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WISDOM IS THE BEGINNING OF FEAR.



IT 1S THE 415" MILLENNIUM...

or more than a hundred centuries the Emperor has sat immobile on the

Golden Throne of Earth. He is the master of Mankind by the will of the gods,

and master of a million worlds by the might of his inexhaustible armies. He

is a rotting carcass writhing invisibly with power from the Dark Age of Technology.

He is the Carrion Lord of the Imperium for whom a thousand souls are sacrificed
every day, so that he may never truly die.

Yet in his deathless state, the Emperor continues his eternal vigilance. Mighty battle

fleets cross the Daemon-infested miasma of the Warp, the only route between distant
stars, their way lit by the Astronomican, the shining psychic manifestation of the
Emperor’s will. Vast armies give battle in his name on uncounted worlds. Greatest
amongst his soldiers are the Adeptus Astartes, the Space Marines, bioengineered
super-warriors. Their comrades in arms are legion: the Imperial Guard, the ever-
vigilant Inquisition, and the Tech-Priests of the Adeptus Mechanicus to name but a
few. But for all their multitudes, they are barely enough to hold off the ever-present
threat from aliens, heretics, mutants—and worse.

To be a man in such times 1s to be one amongst untold billions. It is to live in the

cruellest and most bloody regime imaginable. Forget the power of technology

and science, for so much has been forgotten, never to be re-learned. Forget

the promise of progress and understanding, for in the grim darkness of the

far future there is only war. There is no peace amongst the stars, only an
eternity of carnage and slaughter, and the laughter of the thirsting gods

Prepare to enter the nightmare world of DARK HERESsY.






INTO THE DARK...

by Dan Abnett

hey had gone out into the Low Worlds, where death

was expecting them. Indeed, of all the things out there

in the dark hoping to make their acquaintance, death was
probably the most hospitable.

The dropship shook like a seedcase in the wind.

“You see the whole world, yet you see nothing,” remarked
Zarn Vertigon. The savant was sitting quietly in an arrestor seat at
the back of the dropship cabin. He had unscrewed the lens disks
of his left-eye optic to clean them, but the jolt of atmospheric entry
was too brutal, so he sat instead with the delicate components
cupped patiently between his hands in a piece of cloth, waiting for
a landing, or an abrupt high atmosphere death.

“What?” asked Alia Kanaed. She was up front, in one of the
worn leather helm station seats, beside the hunched beetle shape
of the pilot-servitor. She tapped one of its upper manipulator arms,
and indicated the dark block of the dropzone that digital chevrons
were chasing across a real-time hololith of the landscape far below,
a landscape that yawed and turned as the servitor made its course
adjustments.

The mesh grilles of the servitor’s mouthparts emitted a series
of clacks that indicated it had understood.

Kanaed turned again and looked back at the savant.

“I said what?” she said, “as in what the hell are you on
about?” Irritation showed in the slight crease between her eyes.
She had never been particularly tolerant of the savant. Then, as
Hessk always pointed out, she had never been particularly tolerant
of anything.

“You see the whole world, yet you see nothing,” Vertigon
repeated. “It is a quote. Attributed to Alexis Feroth, the Great
Cartographer of the Surena Dynasty. I think it was intended as a
commentary on the political naivety of the usurper Kalisto Surena.”

“Really?”

“But I was applying it specifically to this situation,” Vertigon
replied evenly.

“Imagine my surprise,” said Kanaed.

“Yes,” said Vertigon, cupping the delicate optic rings.

“If you’re going to say something, just say it,” said Kanaed.
“Don’t dance.” Her tone was mild, but it had been every bit as
mild the day she uttered the words, “No more than you deserve,”
as she buried her void-dark sword through the heart and spine of
the heretic Goran Drakos.

“Enough, children,” said Callan Hessk.

He lowered his boots from the seat-back in front of him and
turned sideways in his seat so he could glance up-cabin at Kanaed
and down-cabin at Vertigon.

“Alia, don’t look for fights. Zarn...what’s the matter with you?
This is a simple business.”

“Is it?” asked Vertigon. “Is it really?”

Callan Hessk sighed.

“We are all sworn servants of Inquisitor Tortane, and answer
to his authority willingly. Tortane has told us to come here, and do
this thing. It is simple. It is a simple business.”

Vertigon shrugged, still keeping the parts of his augmetic eye
carefully nested between his hands.

“Yet...none of us have ever met Inquisitor Tortane. We serve
at a distance. He sends us instructions that are simple, I agree. Go
here. Do this. Except, when there is such distance involved, and
such simplicity of instruction, it is clear that Inquisitor Tortane
expects some nuance from us.”

“Does it?” asked Hessk.

“Of course,” said the savant. He began screwing the lens
rings back into his augmetic socket, one by one. “To suggest
otherwise would be to assume that the Inquisitor is stupid, and I
think we can agree he is not. He expects us to act autonomously,
to interpret his simple instruction and sophisticate our plans. He
expects us to be his proxies here, to do in person, for him, what
he is not here in person to do.”

Hessk heard Kanaed groan. Without looking at her, he held
up a warning finger.

“Vertigon,” he said, “I have field command of this team.
The Inquisitor’s instructions were direct: seek passage to this
world, examine the site for which he has given us coordinates,
and report our findings back to him. What part of that requires
sophistication?”

Vertigon had finished refitting his optics. He blink-whirred
them once, and then released his harness and stood up. With
a hand holding the ceiling rail, he edged down the aisle of the
bumping dropship.

“Below us,” he said, indicating both the hololithic display and
the nightside shadow beyond the dropship’s small, thick cockpit
ports, “is Epsilon Angel KZ-8, outermost world of the prohibited
Angel KZ-8 system. Nothing is known about it. Indeed, virtually
nothing is known about the entire system.”

“Except for the...” Kanaed paused.

“The artefact? The Sleeping Fortress?” Vertigon asked.
“Yes, apart from that, and even that is an unsubstantiated myth.
But he sends us here, to this remote world, far, far out from the
zone where the mythical fortress is said to orbit. We know one
mysterious thing about this empty system, and it is not the thing
our master the Inquisitor sends us to look at.”

Callan Hessk frowned. The savant was voicing uneasy
thoughts that had been gnawing at Hessk’s mind since they had
left Juno.

Vertigon pointed directly at the jumping track of the glowing
hololithic display:

“We have one set of coordinates. We do not even know if it
is a viable landing zone.”

“Terrain-reading auspex seems to think—" Kanaed began.

“Hmm. Use of the word ‘seems’ there, it bothers me,” said
Vertigon. He pointed at the screen again.

“You see the whole world, vet you see nothing,” he repeated.
“We have virtually no data. Thanks to atmospherics, we don’t even
have a reliable auspex return. Yet we treat this as the front door.
Would Tortane expect us to be so literal, or would he expect us



to think clearly and intelligently and perform this undertaking the
way he would if he was here personally?”

“He’s right,” said Dayglass. They all looked at her. The
voidborn was hunched in one of the seats recessed beneath the
port-side underwing. Her long legs were drawn up, knees to chin.
“Annoying, but right.”

There was a long pause, broken only by the rattle and bump
of the long descent and the click of the pilot-servitor.

“Let’s consider our options, then,” said Callan Hessk.

“Vertigon was wrong about one thing,” said Alia Kanaed.
“I've met Tortane.”

“Yes, but afterwards he mind-wiped you,” said Hessk, “so
you can’t tell us a blessed thing about him.”

“Whatever,” Kanaed replied, savouring what she clearly felt
was a tiny triumph. “Ive still met him.”

route and set down on a headland three klicks from the
coordinates, a headland that the auspex was able to resolve
as clear and solid.

As if aggrieved by this wanton diversion, the atmosphere
trembled and turned into a violent storm. Ribbons of lightning
eight or nine kilometres long ripped through the thickening sky.
Wind speeds topped nine hundred per hour. The clouds were like
ink in water and the rain was like an iron wall.

A thirty minute descent turned into a ninety minute hell-
ride. They lost through-put telemetry within fifteen minutes, and
secondary power in twenty. A lightning strike sheared their hull
armour and torched their number three engine.

Even Hessk thought they were dead at that point.

But they lived, though the ride that followed was brutal. It
was like being shaken in a tin box. Strapped into their arrestor
seats, they held on. Dayglass put her head between her hands
and sobbed. She had never coped well with anything except the
cold serenity of space. Vertigon, usually strong of constitution,
vomited discreetly into a poly-bag. Even the vehement Kanaed
looked green.

Callan Hessk, cold-hearted killer of monsters, buckled up
tight and prepped his twin Tronsvasse autopistols.

The pilot-servitor brought them in. It was blind by the end.
Telemetry lost, it had focused on an exact memory of the chosen
landing site. The stress fried its primary and sub brains. It was
dead by the time they breathed out and reached to unclasp their
arrestor straps.

The dropship’s systems sighed, fluttered, and went blank as
the servitor’s vital spark ebbed away.

@he landing was rough. Hessk decided to alter the drop

wouldn’t kill them anytime soon. They stepped out of the
smouldering dropship into a gigantic darkness.

They were on a high slope forested by tree-like fungal
growths that were as black as the surrounding night. Below them,
across the broad, rift valley, dark with swaying vegetation, the
storm rolled and flashed. The thunder was like concussion in the
air, and the rain rinsed their faces. The world smelled odd. It was
wet, peaty, sappy. There was the scent of ozone.

There was something else, too.

P’ﬁpsilon had a life-sustaining atmosphere, or at least one that

Hessk pulled a hooded jacket around his shoulders. He had a
handheld auspex and a hefty stablight.

“This way,” he said, reading off the auspex display. The little
screen underlit his face.

The four of them headed down the slope, moving through
the rain-swept thickets of fungus trees as they came down the
headland. The ground was wet mulch underfoot. Rain beat at
them. Their four, jerking stablights were the only light sources
apart from the phantom strobe of the lightning. Around them, the
curious fungal trees creaked and groaned as they strained in the
night wind.

The trees were huge. The darkness was infinite. The four of
them, and their four small light beams, were tiny.

Callan Hessk led the way. Impressively tall in his boots, he
was a stone cold killer with a mind like a high-grade cogitator.
He wore a long leather coat under his hooded weather-jacket,
and heavy deck boots. He had a face like a monolithic statue,
and violet eyes. His grey hair had been crop cut with a buzzer.
Inquisitor Tortane had recognised Hessk’s talents as a leader and
an unscrupulous killer years before, and saved him from a life in
Juno’s slum-habs, the short, infamous life of a desperado.

In return, he had served Tortane, and served him well,
performing as his agent in the field. But they had never met.
Tortane had never allowed that to be a possibility.

As a consequence, Callan thought it was possible he might
not like Faros Tortane.

Behind Hessk came the savant, Zarn Vertigon. Vertigon was
unusual for a savant. He was reasonably young and very robust.
Ex-Guard, he knew how to fight, and knew how to handle the
ancient long las he kept slung in its slipcase over his shoulder.
Hessk had seen him fight. Zarn did it well.

A savant who wasn’t an old fart and could handle himself in
combat. Hessk counted that as a plus.

Zarn’s story was odd, and only half-told. He’d been with
a Havarth regimental unit on one of the interminable Askellian
campaigns. The way Zarn told it, they’d been ordered to assault
a hill, but the hill wasn’t a hill, it was some kind of structure: A
mechanism, an artefact, alien and as old as hell. Zarn’s unit was
slaughtered on the way up. Zarn was hit, blinded, half his face
burned off.

When he woke up, in a medicae station eighteen kilometres
from the frontline, he discovered that, in the depths of his pain and
injury, the hill had given him something. It had imparted a little of
its ancient sentience to him. He understood things, things he had
never understood before. He knew things...a lot of things.

Zarn Vertigon had instincts that left most men blinking. The
worst part was, his ability scared everyone, including Zarn himself.

Dayglass, the voidborn psyker, followed Zarn, her long dress
bedraggled by the rain. Tall and painfully slender, she carried no
weapons, and her exquisitely large black mirror-eyes reflected the
storm. Her long black hair hung limp.

Alia Kanaed brought up the rear, cradling her hell-rifle. She
was muscular, tall and full-figured, her form strapped into a red
leather bodyglove. Her face was a sculpture of cheekbones and
jawline, forming piercing, pale blue eyes. Her hair was short and
white, The djin blade slung between her shoulder blades in a
bound scabbard whispered to itself.

“This is going to end in tears,” Alia muttered.

She didn’t specify whose.



y the time they reached the floor of the rift valley, the rain

had stopped. Night blackness continued to enfold them.

Spent rain pattered out of the cupped leaves and fungal
folds of the forest canopy far above them. Their lights bobbed.

The darkness had lengthened. There was a cold ozone smell,
a sense of gloomy, damp space, a sense of the unseen.

Vertigon uncased his long las, loaded a cell, and moved
ahead, the rifle braced over the crook of his left arm.

Dayglass’s mirror eyes searched the surrounding blackness.

Alia ignored the irritated tingle of her sheathed sword.

“There’s something here,” Dayglass said eventually, her voice
as small as a dust mote.

“Good, good,” replied Hessk. “Not a wasted journey, then.”

“Don’t be flippant,” Dayglass replied.

“He wasn’t being flippant,” said Vertigon. “Tortane sent us
here. It’s good that there’s something here to warrant our coming.”

“You don’t understand,” Dayglass sighed. The voidborn
hesitated. “My mistake,” she said. “I mis-spoke. I didn’t give you
context. There’s something here. I can feel it. Read it. It’s not
something or someone we’ve been sent here to meet. It’s...a state.
It’s the way of this place. The something that’s been here, has been
here for a very long time.”

“How long?” asked Alia Kanaed.

“How long is forever?” replied Dayglass.

“Can you be more specific?” asked Vertigon.

“And less, you know, alarming?” added Hessk.

Loose raindrops fell from an invisible leaf cup high above
and spattered the marsh soil nearby. Dayglass turned to face the
darkness, and raised her arms from her sides as if invoking some
kind of blessing.

“By the throne,” she said, “it’s old...so, so old. It comes from
a time and place where good and evil weren’t defined. It is...it just
is what it is.”

“And what exactly is it?” Hessk asked.

“Ttself,” she replied. “And it’s all around us.” She paused.
“And it’s watching us.”

hey paused to swig some fluids from their water-bottles
@and pick at dried rations. There was no sign of dawn, not
even a promise of sunrise.

Callan Hessk moved away from the others, circling the
clearing where they had stopped. He appreciated the voidborn’s
abilities, and a warning was always useful, but she could be so
imprecise. She’d succeeded in putting a knot of worry in his head,
making him suspicious of everything. He would be jumping at
shadows from now on, and Epsilon certainly had more than its
share of shadows.

Something moved in the trees to his left.

What? A flash of red. A glimpse.

He turned to follow it, but saw nothing. Looking back at the
others, he saw that Dayglass was sitting up, alert, staring at the
same spot.

Hessk drew one of his pistols and began to move forward,
stablight raised in his other hand. The others got up as well and
followed him.

No words were exchanged. The expressions and intent of
Hessk and Dayglass told Kanaed and Vertigon all they needed to
know for the time being,

Hessk pressed forward, moving between the tall, black trees,
almost wading through wet undergrowth and foliage that came
up to his waist. The unseen ground was a sucking marsh under
his boots. The deep blackness between the grey-black boles of the
trees seemed darker than the Great Void.

Movement.

He swung left, pistol and stablight aimed together.

Nothing. Or had there been the merest flash of something
red in the dark?

Hessk realised he was breathing hard. He blundered on again.

Movement again, this time to his right. A definite flash of
red. Something soft red had flickered between the trees not twenty
metres from his position.

It had been the colour of good wine, or blood.

Hessk cut right, prowling sideways between the trees, gun
aimed steadily, stablight beam sweeping. The light caught grey
leaves and made bright white dots out of water droplets falling
from the forest canopy.

He came around the base of a massive tree. Nothing. If
something or someone had been there, it was gone. He played his
light across the muddy ground to see if he could see tracks, but the
mire gave nothing away.

He started to press forward again, but then felt something
clutch at the hind-part of his brain. It was a gentle tug, but
unpleasant, as though cold, slippery fingers had slipped inside his
skull to paw at his brain matter.

He stopped and looked back. He hadn’t realised how far he’d
moved away from the others. Dayglass’s gentle telekinetic pulse
had been a wordless reminder not to stray far.

She could remind all she liked. They were moving too slowly,
and he was on to something,

He began to move down a bank between the semi-exposed
root balls of enormous trees. It stank of wet and mildew: A vapour-
like steam had begun to rise from the undergrowth after the rain.
It fumed like white dust in the darkness where his stablight beam
caught it.

Cold slippery fingers yanked at his brain again. He grimaced.

“Get out of my skull,” he whispered under his breath, “and
catch the hell up.”

He froze.

Something red shimmered in front of him for a moment. It
was right in front of him, just half a dozen steps away, a slim figure
in a long red robe. Its face was a mask. It had to be.

It hesitated for a second, less than a second, staring right at
him, and then turned and vanished into the mist.

He started to run.

He heard Alia call his name from the forest behind. No
pretence now. Something was here, and it knew they were here too.

Moving fast, he broke through more undergrowth and came
out into another clearing. Immediately, he realised that the ground
underfoot was different. It was no longer spongy and soft. It was
hard, and flat.

He looked down. Stones. A stone platform made of perfectly
cut slabs. The softening of the edges and the patches of lichen
suggested great age.



Yes, great age indeed. He looked around. The platform he
was standing on was just the apron of a ruined stone structure
that stood between the trees. It was swathed in ferns, strings of
creepers, and a profusion of climbing vines. In places, the huge
trees had split through the stonework, or had been forced to grow
in twisted, convulsing shapes to snake around the heavy lintels
and uprights.

How long had this stood here?

“Pre-Imperial,” said Vertigon. He stepped onto the platform
beside Hessk, long las cradled, looking up at the crumbling
architecture. He hadn’t read Hessk’s mind. He just knew what the
first question was likely to be.

“Are you sure?”

“Yes, just from a rough estimation of average growth rate and
erosion,” the savant replied. Alia and Dayglass came out onto the
platform behind him.

“Actually,” Vertigon began, and then stopped. He walked
forward and began to tear creepers and other tenacious succulents
from the facing wall of the temple. Hessk realised that Vertigon
was exposing some kind of figuring, carving...words.

“Pre-human,” he said.

“Pre-human?” asked Alia.

“The symbols here, and the intercut construction, resemble
structures and ruins found on six other worlds in the Askellon
Sector, all of which pre-date human arrival by a considerable factor.
This is by far the most complete and sizeable site ever found.”

“What does it say?” Hessk asked.

“I don’t know. The script has never been deciphered, though
again there seems to be much more of it here than has been found
at any other site. It runs all along the wall...thousands of characters
and pictograms. I think there may be more under that great hedge
of creepers there.”

“There’s more inside,” Alia called, shining her stablight into
one of the ruin’s dark openings.

“With appreciably more material to work from, I might be
able to start to establish a translation matrix,” Vertigon said, “just
from the size and variation of the sample.”

“You have records of the designs found at other sites?”
asked Hessk.

“No,” said Vertigon, “but I remember them well enough.”

“Of course you do.”

“What will you use as a key?” asked Dayglass.

“Other, albeit dubious, sources have noted that some of the
sigils resemble characters from early forms of the Eldar written
alphabet. I'll work with that.”

He leaned his rifle against the wall and, stablight raised beside
his head, began to work.

“You ran off,” Alia Kanaed said to Hessk.

“I saw something,”

“This place?”

“Eventually. Before that, I saw a figure.”

“There’s someone else here?” asked Alia.

“Yes.”

“What did he look like?” asked Dayglass.

“Can’t you see?” Hessk asked her. She looked directly at him,
and he felt her scan his surface memories. It felt like a shaft of
warm sunlight had briefly crossed his face.

“Slender,” said Dayglass. “A red robe. Why is the face a skull?”

“A skull?” asked Alia.

“It was a mask,” replied Hessk.

“I don’t think it was,” said Dayglass.

“Reassuring,” said Alia. She looked at Vertigon and the
shadowy bulk of the ruin.

“Is this what Tortane sent us to find?” she asked. “Is this why
we’re here?”

Hessk checked his auspex. The displayed coordinates were a
precise match.

“This is the place,” he said.

“Look at this,” said Vertigon from behind them. “This is
quite interesting.”

Hessk was about to ask what, but he never got the chance.

A cold, wet slap of psyche from Dayglass shivered his mind
and sent him a last-second warning, just enough of a warning for
him to back-step.

Something was leaping at him from the roof of the ruin,
something humanoid that launched itself off the stone blocks in a
shower of water droplets and strands of leaf. It was about twice his
size, but it seemed even more gigantic as it dropped towards him,
arms outstretched, legs crooked.

It was a half-naked thing, covered in tattered, rudimentary
clothing and matted hair. Its belly was distended. Its limbs were
muscular but emaciated. Its flesh was dark, as though it had been
scorched with a blowtorch. Its fingers were capped with ragged,
horny talons.

Its head was like a man’s, heavy-browed and whiskered. Like
a man’s, except for the mouth and jaw. They were extended and
huge, like those of a giant simian, lips stretched back to expose
huge canines and incisors.

It howled. It screamed like the Warp.

Dayglass’s warning had been sufficient to jerk Hessk back a
pace or two, just enough for the pouncing creature to miss a full
body-slam. It jarred against him, a passing blow, its talons ripping
through his weather jacket, causing the down lining to puff into the
air like a tiny blizzard. He felt something bite into the flesh of his
hip and he exhaled in pain, staggering backwards from the impact.

The creature landed on the platform, and then rolled, still
screaming, It was a scream that pierced the soul as much as the
ears. It was the scream of the insane, of the inhuman.

Rising, in a manner that seemed terribly swift for a thing its
size, it lunged at Hessk.

Alia Kanaed was in its way.

Grim-faced, she delivered a fluid spin-kick to its face that
rocked its misshapen head backwards. As it reeled, she rotated and
delivered another.

This one broke a tooth, a lower canine, and sent blood and
spittle flying sideways in a long, viscous spurt from its mouth.

The creature howled and swung at her with a long, taloned
arm to disembowel her.

There was a crack and a wet explosion. The creature’s head
detonated like a ripe fruit, and it fell back off the platform, dead. Las
heat smoked the platform space. Vertigon lowered his long-rifle.

He began to smile.

+ More! +

Dayglass’s mind-snap lanced into their brains.

There were more of the things, a whole lot more.
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They came screaming out of the night, leaping off the
ruin’s roof, or clambering up along the edges of the platform, or
dropping out of the vast trees.

Hessk opened fire. He put three rounds from his Tronsvasse
through the chest of the nearest creature, and then two more
through the skull of the next. There was so little light. Everything
was directional. Their stablights were only illuminating jerking
bars in the darkness, and the gunfire was briefly lighting up other
splashes, like strobe lights.

It was hard to see, hard to pick a target.

Just eyes, eyes glinting in the blackness. Eyes and screams.

Dayglass had taken time to focus. Dark things rushed her. She
reached out with her mind and squeezed, bursting a temporal lobe
with a telekine vice.

“Show us! Dayglass, show us” she heard Hessk vell.

Of course. Tactically it was much more useful.

Concentrating, oblivious to her own safety, she expanded the
conscious cone of her mind. It was a risk. Any use of psychic
abilities was a risk. Even if your mind was attuned to the Warp,
it did not pay to go meddling there. Dayglass felt cramps in her
abdomen. Frost settled on the ground around her. Things that
were not her made whispers leak out of her mouth.

But she persisted. She focused. She expanded her perception.
For her, and for her three comrades, the ruin and the platform
were now lit up as if by night vision. Their immediate locale was
washed in a pallid, luminous green glow. The screaming creatures
were visible.

Hessk tossed his stablight aside. Though physically blind, he
could see now. He pulled his other Tronsvasse pistol and, braced
with both, began to pick off the creatures mobbing over the edge
of the platform.

Dark, fanged things wailed as they fell back into the forest pit
behind them. Blood sprayed, hot white in the mind-view.

Zarn Vertigon fired repeatedly, loosing las-rounds at distances
far shorter than generally recommended for his sniper weapon.

The stopping power was considerable. In the green hue of
Dayglass’s mind-view, which to him was distorted slightly on one
side by his augmetic optics, he shattered heads and throats, and
carved entire torsos into stringy, wet tatters.

But they came as fast as he could reload, and his bag of
munition cells was not limitless.

“Too many!” he shouted above the roar of his weapon.
“Hessk, too many!”

Hessk didn’t reply. He was busy firing and reloading his twin
autopistols. The heavy, long-framed guns punched round after
large-calibre round into the faces and chests of the feral attackers
clambering onto the platform.

Dayglass’s mind-view allowed him to sense and almost see
things behind him. Alerted, he swung around, raising his aim,
and killed several creatures in mid-leap as they came off the ruin’s
roof. Then he knocked down two more who were poised to leap.
When one of his shots grazed the roofline and showered up grit
and dirt rather than killing a target, he cursed aloud over wasted
ammunition.

He heard Vertigon velling. Yes, there were too many. They
had ammo. Hessk prayed to the God-Emperor that they had
enough. How many of these things could there be?



Maybe...

Maybe a planet full?

Dayglass concentrated. She knew that she could easily reach
out and pinch off a spinal cord here, or shut a major blood vessel
there, but she didn’t dare waste her power. Her teammates needed
the mind view so they could conquer Episilon’s darkness and keep
fighting. That was all that mattered. Sustaining the mind-view took
all her concentration.

The creatures made another mass rush, but Alia Kanaed had
drawn her djin blade. It was hungry. It moaned in her hands.
Kanaed went into the thick of the charge and struck blows two-
handed, right and left, hacking and slashing, sending hunks of
meat and body parts flying.

Her blade sizzled as it sliced flesh.

She ducked a ripping blow, and severed the limb that had
tried to deliver it from beneath. A creature reeled away, wailing,
squirting blood from its stump. Another came at her. She sliced
its face in two. Two more, from the left: a decapitation and an
impalement. She had to heel-slam the latter to get it off her sword.

The blade sung to her. It liked the blood. It liked the air. It
liked to be loosed and free. It sang its love song to her, the love
song that had ruined her, the love song she tried so hard not to
obey, the love song that only she could hear. To everyone else,
it was a fine blade of xenos manufacture. To her, it was....it was
something that had singled her out, singled her out from billions
of other human souls. She wondered why. She wondered what
made her so blessed, or cursed. The sword had almost entirely
claimed her sanity. She tried to shut it out, but every time she was
forced to use it, it stole a little more.

How much longer have I got left, she wondered. How much
longer before the sword is me and I am the sword?

Deny the thought! Deny the fear! Alia Kanaed put her head
down and struck on. She no longer knew where her fingers ended
and the sword began.

But she was sure that however long it was going to take
for the djin blade to claim her, the creatures she was facing had
infinitely shorter lives.

Alia pivoted. She braced her feet and sliced the sword around,
shearing the tops off two heads. She ducked a handful of claws,
and then sidestepped a charging creature that she reverse-stabbed
through the heart the moment it had gone past her.

