is a matter of xenos origin and has grave fears

gens secks knowledge about

Inquisitor GLoBUS VAARAK,
Orpo HEreTICUS

Severely wonnded as an Interrogator while boarding
pirate ship, Vaarak's body is broken, scarred and blosted
s legs were amputated and he moves by means
a robust mechanical vehicle with mechanical legs and &
inbailt life-support system. His face is horribly burned and
pockmarked, with tubes running from his nostrils and mowss
One arm was also lost and has bees
replaced with an obvious bienic limb Vaarak's clothing in s
ribbed black bodyglove that barely holds in his enormess
girth and which incorporates cooling and regulating devices
to keep him alive
Vaarak is an Amalathian who believes that the Imperium.
as grim a place as it {s, must survive in its current stage &
the human race is to continue existing. He therefore secks
out sedition and rebellion in the Calixis Sector, mrying s
maintain the careful balance of its power groups. Gives
that he cannot operate in the guise of a normal citizen e
adept, Vaarak must conduct most investigations through
es, of whom he has several teams. His methods
are subtle and moderate compared 1o some of the cabals
e would prefer that the Inquisition’s
hand was not obvious, and encourages his acolytes to avold

his acol
other Inquisitors, fo
open conflict and violence as much as possible. Vaarak has

ab and self-deprecating s
t judge of character. Many of the conclave’s new

nse of humour and is a8

generation of Inquisitors will come from among Vaarak's
ins in favour. He has joined ¢
tarians becanse the Ty

||\[L|r;|'.|[u.> i he n
t Star represents a
abilising threat to Imperial society,




great Ordos. She originated among the Calixis Sector's

nobility and sill favours magnificent ballgowns and

elaborate wigs, which would not look out of place in

ballroom of some governor's palace. Beneath the

her piercing, ice-cold grey eyes betes

intelligence. Some say she was originally an In

in the employ of Lord Inguisitor Ze

any obvious familiarity shown

Olianthe is very difficalt to k:

befriend. and manages 1o suggest tf

her ix her inferior without 2
Secretly a deep-seared Radi

Litvaanian and believes that for

stronger, it must be exposed to war

Calixis Sector, 1o her way of

tually staring i
I, Lady Oli
n to become

astrophe. The

Chaos cultists or the mutants she p

Lady Olianthe is also constantly on the lookout for ways
1o manipulate the power structures of the

towards strife. She intends to do this by subtly coaxing the
sector's leading noble houses towards conflict or rebellion.
She is willing 1o pursue this agenda personally, treating
her acalytes as little more than intelligence gatherers whe

INQUISITOR SOLDEVAN,
Orpo HERETICUS

A handsome man with skin the colour of cbony and a
taste sing - mil dress uniforms that only
and authority, Soldevan was
employ of Witch Finder

his master'’s extreme
Rykehuss after attaining

es that knowledge,
protecting humanity

methe
the In

he would ever
€ gource

sufficient

an wants
out the

o bargain with
mbat the enemies of
ot quite chose to his goal and has

needs 1o

idden romes in his possession thar, with the

5 and rituals, will summon forth powetful

him to negotiate with. He is always secking

wiedge or artefacts of the warp, either capeured

ing the cabal's operations or purchased at extortionate

es from unscrupulous dealers in forbidden relics.

mewhere during this process Soldevan has lost his

ity and replaced it with absolute conviction that the

warp holds the secrets of humanity's survival. He believes

Tyrant
he warp.

that t presents a vital conduit 1o secrersy




Inguisitor Vownus KAeDg,
Orpo Herericus (Xenos)

Enquisitor Vownus Kaede is:a noted scholar, philosopher and an
optimist. He is also a skilled swordsman, irmeverent scoundrel
and a self-righteous reprobaie. Named afier the rogue hero
of Catuldynus’s epic verse allegory The Once-Pure Hive, Kaede
has spent most of his life living up to his namesake’s legacy
Originating somewhere, “East of Sol and West of Macragge”

Kaede signed on mrh a free captain at a 4 young nd has
never looked tion 1o Inquisitor
status are hazy .ls.‘i change every time he rells the story. The

. The details of his

only point thar remadng consistent is that he was once 2 men
of the Ordo Xenos, before finding his true calling as a Witch

been a respected member of the cabal for over a decade.

Though he is ly of Pu
skilled psyker who fanas
the human race and is w
atrocity in order to safeguar H
acoly .|||J\ he employs spend a great deal of time travelling
between C

it leanings, Kaede is a

future of

licves in the p

g to casually commit

d the martially inclined

s subsectors chasing down rumours of
hidden witches. Kaede absolutely detests Ryket
and takes a great deal of pleasure in spi
young psykers out from unde

04S SIXIIV)) 9],

ugs'’s methods
I promising
he Witch Finder's p
Inquisitor Kaede appears exactly the way Imperiem ci
picture 3 Witch Hunter, From his wide-brim

d hat, to his

Inferno Pistol, 1o the ancient short-bladed

Slight Jest™ that he bears at his sid,
Fippearal

vishes

ere is no mi
and what it implies, which s exactly what Kaede
To Kaede, the
mystery 1o be unlocked

cy i a delicious

Inquisitor Ar-Susaar, Orno Xenos

Recently elevated to Inguisitor status after serving
as an Interrogator in the service of Inguisitor Vas
Vaygens. While Van Vuygens combs the very edge of
Imperial space for n civilisations, Al-Subaai's role
ch for alien influence in the populated worlds
of the se the youngest Inquisitor in the
cabal, eply pious, and he looks s, usually
attending gatherings in 2 monastic habit worn oves
sturdy, pra al carapace armour.

Al-Subaai believes that everything in the galaxy &
connected and that the various alien species and thels
depredations are of a larger web of hostilig
generated by the galaxy. The galaxy, Al-Subuai believes
is reacting to human occupation like & body reactisg
e ase. To him, aliens (as well a5 all creatures of
rp) are symplams of the galaxy's :nmny mwauh
mankind. Al-Sut therefore ad: the d
of all aliens, especially those who influence humins. He
considers his remit to cover not only alien-influenced
cults and corruption, bat also the trafficking in alies
creatures and their technology. Anyone dealing with
aliens or their artefacts is an enemy of humanity and
nothing gives Al-Subaai greater satisfaction than to hum
them down and subject them to whatever punishment the
cabal decrees, To Al-Subaai, the Propheticum Hereticus
Tenebrae is the handiwork of alien manipulation.

is 1o

the w




OTHER SECTOR
WORLDS

here are many worlds within the Calixis Sectar,

From the stretches of the Golgenna Reach o the

dim coldness of the Hazeroth Abyss, there are
many types of planet inhabited by man, Some, such as the
Hives of Fenksworld, are well known to the Imperium,
‘whilst others are all bur lost, faded from Administratum
maps or isolated by warp storms. All have the potential
0 harbour miscreants, heretics and other, darker forces.
Unlike many folk in the 415t Mille
well find themselves ranging far and
i the course of their dutics

um, acolytes may
e across the sector

41 PRY

Pry is a gas guant, with a dingy Imperial station in orbit,
Sesignated 41 Pry. The station is amous supply point
and a sear of illegal activity. Ghostfire pollen is available
Bere, at a price, if you know who to
such questions will get you killed rather swiftly.

88 TANSTAR

A Navy depot on an outlying colony world (seventy cight
million population).

K to. If you don't,

ACREAGE

A feudal world with sub-Imgperial tec
¥ continents in feudal demesnes ruled by des; fords.

BARSAPINE

Small Imperial hive world (popalation two billion) in the
Adrantis Nebula. P

Revels, marked out across

mary exp

: cogitarion cells and po

- CLOISTER

"This Inhospitable world is the site of a mendicant order

whose fraters occupy a vast bastion. The bastion is said 1o
B have been built by the Black Templars, during Angevin's

Erusade. Woe betide any inhabitants if the Tem)

80 claim their property.

DREAH

Whis sgri-world is noted the sector over for it grey skies, soil
Plnts and waters. Dreahans are notonously dull, with pallid,
goeyish flesh and a sullen look 1o their faces. Traders are able
80 make barge sums selling cxotic dyes to the Dx'.hans. More
msvolry have found a et foor hualk
-8 Drecahans are pimcuhrh' fond of the bright \o.o-ur\s
‘sulwtances make them see The planctary governor s

to crack down on this trade, with little success

DRUSUS SHRINE
WORLD

Also known a5 Sentinel, this planer stands at the fimward
limits of the sector and s dedicated as a holy shrine world
to Saint Drusus A barren world, dominated by bleak dust
bowls and salt-deserts, it supports, thanks to the Chartist
ships, a population of pilgrims who maintain the shrine: a
five thousand metre tall ssructure of ouslite and rockerete
located in the southern hemisphere. The shrine is the only
significant artificial structure on the planet. There, high up
in the draughty reaches of weathered stone, burms the eternal
fame of Drusus, ministered to by the flocks of pilgrims,
maost of whom come to Sentinel o die. The standard of
living is low on this bleak world and there is no system of
government or order apart from the rubrics of the Imperial
Creed. Ouiside the shrine—"beyond the shadow” as local
slang has it—Ilife is a fringe existence, fo say the least
Endless, waterless deserts of dust and calelfication strerch
ry edges of the planct, Jettison collectors and
scavengers may be found in the vas sali-licks, but they are
transient. A well-supplied man might last twenty days in the
barrens of this harsh world

However, Sentinel is 3 world thar draws visitors and
explorers. Foremost are the pilgrims, those wishing 1o abase
themselves at the foot of Dirusus’s shrine. For many, this is an
act of sulcide. Voyaging to the shrine world is vastly expensive
and passage is hard to procure. Even if you get there, there s}
no guarantee of a return ticker. The licks beneath the shring
are littered with desiccated
sometimes in a thick carpe

out to th

It is said that in the

d visions and ansy

d lying in hc.lps at |Iw end
of long footprint 1ra i has never erased
“Wialking into silence” is what the shrine priests call this
behaviowr. Rumours suggest that, ar the point of death, the
silence speaks back to the true of hearr.

Other rumours make mention of 2 xenos race living on
the shrine world. Certainly there are several species of
lustrous bug and beetle that thrive in the desert, drinking
dew off theirarmoured carapaces every dawn. The rumonrs
talk of an ancient, insectoid race called the W
which lives, shelters and breeds in deep tunnels under
the dry earth. Far from being an animalistic species, the
Whisperers—if the insane rantings of a few, surviving
silence walkers can be trusted —are a complex and anclent
culture, tunnelling under the cruse of Sentinel and only
occasionally crawling to the surface. The Whisperers—so
named because of the brushing sounds their giant wing &
cases make—are said to hold great truths and secrets
about the cosmos, which may be leamed by the awaéss
and the capable. No relic or evidence of the W'hhpem:
has ever been found.
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DUSK

“The feral woeld of Dusk is noted for the extremse hostility of its native

‘ereatures. “A walk on Dusk” has become 3 bywoed for hormitde and
painfisl death amengst certain Rogue Traders and Chartist capsine,

ENDRITE

The degenerate medieval populace of this place worship the
ruined holk of an Imperial battlecruiser. It is not chear when
this vessel crashed upon the planer, or what technological
level its people were before the disaster,

FEDRID

‘The thick forests of this feral woarld are so dense and so teeming
with dangerows camivores t <5 i forbidden without 2
Beence. Fedrid isa fa ¥ d thaose indiv
procuring aninals for the In

v hive world 10
the Ipcnlmn of a subse;
s suggested that many cu
influence on the Fenksworld population befiore ¢
dominant worlds like Scintilla and Malfi. Cults and cul
certainly fester |
ibrary of Knowing, one of the s
fources of data outside the Prol systen
nowing's most significant astribute is that it is run under the

Fenksworld's most notable feature

st comprehensive
The Librmary of

ordination of the planetary LI\\l'mf‘. and exists outside general

Imperial jurisdiction. The Calixian Conclave b

{subtle} attempis to close the Fenksworld libra ary down, d

1o its es ¢ contents. T1

ade sever,

» library remains a “family
enterprise, overseen by the planctary governor’s family, the
mercurizl Howse Vashkon

GANF MAGNA

Despite many purge efforts, this forested wilderness retaing
several pockets of Ok infestati
invasion. They exist as small, wribal units of monsters in the

lefi over from the last

dense forests. The Impy ers, mainly r farmers,

wage a constant war with them

GRANGOLD

A dcad world on which stands— o, mare appropriately; survives—a
single temple o Saint Drusus, despite the ferocious elemental
squall. The temple & staffed by two ancient dreadnoughes of the

Iron Hands Chapeer. The hazardous environment and volatile staff’

make chis 2 dangerous shrine to approac
“on Grangold, the saint answers all questions™

HEED

ough i ts said that

 Adead world and a banle site of Angevin's Crusade. Renowned

the nerious firestorms that pepper its surfice.

KLYBO

a\n extinet world, where the muins of 2 kst mbny poke

Klyba's harsh i

it. The sector fleet maintains a waystation on a maoan in chose o

Klybo has become proverbial over the years, indiciring
worthless or doomed effort. “Irall went like Klybo® or *1 tried s
best, but | had a day on Klybo™ are comman sector cuphemisms

Klyba attracts prospectors and tech-archaeologists It i nisiomss
that fabulows STC finds are hidden on Klybo, remmants of s
colonial antempts 1o sextle the world. Several myths report “walkes
monsters”, akin i Ambulon, sill striding the wasteland:s No o o
conclusive data has yet been obtined

LANDUNDER

The limp, untrustworthy: planctary ensst of Landunder floats freeh
on & deep chemical ocean, The colonies here are built 1 clisg
undemeath the plnctary oust in aspension. There ase cighe

ging” undercities, containing almost a bilbon mhabitnts wis
rade deriving from ocean-depth mining and chemical et
{processing plants that exploit the curious mix of oceanic chemicis

THE LATHES

A trio of quasi-worlds at the hem of the Malfin subsector, the
forge worlds of the sectos, rivalling

mmetal City for weapons manufacture, The thees

ids, Het, Hesh and Hadd, enjoy an imegular orbdt amund

their star, intersecting to produce events of hyper- -gmaviry. A sach

istry goes into frantic production, as the mmm\r:p.’;c'

ational urges of the passing planctoids
Is and J,hm Lathe-world bhdr:i. are f:mc-

e-world ammunition. These so-called ‘1“}.-
are expensive and rare, and offen purchased singly, The
they can do to flesh is asonishing, Blades producss

under gravitic circumstances on the Lathes are considered bl
special. Lord Hax owns a mpier of Lathe origin, presentes
him ln- Magus Lol Rho, emissary of the Lathes at the cous
is rumoured that King Shull’s sword is also 2

|I|\L‘fl1|k.lHl tongue of Lathe manufacture,

The workforce of the Lathes is surprisingly small bur a8
those boen and bred on those oddly tangling planetoids ame
meaty, squat and powerful in their demeanour, and baile wish
heavy bones and mounds of flesh.

The Lathes are held in the fealry of the Mechanicus of
Mars, and are 3 secretive, closed environment. Visits requite
special permits and authority, and the Lathes are protected by
a fraternity of warrior priests, whe can call upon the pawer of
Titans if the circumstances demand.

LEHYDETEN

A pleasant, potendially arable woekd, which s penerally
unpogulated. Angevin's annexation surveys identified Lelde
Ten as a colonial target, but all nmpumhdmm

hechen the warld h &




lictered with the dug-in, dormant hulks of Imperial land-makers.
No one can explain the planet’s resistance to development.

A small Imperial ohservatory station survives here, recording
data from the Adranti Nebula, The crew namover is alaming: a
year or two on the world will, inexplicably, drive a man insane.

LUGGNUM

A harsh and inhospitable mining colony with a small
settlement called Lugg City which exparts ores

MALFI

This hive world, cight hundred days standard from Scintilla, is
the main population and marufacry
territories of the sector. Malfi is 2 sen
everbule hives and habitation ledg
that of Scintifla and it subsists on its
ndustries. The population of Mal
that Malfi should be the sector capita
protest the supremacy of Scinilla

Cerainly, with its super-continents
maural bindscape, Malfi resembles a Solar |||\rv-\'||_
than any of the other workds in the secor and its claim 6
eminence seems reasonable. However, polities and demographics
are fickle mistresses. Scintilla is bester placed to provide a cenire
of effective povernance for the sector. Early regimes, following the
Lord Angevin's campaign, made their headquarters on Malfi but the
prevince has spread out since then. Despite its effors, Malfi remains
1 border world, colossal in both its consumption and its production.
It stisfies itself in commanding the Malfian sbsecton, mling the
ferritorics rimward and spinward of Scintilla. The subsector governoe,
Jendrous Kaffiq, answers caly 10 Lord Sector Hax himself, Malfi is
& seat of the Administramm and several chicf’ banking houses I
nominal ruler is the Eminence Glydus Matrzasch,

Malfi is—and this may be the very reason that the sector
rulers passed over it—a place of the most infernal intrigue. It
i impossible to count the courtly factions vying for power and

the car of the Matriarch. The central palace is a labyrinth of

chambers and anterooms, a warren thas, so proverbs say,
have entered and subsequently died trying 10 find a w
again. Guides may be procured to steer a visiting parry through
the warren of Malfi's central palace: they cannot be trusted
Every act and motion of Malfian life is abour dissemblance and
ntrigue. Hire the wrong guide and you may be damned to

years of squabbling diplomacy and sudden duels. It is said of

the Malfian palace that “Tife has a thousand separate doors” and
this is no exaggeration, Entering Malfian sociery, one enters a
world of complexity and dece emerge alive.

The Calixian Conclave, which supports a district office
on Malfi, regards the world as a particular hotbed of dissent
and beresy Apart from the many political factions and
wnderground groups (many sponsored or

1 by Malfian
noble houses) that support and pramote Malfi's wsun
the capital world role (it is worth noting that thr

 the last two centuries, Malfian dissenters have almost iriggered
qien civil war with Scintilla), the excessively secretive and

sociery of the Malfian hives propagates many
cults. These groups find it ridicalously simple to

mes in

tion of

conceal themselves within Malfi's layered, elaborate culture of
falsehood and deceit. They also find the hive citizenry 1 be
a fertile source of amenable, pliable recruits. In recent years,
the Conclave has become aware of a particularly active sect,
whose reach is now spreading beyond Malfi.

THE MASQUED

This “cult”, which has strong connections to an alarming
number of noble howses, is believed to have grown dircctly
out of Malfi's culture of intrigue. Its original architects ook
the concepes of falsehood and subterfuge to their limits and
arrived at the cult’s guiding tenet: that nothing is what it
seems. By extension, human life and the Imperium is 2 deceit,
and Chaos fiself is the truth. The Masqued believe that the
“civilised Imperium” wears 3 mask of refinement and devoted
beneath which lies man's natural affinity with the lurid
ns of the warp. They belicve that it is simply a
ime before the mask falls away and mankind's true
Chaotic species is revealed.
wsqued revel in Heentious, debauched behaviour
bichood and mendacitg. All
us and wear, at their gatherings,
ks derived from the styles womn at
ents. The Masqued boasts, in
number of nobles and high-
extensdon of their courtly
world; intrigue taken 1o its natural conclision. It is likely that
many of them have no real concept of the dark truth lurkings
at the centre of their compact. More a deviant secret socie
than an actual cult, the Masqued have avoided censure for 2
mumber of reasons: they have connections and influence, they
are almost impossible to identify and target; and they offer no
palpable threar as yet. The Masqued do not seem to be striving
tor achieve anything; their activities are more a
licentious, orgiastic behaviour. Armempes made by the Calixian
clave, in the moss part abortive or unsuccessful, 1o infiltrare
the order have revealed that the cult seems content to meet and
worship, waiting for “the inevitable” (o happen. They seem to
show no desire or intent 1o bring about a chaotic revolution,
as they regard it as a preordained fact. 1t is known that Caidin
himself regards the Masqued as a “dilettantc order”, a grouping
of deviants rather than an active threat, and therefore not a
priority target. However, given the potential membership of
the cult, and the wealth, resource and influence that implics, i
the order ever did decide to become mare proactive, it would
be the richest and most insidious cult in the Segmentum. For
this reason, several key figures in the Conclave believe that it
should be dug out and sanctioned without delay
The range of the cult's activity is alarming: suborders and sxeline
lodges have been noted on Scintilla, Sepheris Seaumdin. locanthos
and many other high population worlds in the seaioe Traces of it
have been found as far away as Cypra and Ewsi Majorts
in the Scarus Sectoe It poes wherever the noble housss of the
Imperium have influence, Some say it has links all the way back
erra. It s also chilling o reflecy that, in the b three decades
ur high-level operatives, each of unimpeachable characies
sent by the Inquisition to infiltrate the cult, have baer mmed upas
bonded members. It is an alhwing, seductive onder

broad excuse for
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ORBEL QUILL

Anoddly serene, pastorl world of shepherd focks and herding
where, curiously, no one lives beyond the age of forty years
standard, Often thought o be a rumour or a joke, the “death
threshold™ of Orbel Quill is quite real. Visitors and travellers
must bewire, as often they are far above the age of forty in
sidereal ferms. Anyone forty or over is stricken with a tenminal
decline and dies within thirmy-six hours, even visitors who
have amassed their years during ship-time. Many speculate
that the planet is governed by some d
combs out what it perceives 1o be the ¥
evident: no one has managed to identify what it is th
the over-forties on Orbel Quill, Whatever it is, it certainly does
Kill them without exception. Also, xenos ruins in the southermn
hemisphere of the planet have never been properly explored

It seemss likely that it is no coincidence that E
regularly sighted in the

PROL IX
This crowded, reddish-brown

the scholastic order known as o

dar have been
pry quarters of

rid is the current sear of
4 of Prol. This
ninth plance of 5 ner's St an ancient seat
Administratum of
keeping, collation, stari
Space is running out
swithin the ranks of
e 1o the forbidden tenth plan
e Pyratics wish 1o destroy the ane

of the
he nine planets is d
the like.

vicious schism

cal analysis, archiving an
Prol IX lea
he Decatal wish 1o

nt |||¢‘i stored upon Prol

and raise new temples of inform the ashes of the
old. Vielent debate and long, impeccably
are being exchang
Arguments—som
long—are not helping the chronic shonage of 5

d discourses
tween the rwo factions. The tten

a5 many as o wdred and six volumes

SEEDWORLD AFG:218

BeBieved 10 be an Eldar holding. whatever the truth, the wo
evidently a place of geo-gende experimentation on the pan of a
xenos species It is mterdicted by a condon of the Battlefleet Calixis

SETTLEMENT 228

A niew colony (established four hundred years ago), seating

eighteen thousand familles on a dry, harsh scrtle

Theugh “cram beans”™ have proved a reaso

cxport crop, there is great un

plantation Farms. The setthement families, all exported

Scintilla, believe they were sold their Land rights fraudulently.

They claim that the planet is nothing like as viable as they were

led 10 believe from the surveys. There is a strong ansi-Imperivm
dswell here and 2 hard-t

1 within Sertlement 228%

drive towards ior

SLEEF
This d, cl carus Sector border, i d.

However, it is fameds for its sulpirrons volcanic vents, through
it s sid, the voice of the warp whispers. It is said the

skin of reality i thin there and one might hear the vibeation
the immaterium, just out of reach.

SPECTORIS

A waterworld with a thriving Imperial habitt, construcies
on top of a submarine peak. With two million population this
is the sector’s largest exporter of fish and fish-meal produs
The “Complete Ocean” of Spectoris is the subject of masy
legends, with some saying that there are sentient ¥eno forms
of vast size inhabiting the unexplored depths of the world
Others claim that the world-ocean itself is sentient

THRENOS

Despised by Chartist vessels and Navigators, a saellite relsy
surrounds this system, blasting Impenal lirgy into the
void of space upon all manner of frequencies, Mo one has
travelled 1o the interier of Threnos's thirteen planets for some
millennia, though it is rumoured to be lifeless

at the edpe ctor territory, Vaxanide s a poorh
sperate world, struggling 1o enter the Sinner circke®

of sector planets. It has decent mineral output and considersbie

supplied,
at and fish, but it fights to survive s theee
billion population answers to Lord Vaxanide, sclon of House
axanide, which has ho y Scintilla, Malfi and Reguls
The economic degeneracy of Vaxanide results in it being &
generally lawless, dangerous frontier workd, especially beyond
the precincts of the central hive, Vaxanhive. The planct &
especially famed for its porcelain, plass and fish producs &
is also the site of a shrine o Saint Drusus, where miracles ane
said to ocow 1 hidden city exists in the
es. The city i said to be o
miirror of the Lucid Palace, ,\qul wed by phantoms of the acrusl
Lucid Palace’s denizens. All expeditions into the jungle anes
have ended in failure, with few ers returning alive.

exports of

A death world. Extremely hazardous

ZILLMAN'S DOMAIN
A bow tech level feudal world with a heavy Tniperial tithe burdes:
Existence here is agricultural and frugal. The king owns a lasgen.
which makes him king, 'The Domain is Famous for its beutalisy
and medieval mindset and sccidental visitors arc often burned &t
the stake as witches for possessing such ftems as vox-links.

