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INTRODUCTION TO THE BETA

n 1987, Games Workshop released WARHAMMER
I40,000: RoGUE TRADER, a miniatures game that took

the gaming world by storm with its depiction of a grim,
dark future of malevolent gods and a decaying Imperium
of Man. For twenty years fans clamoured for a roleplaying
experience set in the grim darkness of the 41st Millennium,
and in 2008 Games Workshop delivered DARK HERESY to
wild success. Soon after, Fantasy Flight Games acquired the
game licence, and continued the line since then with ROGUE
TRADER, DEATHWATCH, BLACK CRUSADE, and ONLY WAR.

Now, Fantasy Flight Games is proud to announce
Dark HEresy SEconp EpiTioN, with improved game play,
character options, and new rules. In DARk HERESY, players
take on roles as Acolytes of an Inquisitor, standing at the
front line of a great and secret war to root out threats that
imperil all of humanity. Should they fail, entire worlds,
systems, and sectors will fall to endless night.

WHy A 28D EpiTION?

With the significant experience we’ve acquired in
developing the Warhammer 40,000 roleplay games, and by
listening to thousands of active DARk HERESY players over
the years, we’re proud to have crafted a new edition that we
think takes the original game experience into an exciting
new direction.

In this beta, veteran DARk HERESY players will discover
a familiar core system that still uses d10 dice to resolve
tests, but with updated and new rules, including:

» Streamlined skills that can be used with more than a
single characteristic.

* Vehicles and vehicle combat as an integral part of
the core game.

+ Fast and fun character creation, with exciting variety
through combinations of home worlds, backgrounds, and
roles for almost endless roleplaying possibilities.

» New rules for psychic powers, with each discipline
gaining its own unique psychic phenomena table.

» Talent trees that visually help players plan their
character’s progression.

* Combat mechanics that give more tactical flexibility
and control over performing actions.

* Damage and wound rules that make a character’s
health something more than just a number, plus lots of great
(and gory!) wound effect tables.

 Easier-to-use NPCs, each with a threat rating so that
Game Masters can build suitably challenging encounters.

* And much more!

PRESENTING THE ASKELLON SECTOR

This new edition also allows us to create a new setting: the
Askellon Sector. Askellon is an ancient region, pre-dating
the Imperium itself, and its history is filled with secrets and
lies that have stained every generation. As if to compound
its woes, the sector is cursed with a seemingly unending
Warp storm known as the Pandaemonium that waxes and
wanes across the millennia. With each passing century
it grows ever more intense and dangerous, raging like a
hungry beast that seeks to devour the entire sector.

Within Askellon, it is the prophesied Time of Ending,
close to the culmination of the 41st millennium. On its
many worlds, from lordly Juno to the lawless asteroids of
Port Aquila, from devout Thaur to the red forges of Cerix
Magnus, all watch in fear as the Pandaemonium’s rising
ferocity heralds the sector’s fall. It will take the mightiest
deeds of the Acolytes to forestall this terrible doom, if only
for one day.

Askellon is a major part of this new edition, as it lets us
explore entire new cultures and peoples, and also introduce
new adversaries. One of its oldest and most powerful cities,
Hive Desoleum, forms the basis for the entries in Chapter
XII: NPCs and Adversaries with new heretics, aliens,
creatures, Daemons, and more. Within the sector, players
will see a host of new characters, organisations, cults, and
more to ensure their Acolytes have no shortage of heresies
to investigate and eradicate.

INQUISITORS IN ASKELLON

Dark HEeresy Seconp Ebition delves further into the
essence of the Inquisitors and the agents they use to defend
Mankind: the Acolytes. Each Inquisitor is an individual
empowered with the means, the will, and the authority to
face any threat that might assail Mankind, whether that
threat emanates from within, without, or beyond. It is in the
purview of an Inquisitor to order an entire world burned that
the taint of heresy might not infect a whole sector, or to take
command of a whole army in order to combat an enemy
only he knows how to face. Inquisitors alone know the
truths of Mankind’s enemies, and have the will to endure
and fight these threats no matter the means or cost.

Each Inquisitor fights for Mankind in his own manner,
with his own approach to deal with the most dire of enemies.
This means every sector has aunique Inquisitorial presence.
Few Inquisitors are known to exist within Askellon’s
haunted regions. Thus, many Acolytes might know of only
their own Inquisitor, and could operate under the belief that
theirs is the only one in all Askellon. At any given time,
there are innumerable threats against Mankind within the
sector. The Acolytes must constantly decide which heresies
are paramount, knowing for each one they investigate,
countless others fester and corrupt Askellon’s future. Often
acting with little or no outside support, the Acolytes know
that, if they fail, there is perhaps no one else to keep the
sector from falling to darkness.
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WHAT ABOUT THE
CaLixis SECTOR?

%ﬂ;&:ﬂ_’ﬂ_‘b—!— 2

'jlocale for the new edition, the Calixis Sector is still =
' 3* a part of Warhammer 40,000 roleplay. We will not
" produce any further Dark HEeRrEsy content for it,

Calixis Sector can combine the second edition
rules with that background to create
new heresies and adventures.

WHAT IS THE BETA?

This beta edition allows players to test-drive the game
before its official release, and it gives the Warhammer
40,000 Roleplay Team the ability to address any major
issues that players might find. This book is a shortened
version of the final core rulebook, and its layout and content
are not representative of the final product. Several chapters
concerning the background and setting are not included as
they are not necessary for beta testing. The condensed rules
allow testers to play through a complete campaign of DARK
HEerEesy. Players can do this using homemade scenarios as
well as the special adventure included in this book. The
latter allows for several different approaches for game play,
so that players can to test out many different areas of the
core rules in one adventure.

SuBMITTING FEEDBACK

There are two main methods for players to submit their
feedback about this beta. First, we have created a special
section on the Fantasy Flight Games website for the beta
(www.fantasyflightgames.com/darkheresybeta) that will be
updated weekly with the latest news and game updates. It
contains a public forum for discussing the beta test with
fellow players, post questions and feedback, and read news
updates from the development team. Second, players can
submit any specific reports or feedback directly to the
team at the beta test e-mail address (darkheresybeta@
fantasyflightgames.com). When submitting feedback via
e-mail, players should consolidate multiple questions and
comments into a single message, rather than sending a
separate e-mail for each question or comment.

FeeDBACK GUIDELINES

When submitting feedback, keep in mind we’re looking for
precise, well thought-out, and concise comments on specific
issues that arise during playtest sessions. Good feedback
states the issue at hand and accurately cites page numbers
and rules issues therein. We are primarily concerned with
issues that affect gameplay, such as missing rules entries,
examples that are inconsistent with the rules text, and
balance or clarity issues.

HEegreTicS BEWARE!

We would like to extend our sincerest thanks to everyone
for their enthusiasm and diligence during this beta test.
Player feedback is invaluable to us, and we thank all our
testers for helping us in making this game the best it can
possibly be. Players will be seeing more about the new
setting as well, so keep watching the Fantasy Flight Games
website for news. Your duty to your Inquisitor is now ready
to begin, so grab your chainsword and bolter, steel your
soul and will, and prepare to root out heresies in the name
of the Emperor!

Happy Gaming,
The Warhammer 40,000 Roleplay Team
013.M3 ,
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INNOCENCE PrOVES NOTHING

“In an hour of Darkness, a blind man is the best guide.
In an age of Insanity; look to the madman to show the way.”

—Anon

elcome to DArRk HERESY, a roleplaying game
s’s/ of danger, mystery, and brutal violence set in
the decaying far future of Warhammer 40,000.
Here players take on roles as defenders of humanity and
embark on hazardous adventures into the dark heart of the
41st Millennium. They act as Acolytes of an Inquisitor, at
the front line of a great and secret war to root out dangers
that imperil all of humanity. Inquisitors are all-powerful
agents dedicated to preserving Mankind at any cost. They
are relentless in the pursuit of these threats, and answer to
no one but the Emperor Himself, the ruler of the galaxy-
spanning Imperium of Man. Inquisitors are still but men,
though; they cannot be everywhere, and so use their
Acolytes to augment their efforts. To be an Acolyte is to
possess more power than most men dream of. This power
must be wielded wisely, though, for misusing it can be
as damaging as not using it at all. Should they fail, entire
worlds, systems, or sectors may fall to endless night.

These desperate times call for desperate measures, and
these are the darkest times that humanity has ever known.
The Imperium is beset by enemies, both from within and
without. It is the Acolytes’ duty to shepherd Mankind from
the manifold paths of damnation, with a smoking boltgun
or world-burning virus bombs if necessary. Acolytes cannot
shirk from their noble calling, harsh as it might be, for the
only thing worse than their actions is what might occur if
they fail to act.

Their investigations take them into deadly combat
against twisted mutants, powerful psykers, and other
abominations. Acolytes must face the horrors of Daemons
and ancient aliens dedicated to the eradication of Mankind as
a species, and battle for survival amidst webs of conspiracy
and betrayal. Perhaps their greatest threat, however, is their
fellow man, for the human soul is such fertile ground for
corruption. Foul cults and insane heresies permeate all
areas of the Imperium, and no one is beyond suspicion.

Through their actions, players and the Acolytes they
bring to life create epic tales where it is always a minute from
eternal midnight, and only their combined efforts can defeat
their foes and stave off the end for one more day. They can
never rest, for the multitudes of terrors desiring humanity’s
extinction are ever-present. There are always heresies to
be uncovered, aliens to be vanquished, and Daemons to be
banished. To be an Acolyte is to know these terrors exist,
and possess the strength and will to combat them, no matter
the sacrifice. Take up bolter and chainsword, and enter the
world of DARK HERESY.

WHAT IS A ROLEPLAYING GAME?

A roleplaying game is a storytelling experience in which
the players build a narrative by taking on different roles
in an ongoing adventure. Throughout the course of the
game, the players embark on harrowing journeys, thrilling
investigations, and intense battles. The roleplaying game
presents a set of rules that helps guide this narrative
as it unfolds. In addition to the rules of the game, every
roleplaying game has three key elements: a number of
players (usually four to five players works best), a Game
Master, and an adventure.

PLAYER CHARACTERS

Each player in the game creates a character—one of the
protagonists of the ongoing story. These characters are
known as Player Characters (also referred to as PCs), and in
Dark HEREsy they take on the role of Acolytes who form a
warband in service to an Inquisitor. During the game, each
player chooses the intentions and actions of his character,
making these decisions based on his character’s personality
and motivations. Then the Game Master, using the rules of
the game, decides the outcome of the characters’ actions,
and narrates their effect on the story.

THE GAME MASTER

One person in the group does not create a character.
Instead, this person takes on the role of the Game Master
(also referred to as the GM). The Game Master presents
the story to the rest of the players, adjudicating the rules
of the game and unfolding the narrative created by the
players’ actions. The GM is in charge of creating adventures
(or selecting pre-made adventures), narrating the story as
the game is played, controlling all of the other characters
and adversaries in the game (including the Inquisitor who
guides the warband), and fairly applying the rules of the
game to the players’ actions.

ADVENTURES

Adventures present the setting, story, and challenges that
the players face as they participate in the game. In essence,
an adventure is a series of locations, characters, and events
which the Acolytes encounter as they make decisions and
progress the story. The Game Master is in charge of not only
presenting the adventure to the players in a fun and engaging
way, but also making sure the adventure is prepared before
the group sits down at the gaming table. There are three
different ways GMs can prepare these adventures:

* Pre-made Adventures: This book includes a ready-to-
use adventure in Chapter XIII, for players to use in testing.
* Adventure Seeds: These are settings, characters, and
adversaries to spark adventure ideas, and many can be
found within this book and the pre-made adventure within.
* Homemade: Instead of using an established narrative,
many GMs wish to tell their own stories, or let their players
decide the course of the game. DARk HERESY presents all of
the elements required for a GM to create his own adventure
from scratch.
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How 1o P1rAY

To play DArRk HERESY, the Game Master narrates the story of
the adventure to the group of Player Characters. As he does
this, he allows the players to interact with the game world
in any way they want, making decisions, interacting with
characters, and then rolling dice to decide the outcome of
the story. To resolve the action of the game, the pace of the
narrative is broken up in two different ways based on what is
currently happening: structured time and narrative time.

STRUCTURED TIME

When the characters are involved in combat against
opponents, or are involved in some other all-consuming,
time-sensitive task, the game is broken down into structured
time. For this, all characters involved in the scene take turns,
during which they can perform a limited amount of actions.
This continues until the scene is concluded. Structured time
is covered in detail in Chapter VII: Combat.

NARRATIVE TIME

Narrative time consists of any time in which the Player
Characters are not engaging in combat or other involved,
time-sensitive tasks, such as during travel, social interaction,
investigation, or exploration. During narrative time, the
Game Master controls the flow of the narrative as the players
go about their tasks, calling on them to make decisions or
roll dice based on the needs of the story. Narrative time is
covered in detail in Chapter XI: The Game Master.

WHAT’S IN THIS Book

Dark HERESY is divided into thirteen chapters:

CHAPTER [: PLAYING THE GAME

This chapter begins on page 10, and provides the basic
rules and core mechanics, the characteristics that define
each character in the game, and how to perform skill tests.

CHAPTER II: CHARACTER CREATION

Players learn how to form their characters in this chapter,
including information on the many home worlds,
backgrounds, and roles they can chose from as they bring
their Acolyte to life. Beginning on page 16, it also offers
Elite Advances for special character progressions.

Cuarrer lII: SkiLLs

This chapter starts on page 72, and describes the many
skills available to players. These represent a character’s
ability to perform feats that require expertise and training,
and may be present as part of character creation, or learned
later in their adventures.

CHAPTER [V: TALENTS AND TRAITS

Talents (starting on page 96) are special abilities and
proficiencies, many of which augment skills. Unlike skills,
a talent is always active and does not require a test to use.

CHAPTER V: ARMOURY

An Acolyte would be lost without an arsenal of weapons,
armour, gear, and other equipment to smite his foes.
This chapter begins on page 130, and includes rules for
acquiring these items as well.

CuartER VI: PsycHic PowErs

Cursed or blessed, some beings can call on the Warp to blast
their enemies with eldritch lightning or divine the future.
This chapter starts on page 170 and includes rules and
descriptions for the powers, as well as the hazards a psyker
faces when using them.

CuarTER VII: ComBaT

Conflict pervades life in the 41st Millennium, and
beginning on page 194 this chapter covers the rules for
fighting in DARK HERESY.

Cuarter VIII: NarraTIVE TOOLS

Acolytes do not spend all their time fighting, and much of an
adventure is spent investigating heresies, travelling to new
locales, exploring for clues, interrogating suspects, and in other
non-combat tasks. This chapter starts on page 228, and covers
these topics along with rules for Fear, Insanity, and Corruption.

CuarTER IX: THE IMPERIUM AND THE INQUISITION

+++++REDACTED+++++

CHAPTER X: THE ASKELLON SECTOR

+++++REDACTED+++++

CuaprTER XI: THE GAME MASTER

The Game Master guides the other players through adventures
to take the Acolytes against fearsome foes and diabolical plots.
This chapter begins on page 259 and offers guidance on
running encounters, overseeing combats, setting and adjusting
subtlety, crafting campaigns, and tips for how to operate as an
NPC Inquisitor. This chapter, and the two that follow, are for
Game Masters only as they reveal many secrets the Acolytes
are not aware of, and can spoil adventures.

CuAPTER XII: NPCs AND ADVERSARIES

Starting on page 281, in this chapter Game Masters can find
a plethora of Non-Player Characters (NPCs) to use as to aid
or bedevil the Acolytes, from lowly hive scum to powerful
Daemons and xenos creatures. It also includes guidelines for
crafting new NPCs and suitably matching them to the player
characters to generate challenging and rewarding games.

Cuapter XIII: SeEDS OF HERESY

This beta book includes an adventure, beginning on
page 307. In Seeds of Heresy, the Acolytes are sent to a
seemingly forgotten Adeptus Ministorum world. The players
soon discover rival factions there seeking greater power,
possibly with the aid of the Ruinous Powers.
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in adventures that the Game Master crafts, together

creating a thrilling story as they combat the many perils
that face humanity. Within the game, the Player Characters
as well as the Non-Player Characters under the control of
the Game Master attempt all manner of tasks; this can be
anything from trying to hit a charging grox with a boltgun
or deciphering xenos markings to shut down a ship’s reactor
before it explodes. These can also be tasks where a character
pits himself against another character, such as interrogation
attempts to force a captured cultist to reveal the meeting
locations of other heretics.

Tests such as these are resolved by using dice rolls.
The values are compared to target levels depending on a
character’s proficiency at a task, with modifications from
the Game Master depending on the situation. A Desoleum
bounty hunter, well-schooled in violence, would normally
have no problem hitting a fleeing oath-deserter with his
trusty laspistol. A deserter running through a crowded hab
market while the bounty hunter was standing on an unsteady
pile of empty crates, struggling to keep his footing, would
make for a much more difficult shot.

It is through these tests and results that the players
progress through the story they are creating. These tests
are not just rolls, though, for the players also should invest

In Dark HERESY, players and their characters take part

CHAPTER :
e PLAYING THE GAME o

roleplaying into task descriptions and dice resolutions. This
brings the events to life, and makes for memorable games. A
player simply stating, “I throw a grenade,” does not enrich the
narrative as would, “I carefully select a frag grenade from my
belt, and swiftly invoke the Rite of Smiting as passed down
through my forge world while I thumb the activation stud.
Offering a blessing to the Omnissiah, I hurl it at my enemy!”
Similarly, a Game Master replying, “the grenade hits,” after
the test is resolved could instead say, “the grenade lands
short, but with a lucky bounce hits your foe, and explodes
with a mighty shower of shrapnel!” Failures can also make
for great roleplaying opportunities. Though the character
might not succeed in a task, his player can use this to further
the Acolyte’s personality and viewpoint, perhaps forsaking
las weapons after his new las carbine jams three times in a
row for example. Using the character’s nature to drive what
he decides to do with the core rules deciding results, and then
using these results to drive further character development, is
an excellent way to make for great character growth.

It is through extra thought and effort like this that
characters and adventures become more than only printed
words, and is the essence of what makes roleplaying games
interesting and fun. The more players put into this aspect of
the game, the more rewarding their adventures become.

To question is to doubt. To doubt is to fail.



THE Core RULES

“A mind without purpose will wander in dark places.”

—Anon

ules in a roleplaying game exist to provide a
Rframework for players, using dice to determine

what happens when players declare their actions.
The core rules of DARk HERESY are comprised of the ten
characteristics that define characters and the core task
resolution system used to determine if a task is successfully
accomplished or not. Through using these, a player can tell
not only if his character’s attempt worked, but how well he
succeeded (or failed). They offer a basis for all the players
to commonly resolve their actions, and the basis from which
they can drive the ongoing story with heroic victories and
despairing defeats, as well as determining how the Acolytes
move forward in their service to their Inquisitor.

CHARACTERISTICS

Characteristics define the physical and mental aspects of each
character. Each characteristic is measured on a scale of 0-100,
with a higher number representing a better characteristic.

CHARACTERISTIC BONUSES

In addition to its score, each characteristic has a characteristic
bonus, a number equal to the tens digit of that characteristic.
For example, a character with a Strength of 42 would have
a Strength bonus of 4.

When a characteristic bonus is abbreviated in text, it
uses the normal abbreviation listed for each characteristic
with an additional “b” at the end (the Willpower bonus, for
example, would be abbreviated as “WPb” in text).

Weapon SkiL (WS)

Weapon Skill measures a character’s competence in all
forms of close-quarters combat. Characters with high
Weapon Skill values are excellent warriors, renowned with
a chainsword or even bare hands. This characteristic comes
into play when:

« Testing to attack an enemy in melee.

* Parrying enemy melee attacks.

Barustic SkiL (BS)

Ballistic Skill measures a character’s accuracy with all
forms of ranged weapons. A high Ballistic Skill indicates an
excellent shot, someone to be feared in a firefight or shootout.
Characters use their Ballistic Skill characteristic when:

* Testing to attack an enemy at range.

* Unjamming a gun.

WHAT 1S
NEEDED TO PLAY
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“Once all the players are gathered, the following is
needed to play DARk HERESY:
* This rulebook
» Three or more people to play the game
» Three or four hours of gaming time
* Some ten-sided dice (two or more per player)
* Paper
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* Pencils and an eraser s.
Pre-made Character and Game Master sheets =

(either photocopied from the back of the book or
downloaded from the Fantasy Flight Games

website www.fantasyflightgames.com) are

not essential but can aid gameplay.

STRENGTH (S)

Strength measures a character’s muscle and physical
power. A high value in Strength can allow a character to lift
heavier objects and punch a foe harder. Characters use their
Strength characteristic when:

* Determining their carrying capacity.

» Using the Acrobatics, Athletics, Command, and
Interrogation skills.

ToucHNEss (T)

Toughness measures a character’s health, stamina, and
resistance. Exceptionally Tough characters can shrug off
otherwise damaging weapon hits and better withstand
poisonous attacks. Characters can use this characteristic when:

* Determining if an attack wounds them in combat.

» Testing to resist poisons, toxic environments, and
other physical ailments.

* Using the Athletics skill.

Aciury (A)

Agility measures a character’s quickness, reflex, and poise.
High Agility can allow a character to manipulate delicate
machinery with finesse, or quickly apply a synthskin
spray to a wounded comrade. Characters use their Agility
characteristic when:

* Determining movement distance.

* Dodging incoming enemy attacks.

» Using the Acrobatics, Evasion, Logic, Medicae,
Operate, Stealth, Subterfuge, Survival, and Tech-Use skills.

I: PLAYING THE GAME
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RULE ZERO
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~ One of the most important rules of the game is Rule
Zero: Listen to the Game Master. While it is worth
bringing up any issues players might have with the
game and letting the GM know about them, no one
wants to spend valuable gaming time in a lengthy
debate. During a session, it is best to let the GM
adjudicate things, and trust in his judgment. Letting
things run their course in this way is usually the best -
way to keep having fun.

Of course, any GM who tries to use Rule Zero
. to justify decisions that keep the game from being
fun soon finds that he lacks a group of players. ‘,d
Remember, the goal of the game is always for ‘1
everyone to have an enjoyable time. Clear and open
communication is essential to keeping a gaming
group going—ijust recognise that mid-session
is not always an appropriate time for it!
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INTELLIGENCE ([)

Intelligence measures a character’s acumen, reason, and
general knowledge. A character with a strong Intelligence
value can recall huge reams of data, correlate esoteric clues,
or determine if an ancient archeotech relic is real or not. A
character uses this characteristic when:

* Using the Command, Commerce, Deceive,
Investigate, Linguistics, Logic, Medicae, Navigate,
Observe, Operate, Remembrance, Subterfuge, Survival,
and Tech-Use skills.

PercepTION (P)

Perception measures a character’s awareness and the
acuteness of his senses. Characters who have a high value
here can pick out a stray bolter shell casing left amidst an
underhive morass, or tell when someone is being deceitful.
A character uses this characteristic when:

+ Using the Investigate, Medicae, Navigate, Observe,
Psyniscience, Stealth, Subterfuge, and Survival skills.

WiLLpower (WP)

Willpower measures a character’s mental strength and
resilience. High Willpower allows for greater abilities with
highly dangerous psychic powers, or when exerting control
over a crowd of near-rioting hab workers. Characters use
their Willpower characteristic when:

» Making checks to resist fear.

* Channelling psychic powers.

 Resisting psychic attacks.

* Using the Command, Interrogation, Psyniscience,
and Remembrance skills.

FeLLowsurp (F)

Fellowship measures a character’s persuasiveness, ability to
lead, and force of personality. Having a strong Fellowship
value makes for a character who can ingratiate himself
into a gathering of suspicious hab workers, or make skilled
trades with wily vendors. Characters use their Fellowship
characteristic when:

» Using the Charm, Command, Commerce, Deceive,
Investigate, Linguistics, and Observe skills.

INFLUENCE (IF)

Influence measures a character’s connections, reputation,
and resources. High Influence can allow a character to
quickly summon the aid of local military forces to his side,
or arrange for fast transit to another star system. Unlike the
other characteristics, Influence changes only as a character
performs actions, such as decreasing should he fail a mission
in a highly visible manner or gaining after he successfully
rescues a kidnapped planetary governor. Characters use
their Influence characteristic when:

 Obtaining items and services.

 Using the Charm skill.

GAME Dick

Dice rolls in Dark HERESY use only ten-sided polyhedral
dice. These are used for three different types of rolls: the d10
roll, the d5 roll, and the percentile roll.

d10 Roll: When called to make a d10 roll, the player
or GM rolls a number of ten-sided dice indicated before the
“d” and adds the results together to create the result. For
example, a 3d10 roll would consist of three dice rolled and
added together (for a total result between 3 and 30). If there
is no number before the “d,” it is assumed to be a 1.

d5 Roll: When called to make a d5 roll, the player or
GM rolls a ten-sided die, divides the result by two, and
rounds up to create a result between 1 and 5.

Percentile Roll: When called to make a percentile roll,
the player or GM generates a number between 1 and 100
by rolling two ten-sided dice. One (designated before the
roll) is the tens digit. The other is the ones digit. Two 0s
represents 100. These tests can be commonly abbreviated
as “d100” in the text.

RounbING FracTIONS

When dividing, if a fraction is generated, round the result
up, even if the fraction is less than one-half.

MULTIPLYING

Some rules can require a die roll or number to be multiplied.
When two or more multipliers apply to a value, add them
together to form a single multiple, with each multiplier
beyond the first adding 1 less than its value to the first
multiplier. Thus a double (x2) and a double (x2) applied to
the same number results in a triple (x3, as 2 +1 = 3).

I: PLAYING THE GAME



THE Core MECHANIC

Whenever a character attempts an action that has some
chance of failure, his player makes a percentile roll to
decide the outcome. This might be when he is firing a
heavy stubber into a crowd of rioting heretics, attempting
to leap from a burning autocarriage, or trying to command
a frightened unit of enforcers to stand their ground against
unearthly enemies. This is known as a “test.” To determine
if the character succeeds:

 Determine the characteristic that best applies to the task.

* Apply any relevant modifiers to the characteristic
(such as those from skill, difficulty, or assistance) to
determine the target value.

* Roll a d100.

» Compare the roll result to the target value.

* If the roll is equal to or lower than the target value,
the character succeeds at the task. If the roll is higher, the
character fails.

CHARACTERISTIC TESTS

Characteristic tests are used when a character is performing
a task that requires no specialised training, such as breaking
down a door with brute strength or resisting a poisonous
atmosphere. When making a characteristic test, the d100
roll is compared against the character’s appropriate
characteristic value (with any applicable modifiers).

SkiLL TESTS

Most tasks that warrant a test require some form of
specialised training or skill to perform, such as parrying an
incoming melee attack or using arcane technology. There
are a large variety of skills that players can have training in,
outlined in Chapter III: SKkills. These skills act as a modifier
to a characteristic test based on the character’s training in
that area. When making a skill test, the d100 is compared
against the character’s appropriate characteristic value with
a modifier based on the level of training the character has in
the skill being used (plus any additional modifiers). Details
on skill tests can be found in Chapter II1: Skills as well.

DEGREES OF SUCCESS AND FAILURE

Degrees of success and failure are used to measure how well
a character has succeeded at a task, or how badly he has
failed. They are determined when resolving a test through
comparing the difference between the target value and the
result rolled on the dice.

Degrees of Success: When a test succeeds, the
character making the test automatically gains one degree
of success (abbreviated as DoS). He also gains additional
degrees of success equal to the tens digit of the target value
minus the tens digit of the roll. A character who rolled a 23
when he was testing against a value of 66 would pass the
test with 5 degrees of success (1 for succeeding, plus 4 more
for the difference between 6 and 2).

TABLE 1-1: TEST DIFACULTIES
DirricuLTY Test MODIFIER
Trivial +60
Elementary +50
Simple +40
Easy +30
Routine +20
Ordinary +10
Challenging +0
Difficult -10
Hard -20
Very Hard =30
Arduous —40
Punishing =50
Hellish —60

Degrees of Failure: When a test fails, the character
making the test automatically gains one degree of failure
(DoF). He also gains additional degrees of failure equal to
the tens digit of the roll minus the tens digit of the target
value. For example, if a player was attempting a test and
needed a 37 to pass, but rolled a 56, he would fail the test
with 3 degrees of failure (1 for failing, and 2 more for the
difference between 5 and 3).

Test MODIFIERS

Tasks can be more easy or more challenging to complete
based on elements outside of a character’s raw characteristic.

DrrricuLTY

The difficulty of the task a character is trying accomplish
can affect the outcome of the test. Based on how
challenging the task is, the GM can apply a modifier from
to the governing characteristic of the test. Table 1-1:
Test Difficulties above has a listing of the most common
difficulty levels found in DARk HERESY.

In addition to the modifiers a GM can apply, the game
rules often assign a difficulty to particular tests. For example,
when the rules call for a —20 Strength test, the character’s
Strength score receives a —20 penalty for that test.
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AUTOMATIC
SuUCCESS AND FAILURE
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- Regardless of modifiers, a roll of 1 on a test always

- succeeds, and a roll of 100 on a test always fails.

-_ However, the GM can always determine that a

proposed task is too difficult, and that the character E
fails automatically without even taking a test. This

is to avoid players attempting impossible

tasks to “fish” for a natural 1.

ASSISTANCE

With the GM’s permission, other characters in the group can
assist a character with a test to make it easier, such as other
characters aiding another attempting to repair a damaged
power field generator. When the percentile roll for the test is
made, only the character who is performing the test rolls the
dice. For each character the rolling character has assisting
him, the test receives a +10 modifier.

LiMITS ON ASSISTANCE

There are some restrictions and conditions that must be met
to assist on a test:

» To give assistance on a skill test, a character must
have a rank of 3 or higher in that skill.

» The assisting character must usually be adjacent to
the character performing the test, though certain tests (such
as disarming an explosive) could gain assistance from
another character over a vox channel at the GM’s discretion.

* Assistance cannot be given on tests that are made as
part of a reaction or a free action.

* Assistance cannotbe given ontests made to resist disease,
poison, fear, or anything else the GM deems inappropriate.

* No more than two characters can attempt to assist
another on a single test, unless the GM decides that the
specific situation would allow otherwise.

'$ the world the Game Master creates, using the rules in 1

MuttipLE MODIFIERS

When multiple modifiers apply to the same test, take
the total sum of all of the modifiers added together. This
value is the final modifier to the test, and is applied to the
characteristic value being used.

OprroSeED TESTS

Some tasks involve a character testing himself not against
his own mettle, but pitting himself against another character
Here, a character is attempting to perform a task while
being directly opposed by an adversary, such as attempting
to sneak by a guard or deceive a suspicious trader, and
in these cases the GM can call for an opposed test. In an
opposed test, each participant makes his own separate
test as normal, and whoever scores the greater number of
degrees of success on his test wins the opposed test. Note
that it is likely the tests are undertaken using different
characteristics, and possibly with differing difficulties.
For example, an opposed test for a saboteur attempting to
sneak past a weary guard might have the former test using
Agility, and the latter testing using Perception but with a
—10 penalty due to the lateness of the hour. If both parties
fail, whoever scores the fewest degrees of failure wins. If
both parties tie, the character with the higher value in the
skill or characteristic being used for the test wins. If it is
still a tie, the test is re-rolled until there is a victor.

DARk HEREsy deals with mature themes and concepts. ‘
~ Daemons, insanity, death, violence, corruption, and
despair are all integral elements of Warhammer

40,000, and players should expect their characters to ;
face these often in their games. These are all part of

this book as tools and guidelines to craft adventures,
settings, and opposing characters. All these, including
the characters, are imaginary creations designed to
enable an enjoyable game for all the players. DARK z
HEREsyY takes place in a grim and dark setting,
but everyone should keep in mind the
goal of the game is to have fun!
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Dark HERESY IN ACTION

Below is an example of game play in DarRk HERESY,
showing how the Game Master sets a scene and the players
interact with their environment and decide on actions for the
GM to resolve. The warband is investigating an outbreak of
horrible deaths in a hive-city, following a lead concerning
a suspected dealer of an illegal drug called spook that
temporarily grants psychic abilities. Their Inquisitor is
rightfully afraid that if this drug has become stronger and
more widespread it could be behind these deaths; worse
yet, it might lead to a daemonic incursion as denizens from
the Immaterium devour unprotected minds. Sam (the GM)
guides the four Acolytes (Lee’s highborn bounty hunter
Jannasi, Andy’s Administratum rogue psyker Sophronia,
Max’s Tech-Priest Isen, and Tim’s voidborn firebrand
Lazrus) as they make their way towards a middle-hive hab
area where the scum they interrogated said the dealer was
last seen.

Sam [GM]: You enter a large room, dimly lit as glow-globes
along the walls pulse with uncertain light, and a fat candle
flickers in a heavy pool of wax. There is a thick door at the
far end, shut tightly, and several overturned containers filled
with scraps of rough paper. Along a wall are odd markings
that resemble cryptic writing. The floor is littered with more
scraps, and in one corner is a large pile of rags and blankets,
covered with buzzing flies. What do you want to do?

Lee [as Jannasi]: ’'m drawing both my laspistols and
moving to one of the walls, the better to cover the area.
Tim [as Lazrus]: Muttering quietly, I ready my shot-
pistol and, trusting in the Emperor to protect me, stride into
the room.

Andy [as Sophronia]: With the area covered, I move
to the other wall and call forth my servo skull to better
illuminate the strange markings while I attempt to decipher
them. (Andy rolls and passes a Linguistics test to make
sense of the writings)

Max [as Isen]: “Insectoid life often indicate the failings of
the flesh.” I check the pile, pushing the rags aside with the
tip of my boot.

Sam [GM]: Isen, you uncover the rags to reveal a fresh
corpse with a huge, gaping chest wound as if the flesh
exploded outward. The terror-stricken face matches that
of the suspected dealer. Sophronia, your examination
reveals the markings indicate locations in the hive and
corresponding dates.

Lee [Jannasi]: I look at the body. “Certainly not what I'm
used to seeing at spire soirées or in my own kills.” I want to
try and check it over. (Sam directs Lee to perform a Medicae
test, which he passes easily)

Tim [Lazrus]: “These blasted sheets of parchment might
contain some hint to our quarry’s whereabouts!” I inspect
the papers on the floor. (Lazrus makes an Observe test and
rolls very low, succeeding wildly!)

Max [Isen]: I activate my auspex, and search the surrounding
area for movement. (Max makes a Perception test, but rolls
badly; his auspex clearly won 't detect anything this round)
Max [Isen]: “Something has made the spirits of metal surly
and unpredictable. This bodes ill.”
Andy [Sophronia]: Pulling out a dataslate, I begin
comparing the locations on the wall to the known locations
of the deaths we investigated earlier. (Andy makes a Logic
test to correlate the new data with the existing information,
and, given the ease of the test, passes without problem)
Sam [GM]: Jannasi, your inspection reveals the wound has
no burn marks or other normal signs of weapons fire or an
explosive device. You’ve indeed never seen anything like it.
Sophronia, the information on the wall matches precisely to
the dates and locations of the earlier deaths, and indicates
three more to come. Lazrus, you recognise these as stalk-rat
wrappers from a stall you passed earlier, not far from here at
a habway crossing. Your keen eyes also notice a grey-white
residue in several of them—spook!
Tim [Lazrus]: With a grin of satisfaction, I pick up one of
the wrappers and tuck it away, as it has a clear connection
to the deaths. “Brothers! I suggest we take a closer look at
the provisions offered at the stall; the people there might be
involved with this too.”
Lee [Jannasi]: “I can take lead on that. I’ve left some
gangers in that area alive and owing me favours.”
Andy [Sophronia]: My attention turns from the wall to
the body Jannasi is inspecting. “Emperor preserve us!
Given the presence of spook and the strange wounds, [ am
concerned that the fell powers from the Warp may have
been used here.” (Andy performs a Psyniscience test on
the body to scry for psychic energies, passing with several
degrees of success)
Max [Isen]: “Omnissiah, calm this spirit.” [ perform
an Incantation of Iron by tapping the auspex against my
mechandrite three times and offering a binary invocation,
then try it again. (Max makes another Perception test for his
auspex, and this time manages to pass)
Sam [GM]: Sophronia, you definitely detect the taint of
psychic energies on the corpse, flowing out of the wound
like eldritch blood. Isen, your auspex is working perfectly
but still isn’t detecting anything, yet suddenly you can all
hear wet cries from behind the door. The darkness seems to
grow thicker, the air colder, and the candle finally flutters
and spits out. The flies annoying the corpse twitch and fall
as the gravity shifts seems to shift subtly around you. The
far door bulges as if it were rubber and not heavy plasteel...
What happens next? The Acolytes might face an
unhinged spook user, or a hideous Warp manifestation that
resulted from the psychic blast unleashed early that killed
the dealer, or something even worse. They have gathered
several important clues that can help them shut down
the spook trade before the users unwittingly unleash a
daemonic invasion upon the hive. First though, they have to
survive the coming fight!

I: PLAYING THE GAME




exceptional individuals plucked from across the galaxy
to become Acolytes in the service of an Inquisitor. The
warband they form fights at the forefront of a battle of which
the rest of the humanity is unaware, for only a select few
know the true dangers Mankind faces. Citizens across the
& Imperium might know of the dangers mutants pose or the
heresy of renouncing the Emperor, but their minds cannot
conceive of the Daemons of the Warp that readily devour
;. unprotected souls, the ravenous xenos races that pollute the
v stars, or the horrors of reality-defying psykers. Inquisitors
: and those who serve them can and must withstand such
; knowledge and face such enemies.

At the direction of their Inquisitor, warbands of Acolytes
scour the stars to investigate and combat such threats. Theirs is
a lonely battle that sets them apart from the countless billions in
the Imperium. They face daemonic attacks that can rend their
souls apart and the terrible weapons of inhuman aliens. Their
adventures take them from ancient worlds steeped with Imperial
history to planets newly-discovered, from courts of power to
barren wastelands no mortal has stood upon in centuries. Every
world has its own unique horrors: foul cults and renegades might
lurk not only in the darkness but also in the open, masquerading
their true nature behind power and privilege.

] Players in DARk HERESY take on the role of unique and

CHAPTER II:
CHARACTER CREATION g

Such heresies and conspiracies exist everywhere, and
for each threat the Acolytes eradicate they might uncover
two new ones, each twice as dangerous as the first. These
can present other types of dangers, as the temptations of easy
power, especially through the corrupting taint of Chaos, are
always present. Against all of these threats, Acolytes must
use their abilities to the fullest, calling on past experience
as well as additional skills and armaments acquired in their
travels. They must also rely on each other, even though they
can never fully trust each other knowing the horrid betrayals
that a fall to the Ruinous Powers can bring. They must also
trust in their Inquisitor, never fully aware of what other
grim truths he hides from them and knowing they are each
expendable in this eternal war.

The struggle is unending, and those who fight it know
they are likely to die horribly, unknown and unheralded.
There are no rewards, other than knowing that to do otherwise
spells the doom of humanity. Each Acolyte is a flickering
candle lighting only a tiny fraction of the malevolent
darkness, each sputtering but his flame still keeping the final
night at bay for a time. They might fall, but others rise to
take up the battle. The war must continue, for to abandon it
is to cede Mankind’s future to dust, to be forgotten amidst the
laughter of vile gods and malignant aliens.

T No man died in His service that died in vain.



CREATING AN ACOLYTE

“My past mattered only to the extent it attracted the attention of @ man

I cannot name, even here. My future was all that mattered now: Each
success ensured there was one, if only for one more day; but we all knew
a single failure could condemn Mankind to endless death.”

—Gex Avrille, from the private memoirs Recollections of Service

efore starting a game of DArRk HERESY, each player
creates a character. These Player Characters (also

referred to as PCs) act as alter egos for the players,
and star as the protagonists in the ongoing story that they
and the Game Master create together. They might have
come from the squalid depths of a overcrowded hive city
or opulent palaces, devout worlds dedicated to worship or
industrial factory planets that revere technology. They could
have been powerful scions of noble families, or lowly dregs
who lived from day to day on theft or extortion. Their only
common aspect is that they have drawn the attention of an
Inquisitor, who believes their unique abilities can aid him in
fighting the foes of Mankind.
To create a character, each player follows these five steps.

StaGE |: CHoOSsE HoME WORLD

A character’s home world is the planet or location where
he was born and likely spent a great deal of his life. It
can determine his physical appearance, mannerisms, and
perspective on the Imperium as a whole. DaArRk HERESY
contains six home worlds; four of these are archetypal
Imperial planets (feral, forge, hive, and shrine) with the other
two representing origins that can come across the galaxy: the
power-drenched environs of the highborn, and the artificial,
empty reaches of the voidborn. A character’s home world
also determines his starting characteristics.

STAGE 2: CHOOSE BACKGROUND

A character’s background represents what the character has
done with his life up until this point, including the previous
Imperial organisations under which he served. It determines
what sort of training the character has received throughout his
life, what kind of resources he has access to, as well as who
he knows. Seven backgrounds are included here: the Imperial
agencies of the Adeptus Administratum, Adeptus Arbites,
Adeptus Astra Telepathica, Adeptus Mechanicus, Adeptus
Ministorum, and Imperial Guard, along with Outcasts who
have escaped the confines of any group or organisation.

II: CHARACTER CREATION

STAGE 3: CHOOSE ROLE

While home world and background determine a character’s
past, his role determines what he is in the present. Each
character views the world around him and his place in
it in a certain manner, which is reflected in his role. This
broadly defines how he faces dangers, interacts with others,
and seeks to resolve problems. His role also dictates what
areas of expertise he excels at, and how he grows and learns
with experience. This book includes eight roles: Assassin,
Chirurgeon, Desperado, Hierophant, Mystic, Sage, Seeker,
and Warrior.

STAGE 4: SPEND EXPERIENCE POINTS,
ACQUIRE ADDITIONAL EQUIPMENT

In this stage, each player customises his character’s abilities.
Player Characters start the game with a certain amount of
experience points (xp) to reflect their lives up until this point,
and can spend this experience to increase his character’s
characteristics, skills, and talents. Here they can also
purchase equipment such as additional weapons, armour,
and gear from the armoury.

STAGE S: GIVE THE CHARACTER LIFE

Lastly, it is time for each player to give his character the
unique personality that will set him apart from his fellow
Acolytes. This stage helps the players define their characters’
appearance, past, temperaments, beliefs, and much more.

RECOMMENDED
OPTIONS

e

Many of the character creation options presented 4‘
in this chapter offer recommendation on what other
options fit best with that choice. For example, each
home world recommends the backgrounds that fit best
with that planet, and each background recommends
i. the roles that would fit best with it thematically.
, Players, especially those new to DARK HERESY,
are encouraged to use the recommended options for
} each stage of character creation. However, if a player
feels that there is a reason that a different option
would work best for his character thematically,
he is encouraged to select it with the
GM'’s permission.
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STAGE I:
CHoost HoMeE WoORLD

“We were all from different worlds. We never really liked each other;
we could rely on each other but we were never friends. If we weren’t
bound together against terrors no one else even dreamed existed, we
probably would have killed each other quickly”

—Gex Avrille, from the private memoirs Recollections of Service

he Imperium of Man is spread across the stars, laying
claim to huge reaches of space and encompassing

nearly the entire galaxy. It is made up of over a
million systems, each an uncertain light flicking in the
darkness that surrounds them. Holy Terra is at its centre,
the birthplace of humanity. Surrounding it are the many
other planets, void stations, vessels, and other locations
where man has established a presence. From these come the
teeming billions that are the true measure of the Imperium,
each life moulded and shaped from the place of his origin.

The Adeptus Administratum classifies each world into
broad categories in a vain attempt to apply organisation
over the domains of man, and though each setting is utterly
unique, there are enough commonalities to make the
generalisation somewhat effective. Hive cities might appear
superficially identical, no matter the planet, yet in reality are
revealed to be wildly different once inspection penetrates
the kilometres-tall metallic spikes. The billions that reside
inside of each hive though still share more in common with
each other than those from a primitive wasteland or massive
trawler migrating through the void, no matter what differing
cultures each hive might contain.

In an Imperium where only a small fraction ever leave
their local environs, let alone the actual place of their birth,
home worlds play a huge part in a character’s development.
They impart certain favoured types of clothing, such as
the bloodmarked leathers an ex-ganger still wears or the
elaborately braided feathers a feral warrior might never go
into battle without. Modes of fashion or grooming might
stay with a character long after he has left his home world,
for a highborn might insist on keeping his distinctive
diamond-dust facial tattoos that once indicated his familial
sect, or a Tech-Priest may still wear the forge-lathe’s binary
pattern engraved on his first mechadendrite.

Home worlds also instil unique religious beliefs, for
though the Imperium officially worships the Emperor as the
deific Master of Mankind, each world does so in its own
manner. Some worlds might venerate Him as a Sun-Father,
the bringer of blessed heat to Mankind. On others, the Cult
Imperialis has assimilated local beliefs into worshipping the
Emperor as the Storm-Fury, showing displeasure through
terrible cyclonic devastation whenever His peoples fail in
their service. Even the worlds of the Adeptus Mechanicus,
which all worship the Emperor as the Omnissiah, might do
so in slightly differing fashions from forge to forge.

They also shape characters physically and mentally.
Those from a rough, feral world usually grow up strong
and tough—or not grow up at all. Voidborn that come from

TABLE 2-1: RANDOI HOME WORLD
RotL (pl00) ResuLt
01-15 Feral World
16-33 Forge World
3444 Highborn
45-69 Hive World
70-85 Shrine World
86-100 Voidborn

artificial habitats of lessened gravity can develop longer
but frailer forms. Hivers are used to dense concentrations
of people, and might feel uncomfortable in large, open
spaces that lack the usual industrial scents. Highborn are
often groomed to rule, and develop charm and social skills
at early ages in order to navigate the deadly paths to power.

Though the home worlds in this chapter represent
archetypal settings, players are encouraged to use additional
information on a location to be found in this or other
Dark HERESY books to add greater distinctiveness to their
character’s previous life. The character might be from a hive
world, but one from Desoleum would place greater value on
personal vows, representing that hive’s elaborately binding
network of oaths and obligations. An Acolyte from a world
gone feral after its pre-Crusade civilisation destroyed itself
might view technology as dangerously taboo; one from a
violently evolving land could see it instead as useful against
the megafauna he fights against each day.

The home worlds presented here include a description
of its setting, along with an example from the Askellon
Sector. Each also includes the following special rules that
are applied to characters from this home world:

Characteristic Modifiers: These alter how the
character generates individual starting characteristics.

Fate Threshold: A value representing the starting
fate threshold of all characters from this home word (see
page 258). This is usually a 1d5 roll with an additional
modifier. Each fate threshold value has a listed minimum; if
the value would be lower than this minimum, it is equal to
this minimum instead.

Home World Bonus: A unique, passive ability that all
characters from this home world gain.

Signature Mental Trauma: This mental trauma
represents how those from this home world deal with the
insanity they will face in their service (see page 252).

Recommended Backgrounds: These samples represent
backgrounds (see Stage 2 on page 29) that characters from
this type of home world would be likely to follow.

Each player chooses one home world for his character,
and either uses the example given, creates a new, unique
world for his character, or leaves the exact world of his origin
amystery. Alternatively, players can use Table 2—1: Random
Home World above to let chance decide. After choosing a
home world, the character immediately gains the appropriate
home world bonus and generates his characteristics using the
modifiers his chosen home world applies.

[I: CHARACTER CREATION
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Home worlds are often strongly tied to archetypal
character types and backgrounds, allowing players
to pick settings that match their envisioned character.
Those looking for strong fighters would do well
with a feral worlder, and forge worlders generate
excellent tech-savvy characters as examples. Players
should read through the home worlds presented
below, especially the effects each setting has on
starting characteristics, to see which one matches
best to their desired character type. Some players =
prefer to randomly create a home world, then use =
this plus their starting characteristics as a guide to i"J
lead them to a background and role and create a
character perhaps not considered earlier.

Imperial organisations dominate or even
control entire worlds though, and many born there -
have no choice but to enter that society. Those from
. forge worlds can more easily lead into Adeptus
| Mechanicus backgrounds and shrine worlds to
the Adeptus Ministorum, but players should also
. explore less well-worn paths. Feral worlders often
. are taken into the ranks of the Imperial Guard, but
. some might have been taken aboard an Explorator
- vessel and been inducted into the ranks of the Cult
~ Mechanicus. Choosing unusual directions such as
~ these can generate interesting characters that stand
. out from others, and players should work with their

». GM to create suitable origins for the surely
memorable characters that result.
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GENERATE CHARACTERISTICS

As part of choosing his home world, the character also
generates his characteristics. These are the basic building
blocks that determine the character’s strengths and
weaknesses. All player characters have ten characteristics,
each measured on a scale from 0—100:

* Weapon Skill (WS)

* Ballistic Skill (BS)

 Strength (S)

» Toughness (T)

o Agility (A)

* Intelligence (I)

* Perception (P)

* Willpower (WP)

* Fellowship (F)

* Influence (IF)

For more information on characteristics and their uses, see
Chapter I: Playing the Game.

RoLLING CHARACTERISTICS

Characteristics are generated one at a time. For each
characteristic, the player rolls 2d10, adds the results
together, then adds 25. He then follows this same procedure
for each of his ten characteristics, filling in the resulting
numbers on his character sheet as he goes. Which home
world a character has chosen affects these roles through
characteristic modifiers. These appear as a characteristic’s
name with either a “+” or a “— in front of it:

+ Characteristic: When rolling to determine the
specified characteristic, the character rolls 3d10, takes the
two dice with highest results, and adds their results to 25 to
determine the characteristic.

— Characteristic: When rolling to determine the
specified characteristic, the character rolls 3d10, takes the
two dice with lowest results, and adds their results to 25 to
determine the characteristic.

Inquisitors do not chose their Acolytes at whim. The
player characters in Dark HERESY are a cut above the rest
of humanity, and fated for a greater destiny. Because of this,
the player can re-roll any one characteristic value but must
keep the second result.

ALLOCATING
PoinTs

! At the GM’s discretion, players can instead use point
f allocations to determine starting characteristics in
'E place of rolling for them. To do this, the character =
. starts with a score of 30 in each characteristic and
then receives 60 points which he can distribute to any
of his characteristics as desired. No characteristic can
*  be raised higher than 45 in this way. -

.u'.'l-._-:.

CHARACTERISTIC MODIFIERS

1

When using point allocations, the characteristic -

modifiers the PC’s home world applies changes the

starting score of the respective characteristics:

+ Characteristic: Starts with a score of 35.
— Characteristic: Starts with a score of 25.

No characteristic can raised higher

than 45 during point allocation.

II: CHARACTER CREATION
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FErAL WORLDS

Savage primitives from backward cultures or wild untamed worlds;
what they lack in knowledge of the stars and the secrets of technology,
they more than make up for in strength and survivability.

“Cating little is me about your gun. Caring more should be you about
my axe!”

—Karl-Va, First Steel of the Red Clans

is trapped in a primitive state, often much lower

technologically than that of other Imperial worlds.
This can range from nomadic human tribes, with little more
than spears and a mastery over fire to once-advanced planets
now reduced to barbarism from environmental catastrophes,
xenos predations, or other world-shattering events. Those
born on such a world are likely to have grown up without
technology, and had to survive by hunting or farming with
primitive tools and their own two hands. This makes feral
worlders hardy, strong, tough, and able to survive in the
worst of conditions.

Feral worlds are planets where the dominant culture

Lire oN A FeraL WoORLD

At first glance, feral worlds would appear backward when
compared to more technologically advanced worlds in the
Imperium. They are indeed trapped in superstition and
ignorance, but no less so than the denizens on any Imperial
world, and the concept of progress is as unknown here as
anywhere else in the Imperium. The barbaric nature on feral
worlds is as pronounced as on any other planet, but here it
displays a harsh, personal brutality and dispenses with the
veneer of higher civilisation found elsewhere. Feral world
natives can view weather as signs from the sky-gods, and
the remains of ancient devastated civilisations as relics from
ancestors who touched godhood before hubris brought them
low. This is no different, however, than a hive labourer who
tills powerful machinery through rote actions and dogmatic
chants, or reflexively makes the sign of the aquila before
entering a hab-room for the first time. Both see the world
around them through a thick fog of superstition, not even
knowing that there is more to know. To live in the Imperium
is to live in ignorance, an awful but blissful experience
compared to the horrible truths that Inquisitors know.

Feral worlds are as important to the Imperium as any
of its planets, and each tithes men and materials just like
any other world. This means that even if the majority of
the population are ignorant of other planets, there is often
a ruling elite connected to the Imperium and governing
the world for them. Populations on feral worlds are often
kept in check by their faith in the Imperial Creed, and
the Ecclesiarchy ensures that this is the first step when
incorporating such a world into the Imperium. On many
feral worlds, the local regions and beliefs has thus been
supplanted by the faith in the Emperor, and it could be that
He is known by different names, such as the Sky-Father,
Master of Light, or Star Lord by the primitive people of the
world. Even if a feral worlder knows little of the Imperium,

|

. benefits during their creation:

t

FERAL WORLD
RULES
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Characters from feral worlds apply the following

CHARACTERISTIC MODIFIERS
+ Strength
+ Toughness
— Influence
FATE THRESHOLD
1d5-3 (min 1)

HoMme Wortp Bonus
Feral world characters start the game with the
Heightened Senses (Smell) talent.

SIGNATURE MENTAL TRAUMA

Survivor’s Paranoia (see page 253)

|
i

RECOMMENDED BACKGROUNDS

Adeptus Arbites, Adeptus
Astra Telepathica, Imperial
Guard, Outcast

it is doubtless that he has heard tell of the Emperor and be
raised to revere Him as a god.

There is a near-limitless variety of feral worlds within
the Imperium, each different from the next, often mixing
ancient cultures and technological levels in a myriad of
combinations. For example, a feral world could be little
more than a alien wilderness of volcanic tundra, where
ignorant tribesmen bow down to effigies of the Emperor
whom they call the father-of-lightning. Here they hunt
flying-lizards across deserts of ash and dust using weapons
of black volcanic glass, until the sky-men call them to serve
beyond the world’s edge, never to return. Another world
could be covered with complex territories of nomadic tribes
scattered across an endless swamp, who wear the bones
and skins of great amphibians, and constantly war with
each other for survival. Some show the signs of previously
advanced civilisations, long since blasted to ruins from war
or natural catastrophe. Man might live in crude caves nested
in crashed orbital towers that could predate the Imperium
or even be of xenos origin, using spears tipped with fractal
metal shavings to fend off beasts mutated from lesser pets.
Feral worlds are defined only by their limited level of
technology, where populations have little choice but to live
in a primitive state. Feral worlders may well learn to accept
the appearance of void ships in their skies and mighty
armoured warriors in their cities, their people accepting
their place in the universe, perhaps even scorning the sky-
men for their feeble reliance on metal trickery when the test

[I: CHARACTER CREATION



of a true man can only be measured in muscle and bone.
Feral worlders might leave their planet, either taken as part
of manpower tithes or as part of an Inquisitor’s warband,
but still retain the primal essence their upbringing provided.

FErAL WORLD CHARACTERS

Feral worlders can be as diverse as the cultures from
which they hail, and might encompass nomadic hunters,
cave dwellers, and wasteland villages. What they have in
common, despite the different worlds form which they
come, is that they are tempered by a hard life living outside
fighting constantly to survive with little more than the skin
on their back and the blade in their hand. This makes feral
worlders favoured as soldiers and warriors, where their
brutality and survival instincts serve them well, while their
lack of knowledge and their limited understanding of the
galaxy beyond their world matter little.

Many feral world characters took up arms for the
Imperium and later used the skills they have learnt in
the service of an the Inquisitor. They are drafted into the
Imperial Guard by the millions across the Imperium, whole
regiments formed from single tribes or clans; soon their
swords, spears, and shields are replaced with lasguns so
that they might fight the enemies of Mankind. It can be a
brutal and unforgiving way for feral worlders to leave their
surroundings behind, thrust into a war light-years from their
home world. Those that survive are destined to become
among the best the Imperium has to offer, skilled in the arts
of war but retaining their hardy primitive origins, able to
adapt and survive where others might fail.

Feral worlders might also leave their world by choice,
seeking out the tales and legends they have heard of far-
off worlds and men that walk between the stars. Such men
and women are rare individuals indeed, fighting their way
up from nothing to take their place among the Emperor’s
faithful. More likely, feral worlders seek help to leave their
world behind and explore the stars, impressing an Imperial
Acolyte or even an Inquisitor with combat prowess or
tracking skills and earning a place at their side.

Some feral worlders, like those from any other planet,
are burdened with the psyker curse. These damned souls
can expect only an existence as feared and reviled shamans,
wizards, or oracles. Many have had to face the promise of a
brutal death at the hands of their own people or the chance
of being sacrificed to their ancient gods. Taken away by the
Black Ships of the Adeptus Astra Telepathica for sanctioning
and trained in the use of their gifts, they might in time come
to be of use to the Imperium and their new masters.

SampLE FERAL WORLD: GREGORN

Gregorn is a world of violence, where primitives fight each
other while struggling to survive against tectonic upheavals
and predatory megafauna. The natives favour thick lizard-
hides and bone helms, while their martial societies mask
highly nuanced customs which have lead to more than one
expedition butchered to a man for an unknowing insult.
Many seem to have an instinctual fear of plasma weaponry,
though there are no indications the world ever hosted a

developed civilisation; it is possible, however, that lava and
earthquakes have eradicated traces of any ancient cities.

Force WoORLDS

Skilled with machinery and commonly using the most advanced
forms of technology known to the Imperium; surrounded with
sanctified technology and often granted cybernetically augmented
bodies, they manifest the Omnissiah’s blessings.

“Cease. You dishonour the machine spirit. Speak the litany first, and
only then strike the siding so.”

—Osmin Ril, Inspector of the Rites, Factorum Aleph VII

orge worlds are the main armouries and assembly
lines of the Imperium. On these densely populated

worlds, citizens toil endlessly to craft weaponry for
the armies of the Emperor, their bodies often enhanced
with technology so that they might better fulfil their task or
survive the toxic conditions of the factories in which they
toil. A man or woman on such a world is likely to have been
born into a generation of workers taught to do a specific
task, like their parents before them and their children that
will come after, focusing their entire lives on a single job.
It is a rigid society from which few escape, where the
great Machine Cult and Tech-Priest overlords enforce the
construction and toil of the teeming billions working below.

LirE oN A Force WoORLD

Forge worlds are a vital part of the Imperium; they are
the great factories without which its armies would falter
and cease to exist. Because they provide the bulk of the
Imperium’s armaments and munitions, as well as its
voidships and star fortresses, forge worlds utilise forms
of technology unseen elsewhere in the Imperium. A forge
worlder often lives amongst miracles of machine and man
of which other Imperial citizens could only dream. Around
them might be moving cities that traverse their worlds on
huge tracks, dumping their waste and moving on before the
toxic clouds dissolves their walls, gigantic reactors built
into the world’s moulten core and powered by the tides
of gravity, or orbital elevators reaching from the surface
into the depths of space like endless skeletal fingers. Huge
cogitators that make constant and inhumanly complicated
computations, and teeming hordes of servitors fashioned
from the bodies of lobotomised humans and mechanical
parts, are all frequent sights on a forge world.