She came up, ready, rotating the blade, letting blood-drops
fly away from it.

Where? Where next?

“Alia?”

“Hessk?”

“It’s all right. We're clear.”

Alia blinked. There were no more creatures attacking them.
The stone platform was littered with corpses and body parts. Blood
pooled on the stones, and she could hear it streaming into the
darkness below like a rainwater.

How many had she killed? How much of a frenzy had the
sword put her into? Had Hessk seen?

God-Emperor no, please...

“We’re clear,” Hessk repeated. He picked up his fallen
stablight and scanned her with it.

“You did well, Alia. Good kills.”

“Thanks.”

She sighed and sagged.

“Where have they gone?” asked Vertigon. “There were more
of them...a lot more. They retreated.”

“Why would they retreat?” asked Hessk.

“Because we slaughtered them?” Alia suggested. The air above
the platform was wet with blood mist and stank of gunsmoke. The
battle had been intense.

“No,” said Dayglass. “Something else. Something called them
off. It-”

She grunted, and then fell, full-length, to the ground. Vertigon
rushed to her side.

“Dayglass? Dayglass?”

The voidborn murmured low and kicked spasmodically in
his arms.

They looked up. The glow of the mind-view had vanished,
but they still had the glow of the stablights.

A movement. A flash of red.

A figure in a long red robe stepped onto the platform before
them. They raised their weapons.

It lowered its hood.

Its head was a skull, a brass-fitted, fully-functional human
skull, beautifully machined...

“T thought you’d never get here,” it said, voxing from an
implant in its chest.

“Who are you?” asked Hessk.

“This is where you need to be,” continued the metal skull.
“Because of the sentient temple and the mutants, because of the
agents of the Ruinous Powers even now closing in, and because
of me.”

“Who are you?” Hessk repeated.

“I’m the reason you’re here,” the skull said.

Alia Kanaed glanced at Hessk.

“I remember,” she said.

“Remember what, Alia?”

“That. That’s...Inquisitor Tortane.”

Tortane turned his burnished death’s head to look at Hessk
with empty sockets.

“We meet at last, Callan,” he said. “Now, shall we get on with
it? I seldom enter the field in person. That's why I have Acolytes.
My presence here should therefore assure you of the significance
of this.”

“And how significant might that be, exactly?” asked Hessk.

Tortane hesitated.

“The fate of the Imperium itself may be in our hands
tonight,” he said.
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WHAT IS
DARK HERESY
SEconD EDpITION?

This new edition updates the original DArRk HEREsY roleplay
game while retaining the core mechanics—such as skills,
talents, weapons, and combat—familiar to veteran players.
Revised from over six years of player feedback, it also includes
new rules for investigation, social interaction, vehicle combat,
and more including a new setting to offer an even better
game experience. As it shares many of the rules from the
previous edition, earlier supplements and adventures
can be adapted for use with minor effort.

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

the nightmare future of Warhammer 40,000, horrific danger,
deadly mystery, and brutal violence are Mankind’s only
truths. In this roleplaying game, players act as defenders of
humanity and embark on hazardous adventures into the dark heart
of the 41* Millennium. They each take on the role of an Acolyte
in service to an Inquisitor, at the front line of a great and secret
war to root out the foes that imperil all of humanity. Inquisitors—
ruthless agents dedicated to preserving Mankind at any cost—are
relentless in the pursuit of these threats, and answer to no one save
the lord of the galaxy-spanning Imperium of Man, the Emperor
Himself. Yet Inquisitors are but men, and though their purview
is limitless, they are far from omnipotent. As such, they employ
Acolytes to project their power throughout the Imperium. To be
an Acolyte is to possess more power than most men can conceive
of. This power must be wielded wisely, though, for misusing it
can be as dangerous as not using it at all. Should they fail,
entire worlds, systems, or even the Imperium itself 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 the
greatest threat they face, 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 Dbolter and chainsword, and enter the world of
Dark HEREsY.

BLESSED IS THE MARTYR.



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, 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 DArRk 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 M ASTER

One person in the group does not create a Player Character and
instead takes on the role of the Game Master (also referred to as the
GM). The GM presents the story to the other players, adjudicating
the rules of the game and unfolding the narrative created by the
players’ actions. He 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
(usually 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 that 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 the introductory
adventure Dark Pursuits, and other professionally written
Dark HEeresy adventures can be purchased at any gaming
store. There are also free adventures that can be downloaded
at wwwfantasyflightgames.com.

* Adventure Seeds: The Dark HEeresy Core Rulebook and
its supplements include settings, characters, and adversaries
that can be the start of new adventure. Many of these also
offer GM advice for building off them, creating surrounding
narratives, or integrating them into existing campaigns.

* Homemade: Instead of using an established narrative, many
GM:s wish to tell their own stories, or let their players decide
the game’s course. DARK HERESY presents all of the elements
required for a GM to create his own adventure from scratch.

WHAT IS
NEEDED TO PLAY?

The following things are needed to play DArRk HERESY:

¢ This rulebook

* Three or more people (four to five works best)

* Three or four hours of gaming time

* Some ten-sided dice (two or more per player)

* Paper, pencils, and an eraser
Pre-made character sheets and other support items are not
essential but can aid gameplay. These can be photocopied
from the back of this book or downloaded from the Fantasy
Flight Games website (www fantasyflightgames.com).

GETTING STARTED

Whether acting as a Player Character or Game Master in DARk
Hergsy, all players should begin their journey into the 41*
Millennium with Chapter I: Playing the Game. Those acting as
PCs should then read Chapter II: Character Creation to fashion
their Acolytes for the game. The player who is serving as the
GM should skip to Chapter XI: The Game Master for advice on
running encounters, creating adventures, and other aspects of his
position within the game.

WHAT'S IN THIS BOOK

Dark HErgsy is divided into thirteen chapters:

CHAPTER I: PLAYING THE GAME

This chapter provides the basic rules and core mechanics, the
characteristics that define each character in the game, and how to
perform game tests to determine character success or failure.

CHAPTER II: CHARACTER CREATION

Here players learn how to form their characters, choosing home
worlds, backgrounds, and roles to bring their Acolytes to life. It
also offers Elite Advances for special character progressions.

CHAPTER III: SKiILLS

Skills represent a character’s ability to perform feats that require
expertise and training. These may be present as part of character
creation, or learned in later adventures.

CHAPTER IV: TALENTS AND TRAITS

This chapter covers common talents available to characters. Talents
are special proficiencies, many of which augment skills. Unlike
skills, a talent is always active and does not require a test to use.
The chapter also covers traits, representing special innate abilities
found in many of the unusual denizens of Askellon or the Warp.

CHAPTER V: ARMOURY

An Acolyte would be lost without an arsenal of weapons, armour,
vehicles, and other equipment to help smite his foes. This chapter
includes rules for such items, as well as how to acquire them.

INTRODUCTION
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CHAPTER 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 includes rules and descriptions for the powers, as well as
the hazards a psyker faces when using them.

CHAPTER VII: COMBAT

Conflict pervades life in the 41* Millennium, and this chapter covers
the rules for fighting and vehicular combat in DArk HERESY, as
well as the full rules for movement.

CHAPTER 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 performing other
non-combat tasks. This chapter presents these topics along with
rules for Fear, Insanity, and Corruption, plus guidance on using
Fate points and Reinforcement Characters.

CHAPTER IX: THE IMPERIUM
AND THE INQUISITION

Here the players learn of the galaxy-spanning Imperium of Man,
encompassing over a million worlds and countless billions of
subjects. This chapter also covers the dreaded Inquisition that the
Acolytes serve.

CHAPTER X: THE ASKELLON SECTOR

Dark HEresy takes place in the Askellon Sector, an ancient but
decaying region of space threatened with terrible Warp storms that
many claim are a sign of the end times. The chapter details several
of the worlds and settings players can find here.

CHAPTER XI: THE GAME M ASTER

The Game Master guides the other players through adventures,
pitting the Acolytes against fearsome foes and their diabolical plots.
This chapter offers guidance on running encounters, overseeing
combats, setting and adjusting subtlety, crafting campaigns, and
operating as a Non-Player Character (NPC) Inquisitor. This
chapter and the two that follow are for Game Master’s eyes only,
as they reveal many secrets the Acolytes are not aware of and can
spoil adventures.

CHAPTER XII:
NPCs AND ADVERSARIES

In this chapter, Game Masters can find a plethora of NPCs to use
to aid or bedevil the Acolytes, from lowly hive scum to powerful
Daemons and xenos creatures. The chapter also includes guidelines
for crafting combat encounters and suitably matching them to the
Player Characters to generate challenging and rewarding games.

CHAPTER XIII: DARk PURSUITS

This book includes an introductory adventure,
Dark Pursuits, wherein the Acolytes must track
down illicit shipments of deadly relics before
disaster falls upon Hive Desoleum. Like the

previous two chapters, this section should

be for Game Masters only.

THE AGE OF
THE IMPERIUM

“The Imperium! How mighty its aspect! How far-reaching its boundaries!
As one world dies, ten more are brought into the fold. Fear us, for we
count the lives of planets, not men!”

—Cardinal Morius Blate, Ecclesiarch Primus

is the 41 Millennium. The Imperium of Man is hailed as

the greatest stellar empire humanity has ever raised up, its

extent taking in the length and breadth of the entire galaxy.

The worlds upon which Mankind resides vary from factory-hives

populated by uncounted billions to feudal cultures ruled by savage,

warlike kings. There are no limits to which man does not go to

realise his manifest destiny to rule the stars, and he makes his

home wherever he may, whether in the clouds, beneath the sea, or
in the depths of space itself.

Though humanity long ago learned to travel between the
stars, the technological marvels upon which its dominion of the
galaxy is founded are long gone. Learning is a thing of the dim
and distant past, cast down by generation after generation of war
and calamity. No man now knows how many times humanity has
soared to the lofty heights of achievement only to plummet once
more to the depths of barbarity. The science that caused both
advancement and debasement is now the subject of superstition
and fear. Only fragments of it are remembered, and then only by
rote, passed from one generation of Tech-Priest to the next, each
iteration ever more distorted than the last. While most men know
how to operate a weapon, they have no inkling of the processes
that power it. Only through prayer are the machines Mankind relies
upon maintained, and the machine spirits are easily displeased.

The Emperor, or rather the High Lords of Terra who rule in
His name, claims the entirety of the galaxy as sovereign domain.
The Imperium occupies millions of planets, but in reality Mankind
is cast across the vast depths of space and is to be found on more
worlds than can be imagined. What long-forgotten tides of war
washed human colony vessels up on planets from one end of the
galaxy to the other can scarcely be imagined, but some claim there
are likely to be more unknown worlds populated by men than
there are known worlds in the Imperium.
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But it was not always thus. Ten thousand years ago, or so the
legends say, the Emperor once walked among his subjects. Having
united the disparate tribes of ancient, blasted Terra at the very
moment that terrible galaxy-wide Warp storms finally dissipated,
he led his legions on the Great Crusade. Moving outwards from
Terra, the Emperor and his most trusted and beloved scions cast
down alien empires and established contact with human worlds
isolated by war and the Warp since time immemorial. This was an
age of reason and optimism, where Mankind could still prevail by
science and by honour. The Emperor sought not adoration and
he rejected the worship of false gods. He promised unity, but it
was not to be.

At the height of the Emperor’s crusade he returned to Terra
to begin the transition from an era of conquest to one of order.
But such an age was never to come, for at the height of the Great
Crusade the Emperor’s most trusted son, Horus, turned against
him. The ensuing civil war consumed the nascent Imperium,
plunging the newly claimed worlds into war and bloodshed of a
scale never before seen. The galactic carnage that was the Horus
Heresy was only brought to an end when the Emperor faced his
son, the Warmaster Horus, at the height of the Siege of Terra.
Horus was slain, but at such terrible cost that the Emperor was
wounded unto death. Only by his interment in the arcane life-
sustaining machineries of the Golden Throne, a wonder of Dark
Age technology wrought by the hand of the Emperor himself as if
he knew his doom long before, could the Emperor
persevere. From that age to this, the Emperor
has ruled from the heart of his palace
on Terra, though his god-
like energies are

entirely devoted to steering the soul of Mankind through the
subsequent ten millennia of war and calamity. Not a single word
has passed his withered lips, and his body is nothing more than a
dry, black husk. The Tech-Priests have long ago lost the knowledge
to maintain the machine systems of the Golden Throne, if ever
they truly had such knowledge. Year by year, one system at a time,
the machineries of the Golden Throne fail, yet still the Emperor
lives on, a god to the countless teeming billions of subjects cast
across the immense void.

The Imperium has endured for ten thousand years, despite
the depredations of every manner of foe. Rebels and heretics attack
from within, like parasites gnawing upon the flesh of a gargantuan
host. Aliens rise up from the black voids in an effort to enslave
or consume Mankind. The creatures of the Warp slaver endlessly
for mortal souls and countless fools have entered into bargains
they shall regret for all eternity. The Age of Imperium still grinds
inexorably onwards, the weight of millennia and the unimaginable
mass of the Imperium’s institutions nigh unstoppable. The entire
edifice is rotten to the core, but its foundations are sunk deep, and
entire worlds can fall silent and galaxy-spanning institutions fail,
their demise going without comment for decades.

Many among the teeming billions of humanity exist in a
permanent state of dystopian barbarism and superstition, their lives
regimented through centuries of dogmatic repetition. Few leave
the planet of their birth, and many are completely unaware that

their own world is but one amongst a million planets.
Most live their entire lives in stagnant duty and
work to drive the vast engines of war
essential for Mankind’s survival
It is only through this that the
bulk of humanity is spared
death at the hands of one
of the many enemies
clamouring to extinguish
its existence.
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THE MYRIAD
FOES OF M ANKIND

“There can be no bystanders in the battle for survival. Anyone who will
not fight by your side is an enemy you must crush.”

—Lord Solar Macharius

he enemies of Mankind are countless in number and form,

ranging from creatures that dwell in the depths of interstellar

space and can swallow entire worlds, to legions of ravening
killers intent upon desecrating humanity’s every achievement. Some
are environmental, such as death worlds where every life form in
the entire biosphere is dedicated to slaying any intruder. Others
come from within, such as when a trusted leader turns his back
upon the Emperor and seeks to name himself master of his own
domains. The vast majority of threats to the continued existence
of Mankind can be assigned to one of three great enemies—the
enemy within, the enemy without, and the enemy beyond.

THE ENEMY WITHIN

The soul of Mankind is bound to the Emperor not by unconditional
reverence, but by the rule of the Imperial Creed. Though it takes
as many specific forms as there are planets or even cultures in
the Imperium, the one, true faith unites every man, woman, and
child, every scribe, worker, and soldier, every noble, planetary
governor, and High Lord. Those who would deny their duty—to
the Imperium, to the Emperor, or simply to the overseer of their
workplace—are deemed “heretic,” the enemy within, and cast out
from the beneficence of the Emperor.

Heresy takes a myriad of forms, often varying drastically
from one culture to another. Expressions of faith made on one
world might be condemned as blasphemy on another, and while
interplanetary travel is rare, when strangers from such divergent
cultures do meet, conflict is not uncommon. When worlds are
isolated for prolonged periods, the doctrines of faith are wont to
diverge and mutate. Sects rise, and formerly proscribed cults step
out from the shadows and preach openly to the masses. Such
blasphemy against the Master of Mankind can lead ultimately only
to the worship of other, darker entities: Chaos.

Those who turn to Chaos are forever damned, and in their
damnation they endanger all of humanity. Some believe themselves
to be sowing seeds of purity and truth as they denounce the hated
corpse-god of Mankind. Others are warriors who find in the
service of the Ruinous Powers the means to unleash undreamed-of
destruction on their enemies. Most terrible of all those who fight
for the glory of the Ruinous Powers are the Chaos Space Marines.
Once ranked amongst the mightiest of the Emperor’s champions,
these traitors turned against their master and creator ten thousand
years ago and continue their Long War even into the current days
of the Time of Ending.

The more outwardly visible expression of the taint of heresy
is that of mutation and deviation from the divine form of Man.
While the Imperium tolerates certain genetic divergence—sub-
species such as the brutish Ogryns or diminutive Ratlings, and

mild mutations to be endured within the depths of a hive factory
or on fringe worlds—these exceptions are rare. Most mutants are
hideous creatures tainted in both body and soul, bearing distended
limbs or oversized appendages, tentacles, claws, or countless other
hideous signs of some unknown sin. Some worlds use the more
easily controlled mutants as expendable slave labour, while others
exterminate them wholesale in fiery pogroms and wars of faith.

Many mutants display their heresy in bodily form, but the
more insidious mutants possess mental aberrations, and are decried
as witch, sorcerer, Warp-dabbler, or, more commonly, psyker. Each
year, ever more psykers are born or come into their powers, but
the vast majority are entirely too weak to control their abilities. If
allowed to exist unchecked, they bring down death and destruction
on their communities, as some can slay with a mere glance or
blast sheets of flames from an outstretched hand. Worse, psykers
cannot help but attract the attentions of the denizens of the Warp,
for their powers are fuelled by a special connection to that unreal
dimension. Unable to fend off such unholy predators, the psyker
falls victim to possession, and his mind can become a gateway
through which the Daemons of the Warp burst forth into reality.
Such daemonic incursions all too often lead to the death of entire
worlds and even systems.

THE ENEMY WITHOUT

The second of the trinity of threats to Mankind’s dominion over
the stars is the alien. While the Imperium stretches from one side
of the galaxy to the other, it can never hope to maintain discrete
borders. Within this enormous volume of space are innumerable
star systems and worlds, the vast majority of which have never
been explored. The million or so worlds that fall under the direct
rule of Terra must be measured against the hundreds of billions
of stars in the galaxy. In between each lies the trackless black void,
hiding all manner of blasphemous and horrifying forms of life.
Entire alien empires rise and fall in the depths of space, some
never coming into contact with the Imperium of Man. Many
xenos species never develop the means to leave the world of their
birth and may vanish into extinction, leaving only bones and ruins
to mark their passing. When a technologically advanced culture
and the Imperium encounter one another, the result is almost
always bloodshed on an enormous scale. Such contflicts invariably
spell the doom of the xenos, for the one resource the Imperium
possesses in limitless reserves is men. Though it cost the lives
of billions, once mobilised to war almost nothing can stay the
Imperium’s hand nor cause it to show mercy, except perhaps the
emergence of a more pressing threat. Some races, though, resist
their rightful extermination and are persistent dangers to Mankind.
Heavily muscled, brutal, and crude, Orks can be found
everywhere across the galaxy, with a barbarous cunning and an
innate empathy with the machineries of war. If left unchallenged,
even the smallest Ork empire very quickly develops into a major
threat as, united under a single leader who has fought his way
to the pinnacle of power, countless millions of bellowing green-
skinned warriors take to the stars aboard ramshackle warships and
space hulks in search of war. These migrations are known as the
“Waaagh!” and they fuel the Orks to set entire sectors alight.
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Another species of xenos with which Mankind has clashed
numerous times represents a far more insidious threat. The Eldar
are the fading remnants of a once-great galactic empire, and
one that refuses to die quietly They are divided into many sub-
groups, from those who dwell within world-vessels large enough
to house countless millions, to their cruel kin who lurk within
extra-dimensional lairs and crave the souls of mortal races. All are
pernicious and regard Mankind as crude interlopers picking over
the bones of the Eldar’s former glory. Equally, all are fleeing the
horrible doom of their species at the hands of the hungering Chaos
God Slaanesh, a horrific being the Eldar’s own folly brought into
existence ten thousand years ago. The price of this fall is the soul
of each Eldar, its ultimate fate to be consumed for eternity by “She
Who Thirsts.”

Endless other xenos assail the Imperium. Some afflict specific
regions; others can appear almost anywhere in the galaxy. The
ravenous Tyranids are an ever-increasing danger as they invade from
the dark space beyond the galaxy’s eastern edge. While successive
waves of invasion have thus far been held at bay, albeit at terrible
cost, these Hive Fleets now attack from other vectors, closing in
around the galaxy as a gargantuan slavering mouth closes upon
its prey. Then there are the Tau; not a numerous species, but a
technologically advanced one determined to spread its doctrines
across the stars. The Necrons present a different type of threat
entirely, a race of metallic warriors who have slumbered in stasis-
tombs seeded across the galaxy millions of years ago and who are
only just awakening to reclaim their lost heritage.

THE ENEMY BEYOND

The third, and undoubtedly the worst of the three great threats
to the soul of Mankind, is that which seethes and gibbers but a
thought away in the unreal dimension of the Warp. Without
the Warp, the Imperium would cease to meaningfully exist.

It is only by voyaging through the Sea of Souls, where

the rational laws of time and space have no meaning,

that it is possible to maintain a galaxy-spanning empire at all.
Equally, Mankind relies upon those gifted with psychic powers
for interstellar communication. Control over the worlds of the
Imperium would be impossible without the Warp.

But as much as the Warp is the basis of Mankind’s dominion
over the galaxy, it is also the crucible of its doom. The Warp
can be likened to a raging sea made from the raw stuff of the
soul. All mortals blessed with a soul have a connection to the
Warp, but souls most are insignificant and offer poor sustenance
to the predators that lurk within its depths. It is via the soul that
the beings within the Warp interact with the physical universe,
poisoning the hearts and minds of men with the unutterable
madness that is their being. The connection flows both ways; for
mortal passions feed the Warp, and from these concentrated
storms of emotion came sentient creatures of horrid
design. These are the Chaos Gods, manifestations of the
worst excesses of living creatures. They are the secret
that humanity must never know, for the knowledge of
the Warp’s true nature and this soul-consuming threat
would drive men to madness.

The Chaos Gods are raw desire, rage, decay, and hubris, and
from terrible kingdoms within the Warp reach out to Mankind to
entice and destroy. There are four great Chaos Gods: the Blood
God Khorne, the God of Decay Nurgle, the Prince of Desire
Slaanesh, and the Master of Fate Tzeentch. These Ruinous Powers
await the deluded and desirous, granting power in exchange for
souls to those who would betray their Emperor. Serving these
terrible entities are their legions of Daemons. These creatures
of raw Warp energy can emerge from the Immaterium to form
corporeal bodies and directly kill, tempt, and enrapture mortals.
Each is an impossible shape, baleful to the mind and imparting
soul-wrenching fear upon all who see them. Some are summoned
through foul ritual, eagerly venturing into reality and often
consuming the souls of those who would seek to bind them.
Others pierce the breach between real space and the Immaterium
through locations weakened from bloody warfare or uncontrolled
psychic emanations. Once unleashed, Daemons are an affront to
reality and, until banished back to the Warp, are a danger few can
comprehend, let alone withstand.

A few are mortals raised up to the status of immortal Daemon
Princes, the reward for exceptionally perverse and dedicated service
to their profane god. The vast majority who tread the Path to
Glory have not the strength to contain the mutating power of the
Warp, however, and are transformed into Chaos Spawn: mindless
beasts of tentacle and claw, forever a lesson on the fickle nature of
the Ruinous Powers.
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THE INQUISITION

“One cannot consider the fate of a single man, nor ten, nor a hundred,
nor a thousand. Billions will live or die by our actions here, and we have
not the luxury to count the cost.”

~Inquisitor Kryptmann

s dire as the numerous threats to Mankind are, the

Imperium is far from defenceless. The Emperor’s fleets

possesses weaponry capable of reducing the surfaces
of entire worlds to ash, and the armies of the Imperium are
numberless and imbued with unshakable faith in their master.
These are bolstered with towering war machines that bestride
the battlefields like gods of metal, and black-clad assassins able to
infiltrate enemy armies by changing their bodies to mimic those of
their foe. These warriors and untold more give their lives every day
to stem the relentless tide of insurrection, invasion, and incursion,
but there are those who occupy a unique position in the ranks of
the servants of the Emperor and are feared above all others.

These are the Inquisitors—or simply the Inquisition.

An Inquisitor calls no man master save the Emperor,

and the Inquisition owes no fealty to any in the Adeptus

Terra or beyond. The Inquisition serves in the name of

the Emperor, and its origins are shrouded in the calamitous
age of the Horus Heresy and its aftermath. Each Inquisitor is an
individual empowered with the means, will, and authority to face
any threat that might assail Mankind, whether that threat emanates
from within, without, or beyond. It is within the purview of an
Inquisitor to order an entire world burned, that the taint of heresy
might not infect a surrounding sector, or to take command of a
whole army in order to combat an enemy only he knows how to
face. They 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 knows that the only thing worse than the deeds they
must commit to protect Mankind, would be the outcome should
they not act.

Each Inquisitor is a unique individual, for to be blessed
with the will to bear such a burden one must exist apart from
the common ranks of Mankind. Some are bombastic ideologues,
while others operate in silence and keep to the shadows. Some are
warriors of peerless ability, while others are puppet masters who
fight their wars by proxy. Some are blessed with the power of the
psyker, while others abhor witches and hunt them down wherever
they hide.

Inquisitors commonly recruit others to aid them in their duty.
Most of these agents are blessed with specialised skills and abilities
the Inquisitor himself does not have or cannot bring to bear at a
given time and place. All are expendable, though not all realise it,
as indeed the Inquisitor is too in his service to the Emperor. Each
Inquisitor fights for Mankind in his own manner, with his own
approach to deal with what he views as the direst of enemies. There
are many concentrations of thought amongst them concerning
tactics and threats. These are the Ordos, with the three largest
focused on combatting one of the great threats to Mankind: the
flames of the Ordo Hereticus burning the enemy within, the fist
of the Ordo Xenos crushing the enemy without, and the hammer
of the Ordo Malleus banishing the enemy beyond. All Inquisitors
associate themselves with an Ordo; in some sectors, they might

gather in mighty

fortresses to issue

proclamations and

train successors, while in others the Ordos exist more as loose
connections of shared information and assets. How each Inquisitor
serves in an Ordo in his sector is as unique as the Inquisitor
himself, as is how other Inquisitors might honour or impugn the
actions of their fellow members.

THE OrpO HERETICUS

Known and feared as the Witch Hunters, the Inquisitors of the
Ordo Hereticus concern themselves primarily with combatting the
enemy within, no matter the form it may take. Some are firebrands
who stir up the masses in order to prosecute bloody pogroms
against mutant populations. Others are masters of dogma who hunt
the enemies of the Emperor not in the habways of hive cities but
in the pages of texts, diatribes, and epistles. The Inquisitors of the
Ordo Hereticus prosecute the enemies of Mankind within its own
ranks, uncovering treachery, mutation, and witchcraft wherever it
may be found. They swoop down upon entire divisions of the
Adeptus Terra in search of a single scribe hiding his mutation
beneath his ink-stained robes. They execute the most senior of
generals for failing to eliminate a suspected psyker in his ranks.
They burn cardinals of the Ecclesiarchy for allowing suspected
heretical cults to flourish beneath them, twisting the Imperial
Creed to the worship of the Dark Gods.
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There are some amongst the ranks of the Ordo Hereticus
who condemn the existence of psykers and seek to cast them
into the fires of their own damnation. Other Witch Hunters
are blessed with these powers and use them against their foes,
believing they honour the deeds of the Emperor himself, the font
of all power and the greatest psyker ever to have walked the land.
Such diametrically opposed differences of opinion lead to conflict
between Inquisitors; entire wars have been fought and millions
slain to settle such clashes between rivals within this Ordo.