The Domain was “visited” by the Spectral Sun elght year s
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ﬁ- PT'E wisit pain and incalaulable suffering on those they encoantes. Whils
Dwn Himasr is a game of imvestigation, sspense and fearsome

enviroaments, it is also 3 game st in 3 univere ovenvhelmed with

ALIENS, s Tt ey
ERETICS & TRAITS
NTAGON[STS Kills and Talenes represent abslity and kowlede grined aver the

course of a character's ife. Traits, then, are innate abilities prived
by virtue of binth and eacial circunstance, They may be giined

I e our desitny fo rule the 3 theough other means biter in life, but they are almost never gined

e Xeno to pave our way.”

theouph choice. As indicsted in Chapter 1: Character Creation
. piire certain Trais a5 2 result of their bah woeld

Y 2
as they acquire madness, comuption and potentially misations. Othes
characters in the universe of Dwts Hisasy have Traits foo, featss
inherited from their pantiadar rype of species or their eminnment

TABLE 12-1: TRAITS
Trait
Amorphous
Armour Plating
Auto-stabilised
Bestial

Blind

Brutal Charge
Burrower
Crawler
Daemonic

Dark Sight
Incorporeal

5

v
Flyer

From Beyond
Hoverer
Machine
Multiple Arms

Natural Arm

Matural Weapons
Phase

Possession
Quadruped
Regeneration

Size

Sonar Sense
Soul-bound
Stampede

Strange Physiology
Stuff of Nightmares
Sturdy

Toxic

Unnatural Characteristic
Unnatural Senses
Unnarural Speed
Warp Instabiliy

Warp Weapons

a blob and slow.
nour Points by 2
Always counts as braced
No need to make Survival Tests in natural habitar, Test Willpower to avoid flight
Cannot see.
+3 Damage on a Charge
Moves by digging
Calculste movement by half Agility Bonus. No penalties for moving over Difficult Terrain
Double Toughness Bonis against normal weapons. Immunc to disease and poison.
Can see in darkness.
Insubstantial and weightless, Cannot be affected by mundane weaponry
Forces others to make Fear Tests 1o & hock and Madness
Can fly and enter any altiude.
Immune to Fear, Pinning, Insanity Poings and mind-affecting powers
Can fly and enter the hover altitude.
Gains immunities and resistances.
Gains extra sttack with Multiple Atack Action, +10 Toughness, 10 to Swength Tests
involving movement
Gains one Poi OCALIONS.
Unarmed attacks :Ic:l mm +5B Damage.
Can switch ber: corpereal and corporeal as a Half Action
Can take control ofmolhcr creature,
Movement equals twice the crearure’s Agility Bonus.
Can Test Toughness to remove | Damage.
Dete: s creature size and benefits
Perceives surroundings flawlessly within 30 metres.
Bound to 3 particular group or creatuses in exchange for certain benefits
Failed Willpower Test causes creature to flee, trampling anything in its path
Death when Damage
Imsmine to all but Psychic Powers, force weapons and holy atticks
+20 bonus to resist Grapple and Takedown
‘Gains poisonous amack.
Increases one Charscerissic Bomes.
Perceives surroundings by uncanny means.
Double Agility Bonus for purpose of determining movement.
Creature must deal Damage {£ it is damaged or be cast back into the warp.
Creature’s antacks ignore Armotr,




DESCRIPTIONS

AMORPHOUS

An amorphous creature has a
squeezing its body or expanding it. It can o
mep in either direction, though dol

speed. Crestures with this Trait

wsing half their Agility Bonus.

missing senses and so rely on the Un
perceive their sumoundings

ArMOUR PraTiNG
The creature is encased in armour plaring, increasing irs /

Points by 2 to all locstions

AUTO-STABILISED

The creature aluways counts as braced when firing heavy weapons
and may fire on semi- or full-automatic as a Half Action.

BesTiaL

A creature with this Trait is animal
Instinctively rather than rat

tending to behave
trer how high its
Intelligence score is, it s still bestial. A ereature with this Teait
never needs to make a Survival Test whilst in its natural habitat
Unless starving or desperate, a besal creamre must make a
Willpower Test when frightened, startled or imjured. On a
failed Test, the creature flees

BrLinp

‘Blind creatures awtomarically Fail all
sutomatically fil all Ballistic Skill Te

=30 penalty to Weapon Skill Tests and
erdinarily invalve o are benefited by vision

BrutAL CHARGE

W creature with this Trait deals an extra 3 points of Damage
when it charges in the same Round.

BURROWER

A creagure with this Trair can move through solid ebjects by
burrowing through them. This Trait always includes a number
i indicate speed. Such creatures can burrow through sedl
ek, sand and s0 on, and some (cxpressed in the creature
eniry) can burrow through metal. When a creature burrows, it
Jeaves behind § tunnel. Creatures of one size smaller than the
mm created the tunncl can enter these areas without

. i There's a 50% chance each Round that the unnel

ses behind the creature.

CRAWLER

s of the warp, bur can manifest in
x F will, hanger of oot

Dark SicHT

A creature with this Trait sees normally even in areas of total
darkness and never takes a penalty for ghting in areas of dim
or no lighting

INCORPOREAL

Incorporeal creatures are insubssantial and weightless, able
10 pass 15 such as walls and weapons. An
incarporeal ¢ a +30 bonus on Concealment Tests
ingide something If it so wishes, it may become
completely silent, automatically passing any Silent Move Tests,

when hidi

that it is required to make.

An incorporeal creature is also immune (o normal weapon:
they simply pass through its body as ifin wasn't there, Daemonss
Psychic Powers, warp creatures, other incorporesl creatures
and opponents armed with § s may all injure a0

orporeal creature can't

and thes can’t damage nop-
5 a suitable special sbility or
al trait can Damage other

orporeal cresture at bay, most
1 spaceship Creatures with this Trait
such a field,

FEAR (VARIABLE)

A creature with this Trait has an unnerving appearance. lis Fear
Rating (14} reflects just how awful the creature is 1o behold. The
higher the Fear Rating the harder it is for others to resist going
imsane from the encounter, as shown on the following chart.

Fear Rating Description
1 Disturbing
Frightening
Homifjing
Terrifying
withthis Trait, e rust mahe
a Willpower Test, modified by the severity of the creature’s Trait
# success, the character may act as nomal. O 4 Bailure, the chamater
must redl on Table 8-4: The Shock Table on page 233,

Whena dx a

At

RE

T

N

ALIE




11X

.

T4 SNAITY

SLSINODVINY % SOl

W RATING +10 to the roll for every degree
3 £ chis roll have vartable effects, but generally
Al the crestures and Dramatis Personae in Dagk Hinsy o more details on the dfecs

have a theeat rating in their description based on the
elassifications used by the Ordos Calixis. The threat rating
is divided into two; the first part of which designates

the nature of the threat posed, and the second being the
dejree of threat posed to the Imperium

¢ has the nanual ity 1o fly, whether wisk
. r p energics of inflishle gas se
Threat Designation ys includes a number o indicate at what specds &
Hereticus: The threar comes from within humanity, Fi flying, see Chaprer VIE
such as heretical thought, criminality rebellion, rogue Playing the Game

miitants. witches and the like.
Xenos: The threat comes from a specics other than From BEYOND
mankind; be it the alien itself or a product of the alien’s

Blasphemous nuture, influence or technology

Malleus: The threar ¢
being born of that i

mes from the warp, and is cither 3

realm or is infised by its power.

Ohbscuro: The nature of the threat is cither unknown,

resists analysis or it falls ousside the normal categorics
of danger This threat clas
sdden dange

Vs also in rane
of mankind's

ication

Trait abasys

circumatances applicd 1o |

ow forgotten antiquity,

Grade of Threat

Minima: |n small numbers the threat is minimal and

only likely 1o affect isolated or weak individuals. Saill
q

potentially dangerouns to the ungy or inexperienced

Imperial servant.

Minoris: In numbers the threat can pose a severe threat
1o those who confront it. However, unless encountered in resilient 1o fnjery
kely to aving 1 ch location. This numbes &

large numbers or allied ro greate

pose a threat 1o the Imperium's control over a particular

world of the local dominion of the God Emperor
Majoris: Constiies a considerable physical or moral

threa s o Imperial

10 a civilian population, haz

agents and in large numbers the threat would require

specialised or mass forces o ne Containment

of such threats. esp

Iy the prevention of widespread

with them by the civilian

knowledge o con

popalation, is considered cru

thal th to those who

Extremis: The threat poscs a
encounter it and is by its

¥ nature o power enough
to require the most powerful of responses. Such rhreats
endanger the safety of whole worlds if left unchecked
and, if not locally confined, can have wider implications
for the dominion of the God Emperor.

Terminus: The level of threar posed s such that almost
any deplayment of forces to combat it is likely to result
i serious st Such a threat can only be eliminsed h
extreme. prejudice, and i widespread, cnerenched or
accelerating in severity, then the consideration must be s Nanural Weapons using its Weapon Shill, though & cannot M’
i geiven 1o the use of the most exceptional messures, with is mlur.l!' .lp.m nor can It be disemed—mies, of o




Puase

A creature with this Trait can transform its body
insubstantial state, passing ghost-like through s
ar barriers of any sort. This Trait functions exactl
Incorporeal trait, except the creature may become sol
insubsstantial by spending a Half Action

Phase carries additional limstations. A cre
cannot eross peychically charped barriers, holy wi
fields designed to flex space or manipulate the warp su
field or a void shield.

into an
id objects

Possession

Cermain spirit-beings and denizens o
possess mortal bodies This is a fa
process than most forms of
the strongest psykers to “ware” the bodi
fabric of the assauhing wa
living body on a fundar
in o realiny: The my
i the game are derailed
manare of the entity iself m

e warp have the ability to

nental control, or ¢

bring extraordinary powerfu

The Possession Attack
The entity must be within a
and use a Full Actien. The creann
Willpower Tests each Round until ef
achieve a total of five degrees of success over the other
cumubative over several Rounds. If the
possesses its victim, IF its victim wins, he h
whao may not attempt to posses
repelled entity also takes 110 points of D

The Effects of Possession
A possessing entity takes contol uner
and is capable of commandi
pain and injury {and indeed o
o suit its whims), The victim i
Charscreristics by 10 and gains 1410 W
the possessing entity’s Ineellige
Fellowshipy and uses the entiry'’s Pey
place of is own (i any). Likewise, the possesse:
mind-related Skills and Talenes had by the ene
The entity may also attempdt to recall me
from iis victim with 4 successful Intelli
of possession by 2 Daemon, the vi
becoming immediately mutated 3
mutated the longer the possession continoes.

ew metres of its intended victim

ind farget make Opposed

Shoald the victim survive and the entity is cast out by
- exoreisil o some other means, then the ordeal reduces the
character’s Toug] and Willpawer Ch csby 2d10
atly In addition, the victim gains 1410 Insanity

QUADRUPED

Quadrupeds are much quicker over 4 distance than their bipedal
counserpants. To. ealcubite sheir movement, double their Agility
Bonus This Trait is intended 1o cover creatures with hind legs and
forepaws. Creatures with mone than four legs may gain this Trait bat
they increase the Agiliry Bonus by 1 multiplier for every extra set of
Regs fsix legs equals ABX 3, eipht legs AB x4 and s0 o)

JONISTS
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REGENERATION

Crearures with this Trait heal very quickly. Each Round, at
the start of its Turn, the creature Tests Toughness to remove |
point of Damage, It loses this Trait when slain.

Si1ze
Trait Groups: Minuscule, Puny, Scrawny,
Hulking, Enormous, Massive

Creatures come in one of seven different size categories,
as shown on the following chart, Size affects movement
and how casy or hard it is to strike th
combat. (When calculating movement, apply the size
modifier first, and then other modifiers from other Traits
or Talents.) For the purposes of comparison, a human is
an average-sized creatire.

creature in

| TABLE 12-2: CREATURE SiZE [TIODIFERS

Size Modifier Concealment Base Movement
Minuseule  -30 +30 AB-3
Puny 20 +20 AB-2
Scrawny -10 +10 AB-1
Average 1} 0 AB
Hulking +10 10 AB+1
Enormous  +20 20 AB+2
Magive +30 =30 AB+3

Sonar SEN

A creature with this Trait perceives ity surroundings b
emitting a frequency nolse, allowing the creature to locate the
position of any solid object within 30 metres. Other creatures
within range, and that succeed on a Difficult (- 10) Awareness
Test, may detect the curious keening,

SouL-BOUND

The soul of this ereature is bound 1o a higher purpose or
being, i return
is first gaine ntity 1o which the soul is nd must
be decided. Many lmperial psykers, espe astropaths,
are soul-bound to the Emperor, for exampl as Chaos
sorcerers may be  the Ruinous Powers. A
soul-bound psyker rolls an additional d10 wh,
on Table 6-3: Perils of the Warp on page 163, discarding
whichever one he chooses to get a more Favourable result

Upon becoming soul-bound, a character must choose
one of the following effects: 1d10 Insanity Points, the
permanent loss of sight, the permanent loss of 1410 from
ane Characteristic or @ random mutation {only if soul-bound
to the Ruinous Powers),

Inaddition, a soul-bound character is permanently indebted

¢ a measure of pratection, W

sreed to roll

| ta the entity, which undoubtedly entails all manner of other

and consequences.

STAMPEDE

Whenever a creature with this Trait fails 3 Willpowes
Test, it automarically stampedes, charging in & straighs
line forwards as far as possible, overrunning anything in
its path until the source of danger is escaped or crushed
under hoof, taking Damage eqeal to the creature’s Natural
Weapon Damage (er 1d5+SB 1 if it doesn't have onel
One stampeding creature auromatically causes all othes
creatures within sight to stampede. The stampede lass
until the source of danger is no longer visible or for 1410
minutes, whichever occurs last

StrRANGE PHYSIOLOGY

A creature with this Trait has an unusual, alien, &
altogether bizarre anatomy. All hits count as Body hite
and death results when Damage equals or exceeds the
creatu Wounds.

THE STUFF OF NIGHTMARES

Some warp entities are so terribly powerful that their w
perp ing their bodies in our reality is almost impossible
to break or disrupt. Such entities are completely immune 1o
need 1o breathe, moss
ning and any Critic
result ather than one that would destroy them outright, unless

the effects of ' polson diseases, 1

caused by a Psychic Power, force weapon or holy attack.

STURDY

y creatures are hard to d thus gain a +20

l\onu\ to Tests to resist Grappling and uses of the

Takedown talent.

Toxic

A creature with this Trair is poisonous, The toxins
might be delive through the creature’s anacks, in
which case hit by its natural weapons must
make a Toughness Test. The toxing might instead be
delivered by comtact with the ereature’s skin or by
inhaling its stench, in which case 1 Toughness Test
must be made upon coming into contact or proximitg
A failed Toughness Test indicates that the victim hag
been poisoned. A typical poison deals 110 points of
Damage, ignoring Armour Points. Variations, if present:
are included in the creature’s deseription,

Unnaturar CHARACTERISTIC

One or more of the creature’s Characteristics is unnatural
Each time this Trait is gained, select 2 Charicteristic: and
double its bonus. For example, 4 ereature with & Stremgthy of 41
normally hits & + Stremgth Bows, Wich thes Thait, mm;nbhw
mcreases fo 8.

The Trait may be gined multiple times. Each time, yw may
select a new Characieristic or one chosen previously: Each time

e




During Opposed Characieristic Tests, on a
multiplicr i added to the degree of suc
(532 i rrying o break free of the grip
Serengrh (% 2), This is an Opposed Stre
12 {2 degrees of suceess) v the I
of succes plis 2 from the U |/
dwccent). Gyl fisls to shake off the

UNNATURAL SENSES

The creature can perceive its surrou
wsing senses other than sight or hy
using spectal organs, fine hairs or 5o
disturbing quality to make itself
what's around it. This Trai

a range. usially 15 metres.

UNNATURAL SPEED

The creature moves with incredible
speed. For the purposes of determining
mavement, the creature doubles its

Agility Bonus (after modifying
AB from other Traits and
factors, specifically size)

WARP INSTABILITY

Most warp entities have a tenuous hold on our reality, often
maintained only by horror and bloodshed, and may be
disrupted if sufficient harm can be done to their manifested
forms. If a creature with this Trait takes Damage and does not
deal Damage or Insanity Points on other creatures by the end
of its next Turn, it must make a Willpower Test, The creature
takes 1 Damage for failure, plus | Damage for each degree of
failure. If this would deal Damage equal to or in excess of the
ereature’s Wounds, it is cast back into the warp.

WARP WEAPON

Creatures with this Trait ave weapons that are partially

insubstantial, able to ignore such mundane things as

armour or cover. Natural weapons and attacks made

by a creature with this Trait ignore physical armour

unless it fs created from psychoactive materials

or carries the holy quality Force fields still work
against these anacks normally.

S
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ne of the most pervasive signs ormuption in the
Imperium is the manifestation of mutations. These
subtle, or not-so-subtle, changes in the il
result from exposure 1o toxic pollutants, alien bio:
genetic engineering, radiation and other hazards, while oth
might result from
and other perils of
mutants varics pla

'V

subs, who in some worlds
underclss. Traly horrific mutants are purged on sight
wherever they are found.

GAINING MUTATIONS

Characrers, ures and so o,
of . but the most o

cormuption. Warped enviro

44 SN

50 on, can all res a v safeguards
b0 prevent a mutati e it takes root. Mutations function
as Traits, meaning f ot purchase them with
Experience Poinrs.

MUTATION

henever a mutation occurs, roll
P on Table 12-3: Minor Mutations, or M
Table 12-4: Major Mutations to discover what type of

mustation is gained, Always re-roll duplicate results.

TABLE 12-3: [TIHOR. MUTATIONS

Roll D100 Effect
01-20  Grotesque: The mutant is cither badly deformed, scarred or bestial, marking it as accursed and impure. Fellowship
Tests with ‘normals are made ar —20, bur the mutant has 4 + 10 bonus to Intimidate Tests

=
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21=30  Tough Hide: The m nt has 1 AP worth of Natural Armour thanks to dense skin and scar rissue

3140 Misshapen: The mutant's spine and./or limbs are horeibly twisted, giving it a penalry of 1410 o its Agility

41-50 Feels No Pain: it cares lirtle for infury or harm and gains +1 Wound

51-60  Brute: The mutant is physically powerful with deformed masses of muscle, Apply +10 Strength, +10 Toughness and
—10 Agiliry
Nighsider: The mutant gains the Dark Sight trait, but suffers 3 — 10 penalry 1o all Actions in bright light or daylight
conditions unless its cyes are shiclded.
Big Eyes: The mutant’s eyes are vimually lidless and watery, Apply +10 Perception and ~10 Fellowship
Malformed hands: Apply —10 to WS and BS and the mutant suffers a —20 penalty to all tasks involving fine
physical manipalation
Tox Blood: The mutant’s system is saturared with toxic polhitants and poisonoas chemicals. As a result fz e 3
10 resigtance to toxing and poisons, however it suffers a —1d 10 penalty 1o its Intelligence and Fellowship
Wyrdling: The mutant has Minor Psychic Powers that it has so far been able to conceal. The mutant has s Pay
Raring of 1. (See Chapter VI: Psychic Powers) )
Roll on Table 12-4: Major Mutations,




TABLE 12-4: IMAJOR IMUTATIONS.

Htoll D100
01-25

Effect

Vile Deformity: The mesans is marked by some terrible n{dnnml\ that shows the toach of the warp and shoold not extst it 2 rational
wmiverse. There is i end 10 the dire forms this might a o of arms, skinkess glistering i, re-arranped
Bacial Feamres o thousands of restless eyes sudding the body; 1w rame bue a few: T hr eras gairn the Disnd

Aberration: The muts o] cird h an and 2 ke, irmect, 1o

Intellipence, ~10 Fellowstip and

fillorwing Talenits o !

Ravaged Bady ¢ y re-macde by the warp Roll 15 times on Table 12-3: Minor Mutations,

duplice roll Such " ir naure, still shere the obvious mint of Chaos

Clawed/ Fanyged: The rstarst psires razor clawes, 2 Fanged mana: burbed flesh or some ceher fomm of Matural Weapon that idlies 1410
R oc ] demage in close comibat

Necrophage: Th

of raw meat of st

Corrupted Flesh: Beneath the mutants” skin a formation has taken place, ing living organs for

writhing creatures and blood for icharots, mageot-ridden Alth, IF the mutant suffers Critical Damage, thase witnessing it mast

ake 3 Fear Test at —10.

Vile Alacrity: The m Pk d At d can move almost faser than sight. They gain the
[ 110 1o Weeaposn Skill and Balltesic Skill

Hmsrnﬂwdl.'ﬂw mut pz\\'h. LEm:u:'ISmlph {x2) trait.

Multiple Appersd. rrmstars s speouted additional F limabs in the shape of arms, seneacles o  prehensile tail o taily)

Gain the Ambidextroes and Twa-Weapon Wiclder talents and +10 boosn on Climb Tests and Grapple attacks

Worm: The mutant'’s kower limba have fised together 1o form a worm or snake-like il They gain the Crawler trait, +5 Wounds and
the Disurbing trait.

Nightmarish: So warped and hormific s the mutant's spp e it can cause enemies 1o flee in fe. It s the Frightening tra
Malleable: The mutant posscsses a sickeningly Tiqukd Besibility and s sble 10 disend and flaen s body: Apply +10 Agility and +20
1oy Climiby Tests, and Geappling seacks. They may alua fit through spaces onty one-quanter it usial body dimensons.

Winged: The ' body 1as warped ate  pair of leathery wings or the like. They gain the Fyer trait

Corpulent: The mutant's huge and bloated frame gives them + 5 Wounds and the Unnatural Toughness {x2) trait, This mutation
means that the mumant may not run,

Coerosive Bile:

chose combat. The

\ull
hmd\l\vhrhemuo{l}n\l- the mutars s imbued with Daemonic energies and gins the From Beyond,
L arp e
!n@ummgam{ﬂrmonu: M maits and a Pry Rating of 2

ALIENS, HERETICS & ANTAGONISTS

.

XIl




A LFdd SNAHTVY CIIX

o

o
=
=
>
Q
o
Z
_]
%

PRAMIATIS
PERSONAE

‘ont adversanies that Acolytes face are of the mundane
sors, being hardened thugs, owisied musants, soldiers
political rivaks. The follawing enirics deseribe sorie
comiman foes that the Plyer Characters ase likely 1o encounter as they
tear back the grim facade and stan: decp into the abyss of u-mupm
Do note that weapons, ammour and grs
but ane not necessanily consistent for all suc
entry’s gear 80 suit your needs. Also note that in the instance of medee
weapon Damage, SB has abeady been factored in.

Arbisrztor

ARBITRATOR

The Adeprus Arbites are the i
Arbitrators are the T

and the first line of defence against heresy and rebellion,
empowered in extren
ruling bodies fall from grace

o take control of a world should its

hi Profile 1 @

ws BS|S T .’\g|1m|l“er Fel

38 38@8 8|3 |14 33 .30_;

Talents: Basic Weapon Training (Bolt, SP), Diisarm, Mel
Weapon Trining (Shock), Pistol Training (Boly, S8Q
Takedown,

Armour: Storm Trooper carapace (Head 6, Amms 6, Body &
Legs 6).

Weapons: Combat shotgun (30m; §/3/— 11044 I; B
0; Clip 18; Reload Full; Scatter), hand cannon (35m: Sf<1=
141044 1; Pen 2; Clip 5; Reload 2 Full), shock maul {14 10%
I; Shocking).

Gear: Micro-bead, photo visor, respirator, 2 combat shotgss
magazines, cor |L.|| <hm;, in magazine of man-stopper shells
1d 1045 Throne

Threat Rating: Hereticus Minoris.

ASTROPATH
Without the astropaths of the Adepaus Astra Telepathica thesst

would be no Impe
stars must be passed telepathically between thousands of peykes

w as astropaths. Without this living web of communicasies
mankind's gakscic civilisation .muldklmrosslble

!\stmp:th Profile
ws|8s| s
10 | 15 |20 [

T |Ag Int | 'Per|WFl}e.I

> |40 |35 |80 |85

Wounds: &

e |I||.pu|u|“|] {Int). Forbidden Lose {Warpd

Speak Language (High

t Tnnmle [Acotyte] (In

Melee Weapon Training (Primitive

Power, Power Well, Psy Rating 1, Psy Rating
2, Psy Rating 3

Psychic Powers (Telepathy): Enhance Phenomess

gmitition, Projection, Restst Possession, Sense Presence

Movemen

Telepathy

Traits: Blind, bound.

Weapons: Suaff (1d10+2 I; Balanced, Primitive).
Gear: Hooded robe

Threat Rating: Hereticus Minoris,

Bounty HUNTER

The kind of killer skilled enough to hunt down warranted criminss
and renegades within an wnderhive, or cven berween worlds, .8
dangerous individual. Bounty hunsers are lethal beyond sny
ganger or scum—aoften even mare so than their quarmy

[Bounty Hunter Profile
|ws|Bs| s
143 ]43 135 85 14

Movement: 3)’&!9.-‘!5 Wounds: 15
Shkills: Acrol {Per), Common Lore (Underwodd)

4/8/12/24
Skills: Awareness (Per) +10, Common Lore {Imperiumj (Inth.

(i), Intermogtion (W) + 10, Scholistic Lore (Judgement) {lnt
4410, Scniiny (Per), Speak Langusge (Low Gothic) (Ini).

Concealment (Ag), Dodge (Ag), Drive (Ground Vehicle) {Agh
Inquiry (Fel), Interrogation (W), Intimidate (5] + 10, Medicss
(I}, Securiry (Ag), Shadowing (Ag), Silent ch\(ﬂﬂ.& -




"i‘.

Language (Low Gothic) (Int), Tracking (In).

Talents: Basic Weapon Training (Las, SP), Disirm, Heavy
Weapon Training (Launcher, SP), Hip Shooting, Melee
‘Weapon Training (Chain, Primitive, Shock), Nerves of Steel,
Pistol Training (Bolr, Las, SP), Rapid Reaction.

Armour: Enfoecer light carapace (Head 5, Arms 5, Body 5, Legs 5)
Weapons: Chainsword (1d1045 R: Pen 2; Balanced
Tearing], hand cannon {35m; 5/ 1d I; Pen 2; Clip
5; Reload 2 Full), shock maul (141043 1

Gear: Slick clothing, 3 hand cann.
respitator, manacles, 1410 Th
Threat Rating: Herericus M

Ot0-visor,

unty Hunter

Curr Fanatic

ons that imvolvement
an break the sanity of the strongest. Such “ouched” indivi
remain usefisl 0o the cule as guaeds, bckeys ;

Cult Fanatic Profile
Wws|BS| s | T |Ag
25 | 25 |3 30

Movement: 3/6/9/18
Insanity Points: 8
Skills: Awareness (Per), Common Lore {Imperium) (int),
Deceive (Fel), Forbidden Lore (any one) {In1), Speak Language
(Eaw Gothic) (Int), Trade {any one)
Talents: Fearless, Frenzy, Melee Weapon Training (Primitive),
Pistol Training {SP), Unshakeable Faith.