Technology is both embraced and feared within the
Imperium, and though Mankind dominates the stars with
mighty warships and legions of armoured fighting vehicles,
much of what was once known has been lost. What remains
is bound around with ignorance, ritual, and mystery. This
is the purview of the Adeptus Mechanicus, the Imperium’s
galaxy-spanning keepers of its technological lore and
secrets. It oversees most forge worlds, their Tech-Priest
Magos ensuring that factories are maintained and workers
kept in line. For the Machine Cult, and by extension the
Imperium, the understanding and execution of technology
has become a complex religion shrouded in mystery and
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ritual. For most Imperial citizens, advanced technology
is frightening and strange, hidden behind odd rites and
prayer, and the dire warnings of their preachers. For forge
worlders, this technology is more omnipresent but no less
to be venerated and revered as miracles of the Omnissiah. A
forge worlder might have greater familiarity and access to
technology, but he has just as little true understanding. For
him, the metal and plasteel marvels around him are perhaps
less strange but no less sacred, wrapped in the trappings of
the Machine Cult’s religious teachings.

Everyone born on a forge world has his place, often part
of the huge machines which keeps its factories running and
the production of war materials flowing to the Imperium’s
many warfronts. Whether or not the forge worlder is a skilled
worker or simply another pair of arms to turn wheels and haul
goods, his role will be his whole life, born into a family craft
or taking his place dragging the great chain with millions
others of his kind. Some might rise into positions within the
Machine Cult, proving themselves ably devoted followers of
the lost arts of technology and taking on the mantle of Tech-
Priest. Others live out their days as mere worker drones,
mastering their trade until they can pass it down to the next
generation, and die content in the knowledge that their life
was spent so the Imperium could continue.

ForGE WORLD CHARACTERS

A forge world is not one but many societies pressed together
in a carefully constructed system of classes and castes.
Characters that hail from a forge world can therefore come
from any one of these classes, either overseeing from above
with the guidance of the Machine God, protecting the
Imperium in the armies of the Omnissiah, or toiling on the
factorum floor among the other workers. Others might even
live in the cracks that appear even on such heavily regimented
settings, exploring illegal enterprises or merely trying to
survive in the dark areas between factories or abandoned
manufactorums. What they all share is exposure to some
of the most fabulous and terrible technological mysteries
within the Imperium, and are often fitted with augmentations
and modifications only available to those born in the heat of
the forge. This makes them favoured to become members
of one of the many branches of the Machine Cult. It also
makes them favoured with criminal organisations and others
focused on the use and abuse of technology, such as those
who actively work to subvert the rules and restrictions put in
place by the Adeptus Mechanicus.

Followers of the Adeptus Mechanicus, such as those
that would aspire to become Tech-Priests in their orders,
are most likely to have come from forge worlds. The
training and teaching they receive under the guidance of
the Machine Cult can set them on a path to enlightenment
and physical augmentation. This is a natural progression
for forge worlders, with ascension into the ranks of their
masters and a deeper understanding of the mysteries and
secrets of technology. From here, they can then serve in any
number of capacities within the Adeptus Mechanicus, or be
sent to aid another Imperial organisation like the Imperial
Guard to maintain its tanks and weapons, the Imperial
Navy to oversee the machine spirits of a voidship, or even
find a place in the service of an Inquisitor where their
technological expertise can prove invaluable.

Forge worlders are normally subject to the manpower
tithes to provide forces to the Imperial Guard. Service
here is often a worker’s first exposure to open air and
sunlight away from the oppressive heat of their working
areas. Unlike those pressed into service or those who must
suffice with whatever meagre weapons the Imperium can
provide, regiments from a forge world might be equipped
with greater weaponry beyond what might be granted to a
lesser world. The men making up these ranks often forge
the very weapons they carry. The few shipyards that still
create the void-faring vessels of the Imperial Navy are also
likely to be found orbiting forge worlds, and boys might
grow to men seeing these wondrous ships every day in
the skies overhead. It is little wonder that they seek out a
place on such a ship, their understanding of the processes
that have gone into its creation securing them an important
position or even a commission where they can rise in the
ranks should they prove their worth. In both cases, the
fighting forces of the Imperium always have a use for those
raised among the factorums and habs of a forge world, their
supreme reverence for the machine setting them apart from
the countless masses of the Imperium.
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SampiE FOrRGE WorLD: RHODIN [V

The Cult of the Machine God has occupied this world for
several thousand years, ever since it was awarded to the
Adeptus Mechanicus for its aid in repelling a nearby Ork
uprising. Rich in promethium and other useful ores, this
once verdant world has since become layered with plasteel
and pollutants. Factories many kilometres tall churn out
a wide variety of armaments and munitions. Deep mines
weave through the planet’s crust, so invasive that networks
of cyclopean support beams are needed to buttress the
immense weight of the manufactorums that cover the
surface. Many of the Tech-Priests spend their entire lives
underground, feverishly directing legions of servitors to
maintain these complex metal webs.

HiGHBORN

The elite who rule over the worlds of the Imperium, obsessed with
power and the politics to maintain that power; they may rule from
Dpiles of fur on a barren plain, or from the crystalline windows at
the top of a hive spire, but all know the precarious nature of power
and the ever-present enemies ready to snatch it from them.

“Yes, I especially liked that vintage so I enslaved the village to ensure a
steady supply.”

—Leisi IX, Governor of Pallon Secundus

ighborn are the elite of Imperial worlds, the nobles,
Hprinces, and lords of cities, systems, and worlds

ruling over boundless populations alongside other
equally privileged scions. To be born into such a setting is to
have been given the best that the planet has to offer, raised
apart from the struggling ranks of Mankind and destined to
take on positions of great import and power. This might be
the finest pelts and grox meat of a feudal world, or the most
potent of narcotics and off-world delights on a mainstay
hive world. It is also to enter into a world of deadly politics
and ancient feuds, where children grow up with terrible
enemies and sleep knowing there are those that would cut
their throats for a taste of their hereditary position. Highborn
often live their lives apart from the rest of their world,
sometimes never leaving the high castles, spire cities, and
sky palaces far above the teeming masses. They are content
in the knowledge that they are the instruments of Imperial
dominance on their world and voice of the Emperor to
their people, and anything that would disrupt such a state is
unthinkable anathema.

LirE As A HiGHBORN

Highborn exist on nearly all worlds in the Imperium, from the
towering spires of its hive cities to the stone forts and caves
of its feral kingdoms. They are the privileged and powerful
of their worlds; those fit for governance not by the will of
the people by but by the providence of their birthright. While
their powers and purview might differ from world to world,
their function remains the same: to lead their people and
control the resources and political might of their planet. Most
highborn grow up being groomed for this power, taught to
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govern justly by fair and even-handed peers or, more likely,
instilled with a disregard for those below and ingratitude for
the influence and position they have been given. Many are
so ingrained into their opulent lifestyle that they have little
or no notion of how the majority lives. Generations can be
spent in supreme if relative comfort, be that a heated cavern
shielded from omnipresent blizzards or an orbiting pleasure-
satellite that rides auroral clouds. Here they are content to
shield themselves in the trappings of wealth and privilege,
while focusing on the real threat to their existence or to that
of their family: other highborn.

The scale and size of the Imperium is reflected in the
nobility of its worlds. Just as it has endured for millennia
and covers the majority of the galaxy, so too are there
noble families, sector lords, and planetary governors
whose lineage stretches back thousands of years and
whose holdings comprise whole systems or wide regions
of space. It is also reflected in its diversity, with each
world’s ruler as unique as the world itself. Some worlds are
ruled through agencies such as the Adeptus Ministorum or
Adeptus Mechanicus, where the rulers are more the result
of power plays than hereditary bloodlines or the decree of
the Adeptus Administratum. Some rulers flicker and fade,
having barely made their presence known. Others form
dynasties lasting the entire history of a world. Often a
family or lineage can draw great power to itself, slowly but
surely acquiring planetary control and resources, seeding
its spawn throughout positions of influence and authority
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until there is no place on a world untouched by its grasp.
Over the years, such great families will wax and wane in
their power, so that a minor highborn might find himself
recently risen up on the fortunes of his line, newly gifted
with wealth and fame, or he might be lamenting the reckless
deeds of his ancestors that have seen his family fall from
grace, a mere shadow of what they once were.

Being a highborn means more than being born into
power and position; it means the lifelong obligation and
struggle to protect the interests of the family or clan, and
to try and better them. It is the nature of power that those
that do not have it crave it, and those that have it crave
more. Noble families thus conduct warfare with each other
to garner and defend power, in battles often masked with
subtlety, disguise, and innuendo but no less deadly than
open combat. At such levels, mere currency is worthless,
and power is traded in favours and debts. In these struggles
for power there are few rules, and should a family fall from
favour they have little recourse for justice when targeted by
blackmail, treachery, or murder, save to respond in kind.

HicHBORN CHARACTERS

While born to power, highborn characters might also be
born with little or even nothing to look forward to beyond
a lifetime of idle excess and family infighting. Even among
the most powerful families, there are usually dozens if
not hundreds of heirs to the true positions of power and a
highborn, while afforded all the luxuries of his station, may
find little with which to content himself. This idleness can
lead them in wildly different directions, either choosing
to try and climb the social ladder of their family, proving
themselves in the bloody politics of the Imperial nobility, or
rejecting the control their family has placed upon them and
seeking out their own fortune elsewhere. Those that remain
find they are never be truly free of their family. The ties
that bind them to the home are always present, as is the
taint of their family and its reputation, which clings to their
name as long as they wear it. Even those that try and escape
might not be able to run far enough to outdistance their
noble obligations and their family’s long reach, inevitably
dragged back into its petty squabbles and bids for power
long after they considered themselves free.

A highborn character not fortunate enough to have
a place of real power could spend his days in luxurious
indolence, or find adventure on his own in other areas of
his world to pass his time. Some might be ceded to one of
the Imperial organisations operating on his system or world,
thus extending the influence of the family. Here the highborn
might rise through the ranks or be as idle as they choose,
putting in token effort and continuing a decadent lifestyle
secure in the knowledge that the weight of their family
can protect them from any chance of dismissal. It is not
uncommon for highborn youths to be given commissions in
the Imperial Guard or Imperial Navy. While it falls to the
highborn to decide if he cares to strive in his position, many
of those with gifted commissions earn the hate of those
officers that have had to earn their rank, at least until he has
proved himself in some way.

Those that endeavour to escape their families also
often choose the Imperial Guard or Navy, though with a
mind to it taking them far away from those that know them.
In this role they strive to earn their place upon their own
deeds and not the word of their family, but it is a dangerous
game. Imperial forces are filled with those of noble blood,
and the chance of encountering someone that recognises the
highborn never goes away. Some truly cut ties with their
family, becoming criminals or pirates after first stealing as
much of their house’s wealth as possible. Others, even worse
in their family’s eyes, forge a reputation for themselves as
liberators and freedmen, living lives impossible for their
relations to comprehend.

SampLE HIGHBORN SETTING:
THE PLATINAL PALACE OF SNOPE'S WORLD

Far atop the main hab-city on Snope’s World lies the
glittering Platinal Palace. Formed of fractalised sheets of
iridescent metals, it shines like a beacon above the solemn
clouds and polluted swamps that cover much of the planet.
It is said that the palace’s surface holds a million million
angles, each one unique across its conical form. Within are
the hive’s ruling families, each as superficially gleaming and
beautiful as their dwelling. Here they plot endlessly against
each other. None dare openly battle, fearing expulsion from
the archeotech-supported environs, but instead use pain-
poisons, rumour plagues, and other soft weapons to cripple
their rivals.

Hive WoRLDs

The struggling masses of humanity, one among uncounted billions
living out their lives in vast towering cities; bardened by living among
such dense populations, they are savvy talkers and adept criminals.

“Meet is set. Twelve levels down, just above the tox drains along the
Killian wall and near the border with the Ironmongers. Bring extra

stubber shells.”

-Etregan “Ganner” Haiyn, Desoleum ganger

ive worlders exist in cities that reach kilometres
Hinto the sky from the wasted surface of toxic worlds

and hostile environments, ruined through many
centuries of industry. Sealed off from the planet outside,
they live stacked on top of each other over hundreds of
levels, each one packed with millions of souls all working,
eating, and dying without ever venturing beyond the steel
caverns of their birth. To be a hive worlder is to have grown
up among overpopulation and artifice, where the sun is
only a myth and any light is obscured through layers of
smoke and acidic clouds. Unfortunates know only crushing
poverty, barely surviving in the dank depths far below the
surface in underworlds where the very air cannot be counted
on from one day to the next. For a hive worlder, life is a cog
in a great city-machine from which few can ever imagine to
leave, living and dying in the same few cubic kilometres in
which they were born.
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LirE oN A Hive WoRLD

Hive cities are ancient constructions, each century slowly
growing wider across the barren ground and higher into
the polluted air. They dominate worlds where the local
environment has all but collapsed from long years of
mining, harvesting, and waste dumping. These are nearly
sealed ecosystems, where billions of people live stacked on
top of each other in the close confines of what is in essence
a great metal tomb. A hive worlder lives out his life never
seeing the sky, never knowing what the surface of his world
looks like, and often never even leaving the city level on
which he was born. Most hive worlds have scores of these
constructs, each existing in isolation from each other, rising
up from the toxic fog and cursed earth of the worlds like
monuments to its demise. Hive worlders are often born
into a house or family with their vocation decided. Thus
they work endlessly at their task in the factorums and
industrial habs of their hive, producing goods to be shipped
off-world, or maintaining the many systems of the hive so
that its population might continue to survive and another
generation be born to take their place.

Nearly everything within a hive is recycled and reused,
and few things are ever wasted. The air a hive worlder
breathes, the water he drinks, and the food he eats likely
all has once passed through the bodies of countless others,
endlessly restored to be consumed once again. When a hive

worlder dies his duty to the hive and house are not done, and
most hives reconstitute their dead for the resources they can
provide. All of a hive worlder’s possessions, from the hab
room in which he lives to the clothes on his back, likewise
come from those before him, the dead gifting the living
with what little they have in a continuation of cycle of hive
life. Even in a system where the bulk of hive residents must
subsist on what meagre resources can be divided among a
billion hungry mouths and shivering bodies, there remains
a definite division of class. From the spires of the hive top,
where the highborn enjoy all the wealth the Imperium has to
offer, down through the heads of the guilds and houses that
can still hope to live in relative comfort, to the workers and
dregs, resources become less abundant. The lower in a hive
the more decayed and dangerous it becomes, the detritus of
billions drifting down to rest among the filth far below. The
rule of law breaks down into the depths, where there is no
system to govern what pitiful resources remain. These are
wild and deadly domains where some hivers come to escape
the ridge structure of their lives, but usually find only death
and despair among the mutants and violent gangs that lurk
in these dark worlds below.

Hive WorLD CHARACTERS

Hive worlds are a perfect expression of life in the Imperium
in many ways and the result of what it has done to survive
among a hostile and decaying galaxy. Hive worlders reflect
this too, and are resourceful and hardy in a way that only
those born into an overcrowded society with finite resources
can be. Within a hive, only the strong survive and only those
who are both strong and cunning truly prosper. Even those
that choose not to break the law are often forced to bend it
to get their way, the oppressive nature of life within a hive
devoid of any opportunities that a man does not make for
himself. Positions within the system of control are one route
a hive worlder can take, becoming part of the Administratum
or Ministorum in an effort to live above the rules, or at least
have some control over them. Equally, he might rise to the
governance of his family house, trade cartel, or other group,
though such a position is usually only coloured by another
kind of obligation and duty. The alternative is to reject the
trappings of society and embrace the criminal element or
be branded an Outcast. Both can bring great wealth and
personal freedom, but a man does this at his peril, for the
hammer of hive justice is swift and heavy.

All of the great Imperial organisations have their place
with the maintenance of a hive world. The Administratum
governs its resources and sees it meets its tithes, the
Ministorum cares for the souls of its citizens, and the
Mechanicus oversees the ancient machines that clean
its air, recycle its food and keep it running. Hive worlds
also contribute large numbers to both the Imperial Guard
and the Imperial Navy, and a hive worlder can often are
found in these organisations. What he brings is an intuitive
understanding of people, the nature of tightly packed
societies, and a resourcefulness than only those that have
had to struggle for every mouthful of food or breath of air
could understand.
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Where a hive worlder really comes into his own, and
a path all too many of those who finally escape the hive
take, is that of the criminal or Outcast. Whether he is a true
recidivist or simply an anti-authoritarian, a hive worlder
who rejects the world he has been given and tries to twist it
to his own advantage starts down a path he can never turn
back from. Outcast hive worlders might be petty crooks,
grafting coin from their fellow citizens, or rise to become
the heads of powerful organisations controlling all manner
of vices and illegal enterprises throughout their hive. If they
are set against authority they can become true dissidents,
turning the means of control and oppression back on the
oppressors, and, of course, making some coin at the same
time. However, to really escape the shackles of hive life
a hive worlder must travel away from structured society.
This might be into the depths of an underhive, into the
wastelands surrounding the city or even off world. Here he
can live free, provided he is quick with a gun and willing to
do whatever it takes to survive.

SampLE HivE WorLp: HiveE Krakex

A huge edifice that pierces the polluted skis of Hulee
V, Hive Krakex appears more mountain than building.
Generations continually build new outer layers that roll
off the surface layers like lava dripping down a volcano.
Each new layer stretches its bulk across the surrounding
wastelands and devours kilometres away from the ragged
millions teeming outside its circumference. Billions more
exist inside, transforming bulk-imported raw ores into the
sheet plasteel that protects many of the tanks and fortresses
across the sector. Most never see sky or sun, and cannot
imagine a life without enclosed roofing, processed air, and
immense crowds omnipresent on all sides.

SHRINE WORLDS

Born in the shadow of great saints, the light of the Emperor
blinding and embracing since birth; pious and devout, they see
the world through eyes of fanatical faith and righteous hatred.

“Tread carefully, and with each step reflect on the sanctified remains
surrounding you.”

—Yantho Carl, Thaur Caretaker

and its galaxy-spanning church have deemed holy

places, where the Cult of the Emperor’s power is
omnipresent in their lives. While their birthplace might
range from cluttered, decaying cities to scattered farmlands,
or their planet from a green paradise to a forbidding ball of
baked rock, the power of the Emperor saturates it. Perhaps
some great deed was committed here, a bold hero of the
Imperium turning back the alien tide, or because it is the
resting place for a saint with a hallowed grave dominating
the surface of the world and drawing pilgrims from far and
wide to gaze upon its glory. Shrine worlders are therefore
more affected by the teachings of the Cult of the Emperor
than most, and while all citizens are brought up to revere the
Emperor they know the glory of His power more than most.

S hrine worlders grow up on planets that the Imperium
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LiFE oN A SHRINE WORLD

Religious grace permeates every part of a shrine world, the
very spirit of the Cult of the Imperial Creed embodied by
the world itself and its citizens which embrace His divine
worship. Shrine worlders live their lives with the strength
of the Emperor in their hearts and exposed to His word in
many aspects of their lives. It is one thing to acknowledge
the might of the Emperor as all Imperial citizens must, but
quite another to see His deeds and the deeds of His saints
on a daily basis, knowing that the world exists because of
the power of the Imperial Creed. The exposure to clerics,
priests, and pilgrims also impacts upon their life, the higher
proportion of these souls than on other worlds giving them
greater veneration for the Imperial Creed which links all
men together. Pilgrims especially offer a rare glimpse into
worlds and sectors beyond a shrine worlder’s home planet,
and a taste of the Imperium beyond told from the lips of
those who have travelled far distances just to visit the
shrines. Each reflects the diversity of the Imperial Creed,
with every world worshipping the Emperor in its own
manner, and so pilgrims might incorporate all manner of
unique rituals and clothing as part of their native practices.
Some might wear elaborate masks, allowing none but the
Sun-Emperor to gaze at their faces. Others might wear
boots and gloves filled with burrs and thorns, the better to
know the Emperor’s lament for His peoples. Conflicts are
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not uncommon between groups who perhaps have for the
first time witnessed other ways to worship the Emperor;
sects that insist on drab colours might clash with those
displaying garish hues, for example.

Shrine worlds can vary greatly in the size and shape
they take; just as the saints and holy men of the Imperium
take many forms, so too do the places they touch and the
worlds upon which they rest. There is no established norm
for a shrine world, only that it was the place where a saint
was entombed or committed some great deed, worthy of
the attention of the Ministorum. A shrine world might have
been a feral or a hive world with a well-established society
before the coming of the saint, changing the focus of its
citizens and bringing attention from off-world. Equally,
many shrine worlds were only outposts or dead worlds
before a saint fought a final battle, or came there to find his
final rest, the trappings of the world coming later as priests
and pilgrims set about constructing a society to honour
the memory of the saint. In both cases the presence of the
saint and the millions of pilgrims who make the trek have
changed the world forever, giving it a new purpose and a
new place within the Imperium.

There is another side to shrine worlds, a side that hides
beneath the veneer of religion and masks another face of
the Imperium. While the world exists for the glory of the
saint and as a place to worship the might of the Emperor,
the constant flow of pilgrims and visitors makes such places
a breeding ground for criminals and smugglers. Either
selling false relics to the faithful or using the pilgrim trail
to transport illicit goods, the underbelly of a shrine world
is as active and dangerous as any underhive. Many born
on a planet dedicated to a saint are drawn into this shadow
world, either aiding such illegal endeavours to make some
more coin or seeing it as a chance to escape in an effort
to get off-world and make their own fortune. Even so,
while some succeed and go on to find a life on the fringes
of the Imperium among vile company, they remain shrine
worlders at heart, never forgetting the teaching of the saint,
whether they live by them or not.

SHRINE WORLD CHARACTERS

A shrine worlder has a unique perspective on the Imperium,
raised among the harsh realities of the Imperial faith but
also exposed to a constant stream of travellers from strange
and far off places. This can lead to a slavish devotion to the
creed and a blind acceptance of those that claim to speak in
the Emperor’s voice. Alternatively the character might find
inspiration in the Imperial Creed and rise up within the ranks
of the faithful to do great things, buoyed up by the might of
the Emperor and the glory of what Mankind has wrought
upon the stars. Just as the inhabitants of a forge world
are ideally shaped to enter into the ranks of the Adeptus
Mechanicus, so too are those raised in the holy cities and
domains of a shrine world well suited to a place within the
Adeptus Ministorum. Many of the most renowned leaders of
the Ecclesiarchy have their beginnings in such places, and
retain the ties to their home world even should they travel far
from home spreading the word of the Emperor.

Service within the Imperial Guard, Imperial Navy, or
even Adeptus Arbites are also fitting services for one born
on a shrine world, there being no greater mark of devotion
to the Emperor than sacrificing one’s life to protect his
realm from predatory xenos, insidious cults, or brutal
criminals. Some of the greatest regiments ever to grace
the ranks of the Imperial Guard are those founded on
shrine worlds, known for their fervour in battle and their
fearlessness in the face of terrible foes or insurmountable
danger. Even those that find their way into the priesthood
of the Ministorum seek out battle to prove their mettle and
devotion, seconding themselves to the Imperial Guard or
Navy to act as regimental priests or shipboard confessors.

Whether or not they remain on their world or choose
to step out into the void to spread the faith, many born on
shrine worlds follow in the footsteps of their patron saint.
The population of a shrine world is also moulded by faith
in the saint to which it is dedicated, and even those who do
not join the Ministorum or choose religious vocations often
carry the saint’s teachings with them. This can also include
the saint’s venerated characteristics or legendary nature,
and shrine world characters could reflect their unique saint
in a particular recklessness in battle, an abiding hatred for
a specific xenos, a disdain for technology, or an aversion to
particular weapons.

SampLE SHRINE WORLD: OSSUAR

Located in the Pollom System, the Creed of Remembrance
rules the planet Ossuar in the name of the Ecclesiarchy.
A mausoleum covers much of the main continent, where
several of the blessed saints who helped establish the
sector are laid to rest in archeotech stasis chambers. Flocks
of attendants work constantly to maintain the chronically
entombed state, the idea of the saints becoming exposed
to time too horrible to contemplate. Many more oil the
gleaming statuary, lead prayer marches, and herd the many
millions of faithful throughout the labyrinthian walkways
within. After spending years to reach the planet, many
pilgrims perish in the additional years it takes to make their
way from the outskirts to the sanctified remains within.

VOIDBORN

Solar nomads and planetary outcasts living out lives in the inky
blackness of the void between worlds; touched by celestial winds
and their closeness to the Warp, they are often shunned by all
but their own kind.

“Of course I want walls. How can you possibly live with all that
nothing around you?”

-Unjo Re’Asmulle, after stepping onto the plains of Attila

‘ J oidborn spend their lives in the expanses of space,
growing up on ancient orbital stations, generation
vessels, merchant freighters, or remote asteroid
outposts. They spend much of their lives without the stability
of a real world beneath their feet, knowing the cold deadly

grasp of empty space is only a few metres of bulkhead away.
This makes them exceptionally skilled when it comes to
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Voidborn characters gain the following benefits:

CHARACTERISTIC MODIFIERS

+ Intelligence ‘ii

+ Willpower d

: — Strength |
IF' 1
FATE THRESHOLD -’F

1d5-2 (min 2)

Home WorLp Bonus
Voidborn characters do not count zero gravity
environments as difficult terrain.
SIGNATURE MENTAL TRAUMA
Midnight Visitation (see page 253)

i
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4 RECOMMENDED BACKGROUNDS

Adeptus Astra Telepathica,
Adeptus Mechanicus, Adeptus
Ministorum, Outcast

- o — — -

living on voidships and space stations, more so than any
who have spent their lives crawling around in the dirt of a
world. It also often makes them strange, tall and willowy,
hairless, or with large dark eyes. Living so close to the void
also touches their souls. There is something deeply odd about
the voidborn, something intangible which lurks below the
surface, writhing in the dark like the Warp lurks below the
void itself, waiting and watch for its moment to surface.

Lire IN THE VoID

Void worlders live in perhaps the most hostile of all
environments, the lifeless space between worlds where
little if anything can survive. For the Imperium to emerge
Mankind has conquered the stars, and so space travel is a
constant across the galaxy. Billions cross the void as they
travel from one world to the next or safeguard the shipping
lanes of those that do. Over the millennia, more and more of
the Imperium’s infrastructure and control has extended into
the void until many worlds boast dozens if not hundreds of
transports, voidships, and orbital stations. On these drifting
cities, generations are born and die among the stars, never
setting foot on the surface of a planet, existing either as a
tiny part in the immense Imperial system, or forgotten on
an abandoned ship or station like so many human societies.
Even those that spend long periods in the void, like the
crew of a Rogue Trader’s ship endlessly plying the stars
in search of profit, cannot compare to the natural affinity a
voidborn has with life between worlds.

Much like a hive city or the factories of a forge world,
a voidship or space station can become a completely
closed society for its inhabitants, and a voidborn might
never consider what lies beyond the steel walls and sealed
bulkheads of his world. Some voidborn might not even
know that they are in space, or what the void is, growing
up seeing the interior of their ship or station as the limits
of their world and never questioning what lies beyond. It
is possible for entire primitive civilisations to thrive in the
void, drifting in the heart of a ship or station that has fallen to
disrule, living by instinct and an intuitive understanding of
how the ship’s life support systems function that wise elders
have handed down from one generation to the next. Even
voidborn acquainted with the stars are indoctrinated into
the ritual of maintaining their floating home, from an early
age made acutely aware of the price that negligence and
idleness can cost their family. This means that even more
so than a hive city or factorum, those who make their life in
the void must obey strict rules and regulations, the slightest
error or reckless act putting everyone in peril. Death is
the constant companion of the voidborn, the blackness of
space a reminder of its finality. While others might have the
comfort of high blue skies to protect them from the dark, the
voidborn has only the honest plasteel and sturdy airlocks of
his home. Living so close to the cold embrace of the void
makes a man very conscious of his own mortality and the
mortality of those around him, knowing that a broken seal,
fractured bulkhead, or failed radiation shield could wipe out
his society in a matter of minutes.

VoIDBORN CHARACTERS

Living in the void brings with it more dangers than the mere
lack of gravity, oxygen, or warmth. It also brings one closer
to the Warp and the malign touch of the dark powers that
live just beyond the sight of man. Travel across the stars
means travel through the Warp, and each journey leaves the
soul one small step closer to daemonic perils. This grants
voidborn unique advantages over his fellow man, beyond
just an intimate understanding of life aboard a ship or
station. Voidborn are naturally touched by the Warp, and
many seem more sensitive to psychic powers and the stain
they can leave upon the material universe. Voidborn also
often have an innate sense for their artificial surroundings.
With just a sniff of the air or a notice to the myriad of creaks
and hums within a vessel, they can usually tell everything
from the state of the air scrubbers to how well the plasma
reactors are faring.

Voidborn often find themselves in vocations that
operate in space, such as in the ranks of the Imperial Navy,
the Adeptus Mechanicus, civilian merchant vessels, or as
Outcasts adrift among the stars. A lifetime spent aboard
decaying stellar craft can make the gravity of a world feel
too heavy, the air too rich, and the light of a star too bright
for sensitive eyes and pale skin. Fortunately, the Imperium
has a significant presence in the emptiness between worlds,
and whether it is aboard a constantly travelling pilgrim
vessel or deep sector station, there is always a need for
humans to live out their lives without ever descending into
the gravity well of a world.
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Voidborn that wish to be counted among prominent
organisations like the Imperial Guard or Administratum.
They are more naturally Outcasts, though; it is far easier for
them to work those areas which allow them to be naturally
alone, or which exist outside the structured classes of the
Imperium. By this same token, voidborn know how to walk
within the shadow of the Imperium, living beneath the notice
of the great and the powerful to ply their trade as criminals,
pirates, and scavengers. In both cases, the voidborn always
find acceptance hard to come by, as the people of their
home ship or station are the only ones who will ever truly
understand them and welcome them without suspicion or
precedence. Such is the lot of the voidborn, both restricted
to the smallest corner of the Imperial hierarchy, and free
from its constraints to choose their own fate.

SampLE VOIDBORN SETTING: ECHONIS AUGURY

Drifting along the sector’s rim and away from regular
traffic, this ancient void station originally served as a
major Adeptus Mechanicus research site. Hundreds of
Tech-Priests and servitors worked here to info-scour the
surrounding parsecs in a secretive quest. Several centuries
ago, a supply vessel arrived to find the station empty and
barren. Since then it has become a popular trading post for
Rogue Traders and common merchants alike. Hundreds live
on it, with extended generations working to maintain and
expand the site, all with occasionally concerns over the fate
of the previous occupants.

STAGE 2: CHOOSE BACKGROUND

“I still remember the old regimental motto: With Las and Faith and
Flamer, for Oath and Emperor and Desoleum! Simple, but 1t
remains with me even now.”

-Gex Avrille, from the private memoirs Recollections of Service

he Imperium operates on the blood and sacrifice of
the untold billions who call the Emperor master, yet

without organisation and focus their efforts would
be wasted and Mankind would swiftly fall. Where once the
Emperor walked amongst men and directed their actions,
now impossibly massive bureaucracies administrate in
his name. Backgrounds represent these organisations and
other groups that Acolytes come from, and just as home
worlds represent the birth and development of an Acolyte,
backgrounds represent the organisations that drove his
training and indoctrinations. While home worlds establish a
place of origin, backgrounds indicate an Acolyte’s previous
life experience before an Inquisitor noticed the aptitudes
and abilities he developed there, found them to be of use,
and forever changed his life.

Acolytes come into these backgrounds in a variety
of ways. Most are simply born into their station, fulfilling
their place as their fathers and forefathers have done for
generations. They might be fulfilling a hereditary debt that
stretches back to the founding of their sector, or to when an
Imperial organisation established itself on their world. Some
might come from families dedicated to a particular function

within a voidship or manufactorum, where members spend
their entire lives devoutly maintaining a torpedo bay or
reactor intake. Similarly, lineages might continue for many
generations in pious duty with ensuring a shrine entrance is
properly anointed, or the censers always lit with the correct
blend of blessed flowers. For nearly all of the Imperium’s
teeming billions, this is life. There is not only no other way
possible, but no other way imaginable.

Some come to their organisation through no action
of their own, but due instead to outside circumstances.
The Schola Progenium takes in countless children, all the
orphaned offspring of those who died well in service to
the Imperium. Trained from youth, these can represent the
most zealous and loyal of the Emperor’s servants. Many go
on to join the grim forces of the Adeptus Arbites and other
supremely dedicated services, such as the Commissariat
or Stormtroopers.

For some, there is no choice, taken from their world
and previous occupations to forcibly serve. They might be
conscripted in planet-wide impressment to form new Imperial
Guard regiments or to replenish the bloodstained decks of
an Imperial Navy vessel. They might have been imprisoned
criminals or dissidents, but now fight and die as the planet
fulfils its tithe to the Imperial war engine. Others face a far
worse fate as part of the other great tithe, to collect and offer up
psykers. Taken aboard the Black Ships, they now face a lifetime
in the Adeptus Astra Telepathica. This life might be a very short
one, as some do not survive the journey to Holy Terra. As each
world searches and determines suspected psykers in its own
unique manner, it is possible many are also falsely captured,
never to see their home again.

Like suspected psykers, some rare individuals may
become part of an organisation through selection. Those with
an affinity for communing with the machine spirits might be
taken in as apprentices to the Omnissian priesthood, or those
adept at transcription and recitation enfolded into the data-
vaults of the Adeptus Administratum. A very small minority
chose their occupation, perhaps naively volunteering for
the glory of their local Imperial Guard regiment in a new
founding or renouncing their estates and wealth to lead
prayers at hive temples.

Then there are those who reject being part of any
group, and make their own destiny as Outcasts. Not all do
this of their own volition; many are forced out of disgrace,
impoverishment, or other situations not of their making. Once
separated from normal means, their new lives can move in
directions never before imagined, for better or worse.

It is from these backgrounds that an Inquisitor has
noticed exceptional skills, impressive competencies, or
useful connections. It also illustrates how the character
gained such distinction. For an Inquisitor to notice indicates
aptitudes beyond the norm, and indicates someone who
could be useful in his endless fight. This could come from
formal training, practical experience, or most commonly
a mix of the two. Imperial Guard recruits receive combat
training, though this varies with the regiment, home world,
and often the length of the journey to their first battlefield.
Surviving that first battle usually means the recruit has also
learned other important skills from veteran comrades, such
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PLAYER NOTES:
BACKGROUNDS
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Backgrounds allow a player to flesh out his

. character’s previous life and experiences, and as such

- can either complement an established home world or

be used to broaden him in unusual ways. Often at

this stage, a player has formed a mental image of his

b_- character and possibly already has a role in mind. =

~  Selecting a background that strengthens this image,
such as Imperial Guard for a Warrior or Adeptus

£ Astra Telepathica for a Mystic, can lead to iconic 1
\ Warhammer 40,000 characters. There is certainly

nothing wrong with this, and for new players it is |

often the best way to fight heresy in the Imperium

for the first time. Veteran players, or those looking

for unusual characters, can use alternative selections

to perhaps guide their character into new directions.

Almost any background can be matched to

a home world; the Adeptus Astra Telepathica for

- example, can originate in any world or setting, given

| that the Black Ships visit every habitation across

~ the Imperium. Outcasts can be found everywhere.

. Selecting a background that deviates from the norm

.. can offer a character skills, talents, and equipment

. he might not otherwise possess, and create a more

well-rounded Acolyte for an Inquisitor.

Most backgrounds carry with them distinctive
dress, mannerisms, and religious practices, and
+ players should also consider these in their decision.
These can offer interesting ways to roleplay a
~ character, such as an Adeptus Mechanicus character
- who would rather converse with his servo-skull
familiar than others in the warband, or a dour ‘i
- Imperial Guardsman convinced he should have died =
with the rest of his regiment. There are no incorrect
backgrounds as long as the selection further
guides the character’s history from home
world and into role.

|

s

as the best way to fortify a mud-soaked trench or quickly
recharge his lasgun, perhaps in ways not taught in the
Imperial Infantryman's Uplifting Primer. With time, he
becomes someone who can impress an Inquisitor enough
to be selected as an Acolyte. His background offers him the
opportunity to develop connections, most commonly within
that organisation but also to other agencies with which he
worked. Often, these intangible assets are more powerful
than any weapon when gathering force to combat heresy.

Backgrounds are also instrumental in a character’s
possessions: the weapons, armour, support gear, and other
accoutrements an Acolyte has gathered as part of his life and
occupation. These could range from a lovingly maintained
lasgun used in wars across the sector, to a scavenged stubgun
that has witnessed many an underhive gang fight. These can
also be items such as his normal garb, from gang leathers
to Arbitrator armour, primitive hides to perfumed clerical
robes. Backgrounds can even guide hairstyle preferences,
favourite foods, common speech patterns, and other details
that make an Acolyte unique. An Acolyte’s prior lifetime
also helps mould how he views the Imperium and other
agencies, sometimes reinforcing impressions from his home
world or creating new ones. Each world in the Imperium is
utterly unique, however, as is each background and even
the variations within a background. Given the difficulties of
Warp travel and interstellar communication, this is of little
wonder. Though each member might appear identical, the
Adeptus Mechanicus, for example, is represented differently
across the Imperium. Factions within a forge are also
unique on close inspection, one always wearing crimson
tunics a shade precisely 37 Angstroms lower than their
rival smelters or canting their prayers to the Omnissiah in a
slightly different binary dialect. Each faction encompasses
its own background as well, offering a myriad of possible
Mechanicum backgrounds from a single forge. Similarly,
almost all worlds are devoted to the Imperial Creed, but
how each actually worships the Emperor can be radically
different. Each background a character selects, though
it might be the same as another character’s, is actually
singular, and even Acolytes from the same organisation
might in fact bear little resemblance to one another.

Each background presented in the following pages
includes a description of its role in the Imperium along with
an example from the Askellon Sector. Each includes the
following special rules that are applied to characters from
this background:

Starting Skills: Each character starts the game with all
skills at rank 1. This is a list of skills that a character of this
background starts with at rank 2 instead.

Starting Talents: A list of talents that characters from
this background gain at character creation. Note that the
character does not need to meet the prerequisites for any
talents granted by his background during character creation.

Starting Equipment: A list of equipment that
characters from this background gain at character creation.

Background Bonus: A unique, passive ability that all
characters from this background gain.

Signature Malignancy: This represents how
characters from this background commonly react to the
corrupting influence of Chaos (see page 255).

Recommended Roles: Recommended roles (see Stage
3 on page 41) that characters from this background would
be likely to follow.
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Each player chooses one background type for his
character and creates his character’s history. He can either
draw on the example background for inspiration, creating
a new, unique background history, or leave his character’s
exact story a mystery for now. After choosing a background,
the character sets all of specified skills to rank 2 (and the rest
to rank 1), gains the appropriate starting talents, acquires his
starting equipment, and gains his background special ability.

ADEPTUS ADMINISTRATUM

The great bureaucracy of tithes and tallies that holds the Imperium
together and keeps it running; they keep the lore, histories, and
secrets of a million worlds so that the Empire of Man might prosper.

“Our records show that datum is located in the tertiary infocrypt of the
fifth vault-level. I can arrange for an expedition to retrieve it, however.”

—Honsa Illum, Data Warden of the Primary Tier

uch is the size and scope of the Imperium that it

takes an innumerable legion of scribes, officials,

and bureaucrats to maintain it. Connected across the
stars on a web of scribbled notes and secret data caches, the
Administratum is a lumbering behemoth, churning at a speed
only slightly higher than deathly rest as it ensures that every
planet has paid its due and contributed to the Imperium’s
continuation. Without the Administratum the Imperium
would dissolve into madness and mayhem, cut off not only
from those hidden hands that guide its wealth and resources,
but also from its history and the centuries of secrets kept deep
within the data vaults of the Imperium’s largest organisation.

ROLE WITHIN THE IMPERIUM

The Adeptus Administratum, as the name implies,
administers the operation of the Imperium. The Imperium
survives on a system of tithes, where each world gives
men and resources to the Emperor for the protection of
all Mankind. The Administratum decides how to use the
tithed goods, whether it is to raise an army, evacuate a
world, or eradicate a xenos species, all for the betterment
of the Imperium. So closely are the workings of the
Administratum woven into the fabric of the Imperium
that none can escape their attention, and every world has
hundreds, if not thousands, of officials and adepts devoted
to overseeing its obligations. In many ways, the Imperium
is the Administratum, and more than the stern faces of
Imperial Guardsmen or the zealous gaze of Ministorum
clerics, it represents the hand of the Emperor and His
control over all men.

The Administratum observes a rigid hierarchy within
its ranks with a myriad of tasks. Some adepts are charged
with record keeping, living out their lives in huge data tombs.
Here they might spend their days cataloguing endless new
texts, carefully recording everything so that after they are
dead, another can catalogue their catalogues, and so on in
an eternal cycle. Some may do the reverse, burning records
deemed heretical or no longer in compliance with the
Imperial truth. Most Administratum adepts spend their time
sifting through reams of information or completing endless

e

Characters from the Adeptus Administratum apply
- the following benefits:
STARTING SKILLS

Commerce, Linguistics, Logic, Medicae, Remembrance

STARTING TALENTS

Quick Draw, Specialist (Adeptus Administratum),
Weapon Training (Las)

F

STARTING EQUIPMENT

e AR o ) o

Laspistol, robes, auto-quill,
chrono, data-slate, medi-kit

BackGrouND Bonus

When making requisition tests, Adeptus
o, Administratum characters gain a +10 bonus
; to the availability of all equipment.

BT

SIGNATURE MALIGNANCY i
Curse of Decades (see page 256)

RECOMMENDED ROLES

Chirurgeon, Hierophant,
Sage, Seeker

reports. These are passed on to other adepts, all in small ways
contributing to the Administratum’s greater—but still greatly
limited—understanding of the Imperium and its status.
This is still only poor glimpse of factual reality, and usually
so out of date that it is worthless for practical use. Some
Administratum lords are acutely aware of this, but still work
on as they cannot imagine any other method to maintaining
the Imperium. Many others blindly operate the same way,
blissfully ignorant of the futility of their work.

Because the Administratum works on all levels of
Imperial society, and processes such enormous quantities
of information, those within its ranks can sometimes gain
understanding into the workings of the Imperium unlike any
other. However, this can be as incorrect or antiquated as the
data they process. Often possessing talents unknown to others,
such as the knowledge of arcane languages, data cyphers, and
numerical manipulations, an Administratum adept can detect
meaning where others only see random scribblings or base
nonsense. This is due in part to the slow decay of knowledge
into rote learning on many Imperial worlds, but it is also due
to the Administratum’s secretive nature. It jealously guards
its holdings, and uses specialised codes, insular lexicons, and
technical cant. An Administratum adept is the key to unlocking
this secret world of records and information, and bringing the
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considerable its might to bear can be vital to finding a single
citizen among millions, clearing important cargo through
quarantine, unravelling a strange local weather pattern, or
performing any one of a thousand other tasks.

ADEPTUS ADMINISTRATUM CHARACTERS

Members of the Adeptus Administratum can come from any
world or station. A certain degree of intelligence is desired,
though more essential is a devotion to assigned tasks and
an obsession to their rote completion. Advancement is,
of course, only as fast as the Administratum itself; those
who start by merely laying out parchment next to the
autoquills, might one day have their descendants carry the
completed scrolls away for filing. Even lesser worlds can
have many scores of Administratum officials to oversee
them, while larger worlds might have entire cities of scribes
and adepts working tirelessly to review its government and
maintain its tithes. Sometimes this might be done locally
via Administratum datavaults maintained within capital
venues, while some planets are so remote or uncivilised that
only a scant few scribes might labour in small, forgotten
sector-level offices to watch over the far-distant world.

The most common kind of Adeptus Administratum
character is the adept or scribe, who has lived out his life
surrounded by records, toiling endlessly in a data store or as
part of the apparatus of governance and only connected to
the outside world by the reports he receives and processes.
These kinds of men and women can develop an almost
preternatural relationship with data, able to sift through
endless piles of information and find key words, phrases, and
lines, which they can then weave together into in a coherent
picture often invisible to others. Exceptional adepts like this
know how the Imperium functions on a level unknown to
even its sector and system lords, and are able to work their
way into the great mechanisms of the Administratum to turn
the wheels in their favour.

Less common, but also possible, are those which have
fallen, the discontent with their lot who tried to enrich
themselves or gain illicit power over local dominions. Even
disgraced Administratum workers can have their use, and
can find new purpose and service elsewhere.

SAMPLE ADEPTUS ADMINISTRATUM BACKGROUND:
Jovus INFOCRYPT REGIMENTUM

Dwelling deep within the bowels of the world’s main city,
this organisation is devoted to maintaining one of the planet’s
largest infocrypts. Here information dating back many
millennia is stored, some records perhaps dating from the
mythical days of the sector’s founding. The loyal workers toil
ceaselessly to preserve and organise countless parchments,
dataslates, and scrolls. Each day tonnes of information are
laid to rest here, but also each day towering mountains of
parchment are lost to fire or mould, vermin and invading
marauders destroy centuries of records, stacks of dataslates
fail or crumble, and tomes are rendered useless as their
languages fade and die. Even so, the Regimentum continues
their battle in the name of the Adeptus Administratum.

ADEPTUS ARBITES

Keepers of the Imperium’s laws, who see that the rule of the
Emperor is brought to His worlds; they are judge, jury, and
executioner against any—high or low—that would break the
Imperial rule of law.

“Of course I know who you are. You were the governor
here, until you turned your back on your rightful ruler.
Now, you're dead.”

—~Marshall Ranx Wayner

nly through constant watch and the execution of

brutal law can the Imperium survive, and it is the

Adeptus Arbites who carry out this function. While
the armies of the Imperial Guard struggle to hold back
the aggression of alien empires and protect worlds from
without, the Adeptus Arbites roots out rebels, recidivists,
and threats to the stability of the Imperium from within. They
operate as they best see fit, using their greater training and
weaponry to tackle foes that might be beyond the scope of
local enforcers, or in many cases to deal with a government
which has itself become corrupted. Remorseless and single-
minded, Arbitrators do not forgive or forget any crime, and
pursue their quarry relentlessly until the Emperor’s Justice
has been served.

ROLE WITHIN THE IMPERIUM

The laws of the Imperium are a complex web of tradition,
obligation, and local custom. Thus, they can vary from
world to world or sector to sector, with each planetary
governor, local prefect, or headman pronouncing his own
laws. Arbitrators care little for such trivialities, and enforce
the serious crimes against the Imperium while leaving
such petty matters to local officials. Murder or theft, for
example, are considered inconsequential unless they affect
the Imperium directly, are perpetrated against Imperial
officials, or somehow fundamentally threaten a world’s
security or safety.

Arbitrators have little pity or compassion for the
transgressions of Imperial citizens. Years of dealing with
the scum of the galaxy has made many of them cynical and
bitter. Others have become zealots, seeing the Emperor’s
hand in the letter of the law and only death is deserved for
those who would break it. A few might maintain idealistic
notions for bringing order to the Imperium, but realities
of endless, sometimes horrific crimes constantly erode
such notions. The arrival of an Arbitrator patrol is seldom
welcome, given the brutal way in which they operate during
their investigations, arrests, and executions, even though
it might mean an end to viscous criminal enterprises or
corrupt officials.

Arbitrators must deal with ineffectual or corrupt local
agencies. These are often an Arbitrator’s greatest foes as he
must clean up a local situation, taking over the enforcers
of a hive city, orbital station, or even entire planet to
purge it of crime and corruption in a series of bloody and
unforgiving sweeps.
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Characters from the Adeptus Arbites apply the 1
- following benefits: :j.

STARTING SKILLS A

Investigate, Intimidate, Observe, Subterfuge

STARTING TALENTS

|

{
1
v
Keen Intuition, Specialist (Adeptus Arbites), ",
Weapon Training (Solid Projectile) 1

STARTING EQUIPMENT -
Shotgun, enforcer armour, 3 doses of stimm, j "1

manacles, 12 lho sticks

Backcrounp Bonus
: When damaging cover, Adeptus Arbites characters
- reduce the armour value of the cover by an additional 2.
SIGNATURE MALIGNANCY
Deathsight (see page 256)

RECOMMENDED ROLES

Assassin, Desperado,
Seeker, Warrior

On Imperial worlds the Adeptus Arbites are the last,
most absolute law, answering only to their commanders
and the Judges of systems and sectors, and not to local
authorities. It is a thankless task, for the anonymous,
helmeted Arbitrator usually only receives fear and hatred
for his actions. They are the final bulwark against heretical
uprisings and other major threats. Their precinct-fortress is
the often last bastion of Imperial rule during revolutions
or invasions, holding out to the very end whilst alerting
outside agencies of the dire situation. Each member knows
that should they fall, so follows the planet. To merely
survive in such a hostile environment, Arbitrators must
show no hesitation, regret, or compassion for those they
protect, and they must consider every citizen guilty until
they are proven innocent.

ADEPTUS ARBITES CHARACTERS

The Adeptus Arbites face a monumental task to enforce
the law across countless Imperial worlds. Those that take
the oaths, don the carapace armour, and take shock maul
in hand are often obsessive and pitiless individuals, who
see the law as an extension of the Emperor’s will upon His
subjects, and its enforcement their sacred duty. Whether
they are skilled in combat or possessed of a keen mind, an
Arbitrator knows he faces an implacable and remorseless

foe, one which he must counter with all the talents at his
command. To be part of this agency is to be apart from their
surroundings, for after training in the Schola Progenium,
Arbitrators are never assigned to the world of their birth.
They are beyond local authorities, serving none but
higher Imperial law. Once a man puts on the distinctive
dark armour he stops being merely a man, and is now a
representative of the greater Imperium upon a world, there
to ensure planetary compliance with Imperial law.

Arbitrators are always active with investigation and
enforcement, for crime never sleeps. The surrounding
populace overwhelmingly outnumbers them, so it is
essential to detect and crush crime before it grows too strong.
On many worlds, they bring massive firepower to bear at
the slightest hint of resistance, often reacting to crimes
before they occur, and preemptively arresting citizens who
are “at risk” of become criminals. Skilled Arbitrators are
masters of urban conflict and crowd control, with a natural
understanding of Imperial societies and the nature of places
such as the packed hab-blocks of an overpopulated hive
world or the savage villages of a feral world, each requiring
their own special tactics to police.

Arbitrators often tap local vox-networks, develop
networks of spies and informants, and even infiltrate any
suspect organisations to snare the lawless in surgical strikes
where their superior weaponry and training can prevail over
larger forces. Such investigations require long hours of
dedicated detective work, patience, and cunning to root out
violations of Imperial law against the myriad other offences
against lesser authorities. Their lives are often at risk, and
not just from their criminal quarry. During the course of
an investigation all manner of things might come to light,
including the secrets of powerful individuals. In these cases
an Arbitrator can face more danger from supposedly loyal
allies than the scum he is pursuing.

SAMPLE ADEPTUS ARBITES BACKGROUND:
Precinet DErta, Hive DESOLEUM

One of several Adeptus Arbites precincts within this
immense hive city, Delta is carefully hidden from normal
passage, and even more heavily fortified than usual. Within
are the most powerful of weapons, such as mobile lascannon
emplacements and plasma cannonades, plus a small cache
of priceless archeotech grenades, normally unnecessary
unless the hive faces insurrection or worse. As none of the
Arbitrators stationed here are native to the world let alone this
hive, some take time acclimating to the crowded conditions
but none let their guard down an instant knowing, what is
stored behind the heavy plasteel doors of their precinct. This
fortress-precinct, as well as one carefully hidden within the
hive that houses their Astropathic choir, represents the last
line of defence should the hive begin to fall.
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ADEPTUS ASTRA TELEPATHICA

The ancient and sacred organisation vital to the survival of
the Imperium and Mankind; guiding ships and transmitting
information across millions of scattered worlds, they bind the
Imperium with their web of minds.

“My eyes were a small price to pay for what I can now see.”

—Astropath Leto Loi

sykers are a vital part of the Imperium, linking its
worlds together, aiding its soldiers in battle, and

guiding its ships across the stars. Psykers are also
dangerous, for the very gifts that allow them to draw power
from the Warp, that otherworldly realm that exists beneath
our own, is also the one that can make then conduits for
its unholy power and gateways for Daemons. An untrained
and potent psyker can bring doom upon an entire world
if his abilities are not kept in check. The Imperium has a
rigid structure in place to watch for anyone who displays
even a hint of psychic talent and remove them from society,
usually through force. Once in custody, they are trained to
serve the Emperor or, if they prove too unstable, destroyed
for the good of Mankind. The Adeptus Astra Telepathica
oversees psykers within the Imperium, scouring the galaxy
for new psykers and then examining and training their
catches. Those that prove worthy live to lend their gifts
to planetary governors, sector lords, and Imperial military
commanders. Those that are not worthy instead serve
the Emperor directly, their life energies sustaining His
continued existence for one more day.

RoLE WITHIN THE IMPERIUM

Most within the Imperium rightfully fear psykers, and their
terrible gifts are a constant cause for concern for those
that must serve alongside them. It is the cruel jest of the
psyker that even though he acts to protect the Imperium, his
very existence is a threat, and his mere presence draws the
attentions of the denizens within the Warp. The Imperium
understands the importance of using psykers. They can
be found at every level of command and on nearly every
world, but psykers forever remain apart from the rest of
humanity, no matter how useful they might be. Living with
the constant fear of death (often at the hands of one’s allies),
or the terror that is daemonic possession, frays all but the
hardest of minds, and a psyker’s life is one of constant
stress and ostracism. Only the strongest can hope to survive
against years of attack from the Warp each time they attempt
to use its powers.

To ensure the Imperium’s safety, the Adeptus Astra
Telepathica oversees the recruitment of these dangerous
individuals. Its fleet of Black Ships travel endlessly from
world to world, gathering anyone that shows the merest hints
of psychic talent back to Terra for testing. Only a fraction
of those taken serve in the Adeptus Astra Telepathica. Most
are sacrificed to sustain the Emperor, perhaps the most
potent psyker even known. Others will fall during their
training, either their minds or bodies torn asunder by the
creatures of the Warp, or executed should their powers

ADEPTUS ASTRA
TELEPATHICA RULES
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Characters from the Adeptus Astra Telepathica apply
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STARTING SKILLS |
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Adeptus Astra Telepathica characters start
the game with the Sanctioned trait.

SIGNATURE MALIGNANCY
Witch Curse (see page 256)

RECOMMENDED ROLES

Chirurgeon, Mystic,
Sage, Seeker

prove too uncontrollable or their minds unsuitable. Only
after years of rigorous schooling in the Scholastia Psykana,
the Adeptus Astra Telepathica’s training facilities, will they
be deemed fit to serve the Imperium either among its armies
or as part of the great network of Astropaths conveying
messages across the stars. The cycle often repeats itself,
and those psykers that become sanctioned to serve within
the ranks of the Adeptus Astra Telepathica sometimes go on
to work the Black Ships, scouring the Imperium in search of
psykers. Others become trainers in the Scholastia Psykana,
imparting their knowledge upon new generations.

Those who do not serve the Adeptus Astra Telepathica
directly find themselves fulfilling duties elsewhere, as there
is always demand for sanctioned psykers. This could be
fighting in Mankind’s constant wars, turning their powers
against the foes of the Emperor. Alternatively, they might
find relative safety ensconced in the palaces of a planetary
governor, a novelty for the idle nobility as they send and
receive messages for their master. No matter where they
live, they are always viewed with suspicion and fear, no
more so than from their fellow psykers, for all psykers are
but one faltering mental defence from allowing the horrors
of the Warp into reality.
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ADEPTUS ASTRA TELEPATHICA CHARACTERS

Psykers are in reality mutants, a divergence of the human
evolutionary process into something different and often
terrifying. Characters from this organisation have lived
their whole lives with this taint, while at the same time the
Imperium exploits and uses their unique abilities. As conduits
to the Warp, the character has also lived in constant fear of
possession, or death at the hands of the terrible denizens of
this unholy place. Their earlier lives may have been filled
with unexplained accidents or mental breakdowns, and at
some point, discovery and capture. Many do not live long
enough to be discovered, destroying themselves in bursts
of uncontrolled power. Untold others are never detected
and culled, a constant worry within the Adeptus Astra
Telepathica and the Inquisition as well. On Terra there is
the painful process of sanctioning, where they are tested,
branded, and broken to serve the will of the Emperor. Most
are unfit for continued existence, and their service ends as
their energies are used to fuel the Emperor’s lifeforce and
the eternal light of the Astronomicon. Those remaining are
admitted to the ranks of Adeptus Astra Telepathica, deemed
safe and strong enough to serve the Imperium. It can be a
harsh and thankless life which breeds bitterness, their minds
in constant stress and surrounded with nothing but fear and
hatred. Each day can push them further from humanity and
closer to the whispering promises of the Ruinous Powers.

As part of the Adeptus Astra Telepathica, a psyker has
numerous areas where, though he might not be welcomed,
his gifts are appreciated. A vital service is that of Astropath,
the powerful psykers which psychically connect worlds
and voidships across the galaxy, allowing the Imperium to
exist. They are often more than just a transmitter, and act
as accomplished diviners and telepaths as well. Sanctioned
psykers are also employed in the regiments of the Imperial
Guard or other Imperial forces. Such a life is often short and
unforgiving; the psyker burnt out fighting mental battles no
other human can imagine, or his commanders executing
him for displaying a hint of possession or madness. This
is the other fate that waits for most psykers, regardless of
their role in the Imperium: a slow decay of the mind until
the powers of the Warp consume them, and they are turned
against those they once fought so hard to protect.

Though psykers dominate the bulk of this agency, there
are others. Numerous unblessed humans act as warders and
minders, all watching for any signs a psyker has become a
deadly threat. Worse still for psykers are their opposites:
the even more unnatural psychic blanks. These soulless
humans can negate psychic energies, and their mere nearby
presence can bring a psyker to his knees with intense waves
of debilitating pain. No matter their role, any with the
Adeptus Astra Telepathica are always seen as outside the
normal ranks of humanity, and must prove themselves with
every action.

SampLE ADEPTUS ASTRA TELEPATHICA BACKGROUND:
PriMARIS PsYkER DETACHMENT 14

Assigned to the Havarth 237th Heavy Infantry, one of the
sector’s larger Imperial Guard regiments, this organisation
consists of several dozen battle-ready psykers and their
support personnel. Many are veterans of countless combats,
and even somewhat skilled in the use of their sidearms. While
most are assigned to combat duties to support troops at the
direction of tactical officers, it is customary that a specially
selected psyker is made part of the regimental commanders’
staff. This psyker provides not battlefield power, but instead
uses his abilities to divine enemy actions, a practice that has
caused some derision amongst other regiments in the sector.

ADEPTUS MECHANICUS

Keepers of the ancient secrets of technology and the Imperium’s
most venerable and treasured artefacts; they serve the Machine
God in the quest for lost knowledge.

“Your assertion is flawed. It is you who venerate the Omnissiah, only
you do so in his guise as the Emperor.”