The most powerful, feared, and effective of Witch Hunters
are those who can lay bare the secret, inner heresies of even the
most strong-willed of men. Some use the psyker’s arts to tear
guilt from the hidden recesses of the mind, leaving nothing but
blasted pulp behind; others are masters of the countless ways man
can incriminate himself. Many Witch Hunters are also infamously
schooled in the dark arts of torture and can use them to extract a
confession even from the most unwilling subject. Where there is
an enemy hiding within, the fires of the Ordo Hereticus are ready
to burn and purify.

THE OrDO XENOS

The Alien Hunters of the Ordo Xenos and their servants focus
their attentions on combatting the numerous threats to Mankind’s
dominion over the galaxy. They are masters at hunting down
inhuman species and detecting them when they seek to infest the
Imperium. They study the spread of xenos empires advancing
across the stars themselves and marshal the armies of man to
oppose such expansion. They breach tombs constructed before
humanity even evolved, seeking out and destroying slumbering
enemies before they can awaken. They even seek the taint of the
xenos at levels other men cannot even perceive, such as the genetic
and the psychic, for the alien has countless means of attacking,
enslaving, and preying upon Mankind.

The Ordo Xenos is ever vigilant for alien invasion or incursion
from any quarter, even from outside the galaxy. Some races even
sleep beneath the cities of Man, awaiting some pre-coded signal or
portent to rise up and retake the world of their birth. Others lurk
in the depths of planets long settled by humanity, only occasionally
preying upon the intruders. Some occupy worlds seemingly devoid
of recognisable life, while a few exist in other dimensions, feeding
and breeding before vanishing with only befouled corpses in their
wake. The alien also threatens through its very inhuman existence,
twisting men through perverse philosophies or mechanisms.

When combat escalates, the Ordo Xenos often calls on the
Deathwatch. This body of genetically enhanced warriors wields the
fiercest devotion to duty, strongest faith, most powerful bodies, and
fearsome weapons amongst the ranks of Mankind’s champions.
The Deathwatch is a unique Chapter amongst the Adeptus
Astartes, one formed from Space Marines from other Chapters
selected for their skill and experience in fighting the xenos. The
most senior Inquisitors within the Ordo Xenos work alongside
these mighty warriors and occasionally accompany them into
battle, the two forces fighting as one to stem the inexorable tide of
the alien foes of Mankind.

There is endless variety to the xenos, each one an abomination
to humanity and a threat to be eliminated lest Mankind’s rightful
rule over the galaxy be thwarted. There can be no rest against
this threat, no negotiation or peace with inhuman races. Wherever
the alien dares exist, the fists of the Ordo Xenos, backed with the
righteous strength of humanity, ensure none survive.

THE OrRDO MALLEUS

It is the task of the Ordo Malleus to hunt and combat Daemons.
They guard against attempts by men to tap into the power of the
Warp, and to combat the forces of the Warp when they attempt to
break through from the Realm of Chaos. Most men have no idea
of the awful truth of the existence of the Warp, never knowing that
travel to other stars requires passage through that hellish realm.
Preachers in hive parishes warn of the consequences of evil deeds
and admonish those who would have truck with evil powers,
without any true understanding of the horrors they speak of.
Missionaries on pilgrim transports beseech their shipmates to raise
their prayers during travel between the stars to assure safe passage,
but are ignorant of the denizens outside their vessels hungrily
eveing their souls. The Ordo Malleus knows these truths and
more, for they are the Daemonhunters and know what menaces
lurk in the Warp as well as how to fight them.

To belong to the Ordo Malleus is to bear the same soul-
shattering, sanity-searing knowledge that is held within the many
accursed tomes of those who worship or utilise the unholy power
of the Warp. It is to stand against beings that cause the very fabric
of reality to bleed in agony at the affront they hold against nature.
They must match mortal flesh against Immaterium, against raw
emotion spun into nightmares that walk the weeping earth. Light
itself shatters on the Daemon, their forms burning retinal scars
even through closed eyes. To those with their souls unwarded
against the corruption of the Warp, reading the secret name of a
Daemon is to rip the thin veil of reality asunder and call that thing
into terrible existence, a folly that can only result in the immediate
death of the summoner and the subsequent damnation of his soul.
Yet the Daemonhunters do this and more; but for their struggle,
the Ruinous Powers would surely conquer humanity and feast on
its souls for all eternity.

When their investigations uncover a threat even they cannot
combat, the Daemonhunters of the Ordo Malleus call upon the
Grey Knights, a Chapter of the Adeptus Astartes entirely devoted
to the battle against the Daemons of Chaos. Every Grey Knight is
a peerless warrior, a paladin of supreme martial skill and psychic
ability, though their numbers are vanishingly small compared to
the daemonic forces against which they stand.

Alongside these allies, the Daemonhunters fight an impossible
war of terrible stakes. A single nascent psyker can unleash the
Ordo Malleus’s foes in a moment of weakness, wiping out entire
populations. Using an unearthed manuscript, a cult might open a
gateway allowing creatures to pour forth in a tide of corrupting
filth, poisoning an entire world. Against these threats and more,
the hammer of the Ordo Malleus is raised, prepared to smite the
Daemon back to its foul realm.
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CHAPTER I:
PLAYING THE GAME

Dark HErgsy, players and their characters take part 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 an alien 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.

Players resolve these tests using dice rolls. To determine if a
test is successful or not, players compare the results of a dice roll
to a target level that the GM sets. The players may add modifiers
to a result depending on the character’s proficiency at a task or
situational modifiers. 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 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. Using the character’s
nature to drive what he decides to do, letting the rules determine
the results of his actions, 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 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 1s TO DousTt. To DousT 1s TO FAIL.



THE CoORE RULES

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

—Anon

ules in a roleplaying game exist to provide a framework

for players, using dice to determine what happens when

players declare their actions. The core rules of Dark
HEeresy establish the ten characteristics that define characters,
and the core mechanic is used to determine whether a character
successfully accomplishes tasks. Through 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 dramatic defeats,
as well as determining how the Acolytes move forward in their
service to their Inquisitor.

PLAYING
DARK HERESY

In Dark HEresy, the GM narrates the story of the
adventure to the group of PCs. During this, he allows
the players to act in the game world—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 story is broken up in two different modes:
structured time and narrative time. Structured time covers
combat and other time-sensitive actions, and is detailed in
Chapter VII: Combat. Narrative time includes travel, social

interaction, exploration, and other instances when time
is not of the essence, and is covered in Chapter
VIII: Narrative Time.

CHARACTERISTICS

Characteristics represent a character’s raw potential and natural
physical and mental gifts, such as his strength, agility, intelligence,
and skill with melee and ranged weaponry. Characteristic values
range from 1 to 100 and the higher the characteristic is, the
more raw talent the character has in that particular area. There
are ten characteristics in DARK HERESY, and each represents a
different mental or physical attribute. Each is listed briefly here,
with its common abbreviation (Willpower, for example, is often
abbreviated as “WP” in game text).

Characteristics are important to an Acolyte for a number of
reasons, not least of which is that they reflect a character’s ability
to succeed at particular actions. Characteristics are modified by
external factors such as skills, and can be improved in a number of
temporary and permanent ways. Since characteristics set the base
target number for all tests in DARk HErEsy, high characteristics
are always more favourable than low characteristics. For more
information on how to generate characteristics and how they relate
to character generation, see Chapter II: Character Creation.

CHARACTERISTIC BONUSES

In addition to its numerical value, 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 Agility bonus, for example, would
be abbreviated as “AgB” in text).

WEAPON SKILL (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 their

bare hands.

BaLLisTiC SKILL (BS)

Ballistic Skill measures a character’s accuracy with all forms of
ranged weapons. A high Ballistic Skill indicates a character is an
excellent marksman, someone to be rightly feared in a fire-fight
or shootout.

STRENGTH (S)

Strength measures a character’s muscle and physical power. A
high Strength characteristic value allows a character to lift heavier
objects and punch a foe harder.

ToucHNESSs (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.

AcILiTY (AG)

This measures a character’s quickness, reflex, and poise. High
Agility can allow a character to manipulate delicate machinery
with finesse, or keep his footing when crossing treacherous terrain.
This characteristic also determines a character’s movement rate; the
higher the Agility bonus, the farther he can move each turn.

INTELLIGENCE (INT)

Intelligence measures a character’s acumen, reason, and general
knowledge. A character with a strong Intelligence value can recall
huge volumes of data, correlate esoteric clues, or determine if an

ancient archaeotech relic is genuine or not.

PERCEPTION (PER)

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

WiLLPOWER (WP)

Willpower measures a character’s mental strength and resilience.
High Willpower allows a character to exert control over a crowd of
near-rioting hab workers or interrogate a captured heretic. It is also
often used when wielding and resisting psychic powers.
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FELLOwsHIP (FEL)

Fellowship measures a character’s persuasiveness, ability to lead,
and force of personality. Having a strong Fellowship makes for a
character who can ingratiate himself into a gathering of suspicious
forge menials or make skilled trades with wily vendors.

INFLUENCE (IFL)

This 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: it would decrease should he fail a
mission in a highly visible manner, for example, or increase after he
successfully rescues a kidnapped planetary governor.

RULE ZERO

One of the most important rules of the game is Rule

Zero: Listen to the Game Master. While it is worth bringing
any issues players might have with the game to the GM’s
attention, no one wants to spend valuable gaming time in a
lengthy debate. During a session, it is best to let the Game
Master 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. Remember, the goal of the game
is always for everyone to have an enjoyable time. Clear and

open communication is essential to keeping a gaming
group going—just recognise that mid-session is
not always an appropriate time for it!

GAME DICE

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 (d100) roll.
dl0 Roll: When required
to make a dl0 roll, the player or GM rolls a
number of ten-sided dice indicated before the “d” and
adds them together to create the final 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: This follows the same process as above, but the
player or GM divides the result on each ten-sided die by two and
rounds up, to create a result between 1 and 5 for each die.
Percentile (d100) Roll: When required 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 Os represents 100. These
tests are commonly abbreviated as “d100” in the text.

Often the rules can call for a dice roll with a fixed modifier
to gain a value, such as 2d10+5 or 1d5-1. In this case, the result
from the dice is added or subtracted to the fixed modifier to gain
the final result. Note that if the final result is less than zero then it
counts as zero (unless a rule particularly states otherwise).

Sometimes, a special rule can allow a player to re-roll the
dice. When this happens, the second result must be used, even if it
is worse than the original result.

ROUNDING AND MULTIPLYING

If a fraction is generated when dividing, unless specified otherwise
round the result up, even if the fraction is less than one-half.

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).

THE CORE MECHANIC

Whenever a character attempts a task that has some chance of
failure, the player who controls that character makes a percentile
roll (d100) called a test to determine the outcome. The following
steps are used to determine if the character succeeds in a test:
1. Determine Value: Determine the value of the characteristic or
skill being tested.
2. Apply Modifiers: Identify and apply any modifiers that affect
the test.
3. Roll Dice: Make a percentile roll. If the result of the percentile
roll is less than or equal to the target number, then the test
succeeds. Otherwise, the test fails.

DETERMINE V ALUE

The GM selects either the characteristic or skill (a characteristic
modified by training) most appropriate for the task. The player
then references his character sheet and obtains the value associated
with that skill or characteristic. This value will be a number
between 1 and 100.

APPLY MODIFIERS

The GM identifies any modifiers that affect the test, both positive
and negative. Modifiers reflect the inherent difficulty of the task
as well as situational and environmental conditions that affect the
character performing the task. Add all modifiers together to obtain
the final modifier. Then, the GM adds the final modifier to the
value of the characteristic or skill to obtain the target number used
for the percentile roll. It is possible that the target number will be
greater than 100 or less than 0, but the target number is typically
between 1 and 100.

RoLL DIcE

The player makes a percentile roll as described under Game Dice.
If the result of the percentile roll is less than or equal to the target
number, then the test succeeds. Otherwise, the test fails. If the
result of the percentile roll is 1, the test automatically succeeds,
even if the target number is less than 1. Likewise, if the result is
100, then the test automatically fails, even if the target number is
greater than 100.

CHAPTER I: PLAYING THE GAME



SKILLS,
TALENTS,
AND TRAITS

If the raw potential and natural gifts of a character are described
by his characteristics, then his competence, prowess, and rare
innate abilities are defined by his skills, talents, and traits. Skills
are learned abilities, such as speaking a language or driving
a vehicle, that reflect a character’s training and life experience.
Talents are unique abilities and proficiencies that a character
possesses either through his intrinsic nature or from years of
hard-won experience. Quick Draw, the ability very rapidly
pull a weapon and ready it for use, is a talent. Finally, traits
are those abilities a character possesses by virtue of birth,
mutation, or innate circumstance. Dark-sight, the ability to
see in complete darkness, is a trait, as it is not something
humans are normally able to do. More information on skills
can be found in Chapter III: Skills, and information
on talents and traits can be found in Chapter IV:
Talents and Traits.

SKILL TESTS

The skill test is the most common test performed in DArRk HERESY.
Each skill is governed by a corresponding characteristic, which
sets the base level of the skill on a scale of 1-100. For example,
Dodge is governed by the Agility characteristic, and Scrutiny is
governed by the Perception characteristic. To make a skill test, the
Core Mechanic is used. The player first adds all relevant positive
and negative modifiers determined by the Game Master to the
governing characteristic. Once the final result is tallied, the player
then makes a percentile roll. A skill test succeeds if the result of
the percentile roll is equal to or less than the final target number
after all modifiers are applied. A skill test fails if the result of
the percentile roll is higher than the final target number after all
modifiers are applied.

Succeeding at a skill test is always easier if a character has
training in the skill being tested. A character can attempt to use any
skill untrained, but does so at a heavy disadvantage. Any attempt
to test an untrained skill suffers a —20 penalty in addition to any
other penalties. For more about skill tests and their penalties and

benefits, see page 94.

ExAMPLE

Rhia is attempting to sneak into a suspected heretical cult outpost,
when she is surprised by some passing tech-scavengers. Not
knowing if they are part of the cult or not, she wishes to spin a tale
that she was seeking out a nearby market to explain her presence

without tipping the group to her true objectives. The GM decides a

Deceive test is in order to fool the scavengers. Unfortunately;, Rhia

has no training in the Deceive skill, and so must make the test with
=20 penalty: As her Fellowship is a 42, she must roll a result of
22 or lower in order to succeed,

CHARACTERISTIC TESTS

There are times over the course of a DArk HERrESY game when
no amount of education or training suffices, and a player must
rely simply on raw physical prowess or mental acumen. Breaking
through a reinforced door or resisting torture are two tasks that call
for characteristic tests. Again, the Core Mechanic is used. First the
Game Master determines the most appropriate characteristic for
the test, then the player makes a percentile roll. If the roll is less
than or equal to the characteristic after any modifiers are applied,
then the test is successful. If the roll is higher than the characteristic
after any modifiers are applied, then the test fails.

Table 1-1: Characteristic Tests
CHARACTERISTIC EXAMPLE TEsTS
Weapon Skill Make an attack with a melee weapon.
Ballistic Skill Make an attack with a ranged weapon.
Break down a door, restrain a captive,
Strength .
push over a massive grox.
Resist poison or disease, tolerate
Toughness extremes of temperature, stave off
mutation, resist hunger.
Determine Initiative in combat,
Agility maintain balance on a narrow surface,
navigate treacherous terrain.
. Recall an important detail, identify a
Intelligence oo
familiar face, solve a puzzle.
. Notice a hidden enemy, locate a secret
Perception . ),
door, gauge a person’s attitude.
Wl Rcsxst torture or psychic powers,
manifest psychic powers.
. Deceive or charm others, make a good
Fellowship . L .
impression, inspire confidence.
Influence chu'xsxtnon' new weapons or gear,
obtain services or aid.
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AUTOMATIC
SUCCESS AND
F AILURE

Although technically all actions require tests, in practice
this would greatly slow down the game and make for an
unpleasant and repetitious experience. Therefore, particularly
simple tests such as driving a ground car along an open road,
climbing a ladder, or writing routine reports can be passed
automatically, without any test needed. A good guideline is
that if the test would not have any consequences for failing,
the GM should not call for a text. On the other hand, the
GM might determine that some tasks are so difficult that the
character has no chance of success and fails automatically.
This is to avoid players whose characters have no
chance of accomplishing a task attempting to
“fish” for a natural 1.

DEGREES OF
SuccEss AND FAILURE

During a DArk HEeresy game, knowing whether a test has
succeeded or failed is often sufficient. There are times, however,
when it is helpful to know just how well a character has succeeded
at a given task, or just how badly he has failed. This is of particular
importance with social skills, such as Charm and Inquiry, as well
as during some combat situations such as when firing an automatic
weapon, which can score additional hits depending on the roll.
Measuring a character’s degrees of success or failure is a rather
straightforward process. Once the percentile roll for the test is made,
compare the outcome of the roll with the modified characteristic
score. If the roll is equal to or lower than the characteristic, the
character has gained one degree of success (DoS). He also gains
additional degrees of success equal to the tens digit of the target
value minus the tens digit of the roll. Conversely, if the roll is
higher than the characteristic, the character has gained one degree
of failure (DoF), and gains additional degrees of failure equal to
the tens digit of the roll minus the tens digit of the target value.

ExXAMPLE

Rhia has snuck into the outpost, and now is waiting to ambush
the cultists with her autogun as they arrive. She fires the moment
they appear over a pile of ancient debris, and her player makes a
Ballistic Skill test to see how well she did. Rhia has a Ballistic Skill

of 51, and her player rolls a 13—a great shot! Rhia gets one degree

of success for succeeding the test, plus an additional 4 DoS for the

difference between 5 and 1 (the tens digits of 51 and 13). Many of

the cultists are sure to be hit and hopefully eradicated, the proper
fate for any heretic.

EXTENDED TESTS

Occasionally, a character will attempt a task so complicated that
it requires quite a length of time to complete. In cases such as
these, the Game Master can require multiple skill tests to complete
the task. This is known as an Extended test. In general, each skill
states within its description whether it requires an Extended test.
However, the GM should adjust the time represented by each test
to best suit the situation and the needs of his campaign.

OprPOSED TESTS

There are times when a character needs to test himself against a
foe, and times like these call for an Opposed test. In an Opposed
test, each participant makes his appropriate test normally and
whoever succeeds wins the test. If both parties succeed, the party
with the most degrees of success wins the test. If the number of
successes is equal, then the party with the highest characteristic
bonus wins. If there is still a tie, then the lowest die roll wins.

Should both parties fail, then one of two things occurs: either
the test ends in a stalemate and nothing happens, or both parties
re-roll until there is a clear winner. Either outcome is appropriate
and is left to the GM’s discretion.

ExXAMPLE

A hidden cultist springs up from behind Rhia, and attempts to pull
her autogun away to use it himself—probably on her! The GM calls
for an Opposed Strength test to determine who gets control of the
weapon. Rhia’s player rolls against her Strength of 34 and scores a
22 for 2 degrees of success. The GM roll for the cultist, scoring a
22 as well, but the cultist has a Strength of just 28 he only scores 1

degree of success. Rhia maintains control over her trusty autogun,
and can continue to cleanse the area of the foul cultists.

TEST DIFFICULTY

No two tests are created equal. Driving an autocarriage across an
open field is one thing, while racing through a ruined, debris-
choked underhive while under heavy fire is quite another. Both
require Operate (Surface) tests, but the latter is demonstrably more
difficult than the former. The question, however, is just how much
harder is it to drive the autocarriage through the underhive? This
is where test difficulty and the GM’s discretion come into play.

While the difficulty of a given test is sometimes clearly stated
by the rules, often it is left to the GM to determine just how difficult
an action is. Once the difficulty of a task has been determined,
the GM needs to consult Table 1-2: Test Difficulties on page
25 to find the appropriate modifier. The difficulty modifier is
then applied to the governing characteristic associated with the
test before the percentile roll is made. Some tests can even require
multiple modifiers depending on the various factors involved in the
attempt. In these cases, the modifiers are added to create the final
bonus or penalty to be applied.

Regardless of the source or combined sources, no final
bonus can ever exceed +60 and no final penalty can exceed —60.
If no modifier is listed when a test is described, the test begins as
Challenging (+0).
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Table 1-2: Test Difficulties
Trivial +60
Elementary +50
Simple +40
Easy +30
Routine +20
Ordinary +10
Challenging +0
Difficult -10
Hard -20
Very Hard -30
Arduous -40
Punishing =30
Hellish -60

ExAMPLE

cultists, and now wishes to quickly search
the decrepit hovel for further information on their activities. It is
dark, and she is in a hurry and also unfamiliar with the location.
The GM decides to impose a -20 penalty on her attempt, meaning

instead of needing to score equal to or under her Perception of

42 on the Awareness test, she now needs to roll a 22 or less. The

Emperor is surely with her this day; as she gets a 21 and discovers

an unfamiliar mechanical object secreted deep in the dank bowels
underneath the outpost.

ASSISTANCE

Acolytes must depend on each other to succeed, and should always
be ready to assist fellow members of their warband to combat
the enemies of Mankind. There are commonly times during a
Dark HEeresy game when a task will be too great, an obstacle too
insurmountable, or an enemy too implacable, for a lone Acolyte to
succeed. The only way for the players to succeed at such a task is
to pool their skills and resources to work together.

During a complicated or delicate test (and with the Game
Master’s permission), the character performing the test can request
the assistance of other characters in the group. When the percentile
roll is made, only the character who is actually making the test
rolls the dice, but he gains a +10 bonus for each character giving
assistance to him.

LiMITS ON ASSISTANCE

While characters can assist each other in most tasks, there are some
restrictions and conditions that must be met:

* To give assistance on a skill test, a character must have training
(see page 80) in that skill.

* The assisting character must usually be adjacent to the
character performing the test, though certain tests could gain
assistance from over a vox channel at the GM’s discretion.

* Assistance cannot be given for tests made as part of Reactions
or Free Actions (see page 217).

* Assistance cannot be given on tests 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 otherwise (such as if the
warband is attempting to right an overturned vehicle).

ExXAMPLE

Rhia approaches the glowing device, certain it is something
important. Her player realises, though, that technology is not Rhia’s
forte: while she has training in the Tech-Use skill, this mechanism
is clearly beyond her easy understanding The GM agrees, and
decides she must pass an Arduous (—40) Tech-Use test to unravel its
mysteries. One of her fellow Acolytes is more learned though, and
she is able to contact him on a secure vox channel for aid. Tech-Priest
Calto-Zed also has Tech-Use training, and his assistance makes the
test only Very Hard (-30); now Rhia has to roll a 12 given her
Intelligence of 42. The venerable Tech-Priest’s assistance pays off,
as she scores an 08 for 2 degrees of success (I for succeeding and
1 for the difference between 12 and 08). The GM reveals the device
is a powetful explosive that would have torn apart the entire region,

probably destroying a nearby voidport and crippling offworld travel.

Rhia and her warband cannot rest—they now must race to determine

why the cult needed the planet isolated. Perhaps the heretics planned

an uprising and wanted to ensure no loyalist reinforcements would
be possible, or wanted to keep valuable targets from escaping..
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DARK HERESY IN ACTION

Below is an example of game play in Dark HEREsy, showing how
the Game Master sets a scene, and how 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 a highly
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 these unprotected minds. Sam (the GM)
guides the four Acolytes (Kate’s highborn bounty hunter Jannasi,
Max’s feral world Tech-Priest Isen, Anna’s Administratum rogue
psyker Sophronia, 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?

Kate [as Jannasi]: 'm drawing both my autopistols and moving to
one of the walls, the better to cover the area.

Tim [as Lazrus]: Muttering quietly, I ready my shotgun and,
trusting in the Emperor to protect me, stride into the room.
Anna [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. (Anna rolls and passes
a Linguistics skill test to make sense of the writings.)

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

Kate [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 Kate to perform a Medicae skill test, which
she 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 Awareness skill test and rolls well with
a very low result, succeeding wildly!)

Max [Isen]: I activate my auspex, and search the surrounding area
for movement. (Max makes an Awareness skill 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.”

Anna [Sophronia]: Pulling out a dataslate, I begin comparing
the locations on the wall to the known locations of the deaths we
investigated earlier. (Anna makes a Logic skill 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.
“I suggest we take a closer look at the provisions offered at the stall;
the people there might also be involved with this.”

Kate [Jannasi]: “I can take lead on that. I've left some gangers in
that area alive and owing me favours.”

Anna [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, I am concerned that the fell
powers from the Warp may have been used here.” (Anna performs
a Psyniscience skill test on the body to scry for psychic energies,
and she passes with several degrees of success.)

Max [Isen]: “Omnissiah, calm this spirit.” I perform an Incantation
of Iron by tapping the auspex against my mechadendrite three
times and offering a binary invocation, then try it again. (Max
makes another Awareness skill test for his auspex, and this time
manages to succeed.)

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 gravity 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 earlier 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!

A NOTE
ABOUT REALITY

Darxk HEresy deals with mature themes and concepts.
Daemons, insanity, death, violence, corruption, and despair
are all integral elements of Warhammer 40000, and players
should expect their characters to face these often in their
games. These are all part of the world the Game Master
creates, using the rules in 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 HEREsY
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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CHAPTER 1I:
CHARACTER CREATION

layers in DArRk HERrEsy take on the roles of unique and

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 perils 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 species that pollute the 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 in 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.

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 as they know 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.

NO MAN DIED IN THE EMPEROR’S SERVICE THAT DIED IN VAIN.
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CREATING AN ACOLYTE

“My past mattered only to the extent it attracted the attention of a man
I cannot name, even here. My future was all that mattered now. Each
success ensured 1 still had a future, 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 DArk HEeresy, 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 an 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 stages:

STAGE 1:
CHoosE 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. A character’s home world also determines
his starting characteristics.

This book contains six home worlds. Four of these are
archetypal Imperial planets (feral, forge, hive, and shrine worlds).
The other two represent origins that can come from across the
galaxy: the power-drenched environs of the highborn, and the
artificial, empty reaches of the voidborn.

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, and 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.

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, EQuiP ACOLYTE

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
these points to increase their characters’ initial characteristics, skills,
and talents. Here, they can also purchase additional equipment
such as weapons and gear from the Armoury.

STAGE 5:
GIVE THE CHARACTER LIFE

Lastly, it is time for each player to give his character the unique
personality that sets him apart from his fellow Acolytes. This stage
helps the players define their characters’ names, appearances, past,
histories with their Inquisitor, and more.