Weapans: Saerificial blade (3m; 1d5+3 R: Primitive), hand
: mt;h.s;’»f-— 1d10+4 I; Pen 2: Clip 5; Reload 2 Full).
robes, 2 hand cannon clips, false ID

Curr INITIATE

Like cancer cells in the body of the Imperum, hidden
conspiracies, blasphemons religions and forbidden ereeds
fester and ferment in the shadows, and there is no shortage of

hapless souls ready to join their ranks

WP | Fel |

| Cult Initiate Profile
ws|ss|s |1
15 | 25 Léo iéo

Movement: 3/6/9/18
Skills: A

Int

Wounds: 10
eness. (Per), Common Lore (Imperfun) (Int),

bidden Lore {any one) (Int), Speak Language
rade

any one).
eapon Training (Primitive), Pistol Training

1d5+3 R: Primitive), stub
3 1; Pen 0 Clip 9, Reload Full)

Curr Macus

The
Powers are peoy

NCS & ANTAGONIS

s of many cults venerating the Ruinous

with men and woman who have sald
their soals in return for ocoulr power

| Cule Magusl‘mﬁ].;- " Ig
ws |Bs | s | 1 [ag |me [per [we| e
25 |25 |30 [Bo 30 Jax [85 o [85
Movement: 3/6/9/18 Wounds: 15

Skills: Awareness (Per), Ciphers (Oweult) (Ing), Common Lore
{Imperium] (Int), Deceive (Fel) + 10, Forbidden Lore {any one)
{Int) +10, Secrer Tongue (any one) (Ine), Speak Langusge
{Low Godhic) (Int), Trade (any one).

ing (Primitive], Pistol Training
(5P}, Resistance (Psychic Pawers), Strong Minded, Unshakesble
Faith, Psy Rating 2.

Armour: Mesh vest (Body 4).

Weapons: Sacrificial Blade (3m; [d5+3 R Pramitve), sub
automatic (30m; 5/3/— 1d1043 F Pen O Clip 9; Reload Full)
Gear: Ritual robes, stub auto clip, falie 1D,

ALIENS, HERE

XII

r, 2 witch can wield the power of the warp

Payelsic Pheneria and Perl of the Waep st they e

Threat Rating: Hercticus Mal



Drec

The lowest of the low, dregs, sometimes known as seavvies
or wasters, are addicts, degenerates, ountcasts. madmen
d often ruined in body
g n
any sane man, and willing to do anything for
payment at all

Insanity Points: 15 or more.
Skills: Awareness (Per), Carouse (T), Common Lore

(Underworld) (Ing), Concealment {Ag), Deceive (Fel),
Intimidare (5}, 5 nguape (Low Gothic) (In).
i Melee Weapon

Gear: Rags, 2 d
Threat Rating:

He

CrT1zEN
The
omen, (rom the hab-workers trudging 1o
fanufactora day after da
ftheir feet treading the wheel:

Imperium contains countless billions of men and

from the

1o the
of
to the ore miners whose short lives

gs that bloody

pagazine hodsts on the

Emperor’s warshi

feed the Imperium’s iron heat

| Citizen Profile

[ws[Bs [ s | 1 [ag [t [per [we @
20| 20 |30 [0 [30 |20 [30 [30 |50
Movement: 3/6/9/18 Wounds: 10

LSINODOVINY % SOII

Skills: Awareness (Per), Common Lose (Img
Speak Language (Low Gothic) (Int), Trad
Talents: None.

Weapons: Unarmed.

Gear: Drab citizens’ garh, 1d5-1 Throne Gele.
Threat Rating: Hereticus Minima.

DEATH WHD

T GREAT AND

Dreg Profile = -@
WS—I BS—|— 5_ T | Ag |lnt | Per Wl’l‘ Fel | -
(28 [8 [35 8o [5o o [ [ [0
Movement: 3/6/9/18 Wounds: 10

Combat Servitor

COMBAT SERVITOR

Combat servitors are armed with highly effective combas
ind programmed with basic weapon routines o

[ Combat Servitor Profile
ws|ss]s [z

15 |50 [lo |

Movement: 1/2/3/6
Skills: Awarencss (Per) +10.
lents: Heightened Senses (Vision), Melee Weapon Training
hain, Primitive).

Traits: Armour Plating, Dark Sight, Machine (4), Natural
Weeapon (Fist).

Armour: Carapace (Head 6, Arms 6, Body 6, Legs 6).
Weapons: Fist (1d10+5 I; Primitive), chain axe (1d10+9 f:

30

Wounds: 10

Pen 2; Tearing)
Gear: Internal micro-bead (1o
only).

Threat Rating: Hereticus Minoris



Dissorute NosLE

When the most privileged go bad, they go very bad
indeed. With money and influence, a noble can fall into
all manner of depravitics that are to them no more than
mere pastimes to alleviate the boredom of excess.

Dissolute Noble Profile i

ENTERTAINER

Given the often crushing misery of life, it is no surprise
that a linde escape is ofien desirable for the masses, and
entertainment in the Imperium has a tendency towards the
simple, direct and visceral

| Entertainer Profile

Ag | Int WP | Fel

130 85 [8° (55 |95 |

Wounds: 10

Movement: 3/6/9/18

Skills: Awareness (Per), Blather (Fel),
Charm (Fel), Command (Fel), Common 1
(Int), Deceive (Fel) +10, Forbidden Lore
Gamble (Int), Interrogari

of Hand (Ag), Speak Lan

Gothic) (Int), Trade {any one).

Talents: Melee Weapon Training |
Shock), Pistol Training (Las, SP), Quick Draw
Fighting.

Armour: Mesh combar cloak (Arms 4, Body

Weapons: Knife (3m, 1d5+2 R: Primiriv

stub automatic (15m, 5/3/=; 1d10+2 I; Pen 0; Clip
Reload Full), compact laspistol (15m 141041 E;
Shats 15; Reload Full; Reliable), power sword (1d10+8
E; Pen &; Balanced, Power Ficld).

Gear: High-fashion clothes, jewellery worth 1d5x10
Throne Gelr, 3d10 Throne Gelt

Threat Rating: Hereticus Minima

ENFORCER

While the Adeptus Arbites are the vigilant guardians of

laws falls to a plane
called chasteners, pre
number of local titles on
forces are most comme

|Enforcer Profile
|ws BS | s |T Ag |Int |Per | WP | Fel

135 |35 |35 |85 [30 |30 |35 [30 30

Wounds: 10

Movement: 3/6/9/18
Skills: Awareness (Per), Common L
Interrogation (WP), Speak Language {Low
Talents: Basic Weapon Training (SP), Di
Training (Primitive), Pistol Training (SP), T
Armour: Light flak coat (Arms 2. Bod g2s 2)
Weapons: Club (1d10+3 I; Primitive), stub automaric
(30m; 5/3/~; 1d10+43 I; Pen 0; Clip 9; Reload Full)
Gear: Uniform, 2 stb automatic clips, micro-bead

- Threat Rating: Hereticus Minoris.

EE_B_SI_S | T [ Ag [1ne [per [we[Fel|

20 | 20 [ o [30 2o [fe o lib|
Movement: 3/6/9/18 Wounds: 10

eness (Per), Carouse (T), Charm (Fel), Common
m) (Int), Speak Language (Low Gothic) (nt),

c), plus any one of the following—Acrobatics
) t}, or Performer (Fel).
Talents: None.
Weapons: Unarmed (1d5; Special)
Gear: Outlandish garb, ge ws, deck of cards or musieal
instr advertisements, 1d5 Throne Gelt
Threat Rating: Heseticus Minima

CS & A

e
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FURNACE WORKER

11X

Acros the Imperium, in smclteries and forge factories, huge
crucibles pour rivers of white-hot metal into moulds and
the air is filled with sparks. Amidst the glow, figures lumber
under the weight of valcanised rubber suits, their eyes hidden
behind smoked-glass goggles

Furnace Worker Profile P _@

[ws|Bs | s [ 1 [ag[tne [per [we[Fe
|20 mlioté“ 20 |20 |30 |30 |30

Movement: 2/4/6/12 Wounds: 10
Skills; Awareness (Per), Common Lore (Imperium) (Int),
Speak Langu age (Low Gothic) (Int), Trade {any one)

d 4, Arms 4, Body 4, Legs 4;

narmed (1d10; Special)
hrane Gelt

Threat Rating: |

ticus

GUN SERVITOR

HERETEK

Gun servitors are military-grade units equipped with enl

programmed with targeting cants and fined with

¢ Technology is ttle understood and rightly feared. Hereteks are
— - criminals who specialise in the dark arts of tech-reclamation,
Gun Servitor Profile _@ science aty  outside the rightful purview of the Culs
wsi|Bs| s | T Ag | Tot I P“ |WI' | Fel Mechanicus, and risk “recycling” into a more productive lifc 28
e ¢ if the Priessthood of Mars gets hold of them, Some

|35 | 30]_0 (40 |15 |10 |20 |30 |05

are little more than sca

VINY % SOILFddH SNAITY

nigers, others are dangerous
rencgades that supply the underworld with proscribed drugs
Movement: 1/2/3/6 Wounds: 10 or arms, and the worst delve into matters best left alone.
Skills: Trade um_\ +10.
Talents: Basic  Weapon
Heghtened Senses (V
Weapon Training (Primitive).
Traits: Amour Plating, Auto-
stabilised, Dark Sight, Machine
{4), Natural Weapon (Fist).
Armour: None (Head 6, Arms

)

r

Heretek Profile
ws|Bs|s | 1 [ag we| el
{28 [ 28 |3 [Bo [ 4o (85 8o o]

Movement: 3/6/9/18 Wounds: 10

SLSINO

I«hj lln(;. Deceive lF:IJ\

Intimidate [h;_ Medicae or Scholastic

e} (Int), Speak Language (Low Gathic)

Use (Int) + 10,

Talents: Basic Weapon Training (SP)  Master
Chirurgeon, Melee Weapon Training  (Primitivel,
Pistol Training (Las, SP).

Weapons: Compact Lspistol (15m, S/=f=; 1d10+]

E: Shots 15; Reload Full; Refisble), mono-knifes (3m
1d5+3 B Pen 2)

Gear: Re-breather, clothing, data-slabe,
=5 laspistol elip, 1410 Throne Gelr.
> Threat Rating: HﬂlE_ﬂﬂI 3

Minimia,

I Primicive), twin auto-
guns (B0m; 5/6/20;
2410+6 L Pen O;
Clip 30; Reload

receive/relay
Instructions  only),
amme hopper equiva-
et to 3 clips

“Threat Rating: Hereticus
-~ Minaris

Gun Servitoe




Ly

- INnpusTRIAL OR HEAVY REPAIR SERVITOR

Awareness (Per), Climb (5}, Common Lore
um) (Int), Interrogation (WP}, Speak Language
Gathic) (Int)

asic Weapon Training (SP), Disarm, Melee Weapan
ng (SP), Takedown,

v (Arms 5, Body 5. Legs 5.

r rounds (Hme 543/ 10;
ull), stub auomatic with
I: Pen O Clip 9; Reload Fall;

S

These servitors have been modified with rigs to lifi loads, dill
ocks or smash ore in one of the Imperium's coantless induserial
complexes, or arc fused with specialised repair gear.

Repair Servitor Profile
WS |BS | S | T |Ag|Int |Per |Wp|Fel
|15 | 15 |50 ]q.o 15 |10 |20 (30 |05

ad, respiratos, phioto-
Movement: 1/2/3/6 Wounds: ViSO
Skills: None. Threat Rating: Hereticus
Talents: None.

Traits: Machine (4), Nawral Wea
Smength (%2),
Armour: None (He
Weapons: Fist (1d10+
Gear: Internal micro-b
only], photo-visor
Threat Rating: Hereticus Minima

HEeavy
i 4, Arms 4, By
SE
ad (e

Heavy Profile
Kirr Squap TROOPER WS | BS |
28 |28 |45 [40 30 |20 [35 |25 o |

5

| L

Used o enforce excoution warrants or v
required, the kill squacs are some
that can exist within an enforcer organ
where the rule of the planetary goves

kil sequads are the hated embodiments o

ation. On some worlds, Movement: 3/6/9/18 ‘Wounds: 10
ctatorial and harsh, Skills: Awareness (Per), Carouse {T), Common Lore (Imperium)
Deceive (Fel), Intimidate (5), Speak Language |
thic) (Int)

Talents: Basic Weapon Training (SP), Iron Jaw, Melee Weapof®
Training {Chain, Primitive], Piss raindng {Las, 5P}
Weapons: +3 1; Primitive, Unbalanced).
sword (1d10+
Tk

powe 1
[Kill Squad Trooper Profile ' 5
|ws BS|s | T Ag[ImIPcrE—\XiPIFcE
{35 |35 |35 |35 |30 L.3.°—i 35 |30 |30

Movement: 3/6/9/18

., HERETICS & ANTAGONIST

Brass knuck

2; Balanced, Tearing).
Fslaughe, 1d5 Throne Gelt

ses of sl

Wounds: 10

VIR 3 S 7 /4

1

Kill Squad Trooper
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_ govern the faith 1o the

* MERCHANT MAGNATE

Merchants owe their station to thelr ability to survive in a
world of profit and loss as they tum forme's wheel. Charming
yet often utterly ruthless, they are best not crossed

Merchant Magnaml’roﬁn
ws|Bs| s | 1 |Ag|ime per
25 |25 |30 [0 [30 |as |- [3s |35

Wounds: 10

We | Fel

Movement: 3/6/9/18
Skills: Awareness (Per), Barter (Fel) +10, Command (Fel),
Common Lore (Imperium) (Int), Deceive (Fel), Evaluate
(Ine) +10, Literacy (Int), Logic (Int), Speak Language (High
Gothic, Low Gothic) (Int), Trade {any one).

Talents: Melee Weapon Training (Primitive), Pistol Training
(Las, 5P).

Armour: Mesh vest (Body 3)
‘Weapons: Compact laspistol (15m, 5/
15; Reload Full; Reliable)

Gear: Higl
seal of guild/
Throne Gel
Threat Ra

/= 1d10+1 E; Shots

-fashion clothes, personal encrypted micro-bead,
ade cartel, data-glate, jewelle ry worth 1d5x 10
d10 Throne

g: Hereticus M

Ministonem Preacher

MINISTORUM PREACHER

To countless billions, the Emperor is nothing less than
4 god. Over the millennia this faith has created a vast
and powerful organisation devoted to His worship; the
Ministorum, It is made up of countless ranks and divisions
from the deacons, cardinals and high ecclesiarchs that

make up the body of the priesthood.

| Ministorum Preacher Profile
|ws Ag |Int |Per |We | Fel

(20 |20 30 [§o [30 35

Movement: 3/6/9/18 Wounds: 10
Skills: Awarencss (Per), Charm (Fel), Common Lore (Imperisl
Creed) {Int), Literacy (Int), Scholastic Lore {Imperial Creed)
(It} +10, Speak Language (High Gothic, Low Gothic) (Int)
Talents: Air of Authoriry, Master Orator.

Gear: Ecclesiastical robes, prayer book, numerous small

devotienal items
Threat Rating: Hereticus Minima,

Mutant

Mutation is a sad fact of human existence in the
Imperium, and on many worlds the human gene pool has
y damaged by generations of exposure
1o pollutants and alien biospheres. Mutamis tolerated

become

by the Imperium are generally referred to as abhumans
[ times even being classified by the Administranum)
often allowed o toil in slave-like conditions in

factories and hives.

| Mutant Profile

ws|ss|[s |1

.r\g]ln[ Per W’P|F|:l
JEY3 3373 393

4/6/12 Wounds; 12
Skills: Climb (5), Common Lore {Local) (Int), Speak Language

Movement:
(Low Gathic) {Int), Survival {Int)
Talents: Basic Weapon Training (Primitive)

Mutation {any one; 50% chance 1o have 1d5-1

Weapons: Club (141043 T; Primitive)
Gear: Tanered clothing, combi-tool, 1d5-3 Throne Gelt
Threat Rating: Hereticus Minima.

MUTANT ABOMINATION

Warse by
the effec

ar than any tragic unfortunate, born twisted from

of pollutants and radiation, is the mutant struck

down and remade by the influence of the warp. These are

d damned; their bodies have become the clay of

and macabre sculptor, and their minds and souls
nd salvation.

the los
an insane
tainted b

|ws

|27

Movement: 2/4/6/12 Wounds: 17
c :

berless priests. preach
ndicants, rectors, psaliers, scribes and choristers that

prion Points: 8 Insanity Points: 12
Skills: Awareness (Per), Ciphers (Occult) (Int), Climb (S}
e




" Common Lore (Underwordd) (Int), Concealment [Ag),
Intimidate (), Silent Move (Ag), Speak Language (Low
Gothic) (Int), Survival (Int).

Talents: Basic Weapon Training (Primitive), Pistol
Trammg (SP).

Mutation (any one; 75% chance 1o have 145
addu[on:lj
Weapons: Axe (1d10+5 R; Primitive, Unbalanced), stub
revolver (30m; 5/—/—; AP 0; 1d10+3 I; Pen 0; Clip 6; Reload
2 Full; Relinblc).
Gear: Rags, andom bits of mbbish.
Threat Rating: Hereticus Minoris.

Any large star vessel requires crew in the h

if not thousands. It is dangerous and bac
laborious work for the most part, where life expecs

18 low and slow death through radiation exposure and
jpressure-ague commonplace.

Talents: Noge.
Armour: Work overalls (Head 2, Arms 2, Bady 2, Legs 2
5 Agility).
Weapons; Unarmed (1d5; Special).
Gear: Industrial toy i1l
Threat Rating: Hereticus Minima,
Reciomvist
Scum they say rises to the surface—and it's true that
there are always those skilled, amoral or clever enongh
to prominence in the underworld. These crime
fulfil many different
em 3 smklz. damning title,

they live like parasites on the soft
Imperium

Recidivist Profile
Ws | BS | shl Ag |Int Fel |
28 |28 |35 |30 [30 |30 |33 |35 [4o |

Movement: 3/6/9/18 Wounds: |2

Skills: Awareness (Per), Barter (Fel), Blather (Fel), Carouse
(T} +10, Chem-Use (Imt), Common Lore (Underworld)
(Int), Deceive (Fel) + 10, Intimidate (S), Security (Ag), Speak
Languape (Low Gothic) (Int).

Talents: Basic Weapon Training (SP), Mclee Weapon Training

{Arms 3, Bodv SI

pper rounds
ft; Idlt\ 15;Pen 3; C Ilp‘J R\ load Full), mono-

knife |!I!I 1d5+3 R; Pen 2),
lish clothing, 2 autopistol man-stopper clips, 1410

Threat Rating: Hereticus Minoris.

ScrIBE

stained in ink, their backs honched ower
wi desks, seribes can be found in every dark
f the Imperium.

[Scribe Profile
WS BSI 5

20 (20 Qo
Movement: 3/6/9/18 Wounds: 10
Skills: Awareness (Per), Common Lore {Imperium) (Ing),
Literacy (Int) +10, Speak Language (High Gothic, Low
Gothic) (Ing), Trade (any onc).

TA]cnls None.

Wounds: 10
Awarenicss {Per). Common Lore (Tech) (Int), Speak
= (Low Gothic) (Int), Tech-Use (Inf), Trade (any one).

Unarmed {1d3; Special).
Gear: Robes, ink staing, quills, ink bortles, parchment, data-
slate, 1d5-2 Throne Gelt.

Threat Rating: Hereticus Minima

. HERETICS & ANTAGONISTS
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Life'in the Imperium is harsh and unforgiving, and breeds a
wariety of scum that prefer to prey on eak and make a
living by victimising those even worse off than themselves
This entry is appropriate for any number of low-rent thugs
robbers, rcketeers, bagmen and malcontents.

Scum Profile g F @
shla

Ws]ss| Ag | Int [Per [wp [ Fel
|28 | 28 |35 |30 | 30 |30 [27 |25 |30

Movement: 3/6/9/18 Wounds: 10
Skills: Awareness [Per), Carouse (T), Commen Lare (Imperium)

Int), Decetve (Fel), Intimidate (S), anguage (Low
D (Fel), Intimidate (S k Languag

Threat Rating: Hereticus Minima

] SERVITOR DRroNE

deviation or question
E;:n-in; Drone Profile
| Ag |Int |Per | wr| Fel

-1-0|15lr-0 |zo {30 |05

Wounds: 10
+10.

Traits: Mac Imw4 MNatural Weapon (Fist).

Armour: Mone (He Arms 4, Body 4, Legs 4).
Weapons: Fist (1d10+5 1; Prieitive)

Gear: Internal micro-bead (10 receive/relay instractions only)
Threat Rating: Hereticus Minima

iolence (a bullet in the back is 2
often consider themselves

WS | BS s E:

r\g|].nt|PcT Fel
13|28 |30 |30 4.0‘3o|z-_7 25 |30

sk.,mr”mﬁlu

Wounds: 10
Common Lore

Movement: 4/

Skills: Awareness (Pe
Imiperium) (Int), € r|.\|;1 1o, €

1), Inquiry (Fel), Intimidate (S}
Silent Move (Ag) +10, Speak

Bagic Weapon Training (SP), Melee Weapon
Primitive}, Pistol Training (Las, SP), Rapid

ono-knife (3m; 1d5+3 R; Pen 2, compacs
b awtematic (15m: 5/3/— 1d10+2 I; Pen iy Clip
2 2 stub automatic clips, multikeys, 1d5
i
Threat R_mng Hereticus Minoris

SLAUGHTERMAN

Clad in leather aprons, stinking of raw meat and wielding
saw-toothed curters, slaughtermen kill and butcher the
billions of tons of meat consumed by the populace.

| Slaughterman Profile
WS
25

Movement: 3/6/9/18 Woetnds: [0

Skills: Awareness (Per), Comman Lare: (Imperium) ‘f(bﬂ,
Speak Language (Low Gothic) (Ind), Trade (any :




. Iﬁ‘ ".\_"'

" Talents: Melee Weapon Training (Chain)
Weapons: Chain axe (1d10+7 R; Pen 2; Tearing)
Gear: Drab citizens' garh, 1d5-1 Throne Gelt
Threat Rating: Hereticus Minima.

: Awareness (Per), Chem-Use (Int), Cominon Lore
(Int), Drive {any one) (Ag), Logic (Int) +10, Pilor fany
anic Lore (any onc) (Int), Speak Language 3
nt), Secret Tongue (Techno-Cant) (Int) +10,

1) +10.

em Geld, Elecirical Succour,
inen Charge, Medifation,
wer, Primitive), Pistol

3, Body 3, Legs 3),

implants, 25%
1 | L(_\b:m:nn page 153)

ric Laspistol clips

Threat Rating:

WrrcH

e a breed of rogue psykers and mystics who
Imperium and all it stands for, and

embraced the fell powers of Chaos. Madmen, lunatics and
vile hereties, they are hunted by Inquisitors and destroyed

wherever they are found

!\gllm Per |WP | Fel |
25 | 25 [30 [30 30 |41 [35 [4o [0

6/9/18 Wounds: 157
s (Per), Common Lore (Imperium) (Ing),
{any one) (Ing) +10,
{any one) (Int), Speak

Movemen

NS, HERETICS & ANTA

imitive), Pistol

Strong-minded,

ALIE

\\upnns hluh {3m; 1d5+3 R; Primitive), stub autom
m; 543/~ 1d1043 I; Pen 0: Clip 9: Reload Full),
Dark and voluminous robes, stub automatic clip,
False 10, bits of strangeness, prof amuler, mad glare,

Slaughte

XII

TEcH ADEPT
The ancient priesthood of Mars,
are the only sanctioned repositories
and technological lore in the I
ritual and Labyrinthine dogm
mystery of their incarnation
and to them all things techn
‘These are fully initiated acolyres ¢
and form the bulk of its ordained pricsthood

Tech Adept Profile
) Ag [ 1nt [per [we | Fel

35 35 20

Wounds: 12 Threat Rating: Hereticus Majoris.
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‘THE BESTIAL
‘& THE ALIEN

Being an account of xenos, crude beasts and other inhuman
horroes that trouble the sector

BrAN LEAF

Few would believe that of all the enemies faced by mankind, a
greyish vine-fike plant could pose such an insidious thecat. Variously
refierred 10 s “shave vine” or “the grey weed”, but most commaonly the
“biin Jeaf”™, this malignant creatane was once thought to originate
Froen the jungle death world o
leaf plant resembles a coarse vine or ivy, each tendril of which is
tipped with 3 single fleshy leaf. Uniquey, the brain leaf possesses 3
fiorm of gestalt consciousness, and each leaf is 2 macro-cell forming
part of its unerly abien intelligence. The underside
barbed to lsch onto oreatares sty .
#0 a victm, microscopic fibre bundles penetrate the skin and eande
fibpous growths throughout a vicei take conerol
of its body unerly Though not sen
Beain leaf efficiently and swifity dominates its v
the will of the parent plant. Onee this has been .\ululp.nlu\l the
leaf dexaches from the main body and remains as ool parasite
on the victim, allowing a new leaf 1o rapsdly grow in its place. The
wvictim, now a stappering theall 1o the bras plant, is used by the
sweed 1o protect iesell and profiferaie iss young,
Infestations of brain leaf’ have boen discovered on many worlds,
recent emerpent evidence i that the brain leal & no true native of’
achan, but likely 2 rogue mutation and evolutionary descendant
of the Tyranid comex leech, makes the destruction of any infistation
2 priority. for many in the Ordo Xenos Calixis | e
an members of the sector’s nobdlity dising the “Slaughter
Gardens of Quaddis” incident several years ago have emphasised the
need o prevent the spawning and multiplication of this foul vine.

achan. In plysical for, the brsin

The Brain Leaf Plant

The vine is most often encountered wrapped parasitically
arcund another large plant or tree, or crawling across the
face of some stae or edif d varies in size ac ing 10
maturity. Some of a brain leal
10 how much it has grown and there are three levels of growih
listed here: o

aracteristics vary according

ure, Mature and Anclent

| Brain Leaf Plant Profile - Immature
ws|Bs|s | T 'Ag|lnr,rzr WP | Fel
== I (oI fes e 6o [ |

Movement: —

Wounds: &

Brain Leaf Plant Profile - Mature
B3| 5 | 1 | Ag|int [per fwr|rel

L 1x8 [36 [6o | |

Wounds: 20

Brain Leaf Flant Profile — Ancient
ws

Movement: Wounds: 40
Traits: Limited Actions®, Size (Scrawny for immature, Average
for mature, Hulking for ancient), Strange Physiology; Taking
Control?,
"Limited Actions: The only Action a brain leaf may
perform is an artempt 1o latch on to a victim within half' s
meire §
*Taking Control: A brain leal's vicuim ks nearly abways
unaware of the danger he is in and has a single chance #8
fieel the prick of th barbs, and rip it off before it
late. A resilient, sealed covering over the victim's head
nd neck (sufficient to provide 2 AP} can protect against s
artack. At the moment that a leal makes contact, the targes
must succeed on an Agility Test or the leal luches o8
;.‘m\ to \ulm 1t the victim's nervous system
prone and twitch. It takes 1418
minutes to infiltrate the victim's nervous system fully and
if the removed during this time, the victim recovens
conn s5 bt boses 1410 points permanently from
Toughness and gains 1410 Insanity Points, Unless the
process is stopped, after the required time has passed, the
wictim becomes a Brain Leall Thrall.