—-Magos Tonnus Mu Kepplar

uch of Mankind’s mastery over technology
Mhas been forgotten, and what remains are

closely guarded secrets, held in jealous hands
of the Adeptus Mechanicus. Wrapped up in superstitious
beliefs and rites, the knowledge of how to operate the
Imperium’s most advanced devices falls to these followers
of the Machine God. The Adeptus Mechanicus guards
and oversees the ancient knowledge and the mysteries of
making technology function, for even its dogmatic and
superstitious understandings are far beyond that of anyone
else in the Imperium. They embrace technology to such a
degree that they try and transcend the flesh of their bodies
with the purity of metal. To those outside the Mechanicum,
they can appear unfeeling and emotionless, more akin to
their blessed machines than other humans, and most would
welcome such views.

ROLE WITHIN THE IMPERIUM

The Adeptus Mechanicus are the custodians of all Imperial
technology. From the red planet of Mars, they maintain a
parallel empire that venerates the Emperor in His guise
of the Omnissiah. Their beliefs grant technology a mystic
power which must be respected and maintained with prayer,
ritual, and careful rites. In their worship of the Machine
God, the Tech-Priests try to become more like their divine
master. Their elders are more machine than man, even the
majority of their brains replaced with cold logic circuitry
and whirring cogitators. This is the ultimate ambition of any
true devotee of the Machine Cult: to rise through the ranks
of the Tech-Priesthood to become a Magos of the order,
replete with metal skin and an iron heart.

The Adeptus Mechanicus is also the keepers of the
greatest weapons known to Mankind. Foremost among
these are the war engines of the Adeptus Titanicus, the Titan
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Characters from the Adeptus Mechanicus apply the .
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STARTING SKILLS q
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availability of cybernetics.
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RECOMMENDED ROLES

Chirurgeon, Hierophant,
Sage, Seeker

Legions. Towering humanoid battle engines standing as tall
as a hab-block and carrying weapons capable of levelling
entire hives, Titans are only employed against the most dire
of foes. Each is an ancient and sacred piece of technology,
venerated as walking expressions of the Omnissiah’s might
given form. The Mechanicum also controls other deadly
weaponry, including virus bombs and vortex torpedoes, that
can only be fabricated and deployed with their help. To this
end Tech-Priests can be found in all Imperial organisations.
Even the otherwise proudly self-sufficient Adeptus Astartes
send Battle-Brothers to Mars for training in the secret ways
of the machine. These Techmarines then return to their
chapter and use their knowledge to maintain its arsenals.
There is little if any innovation or progress within the
Imperium’s technology; the principles of its power systems,
weapons, and voidships are all based on designs and patterns
often thousands of years old. This is in part because of the
dangers such rampant technological advancement has brought
down upon Mankind in the past, when legends tell of thinking
machines and terrible planet-killing weapons that wrought
havoc upon the galaxy. It is also because of the Adeptus
Mechanicus itself. Every major Imperial organisation is

oath-bound to the Cult Mechanicus, which closely guards the
secrets of technology; even the most powerful of rulers must
defer to the Mechanicum in matters of technology. Such is the
power of the Adeptus Mechanicus. They rule over entire forge
worlds, have their own fleets, and even raise their own military
forces to protect their manufactorums and research outposts.
Those that serve the Machine Cult are often obsessed
with technology, seeing the divine glory of the Machine
God in every circuit and rivet; treating the operation and
care of such devices as a sacred duty. For the most part, the
rest of the Imperium is content to allow the Mechanicus
its mastery over their technology, raised to accept that the
secrets of the machine are for them and them alone, though
this does breed an aura of distrust. Their very appearance
sets them apart; even in an Imperium where cybernetic
replacement is not uncommon, their heavily augmented
bodies are nearly inhuman. Many chose to voluntarily
strip away healthy flesh and replace it with augments and
bionics to the point where they no longer see themselves
as human, but rather as something which has transcended
mortal bonds. Their mental processes are also augmented,
with emotional responses edited or removed altogether and
leaving many incapable of normal human interactions. The
result is often a contempt for the bulk of Mankind, seen
as the wasteful by-product of evolution and an inefficient
component in the divine precision of the Machine God.

ApEPTUS MECHANICUS CHARACTERS

From the depths of the Imperium’s greatest cities to the
engine rooms of its grand interstellar navy, it is the duty
of the Adeptus Mechanicus to preserve and maintain the
great technological works of man. Once a Tech-Priest has
been trained and taken his oaths to the Omnissiah, he is
dispatched to tend to some part of these great works,
spending his years intoning the sacred prayers and rituals
that keep a machine’s spirit alive and functioning. Some
move beyond these simple processes of maintenance, rising
in the ranks of the order to take on more responsibility or
expertise. Others aid war efforts directly as Enginseers for
the Imperial Guard. They may rule one of the many forge
worlds, vital to feeding the Imperium’s insatiable appetite
for war machines and other materiel. They could also
serve as part of an Explorator Fleet in the holy quest for
legendary System Template Constructs dating to the pre-
Imperial Dark Age of Technology. Equally, they might
engage in xenos research on the foes of the Imperium, such
as the voracious Tyranids or the brutal Orks. A few might
gain their own outposts and stations to command, becoming
masters of their own domains and devoting their long lives
to the personal pursuits of technological mastery.

Others from the Mechanicum, such as forge labourers or
adept minions, have lesser functions. Most aspire to one day
join the Tech-Priesthood so that they may better serve the
Omnissiah. Rarely, some reject the Machine God and seek
lives elsewhere, but still retain more skills and familiarity
with technology than almost anyone else in the Imperium.

Many within the Adeptus Mechanicus usually aspire
to become as close to the Machine God as possible, slowly
replacing their body with mechanical components until it is
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more metal than flesh. This can make him devoid of emotion,
as he embraces the cold logic of the Machine God he serves,
and can sometimes put him at odds with others around him.
Like psykers, the Imperium could not function without the
presence of the Adeptus Mechanicus, and whether or not its
citizens favour a servant of the Omnissiah, or merely tolerate
him, they could not function without his knowledge and skills.

SamPLE ADEPTUS MECHANICUS BACKGROUND:
Cerix MAGNUS REGIMEN AFFIRMATOR

Cerix Magnus is perhaps the greatest of the many forge
worlds within the sector, and is strict in following only the
most sanctified of technology patterns. The Tech-Priests
of the Regimen Affirmator work there to ensure no forge
strays from the correct dictates of the Omnissiah, and that
all proper obsequiences are made. This office carefully
checks that each offering of holy oil is at the proper
temperature and consistency before it is used to anoint a
new machine spirit, monitors binaric prayer levels for
proper frequency, checks manufacturing liturgies to verify
none have attempted unconsecrated actions, and more, to
confirm the taint of tech-heresy never gains a foothold.

ADEPTUS MINISTORUM

The great religious agency of the Emperor of Mankind; with
shrines and cathedrals on a million worlds, they are dedicated to
spreading and teaching the word of the Emperor so all might bask
within His light and fear His wrath.

“So as you love and fear the Emperor, so must you love and fear those
that carry His divine word,”

—Cardinal Erasmus Pontium

he Adeptus Ministorum, also known as the
I Ecclesiarchy, is the religion that venerates the
Emperor of Mankind. Powerful and ancient, it
embodies the Imperial Creed, the myriad systems of belief
that bind humanity together and gives it purpose, and keeps
it safe from soul-imperilling threats both within and without.
Its members are devoted servants of the Emperor, dedicated
to bringing His word to the faithful, and rooting out any
which would stand against Him. Whether with words or
deeds, a member of the Adeptus Ministorum never forgets
his ways. Even should he fall from grace the teachings of
the church remain branded upon his soul and the fire of the
Emperor’s faith will burn strong in his belly.

RoLE WITHIN THE IMPERIUM

According to Imperial belief, ten thousand years ago the
Emperor fell after ending the greatest civil war the galaxy
has even known. As the unifier of the galaxy and father of
the Imperium it took little time for a cult to rise in worship,
idolising Him for saving Mankind and preventing the
demise of humanity. This cult spread, maturing to become
a religion. As the centuries passed it became the unifying
creed of the Imperium, until every citizen could look up
at the cold, fearful darkness of the night sky and know it
was the Emperor that kept them safe. This religion exists

ADEPTUS
MinisTorRUM RULES

_h*’—'“"—‘. e -n-—:_!_.—__-e*" o
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in all levels of Imperial society, though the details of this
worship are unique on every world and every society.
This is a minor concern to the Ministorum, for so long as
a citizen holds the Emperor as his god, then he is indeed
a loyal worshipper. Fanatical missionaries, blessed saints,
and preachers ensure the propagation of the Imperial Cult
to maintain the Ecclesiarchy and its law, binding together
the Imperium in devotion to the Emperor.

The Ministorum does not exist simply to ensure
devotion to the Emperor; it also exists to ensure that His
enemies are purged from humanity and only those of pure
spirit and faith survive. This includes maintaining the faith
among the Emperor’s soldiers as they fight xenos and other
threats; most Imperial forces have cadres of Ministorum
clerics to see to their souls and stir them to righteous fury.
They also serve to convert newly discovered pockets of
humanity and transforming any native beliefs to the Imperial
Creed. They seek to root out mutants, witches, and other
heresies from among every population. These are the true
enemies of the Ministorum, those who would hide within,
masquerading as humanity when they are anything but.
They are stains upon the purity of the Emperor’s domain,
and it is the sworn duty of all members of the Ministorum
to uncover these unholy deviants and see them burn upon
the pyres of holy retribution.
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The Ministorum enjoys extensive power and influence
due to its integration into almost all Imperial agencies. There
is practically no place within the Imperium where one can be
completely free of its presence and most lords and governors
have at least one member close to hand to give them council.
For some the presence of the Ministorum is a welcome one, a
steady hand to augment their own faith and aid them in their
decisions. For others, it is a hated reminder of the limitations
of their own power. However, this is a battle that even the
most powerful of lords is doomed to lose, as no planet or
even sector can hope to stand for long against the influence
of the Ecclesiarchy given their power to tar a man, or even an
entire world, with the taint of heresy.

ADEPTUS MINISTORUM CHARACTERS

The Ecclesiarchy reaches out into every aspect of life
within the Imperium, its presence the face, voice, and
hand of Emperor’s divine will on countless worlds and
systems. Citizens are taught from birth to fear and respect
the might of the Ministorum that keeps them safe, even
from themselves. Those of the Ecclesiarchy are filled with
even greater faith and zeal, knowing that the Emperor is
the salvation of Mankind. Some might have been born into
the Adeptus Ministorum, their family line forever melded
to holy service. Others may have left behind their old lives
and positions to enter as mere novitiates in local temples.
Imperial worlds commonly feature imposing temples and
chapels hosting Ecclesiarchy members, each devoted to
the Emperor in their own manner. Their faith defines them,
and they give themselves over completely to their service,
swearing their lives for the betterment of the Imperium, to
face the foes of the Emperor wherever they are found.

Most that rise within the Ministorum find a place
as preachers, overseeing flocks of Imperial citizens and
safeguarding their souls against the influence of witches,
mutants, and foul xenos cults. They also act as teachers and
guides to the generations that come after. Such a post is
not without its dangers, and members of the Ministorum are
frequently targets of dissidents and unbelievers, as killing
or attacking them can be seen as a blow against the hated
Imperium itself. More likely is that the character finds peril
from within the Ecclesiarchy itself, the sprawling might
of the Ministorum constantly struggling against itself for
control of the minds and hearts of the Imperium’s citizens.
In time a priest or cleric might rise up to command the
Ministorum’s interests on an entire world, and become
mired in system and sector politics.

Others might travel the wilder areas of the galaxy,
spreading the word of the Emperor or maintaining faith
for those that fight in His name. As, firebrands and witch-
hunters, some members of the Ecclesiarchy seek out heresy
and subversion where their brothers in the priesthood
maintain the faith of the populace. Their travels can take
them anywhere, from the frontlines of the Imperium’s
bloodiest wars tending to the souls of Imperial Guardsmen,
to the depths of primitive worlds where they bring word
of the might of the Emperor to feral savages. It is a task
frequently fraught with danger, but one of little concern to

those that travel with the faith of the master of Mankind in
their hearts and the glory of the Imperium at their backs.

SampPLE ADEPTUS MINISTORUM BACKGROUND:
THE BLESSED CHARNAVEN OF THAUR

The shrine world of Thaur is the resting place of billions,
overflowing with the remains of the powerful and the
saintly. Millions more of the humble and poor strive that
their remains also find a place on this holy world, arranging
in life that their dead forms be shipped there. It is at the
Blessed Charnaven that their untold tonnes of flesh arrive
for final rest. The Osseiates of the Charnaven inscribe into
each bone a unique prayer before it is used to fortify a
basilica or pave one of the kilometre-wide walkways that
encircle the world. No bone is unused, and each becomes
an eternal offering to the Emperor.

IMPERIAL GUARD

Vast armies drawn from countless worlds; skilled warriors and
bardened veterans of mankind’s many brutal and bloody wars, they
are all that stands between the Imperium and its innumerable foes.

“Let the Hammer of the Emperor fall upon this world.”
-Lord General Pollux Rhem

o protect the Imperium from its many enemies the
Imperium maintains a massive fighting force known as

the Imperial Guard. Tithed from the worlds across the
galaxy, the Imperial Guard is an immense force of countless
billions, always at constant war, and always recruiting more
soldiers to replace the fallen. There exists no accurate records
as to the exact size and strength of the Imperial Guard, and
such is its nature that it is in constant flux, troops moving
from system to system or scattered across the stars fighting
wars long forgotten. Many Guardsmen do not live even a
full day after entering battle, but those that survive become
hardened combat veterans skilled in the bringing of death and
facing the worse foes the galaxy has to offer. Scarred and
broken, such veterans can hope for little comfort beyond the
battlefield, but may find service in other parts of the Imperial
war machine or more secretive duties in less overt wars.

ROLE WITHIN THE IMPERIUM

The Imperium covers much of the known galaxy, with
borders stretching many thousands of light-years across,
containing millions of worlds scattered across the darkness
of the void. It struggles for survival against numerous alien
foes as well asrebellion and subversion from within. Fighting
these wars is the largest army Mankind has ever known:
the Imperial Guard. Not even the Adeptus Administratum
knows how many are serving at any given time, though in a
single sector alone it can easily reach the billions, thousands
dying each day to be replaced with thousands more. These
soldiers form the thin line against a violent universe eager
to scour the stars clean of all traces of humanity. When alien
races and planetary uprising threaten, it is the weight of the
Imperial Guard that is wielded like a mighty hammer blow
intended to crush all resistance to the Emperor’s rule. Even
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Assassin, Desperado,
Hierophant, Warrior

so, engagements can last for years, decades, and longer in
seemingly endless wars of attrition where generations fight
and die for the promise of future victory.

Service in the Imperial Guard follows many paths,
some following in the traditions of their world to join
famous regiments like millions before them. Others might
enter via lottery, conscription, punishment, or blind chance.
Each world is responsible for tithing a percentage of its
population to this service, and a world that slackens in this
duty often faces the fury of the Imperial Guard to bring it
into compliance. Once a man becomes a soldier, he usually
never sees his home world again, sent off across the void to
fight wars on far-off worlds for strange peoples and foreign
lords. Every Guardsman knows though that there is no real
escape from service, and only in death is he free of this
sacred duty to the Emperor. For their part, the regiments of
the Guard combine both those dedicated and fanatical to
the cause with those that serve only out of fear or penance.
Thus, an Imperial Guardsman can be anything from a hero
heaped with glory or a zealot ready to spend his life for
unseen masters, to a self-serving coward merely trying
to survive or a criminal running from his crimes, and all
manners in between. All have their place in the Imperial

Guard’s plan, sometimes as mere cannon fodder so that
other more valuable assets might be protected. However,
even the greatest of soldiers might still be squandered in the
hands of a callous commander, of which the Imperial Guard
has more than its fair share.

The rare veterans that survive to see life beyond the
Imperial Guard are hardened fighters, the product of
countless wars and engagements. Often trained in a variety
of the Imperium’s most deadly weapons and armoured
vehicles, their skills are always in demand. Each is unique,
but all share the common trait of being survivors, having
come through the meat grinder that is Imperial war, and
somehow survived where millions have not. This in itself
is a valued ability, one that only those that have fought in
the Emperor’s service can truly understand. Within some
regiments, however, veterans might find little chance of
advancement or survival due to incompetent or careless
commanders. They inevitably die in battle, their skills,
like their blood, spent in another of the Imperium’s endless
conflicts to hold onto its fragile empire.

IMPERIAL GUARD CHARACTERS

Imperial Guardsmen come from many worlds and are
masters of many skills, each combination of both often
unique to their regiment or unit. A character who has served
here is adept in the use of weapons and has likely tasted
combat, seeing first-hand just what the Imperium must do
every day to survive. This can fill him with a deep hatred of
heretics and all xenos life. It has made him into a survivor.
Often entire regiments are consumed only hours after their
arrival in a warzone, and it is rare for a Guardsmen to live
through an entire campaign, sometimes even a single battle.
That the character has lived through many such combats
marks him as valuable and rare, though often few within
his command structure would notice. Fortunately, there are
often others that do and can put their talents to good use.

Imperial Guardsmen also can become specialists
with a specific weapon or method of fighting, and it is
likely such a character has one or more specialisations
under his belt. These can include sniper training among
the regiment’s recon elements, driving Leman Russ battle
tanks, or operating the gargantuan Imperial artillery pieces.
A Guardsman might also learn less combat-oriented skills
which are also essential to prosecuting wars, such as
logistics and material support, or advanced intelligence
gathering techniques.

Some might rise to a position of command, and learn
something of the tactics and strategy of warfare along with
logistics and politics. These skills can prove invaluable
in other vocations, as an understanding of one’s foes and
how to best counter them can be applied to a myriad of
situations. The Imperial Guard are among the few elements
of the Imperium to face the alien threat head on, and a man
that has spent time within the Guard has seen things few
other citizens could even imagine. This marks him out from
the majority of the civilian populace who have never heard
of many of these threats, let alone seen them. His rank alone
can also serve him well to others with similar service. Those
still within the Imperial Guard, especially if they are aware
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of the character’s regiment, will often hold him in greater
respect for his service knowing first-hand the price of duty
he must have paid and the comrades he lost along the way.

SampLE IMPERIAL GUARD BACKGROUND:
Hrax 33rD REGIMENTAL DEMOLITIONS SQUAD

Part of the vicious Hrax Bloodknives, this unit specialises
in infiltration and destruction, and has breached impassible
fortifications and forced tank formations to a grinding
halt. Like all Hraxian forces, their lasguns are fitted with
chainblades for close-quarters fighting. Accompanied with
Tech-Priest Enginseers, the demolitions squads venture
deep behind lines to plant explosives and mines, but the
33rd is well known for always finding enemy units to rip
apart with their silenced chainblades.

OurtcasT

Living in the shadow of the might of the Imperium, gangers,
Outcasts, and dregs prosper and thrive; cunning survivors and
experienced outlaws, they exist only for themselves and to those
who have bought their loyalties.

“You're asking too many questions. That makes it cost extra.”

—Rikko Delarn, previously known as Ricard Al'Delaroique IV

ven within the Imperium, where a man is often
Ebom into the same position for life, there are those

that work their way free to make a life on their
own terms. Some may have deliberately forsaken the role
they were given, or slipped between the cracks of their
ossified civilisation. They exist as criminals, vagabonds,
and renegades on the fringes of Imperial life. Outcasts
live in the shadowy areas of society, living by their wits
and charm as well as knowing when to fight or run. They
are able thieves, assassins, and bounty hunters; suspicion
and fear often dogs their steps as others know that where
they tread, crime follows. Despite the epithet, Outcasts can
be connected to all levels of Imperial life, and while their
concerns are primarily for themselves, they can be enlisted
to larger pursuits. They have connections, knowledge,
and skills unheard of for proper Imperial citizens, and the
willingness to use them through bribery, coercion, or other
base appeals are often more effective than simple calls to
Imperial duty. They can also retain associations and bonds
to their previous lives and organisations that allow them to
operate across many strata of Imperial life.

RoLE WITHIN THE IMPERIUM

Every society has its margins, its underworld and forgotten
peoples. This is the realm of the Outcast, where no true
law reigns, where there is no justice other than that of the
gun, where only the strong and insane prosper. On hive
worlds and those with dense populations, these elements
are usually criminal in nature, hiding among the ordinary
citizens. On less-populated worlds or those on the fringes of
the Imperium, they might simply be trying to maintain their
independence from distant Imperial rule. More likely, these
places are havens for crime and sedition, filled with illicit
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Outcast characters apply the following benefits:

PR PR AR

STARTING SKILLS

sl

Acrobatics, Deceive, Evade, .
Intimidate, Navigate, Stealth, Survival
STARTING TALENTS

E Evasive, Weapon Training
i (Chain, Solid Projectile)

- 4
TSR T, e e

STARTING EQUIPMENT

b

Autopistol, chainsword, hive leathers, injector,
2 dose of obscura, 1 dose of Desoleum fungus

-4

BackGrounD Bonus

Outcast characters count their characteristic
bonuses as one higher for the purpose of
determining if their characteristics are fatigued.

L T

SIGNATURE MALIGNANCY i
Shadowdweller (see page 256)

RECOMMENDED ROLES

Assassin, Desperado, Seeker

organisations and heretical cults pushed to the remote edges
of a sector to escape the wrath of Imperial authorities.
Though few would admit it, most worlds need Outcasts.
They smuggle illegal but sought-after goods, and provide
a semblance of order in abandoned and forgotten regions.
Many worlds rely on them as their primary workforce,
especially for those tasks unfit for even the lowest of citizens.
While reviled and hated, Outcast mutants are sometimes
enlisted or forced to work in toxic factories, dig radioactive
ores, or till continent-spanning agri-fields with dangerous
atmospheres or gravities. Outcasts also make prime recruits
for the Imperial Guard, where their harsh lives make them
well suited to the rigours of combat and criminal suppression.
More commonly, authorities use them as scapegoats to blame
for the ills of a world, whether or they are responsible or not.
While the Ministorum would have the citizens of the
Imperium believe that all Outcasts are deviants, renegades,
and heretics, in reality many simply dare to exist outside
of the Imperium’s dictates. In the eyes of most authorities,
however, all who flout the Emperor’s Law are the same. In
some cases, Outcasts counter threats to humanity, as xenos
hunters holding back the influence of alien powers on fringe
planets, or vigilante executioners bringing a form of justice
to lawless realms within civilised worlds. An Outcast
may be shunned by the pillars of Imperial order but that
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certainly does not mean he favours Mankind’s enslavement
or eradication.

Outcasts do not come only from the lowest reaches of
the Imperium, or those that exist beyond its light. Some
noble houses, or large portions of their families, may
essentially become Outcasts through choice or force. These
noble Outcasts sometimes cling to their power, even in the
face of denouncement and exile, setting up their own private
kingdoms where they continue to hold court. Inevitably,
such concerns turn to criminal endeavours for enrichment
or revenge. They often justify rejection of lawful society for
no other reason than it allowed their own fall from grace.
The distinction on the fringes of the Imperium between
these kinds of Outcasts and those planetary governors
and warlords is a thin one indeed, and is often of little
consequence to human travellers who accept local power in
whatever form it takes.

Outcast CHARACTERS

An Outcast character is not always a criminal, though many
might view him as one. Many Outcasts, exiled from proper
society, find themselves operating in the shadows, often
among the very people who exiled him. Such is the fractured
nature of Imperial powers and their goals that the powerful
find uses for Outcasts. As they are rarely connected directly
to such great agencies, Outcasts can operate beyond normal
rules and resolve tasks in manners their masters could never
authorise. Most though have no masters, and many live freely
to act on their own. Hated or hunted, they can do business
knowing that at some time or another even the lords they
have turned away from might come calling for aid.

Many Outcasts are loners, solitary wanderers existing
in the forgotten places of the galaxy. There are groups of
Outcasts, though, that form and even prosper on the brutal
borders of existence. Many Outcast factions are gangs that
live at the bottom of the Imperial society in every sense.
These can range from pirates plying merchant lanes and
criminal cartels running entire hab-cities, to thuggish guns
for hire strutting around frontier outposts and info-brokers
dealing in stolen whispers. Some of these are somewhat
tolerated for their useful services. Others are continually
opposed, engaged in endless struggles with the forces of
law and order. With sufficient wealth and power, many
gangs may rise to power and influence that rivals that of
highborn princelings.

Other groups of Outcasts can be gathered together
for survival. Worshippers of forbidden religions, nomadic
tech reclamators, violent seditionists, mutant gangs, xenos-
worshipping infestations, and more band together against a
universe that would see them dead if they live alone. The
normal routes to power denied to them, or desiring not only
power but the actual downfall of Imperial rule in their hive or
planet, these factions are often more dangerous as they can
breed individuals with little concern for the Emperor’s Will.
Outcasts of these groups can have access and skills useful for
penetrating heresies far greater than mere criminal cartels.

Characters from Outcast backgrounds are in the end
a breed apart from most others. Highly unique in outlook,
form, and belief, their only common attribute is usually an

aim to ensure their own safety and profit first, and disposition
to ignore or circumvent anything that stands in their way. An
Outcast character always walks a fine line between enemy
and asset of the Imperium, the very independence that sets
him apart from the rest of their people and compels him to
live apart makes him a useful operative for organisations like
the Inquisition.

SampPLE OUTCAST BACKGROUND:
THE PALE LEAGUE OF PorT AQuiLA

While the Greater Askellon Trade Combine works a
stranglehold over commerce across the asteroids that make
up the port, the Pale League operates across the belt as one
of the premier smuggling operations in the region. Made
up of failed merchants and sometimes even Rogue Traders
who saw their fortunes fall from catastrophic expeditions
or piratical raids, it is a relatively recent formation but is
growing in power. As the League begins moving xenos relics
and other forbidden treasures, it has made rivals of other
Faceless Trade groups such as Desoleum’s Trade Sable.

STAGE 3: CHOOSE ROLE

“There wasn’t much thought needed, other than just staying alive from
combat to combat. Theft filled the time nicely; and I was so good at

it, better than just shooting a lasqun. One mistake was all it took. The
Commissar never discovered who made off with his shiny pistol, but
someone else noticed and had me by the short ones. He pulled me out,
and my new duties began. Ones much more dangerous than open war.”

—Gex Avrille, from the private memoirs Recollections of Service

oles illuminate an Acolyte’s essence. Where a home
Rworld establishes where an Acolyte came from,

and a background indicates his prior experiences, a
role helps reveal who he really is underneath his clothing,
armour, and cybernetics. It is an internal quality, a product
of both a lifetime of training and his natural talents, and
combines a great many things to help define him and how
he fits into life in the 41st Millennium.

Each Acolyte has an image of himself that guides his
actions, and this is a major aspect of his role. This image
also guides how he views his surroundings and those around
him, and most importantly how he interacts and resolves the
many situations he faces. An Assassin is enraptured with
death, and seeks to offer it as often as possible. When faced
with recalcitrant hive functionaries, he might simply begin
killing them one by one until he earns their cooperation. A
Sage who relies on knowledge and research might view the
same problem as requiring careful analysis to determine a
more effective approach. He might instead suggest targeted
bribes against one official he learns is corrupt, or blackmail
against another who has a secret obscura addiction. Similarly,
when a warband is on the trail of a suspected underhive
cult, a Warrior could approach the problem with force and
proffer violent questioning with unveiled threats of worse
to come in order to gain information. A Seeker, however,
might rely on stealthy surveillance and infiltration of nearby
stickrat taverns in the same quest. Even within each role
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exists a broad range of styles, and just as each home world
and background is unique, even if of the same named type,
each role can offer a wide range of approaches though. A
Hierophant might approach a newly discovered tribe of
humanity with stern words and burning flames, or might
insinuate the Imperial Creed into existing beliefs with guile
and subtlety. How each Acolyte carries his role is another
facet of how he serves his Inquisitor and the Emperor.

Roles can come about in many ways, but while home
worlds and backgrounds act externally on an Acolyte to form
his previous life, roles more commonly emerge more from
within as mental attitudes and outlooks develop over time.
Some might even crystallise in childhood, or come about
from life-altering experiences. It is possible that society,
lineage, home world, or an organisation might mould an
Acolyte into a preordained role, or seek out certain roles for
service. The Imperial Guard needs Warriors for example, as
the Hammer of the Emperor is nothing if not a brutal, violent
agency devoted to crushing the foes of the Imperium. Some
Guardsmen are likely of a Warrior mindset, but others might
view themselves as elite killer Assassins or as Chirurgeons
who are primarily healers. Someone born to a shrine world
could be strongly guided to a Hierophant role, but could just
as easily instead become a Warrior as a missionary for the
Imperial Creed. Roles are internally developed, sometimes
despite an Acolyte’s surroundings or duties, and could come
from other sources such as mentors or family members who
have personally guided him earlier in life.

An Acolyte’s role might be clear on the surface: many
Warriors wear heavy armour and hold their weapons
proudly, a Mystic could be covered with protective runes
and icons to ward off the Ruinous Powers, and a Sage might
carry reams of parchment and autoquill needles on his belt.
This may be done without conscious thought; the Warrior
mentioned above who is clearly a fighter dresses thusly as
he is often fighting. His predilection for combat is the result
of his often violent approach to challenges, which in turn
defines his role. Other Acolytes might not reveal their role,
again either through conscious decision or otherwise. An
Assassin might wear drab, unremarkable clothing to aid in
his stealthy infiltration before a kill. He might wear the same
simply because it is what he enjoys wearing, or because it
is the clothing people from his background or home world
commonly wore, and his all-consuming passion for death is
something only his dying victims see in his eyes.

Though the Acolyte can grow and change in the
course of service to his Inquisitor, even perhaps becoming
an Inquisitor himself, his role does not change. He can
learn new abilities, acquire new wargear, and make new
connections, but this does not change how he uses them.
A Desperado might grow in influence and power, guiding a
xenos artefact smuggling ring as a front to track down this
illicit trade, gaining him enormous status across the sector,
but he still watches for new angles to work and new targets
to con. A Sage can become as proficient with the bolter and
chainsword as the Arbitrator in her warband, but when a
new cult is discovered, still acts to ensure this new threat is
fully researched and investigated before any other action is

PLAYER NOTES:
RolLEs

Jr R 3

Deciding on a character’s role is perhaps the single
. most important stage of character creation, for it
- determines what type of Acolyte he plays in DARK
Heresy. Home world and background contribute
a great deal to the character’s history before he J
: became an Acolyte, but his role sets out his days to {
~ come and how he operates in the warband. Players
who enjoy certain types of roleplaying experiences
' can use this to help guide their role selection; those !
who seek out mysteries to solve might favour a =
Seeker or a Sage role, for example. The role also |
helps a player determine how his character should
react and progress as the adventure unfolds. These
are powerful roleplay tools and a player should
always remember his role and use it when deciding
new courses of action.

Roles are also something the players as a group
should consider together, as a solid warband is one
that encompasses a wide range of roles. A warband
filled with Warriors might excel at physical combat,
but likely suffers with the investigations needed to
find heretics to fight. Developing a good mix of roles
makes for a more successful warband, and also allows
each player a chance to shine during an adventure.
This is not to say a warband dominated by only a few
~ roles cannot be interesting to roleplay, but the players
* and GM should work together to ensure the characters
face adventures that fit into the type of game desired.

It is commonplace parlance in the Imperium to
mention someone as coming from a feral world, or
working for the Adeptus Astra Telepathica. Roles, 3
. however, do not actually exist as titles or Imperial =
designations; they are more a mindset or attitude that*
‘any character adopts over his lifetime and operate
only within the context of the game. There is no
actual “Assassin” or “Seeker” as a real occupation or
| title in the 41st Millennium; there are instead Mortis i

Death Cult Skulltakers or Hive Desoleum Bondhound i
Sanctionaries. No character would refer to another
using his role; players should use them as aids in
roleplaying, but not have their characters
use them as names or titles.

1
1
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taken. Roles are an integral part of each Acolyte’s identity,
and, like duty itself, only end with death.

Each role presented in the following pages includes a
description of the type of character it embodies along with an
example of a character of this role from the Askellon Sector.
Each includes the following special rules that are applied to
characters from with this role:
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Role Special Ability: A unique ability that all
characters of this role gain.

Characteristic Costs: A character’s role affects
how much experience it costs the character to increase
his characteristics (see Stage 4: Spend Experience Points
on page 58). This table shows the proper experience
numbers for each characteristic.

Skill Costs: A character’s role affects how much
experience it costs the character to increase his skill ranks
(see page 58). This table shows the proper experience
numbers for each skill.

Each player chooses one role for his character, and
decides his character’s function before and after joining the
warband. The example characters included with each role
offer narrative origins and motivations that players can use
to help develop their own creations, and aid in deciding what
kind of role best fits their planned character. After choosing
his role, the character immediately gains the appropriate role
special ability.

ASSASSIN

Talented murderers dedicated to the art of taking life; death
merchants of the highest calibre, they are trained to kill and adept
at slaying their targets in a variety of gruesome and grisly ways.

“Death has come for you, and will not be denied.”

~Tallan Quot, Order of the Stilled Flesh

there are those which turn murder into a sublime art

form. The Assassin is such a being, spending his life
perfecting talents in the kill, rising to greater heights with
each life he takes. While many who serve the Emperor are
proficient in battle, Assassins revel only in the act of killing
and often care little for commonplace combat. Driven with
either an unhealthy thirst for the blood of others or a cold
detachment leaving them bereft of their humanity, they can
come in a variety of forms, linked together only by their
desire to deliver death in the most efficient or grandiose way
possible. They are inevitably drawn to those organisations
which revere killing as much as they do or are in need of
such artful killers. Many join death cults, societies devoted
to the act of murder. Others might be recruited to mysterious
Imperial organisations devoted to the art of sanctioned
killing. In all cases it is the desire to take life and develop
the skills of doing so which defines the Assassin, a journey
which will end only when they themselves succumb to death.

Even in a universe saturated with blood and death

THE ROLE OF THE ASSASSIN

Assassins are often not just masters at killing but also
closing on their prey and striking without warning. Like the
Imperium’s most deadly predators, an Assassin stalks his
quarry before he attacks, choosing the precise moment to
inflict the maximum amount of damage and the best chance
to make the kill. These techniques are the result of his skills
in stealth and infiltration, slipping past sentries or guards and
finding ways into seemingly impregnable fortresses. Like
murderous ghosts they appear out of nowhere to silently

. Ifthe next melee attack the character makes this turn
+  scores at least one successful hit, the character may =
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Assassin characters can use the following action:

- MANOEUVRE

Type: Utility oA
Action Points: 1 ]
i

move his target a number of metres equal to half his
Agility bonus. If the target is unable to perform
movement actions, this has no effect.

take down their target before vanishing once again. A truly
masterful Assassin can kill without detection, leaving only
terror, confusion, and a corpse in his wake. In this capacity,
an Assassin makes an excellent scout or skirmisher,
gathering information and spreading discord among his
enemies, while his fellow Acolytes conduct their mission.

Part of an Assassin’s abilities extend to the arts of
deception and disguise. When he cannot move about unseen
or comes up against a barrier which he cannot breach, he
can sometimes hide in plain sight. While not a staple of
the role, the finest are often adept chameleons, changing
their appearance to match surroundings and mimicking
their enemies to hide amongst them. Here they can
become talented liars, and learn to match the speech and
mannerisms of their foes to slide into their ranks unnoticed.
Such methods are excellent ways of getting close to a
target, passing freely through security checkpoints and
other barriers before attacking an unsuspecting quarry and
using the confusion to fade into the background undetected.

Assassins are also skilled the application of precision
violence, taking out specific foes or striking targets that
might have otherwise considered themselves safe. Either
close up with blades and poisons, or from afar with sniper
rifles and remote explosives the Assassin can hit a foe
swiftly and suddenly, killing out only what they need.
Whereas a less subtle Acolyte can be forced to expend huge
amounts of ammunition or saturate an area with explosives
to eliminate a target, the Assassin needs but one shot or one
thrust of the blade to do his work. This talent for precise
murder can be useful when collateral damage must be kept
to a minimum or only a key figure needs removal to crush
an uprising or cult.

In addition to the ability to move about unseen, bypass
security, and reach difficult targets the Assassin, also makes
for a solid support combatant. Alongside the more heavily
armed and armoured Acolytes he can offer long range
assistance, covering the battlefield with sniper fire, or
skulking around the flanks of his foes to take out stragglers
and wounded enemies. Using his skills in death, an Assassin
can do terrible damage in the right circumstances, and open
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the way for his fellow Acolytes to complete their goals. This

TABLE 2-2: ASSASSIN could be taking out combatants unseen from kilometres away

CHARACTERISTIC COSTS with sniper fire, the only evidence of his presence in the
battle the exploding heads of his targets. It could be close and

CHARACTERISTIC EXPERIENCE MODIFIER bloody with blades and pistols, appearing suddenly to tear

Weapon Skill 100 open throats and exposed joints before rejoining the shadows.

Ballistic Skill 100 ASSASSIN CHARACTERS

Strength 50 Assassins typically view most problems as solvable

through precise and exact application of deadly force, and
as such mould their bodies and minds to best execute it.
Agility 50 Most delight in such applications and eagerly seek it qut,
or view them acts of devotion as part of their veneration

Toughness 100

: Intelligence 150 to the Emperor. The worlds of the Imperium are home to
3 Perception 50 numerous death cults, murder guilds, lifetaker orders and
other places to train in these arts of murder. Surrounded

Willpower 100 by such death and destruction, and living in the shadow

f. Fellowship 150 of constant danger, some sects revere death as a force of

nature, a vengeful god, or fickle ally. An Assassin character
can hail from any one of these divergent sources, or even
have learned his skills alone after long hard years selling his
talents as a mercenary.

TABLE 2-3: ASSASSIN SKILL COSTS Assassins born into a hive or as part of the factories

of a forge world often favour guns and technological ways

SKILL EXPERIENCE MODIFIER s
of killing. The death cults on these worlds often advocate
# Acrobatics 100 training in advanced and exotic weaponry, such as elaborate
Athletics 150 m1cr0—§xplos1ves and electro-garrottes. In. c.o.ntrast, the
Assassins of a feral world rely on more primitive means.
Charm 150 Even if they later trade a metal sword for a power blade,
theirs is a talent for getting in close to cut their foes down.
Command 150 o 5 g

Living in such conditions also grants a greater understanding
Commerce 150 of the natural environment, and these Assassins may also be
. adept at the use of native poisons on their home world.

Deceive 150 . !

Highborn Assassins represent another facet of death,
Evade 100 using not only the resources to those born on developed
worlds, but also exploiting the subtle ways of social conflict,
and mastering the skills of moving unseen by means of
Intimidate 150 disguise and deception. He can also often call upon greater
resources than his more humble brethren. The noble houses
of the Imperium sometimes foster such men and women
Logic 200 so that they might retain the services of trusted killers, tied
; to the family through bonds of blood. Many death cults
Medicae 150 venerate Imperial saints, and Assassins from shrine worlds
Navigate 150 can view their murderous art as an essential part of religious
life, reinforcing their faith to the Emperor with each kill.
Observe 150 Assassins across the Imperium are bound in their common
Pilot 150 devotion to death and murder, their varying origins all but of
little matter to the dead they leave behind.

Investigate 100

Linguistics 200

Psyniscience 150
kSN 200 SampLE AssassIN: KaRris TARYDRO

Karris is formerly of the Razor Angels, one of the deadlier
Stealth 100

Fleshcutter gangs of Desoleum. He left his gang on a quest
Subterfuge 150 to find his equally lethal sister Karinne, who disappeared
: after her own gang, the Bloodlines, was massacred several
Survival 150 years ago. His search took him all across the hive. With each
Tech-Use 150 new kill to further the quest, he became more enamoured
of the act itself, until it became equally important to his
life. He now travels across the sector, killing as directed but
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always finding opportunity for personal acts of murder in
pursuit of his sister.

CHIRURGEON

Masters of the flesh, with a knowledge of sacred anatomy that lends
themselyes to both the arts of healing as well as torture; they are devoted
to the study of biological forms and the limits of mortal bodies.

“You did well to stay alive long enough to reach me. I'll ensure you
stay that way”

—Medicae Yu Attrin

he secrets of the body are closely guarded lore within
the Imperium. Just as the Adeptus Mechanicus

jealously protects the rites and rituals governing
its technology, so too do others horde knowledge about
the human form. Chirurgeons have been ushered into
these hidden ways, peeling back the skin of biological
science to gaze upon its wet, raw, beating organs. They
see the understanding of the blessed form of Man and
other biologics as paramount to life, either to preserve it or
control it, and can become obsessed with perfecting their
understanding of such matters. Some may come from the
ranks of the Adeptus Mechanicus Biologis, others serving
as Imperial Guard medicae or Adepta Sororitas Sisters
Hospitallers. Some may have operated as unguilded hab-
docs, feral shaman-healers, or personal medilords to spire
rulers. Their abilities place them in a position of great power
within the Imperium, gifted as they are with the talent to
either heal or harm depending on their own whims and those
of their lords. As such a good Chirurgeon can always find
a place as a torturer or excoriator, his ability to cause pain
a vital commodity within the hierarchy of Imperial society.
More than a talent for torture or a skill at mending mangled
bodies, the Chirurgeon is defined by his thirst for knowledge
and a drive for experimentation, often at the expense of
his patients and their wellbeing. It is a drive that can lead
to great discovery and triumph, but also to the creation of
abominations which were never meant to be.

THE RoLE OF THE CHIRURGEON

The science of the body and the mind are shrouded in mystery
within the Imperium, secrets privy to a specialised few. As an
Acolyte, the Chirurgeon gains free reign to practise his arts
and finds no shortage of subjects, be they for healing or for
harm. Principle among the gifts of the Chirurgeon is the ability
to mend broken flesh, shattered bones, and twisted minds,
either replacing them with augmentations or grafts before
returning an Acolyte to service. Whereas a battlefield trooper
or gang skin-stitcher might know the basics of lasburning to
cauterise a wound or binding a bleeding limb, the Chirurgeon
transcends these through devotion and skills to preserve and
cure. In his hands, flesh can be made better than before.
What the Chirurgeon does is often not just medicine but art,
manipulating the flesh into new and superior configurations.

Healers also exist on all worlds though their form
and ability can vary wildly depending on societal factors
and local taboos. The Biologis of the Adeptus Mechanicus
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Chirurgeon characters reduce the AP required to
perform the Diagnose and First Aid uses of the
Medicae skill by 1 (to a minimum of 1).

contain specialised Chirurgeons entrusted with the secrets
of the human form. Here they learn the mechanics of the
flesh and how to emulate it with blessed technology, though
some might heretically seek to better it where possible. The
Imperial Guard perhaps has the greatest numbers through the
sheer size of its armies across the galaxy, with each regiment
containing many medics.

With the talent for healing also comes the talent for
harm, and Inquisitors have great call for the Chirurgeon
and his skills when it comes to bleeding the truth out of
their prisoners. Many Inquisitors have a raw ability when it
comes to putting someone to the question, trading pain for
truth. The Chirurgeon, however, can keep a subject alive
almost indefinitely and in constant, excruciating pain. A
good Chirurgeon is inventive in his torments, as he must
be to overcome the hatred and resilience of some of the
Mankind’s foes, and in time grows to have a large repertoire
of tortures at his disposal.

Chirurgeons do not just heal the injured or interrogate
prisoners, they may also be intellectuals and researchers
plunging into the depths of Imperial secrets, or keeping the
ancient lore of the Adeptus Mechanicus. Those that operate
outside the boundaries of the Machine Cult must tread with
care, the Mechanicum having little patience for those that
dabble in the mysteries of science. This usually means they
must conduct their research in secret, hidden from the eyes of
the Imperium, safeguarded by their service to an Inquisitor.
Many rogue Chirurgeons have found a place within warband
when they were persecuted by the Mechanicum for their
crimes, an Inquisitor finding a useful place for their talents.
Others are hunted, leaving a trail of monstrous failures and
stacks of hidden bodies in their wake, who find a refuge for
their madness in service of a higher purpose.

CHIRURGEON CHARACTERS

The Adeptus Mechanicus is one source of those that have
chosen the path of the Chirurgeon, plucking him from
his upbringing to serve the Omnissiah and delve into the
secrets of the Biologis. This is especially true should he
come from a hive or forge world, working daily besides
those that have taken their oaths to the Machine God.
By the time a Chirurgeon comes to serve an Inquisitor,
the stamp of the Machine Cult is often firmly upon him.
Only the shadow of his former life remains, hidden under
augmented limbs and artificial organs.
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TABLE 2-4: CHIRURGEON
CHARACTERISTIC COSTS

CHARACTERISTIC
Weapon Skill
Ballistic Skill
Strength
Toughness
Agility
Intelligence
Perception
Willpower
Fellowship

EXPERIENCE MODIFIER
50

150

100

50

150

50

100

100

100

TABLE 2-5: CHIRURGEON SKILL COSTS

SKILL
Acrobatics
Athletics
Charm
Command
Commerce
Deceive
Evade
Investigate
Intimidate
Linguistics
Logic
Medicae
Navigate
Observe
Pilot
Psyniscience
Remembrance
Stealth
Subterfuge
Survival

Tech-Use

EXPERIENCE MODIFIER
200
100
150
150
150
200
150
150
150
150
150
100
150
150
200
150
100
150
150
100
150

A character who learns the skills of the Chirurgeon
outside the rigid structures of the Machine Cult is often more
an expression of the world that created them. Shrine world
Chirurgeons master the healing arts as a divinely inspired
path, tending to the flocks of faithful. Like the Inquisition,
the Ministorum makes great use of Chirurgeons as torturers,
though for very different reasons. A skilled Chirurgeon can
make a name for himself as a redeemer, using pain as a tool
not to extract the truth but to cleanse the soul, searing away
the taint of sin with agonising precision.

Even without the use of advanced technologies a
Chirurgeon can find a place in society. Many feral world
shamans, witch doctors, and spirit-healers represent gifted
minds. While their methods might seem antiquated and their
means backward, these primitive Chirurgeons can still do
wondrous things with the flesh of man, their stone blades
and foul brews just as potent as many Mechanicum medicae
technologies. Many of these kinds of Chirurgeons also find
a home within the Imperial Guard as the medical officers
for regiments raised on their worlds, given basic battlefield
training and then thrust into the fires of war to tend to those
maimed in combat. For Acolytes seeking to remain alive in
their service to the Emperor, a Chirurgeon is a valued and
essential member of the group no matter his origin.

SampLE CHIRURGEON: JoL PoLLux

Tech-Priest Pollux has been a Magos Biologis on Core
Theta for five decades now, devoted from early age to the
mysteries of the flesh. Like many of her colleagues on
this extreme forge world, she worked on the edge of tech-
heresy; in her case it is concerning the limits of the organic
and not the technological. Constant experimentation on the
rigours of flesh and limits of life have made her an excellent
physician as well, a practice she often disdains but that
others working with her have come to rely on.

DESPERADO

Rogues and mercenaries that live by their wits and the gun on
their hip; talented thieves, outlaws, and criminals, they sell their
services to the highest bidder to line their pockets with coin.

“Turn around slowly: I get less if you're dead, but I'm willing to take
that cut.”

~Jaz Kimba, guild-bounty collector

very world has men and women that live out on its
fringes or survive by their skills with a gun, selling

their talents to those in need of a bit more muscle
with no questions asked. Desperados are a motley group,
comprising scum, bounty hunters, slavers, pirates, and
renegades, who exist on the border or beyond the law. They
can be charmers using roguish appeal to further their latest
con, or harsh men who know nothing but violence. Most are
singular individuals who know no allegiance other than the
current best offer. Having found a talent for shaking down the
rich and poor alike, some drift between semi-legitimate jobs
as bodyguards and enforcers to outright theft and murder.
Those that survive long enough become adept at sensing
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When making a second attack action in the same
turn, Desperado characters gain a +20 modifier to
their attack test if their first attack scored
one or more successful hits.

well when to cut and run. They can also become talented
gunslingers, frequently using their weapons to protect their
lives or take the lives of those in their way. Desperados
are defined by their selfish natures and scorn for authority,
choosing the path of the outlaw if it means living free and
getting a quick score to see them though another day.

THE RoLE OF THE DESPERADO

Desperados thrive on a level of Imperial society that is
harsh and unforgiving, and where a man must survive by
his wits as well as his weapons. Most Imperial citizens are
born into a place or position, and even those that must suffer
the hard labour of toxic factories or the mindless drudgery
know that as long as they do their work, they will always
have a place and a corner in which to lay their head. Not so
for the Desperado, who has slipped away from the castes
and classes of his birth to find some semblance of freedom
on the fringes of society. This life brings with it skills and
talents that can be invaluable for Acolytes, who are often
forced to follow their prey into such places or investigate
crimes and heresy committed in these shadowy outlands.
Unconstrained with petty laws, Desperados can find a
way to do most things, be it breaking into a secure building,
fencing illegal goods, bribing enforcers into dropping an
investigation, or tapping into contacts and contractors
which only exist for those in the know. When skirting the
law of a world, as Acolytes are wont to do, these abilities
can mean the difference between blundering into a crime
lord’s den and being welcomed as potential clients.
Beyond the relative safety of Imperial society,
Desperados are also adept at survival, having had to live
their lives without the help of others. On a densely populated
hive world, this can mean knowing how to find the purest
water, the best kinds of fungus in the air tunnels, or which
areas of the underhive are unstable and to must be avoided.
On a wilder frontier world a Desperado quickly becomes
schooled in which towns offer a welcome and which shoot
first and then ask about him later. The most important skill a
Desperado can have is determining who to trust, and just how
far to trust them. This in turn makes him skilled at dealing
with people, and also useful when trickery and deception is
needed. A Desperado’s skills with people can allowing him
to obfuscate inconvenient truth into a more useful resource.
In combat, a Desperado’s knack for survival is
expressed with dirty fighting and a readiness to draw his

TABLE 2-6: DESPERADO
CHARACTERISTIC COSTS

CHARACTERISTIC
Weapon Skill
Ballistic Skill
Strength
Toughness
Agility
Intelligence
Perception
Willpower
Fellowship

EXPERIENCE MODIFIER
100

50

150

100

50

100

100

150

50

TABLE 2-7: DESPERADO SKILL COSTS

SKILL
Acrobatics
Athletics
Charm
Command
Commerce
Deceive
Evade
Investigate
Intimidate
Linguistics
Logic
Medicae
Navigate
Observe
Pilot
Psyniscience
Remembrance
Stealth
Subterfuge
Survival

Tech-Use

EXPERIENCE MODIFIER
150
150
100
150
150
100
150
150
150
150
200
200
200
150
100
150
150
150
100
150
150
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weapon. Any Desperado that has lived long enough knows
that the difference between living and dying is often
knowing when to run and when to fight. Hesitation can be
just as deadly a mistake. While an Imperial Guard officer
obsesses over the greater tactical situation, the Desperado
tries to end the fight as quickly as possible and get out alive.
They might think nothing of drawing and gunning down
an unarmed foe if the target is appears to be a threat. These
traits serve them well in areas where only a quick gun and a
quicker wit can see them through.

DESPERADO CHARACTERS

The Imperium is plagued with criminals at every level of
its society, from Highborn crooks using legal authorities to
crush their foes for a profit to baseborn scum knifing each
other over a handful of meagre belongings. Desperados drift
through these worlds surviving as best they can, turning
adversity and ill fortune into opportunity and wealth. On
developed worlds in the Imperium, like densely populated
hive worlds, a Desperado lives in the shadows of society,
among the gangs and street thugs making coin where he can.
He is not a man to be crossed, as likely to gun someone
down as show his hand in friendship, turned bitter by long
years of betrayal and the worst that humanity has to offer.
These Desperados from hive, forge, and shrine worlds are
familiar with living in among the press of humanity and
know human nature all too well, becoming skilled at turning
it to their advantage. Those that excel can rise high, skipping
along social strata though guile and force, using a charming
tongue and smoking laspistols every step of the way.
Voidborn and feral world Desperados develop in
different ways, the wild frontiers and empty spaces of their
worlds and star-faring vessels a different environment for
those that would reject the controls of society. In a primitive
wilderness, a Desperado might become a bandit plying his
trade in the lonely stretches of land between civilisations.
Such a man might rise to become a rogue lord, the head
of a criminal band or similar lawless group, until drawing
the notice of an Inquisitor and turning his talents to the
protection of the Imperium. In the depths of space, this story
can unfold much the same, and Desperados might come to
dominate the limited underworlds of their home station or
vessel, or even break free to sail the void stellar marauders.
Highborn Desperados are perhaps the most indigenous
of their kind, using the full weight of their families or the
ample resources gifted to them by birth to aid them in their
illicit endeavours. A Desperado from a well-positioned
noble line might live for years uncontested on his world as
he robs his people of their wealth, only coming to grief when
his people rise up against him or he crosses someone more
powerful than himself. In these cases, noble Desperados flee
into the void to escape their crimes, sometimes turning up
within the service of the Inquisition, where few questions
are asked about their past provided they can prove their use.

SampLE DESPERADO: TIMO SAR'SE

Timo spent years serving in the Vigil on Juno, enforcing
the capital city’s many laws. It was after investigating a

murder that he discovered a cache of smuggled xenos relics
and discovered how much others would pay for them. After
making a deal that earned him more than he would have seen
in his lifetime, he abandoned his post (but not his weapons)
and quickly arranged for off-world transport to avoid the fury
of the Vigil. As a smuggler and aquisitionist, he dealt both
with the Trade Sable and the emerging Pale League in other
unusual items until he attempted to cross the wrong man. As
a somewhat reluctant Acolyte, his contacts in the shadow
markets and eye for illegal actions now serve a higher cause.

HIEROPHANT

Zealous followers of the Emperor with an unwavering devotion to
the faith; they are missionaries and priests whose sole purpose is to
spread the word of the Emperor and bring righteous death to his foes.

“To live without the Emperor is to live a false life, and thus a life no
one should be allowed to keep.”

—Pastor Davos Po, before the Culling of Hive Fedilus

he Cult of the Emperor exists throughout the
I Imperium. The glory of the master of Mankind
is found in the teachings of the Ministorum, the
ancient secrets of the Machine God, and a million more
faiths all linked to the veneration of the blessed Emperor.
Hierophants are those dedicated to the Imperial Creed, as
priests and confessors, clerics and wise men, or as orators
and demagogues spreading His word and enforcing the
tenants of the faith upon the teeming masses of humanity.
As men of the Emperor, there is an aspect of the divine
in all Hierophants, that spark of fervent conviction that
drives them against the darkness and keeps the spirit of the
Imperium alive even as it crumbles from without and within.
With fire and swift justice the Hierophant stands with ten
thousand years of faith at his back, ready to strike down any
who would oppose him and his god. He is defined above all
else by his certitude and his relationship to the Emperor;
this is his shield and his sword against the enemies of the
Imperium and where others succumb to doubt and fear the
Hierophant charges on the word of the Emperor on his lips
and an unshakable truth in his heart.

THE RoLE OF THE HIEROPHANT

Faith in the Emperor binds the Imperium together and
gives it the purpose to move forward against corruption
and the reckless aggression of xenos empires. A Hierophant
embodies this faith and brings it to his service as an Acolyte.
The Emperor is worshipped in endless aspects across the
galaxy, and a hierophant might follow any one of the many
branches of the Imperial Creed. More than mere words and
deeds, the Imperial Creed is a living breathing thing with
the power to inspire and fortify the human soul, as well as
protect it from the horrors of the universe. It is the duty of
the Hierophant to look after the souls of those around him,
to keep them pure and shield them from the corruption of
the Warp or the insidious lies of alien emissaries. They are
often the only means of thwarting the fear and insanity that
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In addition to the normal uses of fate points (see page
258), Hierophant characters can spend a fate point
to automatically succeed at a Charm, Command, or
Intimidate skill test with a number of degrees of
success equal to their Willpower bonus.

lies in wait for Acolytes among the uncaring stars. Against
foes whose very existence is unconscionable to the human
mind, only faith keeps them alive and gives them the
endurance to continue in their sacred duty to the Emperor.
To this end, a Hierophant is a beacon of light to those he
fights alongside, and his is the word of the Emperor which
exists to give all men grace in their darkest hour.

Much like the talents of a psyker or a Tech-Priest, there
are foes to which the Hierophant is ideally suited; namely
those that use the Warp as a weapon or creatures that wither
in the Emperor’s burning light. A Hierophant is a weapon
of the Emperor in this way, and anathema to all things
from the great beyond. His conviction can sear the flesh
of Daemon spawn, close rifts between the worlds, and cast
down the witch along with other equally glorious miracles.
It is also an ample shield against the fear sown by xenos
races, which prey on primordial terrors. The Hierophant
can steel a man’s soul against these threats, and replace
petty thoughts of mortality with inspiration for his duty to
the Emperor and the glory of service to Him.

In their role as guides and indoctrinators, Hierophants
often become great orators, weaving their words and speeches
into a web of influence over all around them. A skilled
Hierophant can shift the mood of a crowd with a few well-
chosen phrases, or turn their minds to murder. Years of training
in the Ministorum or other agencies of the Imperial Creed grant
the Hierophant unique insight into the minds of Mankind,
and how the will of a mob might be directed by those that
know how. Few Imperial citizens do not respond to this kind
of persuasion, especially when coming from a member of the
Adeptus Ministorum. Something deep within their souls stirs
to the sound of the Emperor’s sermon, planted there through
years of indoctrination and Ecclesiarchy teachings.

Hierophants are often invaluable when dealing with the
Ecclesiarchy, knowing the methods and means to communicate
with them or manipulate them as only once which have served
among them can. Wherever the Acolytes go they will find
the shadow of the Ministorum is never far away, its priests
and clerics woven into the fabric of the Imperium, holding it
together with the faith of the Imperial Creed. The Hierophant
can excel in these situations, a guiding hand for his peers just
as he in turn is guided by his faith in the Emperor.

TABLE 2-8: HIEROPHANT
CHARACTERISTIC COSTS

CHARACTERISTIC
Weapon Skill
Ballistic Skill
Strength
Toughness
Agility
Intelligence
Perception
Willpower
Fellowship

EXPERIENCE MODIFIER
100

150

100

50

150

100

100

50

50

TABLE 2-9: MIEROPHANT SKILL COSTS

SKILL
Acrobatics
Athletics
Charm
Command
Commerce
Deceive
Evade
Investigate
Intimidate
Linguistics
Logic
Medicae
Navigate
Observe
Pilot
Psyniscience
Remembrance
Stealth
Subterfuge
Survival

Tech-Use

EXPERIENCE MODIFIER
150
100
100
100
150
150
150
150
150
100
150
150
150
150
200
200
150
200
150
150
150
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HIEROPHANT CHARACTERS

The worship of the Emperor comes in a myriad of forms,
and each world reveres His might in a different way.
Hierophants represent this diversity across the Imperium,
from the primitive holy men of a feral world to the complex
priesthoods of a prominent shrine world. As messengers
of the word of the Emperor, a Hierophant exists to spread
his faith. Provided it is the Emperor and the Imperial
Creed that motivates his teachings, the Ministorum is
not concerned overly with the presence of local beliefs.
Thus, a Hierophant character can have his own complex
interpretation of the Imperial Creed, woven into the ancient
tenets of his world where the Emperor is represented by his
world’s sun and stars, or its saints are great sea creatures
or flaming volcanos. He also often brings the trapping of
his world’s religion with him, bearing regalia that he wore
as a member of his local sect, or conduct ritual and rites
sacred to those of his own people.