RECOMMENDED
OPTIONS

Many of the character creation options presented in
this chapter offer recommendations on what other options
fit best with that choice. For example, each home world
recommends the backgrounds that fit best with that location,
and each background recommends 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’s planned history and narrative, this is perfectly fine.
He should, however, discuss the selection with the Game
Master to ensure the envisioned character fits with the overall
campaign narrative the GM might have planned.
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STAGE [:
CHoostE HoME WORLD

“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
@daim to huge reaches of space and encompassing nearly

the entire galaxy. It is made up of over a million systems,
each an uncertain light flickering in the surrounding darkness.
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 its origin.

The Adeptus Administratum classifies each world into one of
many broad categories in a vain attempt to apply organisation over
the domains of man. Though each setting is utterly unique, there
are enough commonalities to make these generalisations somewhat
effective. Hive cities might appear superficially identical, no matter
the planet, but in reality each proves to be wildly different once
one ventures inside the kilometres-tall metallic spires.. 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.

In an Imperium where only a small fraction ever leave their
local environs, let alone the actual planet of their birth, home
worlds play a huge part in a character’s development. They impart
certain favoured types of clothing, such as the blood-marked
leathers of an ex-ganger or the elaborately braided feathers of a
feral warrior. Fashion or grooming styles might also stay with a
character long after he has left his home world. A highborn might
insist on keeping his distinctive diamond-dust facial tattoos that
once indicated his familial sect, or a Tech-Priest might continue
to 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.
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Home worlds also shape characters physically and mentally.
Those from a rough, feral world usually grow up strong and
tough—or do not grow up at all. Voidborn that come from
artificial habitats of lessened gravity can develop taller 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 HERrEsy books to
add greater distinctiveness to their characters’ previous lives. A
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 battles each day.

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

Characteristic Modifiers: Modifiers that alter how the player
generates the Acolyte’s starting characteristics (see page 31).

Fate Threshold: A value representing the starting Fate
threshold of a character from this home world (see page 293).
A character starts with a threshold equal to the listed value, but
has a chance at gaining the “Emperor’s Blessing” and increasing
the value by 1. The player rolls 1d10, and compares the result to
the Emperor’s Blessing value for his home world. If the result is
equal to or higher than the listed value, the player increases his
character’s Fate threshold by 1.

Home World Bonus: A special ability that a character from
this home world gains during character creation. Note that the
character does not need to meet the prerequisites for talents (see
page 119) granted in this stage.

Home World Aptitude: An aptitude (see page 79) that the
character gains based on his home world.

Wounds: The number of wounds (see page 232) a character
possesses at the beginning of the game. This is commonly a static
value plus a die roll.

Recommended Backgrounds: Several samples representing
backgrounds (see page 44) that a character from this type of
home world would be likely to follow.
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PLAYER NOTES:
HoME WORLDS

Home worlds are often strongly tied to archetypal character
types and backgrounds, allowing players to pick settings that
match their envisioned character. For example, those looking
for strong fighters should consider playing a feral worlder,
while forge worlds generate excellent tech-savvy characters.
Players should read through the home worlds presented in
this book, especially the effects each setting has on starting
characteristics, to see which one fits with the concept for
their characters. Some players prefer to randomly select a
home world, then use this plus their starting characteristics
as a guide to lead them to a background and role, and thus
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 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
memorable characters that result.

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 a mystery.
Alternatively, players can use Table 2-1: Random Home World
below to let chance decide. After the player chooses a home world,
his character immediately gains the appropriate home world bonus.

Table 2-1: Random Home World

0115 Feral World
16—33 Forge World
3444 Highborn
45— Hive World
7085 Shrine World
86100 Voidborn

GENERATE CHARACTERISTICS

After choosing his home world, the player should generate his
Acolyte’s characteristics. These are the basic building blocks that
determine the character’s strengths and weaknesses, as described on
page 21. Characteristics are generated one at a time. To generate
a characteristic, the player rolls 2d10, adds the results together,
and then adds 20. The result is the Acolyte’s characteristic, and
the player does this for each of the 10 characteristics, filling in
each result on the Acolyte’s character sheet. The roll to generate a
characteristic can be altered by the characteristic modifiers of the
Acolyte’s home world. Each modifier lists a characteristics with
either a “+” or a “~” in front of it. These affect the roll in the
following ways:

+ Characteristicc When rolling to determine the specified
characteristic, the character rolls 3d10, takes the two dice with highest
results, and adds their results to 20 to determine the characteristic.

— Characteristicc: When rolling to determine the specified
characteristic, the character rolls 3d10, takes the two dice with lowest
results, and adds their results to 20 to determine the characteristic.

Inquisitors do not choose their Acolytes at whim. The Player
Characters in DArRk 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 when generating his Acolyte’s
characteristics, but must keep the second result.

If the GM and all players agree, players can alternatively
perform character generation with adding 25 instead of 20 to
reflect more experienced Acolytes ready to face even greater threats.
If so, adjust the values in the Allocating Points sidebar to start with
30 points, and raise the + and — Characteristics by 5. When using
this higher starting score, no characteristic can be raised to a value
higher than 45.

ALLOCATING
POINTS

At the GM’s discretion, players can instead use point
allocations to determine starting characteristics in place of
generating the characteristics via dice rolls. To do this, the
character starts with a score of 25 in each characteristic
and then receives 60 points which he can distribute to
any of his characteristics as desired. Each point distributed
to a characteristic raises that characteristic by one. No
characteristic, however, can be raised to a value higher than
40 in this way:.

CHARACTERISTIC MODIFIERS

When using point allocations, the characteristic modifiers
applied from the PC’s home world change the starting score
of the respective characteristics:

+ Characteristic: Starts with a score of 30.

— Characteristic: Starts with a score of 20.
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FERAL WORLD

Savnge primitives from backward cultures or 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.

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

—Katl-Va, First Steel of the Red Clans

eral worlds are planets where the dominant culture 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. Natives 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.

LiFE ON A FERAL WORLD

At first glance, feral worlds might appear backward when compared
to more technologically advanced worlds. 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. Their barbaric nature is as pronounced as
on other planets, but here it displays a harsh, personal brutality
and dispenses with any veneer of higher civilisation. Feral worlders
can view weather conditions as signs from the sky-gods, and the
remains of ancient devastated civilisations as relics from ancestors
who touched the heavens 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
WoRrLD RULES

A character from a feral world applies the
following benefits during character creation:

CHARACTERISTIC M ODIFIERS

+ Strength, + Toughness, — Influence

FATE THRESHOLD
2 (Emperor’s Blessing 3+)

Home WorLD BoNUs

The Old Ways: In the hands of a feral world character,
any Low-Tech weapon loses the Primitive quality
(if it had it) and gains the Proven (3) quality.

HoME WORLD APTITUDE
Toughness

WOUNDS

A feral world character starts with 9+1d5 wounds.

RECOMMENDED BACKGROUNDS

Adeptus Arbites, Adeptus Astra Telepathica,
Imperial Guard, Outcast

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 most of the population is ignorant
of other planets, often a ruling elite connects to the Imperium and
governs the world for it. Populations on feral worlds are often kept
in check by their faith in the Imperial Creed, and the Ecclesiarchy
ensures that instilling this faith is the first step when incorporating
such a world into the Imperium. On many such worlds, the local
religions and beliefs have thus been supplanted by the faith in
the Emperor, although it could be that He is known by different
names, such as the Sky-Father, Master of Storms, or Star Lord by
the primitive natives. Even if a feral worlder knows little of the
Imperium, it is doubtless that he has heard tell of the Emperor and
was raised to revere Him as a god.
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There is a near-limitless variety of feral worlds, each different
from the next, often mixing ancient cultures and technological
levels in a myriad of combinations. For example, one could be little
more than an 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 an endless swamp, covered with complex
territories of nomadic tribes 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 perhaps be of xenos origin. Hunters could use
spears tipped with fractal metal shavings to fend off beasts mutated
from domestic 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 become inured to the appearance of voidships
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 of a true man can only be measured in muscle and bone. Feral
worlders might one day 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, and might encompass nomadic
hunters, cave dwellers, and village craftsmen. What they have in
common is that they are tempered by a hard life of living outside,
fighting constantly to survive with little more than the skin on their
back and the blade in their hand. This makes the Imperium favour
feral worlders 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 matter little.

Many feral world characters took up arms for the Imperium
and later used the skills they learnt in the service of an Inquisitor.
They are drafted into the Imperial Guard by the millions, whole
regiments formed from single tribes or clans; soon their swords,
spears, and shields are replaced with lasguns to fight the enemies
of Mankind. It can be a brutal and unforgiving way 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 origins, able to adapt and endure where others fail.

They 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. These 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 explore the stars,
impressing an Imperial Acolyte or even an Inquisitor with combat
prowess or tracking skills and earning a place at his side.

Some are burdened with the psyker curse. These damned
souls can expect only a lifetime of being feared and reviled as
shamans, wizards, or oracles. Many face a brutal death at the hands
of their own people, or become a sacrifice to their ancient gods.
Taken away by the Black Ships of the Adeptus Astra Telepathica
for sanctioning and training in the use of their gifts, some 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 helms of
bone. Their martial societies mask highly nuanced customs, which
has led them to butcher more than one expedition 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 volcanic lava and
earthquakes long ago eradicated traces of ancient cities.
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FORGE WORLD

Skilled with machinery and commonly using the most advanced
orms of teclmolog)/ known to the Imperium; surrounded
with sanctified technology and often granted cybernetically
augmented bodies, they manifest the Omunissiah'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 tasks or survive the toxic conditions
of the factories. The denizens are likely to have been born 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.

LIFE ON A FORGE WORLD

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 its armaments and munitions,
forge worlds utilise technology unseen elsewhere in the Imperium.
Around them might be tracked cities that continually move lest
their toxic clouds dissolve the walls, or orbital elevators reaching
from the surface into the depths of space like skeletal fingers.
The teeming workforce swells with hordes of servitors
fashioned from the bodies of lobotomised

humans and mechanical parts.

FORGE
WorLD RULES

A character from a forge world applies the
following benefits during character creation:

CHARACTERISTIC MODIFIERS

+ Intelligence, + Toughness, — Fellowship

FATE THRESHOLD
3 (Emperor’s Blessing 8+)

HomME WorLD BoNus

Omnissiah’s Chosen: A forge world character starts with
either the Technical Knock or Weapon-Tech talent.

HomeE WORLD APTITUDE

Intelligence

WouUNDSs
A forge world character starts with 8+1d5 wounds.

RECOMMENDED BACKGROUNDS

Adeptus Administratum, Adeptus Arbites,
Adeptus Mechanicus, Imperial Guard

Technology is both embraced and feared within the
Imperium, and much of what was once known has been lost.
What remains is bound in ignorance, ritual, and mystery. This is
the purview of the Adeptus Mechanicus, the keepers of Imperial
technological lore and secrets and overseers of forge worlds. For
the Machine Cult, and by extension the Imperium, technology
has become a complex religion shrouded in mystery and ritual.
For most citizens, it is frightening and strange, hidden behind odd
rites, prayers, and the dire warnings of their preachers. For a forge
worlder, technology is more omnipresent but no less revered. He
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.
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Everyone born on a forge world has his place, often mere
cogs in the huge machines that keep its factories running. Some
might rise into positions within the Machine Cult, and take on
the mantle of Tech-Priest. Others live out their days as mere
drones, mastering their trade until they can pass it down to the
next generation.

FORGE WORLD CHARACTERS

A forge world is not one, but many, societies pressed together in a
carefully constructed system. Characters that hail from a forge world
can come from several classes, either overseeing the forges, serving
in the armies of the Omnissiah, or toiling on the manufactorum
floor. Others might even operate illegal enterprises, or merely try
to survive in the dark areas between abandoned habs. What they all
share is exposure to fabulous and terrible technological mysteries,
and are often fitted with augmentations only available on a forge
world. This makes them favoured to become part of the Machine
Cult, but also makes them favoured with other organisations
focused on the use and abuse of technology.

Those who aspire to become Tech-Priests are most likely to
originate from forge worlds, where the training they receive can
set them on a path within the Mechanicum. From here, they can
then serve in any number of capacities, or be sent to aid another
Imperial organisation, such as the Imperial Guard to maintain
tanks and weapons, or the Imperial Navy to oversee a starship’s
machine spirit. They can even find a place in the service of an
Inquisitor, where their technological expertise can prove invaluable.

Forge worlds also sometimes provide tithed manpower
for forces such as the Imperial Guard. Service here is often a
worker’s first exposure to open air and sunlight away from the
oppressive heat of his manufactorum. 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 weaponry beyond what might be granted to a
lesser world. The men making up these ranks often forge the very
weapons they carry. Imperial fighting forces always have a use for
those raised among the manufactorums and habs of a forge world,
their supreme reverence for the machine setting them apart from
the countless masses of the Imperium.

SAMPLE FORGE WORLD: RHODIN IV

The Cult of the Machine God has occupied this planet for
several thousand vyears, 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 elaborate 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.
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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 piles 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, princes,
and lords of cities, systems, and worlds who rule over
boundless populations alongside other equally-privileged
scions. To be born into such a setting is to have been given the
best the planet has to offer, raised apart from the struggling ranks
of Mankind, and destined to take on positions of great import and
power. These luxuries might be the finest pelts and grox meat of a
feudal world, or the most potent of narcotics and offworld delights
on a mainstay hive world. To be a highborn 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
swarming masses. They are content in the
knowledge that they are the instruments
of Imperial dominance on their
world and the voice of the Emperor
to their people, and anything that
would disrupt such a state is

unthinkable anathema.

HIGHBORN

RULES

A highborn character applies the following
benefits during character creation:

CHARACTERISTIC MODIFIERS

+ Fellowship, + Influence, — Toughness

FATE THRESHOLD
4 (Emperor’s Blessing 10+)

Home WorLD BoNus

Breeding Counts: Any time a highborn character
would reduce his Influence, he reduces it by
1 less (to a minimum reduction of 1).

HoME WORLD APTITUDE
Fellowship

WouNDs
A highborn character starts with 9+1d5 wounds.

RECOMMENDED BACKGROUNDS

Adeptus Administratum, Adeptus Arbites, Adeptus
Astra Telepathica, Adeptus Ministorum

LirE As A HIGHBORN

Highborn exist on nearly all Imperial worlds, 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 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, either taught to 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 perpetual 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: other highborn.
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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 progeny
throughout positions of influence and authority until there is no
place on a world untouched by its grasp.

Being a highborn means more than being born into power
and position; it means the lifelong obligations and struggles both
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.

HiGHBORN 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 to 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 their own fortune elsewhere. Those that remain find they
are never 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 he desires, putting in token effort and continuing a
decadent lifestyle secure in the knowledge that the weight of his
family can protect him from any chance of dismissal. It is not
uncommon for a highborn youth to be given a commission in the
Imperial Guard or Imperial Navy. While it falls to such a highborn
to decide if he cares to strive in his position, he might easily earn
the resentment of those officers who 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, hoping it can take 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 archaeotech-
supported environs, but instead use pain-poisons, rumour
plagues, and other soft weapons to cripple their rivals.
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HiveE WoORLD

The struggling masses of bumam’ty, one among uncounted
billions living out their lives in vast towering cities; hardened
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 into the

sky from the wasted surface of toxic, hostile environments,

ruined through many centuries of industry. Sealed off

from the planet outside, they live stacked on hundreds of levels,
each one packed with millions of souls 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. Unfortunates know
only a desperate existence, 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, his life is but one cog in a gigantic city-

machine, living and dying in the same few

cubic kilometres in which he was born.

Hive
WorLD RULES

A character from a hive world applies the
following benefits during character creation:

CHARACTERISTIC MODIFIERS
+ Agility, + Perception, — Willpower

FATE THRESHOLD
2 (Emperor’s Blessing 6+)

Home WorLD BoNUs

Teeming Masses in Metal Mountains: A hive world character
ignores crowds for purposes of movement, treating them
as open terrain. When in enclosed spaces, he also
gains a +20 bonus to Navigate (Surface) tests.

HomeE WORLD APTITUDE

Perception

WouNDSs

A hive world character starts with 8+1d5 wounds.

RECOMMENDED BACKGROUNDS

Adeptus Arbites, Adeptus Mechanicus,
Imperial Guard, Outcast

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.
A hiver lives out his life never seeing the sky and often never even
leaving the city level on which he was born. Most hive worlds
have scores of hives, each existing in isolation and rising up from
the toxic fog and cursed lands like monuments to its eventual
demise. Hivers are often born into a house or family with their
vocations decided. Thus they work endlessly at their task in the
factorums and industrial habs of their hive, producing goods

to be shipped oftworld or maintaining the many

systems of the hive essential for its survival.

CHAPTER II: CHARACTER CREATION



Nearly everything is recycled and reused. The air a hive
worlder breathes, the water he drinks, and the food he eats has all
passed through the bodies of countless others, endlessly restored
to be consumed once again. When a hiver dies, his duty to the
hive and house is not done, and most hives reconstitute their dead.
All of his possessions, from the hab room where he lives to the
clothes on his back, likewise come from those before him. There is
a definite class division in most hives, however. Resources become
scarcer as one descends from the spires at the hive top, where
the rulers enjoy all the wealth the Imperium has to offer, down
through the guilds and houses where some live in relative comfort,
to the lower levels where workers and dregs exist in crushing
poverty. The farther downhive one goes, the more decayed and
dangerous it becomes, the detritus of billions drifting down to rest
among the darkness. The rule of law breaks down in the depths
of these wild and deadly domains. Some come here to escape
their lives above, but most find only death and despair among the
mutants and violent gangs.

HivE WoORLD 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 within
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 who choose not to break the
law are often forced to bend it to get their way; the oppressive
nature of life within a hive is often 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
law, or at least have some control over it. 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 Mechanicum 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 hiver can often be found in
these organisations.

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 Outcast. Whether he is a true recidivist or simply an anti-
authoritarian, a hiver 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. These Outcasts might be petty crooks or rise
to become the heads of powerful organisations, controlling vices
and illegal enterprises throughout their hive. However, to really
escape the shackles of hive life, he must travel away from structured
society. This might be into the depths of an underhive, into the
wastelands surrounding the city, or even offworld. Here he can live
free, provided he is quick with a gun and willing to do whatever
it takes to survive.

SampLE HIVvE WoRrLD: HULEE V

Hulee V hosts many hive cities with the largest, Hive Krakex,
appearing more like a huge mountain than a building. Generations
continually build new outer layers that roll off the hive’s outer
surface like lava dripping down a massive volcano. Each new layer
widens its circumference across the surrounding wastelands and
consumes kilometres of land from the ragged millions teeming
outside the hive shell. Billions more exist inside, transforming
bulk-imported raw ores into the plate armour that protects many
of the tanks and fortresses across Askellon. Most never see sky or
sun, and cannot imagine a life without enclosed roofing, processed
air, and immense crowds omnipresent on all sides.
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SHRINE WORLD

Born in the shadow of great saints, the ligbt 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

hrine worlders grow up on worlds that the Imperium

has deemed holy places, where the Cult of the Emperor’s

power is omnipresent. While their birthplace might range
from cluttered, decaying cities to scattered farmlands, or their
planet from a green paradise to a forbidding rock, the power of
the Emperor saturates it. Perhaps some great deed was committed
here, a bold hero 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. While all citizens of the Imperium are taught
to venerate the glory of the Emperor in one form or another, it is
the shrine worlders who perhaps have the greatest understanding
and reverence of the teachings of the Imperial Cult.

SHRINE
WOoORLD RULES

A character from a shrine world applies the
following benefits during character creation:

CHARACTERISTIC MODIFIERS

+ Fellowship, + Willpower, — Perception

FATE THRESHOLD
3 (Emperor’s Blessing 6+)

HomE WorLD BoNuUS

Faith in the Creed: Whenever a shrine world character
spends a Fate point, he rolls 1d10. On a result of 1, the
character’s total number of Fate points is not reduced.

HoME WORLD APTITUDE
Willpower

WOUNDS

A shrine world character starts with 7+1d5 wounds.

RECOMMENDED BACKGROUNDS

Adeptus Administratum, Adeptus Arbites,
Adeptus Ministorum, Imperial Guard

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, who embrace His divine worship. Shrine
worlders live their days with the strength of the Emperor in
their hearts, and are exposed to His word in many aspects of
their lives. The constant exposure to clerics, priests, and pilgrims
impacts upon their lives and gives them greater veneration for the
Imperial Creed. Pilgrims also offer a rare glimpse into worlds and
sectors beyond a shrine worlder’s home planet, and a taste of the
wider Imperium told from the lips of those who have travelled far
distances just to visit the shrines.
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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 Adeptus Ministorum’s attention. It might
have been a feral or a hive world with a well-established society
before the coming of the saint. Equally, many were only outposts
or dead worlds before a saint fought a final battle, or came there
to find his final rest. 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 focus.

While the planet 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 or using the pilgrim trail
to transport illicit goods, a shrine world’s underbelly can be as
active and dangerous as any underhive. Many shrine worlders
are drawn into this shadow society, either aiding such illegal
endeavours or seeing it as a chance to move offworld 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. They never forget the teachings 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. Some develop a slavish devotion to the Imperial Creed and
those that claim to speak in the Emperor’s voice. Alternatively, the
character might find inspiration and rise up within the ranks of the
faithful to do great things, buoyed up by the glory of the Emperor.
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 these holy cities and domains are well suited to a place within
the Adeptus Ministorum.

Service within the Emperor’s fighting forces is also fitting
for one born on a shrine world, there being no greater mark
of devotion to the Emperor than sacrificing one’s life to protect
others. Some of the greatest regiments were founded on shrine
worlds, known for their fervour and fearlessness. Even those that
find their way into the priesthood seek out battle to prove their
devotion, acting as regimental priests or shipboard confessors.

Many shrine worlders follow in the footsteps of their patron
saint. The population 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, or a disdain for technology.

SAMPLE SHRINE WORLD: OSSUAR

Located in the Pollom System, the Creed of Remembrance rules
Ossuar in the name of the Ecclesiarchy A mausoleum covers
much of the main continent, where several of the blessed saints
who helped found Askellon are laid to rest in archaeotech stasis
chambers. Flocks of attendants labour constantly here, the idea of
the saints becoming exposed to time too horrible to contemplate.
Many more oil the gleaming statuary and herd the many millions
of faithful through the labyrinthine walkways. After spending years
to reach the planet, many pilgrims perish in the additional years
travelling from the outskirts to the sanctified remains within.
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VY OIDBORN

Solar nomads and planetary outcasts living out lives in the
inky blackness 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

@ 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 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 even amidst other Imperial
subjects, tall and willowy, hairless, or with large dark eyes.

Living so close to the still blackness of the void also touches
their souls. There is something deeply odd about the voidborn,
something intangible that lurks below the surface, writhing in the
dark like the Warp lurks below space itself, waiting and watching
for its moment to surface.

Y OIDBORN
RULES

A voidborn character applies the following
benefits during character creation:

CHARACTERISTIC MODIFIERS
+ Intelligence, + Willpower, — Strength

FATE THRESHOLD
3 (Emperor’s Blessing 5+)

Home WorLD BoNus

Child of the Dark: A voidborn character starts with the
Strong Minded talent, and gains a +30 bonus to tests
for moving in a zero gravity environment.

HoME WORLD APTITUDE

Intelligence

WOUNDS

A voidborn character starts with 7+1d5 wounds.

RECOMMENDED BACKGROUNDS

Adeptus Astra Telepathica, Adeptus Mechanicus,
Adeptus Ministorum, Outcast

LIFE IN THE VOID

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. Over the millennia, more and more of the
Imperium’s infrastructure and control has extended into the depths
of space, until many worlds boast dozens—if not hundreds—of
transports, voidships, and orbital stations. Generations are born
and die here, never setting foot on the surface of a planet. Even
those that spend long periods in space, such as the crew of a
Rogue Trader’s ship, cannot compare to the natural affinity the
voidborn has with life between worlds.
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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 some voidborn might never consider what
lies beyond the sealed walls and bulkheads. More than a few might
not even know that they are in space, growing up seeing the interior
of their ship as the limits of their world and never questioning
what lies beyond. It is possible for primitive civilisations to thrive
here, living by an intuitive understanding of how the ship’s life
support systems function. 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 can cost their family. 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 their home. Living so close to the cold embrace
of space makes men very conscious of their own mortality and
the mortality of those around them. All know that a broken seal,
fractured bulkhead, or failed radiation shield could wipe out their
society in a matter of minutes.

V OIDBORN CHARACTERS

Living in outer space 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 the voidborn unique advantages over
their 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 moment’s attention to the myriad 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 spacefaring vocations,
such as in the Imperial Navy, the Adeptus Mechanicus, or civilian
merchant vessels. A lifetime spent aboard stellar craft can make
the gravity of a world feel too heavy, the air too rich, and the
sunlight too bright for sensitive eyes and pale skin. Fortunately,
the Imperium has a significant presence in the emptiness between
worlds, and there is always a need for humans to serve without
ever descending into the gravity well of a planet.

Voidborn can be counted among prominent organisations
like the Imperial Guard or Administratum. They are more
naturally Outcasts, thoughy; it is far easier for them to work those
areas which exist outside the structured classes of the Imperium.
Voidborn also know how to walk within the shadows, operating
as criminals, pirates, and scavengers. In many cases, the voidborn
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 prejudice.

SAMPLE V OIDBORN SETTING: ECHONIS AUGURY

Drifting along the sector’s rim and away from regular traffic, this
ancient 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. Thousands live on it, with
extended generations working to maintain and expand it, all with
occasional concerns over the fate of the previous occupants.
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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 it 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
the Acolyte’s destiny.

Acolytes come into these backgrounds in a variety of ways.
Most are simply born into their stations, fulfilling their places as
their fathers and forefathers have done for generations. They might
be repaying 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, ensuring that a shrine entrance is
properly anointed, or that the censers are 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, each the orphaned
offspring of those who died well in service to the Imperium.
Trained from youth, these can become 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 Officio Prefectus or the Militarum Tempestus.

For some, there is no choice in their new vocation. 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 they 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,
the collection and offering of 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 even 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.

PLAYER NOTES:
BACKGROUNDS

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. At this stage, a player has often
formed a mental image of his 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 Warhammer
40000 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
than his fellow Acolytes, or a dour 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 his home world to his role.

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, and 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.

While a character occupied this background, his Inquisitor
noticed something about him: exceptional skills, impressive
competencies, or useful connections. The background also
illustrates how the character gained such distinction. For an
Inquisitor to notice 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.
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Backgrounds are also instrumental in determining 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. For example, while to an outsider the
Adeptus Mechanicus may appear uniform, the priesthood of
each forge world possesses subtle but significant differences
from its fellows. 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 myriad
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. The background a character selects is essentially
singular, as often Acolytes from the same organisation
might bear little resemblance to one another.

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

Starting Skills: A list of skills (see page
94) that the character starts with at the
Known (rank 1) level, due to his previous life
in that background.

Starting Talents: A list of talents
(see page 119) that a character from this
background gains at character creation. Note
that the character does not need to meet the
normal prerequisites for any talents granted
during this stage of character creation.