Brain Leaf Thrall
Thralls of the brain leaf’ are completely under the control of

hamblers. Modify the thrall Characteristics as follows
" s lsted, It indicates that the creature loses ths
Characteristic and can no longer take or fail Tests based on it

Brain Leaf Thrall Profile Adj
ws|Bs|s | T [ag[me

(IO T0ks MOS0
‘Wounds: Halve
Skills, Talents and Powers: The thrall loses all Skill
enits and Psychic Powers whilst enthralled. All thralls gain
less talent. They react sluggishly; their only evidess
ur s to stand sentry over their parent plant, hurling
themselves spasmodically against anything threatening it

Recovering from Thralldom
Should the leaf be ripped from a thrall, the thealf
mmediately lets out a horrific scream of agony and collapses
unconscious, as the severing of the plant’s control causes s
a massive trauma to the victim's nervous system. Onee
the leaf is removed, a thrall must pass a Tonghness Tess
or die. If he survives he recovers butrenains the reductios
of Weapon Skill, Ballistic Skill, Toughness, Agility and
Perception as permanent Characteristio Damage. The
released thrall also gains 3d10 Insanity Points

-
Threat Rating: Xenos Minoris J
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Armour: Nonc (Head 0, Arms

Weapons: Bone spurs (1d10+5
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IGHTWING

* The ill-famed world of Diisk is known for its many horrific

creamures and sinister predators. and the Nightwing no
gxception. A noctumal creature, strange and disturbing
to look upon, its amber, slug-like body is the length of a
man's arm and nearly featureless but for 2 small round mouth
surmounded by hook-like barbs ar one end.

[Nightwing Profile

ws [Bs | s | 1 [ag[me |per [we|rel

- Movement: 8/16/24/48
' Skills: Awareness (Per) +20, Concealment (Ag) + 10, Silent

26 | o |23 |30 [42 [oe |55 [48 [ =

Wounds: 5

Movement: 3/6/9/18

Skills: Dodpe (Ag)

Talents: Fearless

Trai Bestial, Fear 1, Flyer 6, Marcotic Dust!, Mataral

Weapon (Bite), Sonar Sense, Sucking Bite?, Scrawny,
"Narcotic Dust: Any cn
approaching within one metre of the Nightwing must
succeed on a Challenging (+0) T
Stunned for a number of Rounds equal
Toughness Bonus (for 3 minimum
a poisonous attack
*Sucking Bite: If 2 Nightwing successfully bires its prey, it
automatically latches on and drains its victim's blood. Each
Round, the Ni
Damage until
poimt death occurs. In addition, the sucking bite inflices 1

e without breathing apparans

ess Test or become
1d10 minus its

Round), This ks

ving deals 1410 points of Tough
ictim's Toughness flls to 0, at whi

level of Fatigue per Round. The Nighewing can be removed
by winning an Opposed Strength Test. While a Mightwing
is attached, all melee attacks 3 =1 it gain a +20 bonus

Weapons: Bite (1d10+3 R

Threat Rating: Xenos Minim

SABRE-WOLF

The Sabre-wolfl is 2 custom-bred apex predator. Created by
centuries of cross-breeding mutant creanires and xe
its humting grounds are the pleasure parks of the Ca o
and, in some cases, the fghting pits of the less wealthy, Like its
forebears, it is 2 quadrsped and able 1o move with both stealth
through the undergrowth and with frightening speed across open
ground. Its disproy clangted skisll has multiple rows of
fangs desigmed to lach omo, Ay at s prey.
many of the
ks

redators,

n worry and rend

[Sabre-Wolf l‘roﬁie
ws | s |
8- hﬂ_ﬁs

Int | Per [w | Fel

15 [4s [35 [0

Wounds: 18

Move [Ag), Tracking {Int) +20.
L g Berserk Charge, Heightened Senses (Hearing, Sight,
Sprint, Talented (Silent Move), Takedown.

Traits: Bestial, Dark Sight, Natural Weapon (Bite), Quadniped ™
Weapons: Bite (1d10+6 R; Primitive).
Threat Rating: Xenos Minoris

Saurian CARNOSAUR

Giant reptiles and similar creatures, often classified undes
the name “saurian” by the Magos Biologls, are a relatively
common form of li ghout the galaxy, often c

the primary predatory specles on many worlds .\cmmm
farmed for meat, but more often aggressively hunted o8
colony worlds, large saurians remain a favourite of the

Impertal fighting pits that operate on many worlds.

[Saurian ("arno@:l ur Profile
s [ | Ag | Int | Per

o |65

Traits: Huge Jaws', Natural Armour 2, Natural Weapon (Biees

Quadruped, Unnatural Strength (%2), Unnatural Toughnes

(%2}, Size {Enormous).
"Huge Jaws: A carosaur’s bite deals 141045842 B
Damage that has the Tearing quality. Its bite stacks
cannot be Par

Armour: None (Head 2, Body 2, Legs 2).

Weapons: e (1d10+ 14 R; Primitive, Tearing).

Threat Rating: Xenos Ma




| ANIMALS & VERMIN

The following entries can be used for variows ordinary
creatures the Acolytes might encounter

BEAsT OF BURDEN
Beasts of burden are mostly
any kind of riding beast

[Beast of Burden Profile
ws|Bs|s | T
ol‘;jo 30 [¥0 |33 |%0 | =

Movement: &/12/18/36
Skills: Awareness (Per)
Talents: None

Traits: Bestlal, Quadruped, St
Weapons: Bite or hoof {1410+

Wounds:

Ferocious CREATURE

This is a generic term, allowing Gh
specific 0 a particular emviron
includes the common sorts of d
felids, reptilians, warhounds and we

Creature Profile

Fryinc CREATURE

Flying creatures include any sizeable birds, flying insects and
40 0

iF_lying Creature Profile
|WS|BS | S T

| X0

I
35 =

Movement: 2/4/6/12 Wounds: 4
Skills: Awareness (Per) +20, Concealment (Ag) +10,
Talents: Swift Attack

Traits: Bestial, Flyer 8, Size (Puny)

Weapons: Unarmed {1d10-3; Primitive, Special).

SLITHERING CREATURE

This entry describes any creature that crawls, cozes or slithers.
Examples include serpents, massive centipedes, roaches and
T disgusting critters.

Slithe.;l;\g(frea(ur; Profile

WS | BS | s|T

35| - EO M

(Bite), Toxic (Bite)
5 Test or 1410

Warking CREATURE

walking crearures such as dogs.

F'llthering(_'rran;i"mﬁ_lc
WS |BS | S | T | Ag Iln[

25 | - o e [Bo |5

Movement: 4/8/12/24 Wounds: &
Skills: Awareness (Per) + 10, Concealment (Ag) + 10, Silent
Move (Ag) + 10, Swim (5).

Talents: None.

Traits: Bestial, Quadruped, Size [Scrawny].

ws|Bs | s [ 1 [ag|ime per [wr
30 [- [Bo s 188 [Ho |5
3 Movement: 6/12/18/36 Wounds: 12
- Skills: Avarcness (Per) +10, Silent Move (Ag) +10, Swim

(S). Tracking {Int) +10.
- Talents: Sprint.
Bestial, Natral Weapon (Bite), Quadruped.

Bite (141043 R; Primitive)

Bite (1d10-2 R; Primitive, Special),

RACES ALWAYS




FrOIM BEYOND

eing a treatise on the manifold termons of the warp and its
foul denizens. Whilst 1o the average citizen, the terrors of
the Ruinous Powers and their minions are litde n

miyth, thase of the innermost ranks of the Inguisition know all
well the trse nature of the ultimase threats to mankind's fu

11X

v

ASTRAL SPECTRE

Spectres are powerful er
energy and warp-suff. When 1
take the shape of incorpon
unnatural mists bailing
figures thar cast no shadow and a hest of other forms

[Astral Spectre Profile
iWS BSI s T

! Ag | e | per IW’_P' Fel
35 |45 |30 |45 |50 |15

f8/12/24

|25 20 | =

Wounds: 10

Movemen

Skills: Awarcness (Per) + 10, Speak Lar vy one) (Int)
Talent: .
Psychic Powers (Psy Rating 3): Call Creatures, Enhance

Phenomena, Inl ral Hands,

farp Howl, Wither, Telek
raits: [
From Bey
Weapons: None

‘Daemonic Presence: Living cr
of an Astral Spectre feel chilled
become unmnatu
glimpse fleci
restless and prom 1o panic,

onic (TB 6), Daemonic Presence’

Fear 3, Flyer 8,

tures within

g

and maci

SLSINODOVINY % SOILLFYTRf SN

glitches and breakdowns. All ereatures take 2 ~10 pensisy
to Willpower Tests
Threat Rating: Malleus Minoris

CuARNEL DAEMON

Accounts of encounters with the entity known 25 the Charmet
Diacmon are some of the most horific reconds held by the Oriss
Calixis. Powerful and singularty murderous, in onder o gain's
wathold in our reality, the Chamel Dacmon must be summones
by extraordinarily bloody rinsals performed by 3 powerful cuk
magus. Once manifested, it is in the form of an uncontrolisSe
berserker, thar will seek slanghier withowt end, working &
remake the world in an image more pleasing to the Blood Ged

nel Dacmon Profile

Cha

ws|Bs|s |1 Aglnﬁirer|w Eel
48 |20 |55 [§s [So 5o [Fo o i

Movement: 5/10/15/30
Skills: Awareness (Per), Dodge (Ag).
Talents: Iu\n II.mI Target, Lightning Auack, Ligh

Wounds: 30

monic (TB 10), Daemonic Pres

*, Durk Sight

n E nd,Fuelled by

S Laugrher
atural Strengeh (%2), Warp Instabiling
Daemonic Presence: The

arca within metres of

the Daemon s p with the radiation of the wam
e smell of blood, rippling
tinuous agonized scream on the
of mortal hearing. ,\ | characters take a ~10 penaley &
vwer Tests while in the are

ime the Charmnel Dacmos
Is 1d10 points of Damage.

Weapons: Teeth and claws (1410410 R; Primitive Tearing).
Threat Rating: Malleus Ma




IncarnaTE Lesser DAEMON

t a Daemon

The shapes and blasphemous hungers tf
might exhibit are without number. and literally tho
of different
restricted archives of the Ordo M
nature and drives of their patrons a
Chaos, acting as foot soldicrs in the le
others represent the congealed stuff of
fears and hidden evils. Regardless of
Daemons are formed from the pure sul
and cannot maintain their grip
aid of bloodshed, misery and death

manifestations are rec
lleus. Many r

1 our uni

| Incarnate Lesser Daemon Profile

\ws||Bs | s | 1 |ag |ine [per [w|Fe
| | | | I

:35 25 35_]10 ' 30 1_30 .45 _4!.0 I__IO
Movement: 3/6/9/18 Wounds: 15

: Awareness (Per), Psyniscience (Per), Speak Language

{any one] {Int).

Talents: None.

Traits: Dacmonic (TB 8), Dark Sight, Dacmonie Presence’,

Fear 3, From Beyond, Narural Weapon (Teeth or Claws),

Warp Instabiliry.

'Daemonic Presence: All creatures with
10 penalty 1o Willpower Tests

Weapons:

Threat Rating: Mallews Minoris

20 metres tak

w and teeth (1d10+3 R: Primitive, |

BLOODLETTERS
Homed and bloody, these Dacmon-w
the Chaos power of murder and sla

ill and often materialise clad in bronze armour and wiclding
wicious hell-forged blades

W | Fel

Wounds: 15

rht, Dacmonic Presence’,
wur 6, Natural Weapon

s within 20 metres t2ke &

5 6, Body 6, Legs 6)
mitive, Unbalanced),

DAEMONETTES
Lascivious and She-Daemons serve  the
depraved Chaos power Slaanesh, Lean, lithe and hypnotic in

their blasphemous allure, they tear their prey apart with their

sharp, crab-like claws

Ag[hn Per | WP | Fel

obscene, these

raze

ALIENS, HERETICS & ANTAGON

Daemonettes Profile

ws BSIS T

(35 | 25 |35 [0 |50 |go [#s [0

Movemeni: 5/10/15/30 Wounds: 15
Skills: Acrobatics (Ag), Athletics (S, Awareness (Per), Dadge
Psyniscience (Per), Speak Language {any one) {Ing).
Tulents: Heightened Senses (all), Swift Attack.
Traits: Daemonic (TB 8), Dark Sight,
Deadly Allure?, Fear 3, From Beyond, Natural Weapon (Pincer
Claw), Warp Insabiliry.
'Daemonic Presence: All creatures within 20 metres ke a
10 penalty to Willpower Tests
‘Deadly Allure: Living creatures that look spon of anc
engaged in combar with a Da efte must succeed on 4
Willpower Test each Round or can only take 2 Half Action
that Round, 3
Weapons: Pincer Claw (1d10+5 R; Primitive, Tearing).
Threat Rating: Malleus Minor

Xl

aemonic Presence’
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I'A\’RES

Famished and rattered figures with hollow eye-sockets
and mourhs frozen in endless silent screams, these
Daemons serve no single great power;

they desire only

to bring sorrow and madness. Darkness clings about
them, find they make formidable stalkers and assassing
fior malefic cults.

44 ‘SN

d

Fear 3,

DVINY ® SOIL

is=n

IWS BS

Movement: 4/8/12/24

Traits: L)uu.unlu (TB &), Dark
Beyond, Natural We
Warp Instability.
Psychic Powers (Psy Rating 1)

Fre

Furies

Bestial predators in the service of no single power, these
twisted and disfigured hunting Daemons are grim and winged
in the manner of nightmarish gargoyles

tecth (1d10+3

R;

stz Ag | Int Per'\x'mrol
| BEREE |
35 |25 L_5 ]_40 40 |30 |45 |40 10

Wounds: 15

Furies Profile

Skills: Awareness (Per), Psyniscience (Per), Speak Langidge
{any one) (Intk

Talents: Furious Assault

Traits: Daemonic (T8 8), Dark Sight, Daemonic Presence’
Fear 3, Flyer 8, F Beyond, Natural Weapon (Teeth o
Claws), Warp Instabiliny.

'Dacmonic Presence: All creatures within 20 metres ke s
-10 penalty to Willpower Tests.

Weapons: Claws and teeth (1d 10+4 R; Primitive, Tearingh
Threat Ratin

1 Malleus Minoris

iridescent flesh and fire
Chaos power of change
y mouths scream and gibbes

witching m
master Treer

ds pwitch with incantations.

Ag |Int | Per |WP | Fel

30 |30 |45 [ 5o [0

Movement: 3/6/9/18 Wounds: 20
3 s (Per), Psyniscience (Per] +20, Speak

Language (any one) (Int).

Talents: None.

Traits: Daemonic (TB 8), Dark Sight, Daemonic Presence’
e rom Beyond, Natural Weapon

(Teeth or Claws), Regeneration, Warp Instabiling

Psychic Powers (Psy Rating 3): Fire Bols, Float, Psychic

Shriek

s ic Presence: All creatures within 20/ metres tke &

35 |25 |35

3, Fire of Treench!

WS |

BS|S | T

Ag ilm |‘P:r

25

q4.-'5!|.].r‘2-|

WP FLI

Wounds: 15

~10 penalry 1o Willpower Teste.
*Fire of Tzeentch: Horors are immune 1o Perils: ué‘ the
Warp

Weapons: Claws and teeth (1d10+3 E).
Threat Rating: Malleus Minoris.



PsycHNEUEIN—THE MARA STRAIN

Thankfully rare, Psychneuein are vile warp entities drawn
to the mental emanations of unprotected, badly injured or
nascent paykers whose minds they attack for the obscene
purpose of gestating their progeny. Psychneueln have been
known to evidence various distinet genas. of which the
Mara Strain Is deemed among the most dangerous.

The Mara Strain

The Mara Strain was first identificd by Ordo Xenos
Inquisitor Ark-Ashryn during a heavy infestation at the
mining penitentiary on the ice-world of Mara in the
Calixis Sector, three centuries apo. Although the Mara
facility was subsequently decommissioned, the tale of the
“ice station massacre” remains a favourite dark fable among
the sector's spacefarers. Since then, confirmed incidents.
of Mara infiection have occurred on the sector worlds of
Dusk, Lachrymae and Pellucida V as well 25 several vessels

Larval Form
Movemeni: |

Larval Profile

Wounds: &

wp[rcﬂ

*Paychneuein: Whenever the larva takes Damage but isn't
killed outright, it has a 25% chance of metamorphosing
into an aduls Psychneaein,

Weapons: Bite (1d10+2 R).

Adult Psychneuein (Warp Predator)
Movement: 5/10/15/30

transiting near Mara, although these incids remain
thankfislly very few.

The Infested—Final Stage Mania
The victim can be any creature with a Psy Rating of 1 or
more. Apply all of the following modifications:

* Halve Intelligence and Fellowship Characteristics

= Increase Psy Rating by 1.

* Gain Corpus Conversion, Die Hard, Fearless talents.

* Gain immunity to Stun,

* Creatures that attempt to establish any form of telepathic
contact with the infected creature suffer a psychic backkah
and takes a level of Fatigue.

= I the infected creature attempts a Psychic Power thar
results in Perils of the Warp, instead of rolling o sce
what happens, 1410 adult psychneuein are born, killing
the host in the process.

= Il the payker is slain, there s a 25% chance of 1410 adult
Psychneuein  appearing.  Otherwise, 1410 larvac erspe

Skills: Awareness {Per), Dodge (Ag), Psyniscience (Per).
Talents: None.

Traits: Dark Sight, Fear 4, Fiyer 10, Immune to the
Perils of the Warp, Natural Weapon (Feeding Tube), Sense
Minds", The Sl of Nightmares, Unnatural Strength
(2}, Unnatisral Toughness (2.

‘Sense Minds: A Warp predator is always aware of any
and all sentient minds within 30 metres and can pinpoint
their location without regard for lighting, cover or any
ather form of obscurement.

Psychic Powers (Psy Rating 5k Blocd Boil, Regencrate,
Space Skip,

Weapons: Feeding tube (1410+6 R; Primitive, Warp).
Threat Rating: Malleus Extremis.

ALIENS, HERETICS & ANTAGONISTS
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Bloated and malformed,
glaring cut with a s
Daemons are walking in
and excrescence, ser
contagion

| Plxgurbtsrcrb_kirﬁilt

white

[ the

Unclean Spirits

numberless
hin its turbulent ¢

Wounds: 5

r 1, Fiyer 6, From Beyond,

unclean s’ prescice with & DRUICEIO]
its immedate area. This registers a5 2 feeling of
heep s § sucdden chill of an uraccountable foul stench,
Psychic Powers [Fs\r Rating 1): Sensé Presence, Spcmal
Han,
‘Weapons: Mone
Threat Rating: Malleus Minima,




" DAEMONHOSTS

Daemoahoss are inhaoly creations of foal and dangerous nnials in
wiich 2 powerfisl Daeman is bound into a living human host body
and enslaved 1o s crestor’s will. An utery foul act, the creation
of a Dacmonhost condemns the soul of the host body o etermal
tornen and provides a lsting home in the univene for a Dacman
o work ifs evil. Despise the homor of their creation, there are those
within the Inquisition itself, i is sid, who have dared to replicate
the act, hoping to mm their creations against enemics of the
Imperiun. Unforunately, Daemonhosts are not only the preserve
of a handfid of Radical Inquisitors. Tnsane dabblers in proscribed
knewwledpe and the most powerfid of cults have also been known
1o ereate Daemonhosts to serve them in ther designa. Daemons do
ot fest el under the will of amy montal, and g0 eam the enmity
of such a ereature is o gain an immortal enemy; so a Daemonhost's
xetor is faced with a d the more ful the
Daemonhost created, the m aker the bindings of the Dacmon.

Daemonhost Generator

The generator included here is intended 1o give you 3 quick
way of creating these most potent opponents, or even allies
of the Inquisition, while also giving you ideas to customise
your own Dacmonhosts

The Method

Creating a Dacmonhost has sev

Stage One: Roll on Table 12-5: Binding to determine

how many times the Daemonhost has been bow

Stage Two: Generate the Dacmonhost's € ~haracteristics
Stage Three: Generate the changes wrought on the host body.
Stage Four: Generate the phenomena of the Dacmonhost's
presence.

Stage Five: Generate the nonhost’s Psychic Powers.
Stage Six: Determine Skills and Traits

Stage Seven: Add your own finishing touches

Stage One: Binding

The less strongly bound a Daemonhost is, the maore powerful
it will be; but the weaker the binding, the greater the chance
the Dacmon has 1o slip its master's control

 12-5: BINDING

Effect

Unbound: The Dacmon, within ies host, has broken
free of its fetters Such o creature is the walking
embodiment of the comapting pawer of the warp
Once-bound: A Daemonhost that has the least
number of bindings placed on it is apocalyptically
powerful, but only barely contained
Twice-bound: More powerfully bound. a
Dacmonhost is sill extremely dangerous, but s
e ponwer i empered and more casily controlled
Thrice-bound: The most srongly  bound
Daemanhosts are the least likely to rebel, but ane
still noe without inbuman strength and power.

S & ANTAGONIST
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St.ge'l'wo— Characteristics

Once you have determined the extent of the Dacmonhost's binding, cross-reference this with the profile given in the I'ollmﬂn;
table 1o give the Daemonhost’s Characteristics

TABLE 12-6: DAEMONHOST CHARACTERISTICS

Characteristics Unbound Once-Bound Twice-Bound Thrice-Bound
Weapan Skill (W) 20+ 2410 20+2d410 2042410 2042410
Ballistic Skill (BS) 20+2d10 2042410 2042410 2042410
Strength (5) 4542410 45+2410 40+2d10 is+2d10
Toughness [T} 30+2d10 35+2d10 4042410 45+2d10
Agility (Agh 1042410 10+2410 1042410 1042410
Intelligence (Int} T0+2d410 T0+2d10 T0+2d410 7042410
Perception (Per) 50+2410 S0+2d10 5042410 5042410
Willpower (WP} BO+2d10 7 410 H0+2d10 5042410
Fellowship (Fel) 5+2d 542410 5+2d10
Wounds ) 30 30 in

Pyy Rating & 5 4

Stage Three: Unholy Changes
Daemonhosts are covered with chains and amulets, their skin punciured by needles and their flesh etched with sigils The hom
bady beneath the bindings is warped by the terrible essence trapped within it. To determine what changes have been visited on
the Dacmon's fles! n, roll on Table 12-7: Unholy Changes that follows.

For unbound Dae osts, roll 1d5+1 i ance-bound, roll 1d5; for twice-bound, roll 1d5-1 (minimum once): and
for thrice-bound, roll 1d sinim In all cases, re-roll duplicate results.

TABLE 12-7: UNHOLY CHANGES
Roll  Result
01-04  Vestigial Homs: Two small homs project foen the Disemonhost’s foechead.
0508 Glowing Eyes: The Dacmonhost’s eyes glow with ig
09-12 Bails: The flesh of the Dacmonhos 1 covered with weeping boils snd sore.
13-16  Car's Eyes: The Daemonhenr's eyes ane yelkow and pupils are black shits
17-20 Homs: & set of bomms, like these of 3 mm or goa, spring fom the Daemonhoss head. It ains the Nariral Weapon {Homs) trait
Clws or Blades: The Duemonhon’s sharpened ivso rzor claws, or fused inn blades 25 stharg a din_ It gains the
Natural Weapon (Cliras) e

dded T

Snake Tongue: A long Forked toague flicks from berwren the Daemonkast's teeth

Fluid Form: The Dacmonbod's lesh flows contmually: limbs, screaming faces and other terible things pushing out froe s body before
being resbsorbed

Wings: Gerat wings of freathers or sretched shin have sprung from the Daemonhiost's back. It girs the Flyer e at a rate equeal 10 twice i

Blceding Mouth 2nd Eyes: The Daemorhost's eyes consinually weep blood, whill viscous gore seeps fom berween s s,
Cawered in Eyes: The Dacmonbots fleh b covered in eyes. The Daeme 20 boemn to Awareness Tests imolving vision
Quills: The Daemanhoss s flesh bas gproused kong avisn quills, 1t i the Manzal Ammour 2 imait
Un-fleshed: The Dacmonhost has no skin, its g e mews are exposed
Inner Fire: An uncanthly fine bums within the Daemanhos, ghowing theough s flesh, veins and skin. I potural atacks inflicy Enengy
Damage.
Bloated Form: The host body i grosdy bloated
Snake Mest: \...Lmuu around the Daemonhaost, flowis . outh and rents i its flesh, Whenever it deals Dimage, the target o
succeed on a Hand Tougheress Test or be afficted as if by  hallacinegen prenade for 145 Rounds
Insect Hive: The Daemonhos's body i 2 hive for 2 mass of inseces that el across it It gatrs 1410 Wounds.
Corpse-Host: The has's body has expired during the rinial snd i visby meting—yet it ill Bvest I ||knm|lsTm#Imbv 1din
Elongated limbs: The Dacmonhent's limbs are disoned and dongated. The amnack e up
ke combat.
Seales The Daemonhos s bod ‘ s covered in a fine Liver of sake-like scales. It gains the Naeural Armour 3 trait.

The D ' body has bestal feanures, such a5 the head of a gooe, bl or avian, backwasssejoinied limbs oe i
Featureless Face: Though it has no effect on it senses, the Daemonbos's head is smooth, featureles fesh,
Charred Farms The host body sppears horrifically bume. The Daemonhost i immuse o il forms of fire and e dhamage, even puychic

fre st ot oy e

Y IF lr, o ot mall any fiather on this table. Also, amy resuls alneady olled
seems ptrl'rﬂiy ||c-|m.|l apart from the instruments of its binding. It adds 1d10 1o its Fellowship.




The very presence of 3 Daemonhost has an effect on its surroundings The diameter of this ared i equal 1o the Daemon's
Willpower Characteristic in metres. Within this area, all characters experience a particular set of phenomena and take a <10
jpenalty to Willpower Test= The number of phenomena caused depends on how strongly the Daemonhost is bound: unbound
Daemonhosts cause four phenomena Daemonhosts cause three ph vice-bound D hosts cause two

nd thrice-bound Dacmonhosts cause one phenomenon. For each phenomenon the Daemonhost has, roll onee on

Daemonic Phenomena lows. Re-roll any duplicate rolls.