Whereas a feral world Hierophant’s belief in the
Emperor might include natural phenomena and powerful
beasts, those of a hive worlder or voidborn could translate
into the spirit of the ship or city in which he lives. So
ancient are these places that natives often attribute a soul
to the hive or voidship, revering it as a god which watches
over them, and carefully noting its many hums, creaks, and
rumblings as signs of its assent or displeasure. When the
Imperial Cult establishes itself in these worlds, these local
superstitions are absorbed into the Imperial Creed and the
hand of the Emperor is now seen at work behind the spirit
of the hive or voidship. As a result, a Hierophant from such
a place might see the divine in any city or ship he enters,
treating it as a sacred place and taking care not to anger its
spirit. Though puzzling to those that have never lived in a
hive or on a void-going vessel, there is often common sense
woven into these teachings, and they would be wise to heed
the words of a Hierophant when it comes to leaving certain
doors alone or respecting the colour of a glowing rune. All
these and more are supremely important to Hierophants as
signs of their faith, and for a Hierophant there is nothing
more important.

SampLE HIEROPHANT: EIZEIL SKYSPEAKER

When the Missionarus Galaxia landed on the feral world
of Rund, Eiziel was the first of her tribe with the courage
to approach the still smoking comet and the terrible beings
that emerged from within. In months, she left her people
to spread the word of the Sky Father across Rund, eyes
burning like the midday sun with her fiery conviction.
She now serves the Sky Father across an even wider area,
equally ecstatic to enlighten and preach, or burn and destroy
any who would threaten her new god.

MysrTic

Souls touched by the Warp and filled with its eldritch power;
psykers, Warp-seers, and shamans both cursed and blessed with
the power to manipulate the arcane energies of the immaterium
and turn them against their enemies.

“Your power is fleeting. Mine is eternal, a flame that will burn long
after my death.”

—Primaris Psyker Kalleen Ka,
beginning the Immolation of the Razored Cartel

illennia of human evolution have given
Mrise to whole generations of psykers within

the Imperium, gifted souls with a talent for
manipulating potent yet unpredictable power. Mystics
are those the Warp has touched in some way, gaining a
measure of control over its unnatural tides and a glimmer
of insight into its use. Either as Primaris Psykers, primitive
Warp-seers, or renegade sorcerers, the Mystic represents
Mankind’s connection to the Sea of Souls and the powers
and denizens which dwell within. Their cursed gifts
lead many to view all things as interconnected. Even the
slightest occurrence can be seen as signs from beyond, and
technology as an unreliable prop against the terrors unseen.
To even glimpse what exists beyond the veil is to see the
fragile nature of reality, and know of horrors no ordinary
Imperial citizen can be allowed to see. The Immaterium and
its use can offer a man salvation when he needs it most,
a weapon to use against his enemies, or a glimpse of the
future to guide his actions. However, like the ancient Terran
sea of old, it is unpredictable, untameable, and can change
in an instant. This is the peril that all Mystics must live
with, the knowledge that for all the power their gifts might
bring and the position it might grant them, eventually it will
likely destroy them. Mystics are defined by their connection
to the Warp, providing them with knowledge beyond that
which man was meant to know, and of humanity’s only true
defence against the terrible entities which hungrily wait
across this gulf in reality.

THE RoLE OF THE MysTIC

Psykers are a constant within the Imperium, used to
communicate across the Warp, fight wars, and probe the
minds of its citizens. Mystics understand the nature of these
psychic powers better than most, having powers themselves
or some other rare insight into the nature of the Warp.
Many Inquisitors are psykers themselves or employ them
as Acolytes, using their powers to shift though minds in
search of information. A Mystic understands that the galaxy
is simply not a collection of stars and planets, but rather a
skin over another realm of mental energy in which the souls
of men burn like the flames of guttering candles. Those that
understand such things can learn to see these energies, and
eventually manipulate them, until reality becomes a fluid and
changeable quantity no more of an obstacle than a dense fog.

The aid and support a Mystic can provide is often
limited only by his own strength to manipulate the
Immaterium. Unfortunately, with such power always
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Mystic characters start the game with the Psyker elite
advance (see page 68). It is recommended that
a character who wishes to be a Mystic
have a Willpower of at least 35.

comes a price, and Mystics may be as much the victim
of their own forbidden knowledge and eldritch power as
they are masters of it. In a heartbeat, a Mystic can lose
control and become an open portal between reality and the
Warp, releasing unfettered energies, rampaging Daemons,
or worse. At best, this manifests as psychic phenomena
with ghostly voices, breaking mirrors, and frost spreading
uncontrollably around them. At its most violent, it can
mean possession or wholesale destruction of everything
and everyone present. Understandably, this can make
other Acolytes nervous when dealing with Mystics, even
those that exhibit complete control and have no history of
instability. It is hard to ignore the possibility that a Mystic
might lose control and turn his powers upon his allies.

Regardless of the risks, the value of a Mystic remains,
and more than just a means of protecting against sorcery.
The Mystic is often a font of hidden knowledge. Whether
it is looking into the thoughts of others, testing their souls
for taint and corruption, or peering into the Warp for some
insight into the future, a Mystic can provide answers and
council when none are available through normal means.
Because time is a fluid concept within the Warp, a Mystic
can gain knowledge of events far in the past or things which
are yet to come. Such attempts can be perilous, as are all
such interactions with the Warp, but the risk can be worth
the reward, and many Inquisitors are not above resorting to
such methods to defeat their foes.

The price for their gifts is that Mystics are often kept
at a distance within the company of fellow Acolytes. It is
natural for men to fear what they do not understand, and
a Mystic embodies the unknown, both with his access to
forbidden knowledge as well as his ability to manipulate
reality, often in disturbing and violent ways. Few wish
to spend time around someone who can read thoughts or
disturb reality, even should he be a comrade in service
to the Emperor. Mystics often emanate an unconscious,
uncomfortable feeling in those around them. As a result, the
path of a Mystic is usually doomed to be a lonely one, kept
company only by the voices in his head and the creeping
shadow of his eventual doom.

Mystic CHARACTERS

The psyker gift is indiscriminate, and a man or woman is
often just as likely to develop psychic powers no matter
where in the Imperium they reside. Some view it as a
mutation, and thus posit that areas with higher mutation

TABLE 2-10: IITYSTIC
CHARACTERISTIC COSTS

CHARACTERISTIC EXPERIENCE MODIFIER
Weapon Skill 100

Ballistic Skill 100

Strength 100

Toughness 150

Agility 100

Intelligence 50

Perception 50

Willpower 50

Fellowship 150

TABLE 2-11: [TIYSTIC SKILL COSTS

SkiLL EXPERIENCE MODIFIER
Acrobatics 150
Athletics 200
Charm 200
Command 150
Commerce 150
Deceive 150
Evade 150
Investigate 200
Intimidate 150
Linguistics 150
Logic 100
Medicae 150
Navigate 150
Observe 100
Pilot 150
Psyniscience 100
Remembrance 100
Stealth 150
Subterfuge 150
Survival 150
Tech-Use 150
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rates also lead to greater numbers of those touched by the
Warp. In reality it strikes more according to fate or the
unfathomable whims of powers beyond the ken of Mankind.
Mystics are treated differently depending on the nature of
the society into which they are born, sometimes reviled
as abominations and hunted to the edges of civilisation or
given a place of position and influence as those honoured
with the gift of sight. They always stand apart, for even
if their society tolerates them there are few places in the
Imperium where they can find welcome. Mystic characters
are also likely to fall into two group, those sanctioned on
Terra and trained to use their gifts, and those which have
somehow remained unsanctioned and unknown, living in
secret as best they are able.

Sanctioned psykers that survive training can come from
a variety of areas, serving in the Imperial Guard alongside
its regiments, spread across the galaxy as Astropaths, or
even acting as advisors to ruling councils and governments.
Even in such positions, there are always others standing
ready to act should their powers overwhelm them. A bolt
round to the head has ended many a Mystic’s career.

Unsanctioned psykers live a much more dangerous
existence, to both themselves and those around them. They
often learn their skills from the handed-down teachings of
shamans and witches or from half-understood tomes, and
live with the constant fear of discovery and death. On a
frontier or feral world, a psyker can live for years in such a
state, hidden away from society, protecting themselves by
formulating a terrible reputation as a dark witch or wizard.
Only the strongest of these live long into adulthood, their
will powerful enough to ward off daemonic possession and
maintain their sanity. An Inquisitor may recruit such an
individual to his service for all manner of reasons, using his
absolute authority to shield his unsanctioned servant from
the rest of the Imperium.

SampLE MysTic: Eos bu AauiLa-l4

Eos lived amidst the asteroids of Port Aquila, working in
one of the many trading posts scattered around the belt. She
grew enraptured with any fires she could find on the station.
Dozens of candles dripped wax along her stall, offering
warmth when unexplained cold frosted around her. She
found staring into the flames revealed secrets to her, hints of
things yet to happen. It came as no surprise when the oddly-
dressed strangers arrived one orbit, their leader’s face now
familiar to her from countless appearances in her candles,
and took her away with them to ensure the Emperor’s fire is
never extinguished.

SAGE

Brilliant minds with a talent for numbers, logic, and cyphers;
dedicated scholars and savants brimming with knowledge and lore,
they are keepers of truths and possess an unrivalled understanding
of the galaxy.

“They thought the data-caches lost or destroyed, but I hold proof that
neither is true.”

—Pellucidan Toom, Desoleum Infomagister

uch is the unimaginable depth of information the

Imperium deals with that only Acolytes specially

trained or augmented to understand can hope to use
it with any degree of skill. Sages are talented individuals
known by many names, such as Autosavants, Lexmechanics,
and Calculus Logi. They are often members of the Adeptus
Administratum or Adeptus Mechanicus, and trusted with the
storing and cataloguing of huge amounts of data. Comprising
millions of worlds and billions of souls, the Imperium
exists in many ways only on the yellowing parchments of
a scrivener’s tally sheets, dusty dataslates piled in forgotten
shelves, and gigantic data-crypts larger than many cities.
Sages record, store, and navigate the mountains of data
the Imperium accumulates each day. He can see patterns
that others cannot, making connections to either retrieve or
uncover data considered lost or unattainable, translating it
into useful knowledge for those around him. It is a process
that takes great mental strength and skill, and often the
implanted aid of artificial cogitator arrays or logis circuits
that provide swifter reasoning and retention of facts. Sages
have the ability to access the thousands of years of sorted
Imperial data to find missing secrets, or making leaps of logic
to identify them when they remain illusive.

THE ROLE OF THE SAGE

Knowledge is power, and a Sage is a repository of much
of the Imperium’s knowledge, having spent his life sifting
through reams of data and tracing the patterns that link the
great organisations and sectors of the Imperium together.
While the Hierophant concerns himself with the teachings
of the Imperial Creed, and the Mystic looks into the beyond
for answers, the Sage knows that truth already exists, one just
needs to know where to look for it. There are few Acolytes
with minds as keen as the Sage, able to process such huge
amounts of information and weed out the gems of fact from
the torrents of lies. A Sage knows not just how to read and
comprehend endless streams of information, but where they
came from and where they lead. The result of these talents
is sometimes the ability to use logic to unlock things that
seemingly have no answers, making leaps of reason to come
to new conclusions, whether it is deciphering an alien tongue,
or determining an opposing organisation’s next move.

To a Sage, everything is a puzzle, a code to be deciphered
and defeated piece by piece. They thrive on data, and see
patterns where others only see chaos. A Sage becomes a
store of information and a font of knowledge, using his
craftiness and intelligence to guide the blunt instruments of
those more focused toward combat. Even in open conflict, he
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can find a place directing fire and identifying weaknesses in
his enemies, proving that a modicum of knowledge applied
at the right time can have devastating consequences. A
Sage’s own battlefield is in dealing with the Administratum,
planetary government, and local authorities. Where others
become lost or confounded with levels of bureaucracy, the
Sage sees though the administrative entanglements and
cuts right to the heart of things. Coupled with the absolute
power of the Inquisition, there are few things the Sage
cannot achieve within the framework of Imperial authority,
be it bringing in reinforcements, diverting supplies, or
even locking down entire cities through manipulation of
planetary agencies.

Sages tend to know a little bit about everything; even
if they have not studied the subject expansively, there is
always a good chance that they have come across it in one
of their other research endeavours. Even when presented
with a subject which the Sage knows little or nothing
about, it takes them little time to process new information
or engage in extensive research. This often makes them
exceptional strategists, their natural inclination to observe
and report often more effective than the reckless violence
most Imperial forces would advocate.

The common drawback of the Sage’s obsession with
data and information is that they can never be sated or
feel they have learned enough, always seeking out the
next piece of lore or next hidden fact to add to their great
cache of secrets. It is a drive that sees them poring over
inconsequential data and useless trivia, endlessly reading
and researching, often at the detriment of the task at hand.
The wealth of knowledge they keep within their heads can
also leave them disconnected from current concerns, mix
up past and present, or shift conversations to places and
peoples unknown to company. It is a sickness to which
there is no cure, only the steady stream of new information
keeping it in check and the constant presence of one task
after another to occupy the Sage’s busy mind.

SAGE CHARACTERS

Information is everywhere, writ across the many worlds of
the Imperium in the movements and structures of its societies
and the staggering data stores of the Adeptus Administratum.
Sage characters can draw upon this information, whether
they are members of the Administratum or another of

TABLE 2-12: SAGE CHARACTERISTIC COSTS

CHARACTERISTIC
Weapon Skill
Ballistic Skill
Strength
Toughness
Agility
Intelligence
Perception
Willpower
Fellowship

EXPERIENCE MODIFIER
150

100

150

100

50

50

50

100

100

TABLE 2-13: SAGE SKILL COSTS

SKILL
Acrobatics
Athletics
Charm
Command
Commerce
Deceive
Evade
Investigate
Intimidate
Linguistics
Logic
Medicae
Navigate
Observe
Pilot
Psyniscience
Remembrance
Stealth
Subterfuge
Survival

Tech-Use

EXPERIENCE MODIFIER
200
200
150
150
100
150
150
150
200
150
100
100
150
150
150
150
100
150
200
150
100
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the Imperium’s great organisations. Sages of the Adeptus
Mechanicus on hive and forge worlds are constantly
linked to the ebb and flow of figures that crosses their
world, gigatonnes of parchment, or even purely aetherical
information streams that exist without physical form.
Drawn into the web of data, they exist only to learn and
reach deeper and deeper into the lore of the Imperium. After
coming to the notice of an Inquisitor, the Sage can move
on to more valuable pastures of information, and should he
prove mentally strong enough can immerse himself in the
endless well of secrets over which the Inquisition resides.

Those with other origins often have different functions,
becoming chroniclers and lore keepers of their own world’s
history and secrets. A voidborn Sage might have absorbed all
there is to know about the class of vessel or type of station on
which his clan lives, and much about the movement of the
stars themselves. A feral world Sage might be a storyteller or
bard to his people, collecting centuries of tales and legends as
well as a wealth of lore about its plants, wildlife, and weather
patterns. A shrine world Sage likely served as a scholar of
the Imperial Creed and knows extensively about the saint his
world is famed for, to the point where his specific knowledge
on the subject outstrips even that of the local Ministorum
hierarchy. In all these forms, a Sage is the most learned of his
people, well-known if not necessarily well-respected for his
obsessive gifts for analysing and extracting the endless data
that defines the Imperium.

SampLE SAGE: HARLON ONNIS

Once a lowly Clerk-Ensign of the Muster, Harlon had lived
his entire life on Laran 9k, and there worked several of the
sector’s largest regimental launches. Tens of thousands of
men, tanks, and support vehicles regularly prepared for
embarkment and outfitting here, and he carefully recorded
each detail as well as engraving the regiment’s name on
the grand arch each marched through on their way to their
shuttles. His life was unchanging, until a man emerged from
the shadows of his tiny office along with the High Lord
of the Muster, demanding information none of the senior
clerks could produce. Harlon’s immediate recall, as well as
his ability to sequence and pick out the data the fierce man
demanded, soon ended his time on Laran and began a life
more exciting than he had ever desired.

SEEKER

Skilled hunters and investigators obsessed with the pursuit of their
prey; they sift through the secrets of the Imperium seeing what
others do not and using it to flush out their quarry before closing
in for the kill.

“Clearly xenos blade marks, but then ripped wider to disquise the clean
slices. Someone does not want others to know who was really here.”

—Sebastin Natto, Arbitrator

n Acolyte that treads the path of the Seeker is driven
Aby the hunt, relentless in his investigations. Where
others might choose easy violence or give up the
pursuit, the Seeker sees clues and signs as to the passage of

SEEKER
SpeciAL RULES
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In addition to the normal uses of fate points (see page 1
258), Seeker characters can spend a fate point to J
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the prey, whether it is an individual fleeing from Imperial
justice, or a secret hidden behind a web of lies. They can
obsess over the unknown, never resting until a puzzle is
solved or a chase completed. Sometimes the mystery or the
manhunt can become more important to them than the actual
eradication of a revealed heresy or capture of an escaped
psyker, and they lose interest once they arrive at a solution
or detain their prey. Seekers are natural detectives and
interrogators, ferreting out the truth wherever it might hide
among the byzantine power structures of the Imperium and
its labyrinth of cities and societies. Where others find only
dead ends and false leads, the Seeker’s perceptive senses
and keen insight discovers vital clues, deciphers plots, and
resolves mysteries. It is this attention and obsession with
detail which defines the Seeker, and whether or not he uses
it to become a hunter or investigator it continually haunts
him, pushing him on to uncover the next truth, unravel the
next lie, and catch the most elusive of prey.

THE ROLE OF THE SEEKER

For an Inquisitor to eliminate enemies of the Emperor, he
must first find them. A Seeker has a talent for the chase,
which give him an edge in these investigations. He can root
out the truth behind a secret or uncover the hidden nature
of things with skill. Seasoned hunters, they are adept at
gauging the strengths and weaknesses of their prey, learning
how they think, how they operate, and how best to run them
to ground. In all manner of environments, from the spires of
a crumbling hive city to an ancient orbital installation, there
are few places, if any, their quarry can hide. It is in the nature
of the Seeker to adapt and evolve to counter the obstacles
in his path, and in this function he makes an excellent guide
and scout, sensing the best means of crossing hazardous
terrain or finding what they seek in an alien environment.
Often the Seeker will lead his group through these darkened
places, the lives of his peers resting on his near preternatural
instincts and sense of his surroundings.

The Seeker is always aware of his surroundings. He
is often the first to find foes and foil ambushes, spotting
danger where others see only their mundane surroundings
or making an intuitive leap about the nature of his prey and
anticipating an attack. In the wild, this translates into the
role of hunter, tracker, and guide, while in the urban sprawl
of more populous Imperial worlds the Seeker becomes a
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TABLE 2-14: SEEKER
CHARACTERISTIC COSTS

CHARACTERISTIC EXPERIENCE MODIFIER
Weapon Skill 150

Ballistic Skill 100

Strength 100

Toughness 150

Agility 100

Intelligence 50

Perception 50

Willpower 100

Fellowship 50

TABLE 2-15: SEEKER SKILL COSTS

SkiLL EXPERIENCE MODIFIER
Acrobatics 150
Athletics 150
Charm 100
Command 200
Commerce 150
Deceive 150
Evade 200
Investigate 100
Intimidate 150
Linguistics 150
Logic 150
Medicae 150
Navigate 100
Observe 100
Pilot 150
Psyniscience 150
Remembrance 150
Stealth 150
Subterfuge 150
Survival 200
Tech-Use 150

detective, investigator, and questor. As the Inquisition
deals with investigating possible threats and tracking
down wanted enemies, a Seeker’s thirst for the hunt and
his knack for uncovering the truth makes him a valued part
in any Inquisitor’s work. Many an Inquisitor has grown in
influence and power due to the efforts of his Seeker.

It is this driving force that can be as much a boon as a
curse for a Seeker, and the same obsession that propels him
forward can be the same one which keeps him investigating
areas he is unprepared to face. In the darkness of the galaxy
there are uncounted horrors lurking between the stars, in
the depths of cold, desolate worlds and ancient forgotten
ruins. Many of these lonely domains are places man was
never meant to tread, hiding things which have lingered in
suspension from acons long past and vanished from memory.
Sensible citizens heed well the teachings of the Emperor
and leave such places to the past, turning their minds from
wondering what lies beyond the safety of their world. Not so
for the Seeker. Once he has taken up a trail, he follows it to its
conclusion, the dual nature of his gifts seeking out the truth
but also leading him into danger. Those that survive such
encounters can come to Inquisitorial notice, and join others
with souls strong enough to face such threats.

Once part of such groups, they can be brought to bear
against heresies, xenos infestations, and other dangers,
but their searches can drift from desired directions. No
mystery is so simple as to end with a single resolution, and
often the investigation of one heresy uncovers other threats
to Mankind. Maintaining proper focus becomes essential,
and his fellow Acolytes may have to restrain a Seeker from
moving to a new mystery before their current operation
is complete. Seekers rarely abide secrets, and as many
Acolytes have unsavoury pasts, a Seeker can cause friction
unless his natural tendencies are curbed.

SEEKER CHARACTERS

Where there are criminals, there are those tasked with
catching them and bringing them to justice. Whether a Seeker
is a hive world hab-block enforcer or the head huntsman
on a feral world, he forms a key part of Imperial society.
Highborn Seekers, though some in their social class might
frown on their activities, can work their way into positions
of power where they can best use their talents and indulge in
their obsessions. As overseers and overlords of hive levels
or even entire worlds, they can direct the enforcers under
their command to root out enemies and maintain desired
order. More baseborn Seekers on these developed planets
take a more frontline position and walk the habways
or conduct investigations moving among the people as
enforcers. In these instances and more, a Seeker who excels
at his job may gain the personal interest of an Inquisitor.
This could be by displaying a near unnatural sense about
an investigation where his peers have come up short, or
because of a powerful knowledge and understanding of the
criminal mind that no institution can teach.

Seekers on more sparsely populated areas such as feral
planets or void installations have fewer resources to call
upon, and must make do with whatever their environment
has to offer. This makes them hardy and resourceful, often
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calling on superior knowledge of hostile environments to
entrap or bring down their prey. These kinds of Seekers are
also often adept at survival, having to live for long periods
away from any comforts while hunting prey along its fringes.

Other have acted as explorers, serving in Rogue Trader
vessels or the Explorator fleets of the Adeptus Mechanicus,
often barely escaping with their lives after uncovering secrets
for which their masters were ill-prepared. Some acted as
scouts in the Imperial Guard, or witch-trackers in the Adeptus
Astra Telepathica. In all cases they act as Seekers, ceaselessly
investigating, searching, and tracking their targets and never
stopping until their prey is brought down.

SAMPLE SEEKER: FARI GE'NA TAL

In a hive where oaths are sacrosanct, the harshest penalties
in Desoleum are for those who abandon their debts and flee
their obligations or worse, attempt to alter their oath-cogs to
lessen their service time. First, the oathless must be found,
and specialist Bondhounds within the Sanctionaries like
Fari to track them down. Once assigned she was relentless,
tracking her quarry across the underhive darkness or out
into the wastelands. Her work to disrupt a major oathcog
falsification sect brought new allies who also sought its end,
in order to keep an offworld cult from infiltrating the hive.
Impressing their leader (who also paid off her oathdebt),
she left Desoleum to track even more dangerous prey.

WARRIOR

Hardened fighters and veterans skilled in all forms of combat; they
are adept at both starting and ending conflicts, as well as the brutal
application of violence to get the job done, no matter the cost.

“Enough talking. I'm getting the grenades.”

—Jacindalee San, successfully negotiating release of Lord Hallipha

he one constant of life in the 41st Millennium is

I war. Ravenous xenos and hostile powers besiege the
Imperium on all sides, and every facet of industry

is turned to supporting armed combat. Warriors are the
result of this constant conflict, either drawn from the
frontlines or worlds racked with violence. He might be an
Imperial Guardsman scarred by long years on a cursed alien
battlefield, a brutal Arbitrator tempered by the mean streets
of his home world, or a ganger eking out a living in the
foul underhive. They have become inured to the sight of
bloody wounds and the crack of lasgun fire. For a Warrior,
life is conflict, and most solutions can be found through the
direct and brutal application of force, usually at their own
hands. In every case, he is a skilled fighter with an extensive
understanding of the nature of battle. He is also a survivor,
having lived long enough to learn a thing or two about
getting out alive from even the most violent of situations.
Warriors have a talent for combat and find it their most
effective means of resolving matters; chainsword and hand
cannon are their most reliable forms of communication.
They leave a battle ragged but alive, their foes lying in
pools of blood. As few targets of Inquisitorial investigation
shy away from violent confrontation, a Warrior makes for

E If the next attack the character makes this turn =
©  scores at least one successful hit, the target gains =
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the Exposed condition. An Exposed character ;.,_1"-
cannot use the Evade action against the next attack
to target him before the end of the encounter. After
the target is attacked once (successfully

or unsuccessfully), he loses the
Exposed condition.

an invaluable Acolyte even though he can rarely guarantee
anyone’s survival but his own.

THE RoLE OF THE WARRIOR

An Inquisitor is always in need of strong-arms and soldiers
to enforce his judgements or protect his person, and any
that offers up his gun in service never wants for work.
Warriors are the hard edge of any combat encounter, using
their skill and expertise to put down their enemies in a hail
of fire. A good Warrior also understands warfare and can
direct others in battle, acting as a commander and providing
tactical leadership. When hard calls must to be made, the
kinds that cost lives, it is the Warrior who can step up and
make them. In this capacity, an Inquisitor might defer to his
Warrior when dealing with these kinds of violent situations,
trusting years of experience to deal with nuances of small
unit tactics or battlefield dominance.

Warriors are often talented pilots, gunners, and drivers,
having trained in the Imperium’s most deadly weapons and
most powerful machines. Whether it is sub-orbital craft,
hover-vehicles, or walkers, it is likely a Warrior knows
how it functions and how best to push its limits. Even those
vehicles in which he has no training he can probably find
his way around, the same sharpened reflexes and natural
assurance he uses in combat making him skilled behind
the controls of all manner of machines. Veterans from the
Imperial Guard especially might be able to operate many
heavy weapons, drive battle tanks, or fire self-propelled
artillery pieces. A hive ganger may be able to drive or
modify industrial vehicles, and usually has experience with
many small and improvised weapons as well as homemade
explosives. Fighters on feral worlds might only have access
to primitive weapons, but the principles of violence are
universal and many are utterly lethal combatants.

Having faced many a foe eye to eye, Warriors also can
make for keen judges of character and demeanour. He is
the one who can detect subterfuge through shifting gazes
or twitching trigger fingers, and determine if an enemy is
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TABLE 2-16: WARRIOR
CHARACTERISTIC COSTS

CHARACTERISTIC EXPERIENCE MODIFIER
Weapon Skill 50

Ballistic Skill 50

Strength 50

Toughness 100

Agility 100

Intelligence 150

Perception 150

Willpower 100

Fellowship 100

TABLE 2-17: WARRIOR SKILL COSTS

SkiLL EXPERIENCE MODIFIER
Acrobatics 150
Athletics 100
Charm 150
Command 150
Commerce 200
Deceive 150
Evade 100
Investigate 150
Intimidate 100
Linguistics 150
Logic 150
Medicae 150
Navigate 150
Observe 200
Pilot 150
Psyniscience 150
Remembrance 150
Stealth 150
Subterfuge 150
Survival 100
Tech-Use 200

about to back down or stand resolute. Warriors live and die
through force of arms, and can usually recognise others who
deal in violence, despite disguise or guile. This judgement
may appear superficial to others, but a Warrior lives or dies
with only seconds between decision and action. What might
appear to be snap appraisals are the result of many battles
that have kept him alive.

He is also used to death. No one comes out of the
Imperial Guard, the Adeptus Arbites, or brutal hive gangs
without seeing scores of his companions fall along the
way, and putting more than his fair share of bodies in the
ground. Unlike Assassins, killing is not some great art or
expression of devotion, nor is it something to be savoured
and enjoyed. The taking of life is rather a necessary step in
the preservation of his own, and when a Warrior sees his
enemies fall in a spray of blood the elation he feels is that
he has triumphed again to live another day.

WARRIOR CHARACTERS

Each world of the Imperium has its own unique kinds
of conflict, from personal duels and gang skirmishes in
otherwise-civilised planets to huge battles between massive
armies. A Warrior is shaped as much by the environment
in which he fights as by any personal talents or traits he
possesses. When a Warrior joins an illustrious organisation
like the Imperial Guard or the Adeptus Arbites, he brings with
him these specialised skills. These colour his fighting styles
and dictate much of his personal combat doctrine, staying
with him no matter what additional training he later receives.

Feral worlders learn to fight on brutal and primitive
worlds as savage tribesmen or nomadic marauders.
Favouring melee weapons above all others for reliability
and sometimes issues of honour, they respect physical
strength and endurance in place of cunning and guile,
coming as they do from societies where the weak are
crushed and the strong survive. Even when a Warrior gains
access to advanced technology such as powered weapons
and modern armour, he usually retains some weapon of his
home world, a blood-spattered axe or gore-stained club that
always remains his preferred method of killing.

Hive world and forge world Warriors are by contrast
masters of technology, and the former often excel at the
close-quarters fighting that life in cramped hive tunnels
can teach. Forge world Warriors are also prone to augment
their bodies; following the teachings of the Machine God
they discard weak, fleshy limbs in favour of those of steel
and gears. They may even sometimes replace an arm with
a lasgun or bolter so that they always have ready access to
their weapon.

Voidborn Warriors share an acceptance of technology
with their hive and forge world counterparts, but also learn
methods of fighting in space, becoming skilled in boarding
actions and airless engagements. The effects of low or
zero-gravity are lessened on the voidborn, such is their
natural gift from living in uncertain and artificial gravities.
Though they might seem more slight and wiry than a heavy
fighter from the blasted wastelands of a feral world, like all
Warriors they are defined through the violence they live by
and inflict on others.
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SampLE WaRRIOR: KARN WESLIN

Karn managed to survive and even thrive in one of the
horrid undercities beneath Vesuna Regis on Juno, forging
a powerful warband of mutants and scum through his
martial skills in the blood pits. His renown spread, and a
rival warlord ambushed his settlement to remove a possible
threat. Karn barely survived, and swore vengeance. In his
search, he fell upon a small warband of off-world strangers
and a deal was struck: his aid to their quest for a fabled
tech-relic, and their aid in destroying his nemesis. Both
tasks accomplished, Karn found little reason to remain, and
followed his new warband into the sun against enemies far
worse than any mere mutant.

STAGE 4: SPEND EXPERIENCE
POINTS, ACQUIRE
ADDITIONAL EQUIPMENT

“He let me keep the pistol, at least. Sometimes he would allow us items
from his private armoury: Most of the time, we found ways to get what
we needed after we landed”

-Gex Avrille, from the private memoirs Recollections of Service

character’s starting characteristics, home world,
A‘Eackground, and role define the core of who that
haracter is, but do not exemplify the unique abilities
and proficiencies of the various people who are called to
serve the Inquisition. To reflect everything a character has
and will learn across his career, each player character earns
experience points (xp) periodically throughout the game.
He can use these to increase his characteristics and skill,
purchase new talents, and gain access to character-altering
elite advances.
When a character earns experience points, they are
added to his total. He can spend them at any point the GM
allows, or he can save them to be used at a later time.

STARTING EXPERIENCE

Each player character starts with 500 experience points
to spend at character creation. This experience represents
everything the Acolyte has learned in his life before service
to his Inquisitor, on top of what is granted from his other
character creation options.

Ranks

A character’s rank is a general measure of his experience and
capabilities. It represents the progression of the character’s
abilities as he works for his Inquisitor. A character’s rank is
determined by the total amount of experience he has spent.
See Table 2—18: Ranks to determine the rank of a character.

TABLE 2-18: RANKS
Rank TotAL SpENT EXPERIENCE

1 0-999
2 1000-2499
3] 25004499
4 4500-6999
5 7000-9999
6 10,000-13,499
7/ 13,500-17,499
8 17,500-21,999
9 22,000-26,999
10 27,000+

CHARACTERISTIC ADVANCES

A characteristic advance represents a natural improvement
to a character’s body or mind. When a player purchases an
advance in a characteristic, he adds +5 to that characteristic
permanently. Characters are limited in how much they are
allowed to advance a characteristic.

Cost

The cost to purchase an advance in a characteristic is
based on the characteristic’s value and character’s role.
First, determine the experience modifier for the desired
characteristic. This is a value between 50 and 150, and
can be found in Characteristic Costs table under the
character’s role. Then, multiply the experience modifier
by the characteristic’s current bonus. The resulting value is
the cost to advance that characteristic. For example, if the
current value of the characteristic is 38, and the modifier
was 50, then the total cost would be 150 (50 x 3).

Limit

A character cannot continuously increase one characteristic,
as there is a limit to how fast a person can naturally improve.
The lifetime total number of advances purchased in each
individual characteristic cannot exceed the character’s
rank. For example, if a character starts with a value of 37 in
a characteristic, at rank 1 he can purchase 1 advance for a
characteristic of42. Then at rank 2, as he has already purchased
one advance in that characteristic, he can purchase one more
for a characteristic of 47 and a total number of advances of 2.

SKILL ADVANCES

A skill advance represents an improvement to a character’s
expertise. When a character purchases an advance in a
skill, he increases his rank in that skill by 1. A skill cannot
be advanced higher than rank 5. For more information on
skills, see Chapter I1I: Skills.
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Much like characteristic advances, the cost to purchase an
advance in a skill is based on the skill’s rank and character’s
role. First, determine the experience modifier for the desired
skill. This is a value between 100 and 200, and can be found
in the Skill Costs table under the character’s role. Then,
multiply this number by the skill’s current rank to arrive at
the cost for the skill advancement. For example, if raising
a skill from 2 to 3, and modifier is 150, the total cost would
be 300 (3 x 150).

TALENT ADVANCES

A talent advance represents a new ability the character
has learned. To purchase a talent, a character must have
access to it in the appropriate talent tree, and must meet all
of its prerequisites. To access a talent, the character must
be able to trace a line along the paths of the tree from the
top-most talent down to the desired talent without crossing
over a talent he does not possess. Characters automatically
have access to the top-most talent in every tree, and the
experience cost for each talent is listed in its entry. For more
information on purchasing talents and using talent trees, see
Chapter IV: Talents.

ELITE ADVANCES

Elite advances are specialised advances that set a character
apart significantly. Many elite advances can only be
acquired under special circumstances at character creation,
and those that can be obtained through play represent large,
fundamental changes to a character.

To obtain an elite advance, a character must have
the permission of the GM, meet all of the prerequisites,
and spend the specified amount of experience. For more
information on this, see Elite Advances on page 64.

ACQUIRE ADDITIONAL EQUIPMENT

Each character starts with certain items based on his
background, but can also select additional weapons,
equipment, and gear as part of his initial creation. This
represents other accessories the Acolyte brought with him, and
help define his favoured combat methods and idiosyncrasies.
An Acolyte can select a number of items up to his starting
Influence bonus value from the Armoury that have an overall
Availability of —10 or higher. For example, a character with
an Influence of 37 could select 3 additional items.

During regular game play, Acolytes use the normal
requisition system for acquiring additional items from the

Armoury as per page 131.

STAGE S: GIVE THE
CHARACTER LIFE

“He told us another truth right before we assaulted the Locust Palace,
so we would know what we faced if we were too late. After that, I
could never sleep soundly while travelling through the Warp again.”

—Gex Avrille, from private memoirs Recollections of Service

nce all of the raw data of a character is determined,
O it is time to flesh out his history, personality,

appearance, and everything else that makes him a
complete character instead of just a collection of numbers.

DETAILS

In Stages 1-3 of character creation, players decide what
home world, background, and role fit with their character.
These elements play into a character’s origin and life up
until this point, defining a great amount about who he is and
what kind of person he will be. Beyond the archetypes of
home worlds, backgrounds, and roles, all of these elements
have unlimited possibility for storytelling potential. Each
entry gives an example of how it can be used in the Askellon
Sector, but players should not feel constrained to just the
examples given. There are countless stars in the sector, and
players are encouraged to come up with unique stories to
explain their character’s home world, background, and role.

(GENDER, APPEARANCE, AND PERSONAL DETAILS

The wartorn worlds of the 41st Millennium are home to
an unfathomable number of different types of people.
Most Inquisitors are only interested in Acolytes who can
perform their duty better than anyone else, and care little
about their gender or appearance. A character can have any
desired gender, unless the GM or a specific home world
or background would preclude such an option otherwise.
The same goes for appearance, which should follow any
details made part of the character’s creation, but otherwise
be open to free construction.

As a player is creating the appearance of his Acolyte,
he should keep in mind the descriptions given in the
character creation options he has chosen, as those can often
give ideas as to how those from that life might appear. For
example, feral worlders are often large and muscular while
the servants of the Adeptus Mechanics are usually covered
in cybernetics and the red robes of their order. Many hive
worlders are pale, having never seen their sun. An Acolyte
from the Adeptus Astra Telepathica could be uncomfortable
in crowds, but an Outcast might welcome them as new
sources of income. These are only suggestions, however,
as there is no such thing as a typical character in DARK
HERESy. There are commonalities within home worlds,
backgrounds, and roles, and players should look to them
to guide character creation, but fashioning Acolytes with
their own unique details can be very rewarding and make
for warbands that stand apart.
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TABLE 2-19: ITIALE NAMIES
pl00 RorL PRIMITIVE Low GotHIC Hicn GortHic ARCHAIC INFORMAL
01-05 Arz Aaz Azararch Alaric Able
06-10 Barik Canto Baranoth Barbosa Bones
I1-15 Carm Darrial Castess Caradoc Cutter
16-20 Farn Enoch Davrus Draco Dakka
21-25 Garak Festus Erioch Eizen Dokk
26-30 Horst Gaius Galliach Ferris Ergs
BIESS Imk Harlon Harthos Grendal Fanz
3640 Jart Irlven Icharus Harlocke Flair
41-45 Kulem Jaspar Karpath Jenquin Garrit
46-50 Larl Killian Lothos Karlos Hons
51-55 Mok Lazarus Marius Lemant Ills
56-60 Narl Mordicai Noctine Magnus Jaq
61-65 Oort Nicodemus Octavius Naveen Lax
66-70 Pak Quinten Partheos Oscarl Meng
71-75 Ragaa Rhaban Quellus Perrin Nast
76-80 Salc Silvanto Ramalies Romulus Reddin
81-85 Tarl Titus Severan Sabanth Scab
86-90 Volc Uriah Tyruss Urial Shiv
91-95 Yarl Xerxes Ventium Wolfe Tranq
96-99 Zel Zariel Zarath Zarkov Wurm
00 Roll on Table 2-20: Female Names

NAME Types oF NAMES

Just as the appearance and nature of people can vary infinitely
across the countless worlds of the Imperium, so do names and
what they mean. On one world, a certain name might indicate
low birth or ignominy, while on another, the same might act
as a mark of extreme power and fame. When deciding on
a name for a character, players can roll randomly (or even
multiple times to create compound names, surnames, or true
names kept hidden from all) on Table 2-19: Male Names
or Table 2-20: Female Names, or they can simply choose a
name, mixing and matching options until they find something
that they feel fits their character.

Despite the unlimited variability of names from world
to world, there are a few general styles of name found
throughout the Imperium that players can use as a jumping
off point for naming their character:

Primitive: Filled with hard consonants and the
occasional guttural noise, character with primitive names
typically hail from more barbaric parts of the Imperium.

Low Gothic: Debased forms of High Gothic names,
Low Gothic names can be found amongst the many lowly
citizens of the Imperium.

High Gothic: Drawn from the ancient High Gothic
language, these names can be found amongst the shining
spires of hive cities and members of the ruling classes.

Archaic: Drawn from the ancient past, these names
are auspicious, though many are so old they have lost their
original meanings and sources.

Informal: Informal names are not unique to one type
of world or society. Instead, they reflect nicknames given to
characters, usually by peers from their background or their
fellow Acolytes.
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TABLE 2-20: FEMALE NAIIES

pl00 RorL PrIMITIVE Low GortHic
01-05 Arda Acadi
06-10 Cil Balida
11-15 Dara Cassa
16-20 Elphet Darial
21-25 Frakka Frennine
26-30 Garma Galatia
31-35 Halli Hannette
3640 Ing Jinzia
41-45 Julla Karroleen
46-50 Kelle Liri
51-55 Merra Magdala
56-60 Nimm Narcia
61-65 Nulla Pennette
6670 Paz Quineel
71-75 Russa Rhia
76-80 Sulle Sesselie
81-85 Thima Thesse
86-90 Vas Uri
91-95 Yanne Xandra
96-99 Zanna Zadori
00 Roll on Table 2—19: Male Names

Hicn Gorthic ARCHAIC INFORMAL
Araleen Aennisse Alta
Castella Bianca Blue
Elleantra Drusilla Echo
Fausta Eos Fatal
Flavia Florenza Flame
Heras Genevieve Gamma
Irissa Hannette Grace
Jucinda Jocasta Jaine
Lucindia Katarina Lho
Mycandra Lethe Mini
Novianna Miranda Nerva
Nuella Pollonia Newt
Palanza Rosalind Pris
Praenta Severine Red
Regia Tessera Steel
Scythia Tzarelle Starr
Temetria Urania Tanda
Thallia Verity Trix
Venria Wynnif Xina
Yemmise Yasta Zedda

TwisT oF DESTINY

Beyond the choices that have led a character to service in to
his Inquisitor, that character’s strange and twisted destiny
has played a large part in his life. To represent the effects of
this winding fate on the character’s life, each character must
roll 1d100 during character creation and compare the result
to Table 2-21: Divinations (see page 62), immediately
applying the listed affects.

NATURE

Once a character’s appearance has been determined, and the
details of his life worked out, the player should have a good
idea of the personality he would like the character to have.
To help in generating a personality for the character, the
player can consider the following questions:

What does the character desire? The eternal fight
never ends, but each Acolyte takes up the cause for his
own reasons. Some Acolytes want only to stay alive, or
fight to ensure their loved ones are saved. Others might
be obsessed with power and riches, or the desire to see the
sector cleansed of heresy or crime. Some might be devoted
to Mankind’s survival, caring little for individual lives so
long as the species continues. Desire could be to gain the
favour of a loved one, or even simply to relish a moment
of quiet peace with a lho stick and a bowl of fine amasec.

What does the character hate? Hatred can motivate
many an Acolyte in powerful ways, burning his passions
and keeping him fighting when all else is gone. An Acolyte
who lost his world to a xenos invasion might be consumed
with hate, and eagerly seeks out aliens to kill no matter the
species or their actual threat. Another might reserve his
wrath for those who do not worship the Emperor in the
correct manner, or for foul mutants who defy the holy form
of Man. An Acolyte’s hatred could also be within himself,
for a moment of weakness on an otherwise-forgotten
battlefield that only the Emperor witnessed.
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EFFECT

Roll once on Table 8—7: Malignancies (see page 256) with a —5 modifier

Increase this character’s Perception by 5. Roll once on Table 8—6: Mental
Traumas with a +9 modifier and apply the result.

This character gains the Cold-Hearted talent. If he already possesses this
talent, increase his Willpower characteristic by 2 instead.

Reduce this character’s Agility characteristic by 3. The first time this character
suffers a critical wound each session, roll 1d10. On a result of 8 or higher, he
does not suffer the critical wound and suffers a normal wound instead.

This character gains the Hatred (choose any one) talent. If he already
possessed this talent, increase his Strength characteristic by 2 instead.

Increase this character’s Agility or Intelligence Characteristic by 3. Reduce
his Weapon Skill or Ballistic Skill characteristic by 3.

This character gains the Quick Draw talent. If he already possesses this
talent, increase his Agility characteristic by 2 instead.

Increase this character’s Perception characteristic by 3. The first time he
would gain 1 or more Corruption each session, he gains that amount plus 1.

Reduce this character’s Intelligence characteristic by 3. The first time he
would gain 1 or more Corruption each session, he gains reduces the amount
gained by 1 (to a minimum of 0) instead.

Increase this character’s Fellowship or Strength characteristic by 3. Reduce
his Toughness or Willpower characteristic by 3.

Choose a mental trauma from a result of 10-25 or lower on Table 8-6:
Mental Traumas that has a Stacking effect other than Signature Mental
Trauma. That mental trauma becomes this character’s Signature Mental
Trauma instead of the one dictated by his home world.

Increase this character’s Toughness or Willpower characteristic by 3.
Reduce his Fellowship or Strength characteristic by 3.

TABLE 2-21: DIVINATIONS
pl00 RorL PROPHECY
01 Mutation without,
corruption within. and apply the result.
02-05 Trust in your fear.
Humans must die
06-09 so that humanity
can endure.
The pain of the bullet
10-13 is ecstasy compared
to damnation.
Be a boon to your
14-17 allies and the bane
of your enemies.
1821 The wise learn from
the deaths of others.
2995 Kill the alz?n bgfore it
can speak its lies.
26-29 Truth is subjective.
30-33 Thought begets Heresy.
Heresy begets
3438 Retribution.
A mind without
39-43 purpose wanders in
dark places.
If a job is worth
44-49 doing, it is worth
dying for.

What is the character willing to sacrifice? For many
Acolytes, death is the final sacrifice, and to think otherwise
is to turn away from the Emperor. Some might hold their
lives dearly, knowing what might await them when the
Emperor makes his judgement, and willing to sacrifice
anything or anyone to forestall that final day. Others might
care little for death, but fear the day their own honour is lost
in their pursuits. When combating the Ruinous Powers, the
loss of their very souls might be the supreme sacrifice to
avert an apocalypse.

How did the character meet his Inquisitor? The first
meeting between Acolyte and Inquisitor is a pivotal moment,
and players should work out a suitable backstory for this. The
character might have fought alongside the Inquisitor against
invading xenos, saving his life. Perhaps the Inquisitor saved
his own life, and now the character feels he owes a life-debt to
his new master. He could have successfully tracked a heretic,
capturing his target as the Inquisitor arrived. In almost all
situations, the character impresses the Inquisitor somehow
or offers an invaluable skill set, making him someone the
Inquisitor wants in his service.
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EFFECT

Choose a Malignancy from a result of 20 or lower on Table 8-7:
Malignancies (see page 256) that has a Stacking effect other than
Signature Malignancy. That malignancy becomes this character’s Signature
Malignancy instead of the one dictated by his background.

Increase this character’s Weapon Skill or Ballistic Skill characteristic by 3.
Reduce his Agility or Intelligence characteristic by 3.

Reduce this character’s Perception characteristic by 3. The first time he
would gain 1 or more Insanity each session, he reduces that amount by 1 (to

Increase this character’s Willpower characteristic by 3. The first time he
would gain 1 or more Insanity each session, he gains that amount plus 1

This character gains the Heightened Senses (choose one) talent. If he already
possesses this talent, increase his Perception characteristic by 2 instead.

Reduce this character’s Toughness characteristic by 3. The first time that
this character suffers a Wound or Critical Wound each session, he gains a
+20 bonus to the next test he makes before the end of his next turn.

This character gains the Resistance (Cold, Heat, or Fear) talent. If he already
possesses this talent, increase his Toughness characteristic by 2 instead.

The first time this character would suffer fatigue each session, he suffers
that amount of fatigue minus 1 (to a minimum of 0) instead.

This character gains the Keen Intuition talent. If he already possesses this
talent, increase his Intelligence characteristic by 2 instead.

This character gains the Evasive talent. If he already possesses this talent,
increase his Agility characteristic by 2 instead.

This character gains the Public Speaking talent. If he already possesses this
talent, increase his Fellowship characteristic by 2 instead.

When this character burns fate threshold to survive a lethal injury, roll
1d10. On a result of 10, he survives whatever grievous wound would have
killed him but does not reduce his fate threshold.

Increase this character’s fate threshold by 1.

TABLE 2-21: DIVINATIONS (CONTINUED)
pl00 RorL PrOPHECY
50_54 Dark dreams lie
upon the heart.
55-59 Vzolenc.e solves
everything.
Ao {V%ZZZZZZ;';jsaown
; i a minimum of 0) instead.
Only the insane
64-67 have strength
enough to prosper. instead.
A suspicious mind
i is a healthy mind.
7975 Suﬁ”ermg is an
unrelenting instructor.
The only true fear is
76-79 dying without your
duty done.
30-83 Only in death does
duty end.
487 Inn.ocen.ce is
an illusion.
88-91 To war is human.
There is no
% substitute for zeal.
Even one who has
96-99 nothing can still
offer his life.
100 Do not ask why you
serve. Only ask how.

What does the Inquisitor mean to the character?
Does he view him as someone he must follow without
question, or a leader whose decisions he can question?
Does he respect him as a fellow fighter or scholar, or only
as the person issuing the orders? For some, the Inquisitor
is second only to the Emperor in their eyes, and to serve
such an august personage is worth any death that may
come. Another Acolyte could view his “leader” as someone
who got the drop on him, has sufficient blackmail material

that he cannot refuse his orders, or simply has threatened
to have him killed unless he follows. He may be a clever
manipulator but certainly no better a man than any other.
How much value and meaning an Acolyte puts with his
Inquisitor can often guide a great many details concerning
how the Acolyte acts and performs his missions, or if he
might even contemplate betrayal or assassination should his
respect fall too low.
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ESTABLISHING THE
WARBAND AND INQUISITOR

: Along with character creation, players should also
' create their warband, the grouping of their Acolytes
that serves the Inquisitor. This is not strictly as
necessary as character creation, but adds greater
depth to their games and is highly encouraged.
It is possible their first adventure is the very
first time they have met each other, and this is a
newly-forged warband ready to burn their light onto
a darkened sector. They may all be new to service
; to their Inquisitor, or have worked for him in the
£ past but never with each other, and it is the first time
F they have gathered to fight heresy together. For new
4 players, especially those new to the Warhammer
40,000 setting, this is a recommended approach.
Alternatively, this warband may have fought
for some time prior to this adventure, and all know
and trust each other (or trust each other as much as
any Acolyte could trust anyone). If this is the case,
the players should decide how long they have been
together, perhaps creating a history of past deeds,
valued comrades lost in earlier missions, and other
details that can bind them together. Some of the
Acolytes might be new to the warband, and must
prove themselves to the rest, which can make for both
friction and good roleplaying.
k. The players should also establish if their
arband has a location they make home,

AR

or one where they recuperate between assignments. : '.,‘
This might be a remote settlement outside a hive
city, a familiar set of habs on a nondescript world,
or even their Inquisitor’s own void ship that also
serves as their transportation. They may have no
such luxuries, living only from mission to mission :
knowing the only rest comes with death. 4
Unless one (or more) of the players is an
Inquisitor, they should also create their Inquisitor, i
who functions as the GM’s character. It is possible the
GM already has an Inquisitor in mind, complete with
personality, methods of contact, and expectations |
for the warband. If not, such decisions can be made
as a group, or the GM can solicit details to aid in
this creation. Unless the players are all experienced
and agree to it, efforts should be made to match
the characters to their newly crafted Inquisitor to
create a smooth gaming experience. Depending on
player experience, an Inquisitor with his own unique

o

personality and quirks can greatly enliven play. He &
might be overly haughty, contacting the Acolytes = i

via dead drops and refusing any actual contact with i
his minions. He might be secretive, never offering r
reasons or explanations for his directives, or he may ?

be trusting and gregarious to the point of suspicion
as to his actual motives. He might even be forcing
them into service, holding deadly blackmail or other
threats to coerce their actions, and hoping once
they see the real threats that exist they develop true
loyalty. With work, the Inquisitor can become more
than another NPC and become a full part of the |
group dynamic. ;

1

ELITE ADVANCES

“My eyes were closed, but suddenly the Emperor blessed me with Sight.”

—Ollise Kwill, nascent psyker

haracters in DARk HERESY are not static: they
‘ change and grow over the course of their adventures,

assuming they survive, of course. In the course of
his lifetime, an Acolyte might evolve into someone his
earlier self could not possibly imagine. Some changes
radically alter a character, forever moving him onto a new
path. These might be the result of unrevealed or manifested
transformations, offering abilities no amount of training
could produce. They can also come in the form of terrible
new offices, granting him tremendous powers, but also
burdens few mortals could comprehend. These life-altering
changes are called elite advances, and characters blessed
or cursed with one are never the same again. This section
covers the rules for elite advances, including acquiring and
using elite advances.

UsIiNG ELITE ADVANCES

Elite advances represent large, defining aspects of a
character that separate him from his peers. Each elite
advance is unique, and can represent various elements of
a character’s persona. An elite advance could be an aspect
of a character that has been a part of him his entire life, an
ability that emerged due to some sort of external stimuli.
It could be a special rank bestowed due to great deeds,
or one of many other possibilities. Note that the player’s
role remains the same; a Warrior, for example, still views
violence as the best solution to problems, no matter if he
becomes a Psyker. Roles define how a character views the
galaxy around him and his position within it; elite advances
can take him along different paths, but do not change how
he walks upon it.

Not every character gains access to elite advances, and
not every character needs to. Most elite advances simply
represent a thematic difference in the characters that possess
them, and rarely give a large gameplay bonus.
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Each elite advance is comprised of three components:
narrative changes, instant advances, and unlocked advances.
When a character gains the elite advance, each of these
three components change him in different ways.

NARRATIVE

The largest component to elite advances is the effect they
have on the nature of a character. Elite advances represent
a significant difference that makes him unique from his
peers. This could be anything from being promoted to the
vaunted rank of Inquisitor, to gaining the power to channel
the twisted energies of the Warp.

Each elite advance description offers information on the
narrative component of the advance, and guidance on how
the specific advance affects characters that acquire it. In the
end, however, it is up to the player to properly integrate the
thematic components of the elite advance into his character
concept. Just as each player decides the details of the different
choices he makes during character creation, he also chooses
how his character changes as he acquires elite advances.

INsTANT CHANGES

When a character acquires an elite advance, whether
at character creation or during play, it can alter his
characteristics, skills, and talents. Each elite advance entry
outlines any instant changes that are applied to a character
who acquires the advance. These can be in the form of
positive or negative modifiers to characteristics or skills,
talents that are gained or lost, or new, unique rules that are
applied to the character. All of these changes are applied
when the advance is acquired, and are permanent.

UNLOCKED ADVANCES

In addition to immediately changing his nature, most elite
advances give that character new avenues through which
he can grow in experience. These avenues are in the form
of new advances which the character can purchase. These
advances can be anything from new talents to potent
psychic powers, and are purchased using experience points
in the same way as for regular advances.

GAINING ELITE ADVANCES

Characters can purchase elite advances by spending
experience points. However, acquiring an elite advance is
much trickier than simply purchasing a new talent or a rank
in a skill. These represent large changes and, if purchased
outside of character creation, can have a significant impact
on the flow of a campaign. Because of this, a character must
fulfil two conditions to be able to acquire an elite advance.
First, the character must meet all the prerequisites listed
in the advance’s entry, and second, the player must have
permission from the Game Master, working out the details
for how the elite advance fits in with the character and the
overall narrative of the campaign.

PREREQUISITES AND RESTRICTIONS

Each elite advance requires the character to possess a certain
natural ability or skill level before being able to acquire it.
The character must have the indicated characteristic value,
skill training, or other quality designated (or higher) in
order to be able to acquire that elite advance.

WorkING WiTH THE GM

The most important concern for a player to consider when
acquiring an elite advance is how it will affect his character
and the narrative of the campaign as a whole. Because
of the impact these advances can have on a campaign,
players must get permission from the game master before
purchasing any elite advance for their character.

Each elite advance offers guidance for players and
Game Masters on when it is appropriate for a character to
acquire the advance, as well as how to properly integrate
it into a campaign. Each advance has a varying level of
restriction outlined.

Free ELITE ADVANCES

Some character creation options grant characters
elite advances for “free.” In these cases, the character
automatically gains the elite advance without having to
spend the required experience, meet any of the prerequisites,
or gain permission from the GM.

ELITE ADVANCE DESCRIPTIONS

There are three elite advances that characters in DaRk
HEerEesY most commonly seek out but also fear: Inquisitor,
Psyker, and Untouchable. To become an Inquisitor might
be the ultimate path for an Acolyte desiring even greater
power to combat heresy, but to actually serve in the
Inquisition is to shoulder a burden no mortal should endure.
Psykers wield terrible powers, but their connection to the
Immaterium makes them forever a target of the Ruinous
Powers and suspect to even their closest allies. The soulless
Untouchables are puissant weapons against the horrors of
the Warp, but they are anathema to normal humans and
evoke indefinably unpleasant reactions wherever they go.

To take a character into these paths can bring greater
attention from the Imperium and its enemies alike, and
are sure to take their adventures into areas undreamed of
when they first started their service to the Emperor. Future
supplements will also introduce additional elite advances to
allow players to take their characters into other directions as
well, allowing for more ways to defend Mankind.
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INQUISITOR

To be an Inquisitor is to know tremendous power and
responsibilities impossible to imagine. An Inquisitor acts
not to save a world, or a sector, or even the institutions of the
Imperium; his actions are in the defence of humanity as a
whole. He can condemn a world to death lest it contaminate
surrounding regions, or raze a hive to rubble to prevent a
daemonic outbreak. He does these terrible deeds and more,
for the only thing more dreadful than such actions are the
results should he shy away from the immense burdens of his
position. Inquisitors are separate from Mankind, for they
alone possess the strength to live with the awful truths of
the 41st Millennium—that Mankind is beset on all sides by
threats that may end its existence, that the Warp harbours
soul-devouring Daemons, and that psykers may lead to
the doom of humanity. Few minds can comprehend such
horrible knowledge; even Acolytes might not be fully aware
of them, told only what their master deems necessary.
Inquisitors not only know these truths, but also act on them.
They serve none but the Emperor of Mankind, and account
for their actions to no one. Though an Inquisitor need not
be individually powerful in arms, his authority is supreme.
Each is unique and fights to defend Mankind in his own
manner, and without them humanity would surely perish.

BECOMING AN INQUISITOR

Just as each Inquisitor is unique, so are the means by which
each gains his office. Few who know of the true burden
such power carries would desire such ascension; Acolytes
might serve their Inquisitor their entire lives and never even
consider it. Many Inquisitors are drawn from the ranks of
Acolytes, for they may have at least a glimpse of what dread
responsibilities it carries. Others might come from outside,
discovered during investigations or battles and through
deeds and fortitude proved themselves worthy. There is no
standard way a new Inquisitor is named or to decide when
one is ready to become an Inquisitor. Some are created via a
master/apprentice relationship, but others might happen in
a joint decision from a group of Inquisitors, or acclamation
of peers. There could be grand ceremonies in opulent
palaces, or a simple arm-clasp before the new Inquisitor
departs. The constants are the truths they share, the power
they wield, and the burdens they carry knowing that if they
falter, Mankind is doomed.

|

INQuisiTOrR RULES

B
Experience Cost: 1,000xp

PREREQUISITES

 Influence: 75

* Emperor’s Blessing: Characters elevate to
the this rank through the decision of an existing
Inquisitor or some other suitably momentous
occasion. Only utterly exceptional individuals
who have performed mighty deeds and displayed
sufficient courage might be gifted such power and

authority, and it is not something that is offered
lightly. See Becoming an Inquisitor (page 66) for .

more information on this unique occasion.