Starting Equipment: A list of weapons,
gear, and other items from Chapter V: The
Armoury (see page 140) that a character
from this background gains at character
creation. All ranged weapons come with
two clips of their standard ammunition.

Background Bonus: A special ability that a character from
this background gains.

Background Aptitude: A choice of an aptitude (see page
79) that the character gains from this background.

Recommended Roles: A list of roles (see page 60) that a
character from this background would be likely to follow.

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 gains the appropriate
starting skills and talents, acquires his starting equipment, and
gains his background aptitude and special ability.
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ADEPTUS ADMINISTRATUM

The great bureaucracy of tithes and tallies that holds the
Imperium togetbcr and keeps it running; they keep the lore,
histories, and secrets of a million worlds so that the Imperium
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. It would be 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 its
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 throughout the galaxy.

The Administratum observes a rigid hierarchy within its ranks
to carry out endless 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
reports. They pass these 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 a poor glimpse of factual reality, and usually so out of
date that it is worthless for practical use. Some lords within the
Administratum 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.

ADEPTUS
ADMINISTRATUM
RULES

A character with the Adeptus Administratum
background applies the following benefits:

STARTING SKILLS

Commerce or Medicae, Common Lore (Adeptus
Administratum), Linguistics (High Gothic),
Logic, Scholastic Lore (Pick One)

STARTING TALENTS
Weapon Training (Las or Solid Projectile)

STARTING EQUIPMENT

Laspistol or stub automatic, Imperial robes,
autoquill, chrono, dataslate, medi-kit

BackGrOUND BoONUS

Master of Paperwork: An Adeptus Administratum character
counts the Availability of all items as one level more
available (Very Rare items count as Rare,
Average items count as Common, etc.).

BACKGROUND APTITUDE

Knowledge or Social

RECOMMENDED ROLES
Chirurgeon, Hierophant, Sage, Seeker

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 of 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 its considerable 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.
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ADEPTUS
ADMINISTRATUM CHARACTERS

Members of the Adeptus Administratum can come from any world
or station. A certain degree of intelligence is desired, though a
devotion to assigned tasks and an obsession with their completion
is more essential. Advancement is, of course, only as fast as
the Administratum itself; those who start by merely laying out
parchment next to 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 planetary capitals, while some planets are so
remote or uncivilised that only a scant few scribes 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 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. They 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 who have fallen,
discontent with their lot, who tried to enrich themselves or gain
illicit power over local dominions. Even disgraced Administratum
workers can have their uses, though, 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 originating in 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 its
unending battle in the name of the Adeptus Administratum.
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ADEPTUS ARBITES

Keepers of the Imperium's laws, who see that the rule of
the Emperor is brougbt 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
wurned your back on your rightful ruler. Now; you're dead”

—Marshall Ranx Wayner

nly through constant vigilance and the execution of brutal

law can the Imperium survive, and the Adeptus Arbites

carries 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.
Its agents, collectively known as Arbitrators, operate as they best
see fit, using their greater training and weaponry to tackle foes that
might be beyond the scope of local agencies, or in many cases
to deal with a government which has itself become corrupted.
Remorseless and single-minded, they 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
believing anyone who would break it deserves only death. A
few might maintain idealistic notions for bringing order to the
Imperium, but the 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 vicious criminal enterprises.

An Arbitrator 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 unfit local law
enforcement 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.

ADEPTUS
ARBITES RULES

A character with the Adeptus Arbites
background applies the following benefits:

STARTING SKILLS

Awareness, Common Lore (Adeptus Arbites, Underworld),
Inquiry or Interrogation, Intimidate, Scrutiny

STARTING TALENTS
Weapon Training (Shock or Solid Projectile)

STARTING EQUIPMENT

Shotgun or shock maul, Enforcer light carapace
armour or carapace chestplate, 3 doses of stimm,
manacles, 12 lho sticks

BackGrOUND BONUS

The Face of the Law: An Arbitrator can re-roll any
Intimidation and Interrogation test, and can substitute his
Willpower bonus for his degrees of success on these tests.

BACKGROUND APTITUDE

Offence or Defence

RECOMMENDED ROLES

Assassin, Desperado, Seeker, Warrior

On Imperial worlds, the Adeptus Arbites is the last, most
absolute law, answering only to its commanders and the Judges of
systems and sectors, and not to local authorities. It is a thankless
task, for the anonymous, helmeted Arbitrator usually receives only
fear and hatred for his actions. He and his cohorts 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 he 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 he is proven innocent.

ADEPTUS ARBITES CHARACTERS

The Adeptus Arbites faces a monumental task in enforcing the
law across countless Imperial worlds. Those that take the oaths,
don the carapace armour, and wield the shock maul are often
obsessive and pitiless individuals, men and women 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, Arbitrators know they face
an implacable and remorseless foe, one which they must counter
with all the talents at their command. To be part of this agency is
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to be apart from their original 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 engaged in 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 pre-emptively arresting
citizens who are “at risk” of become criminals. Skilled Arbitrators
are masters of urban conflict and crowd control, with an instinctive
understanding of Imperial societies such as the packed hab-blocks
of an overpopulated hive world or the savage villages of a feral
world, and the differing tactics needed to police them.

Arbitrators often tap local vox-networks, develop networks of
spies and informants, and even infiltrate 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 amidst the myriad
other offences against lesser authorities. Their lives are often at
risk, and not just from their obvious 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,
Arbitrators can face more danger from a supposedly loyal ally than
the scum they pursue.

SAMPLE ADEPTUS ARBITES BACKGROUND:
PreciNCT DELTA, HIVE DESOLEUM

One of several Adeptus Arbites precincts within this immense hive
city, Delta is carefully hidden 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 archaeotech 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. None of
them dare let their guard down an instant, however, knowing
the weaponry and other secrets 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 Hive Desoleum

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 eves 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. They are also dangerous, for the very gift
that allows them to draw power from the Warp, that otherworldly
realm that exists beneath reality, can also make them conduits for
its unholy power and gateways for Daemons. An untrained 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 any
who display 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 are not
worthy to live must instead serve the Emperor directly, their life
energies sustaining His continued existence for one more day.

ROLE WITHIN THE IMPERIUM

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 of daemonic
possession frays all but the hardest of minds. Thus, their lives are
ones 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 who shows the taint of psychic talent to take back to
Terra for testing. Only a fraction of those taken survive to serve in
the Adeptus Astra Telepathica. Most are sacrificed to sustain the
Emperor, perhaps the most potent psyker even known. Others
fall during their training, their minds or bodies torn asunder by
the creatures of the Warp, or executed should their powers prove
too uncontrollable or their minds unsuitable. Only after years of
rigorous schooling in the Scholastia Psykana, the Adeptus Astra
Telepathica’s training facilities, are they 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. Others become instructors, imparting
their knowledge to new generations of psykers.

ADEPTUS ASTRA

TELEPATHICA RULES

A character with the Adeptus Astra Telepathica
background applies the following benefits:

STARTING SKILLS

Awareness, Common Lore (Adeptus Astra Telepathica),
Deceive or Interrogation, Forbidden Lore (the Warp),
Psyniscience or Scrutiny

STARTING TALENTS
Weapon Training (Las, Low-Tech)

STARTING EQUIPMENT

Laspistol, staff or whip, light flak
cloak or flak vest, micro-bead or psy focus

BAcCkGROUND BONUSES

The Constant Threat: When the character or an ally
within 10 metres triggers a roll on Table 6-2: Psychic
Phenomenon (see page 196), the Adeptus Astra
Telepathica character can increase or decrease the
result by amount equal to his Willpower bonus.

Tested on Terra: If the character takes the Psyker
elite advance during character creation, he also
gains the Sanctioned trait (see page 138).

BACKGROUND APTITUDE
Defence or Psyker

RECOMMENDED ROLES
Chirurgeon, Mystic, Sage, Seeker

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. Often, this mistrust comes most strongly from their fellow
psykers, for all psykers are but one faltering mental defence away
from allowing the horrors of the Warp into reality.

ADEPTUS ASTRA
TELEPATHICA CHARACTERS

Psykers are in reality mutants, a divergence of the human
evolutionary process into something different and often terrifying.
They have lived their whole lives with this taint, while the Imperium
exploits and uses their unique abilities. As conduits to the Warp,
they have also lived in constant fear of possession, or of death at
the hands of the terrible denizens of that unholy place. Their earlier
lives may have been filled with unexplained accidents or mental
breakdowns, and at some point, discovery and capture. Many do
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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. 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
life force and the eternal light of the Astronomican. 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 that breeds bitterness, the psykers’ minds
in constant stress and surrounded with 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, psykers have
numerous areas where, though they might not be welcomed, their
gifts are appreciated. Astropaths provide vital services, psychically
connecting worlds and voidships and allowing the Imperium
to exist. They are often more than just transmitters, and act as
accomplished diviners and telepaths as well. Sanctioned psykers
are also employed in Imperial Guard regiments or other Imperial
forces. Such lives are often short and unforgiving, ending burnt out
fighting mental battles no other human can imagine, or executed
for displaying any 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,
perhaps on Terra or on the Black Ships, all watching for any signs
a psyker has become a deadly threat. Worse still for psykers are
their opposites: the even more unnatural psychic untouchables.
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, those from 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 237" Heavy Infantry, one of Askellon’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 aid troops at the direction of tactical officers,
it is customary that a specially-selected psyker is made part of
the regimental commander’s staff. This psyker does not provide
battlefield power, but instead uses his abilities to divine enemy
actions, a practice that has caused some derision amongst other
regiments in the sector.
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ADEPTUS MECHANICUS

Keepers of the ancient secrets of tecfmo]og)/ 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 has 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 those of anyone else in the
Imperium. They embrace technology to such a degree that they
try to 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 to 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 that 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, with even the majority of their brains replaced by 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 Mechanicum is also the keeper of the greatest weapons
known to Mankind. Foremost among these are the war engines
of the Adeptus Titanicus, the Titan Legions. Towering humanoid
battle engines standing as tall as a hab-block and carrying weapons
capable of levelling entire hives, Titans are only deployed against
the direst of foes. Each is an ancient and sacred piece of technology,
venerated as a walking expression of the Omnissiah’s might. The
Mechanicum also controls other deadly weaponry, including virus
bombs and vortex torpedoes that can only be fabricated and
deployed with its 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; the principles of 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

ADEPTUS
MECHANICUS RULES

A character with the Adeptus Mechanicus
background applies the following benefits:

STARTING SKILLS

Awareness or Operate (Pick One), Common Lore
(Adeptus Mechanicus), Logic, Security, Tech-Use

STARTING TALENTS

Mechadendrite Use (Utility),
Weapon Training (Solid Projectile)

STARTING TRAIT
Mechanicus Implants (see page 137).

STARTING EQUIPMENT

Autogun or hand cannon, monotask servo-skull
(utility) or optical mechadendrite, Imperial robes,
2 vials of sacred unguents

BackGrOUND BONUS

Replace the Weak Flesh: An Adeptus Mechanicus
character counts the Availability of all cybernetics
as two levels more available (Rare items count as
Average, Very Rare items count as Scarce, etc.).

BACKGROUND APTITUDE
Knowledge or Tech

RECOMMENDED ROLES
Chirurgeon, Hierophant, Sage, Seeker

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. Tech-Priests rule over
worlds, have their own fleets, and even raise their own military
forces to protect their manufactorums and research outposts.

Those who serve the Machine Cult are often obsessed with
technology, seeing the divine glory of the Omnissiah in every
circuit and rivet and treating the operation and care of such devices
as a sacred duty. Their very appearance sets them apart; even in
an Imperium where cybernetics are not uncommon, their heavily
augmented bodies are nearly inhuman. Many even chose to strip
away healthy flesh and replace it with bionics to the point where
they no longer see themselves as human, but rather as something
that 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. For the most part,
the rest of the Imperium is content to allow the Mechanicum its
mastery over their technology, raised to accept that the secrets of
the machine are for it and it alone, though this does breed an aura
of distrust.
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ADEPTUS 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 Standard 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 command their own
outposts and stations, becoming lords
of their own domains and devoting
their long lives to the personal pursuit
of technological mastery.
Others, such as forge labourers or
adept minions, have lesser functions.
Most aspire to one day join the Tech-
Priesthood, so that they may Dbetter
serve the Omnissiah. Rarely, some
might 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 Cult Mechanicus
aspire to become as close to the Machine
God as possible, slowly enhancing their
bodies with mechanical components until
they are more metal than flesh. This can
make them devoid of emotion, as they
embrace the cold logic of the Machine
God they serve, and sometimes put
them at odds with others around
them. Just as it relies on psykers,
the Imperium could not
function without the presence
of the Adeptus Mechanicus, and
whether its citizens favour a servant
of the Omnissiah or merely tolerate
him, they could not survive 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 Askellon, 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 obeisances 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 that none have attempted
unconsecrated actions, and more. Through these actions it ensures
that the taint of tech-heresy never gains a foothold.
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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 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, 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 earlier
service. Even should he fall from grace, the teachings of the church
remain branded upon his soul, and the fire of the Emperor’s faith
still burns 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 Emperor was 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 who kept them safe. This religion
exists 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 devout clerics to see to their souls and stir them to
righteous fury. The Ministorum also serves to convert newly-
discovered pockets of humanity and transform any native beliefs to
the Imperial Creed. It seeks to root out mutants, witches, and other
heretics 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.

ADEPTUS
MINISTORUM RULES

A character with the Adeptus Ministorum
background applies the following benefits:

STARTING SKILLS

Charm, Command, Common Lore (Adeptus Ministorum),
Inquiry or Scrutiny, Linguistics (High Gothic)

STARTING TALENTS

Weapon Training (Flame) or Weapon Training
(Low-Tech, Solid Projectile)

STARTING EQUIPMENT

Hand flamer (or warhammer and stub revolver),
Imperial robes or flak vest, backpack, glow-globe,
monotask servo-skull (laud hailer)

BackGrOUND BoONUS

Faith is Al When spending a Fate point to gain a
+10 bonus to any one test, an Adeptus Ministorum
character gains a +20 bonus instead.

BACKGROUND APTITUDE

Leadership or Social

RECOMMENDED ROLES

Chirurgeon, Hierophant, Seeker, Warrior

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 at hand to give them counsel. 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 lord is doomed to lose,
as no planet or even sector can hope to stand for long against
the influence of the Ecclesiarchy given its power to prosecute any
man, or even any world, for 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 local temples as mere novitiates. Imperial
worlds commonly feature imposing temples and chapels hosting
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Ecclesiarchy members, each devoted to the Emperor in their own
manner. Their faith defines all within the Adeptus Ministorum,
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 who 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 future generations that
come after. Such a post is not without its dangers; dissidents and
unbelievers often target them for attack or assassination as such
actions can be seen as a blow against the hated Imperium itself.
More often, they find peril within the Ecclesiarchy as the sprawling
might of the Ministorum constantly struggles against itself while
attempting to control 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 stoking the fires of faith within
those who fight in His name. As firebrands and witch-hunters,
some members of the Ecclesiarchy seek out heresy and
subversion while their brothers in the priesthood maintain
the faith of the populace. These travels can take them
from the frontlines of the Imperium’s bloodiest wars to
the depths of primitive worlds where they bring word
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.

SAMPLE 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 to ensure that their
remains also find a place on this holy world, arranging in life for
their dead forms to be shipped there. Their untold tonnes arrive
at the Blessed Charnaven, where bones are prepared for a final
rest. The Osseiates of the Charnaven inscribe a unique prayer
onto each bone 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.
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IMPERIAL GUARD

Vast armies drawn from countless worlds; skilled warriors
and hardened 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 Hanto 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. No accurate records exist as to its exact size
and strength, 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 who survive become
hardened combat veterans skilled in the bringing of death and
facing the worst 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 spread across the darkness of space. It struggles
for survival against numerous alien foes as well as rebellion and
subversion from within. Fighting these wars is the largest army
Mankind has ever known: the Imperial Guard, also known
more formerly as the Astra Militarum. 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 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 Astra Militarum 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 bringing it into compliance. Once a man
becomes a soldier, he usually never sees his home world again,
sent off across the galaxy 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

IMPERIAL
GUARD RULES

A character with the Imperial Guard
background applies the following benefits:

STARTING SKILLS

Athletics, Command, Common Lore (Imperial Guard),
Medicae or Operate (Surface), Navigate (Surface)

STARTING TALENTS
Weapon Training (Las, Low-Tech)

STARTING EQUIPMENT

Lasgun (or laspistol and sword), combat vest,
Imperial Guard flak armour, grapnel and line,
12 lho sticks, magnoculars

BackGrOUND BONUS

Hammer of the Emperor: When attacking a target
that an ally attacked since the end of the
Guardsman’s last turn, the Guardsman can
re-roll any results of 1 or 2 on damage rolls.

BACKGROUND APTITUDE
Fieldcraft or Leadership

RECOMMENDED ROLES

Assassin, Desperado, Hierophant, Warrior

the Astra Militarum 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 of man in between. All have
their place in the Imperial Guard’s plan, sometimes serving 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
Astra Militarum 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.
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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 also
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, or sometimes
even a single battle. That the character has lived through many
such combats marks him as valuable and rare, even if few within
his command structure notice. Fortunately, there are often others
that do identify the character’s unique attributes and can put his
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 that are also essential to prosecuting wars,
such as logistics, material support, or advanced intelligence-
gathering techniques.

Some Guardsmen 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 myriad 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 Astra
Militarum has seen things few others 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 in the presence of others with
similar service. Those still within the Imperial Guard, especially if
they are aware of the character’s regiment, may 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 impassable
fortifications and forced tank formations to a grinding halt. As in
all Hraxian forces, the unit’s 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, and the 33rd is well known for always
finding enemy units to rip apart with their silenced chainblades.
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OuTCcAST

Living in the shadow of the migbt of the Imperium, gangers,
criminals, and dregs prosper and thrive; cunning survivors and
experienced outlaws, they exist only for themselves and 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

P’ﬁven within the Imperium, where most are born 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. These
Outcasts live in the shadows of society, living by their wits and
charm. 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 often more effective than
simple calls to Imperial duty. They can also retain associations and
bonds with 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 organisations and heretical cults pushed to a sector’s remote
edges 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
on worlds with dangerous atmospheres or gravities. Outcasts also
make prime recruits for the Imperial Guard, as their harsh lives
make them well-suited to the rigours of combat. More commonly,
authorities use them as scapegoats for the ills of a world, whether
they are responsible or not.

While the Ministorum would have the citizens 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

OuTcAST
RULES

A character with the Outcast
background applies the following benefits:

STARTING SKILLS

Acrobatics or Sleight of Hand, Common Lore
(Underworld), Deceive, Dodge, Stealth

STARTING TALENTS
Weapon Training (Chain, and Las or Solid Projectile)

STARTING EQUIPMENT

Autopistol or laspistol, chainsword, armoured bodyglove
or flak vest, injector, 2 doses of obscura or slaught

BackGrOUND BoONUS

Never Quit: An Outcast character counts his Toughness
bonus as two higher for purposes of determining Fatigue.

BACKGROUND APTITUDE

Fieldcraft or Social

RECOMMENDED ROLES

Assassin, Desperado, Seeker

fringe planets, or vigilante executioners bringing a form of justice
to lawless realms within civilised worlds. Outcasts may be shunned
by the pillars of Imperial order, but that certainly does not mean
they favour 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 that society allowed their fall from
grace. The distinction on the fringes of the Imperium between
these kinds of Outcasts and legitimate 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

Outcast characters are not always criminals, though most might
view them as such. Many Outcasts, exiled from proper society, find
themselves operating in the shadows, often among the very people
who exiled them. 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.
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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 rivalling that of highborn princelings.

Other groups of Outcasts gather together for survival.
Followers of forbidden religions, nomadic tech reclamators, violent
seditionists, mutant gangs, xenos-worshipping infestations, and
others band together against a universe that would see them dead
if they lived alone. The normal routes to power denied to them,
or desiring not only just power but the actual downfall of Imperial
rule in their hive or planet, these factions are often very 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, appearance, and
belief, their only common attributes are usually an aim to ensure
their own safety and profit first, and a disposition to ignore or
circumvent anything that stands in their way. An Outcast character
always walks a fine line between being an enemy and an asset of
the Imperium; the very independence that sets him apart from
the rest of the people and compels him to live apart makes him a
useful operative for organisations like the Inquisition.

SAMPLE OUTCAST BACKGROUND:
THE PALE LEAGUE OF PORT AQUILA

While the Greater Askellon Trade Combine has a stranglehold
on 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 due
to 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.
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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. While a home world

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 41* 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 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 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 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 cause him
to 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

PLAYER
NOTES: ROLES

Deciding on a character’s role is perhaps the single
most important stage of character creation for the player,
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 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 common parlance in the Imperium to mention
someone as coming from a feral world, or working for the
Adeptus Astra Telepathica. Roles, 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 “Desperado” or “Seeker” as a real occupation or
title in the 41" Millennium; there are instead Trade Sable
smugglers or Hive Desoleum Bondhound 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.

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 roles, 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
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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 their 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 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 a character
with this role:

Role Aptitudes: The aptitudes (see page 79) the character
gains from this role during character creation.

Role Talents: The talents (see page 119) that a character
with this role gains at character creation. Note that the character
does not need to meet the normal prerequisites for talents granted
during this stage of character creation.

Role Special Ability: A unique ability that a character with
this role gains during character creation.

Each role also includes two examples of how a player can
develop his chosen role using advancements in characteristics,
skills, talents, and even psychic powers to create an evocative DARK
HEresy character.

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

Talented murderers dedicated to the art of taking Iife; death
merchants of the Izigbest 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

P’ﬁven in a universe saturated with blood and death, there

are those which turn murder into a sublime art form. The

Assassin is such a being, spending their lives perfecting
talents in the kill, rising to greater heights with each life they
take. 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 Dbereft
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.

THE ROLE OF THE ASSASSIN

Assassins are often not just masters at killing, but also at 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 take down their targets 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.

ASSASSIN
SpeEcIAL RULES

An Assassin character gains the following benefits:

ROLE APTITUDES

Agility, Ballistic Skill or Weapon Skill,
Fieldcraft, Finesse, Perception

ROLE TALENT
Jaded or Leap Up

RoLE BonNus

Sure Kill In addition to the normal uses of Fate points
(see page 293), when an Assassin successfully hits with
an attack, he may spend a Fate point to inflict additional

damage equal to his degrees of success on the
attack roll on the first hit the attack inflicts.

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. 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 skills in moving about unseen, bypassing
security, and reaching 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 the way for his fellow Acolytes to
complete their goals. This could be taking out combatants unseen
from kilometres away with sniper fire, the only evidence of his
presence in the battle the exploding heads of his targets. It could
be close and bloody with blades and pistols, appearing suddenly to
tear open throats and exposed joints before rejoining the shadows.

ASSASSIN CHARACTERS

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. Most delight in such
applications and eagerly seek them out, or view them as acts of
devotion as part of their veneration to the Emperor. The worlds of
the Imperium are home to numerous death cults, murder guilds,
lifetaker orders, and other places to train in these arts of murder.
Surrounded by such death and destruction, and living in the
shadow 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 vyears selling his talents as a mercenary.
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Assassins born into a hive or as part of the factories of a forge
world often favour guns and technological ways of killing. The
death cults on these worlds often advocate training in advanced and
exotic weaponry, such as elaborate micro-explosives and electro-
garrottes. In contrast, the Assassins of a feral world rely on more
primitive means. 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.
Living in such conditions also grants a greater understanding of
the natural environment, and these Assassins may also be adept at
the use of native poisons on their home world.

Highborn Assassins represent another facet of death, 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 disguise and deception.
They can also often call upon greater resources than their more
humble brethren. The noble houses of the Imperium sometimes
foster such men and women so that they might retain the services
of trusted killers, tied to the family through bonds of blood. Many
death cults venerate Imperial saints, and Assassins from shrine
worlds can view their murderous art as an essential part of religious
life, reinforcing their faith to the Emperor with each kill. Assassins
across the Imperium are bound in their common devotion to
death and murder, their varying origins all but of little matter to
the dead they leave behind.

SAMPLE ASSASSIN: KARRIS TARYDRO

Karris is formerly of the Razor Angels, one of the deadlier
Fleshcutter gangs of Hive Desoleum. He left his gang on a quest
to find his equally lethal sister Karinne, who disappeared after
her own gang, the Bloodlines, was massacred several years ago.
His search took him all across the hive. With each 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 always finding opportunity for
personal acts of murder in pursuit of his sister.

ASSASSIN SAMPLE PATHS

Many Assassins concentrate on stealth to facilitate dealing
death, using ranged weaponry to kill a foe before anyone is
aware of their presence. In this path, a player can develop his
character into a dreaded sniper, able to quietly manoeuvre into
position and pick off heretics, either to begin or end a clash.
While he can only see the lethal results through a magnocular
or rifle scope, he savours the kills all the more for surprised
expressions on those surrounding the cooling corpses.

RECOMMENDED ADVANCES:

Characteristics: Agility, Ballistic Skill, Perception

Skills: Acrobatics, Athletics, Security, Stealth

Talents: Deathdealer, Double Tap, Exotic Weapon Training,
Eye of Vengeance, Marksman, Mighty Shot, Nowhere to
Hide, Precision Killer, Target Selection, Weapon Training
(Las, Solid Projectile)

Anyone can kill, but for some it is a calling. Here death is not
a goal to be achieved, but an art to be created. They delight
in intimate killing and are enamoured of serrated garrottes
and exotic poisons. Developing an Assassin in this way would
include advancing his skills in melee combat, especially in a
variety of weaponry as well as unarmed combat. He can also
further these pursuits by crafting unique concoctions to coat
their blades or inject into the raw canvases of their targets.

RECOMMENDED ADVANCES:

Characteristics: Intelligence, Strength, Weapon Skill

Skills: Forbidden Lore (Chymistry), Medicae, Trade
(Chymistry), Trade (Morticator)

Talents: Assassin  Strike, Blademaster, Blind Fighting,
Deathdealer, Inescapable Attack, Killing Strike, Precision
Killer, Unarmed Specialist, Weapon Training (Low Tech)
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CHIRURGEON

Masters of the flesh, with a Imowlcdge of sacred anatomy that
lends itself to both the arts of bealing 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 flesh 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 hoard 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 of the Orders Hospitaller. 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 an obsessive 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.
Principal 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, or by means of
complex surgery, 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 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 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

CHIRURGEON
SpPECIAL RULES

A Chirurgeon character gains the following benefits:

ROLE APTITUDES
Fieldcraft, Intelligence, Knowledge, Strength, Toughness

ROLE TALENT

Resistance (Pick One) or Takedown

RoLE Bonus

Dedicated Healer: In addition to the normal uses of Fate
points (see page 293), when a Chirurgeon character fails
a test to provide First Aid, he can spend a Fate point to
automatically succeed instead with the degrees of
success equal to his Intelligence bonus.

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
ready 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
litle 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
a 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, finding a refuge for their madness
in service of a higher purpose.

CHIRURGEON CHARACTERS

The Adeptus Mechanicus is one source of one that has 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 beside 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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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.