TABLE 12-8: DAEMONIC PHENOITENA

Roll  Result (In the Daemonhost's presence...)

01-04 -people will feel nauseous.

05-08 i}

0912 ...cveryone tasies grirty ashes

13-16 people’s noses begy s

17-20 Jthe sound of st

21-24 thete is 2 smell of b and hat metal

35-28 a single high-pitched note can be heard

9-32 Hicpuid falls upward: the ceiling

33-36 smatches of sound without connection can be heand

3740 plants wither and die. food and drink spoils

4144 . the zir is hot, 2 if qu‘_lrg in front of a furnace.

4548 the air ia filled with d 1l of

49-52 there is a smell of burning flesh

53-56 i 1 rusts and wood rats. Once the Daemonhost has passed everything retums 1o normal
57-60 e ir s filled with the smell of blood

61-64  _..the bux lics can be heard, though none can be seen.

65-68 . shadows ficker and distort, seemingly to the silhouettes of sirange figures.
65-72 lighes dim, candles sauff out, a g preads

73-T6 ...strange things are seen out of the corner of people’s eyes

77-80 the aif is cold, breath foems in the air and surfaces are covered with a sheen
4184 & cold breeze swirls and screaming can be heard distantly

8586 sparks arc across metal and gh diance glimmers from flesh

8993 muttering familiar voices can be hesrd dimly,

9306 ...cvery s scuttling seross their sking when the

97-00  ..the taste of bile and of blood fills people’s mowths

Stage Five: Psychic Powers
Daemanhosts do not suffer Perils of the Wa rp W 1 i 0 I i ar 9 i3 rolled on the power
dice, the Dacmonhaost takes 1 We i Dae any negative effects of Peychic
Phenomena, although those 1k b mal b
Minor Psychic Powers: Da 2 4 in Chapter VI: Psychic Powers
Psychic Powers: An unbot i has 4 - Por a once-bound Daemonhost has 1d5+2 Psychic
Powers, a twice-bound Daen Powe ound Daemonhost has 1d5 Psychic Powers.
Select any Psychic Powers you like from those Chapter VI: I‘:}'thc Powers.

Stage Six: Skills, Talents and Traits
All Daemanhosts have the following Skills, Tal Traits:

Skills: Awareness (Per) +10, Deceive 20, Forbidden Lore (Daemonology, Heresy, Warp, plus any others you likej {Int]
+20, Psyniscience (Per) +20, Secret Tongue s like) {Int) +20, Speak Language (all) (Int) +20.

Talents: None.

Traits: Daemonic, Dark Sighs, Fear 4, Flyer [AB), From Beyond, Natural Weapon (Claws or Fangs). Unbound and anees
botnd Daemonhosts have Unnatural Strength (%3], and twice and thrice-bound have Unnatural Strengh (%2). y

Stage Seven: Finishing Touches
I8 e time 16 pall together all of the mndomly generated factors, add in your own details such as 2 name, and unify it in
co whaole. p
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EXAMPLE DAEMONHOST:

HEDRODAL

Twice-bound Daemonhost

[Hedrodal Profile
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vt seapon this galay bas ever produc

ower cn achieve.”

will depend o action
The story as olds ne of treachery,
a generous amo action and ¢

4 no further as you will

INTRODUCTION
& (GAIIE
[TIASTER'S
SECTION

his adventure is intended for starting

Acolytes and showcases many of the

gh reading o
Insanity and, of course combat,
i
adventure itsell is divided up into
ris that should be plq.u |J|n\u.!h
and the ga

or more sessions of pl

brevity and convenience
for MEWD Non E Characters
[NPCs) are
this chaprer.
The adventure breaks down as follows:

Part One: The Brazen Sky

Part Two: Planet Fall

Part Three: The Black Cathedral
Part Four; Faith Betrayed

Part Five: Dancer at the Threshold

srtal danger),

ered together ar the end of

Al b furce is merely a shadow of

Inquisitor Globus Vaarak, Ordo Heretlous

Masters and playen

40,000 universe. In i

k events and journey to a barres

vd the lives, and indeed the souls, of mamy
5 revealed, inrd, and deceit (a5 well 28

1 are intending to play this scenario s

il h| surprises in store for you. Game Mastes

AN OVERVIEW OF

7 2% 2 feam to assist and
itorial agent in carrying
1 investigation on the barbaric world of
The senioc agent’s name is Arstanchus. He is &
d Imperial psyker and more specifically
tise lies in

noand the imvestigation of peye
and warp phenomena, Aristarchus is o fvoured
retinie of the PCs' own Induisitos
mous Saim

l|u Calixis Sector. 2 seeminply incidental Fact that
will be revealed 1o have dire importa

The imvestigation has been triggered by 3
report of strange and potentially warp-spawned

rena that have plagued the closing stages of

unding of a new cathedrl in the settiement
of Stern Hope, and i5 4 result of a formal requess
from the mission’s abbot, Orland Skae,

The Acolytes must first travel o locanthes
on the void freighter Brazen Sky and meet up
with Aristarchus at the Imperial outpost of Pon
Suffering. Then they must cross the barren and
dangerous wastes 1o Stern Hope where they will
investigate a suspected payehic disturbance, IF
need be they must bring an end to mateers by
fiorce 1o ensure that the cathedral is consecruted
on Saing Drusus feast day as planned,

Unfortunstely for the Acalytes, there is n ht
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THE WIDER
SITUATION ON
IOCANTHOS

locanthos is a barbaric, war-torn world
lying in the Golgenna Reach in the heart
of the Calixis Sector. The planet is a dusty,
arid wasteland and b to a continuous
cycle of strife and internecine conflicr thar
was elevated 3

the auspi

during the Angevin Crus:
Calixis Sector into bel
by way of resources other than its warlik

Possessing lirtle

people. over the years locanthe

dumping ground for
convicts .md undesirables and a mustering
ground for regiments until, centuries later,

intermittently as

a strange indigenous plant known as the
Ghostfire flower was discovered to possess
potent psychoactive properties, particularly
when rendered down and concentrated in the
g coml
Ghostfire quickly bee a staple

Imperial Guard g eglons acro:
sector and is even exported b

form of a bloodlust-indu

rendered pollen has become the planet’s
anly tithe to the Imperium. Otherwise the
planet has been left 1o languish and exisis

Indeed, the control of
the polle p traded for arms and
orld industry by the
planet’s fractions warlord:

the produ
, has become the
measure nthos and even
further cause for bloodshed and violence.

Ghostfire itself has proved all but
impossible 1o synthesise or cultivate on
other worlds, and is incredibly difficult 1o
intensively farm as its tangled iridescen
blossoms scem to cleave only to the tomn
and baulefield-serewn  lands. This  has
led to a popular myth that may well have
more than a grain of truth ro ir, that the
Ghostfire’s nourishment is anguish, despair
and violence and that one blossom springs
for every one of the world's lost souls. Some
even whisper the sedition that those whe
rule the sector prevent anyone from looking
oo closely into the suspect nature of these
“crops”, ignoring what should be obvious to
anyone who spends time among the warring
clans: of locanthos: that wherever their
soldiers fight and die, the Ghostfire flowers
soon follow.

The population of locanthos are 2 mixed
group; some are. outcasts or refugees from
elsewhere dumped on the world by Imperial
authorities and others are the descendents of

former convicts shipped in previous centuries
The I..Lm group are known as the Ashicen,
enous clan of humans that predate
the sector’s founding. The Ashleen arc a
. semi-nomadic people whao freely mis
the primitive skills and lifestyles of hunter
gatherers with imported firearms and scavenged
machinery. Outside the world's few off-worlder
outposts, wider Imperial culture and law are
nothing more than stories and myths, and while
the Imperial Creed is kept up by a constant
supply of willing missionaries, the persistence
of old native belicfs and local variations of
Ecclesiarchy teachings are common, something
he wider Cult would like 10 see change,
More information on locanthos can be
both in Player Handout I and s
Chapter XI: The Calixis Sector.

PART ONE:
THE
'BRAZEN
SKY

GETTING STARTED

efore running this scenario, you shoold

take the time to read it thoroughly

so you get a sense of the plot, the
characters, their motivations and the various
locations that the PCs are likely to explore
If the players have not done so already. they
should create their characters using the mules
found in Chapter I: Character Creation
Once they've finished and you've looked over
their character sheets, encourage the players
1o come up with backgrounds and reasons for
their being sclected to join the Inquisitors
retinue. Once -all the background elements
are in place, give the PCs or read alosd
Players Handout 1. This handout describes
the nature of their mission. Then begin with
the section entitled The Brazen Sky.




Authort Inquisitor Tyburm Graves

Subject: Mission Bricfing

Name: locanthos

Location: Segmentum Obscurus

Sector: Callds (Scintian Sub) ++ |gnorance s blessing not
Tithe Grade: Exactus Median 10 be disdained by the wise ++
Notes: ref—Ghosire Pollen e e

Mission Detalls: The Inquisition offices on Scintilla have been formaly issued with a request for assistance from the settlement of
Stern Hope on locanthos. The report, while VAGUE, SUERESEs suspicious disturbances, possibly psychic of warp-based, oCcuning
In the area of & new cathecral ralsed to honour Swine Drusus, The cathecral Bes at the heart of the remote outpost and ifs
successiul completion will do miich to further the imperial faith on this troubled world, a laudable goal and one that the Holy
Ordos shares,

planet locanthos where you will assist a Senior Incpuisitonial Agent, Aristarchiss the.

that the consecration of the cathedral goes as planned. Tour princpal tasks ane 1o

rexd and, where nesded, edminate any threats that you find. For the duration of the

misslon, Artstarchus has the honour of command over you in my narme. Assist hirn and afford him the same Ioyalty as you would
ve me, In the God-Emperce's name.

Passage for you has been arranged on the trade-hauler Brazen Sky for immediate departune o focanthos, Make yoursell known and’
Farnillarise: yeusrsell with your feflow Acolytes on board using the codes you have learmed cluring your training,

Landing close to the site of the Incident is ical due to jts ical location in a mountain range and the potential hostity:
of the natives. Instead you will male planesfall ar Fose Suffering (locanthos’ primary Imperial Outpost) and meet Anstarchus there:
From Port Suffering arangements have been made for Your journey to Stem Hope,

Addendum 1: The Cathedral Mission

Milssionary-Abbos Ordand Skae i For the first | han cathedral to be bulk in the settiement Stern Hope two.
years ago, and since then reports indicate that he has gathered a sizeable congregation of nathve converts and woethy off-workd
[pilgrims to his cause. Skae himself, a very distant scion of Scintiilan nobility, has managed o gamer both off-world donations and
considerable local support 1o his mission, <o far succeeding whene others have fallsd,

Addendum 2: Reported Phenomena

As the cathedral strecthue has urmsusal phy mmbeenwidrnceab«h.umesneandlnd\eswmunduu
area. These include strange §ghts In the hils, animal attacks, mitssing persons, an upsurge In accidents anc unexplained deaths,
These incidents have culminated recently in more serious and obviously unnarural events such as manifestations of phantom
sounds, walls weeping biood, telekinetic disturbances and other such phantasmagoria

Addendum 3; Planctary Briefing

Society: locanthos is an anarchic pseudo-feudal soclety. where all pov

anly tithed material, Ghostfire pollen, In order to tum it over to the Ipseriim In e
Is cumently King Verval Skull who s currently acknowledged
fartified Admink ed - Port Sufferi

week of bloody fighting. Drusus later rermasked In his menmolrs that

ofwild flewers which “Shis ing felds of rippling expl » caught at that fleeting moment between beauty and
destruction” [Ref. pg. 526—Breaching the Darkness]. As ever, the general was perceptive as the Ghostfire would become central
1o the world's future.

powertul psychoactive properties and refined thelr use.

Almlxlrggmcdwhummﬁmtclr\gher b0 bulld & temple, “Where the flowers burm™, Sistér Semberle of the Adephus.
Sororitas came to the workd and crdered the building of the Abbey of the Diawn in one of locanthos's fiint mountain ranges. The
Soraritas faclity is forbidden te cutsiders.

Ref—Ghostfire Pollen: locanthos's sole tithe, It is a powerful psychoactive substance used as the base for 4 considerable mumber
of combat diugs used by the Imperial Gard's | Reggons the Oscurus.

Past Incui: b Tor the: average locanthan, the 5 menely another hall-legendary power from beyond their
waorld, and while there are records of several Inquisitorial missions to locanthes in the past, they are all classified beyond your
dlearance rating, | have reviewed them and juckge none to be currently relevant O your mission,

The: planet historically registers a shahtly higher per capita level of payier birth, but not significantly so.

The Sisters of the Abbey of the Dawn tegularly report Aany unusual heretical activity fo the Conclave, Other than this, the Holy Ordos
Tetain no standing presence on locanthaos.

Player Handour 1
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Sounps
ONBOARD THE
BrAZEN SKY

THE BRAZEN
SKY

headventure beginswith theuncomfortable
trip to locanthos aboard the Brazen Shy
a large and rather dows
vessel, The Acolytes are
r s the ship's crew load
left in a large and
dishevelled-look
n their own fo
will last for chree days un
Their only connection with the crew of
the vessel is an al: pqous purser
who goes by the name of Sebek. His f
manner should be made to irritate %
and he should drop heavy hints about
o their needs”, which basically m
m low-grade Ket”
goods. He questioned  thro
the use of Int n skills, by making eithy
an Ordinary (+10) Inquiry or Charm Test,
with son n on Table
13-1: Inquiries about locanthos. He will be

example results she

disposed 1o any gl
something from him, granting 2 er +10
bonus 1o that /

During this time, the PCs can kivow
one another and discuss their upcoming mission
Allow the players to introduce their
offer descriptions of themselves, and re

¢ wish abour their backgrounds,
other interesting details
're inclined to share. There's not
on the ship, nor is there anywhere to explore.

AN UNPLEASANT
DESCENT

Read or paraphrase the following:

Allow the players o make whatever final
preparations they need before they head ont
Forward Hold 2/DZ015 i a &mg, oW and

h-vaulied  room  that 5 a modest-sized
lighter—a multi-purpose mransport designed s
from orbit down to the
ceess harch is already open
and waiting for the Acolytes while workers finkh
loading supplies and other cargo into the vessel A
deck officer takes a data-slate from the purser whe
wishes you a last fiwning bow of farewell sying

sove goods and people
planet’s surface. Thy

a  military  background
have, but it's less likely for other

racters. The deck officer looks with sympathy
who haven'r and says:

¢ @ sedatie?” and hands any

epts a blue lozenge saying

Test Result Information

Standard Success

©One Degree

Two Degrees

than geld

Three+ Degrees

“Forgive me for som

M e,

«cach other, yer?®

TABLE 13-1: INQUIRIES ABOUT IOCANTHOS

jtuss Fidy the ome spacepers, Port Suffering It the door fo the warld —theres

0 s landing amyuhere else. what with

A tervible bleak place so Fve heard, the Ashlen would gt you @ soun ar ook at Soi,
they pains thetr flaces {tke Blive fire to watrd off cuil sprits they sy, and value bullees bigher
T be hanest I think even the A s
posting, if you knate what I wean”

1, but you see—no ene goes to focamibr s, you widersind
mo by choice, unlers they bave ‘hard business” if” you, eareh my drift
ratber like yorslves, noethat 1 pretend o knate b you are, bt 1 think e it

v and broken terrin,”
feg of owr rose. Now further au, sy the

will be packed. 111 wetrrnane you il see no buness o

e the place ava f




The lighter's interior s
uncomfortable, with hard metal seats and he

around inside dumug the bum;
the characters are seated, 2 cold mechanic

comes aver the vox-comm and counts down until
descent. The bay doors seal shut with a hissi
noise and finally, with a gut-wrenching lu nh
the lighter falls into the void of space. Zero-G
asserts itsell and any loose objects float th
the air. After a few AL, an car-5
sounds from the lighter's engrines as it
descent into the atmospher

Conversation Is impossible thanks
from outside of the craft and the vib
The shuttle shakes hoeribly for the next o
Allthase new ro the “re-eniry drop experien
1o make an Ordinary (+10) Toughness Tm w0
hold down their bst meal Any PCs wi
sedative take the test as Easy (+30) but feel 3
Hght-headed and ke a -10 1o all Intelligence

of chemicals, propell
o5, but beneath the od

sweet smell of in

. After what seems like an ble amount
* af time, the shisddering slows and conversation
possible & the roaring noise recedes

becomes
w can be scen out of the lighter's

Upon leaving the lighter, the PCs see
dozens of grubby-faced men scrubbing
the huoll, arnaching hoses to refuel it, and
workers approaching with a hover-sle

N

- [LLUMINATIC
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Port Suffering Key
1. Spaceport

2. The Counting House

3. The Alms House
4. The Piis

the supplies that the ship broughe in
and to transport the PCs. Within momenis
a bloichy-faced official approaches, wearing
dusty and once-fine n e robes trimmed
in gaudy i ‘o either side of him
are larg vearing re-breathers and
ually cradling shotguns in their arms
al greets the PCs and welcomes
them to Port Suffering. He asks them an
assortment of questions about their purpose
here, where they came from and how lang
they intend to stay, while the two g
lean over the characters thre
any point, the characters can interr
n, who spurters off in confusi
The bur wain and self-important
fellow called Kerred Smyk, works for the
under-consul who has dispatched him o
assess the parpose of the Inguisition's
presence on locanthos, hence his numerous
questions. In truth, he has no authority
aver the characters and they can walk away
from him ar any time. Questioning the man

5. The Refeciories
6. The Bastion Wall

reveals little other than the isolated state o
the place and that there's been “a little local
trouble recently, but nothing to warrant
high invelvement”. He genuinely hnows
nothing about the events in Stern Hope and
will seemed shocked if they are explained to
him. An Ordinary (+10) Intimidate Test
will see him and his men depart rapidiy
with Smyk muttering apologies.
Once the PCs” gear and equipment are
offloaded, a tiny battered-looking cherubim
dtor flutters into view, its cracked and
dirty cherubic face beaming. It looks like
a child, held aloft in the air on rarnished
metallic wings, with pearls in place of eyes
It mutely hands the Acolytes a parchment
adorned with a seal recognisable as the
cipher of the Acolytes' Inquisitor’s personal
cadre. The parchment instrocts them o
fallow the cherub to Aristarchus “who awaits
the pleasure of meeting you®,




r

KEY LOCATIONS OF
PORT SUFFERING

dispute, there are few pern
on locanthes. Those thar do
erected at the behest of the

the largest, being a heav
surrounded by a steep wall b
emplacements. Chapter X
Sector offers additional in
Suffering and locanthos. so be s
all the relevant details
Port Suffering serves one
purpase only—transporting G
spaceport dominates the community
heaps of rust-red hab-blocks extend
in concentric circles
wheo call this wretched
mare than a messy conglomeration of dusty streets
and drab buildings, there are a few locations of
interest in the spaceporn

I: SPACEPORT

Occupying the flar ground at the base of the ridge
an which Port Suffering is built, the spaceport
is-a large area of hard-packed scorched ground,
punctuated with rectangular pads of rockerere
and heavy-duty docking clamps surmounded by a
high wire Fence to keep out wandering creatures
Transports sit along the north-western fence
where they draw fuel from the main reservoirs
beyond the port in preparation for refuelling
wessels. Industrial walkers plod throughour
the area, wnloading much-needed  supplies
o hefting pallets of barrels holding precious
Ghaostfire pollen. The air smells of burnt metal
and chemicals and 3 haze hangs over the place
from the scorched earth, even when no lifters o
shuttles are present

2: ADMINISTRATUM
CountinGg House

The counting house is onc of the few strucrures
in Port Suffering that & not cheaply made and
shoddily built. Monolithic and intimidating, it
towers over the rest of the accommodation blocks,
construced of black stone and decorated with the
-symbols of the Administratum and the Imperium
Armed guards monitor. passers-by from fortified
Inalconies and sheliers, and only those citizens who
ave legi 1 liowed to apprach the
let alone enter, Adept-Interlocitor Sabetha

or the locals. and she

s shadow comidors if it

4: THE Pr1S

Part marketplace and par , this section
of the town is home 1o any number of exiles,
freaks and vagabonds who have wound up bere
through misforune and necessity. Few structures.
nanent, with most being clusters of tents
and wagons armnged haphazardly In spite
of its poor reputation, the Pis is one of the
al backbones of Port Suffering and
it's here where travellers can hire guards and
transport, purchase materials and ammunition,
and seck out information

5: THE REFECTORIES

This walled compound is malnained by the
Imperium for adepts and such that visit the
toown, Currently Aristarchus resides here and it is
where the Acolytes will be put up for the night
in austere hospitalitg

6: BasTion WaLL

A 20 metre-tall  adamantine  metal  wall
completely encircles Port Suffering, Studded
with gun emplacements and seniry posis, it is a
formidable defence that ensures that none of the
wviolent warbands drifi 100 close or, worse, lay
siege 1o the community. The wall is more than
just a simple barrier: it is a symbol, a physical
division that separates the violence and hostility
of the Barrens from what passes as civilised life
within the settlement

7: Tue WoRks

A series of ugly squat buildings and silos where
the Ghastfire pollen is refined and stored for
shipping, the whole area is clouded with choking
dhst thrown up by the refining process

SIGHTS AND
Sounns
oF PoRT
SUFFERING

Port SufTering i 1
aowded, mmihackle
a0d anaschic pl

The buildings are an
overbuill misnsaech
of prefabricated
meeal sheeting clay

N
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Port Suffering
Alleyway Key

1. Building
rooltops

2. Meal crares
(AP 32)

3. Wooden crates
(AP 8}

4. Raized mairways

{locked down)

1 square = 1 metre

PORT SUFFERING
EVENT 1: WATCHERS
INTHE CROWD

ongregation thar
d ways” and that the patterns
< of their beliefs.

PORT SUFEERING

agh the many alley
e the watchers
3 Iul!-ﬂ.lhd and

2 string of wikd p]ll'.!sl.:s and
and cannot be calmed, charmed

Perception Test
although what they mean fsn't clear. They include

e Crow Father come

aces be bar! First of three
serpent t their beerty, fools’

I the Acolytes stop for long with the man,

r attempt to manhandle him in |uf way,
several young Ashleen hotheads who have been
ing them si cd:urlm\lllwilm




and looking for a well-heeled target to beat up
and rob The agtackers rush the PCs 1o engage
them in hand-to-hand combat. They only pull
their guns if the Acolytes fire first

Gunfire here artracts the anention of 1d5+2
guards (use the Enforcer statistics in Chaprer
XII: Aliens, Heretics & Antagonists) who
show up 1d5 rounds afier the first shiot is fired

Characteristics for the Ashleen thugs car
found on page 389, The number that arra,
should be equal 1o the number of
invalved, plus two

IF half or more of the Ashleen are killed or
incapacitated, the rest flee

After the Fight
IFthe Acolytes defeat the
1o gunfire, they are cheered by the crowd

If the guards a the midst of the
combat, they side wit Acolytes. Once the
dust sectles, they question the Acolytes about
what was poing on, They threaten 1o bring the
Acolytes in for questioning, but a successful
Ordinary (+10) Intimidate Test or Ordinary
(+10) Charm Test is enough to get them to
back down. 1f the Acolytes talk their way oat of
this, the guards volunteer the information that
the Ashleen clanners from outside the town have
been particularly “renles” for a few weeks now
No one knows why.

If they are detained by the guards, Aristarchus
springs them out an hour later with much roaring
about the guards violating the autonomy of the
Emperor's chosen servants (proceed 1o Event 3
with appropriate modification)

The madman will disappear during the fight,

11 without resorting

Capturing an Assailant

mbushers alive is relatively
fruitle 3 on the Ao
that * it

them. But a Difficult (-10) Scrutiny Test
will reveal that they ar scared

PORT SUFFERING
EVENT 3: MEETING
ARISTARCHUS

The cherubim eventually leads the Acolytes
out of the crowded streets and into a walled
compound through doors embassed with the
Imperial eagle. Inside, a functionary shows
them into a high-vauled dark room, blessedly
cool after the streets of the town. Some effort
to make the chamber comfortable has been
made, as can be seen from the chick rugs
on the floors, the presence of real wooden
furniture and even a few tapestries bearing
Imperial motifs. Aristarchus sits ar a able,
examining the local feeds on his data-slate.

Seated at a wooden table in an old leather
chair is presumably the man you're looking
for. He wears charcoal-grey robes and has a
small smile on his lean, handsome face. As
you enter, he holds a set of large ivery cards
in his hands which e replaces in a silver
case and returns 1o the pocket of his robes
“Welcowme! | am the Seer Aris

frip pussed g

round the table and offers each of you in tum
a hand in greeting before gesturing for you
to sit. Close up, you see he has curiows gold-
grey eyes and the sanctioning electoo of the
Scholastica Psykana imprinted on one check.
After shaking hands with you all, he adjusts a
black satchel hanging ar his side. You notice
that the bag is made from emadar silk. an
expensive material, and hebd shut with several
lead purity symbols, each one bearing 3 long
crimson ribbon that trails behind him.

After the pleasantries are complete, Aristarchus
will talk about the ambush of the Acolytes
freely if asked. He will be sympathetic but
dismisses the Ashleen and the awack as
indicative of life on locanthos. He signals
for atention and blank-faced servitors bring
in refreshments and carry away any baggape
that the Acolytes have brought with them,
Once everyone is comfortable, he explains the
nature of the mission:

E - ILLUIMINATION
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Whi

recerved from

cerain that the

hragfig you
v bomoeered master desoriber in

it boly purpase

o sewme suich.”

phencmen ocour
el s e beve e, it i
undetcted peyber

f soeme Fockiesy, previe
or of e

serstohing

erails off es distractedly a moment into
space before retrieving a data-slate from his

bag and reading it for 2

moments before

10 the movih, 1 thaie

us yous micty [urve seem on your wy bere. O

4 world, we would Aeve gane divectly

1 the caapent by i, but thar’s mot parible here,

we hve o maved by the Pilgrives Road s they call

er of terrible things lurk our there, althosgh
thredt, 0
Do you

Allow the comversation 1o flow naturally and let the
characters ask what questions they have. Aristarchus
knows a great deal sbout Tocanthos, inchuding the
local politics, important figures and how the world's
economy centres on the harvesting of Ghostfire
pollen. Also, i the PCs have any questions sbout
their Inquisitor, why they have been chosen for this
mission, Port Suffering o other details, Aristarchus
can reveal a5 musch or as litle as you like. Afier an
hour or so, Aristarchis suggests that the Acolytes go

greater the threst. The consecrttion & i frve doyt.