* GM Guidance: This elite advance should
only be considered for characters not only of high
Influence but also having displayed through their

actions they are ready for the office. It not only

changes the character, but also the group dynamic
and the roleplaying experience as well. One or
more characters playing an Inquisitor can have
a range of effects on any campaign narrative, and
Game Masters should carefully consider if having
an Inquisitor player character fits with the campaign
they want to run. Complete GM guidance on

~  including Inquisitors in a campaign can be found in

Chapter XI: The Game Master.

INSTANT CHANGES

~ Gain both the Peer (Inquisitors) and Specialist
~ (Inquisitors) talents.

UNLOCKED ADVANCES

B 2 o e
Inquisitor characters gain access to a special set of

* talents in the Inquisitor talent tree. The talents in
. this tree can be purchased with experience by

Inquisitor characters in the same way as
regular talents are purchased.
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Shared Destiny

|| INQuISITOR TALENTS ||

Exchange fate points with nearby allies

Willpower 40
200 xp

Master of all Trades

Jack of all Trades

Increase all rank 2

Increase all rank 1 skills to rank 2

skills to rank 3
Intelligence 55

Intelligence 45

Complete Control

Spend a fate point to alter Subtlety

Perception 45

600 xp 400 xp 400 xp
Inspired Intuition Strength Through Conviction Shield of Contempt
Spend a fate point to gain insight Spend a fate point to avoid Insanity Spend a fate point
Intelligence 50 Willpower 50 to avoid Corruption
400 xp 400 xp Willpower 50
I 400 xp
Fated

Increase fate threshold by |

600 xp

Will of the Inquisitor

Spend a fate point to pass test

Intelligence 50, Perception 50, Willpower 55

600 xp

INQuISITOR TALENTS

The following talents are available to characters with the
Inquisitor Elite Advance, and are purchased in the same
manner as other talents (see page 97).

CoMpLETE CONTROL

The Inquisitor uses his experience in the subtle dance of
politics, manoeuvring social strata, and working contacts
established across the sector to alter the awareness others
have of a group, the better to aid in their goals.

Experience Cost: 400xp

Prerequisites: Perception 45

Effect: The character can spend one fate point to increase
or decrease his group’s subtlety value by 1d10 + Willpower
bonus at any time.

SHIELD OF CONTEMPT

Mental disciplines and rites to protect the flesh are essential
to resist the foul temptations of the Ruinous Powers. His
mind and body strengthened, the Inquisitor stands ready to
repel the taint of Chaos.

Experience Cost: 400xp

Prerequisites: Willpower 50

Effect: When the character would increase his Corruption,
he can spend one fate point to ignore the increase.

INSPIRED INTUITION

Having investigated all manners of heresies through the
long years, the Inquisitor can gain insight into what might
seem insolvable occurrences. Connections others might not
consider suddenly leap to the fore, and heresies are laid bare.
Experience Cost: 400xp

Prerequisites: Intelligence 50

Effect: The character can spend a fate point to gain insight
into his current situation. This is represented by the player
asking the GM a question about the immediate situation the
character faces, which the GM should answer as helpfully
as possible.

FATED

Knowing that failure means a horrible end for Mankind,
Inquisitors strive with unmatched zeal and refusal to despair.
They often appear greater than other mortals, defying death
and inflicting wondrous devastation on their enemies.
Experience Cost: 600xp

Prerequisites: —

Effect: When this talent is acquired, the character
immediately increases his fate threshold by one.
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Jack OF ALL TRADES

Each investigation is unique, as each heresy is a different,
foul abomination upon the soul of humanity. With each
investigation and the approach taken to eradicate it, the
Inquisitor sharpens his abilities in ways normal practice
could not accomplish.

Experience Cost: 400xp

Prerequisites: Intelligence 45

Effect: When this talent is acquired, the character
immediately increases all rank 1 skills to rank 2.

MASTER OF ALL TRADES

As the Inquisitor learns new abilities and hones his skills,
with time he can master those to which he devotes his
attention. His prowess in such areas might approach the
finest specialists, greatly aiding in his struggle against
Mankind’s enemies.

Experience Cost: 600xp

Prerequisites: Intelligence 55

Effect: When this talent is acquired, the character
immediately increases all rank 2 skills to rank 3.

SHARED DESTINY

Those who fight at the side of an Inquisitor know each
battle can be their last, but a good Inquisitor watches over
his own. With one eye on his Acolytes and another on their
enemies, he ensures his people live to fight another day.
Experience Cost: 200xp

Prerequisites: Willpower 40

Effect: The character can spend two fate points to grant
another character within 10 metres a fate point. Likewise,
any character in 10 metres can spend two fate points to grant
this character a fate point. This does not allow characters to
gain fate points in excess of their fate threshold.

STRENGTH THROUGH CONVICTION

An Inquisitor is privy to terrible truths, and has been witness
to things that would drive others to madness and beyond. His
will steeled to adamantium levels, he can ignore that which
would bring others to their knees in gibbering hysteria.
Experience Cost: 400xp

Prerequisites: Willpower 50

Effect: When the character would increase his Insanity, he
can spend one fate point to ignore the increase.

WILL OF THE INQUISITOR

Perhaps the single most defining mark of an Inquisitor is his
strength of will. Often it seems he can bend probabilities or
shrug off lethal blows through sheer concentration, without
the aid of arcane powers or ancient devices. For those who
cannot accept defeat, surely anything is possible.
Experience Cost: 600xp

Prerequisites: Intelligence 50, Perception 50, Willpower 55
Effect: Before rolling the d100 when making a test, the
character can spend one fate point to count as having rolled
a 01 on that roll.

PSYKER

Psykers are humans able to access the terrible energies of the
Warp and wield powers beyond those of other beings. Some
claim them to be the next stage in humanity’s evolution, a
terrible curse that surely dooms it to damnation, or both.
Without proper training, each might unknowingly rip apart
reality in a fountain of rapacious Daemons or burn a world
to bedrock, and they are rightly feared for the terrors they
might unleash in a fit of weakness or insanity.

The Imperium realises both the dangers and usefulness
that psykers represent, and demands each world scour its
peoples for anyone showing signs of psychic abilities to be
taken on the Black Ships of the Adeptus Astra Telepathica
to Terra for sanctioning. The testing they undergo reveals
their future. Immediate death comes for those judged too
inferior or dangerous to exist. Many become soul-fodder to
the Emperor if they have power but lack control. Countless
more are trained to offer their power to the Astronomican,
the shining light in the Warp that allows navigation across
the stars, and thousands perish each day as their souls are
drained away to power the beacon. Psykers can also serve
as Astropaths, their powers strengthened through soul-
binding to the Emperor in a process that steals their sight
forever. The most powerful and exceptional might go on
to become Primaris Psykers serving on battlefields across
the Imperium, or even join the Adeptus Astartes as mighty
Space Marine Librarians.

Some escape this net, either carefully hiding themselves
away or never actively displaying their powers. Many might
live out their lives never realising they are a psyker, feeling
only they are lucky at gambling, or able to walk through fire
and death unscathed, or cursed with foul weather no matter
where they travel. Inquisitors are keen judges of exceptional
individuals, and might seek someone out with perhaps
neither knowing psychic abilities are present, or perhaps only
the Inquisitor truly aware of someone’s hidden nature.

BECOMING A PsYkEr

Some psykers are born in clouds of eldritch energies, their
inhuman pedigree apparent to all. Others might not manifest
themselves until many years later when impossible stress
triggers their mutation. Every world in the Imperium must
scour its peoples for any sign of psychic activity as part of
their tithes, with the Adeptus Arbites stationed there keeping
careful watch for compliance, but what each world considers
a sign greatly varies. Some might test for corpus buoyancy
or resistance to flame, or list tales of odd occurrences in
their vicinity, or any one of endless indications the world
holds as certainty for psychic taint. That many die from
these tests is of little concern, for a world might burn if they
are lax in searching.
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.~ to 250 multiplied by his current psy rating value. _' :

Psyker RULES
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Experience Cost: 300xp .

PREREQUISITES
* Willpower: 40 |
* Characters with the Untouchable elite
advance cannot gain the Psyker elite advance. i
I

» Ifcharacters who do not have the Adeptus Astra
Telepathica background gain the Psyker elite advance,
they are not sanctioned, and do not gain the Sanctioned i
trait. These characters count as rogue psykers (see the =
Rogue Psykers sidebar on page 69). B
* GM Guidance: Psykers are rare, but many ';“;1
serve the Inquisition due to their useful abilities. The
GM should feel free to allow characters to take the
Psyker elite advance if they want; 1-2 Psykers per
group usually creates a good balance, although if
other Player Characters abhor psykers it can make
for tense group dynamics. It is also possible for a |
character to become a psyker and strive to keep
this hidden from his fellow Acolytes for a variety
of reasons. This can lead to interesting roleplaying,

~ and if desired a GM should work with the player to

develop this narrative.

INSTANT CHANGES

» Gain a psy rating of 1.

e Can no longer gain the Untouchable elite
advance for any reason.

* [f the character does not have the Sanctioned
trait, immediately gain 1d10+10 Corruption.

)

UNLOCKED ADVANCES

The character can now purchase psychic powers

by spending experience points; see Chapter VI:

Psychic Powers for full rules on purchasing and

using psychic powers. 4
Characters with the Psyker elite advance can ﬁ

also purchase psy rating advances to increase their %

- psy rating. When a character purchases an advance
\in his psy rating, he increases his psy rating by 1. i

Cost: To increase his psy rating by 1, the

For example, to increase a character’s psy
rating from 2 to 3 would cost 500xp.

ROGUE PSYKERs
y e

Human psykers are collected in the millions each day
. across the galaxy and brought to Terra on the dread
* Black Ships of the Adeptus Astra Telepathica, as part
of the binding tithes each world owes to the Imperium. =
Here they are tested for power levels, control, strength =
of will, and other factors to decide their fate. Once {
this sanctioning process is over, a psyker goes on to
serve the Imperium either in life or death. All psykers
¢ are viewed with suspicion at best, and outright hatred i
at worst, and even sanctioned psykers are always =
suspect. Those psykers who never underwent this =
testing and training to help ensure the safety of **
those around them are deemed rogue, fugitives from
Imperial law should they be discovered.

These psykers can represent anyone from a
heretical magus who delves far into the Warp in
search of greater power, to a fringe world shaman

- casting bones to divine the future, to a once-good
man driven to foul deeds merely to survive, to an

- Acolyte using his powers under the aegis of his

. Inquisitor’s authority. A rogue might even be an

E( Inquisitor himself who discovered his powers late in
life and never submitted to the testing of the Adeptus

Astra Telepathica. The only thing they share is that

- they were never taken aboard the Black Ships. Most

end their short days in a fiery pyre or as a Daemon’s

plaything, but some become mighty forces for

damnation or salvation.

Learning of psychic abilities is enough to drive many
mad, and without mental defences others quickly fall prey to
the Ruinous Powers. Those who survive their sanctioning and
on Terra might gain protection and stability through a variety
of means. Their training serves to strengthen their will, and
many are also fitted with limiters or undergo psycho-surgery
to help them control their abilities, lest a stray glance ignite
a room or odd smell invoke a telekinetic storm. It does not
make for an easy life, however, and no matter how or when
it came about, a newly emerged psyker has a lifetime of
constant scrutiny and horrific threats ahead of him.
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UNTOUCHABLE

Untouchables are those soulless unfortunates who cast no
shadow in the Warp, and represent an impossibly small
fraction of humanity, far smaller even than the minuscule
fraction with psychic abilities. They might subconsciously
know they are different, noticing the way others treat
them. Bereft of such an essential part of their humanity,
they might look, think, and act as normal men but few are
comfortable in their presence. Those around them often
sense a miasma of nausea or grating sound to their voices;
nothing an auspex would detect but something other humans
subconsciously feel. Untouchables are anathema to psykers
and others who call on the Warp for their powers. Those
nearby might experience debilitating pain or worse, for such
is an Untouchable’s soul-void. Many Untouchables cancel
a psyker’s powers, either nullifying or negating all psychic
abilities in a region. They are pariahs of humanity, shunned
by their fellow men and living a wretched existence.

BEcoMING AN UNTOUCHABLE

Untouchables are born with their terrible curse though
inherited genetics. Many live for years before discovering
what they really are, though often their lives are very short
given the disagreeable feelings they invoke in all around
them. A person believed to be anti-social but otherwise
unremarkable, might actually be an Untouchable living
out a miserable existence, divorced from his fellow men in
ways no one can fully explain. Some are only found through
the actions of planetary governors eager to cull anyone
displaying the slightest hint of unusual behaviour as part
of their tithes to the Black Ships. Inquisitors may discover
them and use their abilities against powers from the Warp
to repel the witch and counter the Daemon. Even though
his life is now filled with mortal peril, an Untouchable so
used might feel valued and a with a purpose greater than the
shunned existence he once lead.

UNTOUCHABLE TALENTS

The following talents are available to characters with the
Untouchable Elite Advance, and are purchased in the same
manner as other talents (see page 97).

NuLL FieLp

Untouchables of greater power present a stronger aversion
to the Immaterium, encompassing into the wider area
surrounding them. In this region psykers see their powers
fail, and despair knowing an Untouchable is nearby.
Experience Cost: 600xp

Prerequisites: Willpower 50

Effect: The effects of Psychic Null apply to all characters
within WPb metres of the character.

.k“m_v.np:r--_ —— 1——5__.-_.5&,

Experience Cost: 300xp

PREREQUISITES

* Characters with the Psyker elite advance
cannot gain the Untouchable elite advance.

* GM Guidance: Psychic Untouchables are
incredibly rare, and often live lonely and short lives
E due to the effect they have on all living beings that get
i near them. This advance could be part of character

creation, given that it is something the character is
born with, or can be something added later once
the effects of the genetic curse become impossible
to ignore. It is recommended that each play group
have only one character with the Untouchable
elite advance. Additionally, groups with both an
Untouchable and a Psyker can often cause many
problems as the Untouchable interferes with the
- Psyker’s ability. This can be a great opportunity
for interesting player interaction, but GMs should
be careful to not allow their players to create a too-
hostile play environment.

vl e L S
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INSTANT CHANGES

* Gain the Soulless talent (see page 71).
» Can no longer gain the Psyker elite advance
. for any reason.

UNLOCKED ADVANCES

~ Untouchable characters gain access to a special set

of talents in the Untouchable talent tree. The talents
. in this tree can be purchased with experience by
' Untouchable characters in the same way as
regular talents are purchased.

PsycHic NuLL

Psykers rightly fear an Untouchable, for their vaunted
powers can fade away against the spiritual void that he
reflects in the Warp. Even the mightiest arcane blasts can
dissipate away when they strike a soulless one.
Experience Cost: 400xp

Prerequisites: Willpower 40

Effect: The character gains a +20 bonus when making
opposed tests to resist psychic powers.
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" UNTOUCHABLE TALENTS "

Soulless

Become a psychic abomination

— XP

]
| |
Warp Disruption Psychic Null
Reduce psy rating of nearby psykers Gain bonus to resist psychic powers
Willpower 45 Willpower 40
400 xp 400 xp
1
Warp Bane Warp Anathema Null Field
Double range of Reduce psy rating of psykers Grant Psychic Null
Warp Disruption affected by Warp Disruption bonus to allies
Willpower 55 Willpower 55 Willpower 50
600 xp 600 xp 600 xp
SoULLESS Warp BANE

An Untouchable’s essential nature is that of the outsider.
Those around him abhor his presence, for reasons they
cannot explain. Psykers actively him avoid or even seek his
death, declaring him abomination.

Experience Cost: —

Prerequisites: —

Effect: The character has no presence in the Warp. He
radiates a sense of unnaturalness and unease that is
uncomfortable to any living being, and painful to any
psykers, that gets with WPb metres of the character.

WARP ANATHEMA

Some Untouchables darken the void so much that psykers
feel from their presence to even greater stygian depths.
Those who draw their powers from the Warp can even be
reduced to normal mortals, cut off from access to the Sea of
Souls from a being without a soul.

Experience Cost: 600xp

Prerequisites: Willpower 55

Effect: Characters affected by Warp Disruption reduce their
psy rating by 2, instead of the normal amount.

The void where the Untouchable’s soul would be is
unrelenting in its psychic haemorrhage, and increases
the anathema he projects into larger areas. Psykers can
suddenly find themselves diminished as an Untouchable
charges forward, emanating a wavefront they find terrible
to contemplate.

Experience Cost: 600xp

Prerequisites: Willpower 55

Effect: The effects of Warp Disruption apply to all
characters with a psy rating within two times WPb metres
of the character, instead of the normal amount.

Warp DisrUPTION

Often a Psyker can sense that an Untouchable is lurking
nearby simply through the lessening of his own Warp-based
powers. Feeling his psychic abilities drain away, he knows
his own death is perhaps close as well.

Experience Cost: 400xp

Prerequisites: Willpower 45

Effect: All characters with a psy rating within WPb metres
of the character reduce their psy rating by 1 while they
remain within range.
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haracters in DArRk HERESY begin the game with

a number of skills as part of their origin. Players

may select additional skills during the latter stages
of character creation when they spend experience. Over
the course of their careers, characters are certain to hone
those skills and improve upon them through selecting skill
advances with earned experience. These elements represent
the accumulation of knowledge and expertise. Skills indicate
abilities that a character has learned either through their
education or through the more practical applications that are
part of service to the Inquisition.

For some characters, the skills they posses at the
beginning of their careers are a strong indication of those they
may use throughout their lives. In other instances, an Acolyte’s
path might diverge as he explores new fields of expertise.
Characters may be effective pursuing either path, but both are
dependent upon a player identifying the most opportune ways
and times to exploit the skills that they have developed.

CHAPTER III: SkiLLs

UsING SkiLLs

“During your time here, you are fated to learn countless lessons that you
may use in the service of the God-Emperor. Heed your teachers, or you
may be forced to live outside of His light.”

—Deacon Grigor van Dohring,
Proctor of Hive Desoleum Schola Progenium

hroughout the course of a game session, the Game
Master frequently calls upon players to make skill tests

for their characters. These should be conducted in any
circumstance where success or failure might have a meaningful
impact upon the scenario. Routine tasks attempted under normal
conditions should never require a test. However, if there is a
reasonable chance of failure due to environmental conditions or
circumstance, even a routine test might be relevant.

When a character uses a skill to perform a task, he must
succeed at a skill test. The procedure follows the test rules
presented in Chapter I: Playing the Game (see page 13):
the character rolls compares the result to the characteristic
best suited to the task and if the result is equal to or less than
the skill rating, the check succeeds. Modifiers are applied to
take into account any environmental factors as well as the
character’s rank with the applicable skill.

The blood of martyrs is the seed of the Imperium.



TABLE 3-1: SKILL RANK TABLE

Rank 1 (Bap) 2 (AVERAGE) 3 (Goop) 4 (Very Goob) S (AMAZING)
Modifier -10 0 +10 +20 +30
EXAMPLE SkiLL RANksS

Tom'’s character, Tosef, is ascending a flight of stairs in an abandoned
hab. Under normal conditions, this would be a trivial matter, and not
require a test. At the moment, a group of cultists hold the top of the
stairs and are firing down on anyone who ascends. Their leader—a
rogue psyker—is maintaining a ritual that triggered a rain of blood,
which is currently lashing the staircase. The Game Master decides that
due to the slick conditions and the incoming fire, Iosef must succeed at
a +0 Athletics (4) test to maintain his footing as he ascends.

CHARACTERISTIC VALUES FOR SKILL TESTS

In DARk HERESY, each skill is a measure of a character’s
ability in several closely related areas. While learning one
aspect of a particular trade, the character invariably learns
some related information. Different skill uses are most
commonly distinguished by a character’s innate abilities, as
measured by their characteristics.

Before a character performs a test using a specific
skill, the Game Master must decide which characteristic is
appropriate for the task the character is trying to accomplish.
This decision should be based upon the conditions, and
may substantially impact the character’s chance of success.
After all, characters are seldom equally gifted in all of the
characteristics that may be associated with the skill. Each
skill entry contains guidance on which characteristic to use
when performing specific types to tasks with that skill. These
lists are not exhaustive though, and the GM is encouraged to
use the characteristic which best suits the situation.

Whenever a scene calls for a skill test, the text lists the
skill and characteristic involved. It is simply written as the
skill name with the appropriate characteristic’s abbreviation
in parenthesis after. For example, a Stealth skill test using the
Agility characteristic would be a “Stealth (A)” test.

EXAMPLE

Jeanine’s character Nadia had spent several years working with
a merchant cartel, minding their illicit thormweave stalls and
conducting trades with desert growers for bushels of fresh thornflax.
This time is represented by her aptitude in the Commerce skill.
Because Nadia has a bigher Fellowship characteristic than her
Intelligence characteristic, she is naturally more adept at Bartering
using Commerce (F) for the price of an object than Evaluating with
Commerce (I) for an object’s actual value.

Because a character’s aptitude in each skill is based upon the
ability of an associated characteristic, skill are not ranked
as with a flat percentage. Instead, each skill is ranked on a
scale from 1 to 5. Each of these ranks also has an associated
modifier that is applied to all tests made using the skill.
Some characters may also learn talents or acquire gear that
grants additional bonuses to one or more skills, often under
a specific set of conditions. Such modifiers do not alter the
skill’s actual rank for purposes of advancement, even though
they may modify it when used.

All characters have a rank value for each of their skills.
This value defaults to 1, enabling the character to test the
skill with a —10 penalty to the associated characteristic.
There is no cost associated with having the skill at this
ranking. Rather, this is considered the basic level of implicit
knowledge and intuitive understanding of the procedures
associated with using that skill. Skill values only increase
for characters who elect to increase the skill during character
creation, by spending experience, or through other means.

ADDITIONAL MODIFIERS

Skills are almost never used in complete isolation. Assistance
or hindrance from other characters can dramatically
modify the difficulty inherent in using a skill. Similarly,
environmental factors, including weather, temperature, and
the availability of necessary skills may also make the test
much easier or more challenging. To reflect this variability,
skill tests frequently include additional modifiers to their
difficulty. These modifiers are combined with the ones
provided by skill ranks to determine the number which
must be rolled under on a d100. Modifiers from difficulty,
assistance, and other sources are explained in Chapter I:
Playing the Game (see page 13).

OprPOSED SkiLL TESTS

Any time that a character uses a skill against another character,
or in competition with another character, that use should be
resolved as an opposed test. For skills that are commonly
used opposed, the skill use entries indicate which tests most
frequently are used in opposition to the skill. Game Masters
may, at their discretion, choose to use alternative resistance
skills when circumstances change the conditions for resistance.
Most commonly, a change might be made due to the way thata
skill is leveraged against the opponent. Similarly, if a resisting
character reacts to the skill use in an unusual way, they might
be able to resist its effects using an alternative characteristic.
See page 14 for more information on opposed tests.
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Rank 1 SkiLLs
Sl

~ Having a rank of 1 in a skill means that the character i
has no formal training or experience at performing =
the tasks involved with the skill. For basic skills !
such as Athletics, this simply means the character
is worse than other characters. However, for more
advances skills such as Tech-Use, this may mean
that the character has no idea where to even begin j
performing the task in question. Thus, at the GM’s *
,  discretion, characters with a rank of 1 in certain
% skills may notbe able to even attempt a skill
test due to their lack of knowledge.

TIME AND SKILL TESTS

The amount of time required for a skill test may vary
substantially based both upon the skill used and the particular
instance of its use. A Tech-Use test to unjam a weapon might
take only a few moments, though one to perform a basic
repair on a vehicle could take hours. Similarly, a Commerce
test to negotiate the price of supplies for a journey might be
resolved quickly but a complex negotiation to establish a
trade agreement between two powerful mercantile groups
could take days. For more information on time within the
context of conflict, refer to see page 195.

Each skill entry includes values to provide guidance on
the average amount of time that skill usually takes to perform.
These values are either measured in action points (in the case
of skills that can be performed during a round of structured
time), minutes, or hours. Some skills are most commonly
used in reaction to or in combination with another skill. In
these instances, the amount of time required is identical to
the skill it is used to oppose or assist. Keep in mind that these
values serve as guidelines but are not always accurate. Game
Masters must alter the time required for a skill use based
upon the overall complexity of the task involved.

TRYING AGAIN

Many tasks can be attempted repeatedly with few
consequences until a character finally succeeds. A character
using Investigate to research critical information might
be able to keep trying until he finally finds the vital clue
necessary to answer a critical question. In such a situation the
character’s only cost might be the time and effort involved.

Other tasks can have serious repercussions if failed.
A character attempting to bypass an alarm system might
trigger a response on a failed Security test, and further
attempts might have to be made while avoiding a patrol
sent to investigate the first failure.

TABLE 3-2: SKILL LIST

SkiLLS RECOMMENDED CHARACTERISTICS
Acrobatics Agility, Strength

Athletics Strength, Toughness

Charm Fellowship, Influence
Commnd | elowsh iz
Commerce Fellowship, Intelligence
Deceive Fellowship, Intelligence
Evade Agility, Weapon Skill
et 5:110(2;;}:,2), Intelligence,
Intimidate Strength, Willpower
Linguistics Fellowship, Intelligence
Logic Agility, Intelligence

Medicae Agility, Intelligence, Perception
Navigate Intelligence, Perception
Observe llz:ioev;tsi}:)ié), Intelligence,
Pilot Agility, Intelligence
Psyniscience Perception, Willpower
Remembrance i:]ti?ll;f;rge’ Frrehiion;
Stealth Agility, Perception
Subterfuge Agility, Intelligence

Survival Agility, Intelligence, Perception
feohLsg izlilllii;,clrslglllli’gence

Some tasks can only be attempted once. A character
attempting to leap a chasm could face serious damage or
even death on a failed Athletics test. If a character uses Pilot
to land a shuttle and rolls poorly, the craft might crash into
the landing bay, destroying the ship and its crew.

Each skill entry lists whether or not it can be attempted
more than once, and gives suggestions for the consequences
of failure. Game Masters must be familiar with these options,
but may wish to temper them given the particular circumstance
of the roll. A character who failed a test that normally only
has a single opportunity might have an additional chance if
there are mitigating circumstances. Similarly, a test that could
normally be repeated indefinitely might have situational
constraints that prevent further opportunities.
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SKiLL DESCRIPTIONS

“Only the insane have strength enough to prosper. Only those who
prosper may truly judge what is sane.”

—Anon

This section describes each skill. It also includes
suggestions for characteristic associations, the time
required to perform the skill test, and penalty for
failure. Each skill is formatted using the following template:

SkiLL NAME

This section gives a general overview of the skill and its
primary usage. Each skill has multiple, more specific skill use
entries, each of which are associated with specific attribute.
The usage entries offer guidance on a selection of the most
common tasks that can be performed using this skill. These
lists are comprehensive, but are not exhaustive. Additional
skill uses are likely to come up during game sessions.

SkiLL USE

Characteristic: The characteristic used with the skill for
this type of task.

Average Time: A rough suggestion of how much time this
task typically requires.

Use: Guidance for this skill use, including the types of tasks
it encompasses, as well as the requirements for performing
that task.

Opposed: If the test can be opposed, this lists what
characteristic or skill the opponent should use.
Re-attempt: Whether or not the task may be re-attempted,
and recommendations on penalties for failure.

ACROBATICS

Characters who pursue activities dependent upon grace
and agility are adept at Acrobatics. Its use requires the
coordination of the character’s entire body. Strength is
sometimes required, but the skill depends as heavily upon
leverage and careful application of force.

Often, characters develop a knack for Acrobatics as
part of their training in another field. A courier or thief
might learn these knacks as part of travel through densely
populated areas. A gladiator, a survivalist, or a dancer needs
to be able to perform acrobatic motions as part of their
daily routines. Even a Tech-Adept accustomed to working
in particularly confined quarters devotes his daily flesh-
exhortations to improving flexibility, so that he might more
effectively work within narrow ductwork.

CONTORTIONIST

Characteristic: Agility

Average Time: 4 AP

Use: A character can make an Acrobatics (A) test to free
himself from bonds, such as rope or manacles. Characters
with an honest background seldom have the motivation to
master this art. An entertainer might have learned this skill

legitimately, but it is very common with those who live in
the shadow world of criminality and espionage. A criminal,
for example, might push the flexibility of his joints to more
easily escape his bindings when caught.

The difficulty of the skill test is proportionate to the
materials used to bind the acting character. Particularly
slippery or malleable materials may be easier to escape than
materials that are either more sturdy or designed specifically
to contain a prisoner. For every two degrees of success on
the attempt, the character can reduce the AP required by 1.
If he fails the test by more degrees of failure than his Agility
bonus, the Acolyte makes a loud commotion and injures
himself in the escape attempt, suffering 1d5S wound damage.
Opposed: This test can be opposed by a Subterfuge (A) test
made by the opponent who secured the bonds.
Re-attempt: This test cannot be re-attempted. If the character
fails to get free, the bonds are simply too tight to escape.

EXAMPLE

When a heretical cult investigation goes badly, Joe's Enforcer
Logon regains consciousness in a dark room, secured by his own
wrist binders. Before he can try to find a light switch, he attempts
10 slip his bands free. The Game Master decides that the darkness
doesn’t affect the test, as the Logon’s hands are behind his back, but
the binders are quite secure. He calls for a —10 Acrobatics (4) test
10 slip his hands free. With 3 ranks of Acrobatics and Agility 31,
_Joe needs to roll equal to or under 31 for Logon to slip a hand free.

HorizontaL Jump

Characteristic: Strength

Average Time: 1 AP

Use: A character can make an Acrobatics (S) test to jump
horizontally over a gap or obstruction. If he succeeds, the
character leaps a number of metres horizontally equal to his
degrees of success. For every action spent on the same turn
to move before the jump, the character gains a +10 to his
Acrobatics (S) test.

Re-attempt: This test can be re-attempted. If the character
fails the jump, he moves a number of metres forward equal
to half his degrees of failure, and counts as having fallen
that distance. See page 204 for rules for falling.

EXAMPLE

Pursuing a suspected rogue psyker, Logon leaps from an open
hab window towards scaffolding on the nearby structure. The
buildings are each over a kilometre high, and the prevailing winds
leave a powerful updraft. The Game Master decides this is enough
1o call for a +20 Acrobatics (S) test to make the jump safely. With
3 ranks of Acrobatics and a 31 Strength characteristic, Joe needs
to roll under a 61 for his character. When be rolls 84, Joe quickly
checks Logon’s character sheet hoping to find something that might
mitigate the fall.
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VERTICAL JUMP

Characteristic: Strength

Average Time: 1 AP

Use: A character can make an Acrobatics (S) test to jump
straight up into the air. If he succeeds, he can jump vertically
a number of metres equal to half his degrees of success (not
rounded). When jumping to reach an overhead item like a
ledge or a rope, the character can reach as high as his physical
height, plus his jump height, plus one metre for average arm
length. For every action spent on the same turn to move before
the jump, the character gains a +10 to his Acrobatics (S) test.

Re-attempt: This test can be re-attempted. If the character
fails the jump, he counts as having fallen a number of
metres equal to half his degrees of failure (rounded up). See
page 204 for rules for falling.

MANOEUVRING

Characteristic: Agility

Average Time: Part of a disengage action

Use: Sometime a character needs to extricate himself from
unwanted melee combat. He might be outmatched, seeking
to attack another more worthy of his martial skills, or wish
to fire a weapon at another. In such cases, a manoeuvring
action can aid him greatly.

When taking a disengage action, a character can make

an Acrobatics (A) test to leap nimbly away from the combat.
If he succeeds, the character reduces the action points spent
to disengage by one.
Re-attempt: This test cannot be re-attempted for the same
disengage action. If the character fails, the disengage
requires the normal amount of action points. If this causes
the character to no longer have enough action points to
perform the disengage on his turn, he fails the disengage,
and the remainder of his action points are spent.

ATHLETICS

Acolytes are often dependent upon their physical abilities,
particularly when situations become violent. Athletics
measures a character’s ability to run long distances
without tiring, climb sheer surfaces, and lift heavy loads.
A thoroughly trained and prepared Acolyte might need to
perform any of these actions with little or no preparation.

Any character with military training is certain to be
familiar with these areas of expertise, as daily physical
training reinforces them. Similarly, characters that live
a lifestyle consisting of daily physical challenges would
master these abilities in order to survive.

LIFTING AND PUSHING

Characteristic: Strength

Average Time: 2 AP

Use: At any time, a character may freely lift and move
objects that are within the bounds of their physique and
Strength characteristic. However, in stressful situations, a
character can attempt an Athletics (S) test to lift or push
an exceptionally heavy object. Under this circumstance, the

skill serves as a measure of the character’s understanding of
his physique and the best ways to apply leverage.

On a success, the character can push an object that
weighs up to four times his carry limit (see page 132), or
lift an object that weighs up to twice his carry limit (this is
in addition to any weight the character is carrying as part of
his gear). While lifting or pushing, the character gains the
Slowed condition.

Re-attempt: This test can be re-attempted to lift the same
object. If the character’s degrees of failure on the test
exceed his Strength bonus, he suffers one point of fatigue.

EXAMPLE

As she explores the heretics’ abandoned temple, Jeanine’s Tech-Priest
Minix notes scratches on the floor adjacent to a large bookshelf:
Suspecting that it might conceal a hidden room, Jeanine indicates
that her character attempts to push the shelving unit aside, along
the worn marks. The Game Master calls for an Athletics (S) test, to
see if she can succeed. With her Acolyte’s 28 Strength characteristic
and 2 ranks of Athletics, she must roll under a 28 to move the shelf.

CLIMBING

Characteristic: Strength

Average Time: Part of move action

Use: A character can make an Athletics (S) test to climb
anything from a hanging rope to the outer wall of a hab-
block. Modifiers for the difficulty test are derived from any
appropriate gear, environmental conditions, and the nature
of the surface. Climbing a steep slope with a rope during
the day is far easier than climbing a sheer surface, during a
nighttime rainstorm, with bare hands.

With a success, the character moves at half his normal
speed plus a number of metres equal to half his degrees
of success. This total movement speed cannot exceed the
character’s normal movement speed. Once the Athletics
(S) test has been passed, all of the character’s subsequent
move actions spent to climb the surface during that round
automatically succeed.

Re-attempt: This test can be re-attempted. If the character
fails the test, he stays where he started and loses the time
used to attempt the climb. If the character’s degrees of
failure on the test exceed his Strength bonus, he suffers one
point of fatigue and falls. See page 204 for rules for falling.

EXAMPLE

Tech-Priest Minix needs to make her way up a coolant pipe
in order to reach a shut-off valve before the voidship’s engine
compartment can flood with water. The pipe is slick with moisture,
and water is spraying in her face. The Game-Master explains that
the adverse conditions necessitate a —20 Athletics (S) test. Jeanine
notes several pieces of gear that provide a +20 climbing bonus, to
offset the conditions modifier. She needs to roll under a 28, due to
her character’s 2 ranks of Athletics and 28 Strength characteristic.
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ENDURANCE

Characteristic: Toughness

Average Time: Part of narrative movement

Use: During narrative time, characters may attempt to
push their movement speeds beyond their normal limits, in
order to reach a destination more quickly. At other times,
environmental conditions may exhaust characters during the
course of their journey. In either circumstance, a character
can make an Athletics (T) test when moving in narrative time
(see page 244) to reduce fatigue suffered. If he succeeds,
the character reduces the total fatigue suffered from the entire
trip by an amount equal to his degrees of success.
Re-attempt: This test cannot be re-attempted for 24 hours
after the original attempt.

SWIMMING

Characteristic: Toughness

Average Time: Part of move action

Use: A character can make an Athletics (T) test to swim or
tread water. The difficulty of the test is dependent upon the
water conditions and may be modified if the character needs
to push his swim speed or has swimming gear.

If he succeeds, the character moves at half his normal

speed plus a number of metres equal to half his degrees
of success. This total movement speed cannot exceed the
character’s normal movement speed. Once the Athletics
(T) test has been passed, all of the character’s subsequent
move actions spent to swim during that scene automatically
succeed, unless conditions change.
Re-attempt: This test can be re-attempted. If the character
fails the test, he stays where he started and loses the time
used to attempt swimming. If the character’s degrees of
failure on the test exceed his Strength bonus, he suffers one
point of fatigue, sinks, and begins to drown (see page 204
for rules concerning suffocation).

EXAMPLE

After shutting off the valve, Minix needs to dive under the surface
of the water to open a drain, so that the engine room can clear of
water. The Game Master decides that because Minix is wearing
her normal gear, this requires a —10 Athletics (T) test, even
though the water is calm. She needs to roll under an 18, due to
her character’s 2 ranks of Athletics and 28 Strength characteristic.

CHARM

Charm is a measure of a character’s knack for impressing
people and swaying their reactions. The acting character’s
attitude is key in distinguishing between this and other
types of Interaction skills. Charm requires the Acolyte to
assume a non-hostile attitude and not make any explicit or
implicit threats. Instead, the character’s persuasive efforts
are dependent upon generosity and good intentions.

Such an approach may be completely foreign to some
characters, who find persuasion more appealing when

matched with force or logic. Others, particularly those
who come from luxury or who are masters of manipulation
might use this as their favoured approach to all problems.
Often, bonuses or penalties can result from a character’s
appearance and style of dress. Refer to Chapter VIII:
Narrative Tools for more information on social interaction.

Brac

Characteristic: Influence

Average Time: One minute

Use: Among some social circles, a character’s title is far
more important than his natural abilities and assets. In
other instances, a character’s experience and aptitude are
most highly regarded. Some Acolytes recognise different
measures of prestige within different social strata and learn
to exploit them.

A character can make a Charm (IF) test to win someone
over by flaunting his importance and accomplishments. On a
success, the person or people he is addressing are sufficiently
impressed; however, the character’s subtlety is lowered
by 1d5. If the test fails, the character’s subtlety is instead
lowered by 1d5 + degrees of failure. At the Game Master’s
discretion, the target’s reaction may even be hostile.
Re-attempt: A Brag test cannot be re-attempted on the
same target.

EXAMPLE

Dominique’s missionary Tarath wants to persuade a newly
chartered Rogue Trader to carry the Acolytes to combat a Xenos
enclave on a_feral world in another system. She regales the novice
captain with tales of the many nobles she has dined with, mentions
the lofty souls she knows by first name, and offers the higher status
the captain would gain through carrying her on this holy mission.
The Game Master decides that her charismatic performance
means she needs to succeed at a +30 Charm (F) test to garner his
assistance.

CAPTIVATE

Characteristic: Fellowship

Average Time: One minute

Use: Social subterfuge, rather than technological
mechanisms, is often the most effective way to bypass
security or to uncover hidden information. For some
characters, particularly those with a background in
underhive deceit or Administratum bureaucracy, this may
be their favoured approach to avoid conflict. When used
effectively, a successful action can provide the basis for an
extended mutually beneficial relationship.

A character can make a Charm (F) test to win someone
over with a smile and some clever words. If the character
succeeds, he can turn a hostile situation into a friendly one, or
ingratiate his way into secure places past suspicious guards.
Opposed: This test can be opposed by a Willpower test.
Re-attempt: This test cannot be re-attempted on the same
person. Ifthe test fails, however, a bad situation could be made
even worse and the target may turn against the characters.
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EXAMPLE

After working successfully with a local tribe to gather support
against the xenos, Tarath realises that she must learn their customs
to make certain that their beliefs are not heretical. She chooses to
take a diplomatic tactic to further earn their trust. She meets with
the tribal elders, and is lavish in her compliments and gratitude.
The Game Master calls for a +20 Charm (F) test, to determine
how cooperative they become.

COMMAND

Often, a single character is unable to adequately resolve a
crisis. At times, even a team of Acolytes are inadequate to
the challenge. Under these circumstances, characters may
need to rally a much larger group to assist. Coordinating
their allies so that everyone can work together effectively
relies upon the Command skill. It represents the ability to
effectively motivate and organise others.

Characters with military service or a noble background
may have some training in this skill. Other characters might
have learned it as a bureaucratic manager or a tribal leader. In
contrast, characters accustomed to working independently
may have little aptitude for Command.

COORDINATE

Characteristic: Intelligence

Average Time: 3 AP

Use: A character can make a Command (1) test to effectively
lead or direct others in accomplishing a cooperative task.
Not all of the characters need to use the same skills. In
fact, it is often the case that different individuals work
to complete different subtasks based upon their areas of
individual expertise.

The difficulty for a coordinate task is based upon the
overall complexity of the job at hand. Key factors include
precision of timing and the order of subtask completion.
On a success, the character can effectively coordinate a
number of characters up to his degrees of success plus his
Fellowship bonus.

Re-attempt: This test can be re-attempted.

ExAMPLE

Minix is organising a group of servitors to assist her in upgrading
a supply of autogun shells. The process is routine and the servitors
are all capable of making the desired multi-step modifications. The
largest challenge is making certain that the steps are completed at a
consistent quality level and in the correct order. The Game Master
calls for a +30 Command (I) test to organise the process, so that it
can be completed quickly. With her character’s rank 1 Command
and 33 Intelligence characteristic, Jeanine needs to roll under a 53.

INSPIRE

Characteristic: Fellowship

Average Time: 3 AP

Use: In some situations, it is not merely enough for a
character to have allies working towards their cause.
Instead, the stalwarts must give their all in order for success
to be realised. To exhort others into giving their all, an
Acolyte can make a Command (F) test to inspire through
praise and careful direction. The difficulty for this test is
generally modified by the number of allies involved and the
overall degree of challenge they face.

If he succeeds, the character can inspire a number of
allied targets up to his Fellowship bonus who are within 10
metres. Characters inspired in this way receive a +10 bonus
to the next Skill or Characteristic test they make.
Re-attempt: This test can be re-attempted.

EXAMPLE

Knowing that the bunker’s machine spirit must be brought to
Jfull power before the cultists assault it, Minix extols the virtues
of the Omnissiah as she directs a group of NPCs to repair the
Sacility. The Game Master decides that her zeal and expertise
could significantly aide the effort, and calls for a +20 Command
(F) test based upon the character’s expertise in the field. With her
character’s 28 Fellowship characteristic and 1 rank of Command,
she needs to roll under a 38 to provide a bonus.

TERRIFY

Characteristic: Strength or Willpower

Average Time: 1 AP

Use: Different leadership techniques are appropriate
for different situations and different groups. Within the
Imperium, there are often occasions where a leader can only
command his underlings through terror. A character makes
a Command (S or WP) test after any of his allies fails a fear
test, to make them more afraid of failing him than the entity
that triggered the fear test.

If the Command test succeeds, a number of allied
characters up to the acting character’s Fellowship bonus
and within 10 metres subtract the degrees of success earned
by the Command test from the degrees of failure suffered
on their fear test. The targets then determine the results of
the fear tests using the reduced degrees of failure. If the
result is zero or lower, the targets are more terrified of the
acting character than the source of their fear, and are treated
as if they passed the fear test.

Re-attempt: This test cannot be attempted again against
the same source that triggered the fear test.
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EXAMPLE

When her assistants begin to flee from a charging Ork Boss, Minix
turns her vox system to its loudest setting, ordering them to stand
Sfirm against the xenos. The Game Master calls for a Command
test. Because her character’s Willpower characteristic is higher
than her Strength characteristic, Jeanine chooses to use its value of
31 with ber 1 rank of Command. The assistants failed their fear
test by two degrees, so_Jeanine would need to roll at least an 11 to
completely counter the fear effects from the advancing greenskin.

COMMERCE

The worlds of the Imperium are highly specialised, and
woven together in a huge, interconnected web to transport
goods and services to ensure mutual survival. Few, if any,
could hope to survive on their own for more than a few
months without external support. Forge worlds need food
and raw materials from other systems, agri-worlds can
seldom produce the machinery required for their harvests,
hive worlds are often so densely overpopulated and polluted
that their only local product is the world’s population. The
Commerce skill represents the understanding of trade,
value, and exchange, which allows these worlds to continue
to exist both at a planetary and also more local level at a
habway marketplace.

Many within the Imperium’s vast bureaucracy and
even the military learn this skill. All humans must practise it
to a certain degree, as they acquire the basic necessities for
life. Ultimately, thieves and merchants are the most adept,
as they must know the value of any goods they plan to sell.

AcQuisiTion

Characteristic: Influence

Average Time: Part of a transaction

Use: Not every piece of gear is available at all times to every
prospective buyer. Even if a seller has a desirable object,
he need not sell it to every possible client—especially if
its legality is questionable. A character makes a Commerce
(IF) test to acquire a single piece of equipment and, if
successful, he finds and acquires the gear sought.

This test’s difficulty is determined by the availability

and craftsmanship of the desired piece of equipment (see
page 131) for full details). Additional degrees of success
may produce the equipment more quickly or provide a
bonus to future tests with that same merchant.
Re-attempt: This test can be immediately re-attempted to
acquire a piece of equipment with an availability equal to
or lower than the number of degrees of success achieved on
the test. If the test is failed, the character cannot re- attempt
the test for a number of days equal to the degrees of failure
suffered on the test.

EXAMPLE

Dominique wants to have her Tarath acquire a higher-quality
laspistol than the worn one she wields. The weapon normally has
+20 bonus to the test at her character’s current locale, a minor hive
featuring a strong merchant guild. However, improving the quality
adds a —10 penalty to the test. With her 1 rank of Commerce and
24 Influence, she must roll under a 24 to quickly acquire a weapon.

BarTER

Characteristic: Fellowship

Average Time: Part of a transaction

Use: Even if an item is available for purchase, its price is not
always within an Acolyte’s budget. Other times a character
wishes to obtain the highest possible profit when selling a
newly recovered item. In either case, negotiating that best
price is dependent upon the character’s ability to judge a
target’s character and effectively apply salesmanship.

A character can make a Commerce (F) test when
performing a trade (see page 131) to get a better deal. If
he succeeds, the character adds his degrees of success to
the availability of the item he is trading in. If the test is
failed, the character subtracts his degrees of failure from the
availability of the item he is trading in.

Re-attempt: A Barter test cannot be re-attempted for the
same transaction.

ExAMPLE

Dominique decides that Tarath might as well discard her current
laspistol when she replaces it. Given its condition, the Availability
qualifies as +10, which is unlikely to benefit her. However, she
chooses to make a Commerce (F) test, in the hopes of improving its
value to a merchant and offsetting her costs.

EVALUATE

Characteristic: Intelligence

Average Time: Five minutes

Use: Experienced traders must often deal in objects with
which they have no experience. To have any degree of
success, both the seller and the buyer must have some notion
of an artefact’s purpose, rarity, and condition. In many
cases, a relevant Specialist talent may assist a character
with identifying the key information about an object.

A character can make a Commerce (I) test to examine
an unknown piece of equipment to determine essential
aspects of its nature. Each degree of success gained on
the test reveals one entry in the equipment’s profile to
the character. If the character’s degrees of failure on the
test exceed his Intelligence bonus, he receives grossly
inaccurate information instead.

Re-attempt: The evaluate test cannot be re-attempted on
the same object.
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EXAMPLE

When they broke up a heretical cult, Tarath recovered an unusual
staff that she believes may have Warp-tainted properties. Because
of her Specialist talents (she has spent many years analysing
heretical relics), the Acolyte receives a +10 bonus to her Commerce
(1) test to identify the staff’s essential nature. With one rank of
Commerce and a 31 Intelligence characteristic, she must roll under
a 31 to successfully decipher its use.

DECEIVE

Acolytes often need to mislead those around them, as the
Inquisition’s cause involves secrets that could shatter the
minds of unprepared innocents. Perpetrators are seldom
cooperative, unless they believe that there might be some
reward for their service. No matter the motive or the target,
all of these untruths are spoken in the service of the Emperor.
Deceive measures a character’s aptitude for fooling
others into believing something that is not true. All who
serve the Inquisition must have some ability in this field but
some become far more specialised. Of course, a Deceive
test is only required if the acting character believes he is
lying. Relating inaccurate information that the Acolyte
believes is true uses the appropriate skill for the situation.

BraTHER

Characteristic: Fellowship

Average Time: One minute

Use: Under some circumstances, the best way to overcome
resistance is through confusion. An Acolyte might issue
a completely unreasonable command or query to an
unsuspecting target, hoping to paralyse a subject into
inaction or perhaps triggering an instinctive response
consistent with the character’s needs. Sometimes, a well-
told (if irrational) tale spoken quickly or words spoken with
authority can be enough to—at least briefly—solve a crisis
or ensure a safe passage.

To do this, a character makes a Deceive (F) test against
the target to stall for time, confusing and distracting his
target and keeping him too occupied to act.

Opposed: This test can be opposed by an Observe (I) test.
Re-attempt: This test cannot be re-attempted against the
same person.

ExAMPLE

Tarath needs to bypass a security checkpoint within a noble’s
residence. The investigation is in its early stages, and she cannot
afford undue attention. She boldly swaggers to the guards and
demands to know where the servants have left the heirloom brocades
needed to redecorate the bedchambers, as she continues to walk
down the hall past them. The Game Master calls for an opposed
+20 Blather (F) test, granting the bonus because the guards are so
taken aback by her approach.

Lie

Characteristic: Intelligence
Average Time: One minute
Use: Often, a character needs to establish a cover story to
explain their apparent crimes or to prevent a suspect from
realising the progress of an investigation. A veteran character
recognises which stories are most easily believable to
individuals of different social strata. Sometimes pretending
to take a target into confidence might guarantee cooperation.
In other situations, an aura of mystery or a believable
application of blame is more effective.

A character can make a Deceive (I) test to tell
a convincing lie or con another character into doing
something. The more degrees of success gained on the test,
the more the individual believes the lie.
Opposed: This test can be opposed by an Observe (1) test.
Re-attempt: This test can be re-attempted against the same
person. However, each subsequent Deceive test suffers a —20
penalty for every Deceive test already failed against that target.

EXAMPLE

When the team makes initial contact with a feral world’s
population, Tarath takes the lead in the negotiations. Prior to
their arrival, the Acolytes had agreed on a strategy for their first
contact, and she relates their cover story. The warband is posing as
prospectors seeking to find unusual minerals from the planet. They
assume that a guide who could show them rock formations is likely
10 also direct them towards any signs of xenos activity. The Game
Master decides that the story is feasible, and their gifts of food and
primitive weapons have earned his trust. He calls for an opposed
+30 Deceive (1) test from the acting character.

EVADE

When engaged in combat, avoiding an opponent’s assault
is often every bit as crucial as striking the critical blow.
Evade encompasses the character’s practiced knack for
diminishing the effects of any attack. Depending upon the
type of assault, this can include the ability to dodge, deflect
the blow, or steel his mental defences.

Most characters are likely to have some aptitude in the
Evade skill. For individuals with a background that involves
military training, some portion of that time certainly involved
studying the techniques necessary for combat survival.
Characters that laboured under cruel factory supervisors
might have learned to avoid or mitigate the crack of a whip.
Those who learnt to fear the ways of a witch are bound to
have some aptitude at mustering their willpower to resist
assaults that target the mind. The galaxy is filled with those
who would do harm; those who survive learn how to avoid,
or at least mitigate, attacks against their person.
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In combat situations, Evade is used as a reaction (see
page 197) to another character’s attack. Each Evade test
requires the character to expend an action point (AP). If a
character does not currently have any action points—either
because he has already exhausted them or because he has not
yet received any—the character may not make an Evade test.

Deny THE WiTcH

Characteristic: Willpower

Average Time: 1 AP

Use: A character can make an Evade (WP) test after a
successful attack test is made against him using a psychic
power, but before hit locations are determined, to nullify or
mitigate its effects upon him. This includes psychic attacks
that target the character both physically and mentally.

If the Evade test succeeds, the character subtracts the
total degrees of success gained on the Evade test from the
degrees of success gained on the attack test. The attacker
then proceeds to determine the number of hits scored by the
attack using the resulting number as his degrees of success.
If the result is zero or lower, the character successfully
evades, and the attack fails.

Re-attempt: This test cannot be re-attempted against the
same attack.

EXAMPLE

Abby’s Highborn psyker Castor has a 32 Willpower characteristic
and rank 3 Evade. A dangerous cult leader he has been hunting
draws power from the Warp and hurls a fire bolt at her character,
and hits with one degree of success. Abby spends 1 AP and makes
an Evade (WP) test, against her character’s skill of 42. Rolling a
25, she succeeds with two degrees of success. Subtracting this from
the two degrees of success on the attack, results in less than zero
degrees of success. The attack fails.

Dobce

Characteristic: Agility
Average Time: 1 AP
Use: A character can make an Evade (A) test after a
successful attack test is made against him using a ranged
weapon, but before hit locations are determined, to dodge
the blow or roll with it, lessening its effects on him. A single
Evade test is made against an attack test, even if that attack
has the potential to inflict multiple hits against the character.
If the Evade test succeeds, the character subtracts the
total degrees of success gained on the Evade test from the
degrees of success gained on the attack test. The attacker
then proceeds to determine the number of hits scored by the
attack using the resulting number as his degrees of success.
If the result is zero or lower, the character successfully
evades, and the attack fails.
Re-attempt: This test cannot be re-attempted against the
same attack.

EXAMPLE

Later, a cultist working with the enemy psyker fires his autogun
at Castor. With a great roll and several situational bonuses, the
foul heretic manages to score five degrees of success. Castor has
a 27 Agility characteristic and rank 3 Evade. Abby spends 1AP
and makes an Evade (A) test, against her character’s 37 skill. She
rolls a 15, scoring three degrees of success. The autogun attack is
therefore reduced to two degrees of success, and the Game Master
determines hit locations and damage.

PArry

Characteristic: Weapon Skill

Average Time: 1 AP

Use: A character can make an Evade (WS) test after a
successful attack test is made against him using a melee
weapon, but before hit locations are determined, to deflect
the blow, and lessen its effects on him. A character may only
attempt this if he is wielding a weapon or carrying a shield
that is capable of deflecting the attack. Unless the character
has an appropriate ability or the weapon description
indicates otherwise, ranged weapons or bare hands cannot
be used to parry.

If the Evade test succeeds, the character subtracts the
total degrees of success gained on the Evade test from the
degrees of success gained on the attack test. The attacker
then proceeds to determine the number of hits scored by the
attack using the resulting number as his degrees of success.
If the result is zero or lower, the character successfully
evades, and the attack fails.

Re-attempt: This test cannot be re-attempted against the
same attack.

EXAMPLE

Castor is prepared for melee when a grox, crazed from the gunfire,
breaks out of its nearby pen and charges. After the Game Master
tests for the creature’s attack, the beast hits with two degrees of
success. Using her character’s 29 Weapon Skill characteristic and
3 Ranks of Evade, she makes an Evade (WS) test against a skill
of 39. Rolling a 30, she succeeds with one degree of success. The
grox still hits, but it is reduced from two to one degree of success.

INVESTIGATE

An Inquisitor is driven to identify those who act against
humanity and the will of the God-Emperor. Most often,
heresies are committed in secret, far from the prying eyes
of the faithful. Identifying the perpetrators often requires
the Acolytes to examine evidence, analyse patterns, and
question witnesses as well as suspects. Investigate measures
a character’s aptitude for completing these tasks, whether
it be among the crowds of a bustling hive or the rigorous
analysis of a crime scene.
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Investigate is important to successfully solving a
mystery, but not all characters are necessarily accomplished
in the field. Mastering this field requires a strong sense
of curiosity, which can be very dangerous within the
Imperium. Even among those charged with solving crimes,
some prefer to follow a more expedient path. Often, this
is accomplished by simply granting the Emperor’s mercy
to everyone involved in the crime. Such a solution also
benefits the investigator by minimising exposure to heresy.

INoURY

Characteristic: Fellowship

Average Time: One hour

Use: A character can make an Investigate (F) test to gain
information from a group of people by asking questions,
stimulating conversations, or simply eavesdropping. The test
assumes the character does not know the targets and may be
operating within unfamiliar territory. Some characters may
take a direct approach, after providing proof of their authority.
Others might prefer a more subtle approach, assuming the role
of someone who better fits into the environment.

The difficulty for the test is based upon the subject’s
attitude towards the character as well as the approach used. The
Deceive and Subterfuge skills may assist a character’s Inquiry
efforts, if he first attempts to establish himself as a peer of the
targets. Of course, if the targets lack the desired information,
no amount of success can provide the answers sought. If the
group knows the relevant facts, one or two degrees of success
reveals general information, while three or more degrees of
success can uncover far more secretive knowledge.
Re-attempt: This test cannot be re-attempted with the
same group to ascertain the same information unless the
game master decides the time spent on the first attempt was
insufficient to speak to everyone.

EXAMPLE

After  several labourers go missing from a flak armour
manufactorum, Joe’s Enforcer Logon poses ds a worker, and begins
asking others who labour at the manufactorum about the missing
people. Everyone has been forbidden to talk about the incidents,
but rumours and gossip are their primary distraction from the
tedious labour. The Game Master decides that acquiring basic
information calls for a +30 Investigate (F) test. With Logon’s 2
ranks of Investigate and a 29 Fellowship characteristic, Joe must
roll under a 59 to learn the popular rumours.

Stupy

Characteristic: Intelligence

Average Time: Three hours or more

Use: A character can make an Investigate (I) test to sift
through large amounts of information in search of relevant
details. This information might be in the vaults of an
Administratum info-tomb, the data stacks of an Adeptus
Mechanicus cogitator, or some more bizarre or arcane
form of information storage. Often, this involves research

into subject matters where the acting character has little
background knowledge.

If the character has Specialist talents for the associated
fields, then a Remembrance test can assist in the research.
Alternatively, the character might consult with someone
who has knowledge of the materials. Otherwise, the
character might be unable to identify the relevant anomalies
in the available data.

The storage material and the minutiae of the information

sought determine the difficulty. Based on the available
information in the specific resource, one or two degrees of
success can reveal general information, while three or more
degrees of success can reveal hidden data.
Re-attempt: This test can be re-attempted on the same
resource until the Game Master decides the character has
accessed all available information, but each subsequent test
takes twice the time of the previous one.

EXAMPLE

Logon decides to review old case files, hoping that there might
be historical evidence of a similar series of crimes. The local
precinct’s records are poorly organised, but readily accessible. He
seeks a specific pattern of criminal activity concerning ancient
relics and Ministorum reliquaries. The Game Master considers
the information, and decides that sorting through the materials
requires at least eight hours and a —10 Investigate (1) test. Then,
he assigns a +20 bonus because of the character’s familiarity with
the specific crimes. With 1 rank of Logic and a 24 Intelligence, Joe
needs to roll under a 24 for his character to succeed.

INTIMIDATE

The Imperium of Man is constantly at war. Seditious fools
across its reach and xenos races from outside its boundaries
all work to bring about the downfall of all humanity. It is not
enough to stop those who have already taken action; it is also
vital to prevent others from following these fools or dabbling
in matters far beyond their understanding. Fear often serves
as the preferred tool for preventing insurrection and heresy.

The Intimidate skill is a measure of a character’s knack
for instilling fear. He may use this ability to make someone
perform an action against his will, or extract information
from an unwilling subject. It is distinguished from the
Command skill largely by the authority that the acting
character presents. Refer to page 240 for more information
on social interaction.

COERCE

Characteristic: Willpower

Average Time: One minute for use in conversations.
Roughly three hours for use in long interrogations.