CHIRURGEON SAMPLE PATHS

The mastery of flesh and blood requires a sprawling intellect
and long decades of study; the application of such skills in
service of an Inquisitor also requires resilience to survive
the ever-resent dangers. Players can develop a Chirurgeon
down this path through honing the character’s intellect and
physical resistance. Skills that allow the character notice and
treat injuries and ailments—and survive through the process
of treating them in a fire-fight—will serve the character best.

RECOMMENDED ADVANCES:

Characteristics: Intelligence, Perception, Toughness

Skills: Awareness, Medicae, Scholastic Lore (Chymistry),
Scrutiny, Trade (Chymist)

Talents: Hardy, Infused Knowledge, Keen Intuition, Mastery
(Medicae), Resistance (Poisons), Sound Constitution, Sprint,
Superior Chirurgeon

Despite their immense power and reputation, Inquisitors
often encounter those who are unwilling to share the
information they know. In these cases, the services of an
individual with the knowledge and talent to forcibly extract the
information are invaluable. Players who want their Chirurgeon
to possess such skills can develop their character’s abilities in
melee to apply the needed pressure to a subject, as well as their
intuition and perceptive abilities to notice subtle cues during
the process.

RECOMMENDED ADVANCES:

Characteristics: Intelligence, Strength, Weapon Skill

Skills: Athletics, Forbidden Lore (Heresy), Interrogation,
Intimidate, Medicae, Scrutiny

Talents: Battle Rage, Clues from the Crowds, Coordinated
Interrogation, Cover-Up, Delicate Interrogation, Frenzy,
Unarmed Specialist
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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 youre dead, but I'm willing to take
that cut.”

-Jaz Kimba, guild-bounty collector

P’ﬁvery 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, all people 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 danger, dealing with others of their kind and knowing 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 by 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 or the tastiest kinds
of fungus, or which areas of the underhive are unstable and so
must be avoided. On a wilder frontier world, a Desperado quickly

DESPERADO
SpeciAL RULES

A Desperado character gains the following benefits:

ROLE APTITUDES
Agility, Ballistic Skill, Defence, Fellowship, Finesse

ROLE TALENT
Catfall or Quick Draw

RoLE Bonus

Move and Shoot: Once per round, after performing
a Move action, a Desperado character may perform
a single Standard Attack with a Pistol weapon he
is currently wielding as a Free Action.

becomes schooled in which towns offer a welcome and which
shoot first and then ask about him later. The most valued skill
a Desperado can have is the ability to determine whom 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 allow 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 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. He might think nothing of drawing and gunning down
an unarmed foe if the target 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
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 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 through guile and force, using a charming tongue and
smoking laspistols every step of the way.

CHAPTER II: CHARACTER CREATION



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, Desperados
might become bandits plying their trade in the lonely stretches of
land between civilisations. Such men might rise to become rogue
lords, the heads of criminal bands or similar lawless groups, until
drawing the notice of an Inquisitor and turning their talents to the
protection of the Mankind. 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 as stellar marauders.

Highborn Desperados are perhaps the most ingenious 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 might flee away to other systems 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. After investigating a murder, he discovered a
cache of smuggled xenos relics and soon learned 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 offworld transport
to avoid the fury of the Vigil. As a smuggler and acquisitionist,
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.

DESPERADO SAMPLE PATHS

The unforgiving fringes of society out of reach of the law
reward those who are quick on their feet and even quicker with
a trigger. When in the service of the Inquisition, their skills
and speed with a weapon have to be exceptional, bordering on
legendary. To bring their Desperado down this path, players
can focus the character on talents which allow him to wield
two weapons at once, and other abilities which help keep the
character alive when the bolts start flying.

RECOMMENDED ADVANCES:

Characteristics: Agility, Ballistic Skill, Toughness

Skills: Acrobatics, Dodge, Operate, Stealth

Talents: Ambidextrous, Double Tap, Hard Target, Hip
Shooting, Leap Up, Quick Draw, Two-Weapon Master, Two-
Weapon Wielder, Weapon Training (any Ranged)

Some people have the ability to survive and thrive in any strata

of society. That this comes often though not totally legitimate
means is of little concern for such characters. These individuals
rely on their ability to lie and use other deceitful interactions
to achieve their goals. Player who want their Desperado to
focus on this path can develop the character’s social abilities.
They can also build up the character’s abilities at stealth and
skulduggery, the better to fool and deceive those around him.

RECOMMENDED ADVANCES:

Characteristics: Agility, Fellowship, Perception

Skills: Awareness, Charm, Deceive, Inquiry, Scholastic Lore
(Underworld), Sleight of Hand, Stealth

Talents: Catfall, Clues from the Crowds, Constant Vigilance,
Contact Network, Cover-Up, Face in a Crowd, Keen Intuition,
Leap Up
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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 [ife no one
should be allowed to keep.”

—Pastor Davos Po, before the Culling of Hive Fedilus

he Cult of the Emperor exists throughout the 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 tenets of the faith upon the teeming masses of humanity.
As men of the Emperor, there is an aspect of the divine in all
Hierophants, a 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 lie 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

HIEROPHANT
SPECIAL RULES

A Hierophant character gains the following benefits:

ROLE APTITUDES
Fellowship, Offence, Social, Toughness, Willpower

ROLE TALENT
Double Team or Hatred (Pick One)

RoLE Bonus

Sway the Masses: In addition to the normal uses of
Fate points (see page 293), a Hierophant character
may spend a Fate point to automatically succeed
at a Charm, Command, or Intimidate skill test
with a number of degrees of success equal
to his Willpower bonus.

other equally glorious miracles. It is also an ample shield against
the fear sown by xenos races, which prey on primordial terror.
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 his role as guide and indoctrinator, the Hierophant often
becomes a great orator, weaving his words and speeches into a
web of influence over all around him. 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 him 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 vears of indoctrination and Ecclesiarchal teachings.

Hierophants are often invaluable when dealing with those of
the Ecclesiarchy, knowing the methods and means to communicate
with them—or manipulate them as only ones who 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.

HIEROPHANT CHARACTERS

The worship of the Emperor comes in many 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,
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where the Emperor is represented by his world’s sun and stars,
or its saints are great sea creatures or flaming volcanoes. He also
often brings the trappings of his world’s religion with him, bearing
regalia that he wore as a member of his local sect, or conducts
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, that of
a hive worlder or voidborn could translate into the spirit of his
ship or city. 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 space-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 a Hierophant as signs of his
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 wondrous 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.

HIEROPHANT SAMPLE PATHS

For the truly pious, the threat of pain, injury, and death are
little more than mere obstacles. For it is said, “only in death
does duty end.” A man whose faith in the Emperor is pure
fears no setback, for his conviction is as a shield against all
dangers. Players can develop this path through strengthening
the character in both mind and body. This Hierophant wields
his faith like a suit of armour and shrugs off blows, persevering
despite grievous injuries and terrors that would fell lesser men.

RECOMMENDED ADVANCES:

Characteristics: Toughness, Weapon Skill, Willpower

Skills: Forbidden Lore (Daemonology, Mutants), Medicae,
Parry, Survival

Talents: Adamantium Faith, Bastion of Iron Will, Counter
Attack, Deny the Witch, Jaded, Never Die, Resistance (Psychic
Powers), Sound Constitution, Strong Minded, True Grit

At all turns, mankind risks being plunged into darkness by
the alien, the heretic, and the mutant. It rests on the shoulders
of Hierophants such as this one to burn brightly and hold
that darkness at bay. With his words and actions, this character
incites his fellow man to feats of bravery and sacrifice, and with
prometheum-fueled flame he scours from the galaxy those that
would threaten Mankind.

RECOMMENDED ADVANCES:

Characteristics: Fellowship, Strength, Willpower

Skills: Command, Intimidate, Linguistics, Scholastic Lore
(Imperial Creed), Scrutiny

Talents: Battle Rage, Combat Master, Devastating Assault,
Frenzy, Halo of Command, Hatred (Heretics), Inescapable
Attack, Peer (Adeptus Ministorum), Resistance (Fear, Heat),
Thunder Charge, Weapon Training (Flame)
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MysSTIC

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 rise 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, Mystics represents
Mankind’s connection to the Sea of Souls and the powers and
denizens which dwell within. Their cursed gifts lead many of them
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 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

MysTIC
SPECIAL RULES

A Mystic character gains the following benefits:

ROLE APTITUDES

Defence, Intelligence, Knowledge, Perception, Willpower

RoLE TALENT

Resistance (Psychic Powers) or Warp Sense

RoLE Bonus

Stare into the Warp: A Mystic character starts the game
with the Psyker elite advance (see page 90). It is
recommended that a character who wishes to be

a Mystic have a Willpower of at least 35.

worse. At best, this manifests as psychic phenomena with ghostly
voices, breaking mirrors, or 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
inadvertently 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 vet to come. Such attempts can be perilous, as are
all such interactions with the Warp. The risk can often 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 and 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 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
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of the society into which they are born, 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 one of two groups, 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 oft 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 MysTtic: Eos pu AouiLa-14

Eos lived amidst the asteroids of Port Aquila, working in one of the
many trading posts strewn across 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 vet 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.

MystiCc SAMPLE PATHS

It is not uncommon for a psyker to perceive the twisting
strands of fate. To most, he is a mere charlatan at best or a
dangerous witch at worst, but he also can be a powerful force
against the foes of man. A player can develop a Mystic in this
manner through focusing on Divination powers as well as
strengthening his abilities in relating his visions to others.

RECOMMENDED ADVANCES:

Characteristics: Fellowship, Perception, Willpower

Skills: Awareness, Charm, Forbidden Lore (Occult, the Warp),
Trade (Soothsayer)

Talents: Blind Fighting, Clues from the Crowds, Constant
Vigilance, Flash of Insight, Keen Intuition, Nowhere to Hide
Psychic Powers: Foreboding, Forewarning, Precognition,
Prescience, Warp Perception

To wield the forces of the Warp is to invite disaster. Yet,
there are those who use their power to safeguard their fellow
man and stand resolute against the terrors within, without, and
beyond. This character has turned his psychic powers to such
an end, manipulating arcane forces to gird his allies and to
crush those who would dare to threaten them.

RECOMMENDED ADVANCES:

Characteristics: Agility, Toughness, Willpower

Skills: Awareness, Dodge, Medicae, Psyniscience

Talents: Constant Vigilance, Die Hard, Favoured by the Warp,
Resistance (Psychic Powers), Strong Minded, Warp Lock
Psychic Powers: Endurance, Invigourate, Telekine Dome,

Telekine Shield

CHAPTER II: CHARACTER CREATION

71



72

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. They can see patterns that
others cannot, making connections to either retrieve or uncover
data considered lost or unattainable, and translating it into useful
knowledge for those around them. 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 elusive.

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 that of 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 enigmas
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. He thrives on data, and sees 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 contlict, he can be found directing fire and identifying
weaknesses in his enemies, proving that a modicum of knowledge
applied at the right time can have devastating consequences. His
own Dbattlefield is in dealing with the Administratum, planetary

SAGE
SpPeEcIAL RULES

A Sage character gains the following benefits:

ROLE APTITUDES

Intelligence, Knowledge, Perception, Tech, Willpower

RoOLE TALENT
Ambidextrous or Clues from the Crowds

RoLE BonNus

Quest for Knowledge: In addition to the normal uses of Fate
points (see page 293), a Sage character may spend a Fate
point to automatically succeed at a Logic or any Lore
skill test with a number of degrees of success
equal to his Intelligence bonus.

governments, and local authorities. Where others become lost
or confounded with levels of bureaucracy, he sees though the
administrative entanglements and cuts right to the heart of things.
Coupled with the power of the Inquisition, there are few things
he 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 they know
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 Sages’ 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 to the detriment of the task at hand.
The wealth of knowledge they keep within their heads can also
cause them to be oblivious to current concerns, mix up past and
present, or shift conversations to places and peoples unknown to
their present company. It is a sickness for which there is no cure,
with only the steady stream of new information to keep it in check
and the constant presence of one task after another to occupy the
their busy minds.

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 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
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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, Sages can move on to more valuable
pastures of information, and should they prove mentally strong
enough, can immerse themselves 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 embarkation and outfitting
here; 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.

SAGE SAMPLE PATHS

If knowledge is power, then ancient knowledge is the most
powerful. Such data is often more legend than fact in the
Imperium, where there is little history that has not become
apocryphal myth, but such lore often can contain hidden secrets
that can illuminate the darkness of heresy. Relating these legends
to others can also help bind outsiders to the warband’s cause.
These sages would look for advancement in lores, languages,
performing arts to better gain and share these legends.

RECOMMENDED ADVANCES:

Characteristics: Agility, Intelligence, Fellowship

Skills:  Acrobatics, Common Lore (Askellon Sector,
Imperium), Forbidden Lore (Legend), Linguistics (High
Gothic, Low Gothic), Scholastic Lore (Heraldry, Legend),
Trade (Loremancer, Performancer)

Talents: Jaded, Halo of Command, Infused Knowledge

Knowledge is not enough—it must be protected and kept
secure, for exposed knowledge is lessened knowledge. This
is especially true in an Inquisitor’s warband, where security
of its mission and identity is paramount. Secrets become
an obsession for these sages, both in uncovering them and
maintaining them. Such a character can develop into a master
of cryptography and espionage, as well as an expert in
defeating enemy security. Heretical psykers abound as well, so
he must also be prepared to defend his mind.

RECOMMENDED ADVANCES:

Characteristics: Agility, Intelligence, Perception

Skills: Logic, Scholastic Lore (Cryptology), Security, Stealth,
Trade (Cryptographer)

Talents: Bastion of Iron Will, Contact Network, Cover Up,
Face in a Crowd, Resistance (Psychic Powers), Strong Minded
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SEEKER

Skilled hunters and investigators obsessed with the pursuit of
their prey; they sift tbrougb 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.”

— Arbitrator Sebastine Natto

n Acolyte that treads the path of the Seeker is driven by

the hunt, relentless in his investigations. Where others

might choose easy violence or give up the pursuit, the
Seeker sees signs and clues to the passage of the prey, whether it
is an individual fleeing from Imperial justice, or a secret hidden
behind a web of lies. He 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 him
than the actual eradication of a revealed heresy or capture of an
escaped psyker, and he loses interest once he arrives at a solution
or detains his prey. A Seeker is a natural detective and interrogator,
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 uses his perceptive senses and keen insight to discover vital
clues, decipher plots, and resolve 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 Mankind’s enemies, 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. A seasoned
hunter, he is adept at gauging the strengths and weaknesses of his
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, his 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 the Acolytes seek in an alien environment. Often the Seeker
will lead his warband through these darkened places, the lives of
his peers resting on his 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
urban sprawls the Seeker becomes a 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.

SEEKER
SpPECIAL RULES

A Seeker character gains the following benefits:

ROLE APTITUDES

Fellowship, Intelligence, Perception, Social, Tech

RoLE TALENT

Keen Intuition or Disarm

RoLE BonNus

Nothing Escapes My Sight: In addition to the normal uses of
Fate points (see page 293), a Seeker character may spend
a Fate point to automatically succeed at an Awareness
or Inquiry skill test with a number of degrees of
success equal to his Perception bonus.

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 among ancient, forgotten ruins. Many
of these lonely domains are places man was never meant to tread,
hiding things which have lingered in suspension from aeons 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 a warband, he can be brought to bear
against heresies, xenos infestations, and other dangers, but his
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
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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 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
their world’s fringes.

Others have acted as explorers, serving in Rogue Trader
vessels or Mechanicum Explorator fleets, 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, never stopping until their prey is brought down.

SAMPLE SEEKER: FARI GE'NA TaM

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 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.

SEEKER SAMPLE PATHS

Whether he began life as a feral world tracker, a destitute
hunter in the depths of a hive city, a seeker of lost artefacts, or
a dogged Adeptus Arbites tracer, this character’s keen senses
and unerring instincts are essential when seeking quarry.
Such individuals are useful for an Inquisitor, for the marks
of corruption can be as subtle as they are pernicious. Here, a
player can create a Seeker who can meticulously turn an errant
speck of blood and a trail of disturbed dust into an accurate
record of events, for no detail escapes his watchful eyes.

RECOMMENDED ADVANCES:

Characteristics: Agility, Ballistic Skill, Perception

Skills: Awareness, Dodge, Navigate (Surface), Stealth, Survival
Talents: Catfall, Constant Vigilance, Hard Target, Hip
Shooting, Jaded, Keen Intuition, Marksman, Nowhere to
Hide, Quick Draw, Resistance (Fear), Rapid Reload, Sprint

Were he not in a warband, this character would likely be
wielding his uncanny insight to criminal ends or purposes
darker still. Perhaps he did, once, but now he turns his skills
to the highest and most crucial cause. Subtle social cues, facial
twitches, and the pace of breathing, all lay bare to him. Here a
player develops a Seeker who can read a person as easily as a
data-slate, prying his prey’s sins from guilty lips with nothing
but clever words and an unwavering gaze.

RECOMMENDED ADVANCES:

Characteristics: Fellowship, Intelligence, Perception

Skills: Awareness, Charm, Deceive, Inquiry, Linguistics (High
Gothic), Scrutiny

Talents: Clues from the Crowd, Cover-Up, Contact Network,
Face in a Crowd, Flash of Insight, Infused Knowledge, Jaded,
Keen Intuition, Resistance (Psychic Powers)
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W ARRIOR

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
the release of Lord Hallipha

he one constant of life in the 41* Millennium is war.
@Ravenous xenos and hostile powers besiege the Imperium

on all sides, and every facet of industry is turned to
supporting armed combat. A Warrior is the result of this constant
conflict, either drawn from the frontlines or worlds racked with
violence. One 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. He has 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 his 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. A Warrior has a talent for combat, and finds it his most
effective means of resolving matters; chainsword and hand cannon
are his most reliable forms of communication. He leaves a battle
ragged but alive, his foes lying in pools of blood. As few targets
of Inquisitorial investigation shy away from violent confrontation,
a Warrior makes for an invaluable Acolyte, even though he can
rarely guarantee anyone’s survival but his own.

THE ROLE OF THE W ARRIOR

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. A Warrior is the
hard edge of any combat encounter, using his skill and expertise
to put down his 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 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.

A Warrior is often a talented pilot, gunner, and driver, having
trained with 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 when driving an unfamiliar vehicle, 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. A veteran 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

W ARRIOR
SpeEcIAL RULES

A Warrior character gains the following benefits:

ROLE APTITUDES
Ballistic Skill, Defence, Offence, Strength, Weapon Skill

ROLE TALENT
Iron Jaw or Rapid Reload

RoLE BonNus

Expert at Violence: In addition to the normal uses of
Fate points (see page 293), after making a successful
attack test, but before determining hits, a Warrior character
may spend a Fate point to substitute his Weapon Skill (for
melee) or Ballistic Skill (for ranged) bonus for the
degrees of success scored on the attack test.

as well as homemade explosives. A fighter on a feral world might
only have access to primitive weapons, but the principles of
violence are universal and he is just as lethal in combat.

Having faced many a foe eye to eye, a Warrior also can make
for a keen judge of character and demeanour. He is the one who
can detect subterfuge through shifting gazes or twitching trigger
fingers, and determine whether an enemy is about to back down
or stand resolute. A Warrior exists 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 for an Assassin,
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.

W ARRIOR 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
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cunning and guile, coming as they do from societies where the
weak are crushed and the strong survive. Even when Warriors
gain access to advanced technology such as powered weapons
and modern armour, they usually retain some weapon of their
home world, a blood-spattered axe or gore-stained club that always
remains their 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 hab tunnels can teach. Forge world
Wartiors 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.

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 the possible threat. Karn barely survived, and swore
vengeance. In his search, he fell upon a group of offworld 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.

W ARRIOR SAMPLE PATHS

Bringing war to the terrors that walk in the dark and cutting
down enemies in droves is not merely this character’s sacred
duty, but his privilege. This character finds his purpose when
wielding steel and fire, and so he strengthens his arm and his
soul to kill the things that others dare not even imagine. With
this path, a player can build a Warrior who has taken the
first steps to becoming a deadly melee combatant capable of
standing toe-to-toe with powerful foes and casting them down
in the Emperor’s name.

RECOMMENDED ADVANCES:

Characteristics: Weapon Skill, Strength, Willpower

Skills: Athletics, Dodge, Parry, Interrogation

Talents: Blademaster, Counter-Attack, Crushing Blow, Deny
the Witch, Inescapable Attack, Iron Jaw, Sound Constitution,
Swift Attack, True Grit, Weapon Training (Low Tech)

Virtually anything can be used as a weapon. In this
character’s eyes, those who find themselves unarmed are
simply lacking in the brutal creativity at which he personally
excels. Whether fixing a bayonet to a gun he rebuilt himself or
cobbling together a crude explosive, this character wields his
ingenuity as a blunt instrument of violence. For Warriors on
this path, the question is never whether or not violence is the
solution. Instead, it is how he can find or create the best tool
to complete his savage task.

RECOMMENDED ADVANCES:

Characteristics: Weapon Skill, Ballistic Skill, Intelligence
Skills: Dodge, Operate (Surface), Tech-Use, Trade (Armourer,
Technomat)

Talents: Armour-Monger, Double-Team, Mighty Shot,
Nowhere to Hide, Quick Draw, Technical Knock, Weapon-
Tech, Weapon Training (Pick One Ranged)
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STAGE 4: SPEND
EXPERIENCE POINTS,
Eouip ACOLYTE

“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 characteristics, home world, background,

and role define the core of who that character 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 skills, purchase new talents, and gain access to
character-altering elite advances.

When a character earns experience points, they are added to
his total. The player 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 1000 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. If all players concur, this value can be adjusted upwards
for more advanced play with higher-powered Acolytes, or lowered
to represent less skilled Acolytes perhaps newly recruited by a
novice Inquisitor.
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APTITUDES

Those who serve an Inquisitor in the defence of Mankind come
from a wide range of planets, organisations, and mental outlooks.
This means each Acolyte typically can pick up some areas of
expertise more easily than others, or might struggle to achieve
what another Acolyte seems to intuitively understand.

Dark HEresy uses these various propensities as aptitudes
during character creation. These represent tasks or abilities for
which a character has a natural affinity, and can learn with greater
ease than others. Characteristic, skill, and talent advances in the
game have aptitudes linked to them, usually two (though especially
rare abilities might have only one). Those advances sharing a
character’s aptitudes are easier for that character to learn, and thus
cost fewer experience points to purchase. If a character shares one
aptitude with an advance, he gains a small discount to purchasing
it, and if he shares two aptitudes with the advance he gains a large
discount. Players can still purchase advances for which they have
no shared aptitudes, but these are typically very expensive.

Note that if during creation a character gains the same
aptitude from different sources, he does not gain it twice. He
instead chooses and gains a Characteristic-based aptitude that he
does not already have.

(GENERAL

Those skills and talents with the General aptitude represent
advances that are simple to learn, regardless of the background
or aptitude of the character gaining them. To represent this, all
characters in DArRk HERESY have the General aptitude.

CHARACTERISTIC-BASED APTITUDES

There are nine aptitudes that share a name with nine characteristics
each character possesses: Weapon Skill, Ballistic Skill, Strength,
Toughness, Agility, Intelligence, Perception, Willpower, and
Fellowship. These represent the character’s ability to learn and
improve the matching characteristic, as well as all the skills and
talents related to it. Note that Influence is not a characteristic-based
aptitude, as players cannot purchase advances in that characteristic.

OFFENCE

Characters with the Offence aptitude are those who prefer an all-out
assault of brute force over a more careful, strategic approach. These
Acolytes often charge into melee in a blood-crazed frenzy, or favour
unloading overwhelming amounts of firepower into their foes.

FINESSE

While skills and talents with the Offence aptitude focus on sheer,
brute force, those with the Finesse aptitude rely instead on precise
skill and careful planning. Acolytes with the Finesse aptitude can
become expert at effectively firing long-range weapons, or wielding
exotic weapons with deadly results in personal combat.

DEFENCE

Acolytes with this aptitude quickly learn how to keep themselves
alive amongst the deadly chaos of combat that often surrounds
them. Whether through skilful deterrence or dogged toughness,
they weather the battlefields and violent underhives of the 41+
Millennium while others fall around them.

PSYKER

Only those with the rare ability to wield psychic powers gain
the Psyker aptitude, representing their affinity with the terrible
powers of the Warp. It also indicates abilities to sense the unnatural
energies that signal Warp denizens or the use of psychic powers.

TECH

Very few dare tamper with the mysteries of the Dark Age of
Technology, and fewer still excel at it. Those characters with
the Tech aptitude might not understand the inner workings of
machines, but they can easily learn to commune with the machine
spirit, and seem to get results where others gain only frustration.

KNOWLEDGE

Amongst the countless worlds and labyrinthine organisations of
the Imperium, there is more information than could be amassed in
a million lifetimes. While the majority of citizens in the Imperium
remain ignorant of the grand and mysterious workings of the
Imperium, Acolytes with the Knowledge aptitude find it simple to
acquire this information.

LEADERSHIP

There are untold billions of humans within the Imperium, but
without guidance they are but bleating sheep or unruly children.
Commanding them effectively is essential to defending Mankind,
and Acolytes with this aptitude can turn cowering citizens into a
vengeful force ready to storm a heretical shrine or defend against

xenos raiders.

FIELDCRAFT

Staying alive in the inhospitable environments across the Imperium
can be as difficult as surviving an actual battle. Acolytes with the
Fieldcraft aptitude easily adjust to, and thrive on, myriad settings,
from oppressive jungles to bleak deserts.

SociAL

Social situations can be just as deadly as any fire-fight to those
unfamiliar or unskilled with verbal combat. Those with this aptitude
easily learn how to best use honeyed words or harsh intimidation
to get their way with self-important priests, well-connected Rogue
Traders, and others requiring more subtle means of persuasion.
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Table 2-2: Characteristic Advances

MATCHING APTITUDES  SIMPLE INTERMEDIATE  TRAINED PROFICIENT EXPERT
Two 100 xp 250 xp 500 xp 750 xp 1250 xp
One 250 xp 500 xp 750 xp 1,000 xp 1.500 xp
Zero 500 xp 750 xp 1,000 xp 1.500 xp 2,500 xp
CHARACTERISTIC ADVANCES
Table 2-3: Characteristic Aptitudes
A characteristic advanFe represents a natural improvement to a e e Y ——
character’s body or mind. When a player purchases an advance , ,
S .. Weapon Skill Weapon Skill ~ Offence
in a characteristic, he adds +5 to that characteristic permanently. T AT -
. R . Ballistic Skill Ballistic Skill ~ Finesse
Characteristic advances are divided into five progression levels:
* Simple: A small fulfilment of the character’s potential. Strength Strength Offence
¢ Intermediate: A significant and noticeable improvement of To‘_’g.hncss To?g.hncss D'Cfcncc
the character’s capabilities. Agility Agility Finesse
* Trained: A measure of the character’s improvement beyond Intelligence Intelligence Knowledge
most around him. Perception Perception Fieldcraft
* Proficient: Active, focused effort upon improving the Willpower Willpower Psyker
character’s prowess. Fellowship Fellowship Social
» Expert: The limit of a character’s natural abilities

As players set about increasing their characters’ characteristics,
they must progress through each of the progression levels in turn.
This begins with Simple and ends at Expert, using the prices in
Table 2-2: Characteristic Advances above.