As the conversation moves on, his insistence on
haste should be made apparent along with hines
of dire consequences should they not be present
to see the consecration come to pass. It i thele
mission, not to mention their duty to the Emperor
the planet and the saint, 1o be there on time.

The PCs will lodge with Anstarchus at the
refectory tonight (unbess they have strong ideas
otherwise). If asked about other equipment.
Aristarchis has obtained sufficient outdoor gear, 3
personal vox and a lamp pack for each of them. He
will mention an area of wown called the Pits where
they may wish to go and pick up whatever else
they think they need, and if pressed will hand over
100 Thrones to share berween them if need be. The
Pits are a good place o contacy Jocal traders and
merchants peddling junk, wespons, ammunition,
wdstuffs and other miscellineous: goods
to the worlds paucity of poods
anything the GM regards as “advanced” should
be very expensive. It's also 0 good place o pes
nformation znd get into troable, s feel free 1o add
any encounters there that you fecl appropriate.

Afier talking to the Acolytes, Aristarchus will
retire fior the night.

w0

but owing

TABLE 13-2: RUMOURS FrROM THE PITS

Test Result Information

Stancard e, here’ beem some bother with the
Scoes Athleen recently. o frwe knllingy and
ruberies, mathi see v e e ”
One “There’s troudle in the wstmer and
Degree  the morth conntry 1 bear, wtr clas an
o dihy, chough theyre all
w aich otber 4ver Somerhiky
Safer bere in. the shadow of the
it

Two “Stern Hope? I've beard. of it They
Degrees sy same priest is butlding o cnthedral
wp there, areracted 2 couple of hundred
Jort soule a0 bes flock 1oo. Fm fr
uerprised sowme clan et just ricden i

and besecbered thea all by now... =
Three  f kwow 4 drover-guand who ek
Degroes® o herd wp to Sterm Hepe 4 jirwe wecks

hack, said heidnever g back The drove,
Jusr Balf hés bamd tn b wiaree and
Shale Crivws and didu’t e living
soel crassing the wieiter, mot ane. There
was something else i but be wouldn’s
sy, oo frightened, or reckemed wed
call bim 2 foal an it Awyusty be ust
sold wp anid heuided s to b i

with Seti's for,™ g
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INTO THE
BARREN
LANDS

he morning after the Acolytes arrive,
they and Aristarchus set off on their
journey. Beyond rhe er of the

port’s massive walls is an arid, hostile world.

TRAVELLING
THE BARRENS

The Lindscape berween Port Sulfering and Stem
Hope is anything but pleasant, and the ip should
ke about wo days, stopping only to rest during
the pitch-black night. 1t's a hot, dusty ride and the
road i little more than a dire track, Their vehidke is
a rackety old four-wheeled flubed truck designed
for cross-country use. It has no cab or mof but a
tarpaulin cover that can be removed to double a5 2
tent. It carries adequate supphies of food, fresh water
and fuel for several days more than they need, and is
equipped with a rack of high-power lights

Throughout the journey, Aristarchus  makes
small talk, genily testing the PCs in terms of their
abilities and their loyalty o the Imperium, to the
Inquisicor and, above all, 10 the God-Emperor. He
responds civilly bur reservedly 1o amy questions that
the characters might have, filling them in on details
you'd fike 1o offer about locanthos and Stern Hope.
In quiet moments he will stare for long minutes at
the deck of omate cards and i quizzed, he will
tell them of the abbot's “uching and gomerons g
but will be reluctant 1o show the Tarot deck to the
Acolytes closely, and will not let it leave his person.
This is a perfect time to paint Aréstarchus 25 an ally
and encourage a friendship, or at least o respect,
10 develop berween him and the PCx Aristanchas,
though, will become increasingly fatigued by the
joumey and noticeably does not sleep well

That day's journey through the barren Lands is
auncventful. For the most part the land seems quite
literally “dead”. The only animal life in evidence
are “Shale Crows” as Aristarchus names then;

The local careion eater, v

feathered reptile than bird if you
them, sharp-beaked too. Local myl
sorts of wnpleasans legends surronnid

Hardly surprising really. Theyre n

Once the Shale Crows are noticed and pointed
out, there will always seem o be one or more
semewhere ne
their blind fearu
will become apparent later

The Acolytes will have two encounters
in the barren lands. The first w

v that poknt on, staring with
» for this

morning of the second day
to give way to the jagged rocky f
mountain range.

BARRENS EVENT 1:
DEAD MAN WALKING

As they camp for the night, Aristarchus
will start a fire (even if the Acolytes don't
think of it), and suggest keeping watches,
He will point out that the nights can
be murderously cold and dark, and they
should prepare accordingly. Sometime after
darkness falls, make each Acolyte on watch
take 3 Difficult -10 Awareness Test. The
first PC 1o pass the test notices what seems
to be human figure walking slowly towards
the camp from the darkness beyond. As they
watch it will stop, standing stock still just
beyond the range of the firelight. The figure
will not respond if called and if attacked or
touched will simply crumple to the ground
Examination will reveal it 1o be an Ashleen
who has clearly died by violence some time
ago—there is a long diagonal slash across
his collarbone and cutting into his neck
The body is sun-baked and already partly
decomposed, smelling truly foul, and its
eyes have been pecked out.

For the Acolyte that detected the figure
and any that saw it walk, this is a situational
Fear Test an Challenging (+0). Aristarchus
will remain wnperturbed and dismissive of
the evenr, claiming that the Acolytes should
get some rest and stop lewing the place get 1o
them. If pressed to examine the bady he will
distractedly say that he can sense no trace of
psychic acriviey.

SIGHTS AND
Sounps OF
THE BARRE!

The barrens live

o 1 el s

the landscape

desolate plain of

dun-coloured sone,

I, thin soll

and thomy weeds

Stretches ane pitted

with old blast craters

and marred by spills
blackened earth,

s0 arid it soems that

XIIl: ADVEN



Sights and
Sounds of

Stern Hope

A harsh wind b

ment, they will find
themuelves being
walched expecranty
From the shadows of

BARBENS EVENT 2:
SIGNS & PORTENTS

About a day and a half out from Stern Hope,
the Acolyres begin to climb the foothills
of the dark mountains. As the characters
continue forward, call for a Routine (+20)
Awareness Test. Those who succeed spot
a shadowed shape standing atop a rocky
outcrop about 100 metres off the side of the
trail, With the sun behind, it the figure is
quite indistinct and seems to shimmer before
digappearing from sight

An  Easy (+30) Psyniscience Test
allows characters 1o perceive that something
profoundly wrong once occurred near
outcrop, suggesting a weakening of reali
around the area. Allow the characters (o come
up with the idea to use this skill if one of them
has it. Otherwise, have Aristarchus claim that
he can detect psychic disturbances and order
the Acolytes to investigate.

Reaching the formation is dangerous as
there is no clear path through the broken and
jumbled rocks Hidden cracks abound and
the loose fields of scree could give way at
any time, sliding down the slope and taking
any characters with them. Gerting to the sp
i quite difficuls, and each PC needs 1o take
an Ordinary (+10) Climb Test to make it
without losing their dignity and falling over. If
a PC does fall, he must pass 3 further Routine
(+20) Agility Test or suffer 15 Damage tw a
random bocation (armour does not affect this),

Searching the a the:
figure, but the Aco
large, crude rendition of 1 pictograph of a bird
grasping a skull in its talons burned into a flat
sheet of rock. The area around the pictograph

s no sign of the

s quickly come across a

is saill hot 1o the oauch.

When  Aristarchus first sees the symbaol
he immedistely fans his hands against his
chest in the sign of the Imperial aguila and
whispers, “Throme” A successful Hard (-20)
Common Lore (Imperium) or Scholastic
Lore (Legend) Test suggests that the symbol
is an archaic one associated with Saint Drusus
A success by two or more degrees reveals that
the bird of prey depicted is perhaps a falcon,
to Holy Terra, and the shull it
ion on the blackened skull and

4 rapor nati
holds is 3 va
sunburst iconography used by General Drusus's
2nd Army Group.

Aristarchus knows this, but does not reveal it
to the PCs. However, if any of them ask abour
his reaction, he states, that this is Trdeed an age
af mirtcles,” and put his hands unconsciously to
the deck of cards concealed in his robe.

PART THREE:
THE BLATK
CATHEDRAL

ARRIVAL AT
STERN HOPE

round nightfall on the day they

encounter the strange sign on the road.

the Acolytes will arrive in Stem Hope
Read out or paraphrase the following texe:

As darkness begins to f;
rise to cither side of the road and the
path snakes around the
mountainous terrain until at last you see
lights glimmer ahead, growing brighter
until you can make out some sort of
sertlement centred on a broad hill. You
continue until your

, the Foothills

increasingly

ath is barred by a
rough wall of crudely piled up stone and
black flint, Watch fires burn along the
top of the wall and you sec numerous
guns jutting oot, silhouetted against the
firelight. As you get closer, a pair of heavy
wire-mesh and steel gates set into the
wall swing open and a tall figure 5
forward, wrapped in dark cloak with
a rifle slung over his back. In his hand
he carries an axe held high, He

for your vehicle o stop and for yo
dismount
comply and adds that you should make
no sudden moves.

Once you are on the ground the man
walks closer and glares at each of you
He seems to consider for a time, then in
3 fluid movement he bows deeply saying

Aristarchus orders you all 1o

“Welcome Servants of the Emperor, you are

free to enter.

This is a good time to give the Acolytes their
first impression of the sendement (see The
Sights and Sounds of Stern Hope). As they
drive their flatbed truck up what looks 1o be
Stern Hope's main street, a strong volce hails the
party from the side of the path. A smifing heavy-
set man in the dark robes of a monk spproaches
the vehicle with a shuttered lamp in his hand.
He takes a pointed look at the pany’s

before prinning up at the Acolytes and

a bright blue cye: .




Acolytes with

shown them wl

sign of the aquils
Belore them, and
satne will cven beg
blessings “from the
Emperor” while
pervous children will
stare wide-cyed at
them as they pass

Iocals, while
a somcwhat half-
starved b, secm in
fairly good spirits,

st somcthing of
loose end since the
cathedral is neary
lesed. Given
their harsh sirround-
ings, many are armed
ar have weapons
in the shape of
clisbs, knives, a rare
few haunting rifles,
masonry lammers
and a varicty of
home-made spears,
bt little elie.

ADVENTURE - ILLUIMINATION
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KEY LOCATIONS
OF STERN HOPE

baboar of hundreds who have taken to the
£ od-Empe
shape it is a large, roughly cincular buildi
polished and smooth-firtin

a5 a willing offering to

feares

ars sct

p around the base, each capped by 2 all
e b e highess

point of Stern Hope: It abo rests a1 the op of an
angled rise so that ary who approach it have 1o look
up as they draw near, making it loom over visitors.
Within, the cathedral is 2 mixtre of the omae
and the austere, designed to be a cool. shadowy

hos' harsh gharing day

1e massive mural set on

ral dome which depicts

s standing mriumphant, a shor-bladed

nd a golden aquila

alf-suggested figure

surrounded by intricarely
ers and wheeling birds

aloft in one hand

2: Tue Crymve CLota

Crying Clota is what passes for an inn and 3

Hope, as well as 3 scrap trader’s

. In muth, it is mostly 3 watering

spes to heve a few moonis for e

i storey, Constructed of old scrap wood,

ks and cormugated iron, it has 2 shabby

Iooks like it would collapse under

g from strings all along the

Front porch are spent brass canridges and shells that

brecze, In spite of its impermanens

appearance, the Crying Clata has been around for 2

while and has proved 1o be remaskaby resilient.

The interior consists brpely of the bar rom, and 3

derzen tables and six booths offer plenty of places o

it. Most days, there's 2 handful of people inside, but s
night, the place & packed with standing room only

The Crying Clota’s permanent residents

consist of ity owner, o small twitchy Ashleen

man named Forss, and a few of his clansmen and

women wha serve as staff, They are all happy

-




1o see the “outlanders”, are cager to please, and
bave a @lent for minding their own business
The Crying Clota serves the Jocal “spitbrew” ale,
grit-water and listless stew, and also holds a few bottles
of sightly dubsous imponed amssec behind the bar

3: THE Priory

‘This surdy prefabricased buslding is not far from the
path that leacls to the cashedral. It str

an Imperial bunder, on whiich its architecture is indeed
bused, The interior & spursely decorarcd. the walls
adomed with images and icons of the Cult of the
Gad-Emperoe. The ground floor consists of 4 lage
common area and a few adjoining morms serving =
staees, sblugions and a kirchen. On the second floor
are the private rooms of the abbot, Brother Lamark
and Brother Severs, and rwo dom fooms thar house
several other lesser monks, lerics and by brothers

4: GENERATORIA &

WorksHoPs

These single-storey prefibricased Bock units houss
Stemm Hope's small gencrator plant and the workshops
where the cathedrl's building nuterials ae prepared
and the workers' tools and gear siored. Stem Hope's
Few and ofien-repaired vehicles are parked in the yard
asound the back of this location

5: Tue Warriors Camp

This area is set aside for visiting Ashleen clanners,
clota herd drovers and other nomad groups that
may pass this way, and is made up of open tents,
a corral and a wellhead. It i isolated enough
from the main camp to make everyone feel a
little safer while remaining inside the wall

THE CALM BEFORE
THE STORM

The niext moming after the group'’s arrival, Aristarchus
gathers the Acolytes together in his mom ¢ the
Cryng Clota and talks matters through @ he secs
them o far. Seant a discussion with the players and
fake Aristanchis” pari—this is a good chance 10 get
your plivers to recap 10 each other the events so far

and formulate a plan of action between themselves
Aristarchus at this stage is looking worn owt, and
iF asked, be will sdmit that he is sleeping badly but
sifles and makes light of it, saying he's “endured
flir wore v @ fowr sleeplens mghis o the Emperor’s
service” Once the discussion has reached a naruml
husion, Aristarchus asks them to accompany
abbor, and tells them that they

AN AUDIENCE WITH
THE ABBOT

On thelr arrival 2t the pricry they will be warmby
greeted by Brother Lamark who, before ushering
them inside, will tell them the good news that the
young child that the abboe was standing vigil over
will live, as she opened her eyes this moming

Their mecting with the abbot will ke place in
the priory’s meeting hall, a birge square room with a
lectem in one comer and furnished with numerous
rather crudely fashioned pews and benchex The
walls of the hall are decorated with hand-painted
scenes of the [ife of Saint Drusus. In the room waiting
for them are Abbot Skae and Brother Severus

“Good mornmg, | am Prelate Orland Shae. 1 have
the honowr to be Misrionary-Abbor of Sterm Hope.
Good Brother Lamark greesed you lasr m r

steed, aad this wall ngerous-looking fellew

our Intercessar bere. My .mowgm Jfor mor meettng

yorus wlbenr you arrrved bt nay divties let me from it

o s dit e o of meed

Wb | firat dimaseet ey requiest for assistance | could
nor have baped for more prompe arention.

Lt me firs 1ell you of ourselves and our place

t. | e wiat you all must

fid Jhc wornt aut old man 1alk

ificent

g mary huirs
o this place. The
well, as the saying
toil amd faith of the
.rmqum.w we heve brought
7 the barren land, and not one 1

will see endangered
"I reces Juuh\mpl’mnfhsrw:m{

poriemis, vini

il bas come to my congregation
There have also been desappearances, deaths and
other partents. | am @ priet of the Imperial fiith
and I bave seen much in nry years and do not ke

id ws. [ ask you, I implare you, ger
i of this. If it i nothing—o much
the beteer, but if there truly i5...a o
Sfind dt, destroy it, purge it! Tomorrow an the
s we shall comsecran

will fve our
ave some qu

- [LLUIMINATION
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The abboe is then open for questions—you
can either roleplay the interaction, make tests
for it, or a bir of both. Neither Lamark nor
Severus will say anything unless directly asked
simply remaining in the background. For mare
information on these characters, see their detailed
descriptions on pages 389-390.

Phenomena that the priests will confirm
include unexplained sickness and deaths among
the settlement’s meagre supplies of livestock,
several disappearances, strange lights in the hills
surrounding the sertlement, phantom  noises
which include a strange hammering, insne
laughrer and wing beats. Also, up in the heights

al bodies were found
possibly bandits judging by their scan, gear
All recently dead, their bones were virually
picked
variety of causes on locanthos.

Skae will seck to deflect oar away from the
cathedral building ieself. It will take 2 Hard {- m]
Serutiny Test to notice this. IF presse
mention that the hill
was considened the Ashleen
before their arrival, b ' r this fac

ation gocs, Abbot

Lamark’s
e day, sxying rhat

eremonics

back to his room ar

return lacer to ¢
gone for a “private audience with the a
the pair of them are not 1o be dist

INVESTIGATIONS IN
STERN HOPE

The Player Cha
their own pace that day and evening, and pursue
leads and clues as they sec fit with [

a5 their guide. Keep in mind that the clock s
ticking now to the consecration ceremony when
the Daemon's plans will kick into high gear.

Stern Hope at

THE PEoPLE OF STERN HOPE

The congregation are a rag-tag group: Ashleen tired
of the endless fighting, refugees from the constant
wars, the squalor of Port Sufféring and 2 small
number of hardy pilgrims from off-world, drews

here by Skae's holy mission. Faith and the Imperial
Creed has given them sirength and Abbos Skae has
given them purpose. I obbed of these umifiving
factors, they will fll into division and despair—in
shont they will be Lambs to the slaughier, just as the
Daemon Teyiak wishes

RuMours, STORIES AND LiES

IN STERN HOPE
Most of the congregation speak a mismarch
of Low Gaothic dislects, but are easy enough o
understand. The Acolyres’ presence in the town
has been announced in advance by the clengy and
the people are well dispesed toward “senvants of
the Emperor”, unless they act in an overtly hostile
or violent manner. Cruestioning the people is &
Routine (+10) Inquiry or Charm Test The
grees of success they achieve on the test
sre they will hear, as shown on Table 13-3;
Speaking to the Congregation, which you can
cither use as it is written, or make up your own
responses based on it The only real difficulry
the Acolytes will encounter is sifting the useful
information from the mundane or misleading.

HORROR IN THE
HEIGHTS

IF the Acolytes want to tbhe 1 trip up o the are i
the hills where the lights have been seen or to whers
the bandit bodies were found they may. do so, and
them—pausing only 1o pick up 3

suff, a banered-booking Lesgun and

canteers of water for them all. The round i will
tabe several hours hard walking, and you may wish
il for Challenging {~10) Toughness or Climb
Skill Tests 10 see how wellthey et along, Every step
ever-present Shale Crows will be

biindly uhrn ng

s and far from help they will be

ambushed by 2 peedatory beast known as o Hexalld
which has been comupted by Tyiake Whille the Shals
Crows wheel and e rnaiedly overhead, 2 sidden
A pick ISR T Il The
Hexa |I|.| stalks them and they must make an Opposed
Tiest pitting the simghe highest Awareness Skillin the
group, againgt the ereaures Silent Move Skill, [f the
Hexalid wins the test, it will achieve Surprise, keping.
from rocks above 1o change cne of them. The Hexalid
will eandomly artack an Acolyte (bur noe Lamark =
the Crow Father wants only the Acalytes dead o
mndndj The qmwwmﬁynmlnﬂmﬂl

0 Hexalid

suppuratingg old wounds, half-rotten and wi‘h}nm
alresdy gone—seeminghy pecked utly
Characteristics for the Hexalid




TABLE 13-3: SPEAKING TO THE CONGREGATION
Degrees of Success Information & Rumours Learned
Standard Success he cattbedral fr due o be consecrated tomarrow ow the Samur’s Feast Day {the Acolyres second diey ar Seern Hopel.
we'se warked for these yers.”
Or
Hbbor Shae it @ great and holy man, [ loss everyhing to a warlords rarders and be saved me from the sctvengers
life... Before be came 1 bad mo purpose and would surely have died without the Emperar's light *
Or

“Y besrd that old mother Vossa sew the stone of the altar weep blood, so she did! Bur then she was afways balf mad
] ber famity to the sletvers when she was young, Hiven'r seen ber now for days, probably wendered

but I srw them. Some fouals b

daces angered by our it

e Esha Riaine is commg 1o the ceremony. She’s one of the “widesws of the Ashlom *—a respected
wise woman dud bealer. She belteves the cathedral will help the Ashleen foin “real” Imperial sociery and beter us
all. They say thar’s why she agreed to belp Skae and discouraged those clans neerbry from rarding wr. Her vorce &5
listemed 0 bry sy of the war dlany and even a frw remegades.”

Or
¥ ot eraest that waar-boss Kosbe—him and bis Dustdog riders make o thow of betng our friends, but be's ar far
up to s elbows im blood as any wther peity wrlord.”
“They say thar the m 5 wicet wsed
Emperor,

the place was accursed. Emperor belps

was
(From an Ashleen) “W'hen T war you i itr from bere. The old wrdows wed to tell
aatar came, evil men riled bere and worshipped old and
. Bt mow the Emperor bty come amd we ire saved
shrice-cursed Shale Crows flock bere and I remember the

ar she dlarkmens.”

Or

(From a pilgrim) *hioes Skae ¢ Tirelesy b 1 dn the service of the God-Emperor. Wy ance Id left sy
tools up by the workngs and yp there in the dark io reclatim them. Terrifted [ was unirl 1 beard Abber Shaes
wice. At Jetst it it bave been bis voice It war so soorhing aned all my troubles and fears left me. Praying aloud
om vigil be must have been. Strange thing, remember what be said Hut I sew bim leave alone affersard 0

AWt Barve beem Bim. . musnl it

Further questions about Esha Raine bring a variety of answers. All of those of Ashleen blood will make her oot to be almost a
mi\mﬂf % boly womar, that one, and o grest beler - while others will voice cautious respest, and a nervous few will whisper
she is & witch of some sort, and are confused as to why Skae “consorts” with her

om Seih the Vaicr and the warlords, see the Tocantbos section in Chapter XI: The Calixis Sector.

E - ILLUNMINATION

ADVENTUR
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PRINCIPAL
CHARACTERS
ENCOUNTERED IN
STERN HOPE

In addition to the locals, there are a number
of key characters in the scttlement who pl
an imporant part in the unfolding evenis. The
follawing section briefly details their motivations
and history.

MissIONARY-ABBOT, PRELATE

ORLAND SKAE
Six decades ago, a5 a young miss

Orland Skae left the relative con
of his post in the high churches of
Scintilla. Following what he felt 1o
be his vocation 1o preach the
“wg Emperoc’s word, he travelled
oy W locanthos For many
W years, he operated with little
support, and his cusde to

bring the vying warlords and

clans of locanthes more solidly

imto the Imperial fold and o

fully abandon the “old ways”

has been a hard and sometimes

bloody struggle. His slow but

grenuine gains have mevited further

promotion and support from

his distant superiors, evenmually

becoming impressive enough to

r resources from the

esiarchy, This, in fum, has been

encugh to allow for the esablishment

of Tocanthos's first cathedral. I Skae &5 successful,
he will be named is bishop by his masters-

Tocanthos's first of that rank

Pride and burgeoning ambition, however, has

for 3 for the

s location, he was drawn to an anclent

valley that legend told was o former stronghold

of the old pods he was determined 1o eradicaze.

Unformunately ane of those "old gods™ found him,

in the shape of the entity known as Tsyak, the

Dancer at the Threshold. Since then, the Dacmon

has slowly whispered in Skae's mind, fanned the

flames of his desire for greatness, eroded his sanity

and slowly cormupted him, bending the abbot's

own plans for the cathedral to secretly fulfil its

own designs. Although the abbot i ourwardly in

control, the Dacmon has wom away Skae's mind

to shreds, and now appears 1o him in visions in

the guise of the saint, and convinced him that no

sacrifice or decelt is too great # price 1o pay for
bringing about the miracle of the saint’s return,

Skae comes across as a plain-spoken. tough old
missionary and a man used to being obeyed. He
considers his words carefully before he speaks,

of a true zealot can be ghimpsed undemeath
y walks with 3 staff, and wears plain

robes of dark grey choth, with a white stole @

mark his rank and a silver aquila ar his neck:

BROTHER LAMARK

Lamark & a garmulous former Imperial Guard NCO
who “felt the call” and joined the church as soon a5
he mustered out Originally hailing from the seaor
capital Scntilla, he's a heay man in his ke fifties
scoustormed 1o petting things done and pood at
looking after those in his charge, whether that means:
2 squad of recruizs, as in the old dayx, or the Stem
Hope pilgrims. Lamark was assigned to Skae’s mission
by the Ecclestarchy and believes whelsheanedly in it
Like the rest he is ignorant of the abbot's growing
comuption. While he cares deeply sbous the people
of locanthos and the abbot, he is still a loyal soldier of
the Emperor at heart and, 25 the events of Miondisbons
unfiold, he will not yiekd 10 the Daemon’s lies.

Brother Lamark i a loud and allutive sor; he smiles
ofien and laughs a lot. For all that he is a cleric, Eamark
st indulges in earthly pleasures from time (o e, and
will happily drink a willing Acolyte under the table
and swap war stonies if the opportunity arises.

If questioned on the sirange goings on, be will
answer that he has seen nothing personally, and
tells the Acol\ﬂcs [h:ll lmny of the congregation
are sup fered much in
thieir lives, a fact which can !mﬂdldljlldml.
Having said that, only a fool would
possibility of such things happening,
wiles of the Archenemy are many.




- BROTHER SEVERUS

“This. tacitum monk was once a sniper in the
infamous Scythewind, a unit fielded by Imperial
Guard regiments raised on the death world
Martressa—he has tribal maroos to prove it He
serves principally as Stern Hope's Intercessor (1
religious enforcer) and is charged with looking
to the defence of the settlement.  He is also
effectively Abbor Skae's bodyguard, though the
old missionary would deny that he has need
for any such protection because the Emperor
Himaelf watches over him.