Use: When a character needs high-pressure negotiation
tactics against an opponent, he makes an Intimidate (WP)
test. More diplomatic techniques may involve subtle threats
and mind games. When time becomes more of an issue,
or if a target is not receptive to subtlety, then harsher and
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more direct threats may be in order. Environmental cues,
including the sounds of victims being tortured nearby,
darkened rooms, blunt implements, or the odour of freshly
spilled blood may all help to unsettle a target, making him
more susceptible to the acting character’s schemes.

The target’s attitude towards the acting character can
modify the test difficulty. Recent events and the number
of individuals present on each side during the test are also
relevant factors. The more degrees of success gained on the
test, the more control the character has over his target.
Opposed: This test is opposed by a Willpower test.
Re-attempt: This test can be re-attempted on the same
resource until the GM decides the character has accessed all
available information, but each subsequent test takes twice
the time of the previous one.

ExXAMPLE

After isolating a dockworker who knows his suspect, Logon decides
to begin a thorough interrogation. He cuffs the subject to a chair
in a cold and dank room. He burns a glow-globe at its highest
setting, arranges it to hover directly in the worker’s eyes, and then
takes a seat across from him. Logon’s bolter is plainly visible on
his side as he begins asking the subject about the activities of his
acquaintance. The Game Master decides that the circumstances
leave the very confused suspect thoroughly unnerved. He calls for
an opposed +40 Intimidate (WP) test. With his character’s 3
ranks of Intimidate and a 27 Willpower characteristic, Joe needs
to roll under a 77 for his first degree of success.

THREATEN

Characteristic: Strength

Average Time: One minute for use in conversations.
Roughly three hours for use in long interrogations.

Use: When words alone are insufficient, a clear show of
force may be necessary. This skill comes into play when the
opponent is clearly incapable of resisting any sort of attack.
If the target is willing and capable of physically resisting
assault, then this may rapidly shift into a combat situation—
or that may be more appropriate from the outset. A threaten
attempt is often used against a bound target, or one who is
already somewhat submissive.

The situation and the relevant show of force are key
factors in determining the difficulty. The Game Master
should consider whether the acting character has gear that
is superior to the target’s. Further, if the target has already
suffered an ignominious defeat to the acting character’s
allies, he may already be more susceptible to threats.
Demonstrating the efficacy of a particularly weapon may
be particularly appropriate.

After the scene has been thoroughly described, a
character makes an Intimidate (S) test to frighten individuals
with the threats or implication of violence. The more
degrees of success gained on the test, the more frightened
and cooperative the target becomes.

Opposed: This test can be opposed by a Willpower test.
Re-attempt: This test cannot be re-attempted against the
same person.

EXAMPLE

As Logon hurries through Desoleum’s lawless levels, he finds an
intersection blocked by a mob of drunken labourers. He is hesitant
10 kill them all, but has little time to spare. He rushes towards the
blockade and fires his three rounds from his pistol just above their
heads as he yells, “Give way in the name of the Emperor!” The
Game Master decides that the protesters were ill prepared for any
such a demonstration and calls for an opposed +30 Intimidate (S)
test. With his character’s 3 ranks of Intimidate and a 31 Strength
characteristic, Joe knows he has a distinct advantage.

LINGUISTICS

Linguistics represents the ability to speak, read, and write
specific languages, codes, and ciphers. Talents determine
the languages a specific character knows, such as the Low
Gothic of the underclasses, a feral world’s regional dialect,
or even a xenos tongue. When attempting to communicate
using a language the character knows, a Linguistics test
is only required for a particularly difficult task such as
translating an ancient version of the language or attempting
to understand a garbled vox-intercept. Unknown languages,
however, always require a Linguistics test to understand on
even a basic level.

There are an enormous number of different languages
humanity uses throughout the Imperium. These are only
a small fraction compared to the array of different xenos
tongues. Under some circumstances, a character may need
to speak with a human from a newly discovered world,
forgotten to the Imperium for millennia. In other instances,
a researcher may need to comprehend the writings of an
ancient prophet from a distant world, or a xenos prophecy
that predates the Great Crusade. Communicating with those
whose language is foreign depends upon a character’s
knowledge and aptitude in the Linguistics skill.

Two key factors play into determining the difficulty
for a Linguistics test. The first is the complexity of the
message; simple greetings or warnings are far easier to
interpret than more complex philosophical or religious
ideas. Such communications may not necessitate a test,
even if the message is delivered in an entirely foreign
tongue. The second difficulty factor is a measure of how
foreign the language is to any the character knows. If the
communication arrives in a pidgin or archaic dialect of
the character’s native tongue, then translation might be
challenging, but feasible. Conversely, if the message is
in a language that was developed in an entirely different
part of the galaxy by a xenos race, deciphering it without
additional context might be impossible.
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COMMUNICATE

Characteristic: Fellowship

Average Time: Free action

Use: A character can make a Linguistics (F) test to convey
or comprehend a message that involves the use of an
unknown language using subtext or a limited vocabulary.
Alternatively, the character can use non-verbal signals to
communicate silently with someone with whom they share
a spoken or written language, but are only able to use
gestures. This skill use becomes vital any time characters
that might not share a common language need to pass
concepts or ideas between one another.

The more degrees of success gained on the test, the

better the characters on both sides are able to comprehend
the message. A single degree of success is adequate for
communicating a straightforward concept; if additional
subtleties are required, or if the message is particularly
complex, additional tests might be necessary.
Re-attempt: Characters cannot re-attempt to communicate
the same message to the same group in the same way. If
the character fails the test by more degrees of failure than
his Fellowship bonus, the message not only fails, but is
also misunderstood.

EXAMPLE

Logon is currently investigating a death cult he believes may be
active among the deepest levels of Hive Desoleum. As he explores
the lowest sections, he meets several gang members, who speak a
broken dialect of Low Gothic he has never heard before, possibly
the result of generations spent isolated from the rest of the hive.
In order to successfully question them—and to understand their
answers—he must succeed at a Linguistics (F) test. As the language
is similar to Low Gothic, which Logon speaks, the Game Master
decides the test is Challenging (0). Logon has rank 2 Linguistics
and 29 Fellowship. He rolls a 35, which exceeds his difficulty of
29. To his dismay, Logon cannot understand the gang members.

TRANSLATE

Characteristic: Intelligence

Average Time: One hour

Use: A character can make a Linguistics (I) test to decipher
a code or archaic text in a known language, or pull small
details from a text in an unknown tongue. Fully deciphering
text in an unknown language requires a substantially
lengthier amount of time, based at least partly on its length
and complexity. If the character has access to a lexicon
for the language, this should grant a situational bonus.
Some texts, particularly ones heavily laden with cultural
references or colloquialisms benefit much less from the aid
of a formal lexicon.

The more degrees of success gained on the test, the more
information is gained from the text. If the text is laden with
contextual clues, obscure references, or unusual notions it
may require additional degrees of success to fully unravel
this information. Texts written in poetic verse, laced with
symbolism, or in the hand of a madman are all more difficult
to translate than a more straightforward presentation.
Re-attempt: This test cannot be re-attempted on the same
resource, unless the character has acquired further expertise
in the language. If the character fails the test by more degrees
of failure than his Intelligence bonus, the translation not
only fails, but is mistranslated.

EXAMPLE

When Logon uncovers a bloodstained scroll at a murder site, Joe
decides to have his character attempt to read it, before providing
the evidence to the rest of his team. The Game Master explains
that the work is written in a stylised form of High Gothic more
commonly seen in the Apex—which Logon does not know. He
decides that deciphering the work requires a —10 Linguistics (I)
test. With rank 2 Logistics and a 24 Intelligence characteristic,
Joe must roll under a 14 to achieve a basic understanding of the
scroll’s contents.

Locic

The Logic skill represents the ability to think logically, solve
puzzles, and dissect information rationally and quickly. It
may be applied to analyse complex statistics, architectural
anomalies, or even achieve some degree of understanding with
regards to complex technologies. This skill encompasses the
character’s basic functional understanding of mathematics,
physics, and engineering. Note that this does not include
an understanding of complex theories or the terminology
involved—that would fall under Remembrance.

All characters have some inherent ability to exercise
Logic, through the observation of cause and effect and
inferences regarding likely outcomes. In many instances, a
character’s ability to comprehend logical phenomena might
be impeded by his belief systems, including his faith in the
Imperial Creed. Characters who frequently need to identify
or resolve complex situations may hone this skill through
frequent use.

The variables involved in any problem determine
the inherent difficulty of a Logic test. If a character is
provided with all of the necessary background information,
a reasonably adept character should be able to successfully
solve the problem. If there are too many unknown factors,
the problem might only be solved after uncovering
additional clues, or through prodigious luck.
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Drpucrion

Characteristic: Intelligence

Average Time: Five minutes

Use: A character can attempt a Logic (I) test to sift a
specific clue out of a large amount of seemingly unrelated
information. This might be recognising an out-of-place
detail in a trashed hab-block, or spotting the one forged
entry in an Administratum record of thousands of shipments.
Alternatively, the character might be able to identify a
pattern in a series of seemingly unrelated incidents. This
could be related to ancillary data, or might represent a
particularly subtle clue that is well hidden.

If a player misunderstands a situation and pursues
a particularly dangerous solution to an issue, the Game
Master can choose to have the character to make a Logic
(I) test to offer an alternative course of action. This option
should be used sparingly; this approach is most appropriate
if the GM feels the character might have understanding of
the situation that the actual player lacks.

Difficulty for a Deduction test is based upon the amount
of available information to decipher and the relative rarity of
the key data. If the characters have taken the time to assemble
supplementary data—such as maps, historical documents, or
legends—this may alter the difficulty. Characters that have a
relevant Specialist talent may be able to apply that bonus to a
test, even if the character is not aware of its importance.
Re-attempt: A Deduction test cannot be re-attempted on
the same information.

ExAMPLE

After Logon finishes recording recent murder locations on a map of
Hive Desoleum, the Game Master tells_Joe to make a +20 Logic
(1) test for the character. With a 24 Intelligence characteristic and
2 ranks of Logic, Joe needs to roll under a 44. When he rolls 30,
the Game Master reveals that the locations of the killings form a
spiral pattern, suggesting the next likely site.

GAMBLING

Characteristic: Perception
Average Time: One minute
Use: A character can make a Logic (P) test when participating
in games of chance to improve their odds beyond simple,
blind luck. The more degrees of success gained on the test,
the higher the character’s chance of winning becomes, as
determined by the Game Master based on the specific game
of chance. This assumes that the character is playing by
the rules and not cheating; if the character is cheating, he
should instead be required to make a Deceive (F) test.
Different games of chance may depend upon the
support of other skills. If the game is one where the odds are
purely mathematical, then no other skills need be involved,
and the test is never opposed. Games that involve direct
competition with other gamblers may be influenced by the

character’s ability to read his opponent’s intentions and
falsely portray his own. These are most commonly affected
by Deceive and Scrutiny.

Opposed: This test can be opposed by a Logic (P) test.
Re-attempt: A Gambling test can re-attempted for each
round of gambling.

EXAMPLE

Logon engages in a quick game of fingerbones with a potential
informant, a somewhat illegal activity in this particular level. He
hopes that participation in some illicit, high-stakes dice-rolling
might set the scum at ease, so that he could later interrogate him
more directly. Reluctantly, Joe decides to have Logon play by the
rules and ante up for the game. The Game Master decides that the
odds significantly favour the informant, so he calls for a—10 Logic
(P) test. With 1 rank of Logic and a 33 Perception characteristic,
Joe must roll under a 13 for Logon to come out abead.

MEDICAE

Medicae represents the ability to set broken bones, heal
wounds, or even perform complicated surgeries such
as attaching cybernetics. The techniques involved in
treatment may vary substantially based upon the character’s
background. A character that learned basic survival skills
on a death world might know substantially different
treatment methods than one who dwelt within an Imperial
hive. Varied backgrounds often lead to changes in the
expected outcomes for medical conditions and treatments.
A nutritional disease that is considered untreatable on a hive
world might have a routinely available herbal solution on
an agri-world, for example.

All characters who face frequent physical trauma achieve
some degree of competence in Medicae. This may simply
be enough to bind their own wounds, so that they do not
leave an easily followed trail of blood. Those who specialise
in this field may be viewed as saviours by their patients.
Alternatively, some may see the healers as blasphemers who
have dabbled in treatments that might only be the province
of the God-Emperor or the Omnissiah. Superstition can
play a major part in the use of Medicae. In some instances,
such beliefs may conceal the presence of a psyker or the
unexpected pharmaceutical value of a native treatment.

DIAGNOSE

Characteristic: Perception

Average Time: 3 AP

Use: A character can make a Medicae (P) test to diagnose a
disease or other ailment affecting an individual or group. If
he succeeds, the character knows the name of the ailment,
as well as basic treatments, if they exist. If the disease is
untreatable, the character can make a prognosis on the
patient’s life expectancy and becomes familiar with the
syndrome’s natural progression.
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The difficulty for a Diagnose test is proportionate to
the character’s familiarity with the particular illness, as well
as the tools at hand. If the syndrome is one from a world
with which the acting character is unfamiliar, the difficulty
increases. If the character is using tools that are significantly
different from those with which he is familiar, this can also
increase the difficulty.

Re-attempt: This cannot be re-attempted on the same
individual for the same ailment, until further information or
diagnostic tools become available.

ExAMPLE

Tarath is present when Logon is bitten by an unknown spider-like
creature in the depths of the hive. She examines the injury, and
the Game Master has her make a +10 Medicae (P) test. She has
rank 2 Medicae and a 29 Perception characteristic. She needs to
roll under a 39. With a 28, she achieves an additional degree of
success, and recognises that the bite is poisonous—a dose of de-tox
should help with healing and prevent the venom from spreading.

EXTENDED CARE

Characteristic: Intelligence

Average Time: Variable

Use: For those with wounds requiring more than quick
combat dressings, a character can make a Medicae (1) test to
speed the natural healing process of a number of characters
equal to his Intelligence bonus. When these characters
remove wounds during six consecutive hours of rest, they
can remove one additional wound of the same type (see
page 207 for rules on natural healing). The character must
be actively caring for his patients for this entire time, and
does not count as resting.

Re-attempt: This cannot be re-attempted for the same
extended rest.

First AiD

Characteristic: Agility

Average Time: 2 AP

Use: A character can make a Medicae (A) test to perform first
aid on a wound, quickly attempting to lessen the immediate
damage from a lasgun blast or chainsword cut. If he succeeds,
the character can either remove a normal wound, or change
a critical wound into a normal wound. This does not remove
any wound effects applied by the wound unless the effect
specifies that is removed when it is healed.

Re-attempt: First aid cannot be re-attempted on the same
wound, and can only be attempted on a wound that has been
inflicted in the last hour.

NAVIGATE

Characters charged with investigating threats against
humanity must often travel to foreign locations in order to
perform their holy duties. Heresy can lurk anywhere, hidden
within a planet’s depths or even in the dank corridors of a
voidcraft. At times, characters might even need to travel
among inhuman passages designed by xenos sensibilities.
Navigate represents the ability to plot and follow a course
from one point to another, either on the surface of a planet
or across the stars. In order to use this skill, the character
must have access to a map of the relevant region.
Alternatively, Navigate may also be used to generate
a map or to provide directions to someone unfamiliar with
a route. In these cases, the character often starts with only
a rough map or a blank parchment and must first construct
one. The usability of the product created is directly
proportionate to the success on the test made to create it.
All characters have some basic aptitude with maps,
though the subject matter and complexity is relative to their
background. A voidborn character is likely to recognise and
understand the basics of maps that are completely foreign to
a character that came to maturity on a death world. Similarly,
a character that is used to the restrictions of travel within an
Imperial hive may be confounded when travelling without
landmarks, such as across a barren desert or a trackless sea.

PIANNING/MAPPING

Characteristic: Intelligence

Average Time: One minute for simple location. Three
hours for plotting courses or routes.

Use: A character can make a Navigate (I) test to get his
bearing in an unfamiliar place or plot a journey across
unfamiliar terrain. If he succeeds, the character successfully
ascertains his location or plots a course. The more degrees of
success gained on the test, the more direct the route, or the
better it avoids obstacles. Those might include terrain effects,
enemy encampments, or other environmental hazards.

A Navigate (I) test can also be used to generate a map
of the character’s travels, or to recognise inaccuracies of
an existing map. Inaccuracies might be deliberate choices
or they could be due to the passage of time since the map’s
origin. A character may use Logic or Investigate skills in
conjunction with Navigate (I) to identify anomalies in a
map. This could reveal hidden locations, alternative routes,
or a structure’s points of vulnerability.

Re-attempt: This test can be re-attempted for the same
location, but each subsequent test takes twice the time of
the previous one.
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EXAMPLE

After discovering a site he expected to be a cult’s base of operations,
Logon discovers that the hive subsection is apparently empty.
After a thorough search, Joe decides to have the character sketch a
map of the location. The Game Master decides that, because the
complex is small and largely made up of right angles, this only
requires a +20 Navigate (1) test. With rank 1 Navigate and a
24 Intelligence characteristic, Joe must roll under 34 for Logon
to succeed at the test. If he succeeds, the Enforcer may be able to
use Logic to recognise an unusually wide bulkhead, which might
conceal a hidden passage.

STAYING ON COURSE

Characteristic: Perception

Average Time: 1 AP

Use: A character can make a Navigate (Per) test when
travelling along an unfamiliar route to avoid becoming
lost or side-tracked. If he succeeds, the character manages
to follow the route, and does not need to test again unless
something changes (the path is washed away by weather or
the character is forced to deviate from his route).
Re-attempt: This test cannot be re-attempted; if the
character fails the test, he becomes lost. If he fails the test
by more degrees of failure than his Perception bonus, he
does not even notice he has become lost.

EXAMPLE

Logon decides to execute a methodical search through a region in
the lower levels of Hive Desoleum. He recognises that in order to
do so, he first needs to use a map to plot out his search path. With
map and route in hand, the Enforcer begins his search through
the hive’s most treacherous reaches, which are in constant danger
of hivequake and collapse. The Game Master recognises that an
important clue may be found half way through the search, but
only if Logon actually follows his intended route. As the map only
poorly reflects the area’s current configuration, the Game Master
calls for Joe to make a—20 Navigate (I) test. With a 33 Perception
characteristic and rank 1 Navigate skill, the character must roll
under a 03 in order to stay true to his intended course—this region
is plagued with shiffing terrain, and is hopelessly confusing.

OBSERVE

Observe represents the character’s general awareness of his
surroundings and the ability to notice inconsistencies that
others might dismiss. It encompasses a basic alertness to
any changes that might be detected by the senses, including
visual cues, sounds, odours, and even air pressure. A
highly trained observer is just as capable of noticing and
identifying the presence of a new factor as they are the
absence of a common one.

Many who dwell in the Imperium of Man become worn
down by their daily lives of constant drudgery. Fatigue
can cloud their vision and a focus upon their immediate
tasks might dim their awareness of the world about them.
Ignorance is often championed as a virtue over curiosity
and innovation. Those who demonstrate their faith in their
daily lives may strive to deliberately remain unaware of the
actions of their neighbours or changes to their environment.

Those in the service of the Inquisition can scarcely afford
the luxury of such inattentiveness. Threats to the Imperium
can lurk in the shadows of any location. Often, the subtlest of
cues can reveal far deeper meanings. Any inconsistency may
be a sign of other dangers; one sewer section lacking the foetid
odour of the rest may be just as troubling as a suspicious bulge
beneath a suspect’s clothing.

Talents or gear can offer a significant degree of
assistance with Observe tests that focus upon a particular
sense. A character with a particularly keen sense of smell
might be more prone to notice subtle odours, or a character
equipped with infra-red goggles might notice a foe hiding
behind a thicket. Refer to the relevant abilities and equipment
descriptions for the circumstances when these bonuses apply.

AWARENESS

Characteristic: Perception

Average Time: Free action

Use: A character can make an Observe (P) test to notice a
small detail, sound, or smell before others and interpret what it
might mean. This can be used to eavesdrop on a conversation
or to spot hidden foes, ambushes, or concealed objects. Game
Masters can choose to call for Awareness tests at any time, to
reveal subtle factors that might offer critical clues.

The difficulty of an unopposed Observe (P) test is
proportionate to the subtlety of the clue. In some cases,
a relevant signal might be hidden in plain sight, simply
obscured by countless other common signs and symbols. At
other times, the clue may be distinctive, but barely within
the range of human senses.

A character’s familiarity with a location and information
about the subject matter may also factor into the difficulty of
the task. A character is far more likely to detect a change in
the ventilation system of his home than a visitor might notice.
Conversely, a character who is visiting a foreign temple might
notice an unusual characteristic about a statue’s portrayal of
the Emperor that a native might intuitively ignore.
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Degrees of success or failure are commonly indicative
of the speed with which the character recognises and
understands an anomaly. A character who succeeds with
several degrees of success might recognise a suspicious
individual in time to stop them for interrogation, while one
who barely succeeds might have to first pursue the suspect.
On failure, the character might not realise the anomaly until
hours later or might instead notice a false lead.

Opposed: This test can be opposed by a Stealth (A) or
Stealth (I) test.
Re-attempt: This test cannot be re-attempted.

EXAMPLE

As Tarath is bitten by enters a temple, the Game Master calls for
an Observe (P) test. At the same time, he rolls a Stealth (A) test for
a cultist within, who ducks into the sacristy as he sees her arrival.
With a 29 Perception characteristic and 3 ranks in Observe, her
target is a 39. Dominique rolls a 45 while the Game Master
succeeds on the cultist’s test with two degrees of success. The Game
Master smiles to himself, and omits any mention of the cultist as he
describes the temple’s interior to her.

SCRUTINY

Characteristic: Intelligence
Average Time: 2 AP
Use: A character can make an Observe (I) test to analyse an
object in detail or to determine an individual’s truthfulness,
motives, personality, and temperament. This test may
also be used to determine a character’s success when
methodically searching an area or object for clues or other
inconsistencies. It is characteristic of a mental analysis of the
person or object in question, to identify any inconsistencies
between its appearance, signs of wear, and overall style.

In cases where the character is attempting to identify
a hidden or out of place object, the difficulty of the test is
proportionate to the subtlety of the clue sought. Of course,
even an inconsistency hidden in plain sight may be difficult
to notice, if it has been sufficiently well camouflaged. If
the player indicates that the acting character is specifically
examining an element closely related to the clue, Game
Masters should permit the test to automatically succeed or
offer a substantial bonus.
Opposed: This test can be opposed by a Deceive (F) test.
Re-attempt: This test cannot be re-attempted on the same
object or person, unless additional information regarding
the object or person becomes available.

EXAMPLE

An informant led Tarath to believe that the temple might have been
used for a series of heretical rituals over the course of the last week.
She decides to examine the sanctuary area for indications that
anything might be amiss. The Game Master calls for her to make
a +10 Observe (1) test. With a 31 Intelligence characteristic and
3 ranks of Observe, she needs to roll at least a 41 to identify the
traces of a chalky residue left between the sanctuary’s cobblestones.

PiLoT

The Pilot skill represents a character’s aptitude to control
and direct all manner of vehicles and heavy equipment.
Through the remarkable consistency of Standard Template
Construction, the control systems used to operate
dramatically different vehicles are extremely similar. In
many instances, this may be due to an interaction between
the vehicle’s machine spirit and the controlled systems
used to direct the craft. In other cases, this is due to a
simplification or approximation of controls, intended to
reduce the effort required to learn to pilot the vehicle.

All characters who come from worlds with any degree
of technology learn the basics of piloting. Essentially, the
need to operate a craft of some sort is largely unavoidable.
However, familiarity with a groundcar is scarcely adequate
preparation for the nuanced art of flying an Imperial
Valkyrie. Some characters may choose to take talents (see
page 109) that are indicative of their ability with their craft.

Difficulties for Pilot tests are influenced by the type
of craft, travelling condition, and the inherent conditions
of the environment. Note that routine piloting tests are
never required. Between the character’s basic abilities
and the vehicle’s machine spirit, minor incidents are
largely avoidable. Tests become far more appropriate
when a character needs to push a vehicle’s capabilities far
beyond its designed intent. This may be to contend with
severe environmental conditions, such as flying through a
sandstorm or driving across an icy surface. Further tests
could be necessary if a vehicle has become badly damaged,
and its control surfaces become compromised.

AERONAUTICA

Characteristic: Agility

Average Time: 2 AP

Use: A character can make a Pilot (A) testto successfully pilot
any vehicle that operates in three dimensions. This includes
atmospheric fliers such as the Imperial Navy Thunderbolt,
but also includes small manoeuvrable voidcraft such as
landers, shuttles, starfighters, and bombers. This test is only
required in situations in which the driver is pushing their
vehicle beyond its normal limits such as piloting through
dangerous weather or flying in a combat situation.
Re-attempt: This test can be re-attempted, but if the test
fails, the vehicle being piloted can falter, lose altitude, or
even crash depending on the situation and degrees of failure.
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EXAMPLE

Minix is flying a noble’s shuttle she stole from one hive to another,
desperate to reduce the normal travel time between them so she
can aid in stopping a foul ritual. En route, a wastelands cultist
launches a krak missile that destroys one engine and badly damages
another. The Game Master rules that, in order to keep the craft
aloft, Jeanine must pass a —10 Pilot (A) test. Jeanine’s character
has a 27 Agility characteristic and 2 ranks of Pilot. The shuttle
normally provides a +20 bonus for manoeuvres. She needs to roll
under a 37 to keep the wounded shuttle aloft.

SURFACE

Characteristic: Agility

Average Time: 2 AP

Use: A character can make a Pilot (A) test to successfully
pilot any vehicle that primarily operates on a planetary
surface. This includes groundcars, walkers, treaded
vehicles, boats, and skimmers. This test is only required
in situations in which the driver is pushing their vehicle
beyond its normal limits such as driving on rough terrain or
navigating a combat situation.

Re-attempt: This test can be re-attempted, but if the test
fails, the vehicle being driven can take damage, falter, or
even crash depending on the situation and the total degrees
of failure.

ExAMPLE

Tech-Priest Minix has landed her damaged shuttle, and is at
the helm of a small dust trawler when a whirlpool unexpectedly
emerges in the powdery terrain. The Game Master indicates that
she must make a Pilot (A) to keep the vebicle from being drawn into
it._Jeanine’s character has a 27 Agility characteristic and 2 ranks
of Pilot. The trawler suffers a —10 penalty to manoeuvres because
of its sluggish response. She guns the engine, needing to roll under
a 17 to avoid the danger.

Voip

Characteristic: Intelligence

Average Time: Two minutes

Use: A character can make a Pilot (I) test to successfully
pilot large void-faring vessels. This includes any space-
going vessel that requires a captain and large crew and
cannot be conceivably piloted by a single individual.
Re-attempt: This test can be re-attempted. If the test fails,
the (poorly) piloted voidship can take damage, collide with
obstacles, or become lost in the Warp depending on the
situation and the total degrees of failure.

PSYNISCIENCE

Psyniscience represents the ability to sense the currents and
eddies of the Immaterium. Any character may attempt to
use the skill, but their abilities are limited by their senses.
Only those characters who have the ability to properly
sense and interact with the Warp can learn to properly
focus this skill. Consequently, only characters with a psy
rating (see page 171) may advance the skill beyond rank 1.
Other characters might learn to recognise unnatural sounds,
temperature fluctuations, or odours and associate them with
unnatural activity, though their ability to do so are sharply
limited. Refer to Perils of the Warp on page 173 for more
information on psychic phenomena.

The difficulty for a Psyniscience test is based upon the
potency of any nearby Warp activity. In general, the more
powerful the activity, the easier it may be to sense, even
for a character that lacks a psy rating. At the same time,
by attempting to identify such a presence, a character must
temporarily open his mind to its influence. Particularly
potent threats may be able to seize this opportunity, and
react aggressively to the probe. While subtler activity is far
less dangerous to the acting character, it is also far more
difficult to sense.

Few individuals without experience and training
are even aware of the ever-present danger of the Warp.
Unless they have reason to have learnt of its dangers,
they are unlikely to even attempt such a skill test, much
less attempt to master the skill. Conversely, characters
who have developed their psychic powers become adept
at Psyniscience during the earliest stages of their training.
Typically, psykers make it a point to survey the Warp in
their vicinity before invoking their abilities, so that they
are aware of any potential threats. Otherwise, they run the
risk of attracting the attention of any malignant entities that
might be lurking nearby.

Warp NATURE

Characteristic: Willpower

Average Time: 4 AP

Use: The unnatural stench of the Warp permeates wherever
the Immaterium breaches into reality, and as such a
character can make a Psyniscience (WP) test to detect the
nature of any Warp phenomenon currently in his presence.
If he succeeds, the character can determine the psy rating
of a nearby psyker, ascertain the identity of a Daemon
attempting to break through into the corporeal, or identify
any number of various Warp phenomena that may be
affecting his immediate area.

Re-attempt: This test cannot be re-attempted on the same
Warp phenomenon; if the test fails, the character cannot
properly resist the power of the phenomenon as he tries to
psychically analyse it. This can cause the character to receive
fatigue, insanity, or even wounds depending on the severity
of the Warp phenomenon he is attempting to analyse.
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EXAMPLE

Castor fears that the planetary governor might be a cult leader,
50 she decides to have her character probe the Warp around him.
The Game Master knows that the NPC is not a psyker, but there
is a minor Daemon in the Immaterium observing the corporeal
area around the governor. He decides that detecting its presence
requires a +20 Psyniscience (WP) test. Abby’s character has a 32
Willpower characteristic and 3 ranks of Psyniscience, so must roll
under 62 to notice the Daemon’s aetheric presence.

Warp POSITIONING

Characteristic: Perception

Average Time: 4 AP

Use: If a character is already aware of a Warp phenomenon,
he may wish to sense its location more precisely. This might
be the faint trail of a psychic power linking the subject
to the caster, or could be a nearby entity. To divine this
information, a character can make a Psyniscience (P) test to
detect the location of a Warp phenomenon.

If he succeeds, the character can determine the general
direction of the Warp phenomenon from his current
position, as well as a general feeling of its distance away.
The difficulty of this test depends on the severity of the
phenomenon, as well as its distance from the character
attempting the test.

Re-attempt: This test cannot be re-attempted on the same
Warp phenomenon unless something changes, such as the
phenomenon suddenly expanding.

EXAMPLE

The Daemon fled when Castor recognised its presence. She
decides that it would be useful to identify its current location,
and attempts to track it. The Game Master rules that this requires
a —10 Psyniscience (P) test. Her character has a 29 Perception
characteristic and 3 ranks of Psyniscience. She must roll under
a 29 in order to follow its trail. When she rolls a 75, the Game
Master decides that she instead detects the activities of a choir of
Astropaths currently projecting messages from a nearby building,

REMEMBRANCE

Remembrance represents the ability to recall information,
from random knowledge about Imperial society to any
bizarre or arcane knowledge a character may possess. It
serves primarily as a measure of the character’s educational
background. An exceptionally well-rounded individual is
likely to have a high rank in Remembrance. Conversely,
a character whose education focused upon a particular
subject matter is more likely to have a talent devoted to that
particular field.

When a character uses the Remembrance skill, he is
actively recalling information that he has committed to
memory. A character who uses a dataslate to identify the
crucial bit of information would be utilising the Logic
skill (see page 84). Similarly, a character who checks
with contacts to find the important details could use their
Investigate skill (see page 81).

In general, the difficulty for a Remembrance task is
proportionate to the rarity of the information in question
and the character’s life experiences. Daily-used knowledge
should never require a test. Conversely, a minor legend
from a lost world in another sector might be unattainable
information for a character who has never travelled. Degrees
of success serve as a measure of the detail that the character
can easily recall. Even a partially successful Remembrance
test can offer a character enough data to track down more
exhaustive information, if he has access to a librarium and
the time to perform research.

CoMMON LORE

Characteristic: Perception

Average Time: Free actions

Use: A character can make a Remembrance (P) test to recall
information he has learned throughout his life regarding
a location, individual, or other common subject in the
Imperium. The more degrees of success gained on the test,
the more information the character can recall regarding
the topic. The test difficulty varies in proportion to an
individual’s life experience. For example, a hive-dweller
would suffer a large penalty to any test regarding the nature
of feral world tribes, whereas a character originally born on
such a world would receive a large bonus.

Re-attempt: This test cannot be re-attempted on the same,
specific subject until a great deal of time has passed.

ExXAMPLE

Tarath agrees to meet with one of a planetary governor’s advisors
to discuss the mechanisms used to implement some of the hive’s
defensive systems. During the course of the discussion, the
advisor casually drops a name of an influential member of the
world’s Machine Cult. The Game Master asks_Jeanine to make
a —20 Remembrance (P) test to see if the character is familiar
with the individual mentioned. The penalty reflects the rarity of
the name in question to those with a background of life in the
Adeptus Mechanicus. With her 3 ranks of Remembrance and a
31 Perception characteristic, she must roll under a 21 to recognise
the name.
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FORBIDDEN LORE

Characteristic: Willpower

Average Time: Free actions

Use: A character can make a Remembrance (WP) test to
recall information which is forbidden to the average citizen
of the Imperium. The more degrees of success gained on the
test, the more information the character can recall regarding
the subject. Which areas of forbidden knowledge a character
has access to is determined by talents. A character can only
attempt a Remembrance (WP) test on knowledge for which
he has the appropriate Specialist talent. The difficulty of
this test depends on both the specificity of the information
required, and how secret the knowledge is kept.
Re-attempt: This test cannot be re-attempted on the same
subject until a large amount of time has passed. If the
test fails, the character can suffer Corruption at the GM’s
discretion based on the degrees of failure and the nature of
the information being recalled.

EXAMPLE

As she investigates the tunnels beneath the city, Minix comes
across some runic symbols in a language she does not recognise.
The Game Master asks to see the character sheet, and checks to
see if she has the Specialist (Daemons) talent. When he notes
that she lacks the talent, e explains that her character does not
recognise the symbols.

SCHOLASTIC LORE

Characteristic: Intelligence

Average Time: Free actions

Use: A character can make a Remembrance (I) test to recall
information that he would need to learn in a formal setting
from a knowledgeable mentor, a venerable organisation, or
careful study of rare tomes. The more degrees of success
gained on the test, the more information the character can
recall regarding the subject. Which areas of scholastic
knowledge a character has learned throughout his life are
determined through talents, and a character can only attempt
this test on knowledge for which he has the appropriate
Specialist talent. The difficulty of this test depends on the
specificity of the information required.

Re-attempt: This test cannot be re-attempted on the same
subject until a great deal of time has passed.

EXAMPLE

As she completes her sweep of the city’s defences, Minix examines
the cooling intake ducts for the isolated city’s powerful and ancient
void shield projectors. She performs a routine scan of the water
system, and notices high levels of several contaminants commonly
found in forge world reclamation pits. The Game Master checks
her character sheet and notices that she has the Specialist—Adeptus
Mechanicus talent. He asks her to make a +10 Remembrance (I)
test, before he can reveal the effects the substances might have on
the city’s systems.

STEALTH

Stealth is a measure of a character’s ability to remain
unnoticed while moving through the dense crowds of a hive,
the open croplands of an agri-world, or the blast craters of
a scarred battlefield. In some environments, this requires
the character to remain unseen, but in others it is far more
important for the character to be inconspicuous. A character
that can blend in amongst the labourers of a manufactorum
might be just as adept at infiltrating a complex as one who
might scale the walls in the dead of night.

Characters with a background focused on Deceive skills
are often also trained in the arts of Stealth. The combination
of these two skills can enable a character to infiltrate a
facility and maintain their presence for the duration of an
investigation. In some instances, this may also be a crucial
step in eliminating an otherwise inaccessible target.

The difficulty for a Stealth test is generally based
upon the environment where it is attempted as well as the
character’s outer wear such as clothing and armour. Some
gear may assist a character in remaining unseen, though
if this equipment is identified, it can often reveal the
infiltrator’s true nature. In some instances, defenders might
use abilities and equipment that have the potential to offset
the character’s own equipment. In these cases, strategy and
timing can be crucial to remaining undetected.

SHADOWING

Characteristic: Perception

Average Time: Part of a move action

Use: At times, a character may wish to pursue another
character or vehicle without being observed. To do this, a
character makes a Stealth (P) test. The same test is made
whether the pursuit occurs on foot, mounted, or using
vehicles—even in immense voidcraft. If the acting character
succeeds, he can follow the target unobserved for 5 minutes
for each degree of success scored on the test.

Opposed: This test can be opposed by an Observe (P) test.
Re-attempt: This test must be re-attempted after the time
determined by degrees of success has elapsed. If the test
fails, the character is spotted by his target.

EXAMPLE

Logon attempts to trail a suspicious noble through a market on one
of the hive’s mid-levels, as he expects the possible heretic to lead
him to a person of interest. The crowded marketplace offers many
distractions for the target, but the Enforcer’s uniform is rather
distinctive. The Game Master calls for an opposed —10 Stealth
(P) test. With bis character’s 33 Perception characteristic and 2
ranks of Stealth, Joe must roll under a 23 to succeed. He rolls a 40,
with two degrees of failure. Fortunately, the target rolls even more
poorly on his Observe (P) test, achieving six degrees of failure.
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SNEAKING

Characteristic: Agility

Average Time: Part of a move action

Use: When a character wishes to avoid notice, he makes a
Stealth (A) test to move silently and conceal himself from
others. The same skill is used regardless of environment,
though a character’s clothing may be more appropriate for
specific environments; a cloak coloured to blend in with the
forests of a jungle world may be wholly inappropriate for
concealment within the metallic corridors of a hive.
Opposed: This test can be opposed by an Observe (P) or
Survival (P) test.

Re-attempt: This test cannot be re-attempted if noticed.

EXAMPLE

After discovering the watering hole where the noble is meeting
a suspected cult leader, Joe decides to have his Enforcer attempt
to sneak through the back door. With his character’s 27 Agility
characteristic and rank 2 Stealth, he prepares to make the Stealth
(A) test. The Game Master assigns a —20 penalty, due to the
obvious nature of the character’s uniform. Joe rolls a 50 on the
test, failing and exceeding the 7 with four degrees of failure. The
Game Master rules that the character inadvertently knocks down
the back door, drawing the attention of everyone in the tavern.

SUBTERFUGE

The Subterfuge skill is a measure of a character’s ability
to use artifice, guile, and manual dexterity to circumvent
normal restrictions. Individuals who have reasons to go
where they are not wanted often become masters of this
art; as do those who devote their lives to stopping them.
Those who uses these skills against common labourers and
merchants are branded as little more than common thieves.
In contrast, if the same skills are employed in the service
of the Imperium against its enemies, they may be hailed as
master spies and assassins.

The Inquisition is not limited by the laws of Man—
its cause is far too crucial for such strictures. During the
course of an investigation, those acting in its name may
undertake actions that would be deemed unlawful and
even reproachable by common citizens of the Imperium.
Acolytes bound to its cause have the authority and the
motivation to perform actions that local authorities would
be consider highly illegal or seditious. A few learned of the
seskills as part of their informal family education amongst
a hive’s nobility, while many more practiced subterfuge as
a necessary part of their survival among the less savoury
portions of Imperial hive worlds.

Difficulty for Subterfuge tests is typically determined by
the preparedness of the target. An unsuspecting and poorly
secured target may be easily overcome, but are seldom the
subjects of an Inquisitorial investigation. Those who have
who have materials that they must hide are a cowardly
and suspicious lot. Many choose to devote a significant
portion of their assets to keeping their secrets secure behind
sophisticated locks. As heretics become increasingly devoted
to treachery, their paranoia forces them to suspect everyone
they meet of committing similar crimes.

Discuise

Characteristic: Fellowship

Average Time: Varies

Use: A character can make a Subterfuge (F) test to disguise
himself or another. This disguise can be as simple as donning
an opponent’s uniform or as complex as mimicking a specific
individual exactly. Circumstance and availability typically
dictate the costume required; its overall effectiveness is
more measured by a character’s ability to appropriately don
it and play the associated role.

The character does not make the Subterfuge (F) test
while creating the disguise, but instead makes the test
the first time the disguise comes under scrutiny from an
opponent. If he succeeds, the character does not need to test
again unless something changes, such as suspicion is cast
on the character or a more observant character arrives.

Note that Subterfuge covers only the physical aspects
of costuming. If the acting character must socially interact
with others, any required tests are governed by the other
relevant skills—most often Charm or Deceive. Depending
upon the situation, an effective costume may grant a bonus
to the relevant interaction skills.

Opposed: This test can be opposed by an Observe (P) test.
Re-attempt: This test cannot be re-attempted against a
person who is already aware of the disguise.

ExXAMPLE

After an infiltration goes horribly wrong, Minix needs to escape
a manufactorum. Her character replaces several of the insignia on
her crimson cloak with icons taken from a fallen opponent, and
explains to the GM that a casual observer might believe her to be
simply just another Tech-Priest in the facility’s employ. The Game
Master agrees that many cannot distinguish between the heavily
enbanced members of the Adeptus Mechanicus and calls for a
Subterfuge (F) test when the character attempts to pass through a
security checkpoint.
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SECURITY

Characteristic: Intelligence

Average Time: One minute

Use: A character can make a Subterfuge (I) test to overcome
locks and safeguards or to implement comparable devices.
Examples can include opening secured doors, subverting a
cogitator’s guarded machine spirit, or even laying traps to
protect a facility. Note this does not include defeating other
obstacles; a vault might have humans standing watch, or
gun servitors could patrol a compound, and these require
other skills to overcome.

Opposed: This test can be opposed by a Subterfuge (I) test.
Re-attempt: Whether or not the test can be re-attempted
depends on the safeguard being bypassed. Some lock down
upon a failed force entry, while others can be attempted
multiple times. Each subsequent test takes twice the time
of the previous test.

ExAMPLE

Minix has attended subject’s devotional verse recitation in order
to search his manse. The character began to explore an upper floor
when she discovered a locked door, and after waiting until a servo-
skull has passed attempted to quickly pick the lock. Her character
has a 33 Intelligence characteristic and 1 rank of Subterfuge. The
Game Master indicates that the mechanical lock requires a +20
Subterfuge (1) test to bypass, so_Jeanine needs to roll under a 43
before her character can enter the room to check its contents.

SIEIGHT OF HAND

Characteristic: Agility

Average Time: One action

Use: A character can make a Subterfuge (A) test to palm a
small object unnoticed, pick someone’s pocket, or perform
a task requiring trickery and dexterity. A charlatan or
confidence man utilises very comparable skills to those of
a pickpocket when committing their crimes. The test can
substitute papers, remove jewellery, or obtain a target’s
identification. The difficulty of the test depends on the size
of the object and the intensity of observation.

Opposed: This test can be opposed by an Observe (I) or
Observe (P) test.

Re-attempt: This test cannot be re-attempted once noticed.

EXAMPLE

Minix later needs to plant a packet of Spook on her host’s person.
As she leaves the manse, her character cants a formal binaric
congratulation on the recitation in harshly modulated tones, while
she uses a mechadendrite to slip the illegal narcotics into his pocket.
The Game Master decides that the NPC is so taken aback by the
foreign language, and calls for a +30 Subterfuge (A) test. The
Tech-Priest has a 27 Agility characteristic and rank 1 Subterfuge,
s0 must rol] beneath a 47 to avoid detection.

SURVIVAL

The Survival skill is a measure of a character’s ability to
subsist without the support of civilisation. It is absolutely
vital for those who dwell in the untamed wilds, far from
the protection of fortified encampments or cities. Those
who live within the urban jungles of underhives or city
ruins must also achieve some mastery of this field, as they
cannot depend upon reliable sources of food and water. The
knacks associated with this field often have applications
even within structured society, especially for those with a
more independent nature.

Acolytes who dwelt on one of the Imperium’s more
primitive worlds are certain to have this skill. Characters
coming from more technologically advanced planets might
also have it depending upon their backgrounds. Those who
dwell in poverty, in the abandoned lower levels of a hive or
in the forgotten holds of the mighty voidcraft of the Imperial
Navy, might have had to scrounge for food amidst the predatory
creatures that dwell alongside the dregs of humanity.

The difficulty for a Survival test is associated with the
environmental constraints where it is made. If a planet’s
atmosphere, fauna, and water are laced with deadly toxins,
then finding the materials necessary for life can be nearly
impossible. Worlds more ideally suited to human life could
conceal hungry predators. Use of the skill does not only
indicate a knack for finding life’s essentials; it can also
indicate an aptitude for avoiding the deadliest of threats.

SCROUNGING

Characteristic: Intelligence

Average Time: One Hour

Use: A character can make a Survival (I) test to attempt
to find the food and water necessary to keep him alive in
the planet’s native environment. If the characters run out of
food or water, they may begin to suffer from starvation and
dehydration (see page 245). The difficulty for the test is
dependent upon the world’s environment; in places where
there is no native water or life, the test may be impossible.
Re-attempt: This test can be re-attempted, though each
subsequent test takes twice the time of the previous one.

EXAMPLE

Tarath came from a feral planet, so is nominated to try to find
adequate food for the group after a crash landing. The Game
Master decides that food and water are readily available, so calls
for a +20 Survival (1) test. With a 31 Intelligence characteristic
and 3 ranks of Survival, she needs to roll under a 51 to succeed.
When she rolls a 20, she achieves four degrees of success, enough
1o keep the whole group healthy today through some native fruits
and easily caught wildlife.

[1I: SkiLLs



%

TRACKING

Characteristic: Perception

Average Time: 4 AP

Use: Whether pursuing quarry through a planet’s uncivilised
wilds or a more urbane city, Acolytes often need to track
down their suspects. A character can make a Survival (P)
test to follow signs left by his quarry, allowing him to track
the target’s passage. The difficulty of the test depends on
the time since the trail was left, the current weather, and
the presence of darkness, smoke, or fog. Terrain conditions
may also play into the matter, as any ground cover that
might display tracks can offer a substantial advantage.
Opposed: This test can be opposed by a Stealth (A) test in
situations where the quarry is attempting to cover up their trail.
Re-attempt: This test can be re-attempted, but each
subsequent test suffers a —10 penalty for every one already
failed to find that trail. If the character fails the test by
more degrees of failure than his Perception bonus, he
unknowingly is following the wrong trail.

EXAMPLE

Missionary Tarath needs to follow the path of a lizard-drawn
wagon that left a trading community the previous night. The
ground is still damp with dew, leaving the unpaved road
malleable, but others have travelled the same path since then. The
Game Master calls for a Survival (P) test. With a 29 Perception
characteristic and 3 ranks of Survival, she needs to roll under a 39
to start following the trail.

WrANGLING

Characteristic: Agility

Average Time: Multiple days depending on the nature and
temper of the beast involved.

Use: A character can make a Survival (A) test to tame, train,
and potentially ride animals he encounters in his travels.
The difficulty of this test varies with the animal’s nature and
temperament; if he succeeds, the character bends the animal
to his will—or at least forms a partnership with it—and can
now direct it by spending 1 AP.

Re-attempt: This test can be re-attempted. Each subsequent
test takes twice the time of the previous test.

EXAMPLE

When the group finds a pack of wild hauler-lizards near their crash
site, Dominique decides to have Tarath try to train one to use das
a transport animal for carrying the group’s prisoner. The Game
Master recognises that the beasts are not domesticated, and are ornery
10 boot. He decides that even after the group manages to capture and
subdue one, a character must first succeed at a —20 Survival (4) test.
When Dominique considers her character’s 27 Agility characteristic
and 3 ranks of Survival, she realises that this would require a 17 or
less. She decides on a different course of action.

TecH-USE

Tech-use is a measure of an Acolyte’s ability to use and
interact with all manner of technological devices, from proper
implementation of the Rites of Striking to the temperatures
of holy lubricants a machine spirit finds most soothing.
Characters with appropriate Specialist talents can receive
bonuses for working with devices related to their expertise;
if an artefact is based upon principles that are completely
foreign to the character’s background, it may be harder to use
even if the intended purpose is well understood.

The difficulty for this task is related to the complexity
of the device and its design nature. A simple tool of Eldar
origin, for example, might be every bit as dangerous as
a venting plasma gun to the uninitiated. Conversely, no
amount of familiarity with the design principals can make a
Warp engine an easily-understood device.

COMMUNE

Characteristic: Intelligence

Average Time: One minute

Use: A character can make a Tech-Use (I) test to tap into
his understanding of the Blessing of the Omnissiah and
commune with the machine spirits of a particularly complex
or stubborn piece of technology. If he succeeds, the character
can figure out how a piece of unknown technology works,
or push a piece of technology far beyond its normal limits.
Re-attempt: This test can be re-attempted, but each
subsequent test takes twice as long as the previous test. If
the character fails the test by more degrees of failure than
his Intelligence bonus, he causes some damage to the piece
of technology he is attempting to use.

EXAMPLE

Tech-Priest Minix uncovers an unfamiliar device in the bowels
of a cultist lair, some kind of oddly-shaped machinery. After
the mission is complete, she decides to take the necessary time to
commune with it so that she might understand its purpose. The
Game Master knows its true dangerous purpose and obscure origin,
5o decides that understanding requires a —30 Tech-Use (1) test.
With 3 ranks of Tech-Use and a 33 Intelligence characteristic,
Jeanine must still roll under a 13 for her character to understand
it. She decides to take her time, and proceed with caution.
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DEmoLITIONS

Characteristic: Agility

Average Time: One minute

Use: Often it is not enough to burn the heretic, but also
destroy his works. This sometimes requires first eliminating
barriers, or safely placating the machine spirits inhabiting
minefields. In these cases, a character makes a Tech-Use
(A) test to set up and plan, plant, or defuse, an explosive
charge. If he succeeds, he diffuses or plants the device with
the trigger of his choice. Possible triggers can include trip
wires, timers, proximity sensors, remote activators, or a
variety of other options.

Opposed: When explosives are placed, the GM notes the
total degrees of success and the roll. This is used when
diffusing those explosives, with an opposed test using the
noted roll and degrees of success as the roll to oppose.
Re-attempt: This test can be re-attempted. If the test fails, the
trigger will fail to go off when triggered, or the bomb has not
been diffused. If the character fails the test by more degrees
of failure than his Agility bonus, he has set off the explosive
device, suffering the consequences of the explosion.

EXAMPLE

When the group needs to move through a well-secured door, Minix
decides to use a small demolition charge to clear the lock. The
bomb is pre-wired and already configured for just this purpose.
The Game Master decides the equipment at hand necessitates a
+30 Tech-Use (A) test. With her character’s 27 Agility and 3
ranks of Tech-Use, she only needs a 67 for the charge to blow
the lock.

OVERHAUL

Characteristic: Intelligence
Average Time: 12 hours
Use: Vehicles are essential for travel across worlds and even
within the colossal structures of a hive city or hab-block, but
reliance on them means characters can be brought low when
their transportation is damaged. Successfully repairing their
vehicle can mean the difference between a heresy crushed
or a world lost to the Ruinous Powers.

A character can make a Tech-Use (I) test to restore
a single vehicle to working order, removing a number of
normal breaches (or reducing critical breaches to normal
breaches) equal to his degrees of success (see page 223 for
details on vehicle damage).
Re-attempt: This test can be re-attempted, though each
subsequent test takes twice the time of the previous one.

PatcH BreAcH

Characteristic: Intelligence

Average Time: 6 AP

Use: A quick repair is better than none, and often there is no
time for proper rituals and anointments when the warband is
under fire. Though such repairs might require many hours to
placate the machine spirit at a later time, that it and the warband
survives to do so speaks greatly for their effectiveness.

A character can make a Tech-Use (I) test to spot-weld or
rewire a vehicle’s systems and provide a short-term solution
to a breach (see page 223). If he succeeds, he can either
remove a normal breach or change a critical breach into a
normal breach. This does not remove any effects applied by
the breach unless the effect is specifically removed when
the breach is repaired.

Re-attempt: Patch breach cannot be re-attempted on the
same breach.

REPAIR

Characteristic: Intelligence

Average Time: 12 AP to multiple hours depending on the
complexity of the device and the severity of the damage.
Use: Personal technology is highly prized, especially items
an Inquisitor has bequeathed to his warband, or the rewards
from a grateful noble. For such devices to fall to damage or
misuse would be an insult to the Omnissiah, or worse a life-
threatening event in many situations.

A character can make a Tech-Use (I) test to repair a broke
piece of technology such as a weapon, tool, or cogitator. The
more degrees of success gained on the test, the better the
device functions and the longer the repair job lasts.
Re-attempt: This test can be re-attempted, but each
subsequent test takes twice the time of the previous test. If
the character fails the test by more degrees of failure than
his Intelligence bonus, he causes additional damage to the
piece of technology he is attempting to repair. At the Game
Master’s discretion, it may become irreparable at that point.

EXAMPLE

After Logon’s favoured autopistol was damaged after using it as
an improvised interrogation tool, he asks Tech-Priest Minix to
repair it. A cursory examination revealed that the damage was
largely superficial. As she already had the components on hand for
the repair, the Game Master decided that this would only require
a +20 Tech-Use (1) test. With 3 ranks of Tech-Use and a 33
Intelligence characteristic, Jeanine must still roll under a 63 to
repair the damaged weapon.
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Dark HERESY character’s talents are a representation

of natural aptitudes and inherent knacks. In many

cases, these are abilities that a character has

learnt through experience or training. In others, they are

characteristic of near superhuman abilities. Examples

include the mysterious abilities associated with a psyker or

Tech-Priest but also more mundane abilities that go with

particular fighting disciplines or practiced data excavation
techniques.

Characters begin play with a set of talents identified

during character creation. They can garner additional ones as

they develop further through the expenditure of experience.

CuarTER V-
TALENTS AND TRAITS TR

e, i, i

USING TALENTS

“All of thy abilities come through the grace of the Emperor, and know
that their use reflects back upon Him. Do not disappoint the saviour of
all humanity.”

—Interrogator Siobhan Reichmyn, training an assistant

ach talent grants a unique ability to characters
Epossessing it. Once an Acolyte possesses a talent, it

is always in effect. In most cases, the ability confers
a bonus to certain tasks or allows him to perform special
actions not available to other characters. Specific details
for the abilities are described under the respective talents.
Unless otherwise stated in the talent description, a character
can only possess and benefit from each talent once.

Success is measured in blood; yours or your enemy s.



Focussep TALENTS

Some talents describe a group of comparable talents, each
with a different focus. These are known as focussed talents.
When a character acquires a focussed talent, he must choose
one of the focuses listed within its description. The effect
of the talent only applies to situations as described within
the focus chosen. A character may possess and benefit from
multiple instances of the same focussed talent, provided
each instance uses a different focus.

GAINING TALENTS

“Each scar is a lesson. Learn them well”

—Anon

haracters start play with a number of talents determined
during character creation. Later, Acolytes can acquire

additional talents by spending experience points earned
during play. Before a character can purchase a talent, he must
have access to the appropriate talent tree and meet all its
prerequisites. Each talent’s entry lists the number of experience
points required to purchase it. Until all of these criteria are met,
a character cannot purchase or use a new talent.

TALENT TREES

The majority of talents are organised into trees. Each tree
consists of a collection of talents linked by paths, and talents
within a tree must be purchased in successive order. When
a player decides to purchase a new talent for his character,
he must first check if he has access to that talent in its tree.
Then, the player must trace a direct line along the tree’s
paths from the top-most talent down to the desired talent. If
there are any intervening talents that the character does not
possess, those must be purchased first. A character may only
purchase the desired talent after all intervening ones have
already been acquired. Characters automatically have access
to the top-most talent in every tree, though they must still
meet its prerequisites prior to purchase.

GENERAL TALENTS

Some talents do not fall neatly into one specific area of
expertise. These are identified as general talents and are
not organised into trees. Characters automatically have
access to all general talents, though they must still meet any
prerequisites required prior to purchase.

TABLE 4-1: TALENT TREE TABLE
TREE NAME Pace NuMBER
Defence 98
Investigation 100
Melee 102
Mental Fortitude 105
Mobility 107
Pilot 109
Ranged 111
Resilience 114
Social 116
Technology 118
General 121
PREREQUISITES

Most talents require the character to possess one or more
specific abilities to purchase a talent in addition to achieving
access through tracing the appropriate talent tree, such as
a characteristic value, skill training, or other quality at the
value designated (or higher). These requirements must be
met through the character’s inherent abilities; if he can only
achieve the prerequisite values through bonuses gained from
other talents or equipment, they do not count as meeting
the prerequisite. He must first spend experience to meet all
prerequisites and then purchase the talent.

TALENT DESCRIPTIONS

“You hold the fate of all Mankind in your hands. Ensure they
are strong enough.”

—Inquisitor Johann Gerstmann

his section presents each talent, including its
experience cost, any prerequisites it might have, and
a full description of its effects. With the exception

of general talents, each is listed as part of a talent tree
progression. Descriptions are formatted as follows:

TALENT NAME

Experience Cost: The number of experience points which
must be spent to purchase the talent.

Prerequisites: All requirements a character must meet to
purchase this talent.

Effect: Full details on how the talent affects characters who
possess it.

IV: TALENTS AND TRAITS
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DEFENCE

In order to emerge victorious from a conflict, one must
first survive the conflict. Defensive actions can help ensure
an Acolyte not only eradicates heresies, but lives to fight
other ones. Duty to the Emperor ends only with death, and
proper use of the talents below can help an Acolyte keep
performing his duty for as long as possible. Characters who
master the Defence tree learn the talents essential for their
survival and eventual triumph.

COUNTER-ATTACK

During the course of a melee, an attacker may overextend
as he tries to make certain that an attack strikes home. A
skilled warrior recognises these efforts and quickly moves
to counter them. After swiftly dodging the incoming swing
or beating the weapon aside a practiced warrior can swiftly
strike his unprepared foe, leaving the erstwhile attacker at
the mercy of his prey.

Experience Cost: 400xp

Prerequisites: Weapon Skill 50

Effect: After using the Evade (WS) skill to successfully
cancel all degrees of success of an opponent’s attack, the
character can make an immediate Parting Blow reaction
against the opponent (paying normal AP cost) even though
the foe has not taken a movement action.

DrrLECT SHOT

A melee weapon can also serve as an effective tool in defending
against both melee and ranged attacks, where it can block, bat,
or destroy incoming projectile attacks from primitive weapons.
With practice, it can effectively serve as a shield, improving a
character’s overall survivability when facing feral warbands,
mutant enclaves, and underhive wretches.

Experience Cost: 400xp

Prerequisites: Weapon Skill 45

Effect: When the character is armed with a readied melee
weapon, he adds his Weapon Skill bonus to his defence
value on all hit locations when being hit by thrown weapons
or ranged weapons with the Low-Tech quality.

Disarm

Skilled melee specialists can not only defeat a foe, but force
him to drop his weapon as superior bladework or pounding
hammer strikes overwhelm the foe. Bereft of his weapon,
the foe is now ready for interrogation and even negotiation
now that he has been neutralised as a threat.

Experience Cost: 200xp

Prerequisites: Weapon Skill 40

Effect: The character can use the following action:

DisarM

Type: Utility

Action Points: 2

Use: The character makes an opposed Weapon Skill test against
a single target with which he is currently engaged in melee.
If the character succeeds at the test, his target is disarmed

and drops the weapon he was fighting with at his feet. If the
character succeeds with three or more degrees of success, he
can instead take his enemy’s weapon from out of his hands.