As shown in Table 2-2: Characteristic Advances, if
the character has one matching aptitude, then the first +5 to
his characteristic costs 250 xp; the next +5 advancement (the
Intermediate progression level) costs 500 xp, and so on. Table 2-3:
Characteristic Aptitudes lists the nine characteristics that players
can actively seek to improve through spending experience, and the
aptitudes associated with each. Advancing Agility, for example, has
the Agility and Finesse aptitudes linked with it.

The costs for characteristic advances are cumulative. For
instance, a player could not simply pay 500 xp for a +10 increase
for a characteristic he has one aptitude matched with. Instead, the
player is required to buy the Simple advance for 250 xp first, and
then pay the 500 xp for the Intermediate advance.

SKILL ADVANCES

Player Characters learn new skills or improve existing skills by
selecting skill advances. The xp cost of skill advances depends on
how many aptitudes the character has in common with that skill.
These advances are divided into four ranks of progression levels,
which are as follows:

* Known (rank 1): The character can use the skill without the
-20 penalty for untrained skills.

* Trained (rank 2): The character receives +10 on all skill tests
when using this skill.

* Experienced (rank 3): The character receives a +20 bonus
on all skill tests when using this skill. This bonus replaces the
bonus for being Trained.

* Veteran (rank 4): The character receives a +30 bonus to all
skill tests when using this skill. This bonus replaces the bonus
for being Experienced in this skill.

When improving a skill, a character must progress through
each of the levels in turn, starting with Known and ending with
Veteran. So, for example, players cannot choose to pay for the
Trained skill advance for their character without first purchasing
the Known skill advance. Note that characters might have received
the Known or Trained skill advance already through character
creation. Table 2—4: Skill Advances below indicates the price of
skill advances, based on both the progression level and number of
matching aptitudes.

Table 2-5: Skill Aptitudes on page 81 lists the skills in
DArk HEeresy, along with the aptitudes linked to each. Refer to
Chapter III: Skills for more information on selecting skills and
skill descriptions.

Table 2—4: Skill Advances

MATCHING APTITUDES KNowN TRAINED EXPERIENCED VETERAN
Two 100 xp 200 xp 300 xp 400 xp
One 200 xp 400 xp 600 xp 800 xp
Zero 300 xp 600 xp 900 xp 1.200 xp
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Table 2-5: Skill Aptitudes

SKILL ApTiTUDE 1 ~ APTITUDE 2 PAGE
Acrobatics Agility General 98
Athletics Strength General 99
Awareness Perception Fieldcraft 100
Charm Fellowship Social 100
Command Fellowship Leadership 101
Commerce Intelligence Knowledge 102
Common Loref  Intelligence Knowledge 102
Deceive Fellowship Social 103
Dodge Agility Defence 104
Forbidden LoreT  Intelligence Knowledge 104
Inquiry Fellowship Social 105
Interrogation Willpower Social 105
Intimidate Strength Social 106
Linguistics® Intelligence General 106
Logic Intelligence Knowledge 107
Medicae Intelligence Fieldcraft 108
Navigate® Intelligence Fieldcraft 110
Operate® Agility Fieldcraft 110
Parry Weapon Skill ~ Defence 112
Psyniscience Perception Psyker 112
Scholastic Loret  Intelligence Knowledge 113
Scrutiny Perception General 114
Security Intelligence Tech 115
Sleight of Hand ~ Agility Knowledge 115
Stealth Agility Fieldcraft 115
Survival Perception Fieldcraft 116
Tech-Use Intelligence Tech 117
Tradet Intelligence General 118
FIndicates Specialist skill

TALENT PURCHASES

Talents are enhancements that permit a character to use his natural
abilities in new fashions. These can provide a situational bonus to
the use of a skill or characteristic, or provide specific and unusual
ways for a character to take advantage of his equipment. See
Chapter IV: Talents and Traits for detailed descriptions of the
many talents available in the DArk HErgsy Core Rulebook.

As with characteristics and skills, talents have aptitudes
associated with them (usually two, but some might have only one),
and are discounted based on how many a character shares. Talents
are also divided into three tiers, representing their relative power
levels and the amount of xp needed to purchase them.

Talents also often have prerequisites that must be met before
they can be purchased, no matter what tier they belong to. For this
reason, players in Dark HERrEsy can find themselves needing to
purchase lower tier talents before they can purchase the talent that
they want. See Table 2-6: Talent Advances for information on the
experience cost of talents.

SPECIALIST TALENTS

Some talents are designated Specialist talents. These talents can be
selected more than once, with a different speciality each time. Refer
to page 120 for more information on Specialist talents.

TAKING TALENTS MULTIPLE TIMES

Some talents can be taken multiple times, which is noted in the
talent’s description. There are only a few of these talents; the
most prominent is Sound Constitution, which increases a Player
Character’s wounds each time it is taken. When taking these talents
multiple times, the player simply pays the experience cost each
time. It should be noted, however, that some talents that can be
taken multiple times have a hard limit, indicating the maximum
number of times they can be purchased.

ELITE ADVANCES

Elite advances are specialised advances that set a character apart
significantly. Many elite advances can only be acquired under
special circumstances, 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 86.

Eouirp ACOLYTE

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. These represent other accessories the Acolyte
brought with him, and help define his favoured combat methods
and idiosyncrasies. An Acolyte can make a number of selections up
to his starting Influence bonus value from Chapter V: Armoury,
each of which can have an Availability of Scarce (-10) or better.
For example, a character with an Influence of 37 could make up
to 3 acquisitions. Note that all weapons acquired during character
creation (and in regular game play onwards) come with two clips
of standard ammunition.

During regular game play, Acolytes use the normal Requisition
system for acquiring additional weapons, gear, armour, and other
items from the Armoury as per page 142.

Table 2-6: Talent Advances

MATCHING APTITUDES Tier ONE
Two 200 xp
One 300 xp
Zero 600 xp

Tier Two Tier THREE
300 xp 400 xp

450 xp 600 xp

900 xp 1,200 xp
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STAGE 5: 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 Awrille, from private memoirs Recollections of Service

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

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 samples provided. 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 war-torn worlds of the 41% 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

Table 2-7: Male Names

pl00 RoLL  PRIMITIVE Low GotHIC
01-05 Arz Aaz
0610 Barik Canto
11-15 Carm Darrial
1620 Farn Enoch
21-25 Garak Festus
2630 Horst Gaius
31-35 Imk Harlon
36—40 Jart Irlven
41-45 Kulem Jaspar
4650 Lar] Killian
S1-55 Mok Lazarus
56—60 Narl Mordicai
61-65 Oort Nicodemus
6670 Pak Quinten
71-75 Ragaa Rhaban
7680 Salc Silvanto
81-85 Tarl Titus
86—-90 Volc Uriah
91-95 Yarl Xerxes
96—99 Zel Zariel
100 Roll on Table 2-8: Female Names

Hicn GorHIC ARCHAIC INFORMAL
Azararch Alaric Able
Baranoth Barbosa Bones
Castess Caradoc Cutter
Davrus Draco Dakka
Erioch Eizen Dokk
Galliach Ferris Ergs
Harthos Grendal Fanz
Icharus Harlocke Flair
Karpath Jenquin Garrit
Lothos Karlos Hons
Marius Lemant Ills
Noctine Magnus Jaq
Octavius Naveen Lax
Partheos Oscarl Meng
Quellus Perrin Nast
Ramalies Romulus Reddin
Severan Sabanth Scab
Tyruss Urial Shiv
Ventium Wolfe Trangq
Zarath Zarkov Wurm
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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 DArRK 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.

The Fantasy Flight Games website (www.fantasyflightgames.
com) has additional support for players who prefer chance to guide
their character’s personalisation, with tables providing appearance
details such as build and age, odd physical aspects, personality
quirks, mementos from home worlds and backgrounds, and other
features. Players can use results from these tables, or simply select
things from them to assist in bringing their character to life.

NAME

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 2-7: Male Names or Table 2-8: Female Names,
or they can simply choose a name, mixing and matching options
until they find something that they feel fits their character.

TyPES OF NAMES

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

Informal: These 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.

Table 2-8: Female Names

pl00 RoLL  PRIMITIVE Low GotHIC
01—05 Arda Acadi
0610 Cil Balida
11-15 Dara Cassa
1620 Elphet Darial
21-25 Frakka Frennine
2630 Garma Galatia
31-35 Halli Hannette
36—40 Ing Jinzia
41-45 Julla Karroleen
4650 Kelle Liri
S1-55 Merra Magdala
56—60 Nimm Narcia
61-65 Nulla Pennette
66—70 Paz Quineel
71-75 Russa Rhia
7680 Sulle Sesselie
81-85 Thima Thesse
86—90 Vas Uri
91-95 Yanne Xandra
9699 Zanna Zadori
100 Roll on Table 2-7: Male Names

Hica GorHIC 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
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TwisT OF DESTINY

Beyond the choices that have led a character into service for 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 2-9: Divinations below,
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. A
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 seek 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.

Table 2-9: Divinations

pl00 RoLL  PROPHECY ErreCT
Mutation without,

01
corruption within.

02—05 Trust in your fear. (scc 20c 288).
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
1417 allies and the bane

of your cnemies.

18-21 The wise learn from
the deaths of others.

Kill the alien before

is worth dying for.

Roll once on Table 8-15: Malignancies (scc page 290) and apply the result.

Increase this character’s Perception by 5, He also gains the Phobia Mental Disorder

This character gains the Jaded 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 Critical damage each session, roll 1d10. On a result of 10, he does not suffer
any Critical Effects, though the damage still counts as Critical damage.

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 points each session, he gains that amount plus | instead.
Reduce this character’s Intelligence characteristic by 3. The first time he would
gain | or more Corruption points cach session, he reduces that amount by 1 (to a

Increase this character’s Fellowship or Strength characteristic by 3. Reduce his
Toughness or Willpower characteristic by 3.
When gaining Mental Disorders (sce page 287). the character may choose to gain a

new Disorder instead of increasing the severity of an existing Disorder.

2-25 it can speak its lies.

2629 Truth is subjective.

30-33 Thought begets Heresy.

minimum of 0) instead.
3438 Heresy begets Retribution.
A mind without purpose
3943 wanders in dark places.
4449 lf a job is worth doing, it

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

WHAT DOES THE INQUISITOR
MEAN TO THE CHARACTER?

Does he view him as someone he must follow without hesitation,
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 on 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.

Table 2-9: Divinations (Continued)
pl00 RoLL PROPHECY EFrECT
5054 Dark dreams lie
upon the heart.
55_59 Violemje solves
everything.
6063 Isn;)rancc is‘ a
wisdom of its own. of 0) instead.
Only the insane
64—67 have strength
enough to prosper.
68_71 A suspicious mind
is a healthy mind.
7275 Suffcring is 'an
um‘e[entmg instructor.
The only true Sfear is
7679 dying without your
duty done.
8083 Only in death does
duty end.
84-87 Innocence is
an illusion.
88-91 To war is human.
There is no
92-95 substitute for zeal.
Even one who has nothing
Be= can still offer his life.
100 Do not ask why you serve.
Only ask how.

Whenever this character would roll on Table 8-15: Malignancies (sec page 290). he

may instead select any one result and gain that Malignancy.

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 points each session, he reduces that amount by 1 (to 2 minimum

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

Increase this character’s Perception characteristic by 2. Additionally, he may re-roll
Awareness tests to avoid being Surprised.

Reduce this character’s Toughness characteristic by 3. The first time that this
character suffers any damage 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 | (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 Dodge skill as a Known skill (rank 1). If he already possesses
this skill, increase his Agility characteristic by 2 instead.

This character gains the Clues from the Crowds 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.
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ESTABLISHING THE W ARBAND 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 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 its 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
they have gathered to fight heresy together. For new players,
especially those new to the Warhammer 40000 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.

The players should also establish if their warband
has a location they make home, or one where they
recuperate between assignments. This might be a
remote settlement outside a hive city, a familiar

ELITE ADVANCES

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

-Ollise Kwill, nascent psyker

P/ 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.

UsING 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, or an ability that emerged due to some sort of

set of habs on a nondescript world, or even their Inquisitor’s
own voidship 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.

Unless one (or more) of the players is an Inquisitor,
they should also create their Inquisitor, who functions as the
GMs 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 personality and quirks can greatly enliven play. He
might be overly haughty, contacting the Acolytes via dead
drops and refusing any actual contact with his minions. He
might be secretive, never offering 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.

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 gains the Psyker
elite advance. A role defines 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 them.
Not every character gains access to elite advances, and not
every character needs to. Most represent a thematic difference in the
characters that possess them, and rarely give a large bonus. Each
comprises 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 an elite advance is the effect it has on
the nature of a character. An elite advance represents 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 its
narrative component, and guidance on how the specific advance
affects the character. In the end, however, it is up to the player to
propetly 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.
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INSTANT CHANGES

FRrREE ELITE ADVANCES

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 meet or exceed the minimum requirements for
indicated characteristic values, skill training, or other designated
qualities 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, the
warband, 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 characters.
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
propetly integrate it into a campaign. Each
advance has a varying level of restriction outlined.

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 HEREsY
most commonly seek out, but also fear: Inquisitor, Psyker, and
Untouchable. To become an Inquisitor might be the ultimate path
for an Acolyte, 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 along any of these paths can bring greater
attention from the Imperium and its enemies alike, and is sure to
take his adventures into areas undreamed of when he first started his
service to the Emperor.
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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 repercussions 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 41% 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 clasping together of their
arms before the new Inquisitor departs. The only constants are the
truths they share, the power they wield, and the burdens they carry
knowing that if they falter, Mankind is doomed.

INQUISITOR TALENTS

The following talents are available only to characters with the
Inquisitor elite advance, and are purchased in the same manner as

other talents (see page 81).

CoMPLETE CONTROL

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

Tier: 2

Prerequisite: Perception 45

Aptitudes: Intelligence, Social

Effect: The character may spend a Fate point to increase or
decrease his warband’s Subtlety value by 1d10 + his Willpower
bonus at any time.

INQUISITOR
SpPECIAL RULES

The Inquisitor elite advance has the following rules:

ExPERIENCE COST
1,000 xp

PREREQUISITES

* Influence: 75

* Emperor’s Blessing: A character elevates to this
rank through the decree of an existing Inquisitor or
some other suitably momentous occasion. Only an
exceptional individual, who has performed mighty
deeds and displayed sufficient courage, might be gifted
such power and authority; it is not something that is
offered lightly. See Becoming an Inquisitor on this
page for more information on this unique event.

* GM Guidance: This advance should only be considered
for a character not only of high Influence but who has
also displayed through his actions that he is 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 the GM
should carefully consider whether having an Inquisitor
PC fits with the campaign he wants to run. Complete
guidance on including an Inquisitor in a campaign can
be found in Chapter XI: The Game Master.

INSTANT CHANGES

Gains the Peer (Inquisition) talent, the Forbidden
Lore (Pick One) skill, and the Leadership Aptitude.

UNLOCKED ADVANCES

An Inquisitor character gains access to a special set of talents.
These talents are available only to an Inquisitor character,
and are purchased with experience in the same
manner as regular talents are purchased.

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.

Tier: 3

Prerequisites: Inspired Intuition, Shield of Contempt, Strength
through Conviction

Aptitudes: Knowledge, Willpower

Effect: When this talent is acquired, the character immediately
increases his Fate threshold by one.

INSPIRED INTUITION

Having investigated all manner 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.
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Tier: 2

Prerequisite: Intelligence 50

Aptitudes: Perception, Social

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

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.

Tier: 2

Prerequisite: Intelligence 45

Aptitudes: Knowledge

Effect: When this talent is acquired, the character gains all unknown
non-Specialist skills as Known skills (rank 1).

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.

Tier: 3

Prerequisites: Intelligence 55, Jack of all Trades

Aptitudes: Knowledge

Effect: When this talent is acquired, the character immediately
advances all Known skills (rank 1) to Trained (rank 2).

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.

Tier: 1

Prerequisite: Willpower 40

Aptitudes: Fellowship, Leadership

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

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
prepared and strengthened, the Inquisitor stands ready to repel the
taint of Chaos.

Tier: 2

Prerequisite: Willpower 50

Aptitudes: Defence, Toughness

Effect: Whenever this character would gain any amount of
Corruption points, he may spend a Fate point to gain 0 instead

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.
Tier: 2
Prerequisite: Willpower 50
Aptitudes: Defence, Willpower
Effect: Whenever this character would gain any amount of
Insanity points, he may spend a Fate point to gain 0 instead.

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.
Tier: 3
Prerequisites: Fated, Intelligence 50, Perception
50, Willpower 55
Aptitudes: Knowledge, Willpower
Effect: Before rolling the dl00 when
making a test, the character may spend
one Fate point to count as having rolled
a result of 01 on that roll.
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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; those found are 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 psykers 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 psykers, 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 such
a one out knowing (or even themselves not knowing) psychic
abilities are present.

BECOMING A PSYKER

Some psykers are born amidst clouds of eldritch energies, their
inhuman pedigree apparent to all. Others might not manifest their
powers 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.

Learning of their own 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 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.

PSYKER
SpeEcIAL RULES

The Psyker elite advance has the following rules:

ExPERIENCE COST
300 xp

PREREQUISITES

Willpower: 40

A Void in the Warp: Characters with the Untouchable
elite advance cannot gain the Psyker elite advance.
Rogue Psyker: Characters without the Adeptus Astra
Telepathica background who gain the Psyker elite
advance are not sanctioned. They do not gain the
Sanctioned trait (see page 138) and count as rogue
psykers (see the sidebar on page 91).

GM Guidance: Psykers are rare, but many 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

Gains the Psyker trait, the Psyker aptitude, and a psy
rating of 1.

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

If the character does not have the Sanctioned trait, he
immediately gains 1d10+3 Corruption points (see page
289) as his mind abruptly opens to the Warp.

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.

A character with the Psyker elite advance can also

purchase psy rating advances to increase his psy rating.
When a character purchases an advance in his psy rating,
he increases his psy rating by 1. To do this, the character
spends an amount of experience equal to 200 multiplied
by his new psy rating value. For example, to increase a

character’s psy rating from 2 to 3 would cost 600
xp (3 x 200).
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ROGUE PSYKERS

Human psykers are collected by 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 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 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 atop a
fiery pyre or as a Daemon’s plaything, but some become
mighty forces for damnation or salvation.

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 might 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 destined for a
purpose far greater than the shunned existence he once lead.

UNTOUCHABLE
SpeciAL RULES

The Untouchable elite advance has the following rules:

ExXPERIENCE COST
300 xp

PREREQUISITES

* A Beacon in the Warp: 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 due to the
effect they have on all living beings that get 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 no more than 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 Game Masters should
be careful to not allow their players to create a hostile
play environment.

INSTANT CHANGES

* Can no longer gain the Psyker trait for any reason.

* Gains the Resistance (Psychic Powers) talent.

* Fellowship characteristic always counts as one-half
(rounding up) its value for tests or other game usage.
When interacting with anyone who has a psy rating
or the Psyniscience skill, the Fellowship characteristic
counts as 1.

¢ Can never gain nor benefit from the positive effects of
Psychic Powers or any other related unnatural talents,
traits, or abilities that call on the Warp for power.

* Automatically ignores any effects resulting from Psychic
Phenomena (see page 195), and gains a +30 bonus on
any tests to resist effects from a Perils of the Warp result

(see page 197).
UNLOCKED ADVANCES

An Untouchable character gains access to a special set of
talents. These talents available only to an Untouchable
character, and are purchased with experience in the
same way as regular talents are purchased.
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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 8l).

BANE OF THE DAEMON

Those creations of the Ruinous Powers that rely on constant
bloodshed or emotional damage to sustain their essences away
from the Immaterium’s embrace find themselves weakened when
near the Untouchable. Only the strongest of these creatures can
maintain themselves, lest they be hurled back to the Warp to face
the wrath of their unholy masters.

Tier: 2

Prerequisite: Willpower 40

Aptitudes: Defence, Willpower

Effect: Creatures with the Warp Instability trait within WPB metres
of the Untouchable suffer a penalty on their Willpower test to
remain in realspace equal to five times the Untouchable’s WPB.

DAEMONIC ANATHEMA

The Untouchable’s control over his soulless condition has grown
to the extent that even the denizens of the Warp rightly fear
his presence. Those Daemons who dare enter reality near him
find themselves weakened and more easily banished back to the
unnatural realm of the Immaterium.

Tier: 3

Prerequisites: Warp Anathema, Willpower 55

Aptitudes: Willpower

Effect: All creatures with the Daemonic trait within WPB metres of
the character do not gain any benefits from that trait.

NuLL FIELD

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

Tier: 3

Prerequisites: Psychic Null, Willpower 50

Aptitudes: Willpower

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

PsycHic NuLL

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

Tier: 2

Prerequisite: Willpower 40

Aptitudes: Defence, Willpower

Effect: The character gains the Deny the Witch talent. He also
gains a +20 bonus when making Evasion tests against psychic
attacks and when making Opposed tests to resist psychic powers.
This talent stacks with Resistance (Psychic Powers) and can be
purchased multiple times; each time a character purchases it,
increase the bonus it grants by +5.

SOULLESS AURA

Many feel the Untouchable’s unnatural essence
as a subconscious irritation. Those unused to this
often find their emotional stability irritated to
distraction from his mere presence.

Tier: 1

Prerequisite: Willpower 30

Aptitudes: Finesse, Willpower

Effect: Enemy characters within

WPB metres of the Untouchable

suffer a -10 penalty to all Charm

and Deceive tests.

WARP ANATHEMA

Some Untouchables darken the

Immaterium so strongly that

psykers reel from them in

pain. Those who draw their

powers from the Warp

can even be reduced to

normal mortals, cut

off from access to

the Sea of Souls by

a being without a soul.

Tier: 3

Prerequisites: Warp Disruption,

Willpower 55

Aptitudes: Intelligence, Willpower

Effect: Characters affected by Warp Disruption reduce their psy
rating by 2, instead of the normal amount. This talent can be
purchased multiple times; each time a character purchases it the
reduction in psy rating increases by 1. If purchased 3 times, for
example, the reduction would be 4.

W ARP BANE

The abyss where the Untouchable’s soul should 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.

Tier: 3

Prerequisites: Warp Disruption, Willpower 55

Aptitudes: Willpower

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.

W ARP 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.

Tier: 2

Prerequisite: Willpower 45

Aptitudes: Perception, Willpower

Effect: All characters with a psy rating within WPB metres of
the character reduce their base psy rating by 1 while they remain
within range. Characters reduced to a psy rating of 0 cannot use
any psychic powers.
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ExAMPLE CHARACTER SHEET

The Character Sheet (see page 444) is a player’s most important Here are some tips for its upkeep:

possession as it clearly details everything about his Acolyte. Players * Make a back-up: Every few gaming sessions, make a

should strive to keep this up to date, as they will be using it often photocopy of the character sheet, or copy the information

during games. onto a new sheet. The Fantasy Flight Games website
One side of the sheet details the Acolyte’s personal information, (fantasyflightgames.com) has downloadable PDF versions

Characteristics, Skills, Talents, and other information about the which can be digitally edited as well.

character including Insanity, Corruption, and their effects. The ¢ Share with the Game Master: Let the GM see the sheet from

reverse is more combat oriented, and details any weapons, gear, time to time, and ideally provide him a copy each time it is

psychic powers, and personal armour and defence. This side is updated. He is tracking all of the Acolytes with his own GM

useful for tracking damage and Fatigue. Sheet, and using PC Sheet information during adventures.
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CHAPTER I1I:
SKILLS

kills are the basis for an Acolyte’s capabilities and the

ways in which he can interact with the Warhammer 40000

universe. They form an integral part of all characters in
measuring their ability and competence at tasks, and allowing them
unique options during game play. More often than not, when
the Game Master asks a player to complete a task or overcome
a challenge, the player’s character will need to pass a skill test to
determine the outcome.

Skills indicate abilities that an Acolyte has learned either
through his education or through the more practical applications
that are part of service to the Inquisition. Characters in DARK
Heresy automatically begin the game with a number of skills as
part of their origin. Players can 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.

For some characters, the skills they possess 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 from his origin as he explores new fields of expertise.
Characters can be effective pursuing either path, but both are
dependent upon players identifying the most opportune ways and
times to exploit the skills that their characters have developed.

UsSING 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 21): the
player 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.



UNTRAINED SKILL USE

It is unlikely that a character will be trained in the use of every skill,
instead focusing on the mastery of a few and a general knowledge
of a handful of others. A character can, however, still use skills in
which he has no training when needs must, such as attempting to
hide from a slavering group of mutants or frantically deciphering
the coded messages in an ancient tome. In these instances, the
character makes a skill test as normal but suffers a —20 penalty in
addition to any other modifiers.

The only exceptions to this rule are Specialist skills (see below)
which require a level of ability that simply cannot be attempted by
the untrained. These could include knowledge of ancient rites of
the Adeptus Mechanicus, commanding a Mars Class Cruiser, or
speaking fluently with an Eldar Corsair in its own xenos language.
Specialist skills are indicated as such both in Table 3-3: Skill List
on page 99 and the individual skill descriptions.

SpreciAL USES

Several skill entries have subsections that detail a specific, focused
use outside their usual employment. These sections spotlight
particularly creative or interesting uses of the skill, allowing for
greater variety of applications. Special uses and their effects can be
found at the end of each relevant skill description.

SPECIALIST SKILLS

Some skills are not just one skill but many, representing a
specialisation within the skill itself. These are known as Specialist
skills, and whenever a character learns a Specialist skill, he must
choose a particular specialisation within it. Specialisations represent
such things as specific knowledge of places, people, and events;
the ability to control, drive, or pilot particular types of vehicles
and equipment; the ability to read and understand maps, as
well as the ability to plot a course across a world or the stars
themselves; and the ability to speak, read, or understand one of
the countless languages, codes, or glyphs used by the races of the
41* Millennium.

A character can take a Specialist skill more than once, taking
a new speciality each time he takes the skill. If he takes a Specialist
skill more than once (each with its own speciality), then these are
treated as separate skills and must be advanced in rank individually.

A list of the individual specialities within each Specialist skill
can be found within the individual skill descriptions

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 clear a weapon jam 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 page 215.

Each skill entry includes guidance on the average amount
of time that skill usually takes to perform. These values are either
measured in actions (in the case of skills that can be performed
during a round of structured time), or minutes/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 fixed. 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 Inquiry to
research vital information might decide, for example, he will
keep examining data until he finally finds the vital clue necessary
to answer a crucial question. In such a situation the GM could
determine how long this might take based on a single roll, with the
character’s only cost the narrative time and effort involved, rather
than have the player make a series of rolls until he is successful.