Severus habimally wears a flak vest over his
robes and carries a laspistol and mono-axe at his
belt. When expecting trouble he is alio equipped
with either a pump shotgun or long las. both of
which he keeps in his chamber at the priory.

k lietle about the strange pt
in Ssern Hope, and at the abbot’s request, he has
not imvestigated the ooourrences—Skae  having
Insisted that experts handle the maer

Severus hardly speaks at all. A dour and
unsociable man, he prefers 1o act under orders
and within established guidelines. and rarcly
does anything under his own initiative,

EstA RAINE,
THE DEATH SINGER

Esha Raine is a Death Singer, a title thar has a
literal meaning among the Ashleen as
sings for those who have been killed”. She is also
awell-regarded elder of the clans, a keeper of the
- Ashleen's oral history and a highly skilled folk
“healer. Her title s an unusual one and accords
het a mieasure of respect and protection, even
g Jocanthos. Some would hold
‘warious herbal cures, chanting rites and
are the works of a witch, but 1o the

’k_ﬁﬁw'lyl time-honoured tradition.

LI !

e who

Raine herself’ has genuaine faith in the Emperor,
although like mamy of her people she doesn't
regard Him as an omnipotent being, but rather s
a powerfal ancestor-spirit and guiding light for all
She hopes by encouraging her people to follow the
God-Emperoe, the Imperium will evennually sep
in and help the Ashleen agzinst some of the more
“heretical” warlords on locanthos and bring some
semblance of peace To this end she has become
a teneative afly of Abbot Skac and his great plan,
though she finds the site he has picked for it very
troublesome. She also has some dim folk knowledge
of the Dacmon, 2 being she knows in myth as the
Crow Father, a fact that marks her for death

Raine is swathed head o foot in 3 widow's
weavings of black gauze shot through with flashes
of crimsen, and cuts a siriking figure. She keeps
a small steading in a goge connected to a main
mountain pass a few hours distant, and is an
Infrequent but honotred visitor to Stern Hope.

Raine arrives at dawn, on the second day of
the Acolytes” stay in Stern Hope, to attend the
cathedral’s consecration ceremony, escorted by
Warchief Kos'ke and his riders

WarcHIEF Kos'ke

Kos'ke isa distant relative of the great
warlord Skull. Kos'ke is the leader of
the widely scattered mountain clan
thar largely dominares the broad area
in which Stern Hope lays. A man
who has earned his position through
a mixture of willpower, naked

ambition and ous

son or that of
olence from
upon the
nours the
and corsiders
ch as Raine (and
0 2 besser extenn, Abbot Skae), 1o be
somewhat sacrosanct and unlucky to kill But like
his people, he sees the cathedral’s location in what
His clan calls “The Crow’s Valley” as something that
s bewt ill-advised, although he knows nothing of the
place other than that it is raditionally shunned.
Kos'ke and his d; F d
day of the Acolytes’ stay in Stem Hope, escorting
Faine 1o the cathedral's consecration ceremany.
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ALarce
COMBAT

Having the entire
sown fall under

anack and scores
of combatants on

PART FOUR:
FAITH
BETRAYED

A RED MORNING

he Ashleen rise before the sun, so Stern

Hope is likely to be bustling by the time

most of the Acolytes rouse themselves
The dawn seems to linger, hanging heavy and red
while Shale Crows wheel silently in the skics.

Aty character with Pryniscience may make a
Routine {+20) Awareness Test. If they succeed,
they are filled with a heavy air of foreboding
and a sense of the warp drawing close.

The Acolytes gather for a breakfast of fried
clota meat and broth, but Aristarchus does not
join them, Just as they are finishing, the sounds
of ululating cries eche through the camp, but
they don't seem 1o be sounds of alarm, Any
local can tell them that the Ask
Kos'ke and his party have arriv
consecration. An Ordinary (+10) Inquiry
Test will reveal that he is considered to be an
ally of Stern Hope, and has protected them
from raiders and bandits in the past

If any of the Acelytes go to carch a glimpse
of the new arrival, small crowds of Stern Hope's
people already line the road warching. Kos'ke
and six of his warriors ride through the town
on massive Dustdogs. Each beast b a lean, long.
tailed biped three times the size of a man, and
growls and barks as it lopes along, Kos'ke and all
of his men are heavily-built fighters clad in dust
hide longeoats, hooded mantles and mismatched

ecked out with trinkets.
They are also obviously well armed with sabres,
ndoliers of shells and sadd|
: hea

hers and fetishes. The one that the PCs guess

must be Kos'ke is 2 huge brute with a full beard

0

whose leather cross-belts are festooned with
pistols. He waves as he rides, occasionally calling
out a greeting in a tongue unrecognisable to any
but a very well-read sage. As the retinue draws
close, the Acolytes notice that at the cenire of
the riders is strikingly different figure—a veiled
woman clad in flowing wrappings of tattered
black and grey cloth shot through with erimson
ribbons. A murmur goes through the crowd
as they pass, phrases such as “Holy One, Esha
Raine” and “Death Singer™ can easily be heard,
and many of the people bow or nod their heads
in respect as she passes.

Kos'ke and his men head for an area of the =
settlement that locals refer to as the Warriors'
Camp while the veiled woman rides on to
the priory.

A CaLr 10 PRAYER

Aristarchus heads down from his room around
ewenty minuses after Kos'ke's party arrives. The
seer has dark circles under his eyes and looks
maore haggard than they have seen him before
Diespite this, he scems eager and somewhat
excited and he waves off questions after his
health, and gives the Acolytes the following
instructions for the day:

Emperor protects, but His cards can be 2
1 master. Be careful today, the Hig

The Acolytes have about an hour to prepare
themselves and maybe conduct a few last minute
inquiries or seek out Kos'ke, Acolytes heading
to the cathedral find it shining darkly in' the
morning sun, Many of Stern Hope's peaple wha
are obviously wearing their best attire for the
occasion are filing inside the great open doors,
and organ music is starting to filter out into the
morning i

As they approach, Abbot Skae and two other
minor clerics come ot to greet them weaning
white chasubles over their robes. The abbot
asks after Aristarchus and nods sagely once
his absence is explained. He then leads them
inside 1o a place of hanour in the front benches
to the right of the altar, smiling proudly ar the
Acolytes’ reactions as they step into the nive of
the building and get what is probably their firsg
teal look at the interior (see Location 1)

After a time the abbot depans and retums
leading in the veiled woman escorted by the
still-heavily armed Kos'ke and his. men o a
place opposite the Acolytes. The warion ane
Inoking very uncomfortable. At the last moment,
Aristarchus lips in and slides quickly aver to
stand next to the Acolytes. The organ msic
swells, voices are rised in prake o
Emperor and the ceremony beging:




At the height of the
Abbot Skae, every inch the com
servant of the God-Emperor
the altar flanked by
Severus who burning
the abbot

this diay, He ackn
blesses our endes
fought fu the darke
Bebold! It is upor

in the stillness, you
the wall towers begin
of gunfire and the
fire echo about the ¢
Toaks about in surpri
hardens. He
pronouncing loudly, "o
of the I *

ATASTE OF BATTLE

Stern Hope &5 under attack! The people of
locanthos. are, sadly, far too accustomed to
combat, so despite what the Acol ght
expect, they do not panic, altho shocked
words quickly echo round the al. Kos'ke
bellows, Hade!”, allowing him and his men o
directly depart through the swifily opening
“corridor™ of worshippers any of the
Acolytes ask Aristarchus what they should do,
he books at the questioning Aco i =1
an eyebrow, saying:

“Wheever they are, they interr
of a boly feast day in o
aathedrals. They're heresics. W
dowith beretics?”

When they exir, the cathedral's placement in
the settlement gives the Acolytes a wide view of
Stern Hope and a good picture of whar's going
on. A large smoke-belching vehicle with 2 wide-
‘bladed iron plough has been driven into the front
gates of the: sentlement, smashing them aside
and jamming itself there in the process Now at

* least thirty or so dishevelled-looking warriors,
all of whom have strips of yellow cloth tied
somewhere on' their persons, are running into
the town, shooting and hacking at anything that
A fumber of tenits are already on fire.
m has come for the Acolytes to fight in
the God-Emperor,

THE FANATIC VOICERS

The atackers: are. Voicers—followers of the
Warlord Seth's nomadic cult-clan of Imperial
zealots. They have been manipulated into
conducting a suicidal artack on Stern Hope as
a part of the Daemon's own day of rit
Voicers are armed with a wide variery -
grade weapanry, mainly melee weapans, but
a few subbers and lasguns as well. They all
frequently scream "Heretie!” and “Blaspbemer! ™ or
just howl inarticularely as they arack.
Characteristics for the Voicers can be found
on page 391,

THE ATTACK
ON STERN HOPE

To handle this arack, present the Acolytes
with a number of threats to deal with while the
wider banle goes on around them, Each time the
characters manage to thwart one of these threats,
they nudge the tde of battle in their fivour,
Once the PCs achieve three victories, they and
the other defenders manage 1o overcome the
fanatics. Should they fail 1o accumulate the
required number of successes in a reasonable
period, Stern Hope still survives the attack,
bat the casmalties are far more severe—see
Aftermath for what happens at the conclusion
of this bantle. Some example threats are:

Kill the Leader: A fearsome, fanatic Voicer
leads the charge into Stern Hope. The fanatic
Voicers take heart and cou so long as their
leader stande Taking him out could demoralise
ders the advantage
they need to repel the attackers. Difficult (-10)
Perception Tests can be made to find him in
the heart of ut e will always have 1d5
Voicers about him as he fights

The Lic Fuse: A group of six Voicers are

aight for the cathedral, gunning down

in their path, The one in the centre is

ng a large improvised bomb, its fuse already

! The bomb will inflict 241044 X

damage with 2 Blast (4) when it goes off, which it
will do if shot, dropped or smashed.

Dustdog Stampede: The smoke, noise and
chaos causes several Dustdogs o panic and
break out of their pens in the Warriors' Camp.
Maddened by the fires, the Dustdogs go on the
rampage. atcacking anyone they encounter—
attackers and defenders alike. The chamacters
could kil the Dustdogs or perform a Hard (~20)
Wrangle Test to regain control over the beasts.

See page 391 for the Dusidog profile.

the rest and give the de

THE FIGHTIN
ENVIRONMENT

Cormider incorporating
s of theae facrorn
1o the fight

Palls of Smolke: Thick.
somcer froom the buutring
firebombs wil

g combar

o of cover. Acolytes
«an cither smiuah o
be mnbushed, right
thromph 2 grosp of
tents, Remesnber that
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SUMMARY
ExeouTic
AND OTHER
INADVISABLE
Sorumions

th h cl

players and th

Maranders: A band of Voicers (1d5+1)
are attacking the pgeneratoria and the
workshops with firebombs. If these are
damaged, Stern Hope will be plunged back
into the dark ages.

In addition to their wsual gear, the Voicers

have several firebombs each (see page 137 of

Chapter V: Armoury).

Protect the Innocent: The Acolyres
see a knot of 1d5+2 Voicers armed with
cleaver blades hacking and slashing their way
through the tents. Directly in their path, a
young Ashleen woman has gathered a dozen
screaming and shocked children to her and is
shouting for help. Let the Acolyres’ wrath be
just and swift

If you feel like expanding the scope of the
combat, you may want to create more scenes
or even expand the scope of the conflict to
a large-scale bastle. Likewise, don't be afraid
1o have aid come in and save the Acolyres
at the last minute or have an encounter
suddenly break off—bartles are anarchic
and unpredictable things. The goal here is to
present a tense and exciting encounter, not
just wear down the characters|

AFTERMATH

Read or paraphrase the following

As the last of the attackers are overcome, the
shocking cost of the battle becomes readily
clear, Scores are dead, whole swathes of
Stern Hope are burning, and screams of
griel and moans of pain ll the air. Yet you
know that the outcome could have been far
worse, You are surveying the scene when
the warchicf Kos'ke rides towards you
mounted on his soot-stained and bloody
Dustdog mount.

“You there, you are the champions of the god
mar Emperor? Wy did the Vareers k so? It
it wadess even for them. .. yes? What
ome to dnger Winrlond Sech?”

Kos ke will weigh carcfully whar the Acolytes
will have to say, and if asked will inform them that
the attackers were followers of Seth the Voice
They are zealots and famously unhinged—but
to artack in so suicidal a fashion simply makes
no sense, even for them,

As they finish speaking to Kos'ke, one of his
riders comes up looking visibly frightened,
and bids him and the Acolytes to come to the
cathedral at once, As they reach the summit
of the hill, before the doors 1o the church an
ugly scene is developing:

On one side i ranged the sbbot and the
holy brothers, Severus with his wetted ae in
hand and Lamark with a hasty blood-stained
bandage wrapped round his head. Beside them
Is Aristarchus and across from them ks Esha
Raine, flanked by Kos'ke's other warriors. On
the floor between them is a wounded Veicer,
his face covered in blood. The Voicer's cyes
stare widely and he's muttering something
over and over, seemingly unaware of where
be is. A sl crowd has gathered haltingly at
the fringes of the two groups, keoking nervous
and torm. As you Follow Kos'ke up the hill you
grow chose enough to make out what the
angry voices are saying,

Lar ux mov groe these bereticr ohe satigfacoon of
dimrupring our purpose. Let o fincsh whar we hae
ogun. Thir changes moching!“shouts the abbot

Homoured Abbot Raine replies, her
voice clear and authoritative. "How ean you
mat see? Lowk ar this man, be bars been maddemed
by some fiirce. He is touched by unclean spirits
and whispers the namer that shall mor be spoken
evert pow He kmows not wha we are, or even wiy
e s ught. Sams
can you nof see?”

1 45 very wrong bere, how

Then without warning Aristarchus walks
towards the prisoner and raises a laspistol
to the Voicer's head and pulls the trigger.
There is a sharp erack and the Vobcer shumps
lifeess 1o the floor.

“Hererie!” Aristarchus sho nd his voice
is harsher than you have ever heard it. "W

holy miracle bere, waman. A miracle thar

revealed ta me by the Emperar's grace

later every one of Kos'ke's riders has a
weapon in their hands.

m your shoulder. You hawe led these peaple to
rutn. My peaple will bave no part of n!”

Esha Raine slowly and deliberately raises
her hands one last time in 2 warding gesture
before mounting the Dustdog  behind
Koshe The Ashleen ride away at speed,
kicking up dust in their wake.

The abbot seems visibly appalled bt
quickly gathers his wits and begins a
sermon to the crowd.

A single cand) . though it
muy toke o con before iy light o seem from
afar. Let this hall be mo mere camdle, but & mighty
sunt to shine forth fnte the outer darkness, even fn
this time of trial we must have finith! "

=




In the aftermath ofthe battle and the d
argument, a brooding hush serles over
Hope and the Acolytes arc left
devices for a nme. The fires are ex:

a pall of smoke and the smell of
hangs heavy in the hear of th

The Acolytes may seek out help
are badly wounded. Poor Medical Care (see
page 152) s the best that's available ¢ ¥
from a shell-shocked junior cleric

ained their three enc
victories. many of Stern Hope's p
thanks and bring
they saved the woman and children (see Protect
the Innocent above) sev vomen will
them out and bless their v g &
Iiely candidate an amuler m
with an aquila carving. This ¢
{see Chapter V: Armoury f

If the Acolyres sech «
will find him mu

sut Raine he will state

spake, he will
sy, but iriesr me

rhwars ws bere”.

He will not be dr
for the privacy of om for
guidance.”

Abbot Skae has shur himself up alone
in the cathedral to medi
consecration—which be is de
ahead. Guards are posted on the door with
orders o let none pass.

Brother Lamark has b
down from his injuries, and it
cannot hide his tears for Stern
He knows nothing of a “miracle”
Routine (+20) Scrutiny Test will
that this normally gregarious man is he
something back. If the Acolytes have
friendly towards him in the past
tell them as soon as he is challenged that he
knows thar Aristarchus and the abbor visited
the cathedral together in the depths
along with Severus and a handful of other
clergy and guards. He was told that this was
o perform rites to “protect the cathedral
from malign forces,” however the secrecy

; wwhlrh it was done makes him uneasy.
Severus is nowhere 1o be found,

AN ACT OF INFAMY

There i approximately an hour to go before
the ceremony when an injured and E
splattered  Abbor Skae staggers out
cathedral and into the arms of the
outside. Alarms are raised and panic grips Stern
Hope like never before. The Acolytes are called
to the scene to find Aristarchus already tending
to the wounded and half cious abbaot,
surrounded by armed men:

nd breathing listlessly
hite chasuble stained erimson with
His woice is enfeebled and reed-thin
°3 \pl.lh T drdnr see -.-hr 3
 dark shape in

o the Holy Orclos,”™

1o prove their worth,
Raine is a witch, or that
vents? O,

enter their
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The
Steadinghouse

PART FIVE:
DANCER
AT THE
THRESHOLD

THE JOURNEY
TOTHE PASS

vicious dust storm, blowing from the
north, lashes the el
sty up to the Acolytes

ich case it takes
about three hours in the storm) or take their
flatbed, which can make the journey in haif that
d 3 Challenging (+0) Drive
Test not to throw a wheel, break down or get
the vehicle trapped or have some other mishap. It

can either choose 1o walk |

time bt will

s difficult to be heard above the wind, even if an
Acolyte cups a hand over an
can still barely hear over the ston
journey takes them up into th

n l||c \|||'\I storm and amy transpert diffic |||m‘i_
it proves 1o be an uneventful journey as darkness
falls around them

THE STEADING HOUSE

Towards the end of their journey the dust siorm
dies away and, in a side gorge down from the
main pass, they see a large dwelling formed
from rough-cut stone blocks and the hides of
various unidentifiable animals, lit by lantems
v vithin, Nearby is 3 water-hole and 2 small

in which five Dustdogs lounge. Numerons
animal skulls on poles dot the area, Several of
the Dustdogs begin to make chuffing-bark
sounds when the Acolytes approach,

As the Acolytes reach the floor of the gorge,
Esha Raine emerges from her home, Kos'ke and
several of his men follow her, their weapons are
at the ready but they do not attack.

This next part is entirely up to the Acolytes,
they can either go in guns blazing or attempt
to talk to Raine. The latter is in fact the smarter

urprisingly enough.
lytes simply order Esha Raine
with them and refuse 10 give any

her, she states (h.\] she is sorry
1 set foot in Stern Hope even if
- befire me demanded iil*

IF they threaten her, she spits on the ground
and says to Kos'ke, “Fou have y permission to spill
d goes inside while Kos'ke
and his men fan into cover, If the Acolytes force
the fssue, 3 gun battle will ensue.

If the Acolytes: (far more sensibly) explain
why they've come to collect her o simply ask
to talk, she will ask them inside saying, “Come

e souls of thase who languish ae Stemm

Bioed on this

. it shows you

En_p.u.ilﬁs. |I|c moment the Acolytes express

W |I| ngness 1o talk further with Raine and

what's going on instead of immedately

taking her into custody or simply attacking, the

Dustdogs begin howling and chuffing, and the

sky darkens, Seconds later the dust storm returns

with a vengeance, and with it comes echoing

laughier, baleful si Hghts and flocks of Shale
Crows descending from the shy.

TuEe SHALE CROWS

The Shale Crows actack in two distiner flocks, each
driven by the Daemon's guiding will and acting i
concert like a single living creanare. The first will strike
at Raine and Koske, and the second at the Acolyies

Becawse of the dust storm, bale hights and
howling laughter, the Acolytes suffer a —10 penalty
to all Ballistic Skill Tests during the fight.

Ithe Acolytes are victoous, the wind dies and the
ligthts fade, the hellish power spent for the moment.

Characteristics for the Shale Crows ng
found on page 391,




v 5
~ KNOWLEDGE IS POWER
I the Acolytes sunvive the attack, so will Raine—

" Kos'he'and his men giving their Hves to protect her if

meeds be, although she and the Ashleen fighters will
Ibe badly injured and shocked by the experience
Assuming that at this point the Acolytes will
concede that Raine isn't responsible for what's
going on, she asks them 1o relate to her all they
have seen and witnessed. In answer she will
retrieve a concealed book from under a loose
stone in her house. The book, which is hand-
crafied and bound in cracked hide, i3 clearly
extremely old. She calls it a “wi k"

surviving Ashleen are
Hope with them. They m
people of what they fear is coming

THE CROW DANCE

When the Acolytes retum to Stern Hope §
carly evening, and they immediately recognise
that something is wreng, There are no guards at
the gates, or, for that matter, along the wall and
these are no lights in evidence anywhere but for
a strange dim haze illuminating the shape of the
cathedral on the top of the hill.

contains  nusnerces  hand-drav
illstrations and lines i crypeic
with odd symbobs =nd runc
Any Acolytes with cither Speak Langu.me tHlp.h
Gothic), Literacy or Forbidden Lore m..rp| iy
Test to understand its pages I of
reading the Book bus one
—20. I the PC has two
=10 and if he hus all theee
IF the PC passes the test, the o
can be andersiood. The book
battle with a Dacmon-possessed ¢
the conquest of the plinet, viewed

refers to the bantle raking place on
which the cathedral has been built
IFtwo of more degrees of success are
the reader learns that the cult was fou
and deceit, which delighted on
against brothee. The cult’s high ceremo
wacrifices oocurred at dusk after 3 day w
followers were forced 1o barle cach
show their worthiness (o serve.
If the Acolytes have trested Raine and her people

Hope, for example, of by showing deermination to
battle the Daeman-force thi seems o have resummed
Rasine will fvour them wih 2 last piece of knowledge

raise Aristarchus or 5!9;11
and neither Raine nor the

Hihe Acoly toinvestigate the
camp, they will find very few people at all, and :Im
that they find are shocked and frightened ot of their
wits, hiding shivering in the dark. There are also 2
soore or so of bodies, disturbingly they appear to
have commined suicide. The majority of Stem Hope's
population is ominously missing,

The Crying Clota is 3 wreck, its furnishings
smashed and the Acobytes’ rooms mnsacked. If they
search Aristarchies’s room, it s in a similar state but,
with a successful Routine (+20) Search Test, they
may find his dati-slate journal, damaged but sl
active. An Ordinary (+10) Tech-Use Test will
transfer the open file 1o another data-shie. A quick
reading then reveals the following telling passage:

“God-Emperor, I canwor believe ir, but it is true
Shae took me it the cthednal and [ sew the very
visten of Sarnt Dincer bimsedf? He spoke to me,
the umwerthy soul thai [ am, Yer dr all makes sense
mow; mry posting bere, the giff of the Tarot deck,
all Ieading me ere, o 1 can be b Viuel, the
biersed instrument of his rebir!”

The * priory tas been the soene of a bande. Ar the

thirer others the Acodytes peoognise 38 junior cerics. Al
herve b thee eyes remmoneed. Slumped hallwey up the
szairs is Brocher Lamark, hanging on to the kst threads
of i, with an aquila dutched i one hand and his
battered old Bsgun in the other. He manages i speak,
his woice a mere shadow of what it wa

{5 I'm 50 glad 1 managed 1o hang on
lemew you wouldnt

Ingui.... bringing

rimess. Had faith. You must

o flock. . be has them in

kit uxtiting o be

e bo Late

Lamark passes o unconsciousness, and it will
take 3 Hard (-20) Medicae Test to stabilise him or
e wall die. If they fail. whatever ebe happens. one
man kept his fith and died a manyr here tonight.
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THE CATHEDRAL
OF NIGHT

Ulimately all that will be left for the Acolytes 1o do
{other than nmning into the night a1l the wary back
1o Port Suffering and an eventual firing squad) is
t0 approach the cathedral. Within, the final stages
of the ritual are transpiring, bt it's not too ke o
stop the Daemon from fully possessing Aristarchus
and casting its shadow over all locanthos. Read or
paraphrase the following aloud:

Walking up 1o the dark cathedral, the sir is heavy
and the darkiness is o ink-thick it seems o push
against the Bliering beams of your bamp-packs.
A you approach the partl open doors of Skac's
great church, the |\u oo within chills
your soul and a murderous whisper of chanted
vodces issucs forth from within

Standing before the door 2 terible sight
greets you a5 you see Aristarchus standing atop
the altar at the cathedralls - the cands of his
Emperor's Tarot orbit in the air sbous him, each
e burning ghost white, almost too brightdly o
boak at. In the harsh fickering ghre you see that
the pews are filled with the people of Stem Hope,
men, women and children fruzen, standing as if
o amention, cyes wide in termoe, rears soreaming
down thelr cheeks and their moughs whispering
woeds that are nat their own. The domed space
of the high ceiling boils with a tangle of seething
datkness—the warp is bleeding through.

Entering into the cathedral and combaring
the Daemon requires each Acolyte to take a
Difficult (~10) Corrupt Fear Test first

At the centre of the cathedral, atop the altar strewn
with Ghastire flowers, sands Aristarchus transfived
with the light of the Tarot cands that revolve in the
air around him. As the Acolytes, approach his eyes
flick open and he shouts a tirade of torious speech at
them. Acolytes who make a successful Hard (-20)
Speak Language (High Gothic) Test can tell that
he & chanting in an obscure dialea, repening the

e “the sadne is rebom’” over and over agin

Beyond the tortured seer thrown into a silhouctte
by the flickering light, stands Abbot Skac The
man is not himself, that much is clear—his shadow
outline is distorted, his limbs judder spasmodically,
‘with his head bowed and his body twitching.

Above this scene, the domed ceiling is filled
with a whirling, writhing mass of darkness,
which flexes and pushes outward, as ifimpatiently
trying o break some membrane holding it back.
With each pulsing surge it driws ever closer to
the waiting Aristarchus below,

IF the Acolytes simply go in guns blazing, they
will quickly find that they cannot affect Arisearchus

at all with gunfire. Impacts and energy simply
winks out of existence as they reach him. and the
Skae-thing will immediately attack. But if they
proceed with caution of attempt 1o speak to either
of the figures, the following will accur:

for ot sarns am

were

The Acolytes must soccessfully make a

Challenging (+0) Willpower Test or drap any

pons they are holding and stumble rowards

 for indeed this is Teyiak, the Crow Father,

the Dancer at the Threshold, commanding the

dead flesh of Abdsot Skae—a temporary shell
until @ better abode is prepared.