Evasive

Some Acolytes recognise that avoiding an attack is merely the
first step in winning a combat engagement, particularly when
facing a talented foe. A missed swing creates opportunities,
especially if the attacker had to overextend or strain himself
to attempt the strike. A defender can take advantage of this,
keeping in motion and ensuring his foe wastes energy but never
lands a blow. A series of missed attacks gradually slows an
enemy, making him increasingly vulnerable to counterattack.
Experience Cost: 200xp

Prerequisites: Agility 35

Effect: Whenever the character succeeds on an Evade test,
he adds one to the total degrees of success scored on the test.

HarD TARGET

A moving target is harder to hit with a ranged weapon than a
stationary one. Acolytes who recognise this bob and weave
as they move, avoid direct lines of travel, and thoroughly
exploit all available cover. Such actions hinder an enemy
from leading his shots or otherwise better targeting the
Acolyte, allowing him to prepare his own attack.
Experience Cost: 200xp

Prerequisites: Agility 45

Effect: After the character performs the Move action,
opponents suffer a —5 penalty to all attack tests made with
ranged weapons against the character for one round. This
penalty stacks with multiple uses of the Move action.

NIMBLE

Where many characters employ raw physical integrity to
resist the effects of an attack, other individuals recognise
that sheer fortitude is not always the best way to overcome
the potency of many weapons. Rather than actively resisting
an attack, they learn to move with it, hoping to either reduce
the force of impact or increase the chances of it deflecting
off of armour. With sufficient experience, this response
becomes intuitive and can often better protect an Acolyte
than brute opposition.

Experience Cost: 600xp

Prerequisites: Agility 55

Effect: When calculating his defence value, the character
uses his Agility bonus instead of his Toughness bonus.

RESPONSIVE

Some characters hone their instinctive reactions to a such a
degree that they appear to react more quickly than the actual
attack against them. Subconsciously recognising the cues
of an impending attack, these Acolytes react based upon
muscle memory, often diving for cover or stepping aside at
a critical instant.

Experience Cost: 600xp

Prerequisites: Agility 60
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Effect: At the end of his turn, the character gains 1 action
point. This action point can only be spent to activate
reactions, and is cleared at the start of the character’s next
turn like normal action points.

Snap Fire

Characters who favour ranged attacks might face enemies
who choose not to remain distant and actively charge into
combat. Such Acolytes often train themselves to fire short,
close-range bursts to kill or at least wound such foes before
they are forced into close quarters fighting.

Experience Cost: 400xp

Prerequisites: Ballistic Skill 50

Effect: The character can use the following action:

Snap FiRe

Type: Reaction

Action Points: 0

Use: If an opponent attempts to become engaged in melee
with the character, the character can attack the opponent
with a ranged weapon he is currently wielding by making a
Ballistic Skill attack test against the approaching attacker.
His rate of attack (RoA) is equal to the rate of Fire (RoF) of
the ranged weapon being used. If the character spends 1 AP
when using this action, he can treat a weapon with a RoF of
1/2 as having a RoF of 1. If the character spends 2 AP when
using this action, he can treat a weapon with a RoF of 1/3
as having a RoF of 1.

If the attack test succeeds, the character scores a
number of hits against the target equal to the degrees of
success gained. This number cannot exceed the rate of
attack. Only one snap reaction may be made in response to
an enemy becoming engaged in melee with the character.

StEP ASIDE

An experienced combatant can recognise a foe’s melee
attack an instant before he makes it. Because the attacker has
already committed to his swing the target can swiftly move
away from the attack, often completely escaping its effects.
Experience Cost: 400xp

Prerequisites: Agility 50

Effect: The character can use the following action:

STEP ASIDE

Type: Reaction

Action Points: 1

Use: After a successful attack test is made against the
character, but before hit locations are determined, he makes
an Evade (A) test. If the test succeeds, the character moves a
number of metres up to his Agility bonus. If this movement
results in the character no longer being a legal target for the
attack, the attack fails. Opponents engaged in melee with
the character cannot perform the parting blow reaction in
response to this movement.
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INVESTIGATION

The forces of corruption are everywhere, and it is only due
to the diligence of the Inquisition that their foul presence
is revealed and their heretical plans put to the torch.
Acolytes spend much of their time identifying suspects,
following clues, and uncovering plots. The better their work
here, the faster that foes of the Emperor can be punished.
Investigative failures waste time and effort, and, worse still,
allow cults to fester unchecked and the Ruinous Powers to
multiply their terrible reach.

BLENDING

A successful investigation often involves trailing suspects
without their knowledge, the better to follow them to hidden
dens of heretical worship or criminal activity. From sparse
wastelands on a feral world to a hive’s densely packed
habways, an Agent can ensure none notice his presence
through careful replication of a crowd’s mannerisms or
even joining gatherings while still keeping a careful eye on
his quarry.

Experience Cost: 400xp

Prerequisites: Fellowship 45

Effect: When using the shadowing use of the Stealth skill,
the character can use his Fellowship characteristic instead
of Perception.

CANVASSING

Often, it is difficult to extract information from groups such
as hive gangs or Administratum scribes, as often numbers
can bolster recalitrance to questioning. Veteran Acolytes
know that these groups can hold critical information
to complete an investigation that no individual source
could provide, and can throw more effective nets when
interrogating groups and reveal clues that would otherwise
stay obscured.

Experience Cost: 200xp

Prerequisites: Fellowship 40

Effect: Once per day, the character can re-roll a test made
to gather information from a group of people. The second
result must be used.

CoNTACT NETWORK

Acolytes rely on a web of relationships, favours, debts,
and obligations that can range from within a hab-block,
to spanning an entire system. While some willingly
offer support from a proper sense of responsibility to the
Imperium, others might require future favours in turn
or other trades. Developing and exploiting this network
properly allows them to gain access to weapons, travel
berths, personnel, and other resources when needed; those
who maximise their connections can ensure the Acolytes
are well armed and well prepared as they face a new heresy.
Experience Cost: 400xp

Prerequisites: Intelligence 50

Effect: The character can use his Fellowship characteristic
in place of his Influence when making requisition tests (see

page 131).

COORDINATED INTERROGATION

Skilful questioning is essential to extract useful information.
Any Acolyte can conduct base torture but few can
effectively use the implements of questioning to produce
more than screams and blood. A trained Acolyte, especially
when working in conjunction with fellow veteran Acolytes,
can induce cooperation from even the most hardened of
suspects and captured heretics.

Experience Cost: 400xp

Prerequisites: Strength 40 or Willpower 40

Effect: The character gains a +5 bonus to all Intimidate
tests made to interrogate a character, and gains an additional
+5 for each other character participating in the interrogation
who also has Coordinated Interrogation.

Cover-Up

During the course of an investigation, it is often to an
Acolyte’s benefit if the target is unaware of Inquisitorial
involvement. Even the slightest whisper of the Inquisition’s
presence can be enough to scatter suspected heretics and
drive cults into hiding. To prevent the growth and spread of
rumours, Acolytes use combinations of well-placed bribes,
dire threats, and other means to keep their activities as
secretive as possible.

Experience Cost: 400xp

Prerequisites: Intelligence 45

Effect: At the GM’s discretion, the character can reduce his
influence to increase his group’s subtlety. For every point
of influence lost in this way, the character increases his
group’s subtlety by 1d5.

DELICATE INTERROGATION

Questioning suspects and witnesses is always a necessary
part of any investigation, as this not only uncovers useful
information but also can reveal much about those questioned.
Such sessions must remain secretive or obscured, lest
others learn of the Inquisition’s interest, and a variety of
subterfuges, deceptions, and outright threats come into play
to aid this effort. Clever interrogators sometimes even pose
as representatives from other Imperial agencies or local
governmental forces, calling on prior work in such groups.

Experience Cost: 600xp

Prerequisites: Fellowship 50

Effect: Whenever the character would decrease his group’s
subtlety due to an interrogation, the amount of subtlety lost
is reduced by one.
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FLASH OF INSIGHT

Despite steady application of logic and careful analysis,
some conundrums remain insoluble. In such situations, an
Agent might turn to inspiration from outside sources, such
as reading patterns from wisps of lho smoke or even making
direct appeals to the Emperor for guidance. Those who have
trained their minds to process such lateral data can leap to
conclusions that direct thinking cannot provide, and thus
quash even the most hidden of heresies.

Experience Cost: 600xp

Prerequisites: Intelligence 55

Effect: When stuck in an investigation, the character can
spend one fate point to reveal one of the next clues or leads.

Flash of Insight

Spend a fate point to find a clue

Intelligence 55
600 xp

KeEN INTUITION

Many Acolytes train extensively to notice objects that seem
out of place or hidden, as well-hidden heresies are usually
the most dangerous. This requires intense mental discipline
as well as a thorough grounding in local lifestyles, religious
practices, social norms, and other facets that can help bring
even the smallest irregularity to prominence in a burst of
insight, revealing the heresy festering below.

Experience Cost: 200xp

Prerequisites: Intelligence 35

Effect: After failing an Observe skill test, the character can
re-attempt the test with a —10 modifier on each new attempt.

IV: TALENTS AND TRAITS
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MELEE

Characters that focus on attacking opponents in close combat
may choose to develop abilities within the melee talent tree. As
Acolytes progress through this tree, they become increasingly
lethal, accruing additional means for overwhelming their
opponents. These talents represent refinements of a character’s
fighting style, which can only be effectively gained through
practical battles where their lives are on the line. In many
cases, Acolytes may incorporate techniques from other styles,
including those learned from the opponents they have fought.

ASSASSIN STRIKE

A successful opponent in melee succeeds by never making
the motion that their foe expects. Misdirection through
weapon play and physical motion are both essential. In
some cases, disengaging from a battle so that combat can be
joined in a different fashion is ideal. Exceptionally acrobatic
individuals can sometimes use their training and abilities in
such a way that their enemies are unable to quickly respond
to an unexpected situational change.

Experience Cost: 400xp

Prerequisites: Agility 40, Acrobatics +0

Effect: Once per round, after making a melee attack, the
character can make an Acrobatics (A) test. If he succeeds,
he may immediately perform the disengage action without
spending the required action points.

CoMBAT MASTER

Every effective melee combatant must learn to engage
multiple foes simultaneously, as many opponents become far
more willing to tackle their enemy when they know that they
have a numerical advantage. A significant part of a warrior’s
training must include lessons in facing multiple targets. Only
through practice can an Acolyte learn the art of anticipating
the moves from multiple opponents so that he can best dodge
or parry their attacks without compromising his defences.
Experience Cost: 200xp

Prerequisites: Weapon Skill 40

Effect: When engaged in melee combat, opponents do not
gain the bonus for outnumbering when making attack tests
against the character.

CRIPPLING STRIKE

Knowledge of a target’s physiological weaknesses can be
crucial to achieving victory. Careful study of an opponent’s
techniques can reveal openings in his defences, but defensive
weaknesses are seldom the same as the bodily parts most
vulnerable to damage. A basic familiarity with anatomy
can reveal the parts of a target that are most susceptible to
injury, as well as the techniques that are best able to inflict
those injuries. In certain cases, a slight change to the angle
of attack can make the difference between a minor wound
and a lethal blow.

Experience Cost: 400xp

Prerequisites: Strength 45

Effect: When the character uses a melee weapon to
successfully inflict a wound on an opponent, the opponent
adds +5 to the value used to determine the wound effect, in
addition to all other modifiers.

CRUSHING BLow

In some situations an Acolyte must defeat an opponent
swiftly, such as when one enemy has engaged the character
so that another might safely escape capture. There are also
times when a fighter knows that only through a decisive
strike can he bring down his enemy. In these situations, the
acting character may choose to apply all of his strength to
a single, focused point in the hopes of quickly dispatching
the current target.

Experience Cost: 600xp

Prerequisites: Strength 50

Effect: Before making an attack with a melee weapon,
the character can choose to add his Strength bonus to the
damage dealt by the weapon for that attack, in addition to the
weapon’s normal damage. If he does so, the character must
also lower his weapon’s rate of attack by 1 for the attack.

DutLisT

Some cultures venerate warriors who are skilled at
defeating an opponent in single combat, and honourable
prestige is often associated with victories in these combats.
In primitive feral settlements and hive spire society alike,
duels are even a key part of settling legal disagreements and
signify the divine providence of the Emperor. Such combats
often feature elegant defensive swordplay and the ability to
turn aside a blow, allowing the duelist to dispatch a target
unready for a counterstrike.

Experience Cost: 200xp

Prerequisites: Weapon Skill 35

Effect: When the character is engaged in melee with a
single enemy, he adds one additional degree of success to
all successful Evasion (WS) tests.

Furious ASsAULT

A series of repeated strikes against a single bodily location
can help a character to overcome an enemy’s defence;
armour might crack or a minor wound might transform into
a significant injury. In some cases, these combined strikes
can even defeat a target who otherwise seems invulnerable.
Experience Cost: 400xp

Prerequisites: Weapon Skill 50

Effect: This talent comes into play when a character earns
multiple hits with a single melee attack test. If two or more
hits strike the same location, the character can choose to
combine those hits into a single hit. Determine the damage
for all of these hits separately, then add the values together
to determine the damage value for the single combined hit.
The target must consider the combined damage as a single
hit for all purposes of reducing damage suffered.
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Predictability is the surest path to defeat in combat, for
an individual who moves in a methodical pattern—or
even consistently uses a well-established style—becomes
vulnerable to any opponent who recognises the pattern or style.
An Acolyte can learn to predict his opponent’s moves through
familiarity with a broad range of techniques and practice at
recognising patterns. Once a pattern has been identified, the
character can deliberately time his strikes so that he only
swings at the very instant that his foe is most vulnerable,
completely bypassing the warrior’s active defences.
Experience Cost: 400xp

Prerequisites: Weapon Skill 45

Effect: When the character succeeds at his attack test with
a melee weapon, he can spend one fate point to make the
attack unavoidable with the Evade skill.

In a physical conflict, accuracy of attacks can play a major
part in achieving victory. While a lucky hit can sometimes be
decisive, veteran warriors recognise this is rare, and instead
work to ensure that every swing is ideal. Consequently, every
blow lands at the most vulnerable location so as to inflict
maximum damage, even against a well-defended opponent.
Experience Cost: 200xp

Prerequisites: Weapon Skill 30

Effect: When determining the damage of a successful hit
scored with a melee weapon, the character may choose to
replace the result of a single damage dice of his choice with
the number of degrees of success scored on his attack test.
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LIGHTNING ATTACK

Acolytes are often willing to trade weaker hits for a greater
number of strikes, especially when facing lightly armoured
foes. In this way, they can dispatch their adversaries before
their foes can bring all of their resources to bear. Sometimes
an early strike can even be enough to change the fighting
style of a more experienced opponent.

Experience Cost: 600xp

Prerequisites: Agility 50

Effect: Before making an attack with a melee weapon, the
character can choose to increase his weapon’s rate of attack
by 1 for the attack. If he does, he must subtract 3 from the
damage dealt by the weapon for the attack to a minimum of 0.

PreciSE BLows

A single successful strike may not be enough to fell the
staunchest of rivals. This is particularly true of inhuman
opponents and those who wear the sturdiest of armours,
for even their weakest points remain extremely resistant
to attack. When facing such enemies, an expert warrior
combines knowledge of anatomy and armour design with
the ability to make rapid strikes in quick succession. In this
way, an Acolyte may bludgeon a foe repeatedly, forcing his
defences to give way.

Experience Cost: 400xp

Prerequisites: Weapon Skill 45

Effect: When the character performs the Called Shot action
with a melee weapon, his rate of attack cannot exceed 2
instead of the normal 1.

TAKEDOWN

Sometimes, an Acolyte needs to incapacitate an opponent
without killing him. At other times, a target represents an
inconvenient delay instead of a true challenge. When facing
multiple opponents, temporarily incapacitating one or more
targets can make the battle against the remaining enemies
far easier. In any of these situations, quickly removing a
target from the fight can be far more advantageous than
actually slaying the foe.

Experience Cost: 400xp

Prerequisites: Agility 45

Effect: The character can use the following action:

TAKEDOWN

Type: Utility

Action Points: 1

Use: On the character’s next melee attack made this turn,
his rate of attack cannot exceed 1. If the attack succeeds, the
target immediately becomes dazed until the end of his next
turn and is knocked prone.

THUNDER CHARGE

Cowardly cult leaders often hide behind rabid followers all
prepared for martyrdom, sacrificing their lives to preserve
the cause. Experienced Acolytes frequently learn techniques
so that they can bypass intervening bodyguards such as
these in order to reach their primary target.

Experience Cost: 400xp

Prerequisites: Athletics +10

Effect: When making a charge action, the character
moves a number of metres up to 2 + his Agility bonus in a
straight line, instead of the normal amount. When making
this movement, the character can move through all other
characters as if they are not there, without provoking parting
blows. After the charge is complete, all characters that the
character passed through, as well as the target of the charge,
must succeed at a Strength test or be knocked prone.

UNRELENTING

Victory often comes when one combatant makes a mistake,
and a canny warrior often tries to induce these mistakes by
exhausting his enemy. Over time, the blows that an opponent
might have easily parried at the beginning of a conflict can
become unavoidable as the fight nears its resolution. In
extreme cases, a fighter might simply collapse from sheer
exhaustion without his target striking a serious wound.
Experience Cost: 400xp

Prerequisites: Strength 40

Effect: All opponents engaged with the character must
spend 4 action points to perform the Disengage action
instead of the normal 3.

WHIRLWIND

Some Acolytes focus on learning combat techniques that
are particularly effective against hordes of attackers.
When facing a crazed mob of cultists or a band of suicidal
criminals, the character may be able to make a flurry of
strikes that can fell a swathe of adversaries.

Experience Cost: 600xp

Prerequisites: Weapon Skill 55

Effect: The character can use the following action:

WHIRLWIND

Type: Utility

Action Points: 1

Use: On the character’s next melee attack made this turn,
his rate of attack cannot exceed 1. Instead of rolling a single
attack test, he rolls an attack test for each opponent engaged
with him in melee. Each of these attack tests are resolved as
a separate attack against their target with all the properties
the normal melee attack would have had. Target characters
can individually evade the discrete attacks as normal.
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MENTAL FORTITUDE

Experienced Acolytes know they must be strong not only in
their bodies but also their minds. The forces of corruption
work through subtle, insidious ways that demand strength
of will and faith to resist. Those who utilise the powers of
the Immaterium are especially at risk, and must steel their
souls against the predations of Chaos. Shielding the mind
can defend just as well as the finest carapace can the body,
and allow an Acolyte to overcome and eradicate his foes.

BastioN oF [roN WILL

Acolytes cursed with psychic abilities must learn to resist
the Warp-fuelled attacks of the Ruinous Powers through
their strength of character. They often learn additional
techniques and may be the only ones capable of resisting
the most potent of foes—making their role absolutely vital
to the warband’s continued success.

Experience Cost: 600xp

Prerequisites: Willpower 55

Effect: When defending against psychic powers, the
character adds a bonus to his roll equal to 5 multiplied by
his psy rating.

CoLp HEeArTED

Having faced the endless honeyed deceptions and festering
lies of the enemies of Mankind, these Acolytes have
hardened themselves against such blandishments and can
resist even the most alluring of temptations. They are
steadfast in their service, and can overcome attempts to
dissuade or corrupt.

Experience Cost: 200xp

Prerequisites: Willpower 35

Effect: The character is immune to all uses of the Charm
skill. Additionally, when making an opposed Willpower
test, the character adds 1 degree of success to the total
degrees of success gained from the test.

FavOoUuRED BY THE WARP

The Warp is endlessly fickle, but it is clear that even among
psykers some are less subject to its punishments than others.
Many would view such individuals suspiciously, for such
placidity from the Immaterium can only mean the Ruinous
Powers guard them, but others might insist the Emperor
instead shields their souls. Some might hold it is their own
mental strength that allows them to master the Warp, though
only the heretical would countenance such madness.
Experience Cost: 400xp

Prerequisites: Willpower 45

Effect: When rolling to determine psychic phenomenon,
the character can add or subtract his Willpower bonus from
the result of the roll.

IrRoN DISCIPLINE

Acolytes of the Inquisition must face mind-rending horrors
as part of their duty to the Emperor. Though many are ill-
prepared before their first encounter with heresy, with each
encounter they fortify their minds against the terrifying
insanities they must defeat. What would dive others mad,
they can now push away and thus continue their service.
Experience Cost: 400xp

Prerequisites: Willpower 45

Effect: When rolling to determine a mental trauma, the
character can add or subtract his Willpower bonus from the
result of the roll.

JADED

Familiarity breeds contempt for the countless terrors that
lurk within the galaxy. Acolytes who repeatedly face such
foes can mitigate the impact of their horrendous natures
upon their own psyches. Their sanity might still be lessened,
but so long as they have faith their souls remain strong.
Experience Cost: 400xp

Prerequisites: Willpower 50

Effect: Whenever the character’s insanity is increased, the
amount it is increased by is reduced by 1.

NERVES OF STEEL

In combat situations, an Acolyte who perseveres under
withering hails of enemy fire is one who can better live to
continue service to his Inquisitor. While others might cower
and seek cover, those who hold the Emperor as their shield
can resist panic and fight onwards.

Experience Cost: 200xp

Prerequisites: Willpower 40

Effect: When making a Willpower test to resist becoming
Pinned, the character can re-roll the test once. He must use
the second result.

StroNG MINDED

The essence of the Warp is insidious, and the unholy
denizens Immaterium strive constantly to corrupt and
seduce. Faith in the Emperor and His cause is the most
effective defence that any Acolyte could hope to wield
against these abominations and their followers. Those who
focus their minds can resist these effects, no matter the
power of the psychic assault.

Experience Cost: 600xp

Prerequisites: Willpower 60

Effect: When making an opposed test to resist psychic
powers, the character can re-roll the test once. He must use
the second result.
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Warp CoNDUIT

In times of extreme need, an experienced psyker can
channel inhuman amounts of will, faith, and even a portion
of his soul into deeper access to the Warp and thus manifest
even more powerful forces into reality. Such feats always
have a price, however, but when all would fail without their
efforts, it is a price any would pay.

Experience Cost: 600xp

Prerequisites: Willpower 50

Effect: When channelling a psychic power, the character can
spend one fate point to count his psy rating as one higher.

Warer Lock

Despite the tremendous risks involved, through rigorous
mental disciplines an Acolyte can focus his psychic powers
to temporarily higher levels, finessing the Warp itself to
enhance his connection to the Immaterium. His presence
sheltered to a degree, he can avoid many of the predatory
gazes from the terrors within.

Experience Cost: 400xp

Prerequisites: Willpower 40

Effect: Once per day, when channelling a psychic power,
the character counts as channelling the power at the push
level for purposes of determining the effects of the power.
For determining the psychic phenomenon though it counts
as being at the fettered level.

WARP SENSE

Psychically gifted Acolytes must regularly explore the
Immaterium as they search for any signs of unsanctioned
psykers or the taint of Warp-stench left upon reality. With
practice he can recognise many signs of psychic activity,
identifying them with little conscious effort.

Experience Cost: 200xp

Prerequisites: Perception 35

Effect: The character can perform Psyniscience tests as a
free action.
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MosBiLITY

Within the confines of a conflict, rapid movement and fast
reactions can be just as important as superior firepower.
While some might favour the better aim that a bunker
vent might provide, others desire more flexibility and
manoeuvrability to keep an enemy off balance and unready
for their attacks. Using speed, nimbleness, and dynamic
combat styles, these Acolytes can kill before their enemies
even know a fight has started.

CATFALL

Acolytes who spent their lives manoeuvring through the
branches of an overgrown feral world or climbing the
structures of a hive world learn quickly to deal with the
consequences of falling. Through adroit contortions, proper
bracing on landing, and muscle techniques to soften impact,
they can lessen any injuries they might suffer and allow
them to continue fighting.

Experience Cost: 400xp

Prerequisites: Agility 45

Effect: When suffering from the effects of falling, the
character’s Agility bonus (in metres) reduces the distance
fallen for purposes of determining damage.

CoMmBAT FORMATION

Acolytes are constantly surrounded with those who would
see them dead or worse. Surprise attacks can happen at any
time, so many engage in regular training exercises to help
maintain a state of constant vigilance. They watch for likely
ambush locations and sniper dens while always calculating
proper attack responses should fighting commence. Few
catch them unprepared, and most wind up facing a fiercer
battle than expected.

Experience Cost: 400xp

Prerequisites: Intelligence 40

Effect: The character can choose to use his Intelligence
bonus in place of his Agility bonus when rolling initiative.

COMBAT SENSES

For some, the sounds and smells of combat become second
nature. They learn to recognise the scents of weapon
unguents, the shifting dust of suspicious movements,
and the sounds of readied weapons. This information can
come to the character unconsciously, so that he is capable
of sensing danger and reacting to it without thought with
exceptional speed.

Experience Cost: 400xp

Prerequisites: Perception 40

Effect: The character can choose to use his Perception
bonus in place of his Agility bonus when rolling initiative.

Lear Up

In most combat situations, an Acolyte knocked off his feet
or lying prone is at a disadvantage. Unless in cover, he is
easy prey to enemies assaulting his position. Those who are
naturally light on their feet or undergo acrobatic training
can rapidly right themselves and surprise their foes with
blazing lasgun fire.

Experience Cost: 200xp

Prerequisites: Agility 35

Effect: The character may stand as a free action.

LiGHT SLEEPER

Though the body and the mind must rest, those who serve the
Emperor can ill afford to be lax in their vigilance. Some can
learn to remain extremely sensitive to any slight changes in
their surroundings and are able to awaken from a peaceful
slumber into a state of combat readiness instantly. A slight
odour, a soft sound, or even a gentle shift in the room’s air
pressure can be enough for the Acolyte to respond.
Experience Cost: 200xp

Prerequisites: Perception 35

Effect: The character always counts as being awake for the
purposes of Observe tests and surprise, even while sleeping.

LIGHTNING REFLEXES

Many Acolytes relentlessly train to improve their reaction
time, knowing that they often face enemies with inhuman
physiologies or arcane powers that allow them to move
faster than the norm for blessed humanity. With time and
determination, a few are able to learn to react intuitively to
almost any physical confrontation. Though this may only
save a fraction of a second, that little time can be enough to
determine the victor in a closely contested battle.
Experience Cost: 400xp

Prerequisites: Agility 45

Effect: When making his initiative roll, the character can
roll twice and choose the higher of the two rolls.

PRETERNATURAL SPEED

Acolytes that prefer melee combat are at greatest risk
when they are out of reach of their foes, and often strive to
enhance their running speed at all costs. A distance of only a
few centimetres can make all the difference between being
shot and getting in the first swing of a chainsword.
Experience Cost: 600xp

Prerequisites: Agility 50

Effect: When performing the Charge action, the character
adds 1 metre to his total distance moved.
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Quick Draw

Some situations do not permit Acolytes to keep their
weapons or other suspicious items openly displayed, and
those who rely on their guns to do their negotiating live
and die in the moments it takes to draw their weapons or
pull forth a needle. With extensive practice they can learn
to move with a single fluid action, acting before their foes
can act against them.

Experience Cost: 200xp

Prerequisites: Agility 30

Effect: The character can perform the Ready action without
spending any AP, instead of the normal 1.

Rapip ReAcTION

Dangers to the Imperium of Man lurk around every corner
and within every shadow, as heretics, xenos, and mutants
constantly strive to corrupt and destroy. They frequently
esort to traps and ambushes in their drive to eliminate the
Emperor’s servants. To survive against such attacks, Acolytes
must prepare for an enemy assault at any instant and be ready
to leap into action with even the slightest notice.
Experience Cost: 600xp

Prerequisites: Perception 50

Effect: When surprised or ambushed, the character makes
an Agility test. If he succeeds, he is not surprised and
instead acts normally.

SPRINT

An Acolyte who cannot escape a foe or catch a fleeing
heretic cannot effectively serve the Emperor. Many
individuals incorporate extensive calisthenics into their
daily training regimen so that they recognise their bodily
limits and can push them to new extremes, trading speed for
exhaustion once the chase is over. In this way they are far
better prepared to act against the forces of corruption that
they face as part of their sacred duty.

Experience Cost: 600xp

Prerequisites: Agility 55

Effect: When performing a movement action, the character
can choose to suffer one point of fatigue to double his Agility
bonus for the purposes of determining the distance moved.
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PiLoT

Acolytes are always on the move, for heresy is everywhere
and can spread across wide areas. A cult might extend
across an entire planet or stellar region, and many make
use of their own military vehicles. While some Acolytes
rely on outside aid for transportation or armoured combat,
some excel in the role of vehicle operator themselves. Many
of these feel complete only when controlling their craft,
coaxing its machine spirit beyond what any official pattern
designs might have ordained. With an experienced pilot at
the helm, Acolytes can be sure of decisive speed, strong
defensive manoeuvring, and overall greater survivability.

BRACE FOR IMpACT

A high-speed collision is an effective tactic, both in military
combat as well as civilian chases, but it can be damaging
to the pilot as well as his vehicle. With practice, a pilot can
learn to recognise specific techniques to mitigate the effects
of such a collision.

Experience Cost: 200xp

Prerequisites: Pilot +0

Effect: The character can use the following action:

BRrACE FOR IMPACT

Type: Reaction

Action Points: 1

Use: When the vehicle this character is riding in is involved
in a crash (see page 224), but before the crash resolves,
the character can use this action to reduce any damage he
would suffer from breach effects the crash causes by his
Agility bonus.

ADEPT MANOEUVRING

A master pilot recognises the strengths and limitations of
his craft, such as the locations most resistant to damage and
those more vulnerable to enemy fire. During combat, every
adjustment of the controls acts to keep the vehicle’s weaker
areas less exposed and, with experience, a pilot can keep his
craft functional far beyond any reasonable expectations.
Experience Cost: 200xp

Prerequisites: Agility 40

Effect: The character can now use the Adept Manoeuvring
action as per below:

ADEPT MANOEUVRING

Type: Reaction, Operate

Action Points: 1

Use: After a successful attack test is made against the
vehicle the character is operating, but before hit locations
are determined, the character makes a Pilot test (based on
the type of vehicle being operated). If the Pilot test succeeds,
the character can change the facing struck by the attack to
a facing of his choice. This does not affect the positioning
of the vehicle.

DAMAGE CONTROL

Veteran pilots remain in constant communion with their
crafts’ machine spirits. When their vehicles suffer damage,
they heed the information and identify ways to compensate
for it. Relatively minor adjustments can be enough to
compensate for damage that might otherwise be crippling.
In other cases, a pilot recognises that the damage is less
severe than appearances might suggest and must reassure
the machine spirit of the situation, so that the craft does not
become disconsolate.

Experience Cost: 400xp

Prerequisites: Intelligence 40

Effect: When the vehicle the character is piloting suffers a
breach or critical breach the character reduces the breach
effect the vehicle suffers by his Intelligence bonus.

HortsHor Piot

Experienced pilots can often perform feats that substantially
exceed a vehicle’s known handling as established in its
Mechanicum-sanctioned pattern. Learning to perform such
actions also allows them to recover from what would normally
be fatal mishaps. Such occurrences are commonplace for
those used to operating vehicles beyond the norm, as they
have trained themselves to greater preparedness for any
errors from pilot or craft.

Experience Cost: 600xp

Prerequisites: Pilot +20

Effect: When the character succeeds at a Pilot test, he gains
2 additional degrees of success. When the character fails a
Pilot test, he reduces his degrees of failure on the test by 2,
to a minimum of 1

PusH THE LimT

A veteran operator recognises how he can pilot it outside of
its stable limits. When successful, his vehicle seems to have
been touched by the Emperor’s sure hand. Any errors at this
level though can result in tragedy, and impart enough stress
on the vehicle to rip its frame apart.

Experience Cost: 600xp

Prerequisites: Agility 45

Effect: Once per round, the character can add a +20 bonus
to a Pilot test. However, if he fails the test by a number of
degrees of failure greater than his Agility bonus, the vehicle
suffers an automatic breach to its motive systems. Roll
2d10 on Table 7-16: Motive Systems (page 226) for the
associated breach effect, adding any bonuses or penalties
from previous breaches and critical breaches
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RaPID REPOSITIONING

Vehicles in the 41st Millennium are often huge, elaborate
crafts with many crew positions to man. Acolytes often
must move from vox station to weapon turret to helm in
a stressful situation, especially when another operator has
been wounded or killed. The faster they can do this, the less
chance cultists might escape in a habway chase or their own
tank fall to enemy bombardment attack.

Experience Cost: 400xp

Prerequisites: Agility 40, Pilot +10

Effect: The Embark/Disembark action costs this character
1 action point instead of the usual 2 action points.

ReDUCE PROFILE

Hitting an object in motion with a ranged attack is never easy,
and the angles of attack can make a tremendous difference.
From the pilot’s perspective this means managing his
vehicle’s facing at all times, so that the foe is presented with
the most narrow silhouette possible. Such actions can make
a light civilian craft as robust as a heavily armoured tank,
and greatly multiply the combat effectiveness of often out-
gunned Inquisitorial forces.

Experience Cost: 400xp

Prerequisites: Pilot +10

Effect: Any vehicle the character operates counts its Size
trait as 1 lower for the purposes of determining modifiers to
attacks made against the vehicle. This effect only applies as
long as the character is operating the vehicle.

SKILLED RIDER

No ace achieves mastery without missteps, and learning
how to deal with crashes or other mishaps is as important as
learning new combat manoeuvres. Confidence in surviving
such events through nimble egress or willingness to stay
with their vehicle can diminish disaster into a minor
annoyance, and allow the Acolyte to continue his mission.
Experience Cost: 200xp

Prerequisites: Agility 35

Effect: If the character would be thrown from or within his
vehicle, he first makes an Agility test. If he succeeds, he
can chose to remain in his original position, or to be thrown
from his vehicle, landing on his feet and not suffering the
normal penalties for being thrown.
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RANGED

Many combatants prefer to eliminate their foes from range.
This has the obvious advantage that an effective marksman
may be able to overcome an enemy while offering little
opportunity for reprisal. That advantage is particularly
relevant for Acolytes who regularly face opponents that
have vastly superior numbers or inhuman physiologies that
penalise melee combat. With practice and experience, a
character can learn to effectively exploit all of the advantages
of his preferred ranged weapons, with unorthodox
techniques can sometimes prove to be particularly effective
methods of swiftly eliminating adversaries.

BARRAGE

Often, a ranged weapon’s efficacy is the result of its rate
of fire. Some Acolytes spend a substantial portion of their
training working to develop accuracy with weapons that
have high rates of fire, and through extended practice and
experience can learn to take better advantage of the each
of the rounds fired in any burst. In this way, the foes of
the Emperor may be brought to justice with a minimum of
effort, as each shell propels a target toward justice.
Experience Cost: 600xp

Prerequisites: Ballistic Skill 55

Effect: After making a successful attack test with a ranged
weapon, the character adds 1 degree of success to the total
degrees of success gained from the test.

BuLaING Biceps

For the novice, heavy weapons are unwieldy devices which
require a significant amount of time and effort to use effectively
even under the best conditions. As characters become more
experienced in wielding such weapons, they learn more about
the design as well as implementation, and can exploit better
leverage angles and grips. Through dedicated practice, even
individuals who are less physically powerful can effectively
manoeuvre and fire their heavy weapon to better effect.
Experience Cost: 400xp

Prerequisites: Strength 45

Effect: The character only suffers a —15 penalty to firing
an unbraced heavy weapon, instead of the normal —30. In
addition, he only needs to spend 1 AP to perform the Brace
Heavy Weapon action, instead of the normal 2 AP.

CONSTANT VIGILANCE

During a protracted engagement, characters sometimes need
to maintain lines of fire to secure an area or to eliminate a
high priority target. During these situations, sentries often
come under attack, just as they attempt to shut down their
enemies. Where a less experienced individual might lose his
focus, a disciplined Acolyte learns to avoid distractions from
any incoming attacks while still fulfilling his assigned duty.
Experience Cost: 600xp

Prerequisites: Agility 55

Effect: The character can perform reactions without ending
the effects of the Overwatch action.

CRIPPLING SHOT

Understanding a foe’s armour as well as his anatomy can be
a tremendous asset to anyone involved in a combat situation.
A skilled marksman learns to direct his fire towards a target’s
most vulnerable areas; as a consequence, those attacks are
far more likely to incapacitate the foe. Some veteran snipers
develop an almost uncanny knack these attacks, regularly
hitting scarcely noticeable seams and weak spots that even
the most heavily armoured target possesses.

Experience Cost: 600xp

Prerequisites: Ballistic Skill 45, Perception 50

Effect: When the character uses a ranged weapon to
successfully inflict a wound on an opponent, the opponent
adds +5 to the value used to determine the wound effect, in
addition to all other modifiers.

EYE OF VENGEANCE

Over the course of an extended campaign, a shooter is
certain to learn the intricacies of his opponent’s armour, and
hunt for design flaws to be exploited. A well-placed hit can
not only negate armour but turn it against its user, as flak
armour splits inwards or carapace plating fragments into
deadly shrapnel.

Experience Cost: 600xp

Prerequisites: Ballistic Skill 50, Perception 55

Effect: The character can use the following action:

EYE OF VENGEANCE

Type: Utility

Action Points: 1

Use: On the character’s next ranged attack made this turn,
his rate of attack cannot exceed 1. If the attack succeeds,
the hit deals an additional amount of damage equal to the
defence value on the hit location.

Hawk’s EYE

Characters with a particularly potent ranged weapon are
often assigned lookout duties, while their compatriots are
otherwise engaged. On some occasions, Acolytes might
even need to patiently wait for days until their prey is
revealed. They learn to remain completely aware of their
environment, as they maintain their vigil. Where a novice
might soon acquire tunnelled vision as he focuses tightly,
a veteran learns to study a wider area and if needed target
another, unexpected foe.

Experience Cost: 400xp

Prerequisites: Perception 45

Effect: When performing the Overwatch or Brace Heavy
Weapon action, the character’s field of view encompasses
a 90-degree arc in the direction that he is facing, instead of
the normal 45-degree arc.
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INDEPENDENT TARGETING

Particularly adept marksmen can learn to hit multiple targets
with a single burst of fire, and may even be able to strike
down more than one foe with an exceptional single shot.
Experience Cost: 400xp

Prerequisites: Ballistic Skill 45

Effect: When making an attack with a ranged weapon, if the
character scores more than one successful hit, he can choose
to move any number of those hits to other opponents within
5 metres of the original target. These hits cannot be allocated
to targets who would have been harder to hit than the original
target. For the purposes of Evade reactions, each opponent that
is allocated a hit in this way counts as having been struck by
a ranged attack with a number of degrees of success equal to
the number of hits assigned to them. The active character then
subtracts a number of degrees of success from the original
attack equal to the number of hits re-assigned to new targets.

MARKSMAN

In the hands of a master, a weapon’s effective range can
be far greater than what Tech-Adepts would detail in its
sanctified specifications. Through extensive practice,
knowledge of current environmental conditions, and
exploitation of unintended design features, he can push the
device to its very limits, greatly increasing its lethality.
Experience Cost: 400xp

Prerequisites: Ballistic Skill 40

Effect: Before making an attack action with a ranged
weapon, the character can choose to increase the range of
his weapon by fifty percent. If he does so, the attack test
suffers a —20 penalty.

OVERWATCH

Experienced characters must learn to react instantly when a
critical target crosses his field of fire.

Experience Cost: 200xp

Prerequisites: Ballistic Skill 30

Effect: The character can use the following action:

OVERWATCH

Type: Attack

Action Points: Variable

Use: The character establishes a kill zone that encompasses
a 45-degree arc in the direction that he is facing. He then
establishes the conditions under which his Overwatch is
triggered. Any time the specified conditions are met by
an opponent within the established kill zone, the character
can make a ranged attack action against that opponent. The
character does not spend action points to use this Ranged
Attack action and, instead, the action is executed as if the
character had spent a number of action points on it equal to
the those spent to activate Overwatch.

If this attack would occur at the same time as another
character’s action, the character with the higher Agility value
acts first. If both characters have the same Agility, they must
make an opposed Agility test to determine who acts first.

If the character performs any actions or reaction (other
than free actions), or becomes stunned or unconscious while
on Overwatch, his Overwatch immediately ends.

Rarip RELOAD

When under heavy enemy pressure, survival and victory
depend upon the most effective use of every moment. Time
spent reloading weapons is perhaps the most precious as
the Acolyte cannot fire at his foes. Some Acolytes often put
tactile markings on their magazines so they can quickly find
the correct clip with no visual check needed, or always hold
ammunition in easily accessible locations. Others simply
practice the manoeuvre again and again, knowing the
precious moments saved can mean the difference between
triumph and tragedy.

Experience Cost: 200xp

Prerequisites: Agility 40

Effect: When performing the Reload action, the character’s
AP cost is reduced to one less than the weapon’s reload
value, instead of its normal amount.

RiTE OF CLEARING

A jammed weapon can be a death sentence—especially
if it is the only one carried. While never being without
another weapon would be the ideal solution, Acolytes are
often in situations where this is not practical and must
instead trust in their ability to quickly clear a weapon. This
requires familiarity that only experience can breed as well
as an intense and ongoing level of practice and study. For
the master a weapon jam remains a worry, but no longer a
deadly one.

Experience Cost: 200xp

Prerequisites: Ballistic Skill 40

Effect: The character does not have to make a Ballistic
Skill test when reloading after a weapon jam.

Run anp GuN

In a ranged combat, constant motion is often an asset.
Acolytes who move after firing may be able to completely
avoid return fire. Experienced individuals learn to move after
each shot they take, quickly setting into new positions and
keeping their opponents off balance. Such movement allows
Acolytes to engage their foes at close quarters, or escape an
untenable position before they themselves are overrun.
Experience Cost: 400xp

Prerequisites: Agility 45

Effect: Once per round, after making an attack with a
ranged weapon, the character can immediately perform the
Move action without spending the required action points.
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I Less AP needed to reload
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Barrage

Add 1 DoS to successful attack

Ballistic Skill 55

600 xp

SUPPRESSIVE FIRE

An experienced lookout can not only eliminate enemies, but
send many more to the ground in a hail of lasblasts or heavy
stubber shells. In such hands, the weapon can stop a charging
cultist horde in its tracks, allowing fellow Acolytes to pick off
the cowering foes or launch their own charge against them.
Experience Cost: 600xp

Prerequisites: Ballistic Skill 50

Effect: When performing Ranged Attack actions as the
result of triggering the Overwatch action, the character’s
weapon gains the Pinning quality.

TARGET SELECTION

Only in the most dire situations would an Acolyte fire into
a close quarters fight where he might hit one of his allies,
but such is their duty that this occurs far too often. Some
develop skills to avoid friendly fire as part of their regular
training procedures, incorporating specific manoeuvres to
effectively provide firing lanes into melee. Others simply
pray that the Emperor guides their hand, knowing that not
taking the shot could lead to even worse outcomes.
Experience Cost: 200xp

Prerequisites: Perception 40

Effect: The character ignores all penalties for shooting at
targets engaged in melee combat.
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RESILIENCE

Many heroes are renowned for their ability to persevere
against overwhelming odds. Legends recount the holy saints
of the Imperium who continued to serve the Emperor though
their bodies bled from countless wounds and their minds
spent from exhaustion. Their foes are seemingly endless and
many are unencumbered by the limitations of a corporeal
form. To combat this, Acolytes find new limits to their
endurance, recognising that they can only rest in the embrace
of the Emperor when their service is complete.

Die Harp

During an extended combat, exhaustion is every bit as
dangerous as actual weapon damage. Even minor wounds
can slow a character’s actions and reactions after time,
allowing his enemy greater opportunities to exploit his
weaknesses. An Acolyte can train to keep his body from
betraying him during battle, ensuring he can fight longer at
full effectiveness.

Experience Cost: 400xp

Prerequisites: Toughness 40

Effect: The character continues to reduce the X value of the
Blood Loss condition (see page 207) when unconscious.

Harpy

Those who serve the Emperor cannot afford to lay idle,
even as they recover from injuries. Even after one enemy
is vanquished, others continue in the path of corruption,
for there is never an end to heresy. Through rigorous
conditioning and willingness to ignore the normal pains of
convalescence, Acolytes can lessen the impact of injuries
or illnesses and devote more time to carrying out the
Emperor’s will.

Experience Cost: 400xp

Prerequisites: Toughness 50

Effect: When removing wounds during six consecutive
hours of rest, the character can remove one additional wound
of the same type (see page 207 for rules for natural healing).

IrON Jaw

Characters who have survived through countless battles
recognise the dangers of shock and other debilitating injury,
and learn to overcome them. An experienced Acolyte can
shake off momentary incapacitation so that he can at least
make an opportune strike against a gloating opponent or
move to avoid a potentially lethal follow-through.
Experience Cost: 400xp

Prerequisites: Toughness 45, Willpower 40

Effect: When suffering from the stunned condition, the
character can make a Toughness test at the beginning of
each turn. If he succeeds, he loses the stunned condition
and proceeds with his turn, only gaining 2 AP for the turn
instead of the normal 4.

MEDITATION

With adequate mental discipline, a character can learn to
recognise and overcome the effects of exhaustion. With
only a brief rest, an adept of one of the many techniques
found throughout the Imperium feels sufficiently refreshed
to pursue his goals undeterred once more.

Experience Cost: 400xp

Prerequisites: Willpower 40

Effect: By spending 10 minutes uninterrupted and
succeeding at a Willpower test, the character can reduce his
fatigue by 1.

NEever DiE

Some maintain that luck and fate are every bit as important
in a conflict as any amount of training. The grace of the
Emperor may be enough to spare an Acolyte from a grievous
injury and on countless occasions, individuals devoted to
the their Inquisitor’s service have emerged unscathed from
seemingly-lethal attacks. The legends of saints are littered
with such accounts—a fact that has strengthened the faith of
countless followers of the Imperial Creed.

Experience Cost: 600xp

Prerequisites: Toughness 60

Effect: When the character receives a new non-critical
wound, he can spend one fate point to not gain the wound
effect from that wound.

Rapip HEALING

Acolytes with high levels of physical conditioning can
often shrug off injuries after the heat of a battle has died
down, their well-maintained physiques helping to staunch
minor bleeding or lasgun burns. Others might use combat
drugs or other supplements to lessen their recovery time,
but those who have disciplined themselves to the point they
rarely need such artificial aids ensures they never are overly
reliant on them.

Experience Cost: 600xp

Prerequisites: Toughness 55

Effect: When the character spends a fate point to remove a non-
critical wound, he removes two non-critical wounds instead.

RESISTANCE

Many individuals have a history of exposure to a particularly
dangerous substance. In many cases, this is due to the
circumstances of their youths in hostile environmental
conditions or in the presence of particular toxins. Others
train extensively in the presence of specific dangers so
that their minds and bodies can more effectively resist an
insidious condition.

Experience Cost: 200xp

Prerequisites: Toughness 30, Willpower 30

Effect: Each time the character selects this talent, he
chooses one area of resistance. The character gains a +10
bonus when making tests to resist effects of the chosen
type. Following are the most common areas of resistance:
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" RESILIENCE TALENTS "

Gain bonus to resist selected effect
Toughness 30, Willpower 30
200 xp

Die Hard

Sound Constitution

Meditation

Reduce effect of Blood Loss

Toughness 40

Spend a fate point to reduce fatigue Reduce fatigue through WP test
Toughness 35 Willpower 40
400 xp 200 xp 400 xp

Iron Jaw

Toughness test to remove Stunned condition
Toughness 45, Willpower 40
400 xp

Hardy Rapid Healing
Remove extra wound after resting ) 30 D 69 s
2 non-critical wounds
Tough: 50
OUEnness 400 xp Toughness 55
600 xp

Never Die

True Grit

Spend a fate point to not gain wound cffect

Lower results for wound effects

Toughness 60
600 xp

Toughness 55

600 xp

e Cold: In addition to dealing wounds, extreme
cold may also trigger fatigue damage and induce various
conditions. Resistance applies to all of these effects.

» Fear: Entities exist for the sole purpose of corrupting
and devouring humanity, and characters with this resistance
have a knack for standing up to them. See page 127 for
more on fear.

» Heat: Environmental effects as well as Flame weapons
can trigger wounds, fatigue, and conditions. The character has
developed the ability to persevere through such effects.

* Poison: Horrific beasts and sophisticated assassins
often rely upon toxins to slay an opponent who might be
difficult to attack directly. A character with this resistance has
an unusual physiology that is less susceptible to their effects.

* Psychic Powers: Those who wield the powers of
the Immaterium can often use them to manipulate their
environment as well as their foe’s minds and bodies.
Characters with this resistance are less susceptible to any
psychic attacks that target them directly.

Sounp CONSTITUTION

For some individuals, a period of rest is not necessarily
about recovery. Instead, it is also a time of preparation
for the constant dangers that lay ahead. Some include a
portion of focused meditation during their rest so that their
minds and spirits are adequately prepared to resist the new
day’s challenges, while others choose to fortify themselves
through more physical means. Once readied, they are
prepared to operate without further rest for an extended
period of time.

Experience Cost: 200xp

Prerequisites: Toughness 35

Effect: The character can spend one fate point to recover 2
points of fatigue

TrUE GRIT

Through strength of will, physiological enhancements, or
simply dedication to their Inquisitor, some characters refuse
to fall. These Acolytes can shrug off the effects of wounds
that might cripple or even kill a lesser person. Their bodies
may be covered with scar tissue and burn marks, but they
continue to fight on when others would fail in their duty
from the same injury.

Experience Cost: 600xp

Prerequisites: Toughness 55

Effect: When determining wound effects, the character
adds +4 for each regular wound and +8 for each critical
wound instead of the normal amounts (+5 and +10).
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SociAL

Many individuals recognise that battle is not the only path
to triumph over a foe. Sometimes, a reasoned negotiation
can lead to a successful resolution, while misdirection or
treachery can place an enemy at such a disadvantage that
victory becomes equally assured. An investigation that
relies upon social cues rather than bolter fire is also far less
likely to attract notice or suspicion. This approach can often
lead to greater cooperation and local support.

CHARMING

Some Acolytes recognise that a kind word and a smile
may be a better path than a threat and a pointed weapon,
especially when facing potentially hostile groups. Often
social chameleons, they can recognise susceptibilities
based upon planetary environs, clothing, and personal
effects. With this approach, the target individuals typically
believe the acting character to be a friendly peer rather than
a potential enemy.

Experience Cost: 200xp

Prerequisites: Charm +10

Effect: When using the Charm skill, the character can affect
a number of other characters equal to his Fellowship bonus
multiplied by his degrees of success on the Charm test.

COMMANDING

A talented leader can inspire individuals, and groups alike.
Through effective delegation, stern glares, exhortations to
the Emperor, or even a few well-targeted laspistol shots,
he can motivate others to perform at their very highest
levels for an extended period of time, often enabling a
group to complete a task that might have initially seemed
insurmountable.

Experience Cost: 200xp

Prerequisites: Command +10

Effect: When using the Command skill, the character
can affect a number of other characters equal to his
Fellowship bonus multiplied by his degrees of success on
the Command test.

DECEPTIVE

Misdirection is often a key element in the early stages of
any investigation. Once a region’s population recognises
that the Inquisition has taken a direct hand in combating
heresy, fearful suspects can go into hiding and leads can
disappear. Newly arrived Acolytes often need to present
false fronts or other prevarications as they gather evidence
of corruption. On many worlds, a well-constructed lie can
also bypass bureaucratic delays and reveal resources that do
not officially exist.

Experience Cost: 200xp

Prerequisites: Deceive +10

Effect: When using the Deceive skill, the character can affect
a number of other characters equal to his Fellowship bonus
multiplied by his degrees of success on the Deceive test.

DisTurBING VOICE

Some individuals have an unusual vocal mannerism, and
through practice, psychic scarring, or even physiological
enhancement can make it even more so. Their tone has a
reverberation that feels wholly unnatural and gives chills
to all who listen. Such characters might be remembered for
their voice even more than they are for any elements of their
physical appearance.

Experience Cost: 400xp

Prerequisites: Fellowship 45, Willpower 45

Effect: Once per day, when making an Intimidate test, the
character can re-roll the test once; the second result must be
used. However, the character always suffers a —10 penalty
to all Fellowship tests when dealing with others in a non-
threatening manner.

INTIMIDATING

At times, no amount of cajoling, appeals to authority, or
misdirection is enough to guarantee cooperation, and
harsher methods are needed. Through properly applied
overt threats, brandishing of weapons, flexing of muscles,
or even intense glares an Acolyte can cow entire groups to
cease hostilities, reveal information, and return to proper
respect for the Emperor’s servants.

Experience Cost: 200xp

Prerequisites: Intimidate +10

Effect: When using the Intimidate skill, the character can affect
a number of other characters equal to his Fellowship bonus
multiplied by his degrees of success on the Intimidate test.

INTO THE JAWS OF HELL

Some leaders inspire their followers with an immeasurable
degree of loyalty. Commands are followed without
question in the face of secemingly insurmountable
obstacles. This may be due to a strong respect they have
towards their commander, debts of honour, or the fear of
punishment for failure. No matter the cause, such men can
lead their forces against any foe no matter how dire the
situation becomes.

Experience Cost: 600xp

Prerequisites: Fellowship 50, Willpower 50

Effect: All characters within 20 metres of the character
gain +10 to all tests made to resist the Fear or Pinning. A
character can only receive this bonus from Into the Jaws of
Hell once.
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Social skills can target multiple characters
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Mmic

The false impression of authority is often enough to ensure
that a deception succeeds, and in many cases this requires
impersonation. Disguising a voice is just as important as
disguising the form, as often the impersonation need only
be over vox channel or shouted into a hostile vehicle.
Time spent perfecting the ability to pick up on accents,
local dialects, and personal vocal mannerisms can greatly
improve attempts at misdirection and subterfuge.
Experience Cost: 400xp

Prerequisites: Fellowship 50, Intelligence 40

Effect: The character can accurately mimic the voice of
another. When making a Deceive or Subterfuge test to act
and speak as another person, the character can re-roll the
test once but must use the second result. This talent cannot
be used when attempting to copy the voice of a xenos unless
the character possesses the applicable Specialist talent.

PusLiC SPEAKING

Words can be more effective than massed firepower when
facing crowds. Acolytes who learn to sway large groups
through stirring oration, veiled threats, beguiling promises,
or outright lies the size of a Baneblade tank can often avoid
dangerous confrontations and even acquire unexpected allies.
Experience Cost: 200xp

Prerequisites: Fellowship 35

Effect: When using social skills (Charm, Command,
Deceive, and Intimidate) the character can affect a number
of other characters equal to his Fellowship bonus.

RADIANT PRESENCE

Even among the most devout agents of the Inquisition, there
are those whose faith in the Emperor is truly distinctive.
These individuals inspire their comrades to new heights
of valour; their dedication intensified, those around such
characters can spread their conviction and continue their
duty against any who would stand in their way.
Experience Cost: 400xp

Prerequisites: Fellowship 45, Willpower 45

Effect: All friendly characters within 20 metres of the
character gain +10 to all Charm tests and all Willpower
tests made to resist the Intimidate skill. A character can only
receive this bonus from Radiant Presence once.

UNREMARKABLE

It is often extremely helpful for an Acolyte to effectively
blend into a local population. Some individuals master this
trait, and can effectively fit in with virtually any society no
matter the world. A few make it a point to alter their style of
dress and appearance to better mesh with their environment,
but others are masters of body language, mannerisms, social
cues, and other methods that no matter their clothing, they
are nondescript and easily forgotten.

Experience Cost: 600xp

Prerequisites: Fellowship 55

Effect: When the group would decrease their Subtlety due
to the actions of the character, they decrease it by one less.
Additionally, any attempts to recall the character’s face suffer
a —20 penalty, and the character gains a +20 bonus to any
Deceive or Subterfuge tests used to appear harmless and
ordinary or convince someone they have never before met.
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TECHNOLOGY

The mysteries of the Omnissiah cannot be taken lightly. A
follower of the Machine Cult must fully embrace the ways
and techniques of that sacred order if he hopes to ever
achieve true faith and understanding. As a Tech-Priest’s
experience with different aspects of the Omnissiah grows,
his abilities to manipulate devices often advances as well. In
many cases, this development coincides with the acquisition
of additional cybernetic enhancements, and each new
blessed replacement represents a further integration with
the divinity of the machine.

ARMOUR MONGER

Through faith in the Machine God, binaric cants, and
application of blessed unguents and sanctified reinforcing
plates, armour can be made to resist those who would
denigrate the works of the Omnissiah. Such protection,
now dramatically more effective against fusillade of fire,
can inspire others through this miraculous feat.
Experience Cost: 600xp

Prerequisites: Intelligence 55

Effect: The character can use the following action:

ARMOUR MONGER

Type: Utility

Action Points: 1

Use: The character increases the armour value of one piece
of armour he can currently touch by an amount equal to
his Intelligence bonus. This increases the armour value on
all hit locations covered by the piece of armour. The effect
lasts for one round. This action can only be used once per
combat encounter.

FErriC LURE

The ferric lure implant serves as a powerful reminder of
an individual’s connection to the Machine God, and a
Tech-Priest can use it to feel the magnetic variations that
attract and repel metals. Through practice and trust in the
Omnissiah, an experienced Acolyte can gain greater control
over the implant and learn to manipulate heavier objects at
an ever-increasing range.

Experience Cost: 400xp

Prerequisites: Ferric lure implant, Willpower 35

Effect: The character can call an unsecured metal object
to his hand. He may summon objects of up to 2 kilograms
per point of his Willpower bonus and may summon objects
from up to 10 metres per point of his Willpower bonus away.

LUMINEN ARC

The luminen capacitor’s impressive storage battery
represents a powerful resource that a Tech-Priest can use
in a myriad of different ways. In combat situations where
opponents surround a Tech-Priest, he can discharge the
luminen capacitor in a massive electrical arc. As the energy
radiates outward, the character becomes a veritable avatar
of the Omnissiah’s wrath.

Experience Cost: 400xp

Prerequisites: Luminen capacitors implant, Ballistic Skill 35
Effect: The character can choose to use his luminen
capacitor implant to discharge a blast around him in combat.
This attack uses the following weapon profile:

LUMINEN ARC
Buasic 160m | RoOF 2 Ip10 +13 (E)
PEN 0 CrLir — | RLp — Wt — I AvL —

SPECIAL: S4PPING

If the character rolls a 96 to 100 on the attack test, he
gains a point of fatigue.

LUMINEN BLAST

Tech-Priests blessed with a luminen capacitor implant
can learn to direct its energy at their foes, smiting them
through the blessings of the Omnissiah. With extensive
training, an Acolyte can learn to detect ionisation potentials
and dialectric weaknesses around him, and send electrical
bursts from his capacitor in surges at his opponent. This
effectively transforms the implant into a devastating ranged
weapon to smite the enemies of the Mechanicum.
Experience Cost: 600xp

Prerequisites: Luminen capacitors implant, Intelligence 55
Effect: The character can choose to use his luminen
capacitor implant as a ranged weapon in combat. It has the
following weapon profile:

LUMINEN BLAST
Ligur 20m | RoF 2 Ip10 +18 (E)
PEN 0 Curp — |Rip— JWr— I AvL —
SpECIAL: BL4ST (TB), SAPPING

If the character rolls a 96 to 100 on the attack test, he
gains a point of fatigue.