Any Acalyte with a religions background
that succeeds on the Willpower Test can start
calling out the rite of banishment or some similar
prayer io the God-Emperor, which will give
their companions a second chance at breaking
frec of the Skae-thing’s dark magnesism

Tue FinaL CONFRONTATION

Characteristics for the Skae-Thing can be found
on page 391

In one way or another, at this point 2 barrle engys
in the cathedral, Toyiak has at long st regained 2
measure of material form and it's in a playfid mood.
It fully intersds 1o enjoy every moment of killing each
sentient being in Ihl. L.slm[ul though i will save the

Al

and ii hangry from s I.h:mm The Dhncer at the
Theeshold is phenomenally dangerous—the Acolytes
will all die if they don't find a way to banish it back
to the warp quickly. Mo physical wiolence will a
best delay or distract the Daemon. What's more, while
Arstarchus is within the spmning illuminated cands,
he cannot be directly harmed,

There are, however, two ways to best the Daemon.
The first is theough the seer. Arisarchus’s mind has
been all but overthrown by Tayak s influence, but e
is not entirely gone. Thotgh ensorcelled
that Teyiak: is Drusus reborm, somewhene i
pyher still lurks 2 volce that tells him
been corrupted and betrayed by his




cards and short-c:
imaelf in the pro

[paying atrent;
deals 1o others bu
ing’s ey
This'is extremely dangerous, requirin
weapon and imposing a-20 1o WS b
and =30 10 BS based attack:
rargeted separately, & points of Damage
1o an cye to destroy it {the Dacmon g

the f agus of the

o the card reveals the internal

with the skall

at 3 glance has been buile
kit the deck 1 blaspherny
the Adeptus Mechani

Cathedral Key

1. Hill path

2. Cathedral steps &
enrance

3. Suppor pillars

4. Cenral rised
dias & ahar

5. Pews

6. Iron dividing rail

7. Biers and stone
coffing (empry)

8. Aquila state

9. Stone plinths of
statues of saints
{mast empty)

10. Clerical offices
{eurrenthy empey)

1 square = | metre
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REWARDS

The Acolytes should gain roughly 50-200 xp per game
session if they've acquitted themselves well, with extra
L awards of 50 xp for particularly savvy guesswork, working
' the plot out and general bravery in the face of the Daemon.
If they managed to successfully banish the Dancer and save
the people of Stern Hope, an extra bonus of +100 xp per
surviving PC in the final scene is appropriate.

For any Acolyte who was responsible for either blinding
the Skae-thing or smapping Aristarchus out of his trance, they
permanently receive an extra Fate Point. They re going to need ir,
for the Dancer at the Threshold does not forgee such an affront

IN CONCLUSION

All thar remains now isa description of the game s aftermath
If the Acolytes have been righteous in their activities, the
Ashleen don’t turn their back on the Emperor. Indecd,
if they were instrumental in fighting off the Voicers and
managed to save Raine,
Daeman, they acquire a rep

not ion driving off the

ion the Ashleen as

heroes. The Acolytes will also discove
final moments sent out 3 pulie of
astropaths unconscious as far aw
and once the source is backerack
The Inquisition will of course an extensive repart on
rything that has happened and will recall the whol
ck 1o Baston Serpentis for “comtamination testing”, In
articular they will want the details of Aristarchus” fall from grace
and death explaining ar length. More personally, the Acolyes’
master will be very inzerested i d to find out more about his
former retinue member's commups Emperor's Taror card. .

s the system's fr
§ help will saon ar

moup

IDEAS FOR FOLLOW-UP
ADVENTURES

Whilst the Acolytes have, hopefully, dealt with the immediae
threst posed by Aristarchus and Teyiak, the work of the
Inquisition never ceases Cornuption, deceit and heresy are always
lurking, ever present. in the dark and grim world of Warbammer
0,000, What follows are some possible plot threads for follow-
up adventures for you, the GM, to work up into full adventures

Xenos TECHNOLOGY

Aristarchus’ Emperor's Tarot deck was exposed as being
constructed with xenos rechnology, bur where did it come
from? The investigation into the source of the illegal
technology continues in Refoice For You Are True found in
the Dazk Heresy adventure anthology Purge the Unclean.

THE DaNCER AT THE THRESHOLD

Tsymak is defeated but undeterred. The Dacmon has yer again
L sl the pleasures of realspace only to be cast back imo the
fp, serving to further fucl its anger and desire for revenge.

The Dancer at the Threshold has a keen eye and will quietly
search for a dark corner within one of the Acalytes” minds
in which it can sow the seeds of cormuption and downfall.
Perhaps Tsyiak could become a major villain in your on-
going campaign of adventures, litering future missions with
traps, deceit and murderous intent for the Acolytes to stumble
upon, Over the course of time, disparate clues and encounters
lead the Acolytes to realise that some unseen Dacmonic hand
is guiding their path into damnation, only o discover at the
last that it has been their old enemy the Crow Father!

HEeresy BEGETS RETRIBUTION

After undergoing contamination testing at Bastion Serpentis,
the Acolytes are (hopefully) declared free of warp taint. The
Inquisition is uncertain that the situation is so crystal elear
back on locanthos and the Acolytes are tasked with returning
o Stern Hope to determine if any of the populace was
infected by the Dacmonic incursion brought about by Abbor
Skae. In the time since the Acolyres were Last there, Seth the
Vaice has been waging a war against Warchief Kos'ke and the
other leaders of the Ashleen. Amid this ongoing slaughter,
the Acolytes arrive and are courted by both sides eager o
have the favour of the agems of the Imperium. Is this just
anather tribal war like countless others on focanthos? Or
is the unseen hand of Tsyidk guiding events, drawing the
Acolytes back to Stern Hope and the revenge of the Dancer
at the Threshold?

UNDERCOVER

As the time approaches for the next tithe of Ghostfire pollen
to be collected, evidence of sabotage in and around Port
Suffering comes to light. Port workers, tired of low-pay and
harsh working conditions, murmur of rebellion. Bodies of
wmurdered workers begin to appear, each choked 1o death
by massive amounts of the pollen forced down their throats.
Who is inciting rebellion and unrest in Port Suffering? Who
is threatening the security of the port and the flow of the
precious Gheufire pallen? The Acolyies are sent in undercover,
posing as workers themselves, 1o investigate the port worker
guilds in order to seek out the root of the rebellious behaviour.
They must discover who's committing the murders and pur a
stop to it all before the sitation descends into a fullscale
uprising and mutinows riot. Is this simply a case of defiance
or does something corrupe and evil lurk in the shadaws of
Port Suffering? y




~ Movement: 3/6/9/18

NIPCS & CREATURES

 PART ONE: THE BRAZEN SKY
SEBEK THE PURSER
Sebek the Purscr?mﬁk
WS ns s ix] Agr[m Per WP | Fel
20 |20 25 Eo 28 |33 | 35 30 |30

Movement: 2/4/6
Important Skills: Awane

Wounds: 9

1) + 10, Common

: (Sector Workds)

Language (Low
10,

Gear: Dal_ alate

PART TWO: PLANET FALL

KERRED SMYK

szdSmyl( Profile
WS |BS | S T

Ag | Int Per WP | Fcl

20 |25 | 22]30 30 31 30 |26 35

Movement: 3¢
Skills: Awa
Common Lore
Evaluate (Int) +10
(High Gothic. Lo

slglm nng \od:r d;.‘

Ashleen Thugs

Ashleen Thugs Profile

ws BSI s [ T | Ag |Imz

28 |28 Ms |30 ;_xs

11_330

Wounds: 10

Skills; Awareness (Per), Ca
(Fel), Intimidate (S), Speak

wm&\'dﬁ 110 spare: s roancds.

ARISTARCHUS THE SEER
Aristarchus the Seer Profile
|ws|Bs | s Ag |Int |Per

(29 |37 28 5 [35 |43 [32 |

Movement: 3/6/9/18 Wounds: 15
Skills: Awareness {Per), Ciphers (Acolyee) (Int), Common Knowdedge
(Imperial Creed) (In) +10, Common Knowledge (Impermm)
(i) +10, Deceive (Fell, Dodge (Ag), Drive (Groand Vihicle)
{Ag), Invocation (WP +10, Liceracy {int), Logic (Int), Navigation
{Surface) (Ind), Psyniscience (Perj +10, Schobsic Lore {Archaic)
{ing), Scholastic Lore (Cxcul) (lng), Scratiny (Per). Speak Language
{Low Gothic) ne), Survival (Ine), Trade {Soothsayer) (Fel) +10.
Talents: Meditation, Melee Weapon Trining (Primitive), Minor
Psychic Power (*4), Power Well, Psy Rating 1, Psy Raning 2. Py
Reating 3, Psychic Power (%2), Sound Constitution (%2}

Psychic Powers (Psy Rating 3; Divination): Cafl lvem {3; Reacon:
Unbmited), Dégl vu (8; Half 30m), Dull Pain (8: Halff 10m), Far
Sight (17; Full; Sustinable; 1km/WPB), Forget Me (6 Half, 10m),
Glimpse (18; Half; You), Healer (7; Full; 10m), Inspiring Aura (6; Full
‘Sustainable; You), Precognirion (6; Half; Sustainable; You), Prychomery
{1 Full: Sustainable; You), Sense Presence (7; Half: Sustainable; 50m),
Stanch Blecding (8 Half: 10m), Weaben Vel (9: Full Sustainable; 30m),
Weapon Jir (8; Full; 50m), White Nokse (8; Full: Sustainable: 10m).
Armour: Mesh vest (Body 4)

Weapons: Compact laspistol (15m; §/-/—; 141041 E; Pen 0; Clip
15; Reload Full; Reliabie), krdfe (3m; 1d5+2 R; Pen (; Primitive).
Gear: Las pistol charge pack, walking canc, auto-stybus, data-sk

Limp pack, personal v, grey robes, sk sachel with puriry seals™

book of Impenial Saints, pict recorder, psy-focus (Imperial Tanot
deck), sancioning brand

PART THREE:
THE BLACK CATHEDRAL
MI%IO\IARY ABBOT ORLAND SKAE
ionary-Abbot Orland Skae Profile

BS | S | T | Ag [Int |Per

32 |29 [38[26 |43 (35 4

Movement: 2/4/8/16 Wounds: 12

Skills: Awareniess (Per), Barter (Fel), Ghamm (Fel), Comaand (Fel)

Common Lore (Ecclesiarchy +20, Imperial Creed +10, Imperim
+10, locarthes + 10] {Ing), Deceive (Fel), Inquiry (Fel), Forbidden Loce

(Heresy) (Int), Iwmc\ {ing) +10, Pﬂfomm (Singer} (Fell, Scholastic

Lore (L d) (Int). Secree | Speak Language:

Low Gaehic, High Gadhic) fin), Trade (Cook I, Sseverd (Fell

Tal Weapon T it
Training (Primitive), Nerves of Steel, Peer (Ecclesiarchy),

Resistance (Heat), Sound Conssinstion (<2,

Armour: None.

Weapons: Knife (3m; 1d5+2 R; Pen 0; Primitive).

Gear: Staff, ecclesiastical robes, silver aquila (charm),

anything else needed,

5P). Melee Weapan
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| Brother Lamark Profile

ws | BS | s | T |Ag|mme |per [wr|Fel

(150m; 5/~/—; 1d10+3 [; Pen 0; Clip 3; Reload Full};
Gear: Dusty garh, votive item,

Corrupted Hexalid

37 | 43 |41 35 |26 |25 |26 |42 |39 |

Movement: 2/4/8/16 Wounds: 16
Skills: Awareness (Per), Carouse (T), Ciphers (War Cand) (int),
Climb {S), Common Lore (Ecclesiarchy, Tech, Imperial Creed
Emperium) {Int), Drive (Ground Vehicle) {Ag), Gamble (Int), Inquiry
(Eel), Intimsidate (5), Literacy (Ind) + 10, Secret Tongue (Milirary)
(Int), Speak Language (Low Gothic, High Gothic) {lat), Survival
{Int), Tech-Use (Int), Trade (Copyist, Drill Sergeant) (Int).
Talents: Basic Weapon Training (S, Las), Melee Weapon
Training (Primitive), Pistol Training {Las, SP), Quick Draw, Rapid
Reload, Sound Constimtion (% 3). Swift Arack, Takedown
Armour: None.

‘Weapons: Mono knife (3m; 1d5+2 R; Pen 2) lasgun (100m;
5/3/—; 1d10+3 E: Pen 0; Clip 60; Reload Half; Reliable).
Gear: Lasg\m \hargL pack, lamp pack, ecclesiastical robes,

BROTHER SEVERUS

| Brother Severus Profile
BS | S | T [Ag|ime [per [we|Eel

57 130 |35 [37 |30 |31 [33 |22
/6/9/18 Wounds: 12
Shus, Awareness (Per), Common Lore (Imperial Creed
Imperium) (Int), Climb {Ag) +10, Dodge (Ag) +10, Drive
che) (Ag), Silent Move (Ag) +10, Speak Language
1, Low Gothic) (Int), Survival (Int) + 10
Talents: Basic Weapon Training (SP, Las), Heightened Senses
(Sighs), Melee Weapon Training (Primitive, Chain), Pistol
Training (Las), Rapid Reload, Sound Constitution (%2).
Armour: Flak vest (Bedy 3).
Weapons: Mono axe (1d10+5 R; Pen 2; Unbalanced),
laspistal (30m; $/-/=; 1d10+2 E; Pen O; Clip 30; Reload
Half; Reliable), knife (3m; 1d5+3 R; Pen 0; Primitive)
Gear: Lasgun charge pack, laspistol charge pack, ecclesiastical
robes.

Typical Stern Hope Pilgrim

;t_emﬂ_opr Pilgrim Profile

ws|Bs[ s [ T [ag [tnt [per [we[ g
24 | 22 [36 [Bo [30 |23 30 [35 a8

Movement: 3/6/9/18 Wounds: 10
Skills: Awareness (Per), Common Lore (Int). Speak

Corrupted Hexalid Profile
ws|Bs | s | T |Ag|mne |per [we|rel

38 | - |50 [45 [40 |13

Movement: 6/12/18/36 Wounds: 20
Skills: Awareness (Per), Concealment (Ag), Silent Move (Ag)
Talents: Nonc

Traits: Bestial, Quadruped, Natural Armour 3, Swurdy, Fear
1, From Beyond

Weapons: Barbed tongue (141046 R; Primitive, may be
used for grapple attacks)

Armour: Natural (3 all)

PART FOUR: FAITH BETRAYED

WarcHier Kos'ke

[Warchief Kos'ke Profile Q
|ws|Bs | s | T |ag|me per |we|Fel|

146 [36 |48 [ [43 |6 [ [34 [

Movement: 3.6/ Wounds: 16
Skills: Awareness (Per), Barter (Fel), Carouse (T), Climb
{8), Command (Fel), Common Lore (Warlord Clans) (Int),
Concealmens {Ag). Deceive (Fel), Dodge (Ag) +10, Intimidate
{8}, Navigation (Surface) (Int), Speak Language (Low Gothic,
Clan Dialect) (Int), Swrvival (Ing) + 10, Wrangling (Fel) 410,
Talents: Basic Weapon Training (Las, Primitive, 5P, Blind Figheing,
Iron Jaw, Melee Weapon Training (Primicive), Pistol Training {Las,
Primitive, $P), Quick Draw; Sound Constinution (4], Swift Anack,
Thrown Weapon Training (Primitive). True Grir, Two-Weapon
Wielder (Ballistic), Two-Weapon Wielder (Melee).
Armour (Primitivel: Més-Marched amsour, (Body 3, Ams 2, Legs 20
Weapons: Sabee (141044 R: Pen 0; Balance, Primicive), hispistol
(30m; 5/ 2 E Pen O Clip 30; Redoad Full: Reliable),
punp g (30 : 141044 1 Pen 0, Clip 8 Reload 2 Full;

Reliable, knife \;im. 1d5+4 B; Primiive), 2% stub revolvers

3/= 141043 I; Shots &; Reload Full, Reliable).

2 laspistol charge packs, 12 stub rounds, 24 shotgun

Shells, Dussdog mount, 30 Thrones (Soules).

Kos'ke's Ashleen R:de’rs
|E’5 ke’s Ashleen

Languape (Low Gothic) (Int), Trade {arvy one). Survival (Ini).
Talents: Melee Weapon Training (Primitive), some also have
Basic Weapon Training (SP).

Weapons: Unarmed (145; Special), or either a club (1d10+3
; itive), knife (Lm; 1d5+3 R: Primitive), or rarely a rifle




: ¥
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* Daaloa) (Int), Tracking (Int), Wrangling (Fel), Survival {Int} +10.
Talents: Melee Weapon Training (Primitive), Pistol Training
[Primitive, SP), Basic Weapon Training (SP).
Weapons: Sabee (1d10+4 R Pen 0; Balance, Primitive], seub revolver
(30m; 5/—/— 1d10=3 I; Pen 0; Clip 6&; Relcad 2 Fulk; Relishle) or
ausopistol (30nt ~/~/6: 1d10+2 I; Pen 0: Clip 18; Reload Full)
spear (10m; 1d10+3 R: Pen 0 Primitive or shotgun (30m: S/—/~
1d10+4 E Pen (; Clip 2; Reload 2 Full: Scaner, Refiable).

Ammour: Reinforced lesthers (Body 4, Arms 2. Legs 2, 2l Primitive).
Gear; Two full reloads for each weapon, 12 shotgun shells,
Drustdog mount. C5 rations, canteen, kill token bag (charm).

Dustdog Mounts

'Dustdog Mounts Profile
ws | Bs | s | T [ag|ime |per [we|Ee
38 = o 85 Tao s 145 35 [0

Movement: 5/10/15/30

Wounds: 18
t (Ag), Silent Move

Thlrnts Besml Brm.

EsHA RAINE, THE DEATH SINGER
Esha Raine's Profile
ws | Bs | T [ Ag |1 Per | |\w| Fel

27 |28 [36 |38 135 |44 [& |45 38

Movement: 3/6/9/ 18
Skills: Awareness (Perj + 10
Lore (Imperial Creed, War

(tnt], Inquiry {Fel), Invocatior

Wounds: 12

[Oceult, Folk Hisory, |u.
{Low Gothic, High Gothic, C
Herbalist) (Int), Wrangling {int)
Talents: Light Sleeper, Me

Gear: Widows weavings g_ns -gris 0

Eanatic Voicer
[Fanaric Voicer Profile
WS|BS|S | T

25 |25

.r\g]lnt | Per WP'Eel
30 27 35 [45 |23

Wounds: 10

S lﬂment: 3/6/9/18

. ‘Awareness (Per), Comman Lore (Imperial Creed) {Int),
{Fel), Dodge (Ag). Survival {int}

Frenzy, Melee Weapon Training (Primitive), Pistol

Traming {3

0; Clip &0; Reload Hal
Gear: Tattered cf

Eanatic Voice Leader
Asabove but add +10WS, +10T
and flak vest body armour (4). carries
PART FIVE: THE DANCER
ATTHETHRESHOLD
Tue SHare Crows
Shale Crows Profile
WS | BS ! 5 T | Ag
|35 | - |To |20 /40 X

WP | Fel

Movemenit: 612 ‘Wounds: 15 per flock
Skills: Awareness (Per) +20, Dodge (Ag) +10.

Talents: None

Traits: Bestial, Fiyer 8, Fear 1, Swarm {Flock) Creanure’ From Beyond,
“Swarm (Flock) Creature: Any attack from a weapon tha
does not either have the Blast, Spray or Scatter effects cai
only inflict % rolled Damage. A swarm creamre cannot bl
grappled, knocked down or pinned in most circumstances.
‘Weapons: Shredding beaks (1d5+3 R; Primirive, Tearing),

Tue SkAe-THING
The Skae-Thing Profile Q
ws|Bs | s | T |Ag|mnt |Per W‘P‘Fel:

i i |
4520 [Bs [Bs [50 58 5 [8o [0,
Movement: 5/10/15/30 Wounds: 37
Ski Awareness (Per), Charm (Fel), Command (Fel),
ive (Fel) +10, Dodge (Ag), Forbidden Lare (Warp) (Int),
Psyniscience (Per), Scholastic Lore (any as needed) {Int).
Talents: Hard Targer, Lightning Reflexes, Sprint. Swift Attack
Traits: Daemonic (TB 10), Daemonic Presence’, Dark Sighr,
Fear 2¢, From Beyond, Natural Weapon (Distended Hands],
Unnatural Strength (= 2), Regeneration.
“Daemonic Presence: All creatures within 20 metres take &
~10 penalty to Willpower Tests thanks to the seething aura of
fear and amimate darkness that radiates from the Skae-Thing.

“Seeing the Skae-thing causes 3 (~10) Fear Check—see

page 232
Weapons: Brute strength (1d5+ 10 I; Primitive)

Note: The Skae-thing is a crude vessel and this form the

Dancer wields Hule of its vast psychic might. The
thing has a vulnerability to being blinded, see Part 5.
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Anaching harm .
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Basic Weapon
Bairle Rage _ t
Beastmaster |, . .y - Evaluste

Excessive Drug Use

Fighting
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Blood Boil

Burower i F

Blood Less ¥ Favosred by the Warp ...
C Critical ... H chineans S32-135329
Dealing ..., " i Srrea 3 . 166
Career Path |
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Characteristic Advances
Asbizrmor
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Suffocatio
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Charscseristic Advasces ..., Vacouum
Guardsman . +25, Dasknes . .
S Duek Paces Fleeing,
Rmperiad Payker .. 3 Dazk Sight | s . 2 Fling ..
Characreristic Advances Diark Soul
Deadeye Shat
Decadesce il Flying .
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Fotee Barrage

Force Bois
Fares),

Frenzy
Froms fleyon
Furiows As

s (Tabde 12-4),

able 1-1%)

¢ Mur.

Minat Prychi

iple Hins (Table 7-6)
ment (Table

Perils of the Wa

Falling Dmage (Tab
Fate Points (Table 1-7) ...

Tear Test Difficulties (Table 8-3) 2 Telehinetic Powers (Table 6-8)
Female Names (Table 1-20) Telepathic Powers (Table 6-%)

Hallacinogen Effects (Tab
Hive Clas (Tabde 1-15)

Hit Locatians (Table 7-7) :
Bmpact Critical Effects — Head (Table 7-1%
Bmpact Critical Effects = Arm (Table 7-18)
Impace Critical Effeces ~ Body (Table 7 anges (Table 1
Impace Critical Effecss — Leg {Table 718} ¢ 7

R i, 7). ) 3 4 Bom Craft of Origin (Tabk
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Incatic and Social Class (Tabie 5-1)
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Heightened Senses
Helpless Tagens

Higher Gound .

I

Inspiring Aura
it the Jaws of
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Iron Stomach ,

187
190

214
7
16

Litany of Hate it
Literacy ., 104
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Luminen Shock ____

150
335

130
330
o 4
L]

159

o
Oppased Shill

Crverwatch 190
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Preciie Blow .
Precision Telekinesia
Precognition,,,

Precognitive Strike
Precognitive Dodge
Preternatural Awareness |
Primitive,
Presiec:

Raniged Ateacka .

Extreme Range
op Range ...
Blask Range

Sheet R
Rapid Re
Reload

See Me Mor,
Semi-futa Burs
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Crafing
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HARACTERISTIC

 BASIC SKILLS

TALENTS & TRAIT

Melee Weapon Training (
Melee Weapon Tr:mmg

Pistol Weapon Training

- Pistol Weapon Training |
Basic Weapon Training {

Basic Weapon Training |

RRNRNRNRRERENARNRREREEN

WEAPON SKILL (Ws)

———
WALLISTIC SKILL(BS)

ADVANCED SKILIS

i

Speak Language ( Iﬂwl"mll-rﬂ
Speak Language (

FELLOWSIIP (Fel)

IlIIIIIIi-I

(LTI TR T

PSYCHIC POWERS
Psychic Diseipline

Minor Power |
Minor Power [
Minor Power {

Discipline Power | i
Discipline Power{




MELEE WEAPONS

CLASS

[SFEcaEnoies

CH.'\RACFEI\TFI'ICS‘{

WEAPON SKILL (W) |

SAME

CLAsE DAMAGE

RANGH wor

TALLISTICSKILL (BS)

RPOCIAL WULES

STRENGTH (Sex)

NAME

Class DAMAGE

STECIAL KUTLYS

DAMALLE

STRCIAL HULES

T ———————————
HANDEDNE
ARMOUR
HEAD |

(a-10)

LEFT ARM

2130,

{(TO T

CLASE

| [RANGE [T} T
¥ [SPECIALRULES

ACILITY (Ag)

| INTELLIGENCE (Int)

PERCEFTION (Fer)

| WILL POWER (W)

FELLOWSHIP (Fel

e

| hrone Gelt

Walk (1/2 Action
Walk (Fall Action]

FATE POINTS

.T—‘

FATIGUE

INSANITY POINTS
Iranisy Pesnts
Diegree of Madness
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| In Warhammer Fantasy Roleplay, you are unlikely heroes ina grim world of perilous adventure. You venture into v o
the dark corners of the Empire and deal with the threars that others cannot or will not face. You'll probably die alone | =
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DarccHeresy, |

. ROLEPLAYING IN THE GRIM DARKNESS
OFTHE 41ST MILLENNIUM

You are an Acolyte in the service of the Emperors’

Inquisition. You stand in the front line of a great

and secret war where your duty is to hunt out the
foul stench of heresy, the vile alien, and the twisted
influence of Chaos. You will tread where others
fear, venturing to distant planets, ancient space
hulks and the unsavoury depths of the hive cities.

You will never know fame nor reward, yet if you

» stand resolute your deeds will be whispered to the
- . God-Emperor of Mankind and your name will be
; * \ : revered for millennia. L
o ip, 5
.~ @& L@
] | Fast character creation to get you into the game A It
) 3 quickly, followed by a lifetime of possibilities with an (g

expanded advanced careers system,

Dynamic rules for all eventualitics that let you handle
everything from social raction to deadly fast-
paced combar, psykers and psychic powers
o insanity and mutation.

\? . Comprehensive background on the Calixis Sector, the
g A official setting for Dark Heresy written by bestselling " n ’
% Warhammer 40,000 novelists t e &
T Dan Abnett and Ben Counter,

r A galixy of guns to equip your acolyte, from lasguns !
b ¢ . to inferno pistols, chainswords to power blades. \

Pitch your players straight into the midst of dark
events with a complete adventure to get you started.

W . The Dark Heresy core rulebook i R
. L 3 contains everything you need :
4 55 -'\,;.\ to start your adventure in the
ﬁ “ ] Warhammer 40,000 universe.

Www.blackindustries.com
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