[V: TALENTS AND TRAITS



Technical Knock

Re-attempted tests are faster

Intelligence 40
200 xp

" TECHNOLOGY TALENTS "

| J

Omnissiah’s Blessing

Mechadendrite Use

Prosanguine

Spend a fate point to pass Tech-use test

Can use mechadendrite

Remove non-critical wound

Intelligence 45,

Autosanguinator Implant,

Tech-Use +10 Ll 200 xp Toughness 50
200 xp 200 xp
N\
' I
7 \
Ferric Lure )
Weapon Tech Luminen Shock
lHCI'Cl]Sf W(?UPOH dumuge Sumlr?on meta”lc Ob’eCt Cﬂiﬂ meIee CI]C‘I'g)’ ﬂnﬂ(.'k
Intelligence 50 Femc. s Ml Luminen Capacitor Implant, Weapon Skill 35
400 Willpower 35
XP 400 xp
400 xp
N\
| | |
7 7 \
Armour MOﬂgCl‘ Maglev Crace Luminen AI'C
Improve armour value Gain Hoverer trait Gain basic energy weapon attack
Intelligence 55 Maglev Coils Implant, Luminen Capacitor Implant, Ballistic Skill 35
600 xp Intelligence 45 600 xr
600 xp N\
\ |
7 \
Luminen Blast
Gain light energy weapon blast
Luminen Capacitor Implant, Intelligence 55
\ 600 xp

LuMINEN SHOCK

A Tech-Priest can learn to use his luminen capacitor implant
as an extraordinarily effective melee weapon. Tapping into
the device’s reserves, the Acolyte can unleash a blast of
power as a direct manifestation of the Omnissiah’s fury. Any
who dare lay hands on a servant of the Machine God burn
as energy courses through their body, disrupting nervous
systems and scorching flesh.

Experience Cost: 400xp

Prerequisites: Luminen capacitors implant, Weapon Skill 35

LUuMINEN SHOCK
ROF 45-2 | Ip10 +13 (E)
RLp — Wt — I AvL —

LiGgHT —
PEN 0
SPECIAL: SAPPING

CLip —

Effect: The character can choose to use his luminen
capacitor implant as a melee weapon in combat. It has the
following weapon profile:

If the character rolls a 96 to 100 on the attack test, he
gains a point of fatigue.

MacLEv GRACE

Through understanding of the Machine God’s blessing,
the Tech-Priest has begun to master the use of his maglev
coils implant. He can now fully activate the device and
coordinate its pull in different directions, negating gravity
itself through the power of the Omnissiah.

Experience Cost: 600xp

Prerequisites: Intelligence 45, maglev coils implant
Effect: The character can gain the Hoverer trait for a number
of minutes equal to 1d10 + his Toughness bonus. When the
character activates this ability, he gains one point of fatigue
and uses half the power reserves in the maglev coils.
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MECHADENDRITE USE

Mechadendrites are a common augmentation for followers
of the Machine God, and each new attachment grants the
user greater melding of man and machine. The mind needs
time to learn and adapt to those changes before they can
be used as effectively as the body’s native limbs, but with
experience a Tech-Priest can master the alterations that
come with these holy cybernetic enhancements.
Experience Cost: 200xp

Prerequisites: Intelligence 45

Effect: Each time the character selects this talent, he chooses
one class of mechadendrite. The character is able to control
that type of mechadendrite like an extension of his body,
and use all of its capabilities. There are two broad classes of
mechadendrites, but characters with a particularly unusual
mechadendrite must take the Mechadendrite Use (Exotic)
talent to control it. Lacking the appropriate talent incurs a
—20 penalty to any test using the limb.

* Support: These artificial limbs terminate in
manipulators or speciality tools, and includes Optical,
Medicae, Utility, and other non-combat mechadendrites.

* Weapon: These have an integral weapon, such
as Ballistic mechadendrites. These do not suffer the
—20 penalty for using that weapon untrained, but a
mechadendrite simply holding a weapon would require
the appropriate Weapon Training talent to use without
penalty however.

OMNISSIAH’S BLESSING

The Omnissiah holds some individuals in particular favour:
devout followers so gifted they are able to manipulate devices
in ways that lesser beings cannot hope to replicate. They
might have an intrinsic understanding of holy technology, a
deft touch with their tools, or an ability to utter their binary
appeals in a precise frequency most pleasing to the device’s
machine spirit. Such divine assistance may come at a price
in later days, but when their efforts are crucial to crushing, a
heresy few Acolytes would hesitate.

Experience Cost: 400xp

Prerequisites: Intelligence 45, Tech-Use +10

Effect: When making a Tech-Use test, the character can
spend one fate point to count as having rolled a result of 1.

PROSANGUINE

When grievously wounded, a Tech-Priest’s autosanguinator
implant can act to repair damage to the weak flesh he still
carries. Acolytes frequently put their lives at risk through the
course of their work. As they suffer additional injuries, many
learn to control their autosanguinator much more precisely
than those who lead more sedentary lives, and can swiftly
recover from what would normally be lethal wounds.
Experience Cost: 600xp

Prerequisites: Autosanguinator implant, Toughness 50
Effect: By spending 10 minutes uninterrupted and
succeeding at a Tech-Use test, the character can remove one
non-critical wound he is suffering from. If he rolls a 96 or
higher on the Tech-Use test, he loses his ability to use his
Autosanguinator for one week.

TecunicaL Knock

Even the most accomplished of Tech-Priests sometimes
encounter particularly recalcitrant machine spirits that fail
to respond to the sacred rites. Those familiar with such
matters know to review their sacred records, reapply blessed
oils, carefully phrase their canted appeals to the Omnissiah
to a more pleasing binary coding, or in other ways draw on
their greater experience to ensure the device better respond
to his efforts.

Experience Cost: 200xp

Prerequisites: Intelligence 40

Effect: When re-attempting the commune and repair uses
of the Tech-Use skill, the subsequent attempts take the same
amount of time as the first attempt, instead of twice as long.

WEearoN TECH

The Tech-Priest calls upon the blessings of the Omnissiah,
channelling his faith into his weapon and performing
armament rituals to more readily smite his foes. Through
his knowing manipulations, autogun rounds pierce deeper,
flamers burn hotter,and all know they are witnessing the
Machine God’s metallic grace on the battlefield.
Experience Cost: 400xp

Prerequisites: Intelligence 50

Effect: The character can use the following action:

WEeAPON TECH

Type: Utility

Action Points: 1

Use: The character increases the damage of one weapon he
holds with by an amount equal to his Intelligence bonus.
This action can only be used once per combat encounter,
and the effect lasts for one round.
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(GENERAL

Acolytes often seek to develop themselves in a variety of
ways, to better serve their Inquisitor. Many of these paths
are commonly seen even in Acolytes of wildly differing
backgrounds or specialisations; all so dedicated seek to better
their prowess in combat, deepen their knowledge of the
Imperium, and intensify their righteous contempt of the hated
foes of the Emperor. Acolytes can progress in these areas faster
and better both themselves and their service more quickly.

BLADE DANCER

Some Acolytes train themselves to rapidly follow up on
their first attack with a fast strike using a chainblade or
shock maul, either to finish off their foe or assault a new one.
Such is their training that what would appear a wild swing
is just as accurate as their initial blow, the secondary attack
becoming more instinctual with no preparation needed.
Experience Cost: 600xp

Prerequisites: Weapon Skill 45

Effect: The character does not suffer the —20 penalty to his
second attack made in the same turn when wielding two
weapons as long as that attack is made with a melee weapon.

GUNSLINGER

Many fighting styles rely on a devastating ranged attack
to come after an initial blow. Most who practice such
disciplines use paired pistols, and are renowned for the
speed and accuracy they can unleash hails of stubber shells
or laspistol blasts.

Experience Cost: 600xp

Prerequisites: Ballistic Skill 45

Effect: When wielding two weapons, the character does not
suffer the —20 penalty to his second attack made in the same
turn, as long as his second attack is made with a ranged weapon.

HaTreD

An Acolyte is often known by his enemies has as much as
he is for his devotion to the Emperor. Many rightly hate
xenos, Daemons, and rogue psykers as they are directly
responsible for the deaths of untold billions, but also as
they have prevented countless souls from ever knowing the
grace of the Emperor. Others might reserve their bitterest
grudges for rival Imperial agencies; sometimes the actions
of a single individual is enough to damn entire groups in the
eyes of a fiercely devout Acolyte.
Experience Cost: 200xp
Prerequisites: None
Effect: Each time the character selects this talent, he chooses
on group or organisation. The character despises the members
of that group, and gains a +10 bonus to all Weapon Skill
tests made when fighting members of the group in melee.
Additionally, the character must make a Willpower test when
attempting to flee such combats or surrender.

Characters can select the Hatred talent using any of the
groups or organisations listed under the Specialist talent.

HEIGHTENED SENSES

Senses are an Acolyte’s means to examine the world beyond
his skin, and the better he can perceive his surroundings, the
greater his chances of detecting heretics and their works.
Some are born able to see enemies lurking in the dark, or
sniff out the residue of a spent bolter shell. In other cases,
an Acolyte might devote a portion of his ongoing training to
further enhance his sensitivities to these and other sensory
clues, practicing until he can discern differing fabrics by
touch alone or pick out the click-crunch of a reloading
autopistol amidst the bedlam of combat.

Experience Cost: 200xp

Prerequisites: Perception 40

Effect: When the character gains this talent, he chooses one
sense, and gains a +20 bonus to all Perception tests involving
that sense. This talent does not enable the character to
develop a new sense, but characters with additional senses
may take the talent for those as well. Following are the most
common senses:

* Hearing: The character can screen out background
noises while focusing on specific sounds and frequencies,
enabling him to pick out a single conversation in a
crowded room or hear a specific pattern of footsteps on a
manufactorum floor.

+ Sight: The character can train to notice objects at
extreme range, detect exceptionally fine details, and even
see in conditions of low lighting. Characters with this ability
often notice subtle design elements and inconsistencies that
others inadvertently ignore.

* Smell: Those who possess this talent are capable
of detecting and identifying exceptionally diffuse odours.
In environments where there are a variety of extremely
pungent aromas, the character can recognise specific ones
and even trace them back to their source.

» Taste: Most common in gourmands, the character
recognises different flavouring elements and can associate
them with their sources. Some researchers and investigators
also learn to recognise particular chemical substances—
including pharmaceuticals and arcane reagents—based
upon their taste. Excessive use of this ability can be
dangerous as many such substances are also poisonous.

* Touch: This talent empowers the character to notice
subtle features that might not even be detected through close
visual inspection. Some complex textures are indicative
of xenotech, while others may provide a discrete way of
delivering information.
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PEER

Acolytes must become skilled at interacting with a wide
range of Imperial agencies to further their investigations,
and many can call members of such organisations close
allies. Those who pursue their duties through darker methods
might also develop dangerous ties to inhuman xenos, or
even those who traffic with Daemons, to gain power and
smite their unholy works. Having close associations in a
variety of groups allows an Acolyte to readily draw upon
favours and other assistance in many situations where
his fellows might be otherwise isolated, and help ensure
success in their mission.

Experience Cost: 200xp

Prerequisites: None

Effect: Each time the character purchases this talent, he
chooses one group or organisation. The character knows
how to deal with this group, and gains a +10 bonus to all
Fellowship tests made when interacting with members of
the group. Additionally, when the character acquires this
talent, he increases his influence by 2. Characters can select
the Peer talent using any of the groups or organisations
listed under the Specialist talent.

SPECIALIST

Most Acolytes have a generalised understanding of the
Imperium and its works, as frequent travels to different
worlds and working with a myriad of agencies quickly
exposes even a feral world dirt-fighter to a wider vista. Some
seek greater knowledge, knowing the power this offers
them when dealing with these groups or when investigating
their actions. Through combat experience, careful study of
forbidden parchments, exploration of sealed datacrypts,
and other means an Acolyte can increase his expertise
and become a valuable asset when dealing with Imperial
agencies or the foes of Mankind. Such possibly forbidden
knowledge should come with a sufficient tale of how the
Acolyte came by this information however, either through
prior experience or associations.

Experience Cost: 400xp

Prerequisites: None

Effect: Each time the character selects this talent; he
chooses one area of expertise. The character possesses
unique knowledge regarding that subject, allowing him to
perform specific skill uses he would otherwise be unable to
perform. The Specialist talent grants the character benefits
when using the following skills:

* Linguistics: The character counts any languages
associated with this area as known languages.

* Medicae: The character ignores any penalties for
performing Medicae skill tests on characters associated
with his area of expertise. For example, a character with
Specialist (Eldar) would not suffer any penalty when
performing Medicae tests on an Eldar character.

* Remembrance: The character can make Remembrance
tests to recall any information associated with this area. The
characteristic used with the Remembrance test depends on the
type of information (see page 90).

» Tech-Use: The character ignores any penalties for
performing Tech-Use skill tests on machines associated
with his speciality.

In addition to the experience cost associated with the
talent, some areas have associated costs that the character
must pay when selecting them. Following are the most
common areas of expertise:

* AdeptusAdministratum: The immense bureaucracy
of the Imperium charged with maintaining the stability of
all the worlds of humanity across the galaxy. Characters
who have interacted extensively with the organisation
recognise its many information retrieval methods, arcane
pidgin languages, and data storage devices.

* Adeptus Arbites: Charged with publicly enforcing
all aspects of Imperial Law, the Adeptus Arbites are
relentless in their pursuit of suspected criminals. Acolytes
who have studied the studied them garner a familiarity with
Imperial Law, their distinctive armaments, as well as the
dialects used to enforce it.

* Adeptus Astartes: The physiologically and
psychologically modified Space Marines are the
Imperium’s most potent defenders. Few outside their ranks
have opportunity to study the culture and techniques of
the many chapters. Those who do learn their of wargear,
unusual physiology, battle cants, and elements of at least
one chapter’s unique history.

* Adeptus Astra Telepathica: The minds of the
Adeptus Astra Telepathica provide the Imperium with their
only means to communicate between worlds without the use
of voidcraft. Acolytes who work closely with these psykers
learn their culture, dialects, and the techniques required to
heal a psyker overwhelmed by the Immaterium.

* Adeptus Mechanicus: Were it not for the support of
the Machine Cult, the Imperium would have no technological
basis for its galactic domination. Few outsiders can
completely grasp their devotion to the Omnissiah, but some
achieve familiarity as they interact with Tech-Priests and
their creations. This organisation is an integral portion of
the Imperium, even as it exists in isolation from it.

* Adeptus Ministorum: The Ecclesiarchy preserves
and spreads the Imperial Creed across the galaxy. They
work to protect every human’s soul through devotion to
the Emperor but also must insure that expressions of faith
remain pure. Acolytes devoted to the Ecclesiarchy often
learn to work well with others who follow its paths.

* Adepta Sororitas: The women of the Adepta
Sororitas are devoted to the cause of the Ecclesiarchy at
all costs. Best known for their Orders Militant Sisters of
Battle, other divisions support the Imperial Creed in less
warlike ways. Study of the sisters and their culture requires
an understanding of their spiritual culture as well as their
heavily specialised equipment.

[V: TALENTS AND TRAITS



» Chaos Space Marines: During the time of the Horus
Heresy, fully half of the Space Marine Legions turned against
the Emperor and embraced the Ruinous Powers. While much
of their equipment and tactics are similar to those of the
Adeptus Astartes, these traitors have been horribly corrupted,
as have those Adeptus Astartes who have fallen to Ruinous
Powers. Acolytes who focus on these traitors can learn the
paths they embrace and the equipment they use.

e Chartist Captains: Merchant vessels complete
centuries-long circuits through series of neighbouring
worlds as the primary means of Imperial commerce.
Chartist Captains, in accordance with their merchant
charters, command these enormous voidcraft and the human
populations that keep them functional.

* Collegia Titanicus: Members of the Collegia
Titanicus control the enormous titans of the Adeptus
Mechanicus. Merging their minds with the machine spirits
of the massive war machines, these devoted warriors control
some of the most potent planet-bound weapons known to
the Imperium.

e Craftworld Eldar: Masters of the galaxy long before
Mankind travelled beyond sacred Terra, these haughty
and psychically-potent xenos are an unknowable force to
humanity. Though sometimes allies against the fell powers of
the Immaterium, the Eldar have their own incomprehensible
motivations. Acolytes bold enough to study these xenos can
seldom fully appreciate its many complexities.

* Daemons: There are countless violent entities that
exist within the Immaterium. These abominations share a
single goal: the corruption of the corporeal world. Some
Acolytes believe that a degree of familiarity is required
to defeat these creatures, but that familiarity comes at a
tremendous price to mind and soul.

* Dark Eldar: Among the FEldar, there are some
members devoted to endless violence and sensual pleasures
beyond human comprehension. These cruel and remorseless
xenos view humanity as little more than playthings for
the taking. Acolytes who study these foes often begin to
appreciate the dark paths that these xenos endlessly explore.

* Heretical Cults: Within the Imperium, many
misguided souls improperly express their faith in the
Emperor. Even worse, some place their faith in other
entities or organisations, completely forsaking the Imperial
Creed. These traitors often develop their own cultures and
languages, as part of an effort to conceal their presence from
the justice that is their due, and knowledge of these groups
and the entities they follow can damage the very soul

* Imperial Guard: The armies of the Imperial Guard
repress are the most common defenders of the Imperium
against outside threats as well as any internal disruptions.
With each regiment tithed from one of humanity’s millions of
worlds, these stalwart soldiers bravely fulfil their duty to the
Emperor and Mankind. Acolytes who study their techniques
recognise their tools and strategies.

e Imperial Navy: The Imperium’s voidfaring
vessels fall under the authority of the Imperial Navy.
The organisation is responsible for transporting all of
the Imperium’s military assets as well as securing travel
between the millions of worlds within its dominion.

* Inquisitors: Some information is so dangerous to the
survival of Mankind that even awareness of this material is
incredibly dangerous. Inquisitors exist to eliminate those
threats, which must never be acknowledged. Acolytes who
chose to study the history and nature of their authority often
are exposed to information that can destabilise their minds.

* Mutants: Many humans exposed to the Warp are
twisted in mind, soul, and body. Not every mutation is
physically apparent, but they all transform their bearers into
something else. Characters who study mutants can become
adept at recognising the dangers they impose as well as
methods some may use to conceal their true nature.

» Navigators: A breed of psyker as well as a stable
hereditary line of mutants, Navigators are accepted within the
Imperium. This is at least partly because the Navigator Houses
are essential for the Imperium’s survival. Warp travel only
becomes practical with their assistance. Study of Navigators
focuses on their lineages and methodology.

* Necrons: These dread mechanical life forms are
ancient beyond Mankind’s reckoning. They warred for
control of the stars long before the dawn of humanity,
and now they seek to reclaim their lost heritage. Little is
known of these creatures, so any who choose to study them
willingly exchanges incredible personal risk for data about
their culture, language, and technology.

* Officio Assassinorum: Frequently the very
existence of an individual can pose a significant threat to
the Imperium. This could be due to the person’s corruption,
but it might simply be due to a significantly large group of
followers or an immeasurable thirst for power. The Officio
Assassinorum exists to silently eliminate such threats, and
Acolytes who dare study the organisation may become
familiar with their techniques and wargear.

* Orks: These irredeemably violent xenos exist for
the sole purpose of making war. Present through the galaxy,
they possess a thirst for violence that defines the species.
Ork culture and history is one of endless clashes across
the galaxy between them and anything they find, including
other Orks.

* Planetary Defence Forces: Every Imperial world
is responsible for maintaining a standing force capable of
defending itself as well as assisting any nearby Imperial
systems. Composition, tactics, and equipment vary
substantially based on the culture and technological make up
of their home world. Acolytes who study these organisations
learn their most common technologies, tactics, and structures.
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* Rogue Traders: The core Imperial philosophy is
dependent upon uniting all of humanity, throughout the
galaxy and beyond, under the authority of the Emperor.
Rogue Traders exist to travel beyond the Imperium’s
boundaries. Some characters may have regular dealings
with Rogue Traders, which can provide them with access to
all manner of unusual resources.

* Schola Progenium: The Imperium acknowledges
its responsibility to care for the orphaned children of
those who have died in its defence. The Schola Progenium
prepares these countless students for lives of service in
the Commissariat or one of the Imperium’s many other
divisions, where their faith and zeal are examples to all
around them. Those studying this organisation gain valuable
insight into its training and indoctrination methods.

* Tau: The endlessly pretentious Tau believe that their
path to enlightenment is wider reaching than that posed by
the Imperial Creed. These foul xenos utilise technology that is
anathema to humanity, while willingly working with a range of
different types of xenos.

* Tyranids: The unceasingly ravenous hordes of the
Tyranid race exist for the sole purpose of consuming and
transforming all that lies before them. Their galactic invasion
is characterised by the absorption and transformation of
all organic life. Few Acolytes even have an opportunity to
learn of these dread xenos; those who do can learn of their
strategies and biological armaments.

WEAPON TRAINING

Throughout the Imperium, an individual’s fitness for
survival is constantly measured by his competency with
arms. Though many have a natural aptitude for combat,
attempting to use an unfamiliar weapon can significantly
hinder their actions. Weapon familiarisation is paramount
for fighters, allowing them to integrate a new weapon into
their existing combat training, for even the finest weapon is
of little practical use in unready hands.
Experience Cost: 400xp
Prerequisites: None
Effect: Each time the character selects this talent, he chooses
a different weapon group. The character no longer suffers
the —20 untrained penalty to all attack tests when using
weapons from that group. Particularly rare weapons share
little technique with more common weapons and require the
character to take an appropriate Weapon Training (Exotic)
talent. Following are the most common weapon groups:

* Bolt

* Chain

» Exotic Weapont

* Flame

* Grenade

* Las

» Launcher

* Melta

* Plasma

* Power

* Low-Tech

 Shock

* Solid Projectile
TEach individual exotic weapon counts as its own weapon
group. A character must purchase the Weapon Training
talent for that specific weapon if he wishes to use it without
the —20 untrained penalty.
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TrAITS

“Ye firesticks are impressively red, verily enough. But nay impressive
enough to darkly venture the forestways.”

—Elder Two-Claws, explaining the local wildlife to visitors

ife exists in many ways across the galaxy. The

I Imperium views all of these entities through the lens

of the holy form of man; any outside this blessed

norm are greeted with suspicion and hostility, especially if

they dare claim sentience or superiority to Mankind. Many

of these beings have integral abilities that are completely

foreign to man, or even natural life as the Magos Biologis

of the Adeptus Mechanicus classifies it. For the purposes of
DARrk HERESY, these abilities are quantified as traits.

While a person can learn an additional skill or talent
through training and experience, traits cannot be learned.
They are instead a consequence of one’s existence. In some
cases they might be an inherent feature of an improbable
anatomy, the curse of foul mutation, a naturally occurring
result of native evolution, or even the product of a Warp-
tainted existence.

ACQUIRING TRAITS

Traits cannot be purchased through spending experience
points and are primarily an aspect that NPCs possess. In
some instances, a character may use a piece of equipment or
undergo a bodily transformation—including a particularly
grievous wound—that might grant the effects of a trait either
temporarily or permanently. In rare cases, the Game Master
might decide that an individual character has earned a trait
and bless (or inflict) it upon him. Under either circumstance,
there is no experience cost for this acquisition. Traits indicate
a significant change for the character; they can substantially
alter short-term motivations and even life goals.

TraiT DESCRIPTIONS

The rules for each trait can be found in the following
descriptions. In some cases, a trait can have a variable
level, or a special condition. In these instances, the trait has
a “(X)” after its name, and the trait’s description outlines
how the variable X affects the talent.

AMORPHOUS

Not every entity is constrained by a rigid skeleton; some
organisms posses a malleable shape that it can alter as
desired or due to changing environmental conditions. While
the precise mechanisms of this ability vary substantially,
most have a unified mass with elastic skins, flexible internal
organ arrangements, or even Warp-derived containment
fields holding their form together.

Effect: The character permanently suffers from the Slowed
condition, and can reform its body to slowly move through
openings that are much smaller than its size suggests.
Additionally, the character can use the following action:

ReForM

Type: Utility

Action Points: 1

Use: The character increases or decreases the X value of his
Size trait by 1 until the end of the encounter. This cannot
increase or decrease X more than one step above or below
its original value.

AMPHIBIOUS

Some organisms are capable of dwelling with equal comfort
in both aquatic and terrestrial environments. This could be
an environmental adaptation, necessary to help find prey or
to avoid predators, or even an artificially instilled alteration
to improve survival or increase the productivity of an agri-
world harvest animal.

Effect: The character can breathe water as well as air, but
still suffers penalties for pollution, extreme temperatures,
or other environmental hazards. Additionally, the character
does not need to perform Athletics tests to swim, and moves
normally through water.

AUTO-STABILISED

For exceptionally large creatures, even the most unstable of
heavy weapons mean little to compared to their huge limbs,
gripping talons, or sheer bulk. Others rely on specialised
weapon mountings or harnesses to support their big guns.
In all cases, such beings are dangerous foes in combat, and
can rain down firepower down that can rival entire squads.

Effect: The character does not suffer the —30 penalty to
Ballistic Skill tests made to fire a heavy weapon that has
not been braced.

BLIND

Not all creatures in the galaxy share man’s reliance on light
for vision. Some might have evolved in underground caves
or worlds perpetually in shadow, where normal eyesight
never developed or became useless and withered away
across generations. Many rely on other senses, or can only
see higher or lower wavelengths of the spectrum, but few
can ever know the true blessing of the Emperor’s Light.
Effect: The character permanently suffers from the
Blinded condition.
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BurrowEr (X)

Many organisms dwell beneath a planet’s surface rather
than atop it. For carnivorous predators, approaching surface
bound prey through burrowing can offer a significant
element of surprise. Many other creatures seek protection
underground from harmful surface environments, such as
solar flares or harsh acid storms. Some beings burrow for
food, digesting rock for vital nutrients on worlds barren of
normal organic sustenance.

Effect: The character can move through solid materials
such as rock, sand, and dirt by burrowing through them.
This includes. The number in parenthesis (X) replaces the
character’s Agility bonus for determining his movement
distance while burrowing.

When burrowing, the character leaves behind a tunnel.
Characters with a lower Size trait value than the character
can enter these tunnels without impediment. Tunnels have a
10% chance of collapse each round after creation, or greater
should the GM feels conditions (such as extensive combat
or stress) warrant it.

CRAWLER

Terrain means little to surface creatures such as the sunworms
of Luthor Mclntyre that do not rely on legs for movement,
or ones with so many legs like the underhive-infesting maw-
flukes that any one misstep is inconsequential. Though they
are sometimes slower than bipeds or those that travel higher
on the ground, these beasts can negotiate areas that would
leave others slowed or injured.

Effect: The character ignores the effects of difficult terrain.

DAEMONIC

Daemons are made of the very stuff of the Warp, and lack the
weaknesses of true flesh and blood. Only through righteous
prayer, the smite of blessed weaponry, or the application
of powers derived from the Immaterium can hope to harm
such beings.

Effect: The character is immune to the effects of Fatigue, and
the Dazed, Stunned, and Unconscious conditions, and the
Toxic and Hallucinogenic weapon qualities. It also counts
as wearing a force field with a protection rating of 1d5-1
that rolls X 1d5s when activated (see page 153). This force
field is ignored by psychic powers, other creatures with this
trait, or weapons with the Force or Sanctified qualities.

DARK-SIGHT

Some species are sensitive to different wavelengths of light
than man, and can detect sights otherwise invisible. This can
be a vital survival trait for both predatory organisms as well
as prey animals, as this ability can grant ample opportunity
to swiftly strike or to escape an attack. Technological devices
or physical enhancements can also be used to expand visual
acuity, adding sensitivity to infrared light, echolocation, or
other more esoteric senses to augment visual ranges.
Effect: A character with this trait ignores the effects of
darkness and shadow.

DEar

Many citizens of the Imperium have lost effective hearing
due to the ferocious noise levels within manufactorum
smelters, ordnance testing zones, prayer amplifactory halls,
or other facets of Imperial life. Others might never had that
sense due to mutation or injury, and some species might
never have evolved such senses, instead using other means
for normal communication.

Effect: The character permanently suffers from the
Deafened condition unless fitted with bionic replacements.

Enemy (X)

Every Acolyte develops rivals and foes among the servants
of the Imperium as well as the forces it opposes. True
enemies are not mere antagonists, but devoted to his
complete annihilation. In his presence, they might react
with intense disdain, but more likely with extreme violence
and bolter fire, and often hunt him down to seek out his
humiliating destruction.

Effect: The character is despised and possibly hunted by a
group or organisation specified by X. The character suffers a
—20 penalty to Fellowship tests when dealing with this group.
Additionally, the GM can use the group or organisation to
complicate the character’s life from time to time.

The character can have this trait multiple times, each
time for a different group or organisation. The group or
organisation specified by X can be any of those listed under
the Specialist talent (see page 122).

Extra ArMS (X)

Many inhuman species feature multiple arms in extent of
the two of humanity’s norm. Most come in pairs but some
bizarre creatures can have odd numbers of upper limbs, the
result of genetic tampering or unnatural selection.

Effect: The character has a number of extra arms beyond
the normal 2 equal to X. For every extra arm, the character
is allowed to perform an additional attack action each
round. For every extra 2 arms, the character also gains an
additional action point each round that can only be spent on
making attack actions. Note that mechadendrites and other
cybernetics have specialised rules reflecting their artificial
nature; see page 163 for details.

Extra LEGs (X)

Just as some organisms violate the blessed form of humanity
with additional arms, others pervert the norm with three
or more legs. These can range from the basic quadruped
shape found among many lower animals, to centauroid
races or monstrous beings with many lower limbs. More
legs usually means faster speed, a key to survival for both
predators and prey.

Effect: The character has a number of extra legs beyond the
normal 2 equal to X, and adds X to his Agility Bonus when
determining movement speed. This bonus cannot exceed +10.
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FEAR EFFECTS

terrifying

Different creatures,
. character fails a fear test, he immediately suffers the 3
fear effect specified by the X of the fear trait that
caused him to test. There are a variety of different
~ fear effects, many of them unique. Following are
. some of the most common types of fear effects: -t
4 « Cower: The character becomes dazed fora
number of rounds equal to his degrees of failure.
» Flee: The character must flee the source of .

his fear as fast as possible for a number of rounds
equal to his degrees of failure. If he is prevented @
i. from fleeing, he dazed for the duration, and suffers =
- a—20 to all tests. :
g » Mania: The character  immediately ’4
__J suffers a number of insanity equal to his degrees =
- of failure. %4
» Warp Shock: The character immediately
suffers a number of corruption equal to his i
degrees of failure.

The galaxy is filled with horrifying entities that constantly
test the resolve of those who dare to oppose them. Some
prey upon humanity’s visceral terrors, while others depend
on the inherent corruptive power of the Warp. Only the
staunchest are capable of remaining true to their duty in the
face of unremitting terror.
Effect: The Fear trait can be possessed not only by
characters, but by vehicles, environments, or anything else
that could instil terror in another person. When a character
first confronts something with the Fear trait, he must
immediately make a Willpower test with a modifier equal to
the modifier listed after the Fear trait. For more information
on fear, see page 127.

If the character making the fear test fails, he
immediately suffers one fatigue and suffers any Fear effects
specified by X.

FrLyer (X)

The sky represents an ecological niche that can offer
tremendous advantage at the cost of serious physiological
transformation. Uncontrolled interaction with the Warp,
physiological enhancement, or a xenos heritage can all
grant an organism the ability to travel on air currents. While
some characters may learn to use technology to soar, those
who have the natural ability to do so are far more adept.
Effect: The character can fly. When he performs a movement
action, he can move vertically as well as horizontally. During
each turn, the character starts flying, after he receives action
points he must immediately spend 1 AP to maintain flight
or he starts to fall (see page 204). The character cannot fly
higher than the altitude specified by X.

ALTITUDE

. » Hovering: No greater than 2 metres off the: "'I
o4 ~ground. Characters at this altitude can be engaged :f‘
. inmelee.
' + Low Altitude: No greater than 200 metres off T
the ground. Characters at this altitude can no longer
be engaged in melee by characters on the ground.
» High Altitude: Anything higher than 200
metres. Characters on the ground cannot shoot at
characters at this altitude, unless equipped
with very specialised weapons.

IV: TALENTS AND TRAITS




| T

FroM BEYOND

Some creatures are outside from the limitations of normal
physiology, having emerged from the impossible realm of
the Warp or perhaps using bodies forged from cold metal
and circuitry. What would drive others into gibbering
madness, cower in mind-numbing terror, or dissolve into
diseased puddles of pestilent flesh has little effect on such
unnatural beings.

Effect: The character is immune to the effects of disease,
fear, insanity, pinning, poison, and psychic powers used to
cloud, control, or delude his mind.

INSTABILITY

Many entities that force their way across the barrier from
the Warp can only exist within corporeal reality for as long
as they sow destruction. In the event that their rampage
slows, their ability to maintain their physical form becomes
limited. Sometimes, this can create a rapid downward
spiral that banishes the entity back to the Immaterium from
whence it came.

Effect: If the character receives a wound and does not deal
a wound to another character by the end of his next turn, he
receives an additional wound. This additional wound does
not trigger a wound effect.

Psy Raring (X)

Many of the foul Daemons that reside in the Warp can draw
unnatural power from the home, allowing them to hurl
psychic energies at their foes. Many aliens and humans also
have psychic abilities, all of whom can be a terrible threat
to entire populations unless eradicated.

Effect: The character can channel the Warp into psychic
abilities. The potency of his ability is represented by X, and
affects the power of psychic powers the character uses (see
Chapter VI: Psychic Powers for more details).

REGENERATION (X)

Physiological enhancements, mutations, xenos physiology,
or even Warp-corruption can all result in organisms that
heal from injury at a pace that seems incomprehensible
to Terran sensibilities. Permanently stopping such a foe
requires extreme measures—often including the complete
destruction of their physical form through flame or acids.
Effect: The character can heal very quickly. Each round, at
the start of his turn, the character makes a Toughness test;
if he succeeds, he can remove a number of wounds equal to
his degrees of success. The number of wounds removed this
way each round cannot exceed X.
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Size (X)

Threats can come in any size. Some adversaries conceal
their minute form amongst mundane objects, while others
can be so huge as to appear part of the scenery.

Effect: The size modifier, X, for a character dictates his size.
This can be a positive or negative number, typically ranging
between —5 and 5, though more extreme instances can occur.
All characters possess the Size trait, but if it is not specified,
the character has a size modifier of 0 (human average).

All attacks against the character receive a modifier
equal to 10 times his size modifier. Additionally, the
character receives a modifier to all Stealth skill tests equal
to —10 times his size modifier. Table 4-2: Sizes below
outlines the common size modifiers, as well as the attack
and Stealth modifiers that go with them.

SANCTIONED

As part of the tithes every world owes the Imperium, each
must collect all who show any sign of psychic abilities for
the Black Ships to carry to Terra. There, the Adeptus Astra
Telepathica conduct fearsome testing known as Sanctioning
for power levels, mental strength, and other factors that
decide each psyker’s fate. To survive is to have become
passed these tests, and gone on to serve the Emperor as a
Sanctioned Psyker.

Effect: If the character gains the Psyker elite advance, he
does not gain the Corruption normally inflicted.

ToucHeD BY THE Fates (X)

The hand of the Emperor is active in all things, and those
who recognise his guidance are often capable of committing
feats far beyond mortal limitations or surviving what would
be otherwise lethal attacks. The foul talons of the Ruinous
Powers might mark other beings, protecting them to live
another day to plague Mankind. Where the naive might see
only luck, those who have glimpsed the true nature of the
galaxy can see when powers outside this realm have made
their favour known.

Effect: Only Non-Player Charcters can possess this trait.
The NPC uses fate points in the same way as player
characters, and has a fate threshold equal to X. The NPC
can also burn fate threshold to avoid death.

UNNATURAL SENSES (X)

Humans perception uses the five common senses, but
many creatures as well as those touched by the Warp taste
reality in ways mortals cannot imagine. Through changes
in atmospheric pressure, gravimetric fluctuation, faint
vibrations, or even Warp-nuances viewed in colours that
can damn the soul, these beings can navigate in what would
appear total darkness or utter silence.

Effect: The character can perceive his surroundings using
senses other than sight or hearing. For a number of metres
equal to X, the character’s senses ignore the effects of the
Blind and Deaf conditions, as well as darkness, shadow,
fog, mist, or smoke.

TABLE 4-2: SIZES

Size MODIFIER

—5 (Autopistol shell, Insect)

—4 (Dataslate, Autoquill)

—3 (Servo Skull, Hand Cannon)

—2 (Heavy Stubber,
corpse-ration ration container)

—1 (Ratling, Gretchen)

0 (Human)

1 (Armoured Space Marine, Ork Boy)
2 (Ogryn, Bike)

3 (Sentinel Walker, Autocarriage)

4 (Arvus Lighter, Chimera tank)

5 (Land Raider, Valkyrie gunship)

INCOMING ATTACK MODIFIER

STEALTH MODIFIER
-50 +50
—40 +40
=30 +30
-20 +20
-10 +10
+0 +0
+10 -10
+20 -20
+30 -30
+40 —40
+50 =50
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any things define Inquisitors and those who
Mserve them in the defence of Mankind, such as

their indomitable will, strength of character, and
faith in the Emperor. While the especially devout would
insist nothing more is needed, it is rare to find an Acolyte
who does not also carry an arsenal of weapons, equipment,
protective wear, and other devices. Such additions can allow
him to fight more effectively, survive hostile conditions, and
conduct better investigations. The nightmarish worlds of
the 41st Millennium and the dangerous voids between them
are each a hostile setting, with even placid agri-worlds or
civilised palaces filled with unexpected threats and heresies.
An Acolyte unprepared for such hazards becomes yet another
who falls in service, mourned and forgotten.

AVAILABILITY AND INFLUENCE

“Ah, I haven’t had anyone asking for one of those since... well, since the
last time you were here. It going to be bad again, isn’t it?”

—-Bonded Weaponsmith Septimo Mach,
before the Culling of Othim IV

here is no standard currency across the Imperium,
and even in established sectors, few respect the

coinage of some far distant world. For most this is
no matter. Very few individuals travel between worlds in the
41st Millennium; the majority of humans spend their entire
existence within a few kilometres of their birthplace as they
toil and sweat for the Imperium in the countless billions.
Acolytes might gain hordes of the precious coins on one
world, only to find it worthless on the next. They must rely
instead on other means to purchase goods, request aid, and
offer material assistance.

In DARK HERESY, this is expressed through Influence,
here representing tangibles including any accumulated
local wealth, but also the intangibles of debts, favours, and
reputation. This can sometimes vary from world to world
depending on previous visits or the company currently

\MQ)) the Omnissiah s bounty come unto you, and may you use His blessed wonders with due respect and care.
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kept. An Inquisitor might establish credit on a world for his
Acolytes to use in equipping themselves, or they could be left
to develop their own means for greater covertness. Despite
their often excellent weapons and equipment, the nature
of their duties means they are always seeking alternative
gear to fit local settings, restocks of ammunition, repairs to
damaged armour, and other essentials. It is through using
their Influence that they garner the resources they need to
accomplish their missions.

ACQUIRING ITEMS

When a character wants to acquire an item or resource, he
makes a requisition test. This test represents the character
using all of the resources he has at his disposal to attempt
to purchase, trade, or extort what he wants from his current
location. This test takes into account the item or resources
availability, the quality of the item, as well as how easy or
difficult it is for the character to work at his current location.

AVAILABILITY

Every item has an availability modifier in its profile that
represents how easy or difficult the item is to acquire on
an average Imperial world. This modifier is applied to any
requisition test made to attempt to acquire the item.

ITEM STATUS

The status of an item indicates its quality as well as its
current state of repair. There are four levels of status an item
can have, as shown in Table 5—1: Item Status.

All item profiles, unless noted otherwise, show the item
ata status level of 2 (average). If a character wishes to acquire
an item at a different status level, he adds the corresponding
requisition modifier to the requisition test made to acquire
the item.

TABLE 5-1: ITEN STATUS
StATUS QuALITY RequisiTioN REPAIR
LEVEL MODIFIER MobIFIER
0 Wrecked — —
1 Poor +10 +0
) Average +0 -20
3 Best -10 —40

DAMAGING ITEMS

Different effects can damage an item, lowering its status. If
an item’s status level ever reaches 0, the item is wrecked and
cannot be used until it is repaired. In addition to rules effects
that directly lower an item’s status, the GM can call for an
item’s status to be lowered due to narrative effects such as a
character mistreating the item.

RepPAIRING ITEMS

Characters can increase the status level of an item by 1 by
repairing it. To repair an item, the character uses to repair
special use of the Tech-Use skill. He makes a Tech-Use (I)
test and applies the repair modifier from Table 5-1: Item
Status that corresponds with the status level to which he is
attempting to repair the item. If the test succeeds, the item’s
status level is raised by 1. If this brings the status level above
0, the item can be used again.

THE RequisiTioN TEST

To acquire an item or service, a character must make a
requisition test. To do so, the character makes a test (as
outlined on page 13), rolling 1d100 and comparing the
result to his Influence characteristic. This test is modified
by the availability of the item being acquired, the status
of the item being acquired, any items traded, as well as
any modifiers decided by the GM due to location-specific
conditions. If the test succeeds, the character acquires the
item or service.

Each time a character makes a requisition test to acquire
an item with a negative availability modifier, the group’s
subtlety value is decreased by a number equal to the tens-
digit of that availability modifier.

LocaTioN MODIFIERS

The worlds of the Imperium are infinitely varied, and what
is available on a crowded hive world can be very different
than what is available on a back-water feral world. Some
items might be impossible to obtain on certain worlds or
locations. Lasguns, for example, are commonly used across
the Imperium, but an Acolyte might not be able to find a
working las power cell on a remote feral world. The GM can
apply modifiers to the requisition test based on the economy
and trade network of the current location, including native
creeds and technological conditions. In cases where the
character is not near any source from where he could acquire
the item or service, the GM can even simply disallow him
from even being able to make a requisition test.

TRADING IN ITEMS

When attempting to obtain an item or service, any bargaining
chip is helpful. When a character is making a requisition test,
he can offer up one item he has in his possession to trade-
in, making the requisition test easier. The item selected to
trade must have an availability lower than the item being
requisitioned. For example, if the item being requisitioned
has an availability of —20, the traded in item must have an
availability of =30 or below.

When trading in an item this way, the character gets a
bonus to his requisition test equal to the difference between
the two items’ availabilities. For example, if the item being
requisitioned has an availability of —10, and the item being
traded in has an availability of —30, the character gains a +20
bonus to his requisition test.

If the requisition test succeeds, the offered item is traded
away, and lost. If the test fails, however, the item is not
traded, and the character keeps it.
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TABLE 5-2 CARRYING CAPACITY
StrENGTH Bonus (Ss) WEIGHT
0 lkg
Skg
10kg
20kg
30kg
60kg
120kg
250kg
500kg
1,000kg
2,000kg
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CarrYING CApPACITY

A character’s carrying capacity is based off of his Strength
characteristic and measures how much he can comfortably
carry without being slowed down and fatigued. Table 5-2:
Carrying Capacity shows what a character’s carrying
capacity based on his Strength bonus. If a character is ever
carrying more weight than his listed carrying capacity, he is
considered encumbered.

Characters can lift or push up to twice their carrying
capacity using the Athletics skill (see page 76), but can
never lift or carry any more than twice their carrying limit.

ENCUMBERED CHARACTERS

A character attempting to carry more than his carrying
capacity is encumbered. He gains the Slowed and Weakened
(1) conditions, and for each hour suffers 1 point of fatigue
from the strain.

WEAPONS

“Your words are indeed persuasive, but I believe my bolter can be just
as eloquent.”

—Annaleen Boughkt, Desoleum Bondhound

here is no peace in the nightmare galaxy of the 41st
Millennium, and on every world, in every sector,

there is the constant sound of lasgun cracks, grenade
explosions, and countless wounded crying for relief. Weapons
are everywhere, ranging from wondrous archeotech devices
from the Dark Age of Technology to crude bows made from
ancestral bone and sinew. Even on highly civilised worlds,
few would be without a hidden pistol or sheathed blade. For
Imperial citizens, weapons are as much an essential part of
normal as breathing or faith in the Emperor.

Weapons in DArRk HERESY are organised into several
different groups based on the way each operates and the
technology they use:

* Bolt

+ Chain

» Flame

* Grenade

* Las

» Launcher

* Melta

* Plasma

* Power

» Low-Tech

» Shock

* Solid Projectile

WEAPON PROFILE

Each weapon profile is made of the following elements.
If any characteristic bonuses appear in a weapon’s profile,
they refer to the characteristic bonuses of the character
wielding the weapon.

Name: What the weapon is called.

Class: Determines how difficult the weapon is to wield,
whether it requires one or two hands, or if it cannot be
carried at all. There are four weapon classes:

» Light: These weapons can be easily wielded in one
hand. All light weapons come with a basic holster or sheath
to carry the weapon on hip, chest, or shoulder as desired.

* Basic: These are normally wielded in two hands, but
can be wielded in one hand at a —20 penalty to attack tests
made with the weapon.

* Heavy: Large and powerful, these weapons must be
wielded in two hands. Ranged heavy weapons receive a—20
penalty to attack tests made with the weapon unless it is
braced (see the Bracing Heavy Weapons sidebar on page
134). Carrying a heavy weapon also imposes a —10 penalty
to a warband’s Subtlety.

* Mounted: These weapons are a natural part of a
creature, such as claws or teeth, or are affixed on a vehicle
or emplacement. Generally, they cannot be removed or
transported without large, sophisticated equipment.

Range: The maximum range at which the weapon can be
fired. Attacks made with the weapon cannot target things
beyond this distance,

Rate of Fire (RoF): Used to determine how many times an
attack is capable of hitting its target. In the common ranged
and melee attack actions, rate of attack is determined by
multiplying the weapon’s rate of fire by the number of action
points spent to perform the action. However, other attack
actions can use different methods to determine rate of attack.

Some weapons have a rate of fire that is a fraction such
as “1/2,” “1/3,” or “1/4.” In these cases, these weapons
cannot be fired unless the action being used to attack
multiplies their RoF above 1. For example, with the basic
Ranged and Melee Attack actions, a weapon with a RoF
of 1/2 would require 2 AP to achieve a rate of attack of
1, and 4 AP to achieve a RoA of 2. If the resulting rate of
attack ever still includes a fraction after the multiplication,
the result is always rounded down. An attack using a RoF
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WEAPON NOISE
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~  The myriad of bullets, bolts, and blasts of weapons
in the 41st Millennium can be very loud, and this can
be an inconvenience to Acolytes who want to keep "1
their operations as secretive as possible. How loud
each weapon is, and how far that noise travels, can 1:%
vary incredibly from situation to situation and place ,
E to place. The end determination of how far the sound i
©  ofaweapon travels is up to the Game Master. Table

5-3: Weapon Volume offers some guidelines on the

average distances certain common weapons can be
I heard from.

R

POy

TABLE 5-3: WEAPON VOLUIIE
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AUDIBLE
DISTANCE
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WEAPON

Impact of a throwing knife 20m

; : Silenced autopistol 100m 4
5_ i\IKl/aar}Slle;Lrﬁner smashing 200m
Revving of a chainsword 500m
Lasgun burst lkm ]
Bolter fire Skm
Autogun fire 10km

Earthshaker cannon impact ~ 20km

=

of 1/2 and 3 AP would still only have a rate of attack of 1.
If the character does not spend enough AP to get the RoA of
an attack action over 1, the attack fails.

Some effects may increase or decrease a weapon’s rate

of fire. If an effect would reduce a weapon’s RoF to 0 it
instead becomes “1/2.” Every subsequent —1 applied to a
fractional RoF increases the denominator (bottom number)
of the fraction by 1. For example a RoF of 1/2 — 1 becomes
a RoF of 1/3. Conversely, every +1 applied to a fractional
ROF decreases the denominator by 1. Thus, a RoF of 1/4 +
1 becomes a RoF of 1/3, and a RoF of 1/2 + 1 becomes a
ROF of 1.
Damage (Dam): The damage dealt when the weapon
scores a successful hit. This is usually a dice roll, plus or
minus an additional modifier. This also designates the type
of damage dealt by the weapon by a letter in brackets after
the damage value.

* (E) Energy: Using beams of electromagnetic power
and concentrated bursts of photons, these weapons burn
and scar with horrible effect.

e (I) Impact: Blunt force, brute explosions, and
concussive strength mark these weapons.

* (R) Rending: These weapons slice and cut with
razor-sharp edges or whirring chainteeth to lacerate flesh.
Penetration (Pen): How effective the weapon is at cutting
through armour. When determining the defence value of a
hit location struck by the weapon, the number of armour
points added to the defence value is reduced by the
penetration of the weapon.

Clip: The number of rounds/charges the weapon holds
when fully loaded.

Reload (Rld): How many action points must be spent to
perform a Reload action on the weapon.

Special: Any weapon special qualities the weapon has.
Additionally, if this section includes “Special,” the weapon
has a unique ability explained in its description.

Weight (Wt): This indicated how much the weapon weighs
in kg (kilograms).

Availability (Avl): This represents the general availability
of the weapon. See page 131 for further information on
item Availability

WEAPON SPECIAL QUALITIES

Some weapon types stand out from others and possess
special attributes to represent unusual damage they cause
or abilities they possess. Following are a list of the most
widely used of these qualities.

ACCURATE

The weapon is crafted for precision attacks, with finely
crafted las lenses or finely honed steel. Attacks made with
this weapon gain a +15 bonus from each Aim action made
before the attack, instead of the normal amount.

BALANCED

Carefully weighted, the weapon flexes naturally with the
user making his parries more successful. Evade (WS) tests
made using this weapon gain a +10 bonus.

UsING A WEAPON
WitHOUT A TALENT

_k*. P —— ] 'n-—_;—_(..—_-e_ﬁ_"

- Many of the weapons described in this chapter require
a talent to use them effectively, and using them
without sufficient training can prove as dangerous
to friend as to foe. There are always circumstances =
when a character needs to use a weapon for which he
does not have the appropriate talent, though,
but doing so imposes a —20 untrained
penalty on the relevant test.
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" Bracing a weapon takes 1 action point, and once
braced, the firer cannot move without losing the - 4
- benefits of being braced. He can, however, swivel =

his weapon depending on the kind of bracing used. = ;
For example, a simple pile of rubble would allow: ?‘T
a 45 degree field of fire, as would simply lying on r
the ground. A bipod would allow a 90 degrees, a
tripod 180 degrees, and a pintle mounting
could be turned in any direction.

Brast (X)

Attacks from this weapon explode on impact, hurling debris
and shrapnel in all directions. After making a successful
attack test with this weapon, but before any Evade reactions
are made, all characters within X metres of the target count
as being stuck by a separate attack with the same rate of
attack, weapon profile, and degrees of success.

CLoSE QUARTERS

Close Quarters weapons are small and light enough to be
used even when fighting in close combat, and attacking
with this weapon while engaged in melee does not trigger
Disruptive Blow reactions. Additionally, if engaged in
melee with an opponent, attack tests made with this weapon
do not suffer the —20 penalty to attack tests made against
character engaged in melee with an ally.

ConcussIve (X)

Concussive weapons strike with a powerful impact strong
enough to temporarily knock a foe senseless. When this
weapon hits, the target must make a Toughness test with
a penalty equal to 10 times X; for example, a weapon with
Concussive (2) would impose —20 on the test. If the target
fails this test, he is Dazed for one round.

CRIPPLING

Designed for cruelty and viciousness, crippling devices
are favourites amongst those who prize pain and suffering.
If an attack made with this weapon successfully wounds
a character, the hit location is Crippled until that wound is
healed.

FeLunG (X)

Felling weapons make a mockery of even the most resilient
enemies, cutting dense tissue and bone with ease. When
determining the defence value of a location hit by this
weapon, the target’s Toughness bonus count as half its
normal value (rounded up).

FLame (X)

Using materials such as flammable liquids and incendiary
powders, this weapon ignites with primordial fire. When a
target is hit, he must make an Agility test with a penalty
equal to 10 times X. For example, a weapon with Flame (2)
would impose —20 on the test. If the target fails this test, he
gains the Burning (X) condition.

FLEXIBLE

Flexible weapons are often made of linked metal, rope, or
other non-ridged materials that allow for few defensive
counters. Evade reactions using the Evade (WS) skill
cannot be taken against attacks made with this weapon.

Force

A force weapon relies on the user’s mind to unlock its
true potential, suddenly turning a sword or staff into a
device burning with eldritch energies able to reave tanks.
Characters with a psy rating who are wielding a weapon
with the Force quality can use the following psychic power:

CHANNEL POWER

Type: Utility

Time: 1 AP

Focus Power: Willpower test

Range: Self

Sustained: No

Effect: The psyker adds an amount of damage equal to
the psy level of this power to his next attack made with a
weapon with the Force quality this turn. This attack must be
the next action performed after Channel Power, otherwise
the bonus is lost.

Hawrucivocenic (X)

Where most weapons seek to harm the body, those with
this quality seek to damage the mind with exotic chemicals
and neurotoxic drugs. When the target is hit, he must make
a Willpower test with a penalty equal to 10 times X. For
example, a weapon with Hallucinogenic (2) would impose
—20 on the test. If the target fails this test, he begins to
hallucinate. He rolls 1d10 and compares the result to Table
5—4: Hallucinogenic Effects (page 135), and suffers any
effects listed in the appropriate entry of the table.

Haywire (X)

A foul affront to the Omnissiah in the eyes of many Tech-
Priests, devices with this quality seek to cripple machine
spirits and make metal as weak as flesh. When a target is
hit by this weapon, a haywire field with a diameter of X
metres lasting 1d5 rounds is created with its centre at the
location hit by the attack. To determine the effect of the
haywire field, the attacker rolls 1d5 and compares the result
to Table 5-5: Haywire Field Effects (see page 135). If
two haywire fields with the same effect overlap each other,
the effect is only applied once.
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TABLE 5-4: HALLUCINOGENIC EFFECTS

Ipl0 RoLL
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“Bugsbugsbugsbugs!” The character claws his face and body to remove hordes of imaginary insects
crawling over him. His manic actions consume all of his attention, and he counts as Stunned for 1 round.

“It is all for nothing!” Mankind is surely fated for eternal damnation, and depression blacker than any
void envelops him. He is Dazed for 2 rounds while he slumps in lethargic collapse.

“No... not that!” His mind overwhelmed with visions of the Emperor’s final death or some equally horrific
occurrence, the character’s eyes refuse to accept further input and shut down. He becomes Blinded for 1 round.

“Can’t you hear them?” Sounds rip into the character’s ears from all directions, cutting like a garrotte
across his auditory senses. No other sounds can penetrate this illusionary cacophony, and he is Deafened
for 4 rounds.

“I’ll kill you all!” The character is suddenly convinced that everyone around him is an terrible enemy
to be destroyed. Filled with rage and fury, he gains the Frenzied condition for 3 rounds as he seeks out
fresh blood.

“It’s got me!” The character feels enveloped in thick, fleshy tendrils and bands of smothering light,
clenching him in a grip from which escape is impossible. He is Immobilised for 2 rounds as his mind
struggles against the horrid embrace.

“You can’t step there!” Billions of tiny cherubic creatures straight from Ministorum temple frescos
sprout up all around the character’s feet. With each step he can feel thousands shriek in agony as they are
crushed, and the character is Slowed for 3 rounds to minimise his destructive, painful actions.

“It’s eating my brain!” The character feels his soul draining away, convinced a cranial leech has entered
his mind or the Emperor has punished his insufficient faith. He loses the mental fortitude that previously
drove him in his duties, and suffers Willpower Decay (1d10).

“I can’t think!” Each attempt to recall an old memory or analyse data becomes a sluggish process, as if
his mind is filled with burrowing grubs eager to devour each thought. The character suffers Intelligence
Decay (1d10), a mere echo of any previous intellect he once had.

“Get away from me!” His mind shattering, the character begins to lash out at everyone around him with
paranoid delusions and hurtful utterances. He suffers Fellowship Decay (1d10), growing less comfortable
with his comrades and more eager to use unprompted violence.

TABLE 5-5: HAYWIRE FIELD EFFECTS

IpS RorL

EFrECT

The False Flesh Fails: The connections between metal and tissue are disrupted, and all cybernetics in
the affected area malfunction or stop functioning entirely. Characters cannot use any ability granted by
a cybernetic augmentation, and any character with a cybernetic replacement on a hit location counts that
location as lost without suffering from the usual Blood Loss condition (see page 207).

Trust in Bare Steel: The familiar cackles of lightning fade from weapons; all items in the affected area
with the Power Field quality grow dim and lose that ability.

The Primitive Prevails: Chainswords spin down and stubbers refuse to aim. All attack tests made inside
the affected area suffer a —20 penalty, except those made by weapons from the Low-Tech weapon group.

Only the Emperor Protects: The energy disrupts higher technologies, and all power armour and force
fields within the affected area cease to function. Characters with these items no longer benefit from their
effects (power armour still grants its armour points).

Anathema to the Omnissiah: Machine spirits flee in horror from the region, and all technology within
the affected area completely ceases to function. Apply the effects of 1-4 above.
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INACCURATE

Poorly manufactured with often shoddy construction,
inaccurate weapons are common in underhive scum and
heretical cults. Attacks from weapons with this quality do
not gain any bonuses from the Aim action.

INDIRECT

Many weapons are designed to be fired in high arcs at unseen
foes or thrown from protective cover at charging enemies.
Indirect weapons do not require line of sight to their target,
but the attacker must still be aware of his intended target’s
location, either through last known position, through use
of a spotter, or other means. The GM makes the final
determination on whether or not the character is aware of
his target’s location, and may add penalties to the attack test
based on how aware the character of his target.

MELTA

These weapons rely on intense heat to negate protective
armour, turning even the thickest to steaming liquid. When
fired at a target within half the range or used in melee, the
target does not add his armour points to his defence value.

OVERCHARGE

Many energy weapons have multiple settings, allowing the
user greater tactical flexibility in combat. As a free action,
this weapon can be switched between two modes: standard
and overcharge. When in standard mode, the weapon uses its
normal profile; when in overcharge mode, the weapon deals
+2 damage but expends twice the amount of ammunition it
normally expends per shot if the weapon uses ammunition.
Additionally, when in overcharge mode, the weapon gains
the Unreliable quality, or loses the Reliable quality if it
already has it.

OVERHEATS

Through inefficient shielding, defective venting, or simply
inherent design, the weapon often becomes overcome with
the heat of its ammunition or firing methods. Whenever this
weapon would jam (see page 202), it instead overheats,
and the character wielding it can choose to spend 1 AP as a
reaction to drop the weapon. If he does not, he receives a hit
to the hit location of the arm currently holding the weapon.
This single hit cannot be avoided using an Evade reaction,
and deals energy damage equal to the weapon’s damage.
After it has overheated, this weapon cannot be used for 1
round while it cools down.

PiercinG (X)

These weapons are designed for puncturing armour with
fractal edges or overthrusting rounds, and can penetrate
defences to reach vulnerable flesh u<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>