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.

Some tasks can only be attempted once, and there is no second
chance. A character attempting to leap a chasm could face serious
damage or even death on a failed Athletics test. If a character uses
Operate to land an Arvus lighter and rolls poorly, the craft might
crash into the docking bay, destroying the ship and its crew.

Where appropriate, a skill entry lists whether it can be attempted
more than once, and gives suggestions for the consequences of
failure. GMs must be familiar with these options, but can temper
them given the particular circumstance of the attempt. 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.

SKILL DESCRIPTORS

Some skills fall into broad categories that use common rules. Skill
descriptors allow players to quickly identify the appropriate rules
section from Chapter I: Playing the Game for what kind of test is
needed and how it is resolved. These categories include: Combat,
Crafting, Interaction, Investigation, and Movement.

COMBAT SKILLS

Skills with this descriptor are used in the heat of battle. They are
often made in reaction to an enemy’s blows, with a basic skill test
and the resulting degrees of success or failure determining how
well the user acquitted himself in the attempt.

CRAFTING SKILLS

Skills with the Crafting descriptor allow Acolytes to fashion things
from parts or raw materials. These can vary from exotic drugs and
custom weapons to disturbing works of art and fiendish traps. The
GM sets up an appropriate Extended test for the task, and its resolution
follows the guidelines in the Crafting sidebar on page 97

CHaPTER III: SKILLS
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INTERACTION SKILLS

All skills with the Interaction descriptor involve interplay with
others. The difficulty of these skill tests depends on the individual’s
disposition towards the character, as defined by the GM in
accordance with the circumstances of the encounter. See page
277 of Chapter VIII: Narrative Tools for more information on
NPC disposition.

INTERACTION SKILLS AND CROWDS

It is possible for a veteran commander or masterful orator to
influence or control a number of people at the same time. When a
character uses a skill with the Interaction descriptor, he can (if he
chooses) affect a number of people up to ten times his Fellowship
bonus, provided they can all clearly hear and understand him. If
it is an Opposed test, then the character only makes one roll and
compares the result to a roll for the group of people (or its leader)
he is trying to affect to determine success.

INVESTIGATION SKILLS

Most of the skills with the Investigation descriptor allow characters
to collect information from various sources, and also require
Extended tests as Acolytes try to gather detailed intelligence on
their suspects or their mission. The GM sets up the proper time
period for the test, as it takes far longer to uncover the secret base of

a rival cult than it does to spot the location of an armoured column.

MOVEMENT SKILLS

Skills with the Movement descriptor all relate to a character’s
mobility, anything from daring leaps across chasms to climbing up
sheer cliffs. They involve the ability to move across, through, over,
or between elements of a character’s environment. Movement skills
are all adversely affected by reductions to the character’s mobility
(such as crippling injuries to limbs) or environmental factors as

detailed on page 229

GAINING SKILLS

As characters survive adventures and develop during game play,
they naturally become more competent, and the range of their
abilities grows and strengthens. A Player Character learns new
skills and improves existing ones, getting steadily better and gaining
access to new options during play and new ways of overcoming
challenges. Skills, like other kinds of advances, are gained during
character creation or bought during play by spending experience
points. The amount of experience points a skill costs depends
upon its rank and which aptitudes a character has, as detailed in
Chapter II: Character Creation.

SKkiILL RANKS

Simply knowing a skill is very different from having mastered
its use, and different characters can use different skills at varying
levels. To represent this, all of a character’s skills are ranked from
1-4, representing his level of ability. The benefits of having a skill
at a higher rank are detailed above on Table 3-1: Skill Ranks
below. Characters only use the highest bonus available to them;
for example, an Acolyte with Rank 3 in Intimidate gets +20 on all
tests with the skill, not +20 for Experienced and +10 for Trained.

ALTERNATE CHARACTERISTICS

Every skill has a base characteristic indicated in its description
which is used to test against when making a skill test. Most of the
time this is the one a character uses to determine success or failure.
In many circumstances when setting a skill test, though, another
characteristic could be more fitting. Some example situations could
include the following:

* An Acolyte wishing to Intimidate a spire prince into allowing
the warband passage across a treasured hive garden might use
Willpower rather than Strength for the test.

* A faltering cogitator’s delicate repair could call on Agility
rather than Intelligence for the Tech-Use test attempt.

* Crafting an elaborate forgery designed to deceive a senior
bureaucrat might take Intelligence rather than Fellowship in
order for it to fool experts and back up the deception.

In such cases, the GM is highly encouraged to use the
characteristic which best suits the situation; Table 3-3: Skill List
includes possible alternative characteristics as suggestions. The
decision to use them could substantially impact the character’s chance
of success, and must be made before the character attempts the test.

Table 3-1: Skill Ranks

RANK BENEFIT

I (Known) Use the skill \?Vithout t'hc -20
penalty for being untrained

2 (Trained) +10 on all tests with this skillf

3 (Experienced)  +20 on all tests with this skillf

4 (Veteran) +30 on all tests with this skillf

1t Characters only use the highest bonus
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CRAFTING

It is possible—with the right skills and materials—for a
character to create his own items: crafting basic gear and
equipment like spears or storm-cloaks, brewing up herbal
remedies and advanced drugs and medicines, or building
advanced weapons and works of art. To create an item, a
character needs three things: the right skill, materials, and time.

CRAFTING SKILLS

There are four different kinds of crafting skills, each one
covering the creation of different kinds of items.

Medicae: This skill allows a character to create all manner
of drugs and poisons as detailed on page 172 of Chapter
V: Armoury. With the GM’s permission, players can even
create new drugs and poisons based on the venom of slain
creatures or to mimic the effects of certain environments
(note that here a character always needs at least a small
sample of the original substance).

Survival: This skill allows a character to create any kind
of basic device or basic item such as clothing or foodstuffs.
Survival can be used to craft any item with the Primitive
special quality or any Low-tech Weapon (see Chapter V:
Armoury). With the GM’s permission, players can also create
any simple item with this skill, provided it can be fashioned
from unprocessed materials and lacks any complex moving
parts (ie., clothing, a cart, a hovel, etc.).

Tech-Use: This skill allows a character to create complex
or technical devices such as those commonly created within
the forges of Imperial worlds. With the GM’s permission, any
weapon, armout, explosive, or piece of tech can be created
using this skill. Unlike things made with Survival and Medicae,
however, many items created using this skill are fiendishly
complex, or their designs a closely guarded secret, and are
only available to characters with the right knowledge and
access to advanced workshops.

Trade: This skill allows a character to manufacture things,
from inspiring sculpture to mighty starships. What can be
created depends on the speciality (see page 118). Like items
made with Tech-Use, these often require advanced workshops
and specialised materials. Trade crafting often involves
fashioning new, unique items of personal design, and thus do
not always require detailed plans for the item. Major projects,
such as vehicles or huge statuary, should require large amounts
of time, with the GM altering the Time listings in Table 3-2:
Crafting Items from hours to days or even months and longer.

MATERIALS

When creating an item, a character must first have access to
the right materials. Whether these materials are on hand is up
to the GM, though common sense should play a part (ie., a
character on a feral world is going to have access to many basic
materials good for the Survival skill, but might have trouble
finding the parts needed to make an autogun). Once it has
been determined whether the materials are on hand,

the GM then decides if the character needs to

Table 3-2: Crafting Items

EXTENDED
TEST SUCCESSES

TyrE oF ITEM  TIME

MEDICAE ITEMS

Natura! Drugs 1dS hours 4
and Poisons

Synthetic Drugs  2d10

and Poisons hours

SURVIVAL ITEMS

Weapons 1d5 hours 5
Armour 1d10 hours 6
Gear 1dS hours 3
Weapons 1dS hours 8
Armour 1d10 hours 12
Gear 1d5 hours 8
Small Art,

Minor Projects ld5hours 4
Large Art,

Major Projects 1dl0 hours 12

TNote in the case of Tech-Use, characters cannot create
items they do not have access to designs for.

expend any resources acquiring them. As a general rule, when
creating items using the Tech-Use skill (or the Medicae skill
when creating advanced drugs, such as those not occurring
naturally), characters must always buy materials. Items crafted
with Survival, on the other hand, can other be made from
“found” materials, such as fashioning a bow when in a forest,
or making a spear from scrap metal in an underhive.

When acquiring materials for crafting, determine the
item’s Availability and then decrease it by one level (ie.,
Average items become Common, Common items become
Plentiful, etc.). The character then makes a Requisition test to
acquire the materials just as if he were acquiring an item. Once
he has the materials, he can then try to create the item.

TiME

Creating an item takes time and is always an Extended test
set by the GM. The length of the test and the time it takes
depends on the complexity of the item. While both these
factors are up to the GM, he can use Table 3-2: Crafting
Items as a guideline.

The Game Master can also modify Crafting tests
depending on factors such as the presence of assistants,
the workshop or lab available, the levels of funding or
materials available, and the quality of each.
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SKiILL DESCRIPTIONS

“That’s indeed a very pretty sword. Let’s see how well you can use it.”

—Vornas Crimson, Leader of the Red Walk

he following section provides in-depth descriptions of the
skills in DARK HERESY, their uses, and other information

such as how they are opposed (or used to oppose other
skills), nominal skill use durations, special skill uses, and test
modifiers based on example situations.

ACROBATICS (AGILITY)

Aptitudes: Agility, General

Skill Use: Full Action unless otherwise noted.

Acrobatics covers feats of agile movement, graceful motion, and
mastery of balance and form. With this skill, characters can leap
nimbly across gaping chasms, maintain their balance on a pitching
ship deck, or fall gracefully to the ground without snapping their
limbs. In combat, an accomplished acrobat can somersault, flip,

SpreciAL USEsS
FOR ACROBATICS

The following are special uses for the Acrobatics skill:

CONTORTIONIST

A character can use his Acrobatics skill to escape from bonds
or the grip of a foe by twisting and turning his body. As a
Full Action, a character may make an Acrobatics skill test to
free himself from bonds, such as rope, manacles, or the like.
This test can only be attempted once to escape restraints; if
the character fails to free himself the first time, then he is
simply too tightly bound and unable to contort his way free.
The GM can modify this test depending on the quality of the
bonds in this situation.

Characters may also use Acrobatics to escape from
a grapple (see page 221) by using their Acrobatics skill
instead of their Agility or Strength when grappling.

MANOEUVRING

In combat, a character capable of acrobatics can more
easily avoid foes or retreat from combat without harm. The
character may make a Disengage action (see page 220)
as a Half Action (rather than a Full Action) if he passes a
Challenging (+0) Acrobatics skill test.

JumpING

A well-trained acrobat excels at jumping, leaping, and
lessening the effect of falls by folding his body as he hits
the ground. When jumping or leaping (see page 222), a
character may use the Acrobatics skill in the place of Agility
and Strength tests. When determining Falling damage, a
character can make an Acrobatics skill test to reduce
the effective distance fallen by a number of metres
equal to his Agility bonus.

or cartwheel away from foes, twisting his body out of reach of his
enemy or slipping past foes in a blur of motion.

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.
Gladiators, survivalists, and dancers need 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.

The GM can call on a player to use the Acrobatics skill when:

* He must keep his balance or avoid falling in unstable ground.

* He wishes to jump down from a height and land well.

* He wants to move over or around a foe or obstacle in his path
without breaking his stride.

Acrosarics EXAMPLE M ODIFIERS

+30: Moving in an open environment with Earth-like gravity or
completely unarmoured.

+20: Moving through an open forest or tall grass field, or with
hands free of weapons or other objects.

+10: Moving in a low gravity environment, wearing armour only
on torso.

+0: Moving across rubble or debris, or in loose and shifting sand.

-10: Moving in obstructed terrain or in heavy armour.

—20: Moving in zero gravity or with both hands tied behind one’s back.
-30: Moving in an environment with gravity three times Terran standard,

SpreciAL USES
FOR ATHLETICS

The following are special uses for the Athletics skill:

ENDURANCE

Trained athletes are extremely fit and can push themselves
far beyond the ability of normal people. As a Free Action, a
character with the Athletics skill can make a Difficult (-10)
Athletics skill test whenever he suffers a level of Fatigue (see
page 233) as a result of running, swimming, or climbing
to ignore its effects. The character can continue to take tests
and ignore Fatigue gained in this way indefinitely; however,
as soon as he fails a test, he must rest for at least 4 hours and
cannot use his Athletics skill again during that time.

HEeFT

Athletes are also known for their strength and can lift great
weights for short periods of time. As a Free Action, a
character can make a Challenging (+0) Athletics skill test to
increase his carrying capability for a single encounter. For
every degree of success the character achieves, his Strength is
increased by 10 for the purposes of how much weight he can
carry, lift, or drag (see page 248), to a maximum modified
Strength of 100. Hefting can only be attempted once,
and if the character fails the test, he cannot try
again until the next encounter.
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Table 3-3: Skill List
ArTITUDE 1 APTITUDE 2 DESCRIPTORS ALTERNATE CHARACTERISTICS
Acrobatics Agility General Movement Strength
Athletics Strength General Movement Toughness
Awareness Perception Fieldcraft — Fellowship, Intelligence
Charm Fellowship Social Interaction, Investigation Influence
Command Fellowship Leadership Interaction Intelligence, Strength, Willpower
Commerce Intelligence Knowledge Interaction, Investigation Fellowship
Common Lore’ Intelligence General Interaction, Investigation Fellowship
Deceive Fellowship Social Interaction, Investigation Intelligence, Tech-Use
Dodge Agility Defence Combat, Movement —
Forbidden Lore! Intelligence Knowledge Interaction, Investigation Fellowship
Inquiry Fellowship Social Interaction, Investigation Intelligence, Perception
Interrogation Willpower Social Interaction, Investigation Fellowship
Intimidate Strength Social Interaction, Investigation Willpower
Linguistics Intelligence General - Fellowship
Logic Intelligence Knowledge Investigation Agility
Medicae Intelligence Fieldcraft Crafting Agility, Perception
Navigate! Intelligence Fieldcraft — Perception
Operate! Agility Fieldcraft — Intelligence
Parry Weapon Skill Defence Combat —
Psyniscience Perception Psyker — Willpower
Scholastic Loref Intelligence Knowledge Interaction, Investigation Fellowship
Scrutiny Perception General Interaction, Investigation Fellowship
Security Intelligence Tech — Agility
Sleight of Hand Agility Knowledge - Intelligence
Stealth Agility Fieldcraft Movement Perception
Survival Perception Fieldcraft Crafting, Movement Agility, Intelligence
Tech-Use Intelligence Tech Crafting, Investigation Agility
Tradef Intelligence General Crafting, Interaction Agility, Fellowship
TSpecialist skill

The GM can call on a player to use the Athletics skill when:
* He must swim across a body of water or try to stay afloat.
* He wishes to push himself beyond his limits and keep going
even when exhausted.
* He wants to climb a cliff or cross extremely rough ground.

ATHLETICS (STRENGTH)

Aptitudes: Strength, General

Skill Use: Full Action unless otherwise noted.

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 ATHLETICS E PLE MODIFIERS

surfaces, and lift heavy loads. It also allows a character to push
himself to greater levels of endurance and shrug off the effects of
fatigue when running, swimming, or climbing.

A character’s background might dispose him more towards
certain types of athletics. A GM can keep this in mind when
determining the difficulty of a test. For example, a character from a
desert world or could be required to make more difficult Athletics
tests to swim across a river than an Acolyte who grew up on an
aquatic agri-world would.

+30: Climbing a ladder in a hurry or staying afloat in very calm water.
+20: Climbing across a gantry or swimming in calm water.

+10: Climbing a hive or swimming with specialised aquatic gear.
+0: Climbing a rough rock wall, or swimming a long distance.

-10: Climbing a brick wall or swimming across a slow river.

=20: Climbing a ferrocrete wall without climbing aids or swimming

against a current.

-30: Climbing up a slick plasteel bulkhead or swimming rough
waters in a violent storm.
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SpeCIAL USE
FOR A WARENESS

The following is a special use for the Awareness skill:

Lip READING

Lip reading allows an Acolyte to effectively understand a
conversation even though he cannot hear it. The character
must have a clear view of the speaker’s mouth and understand
the language used by the target. The difficulty of this test is
modified 10 for every 10 metres of distance between the
character and the speaker. The GM can assign other penalties
for darkness, fog, or other factors affecting vision; magnoculars
or other vision enhancing devices can help offset this penalty
or provide a bonus. A successful Awareness skill test reveals
the general gist of the conversation, such as talking about
a drop point or the location of a cult gathering. Additional
degrees of success reveal correspondingly more information.
The character need not make a skill test every round, as one
degree of success is enough to follow the conversation for
the span of roughly one topic. The GM determines
when a new test is necessary.

AWARENESS (PERCEPTION)

Aptitudes: Perception, Fieldcraft

Skill Use: Free Action made in reaction to something,

Awareness 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. Threats to the Mankind
can lurk in the shadows of any location, and often the subtlest of
cues can reveal far deeper meanings.

In general, Awareness is used when trying to spot items or
individuals that are either hidden or not easy to notice. Scrutiny
(see page 114) is used to interpret hidden emotions, motivations,
or other undercurrents. So while spotting someone hidden would
be Awareness, determining whether someone is lying or being
deceitful would be Scrutiny.

When Awareness is used against an opponent (such as to
spot an ambush) it is an Opposed test (see page 24). Awareness
opposes and is opposed by Stealth.

The GM can call on a player to use the Awareness skill when:

* He is walking into an ambush or being spied upon by a
hidden foe.

* He wants to search an area for clues or find a hidden item.

* He is trying to eavesdrop on a conversation or there is a
chance of overhearing some pertinent information.

AWARENESS EXAMPLE M ODIFIERS

+30: Detecting the approach of a rumbling tank or spotting a
clearing containing a large heretical shrine from the air

+20: Detecting a large creature’s passage or noticing a vehicle
behind a large pile of rubble.

+10: Detecting a small item in the open or spying a hidden outpost.

+0: Spotting someone in a tavern or searching a hab-room.

-10: Detecting a well-laid ambush or searching a building for a

specific datafile.

-20: Finding a specific spent bolt round on a battlefield, or picking

a heretic out of a crowded hive gathering.

-30: Noticing an assassin in a darkened room or searching through
planetary-wide records for a small voidship’s manifest.

CHARM (FELLOWSHIP)

Aptitudes: Fellowship, Social

Skill Use: 1 minute.

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 perceived generosity and
good intentions.

Such an approach may be completely foreign to some
Acolytes, 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.

When Charm is used against an opponent (such as to change
his mood) it is an Opposed test (see page 24). Charm is
opposed by Willpower.

The GM can call on a player to use the Charm skill when:

* He wants to make someone like him for whatever reason.

* He wishes to distract someone by drawing his focus away
from others.

* He is gathering information from locals or strangers.

CHARM EXAMPLE MODIFIERS

+30: Subject is already very friendly or loyal, or the character is
obviously harmless.

+20: Subject is friendly or the character adds incentive such as a bribe.
+10: Subject is naturally talkative or the character is of a favoured
gender or social class.

+0: Subject is ambivalent to the character, or has no prior reason to
do what the character suggests.

—10: Subject does not want to be bothered or the character is clearly
being rude or aggressive.

=20: Subject is suspicious of the character or the character is heavily

and visibly armed.
-30: Subject is actively hostile or the character has previously
wronged the subject
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SprecIAL USES
FOR COMMAND

The following are special uses for the Command skill:

INSPIRE

In some situations, it is not merely enough for an Acolyte
to have allies working towards his cause. Instead, his allies
must be convinced to give their all in order for success to
be achieved. As a Full Action, the character can make a
Challenging (+0) Command test to inspire one or more of
his followers. Inspired followers receive a +10 on their next
skill or characteristic test.

TERRIFY

An Acolyte can use the Command skill to terrify his followers
into fearing him more than Daemons or other abominations
As a Reaction, a character can try to counter the effects
of Fear (see page 285) in his allies should they fail their
Willpower test against a Fear-causing foe. The character makes
a Command skill test opposed by the Willpower of the Fear-
causing creature. Both the character and the creature add +10 to
their rolls for each level of Fear they possess. If the character
is successful, his allies ignore the effects of Fear from
this creature for the remainder of the encounter.

CoMMAND (FELLOWSHIP)

Aptitudes: Fellowship, Leadership

Skill Use: Half Action for simple commands, Full Action for

more involved direction.
Often, a single character is unable to adequately resolve a crisis.
At times, even a warband 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 a noble background might have
some training in this skill Those with military
service are of course practiced with it; even
those who have only been given commands
are very familiar with the practice and can
issue them as well. Other characters
might have learned it as a bureaucratic
manager or a tribal leader. In contrast,
characters accustomed to working
independently could have little
aptitude for commanding (or being
commanded by) others.

The GM can call on a player to use the Command skill when:
* He wishes to send an NPC ally into an extremely dangerous
situation or into open combat.
* He needs to rally his allied fighting forces or organise them
in the face of a surprise attack.

CoMMAND ExXAMPLE MODIFIERS

+30: Allies have high morale or commands are very simple to follow:
+20: Followers are performing well-known tasks or the commands
issued to them can be accomplished quickly:

+10: Allies outnumber their foes or commands are familiar.

+0: Commands are complex or the followers have never worked
with the character issuing the commands before.

-10: Allies are outnumbered by their enemies, or the enemies are
markedly powerful

—20: Followers are performing unfamiliar tasks, or the commands
issued to them need to be interpreted.

-30: Allies have very low morale, are suffering many casualties, or

the commands given to them are very complex or hazardous.
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SpreEcIAL USE
FOR COMMERCE

The following is a special use for the Commerce skill:

EVALUATE

A character can use the Commerce skill to determine the
worth of an item or commodity. The GM should make this
roll in secret, modifying the result depending on who the
Acolyte is dealing with and the setting (see below for example
modifiers). A success tells the character the Availability of the
item he is evaluating, while a failure tells him nothing. If
he fails by more than 3 degrees of failure, the GM
should give him a false Availability.

CoOMMERCE (INTELLIGENCE)

Aptitudes: Intelligence, Knowledge

Skill Use: 1 minute, or more for complex deals.

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, planets 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, and hive worlds are often so densely
occupied 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 at
a planetary level, and also more locally at a habway marketplace.

Many within the Imperium’s vast bureaucracy, and even its
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 steal or sell.

When Commerce is used against an opponent (such as to
gain a bonus on a Requisition test) it is always an Opposed test
(see page 24). Commerce opposes, and is opposed by, either
Commerce or Willpower.

The GM can call on a player to use the Commerce skill when:

* He wants to gain a bonus when attempting a Requisition test

(see “The Emperor Provides...” on page 143).

* He wishes to track down a rare item in a hive market.
* He wants to know how much an item is worth.

COMMERCE EXAMPLE MODIFIERS

+30: Dealing with a highly-trusted trading partner.

+20: Dealing with a trusted market vendor:

+10: Dealing with a familiar and friendly merchant or one who owes
the character a favour.

+0: Dealing with an unknown individual

-10: Dealing with an trader who 1s suspicious of the character.
—20: Dealing with a merchant from a non-Imperial culture.
-30: Dealing with an openly hostile trader.

CoMMON LORE (INTELLIGENCE)

Aptitudes: Intelligence, General

Skill Use: Free Action.

All Common Lore skills represent the common knowledge an
individual might know about the general information, procedures,
divisions, traditions, famed individuals, and superstitions of a
particular world, group, organisation, or race. Such information is
deeper than mere knowledge of the subject’s existence, and more
reflects a degree of familiarity that indicates a measure of dedicated
interest in the area. This skill differs from Scholastic Lore, which
represents scholarly learning one might gain through study and
research, and Forbidden Lore, which involves hidden or proscribed
knowledge. Common Lore deals with basic information gained
from prolonged exposure to a culture or area.

Unlike some other skills, Common Lore has multiple
Specialisations (see page 95 for more information on how
Specialisations work). The Specialisations for this skill are as follows:
Adepta Sororitas: Knowledge of the women of the Adepta
Sororitas and their spiritual culture, as well as their highly
specialised equipment.

Adeptus Arbites: Knowledge of its various arms and sub-sects,
including details of rank structure, common procedures, and the
basic tenets of Imperial Justice.

Adeptus Astartes: Information concerning the physiologically and
psychologically modified Space Marines, the Imperium’s most
potent defenders. Few outside their ranks gain such knowledge,
which can include the culture of a Chapter and its history, wargear,
unusual physiology, and battle cants.

Adeptus Astra Telepathica: Knowledge of how psykers are gathered
and sanctioned, including how Astropaths are used throughout the
Imperium, and the basics of astro-telepathy.

Adeptus Mechanicus: A general understanding of the symbols and
practices that the Cult of the Machine God commonly uses.
Administratum: Broad knowledge of the labyrinthine workings,
rules, traditions, and dictates of the Adeptus Administratum.
Askellon Sector: Information concerning the basic layout and
history of the sector, including Juno and the Grand Worlds, plus
many of the Tributary Worlds.

Chartist Captains: Knowledge of the merchant vessels across
Askellon, which complete centuries-long circuits through series of
neighbouring worlds as the primary means of Imperial commerce.
Collegia Titanicus: Familiarity with those who control the Battle
Titans of the Adeptus Mechanicus, some of the most potent
planet-bound weapons known to the Imperium.

Ecclesiarchy: Understanding of the structure of the Adeptus
Ministorum and its role in the worship of the Emperor.

Imperial Creed: Knowledge of the rites, practices, and personages
of the Imperial Cult, the most common observances and festivals
in honour of the Emperor.

Imperial Guard: Basic information about the ranking system,
logistics, structure, and basic tactical and strategic practices of the
Imperial Guard, as well as particularly famed regiments.

Imperial Navy: Basic information about the ranks, customs,
uniforms, and particular traditions of the Imperial Navy, as well as
famous admirals and ships.

Imperium: Knowledge of the segmenta, sectors, and best-known
worlds of the Imperium.
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Navigators: Information regarding these valued mutants who are
essential for Warp travel and the Imperium’s survival, including
the various Navis Nobilite Houses operating within Askellon, their
lineages, and methodologies.
Planetary Defence Forces: Information concerning a planet’s
standing force dedicated to defending itself as well as assisting any
nearby Imperial systems. This includes composition, tactics, and
equipment, which might vary substantially based on the culture
and technological make-up of the world.
Rogue Traders: Information concerning the many Rogue Trader
dynasties operating within the sector and beyond in search of
profit and power.
Schola Progenium: A strong familiarity with the Schola Progenium,
which trains and indoctrinates the many Imperial orphans and
prepares them for lives of faithful service as elite troopers in the
Militarum Tempestus, Commissars in the Officio Prefectus, or
adepts in one of the Imperium’s many other divisions.
Tech: An understanding of simple litanies and rituals to soothe and
appease machine spirits.
Underworld: The Acolyte is familiar with basic criminal elements
and groups, such as pickpockets, debt-carnivores, and the like.
War: Knowledge of great battles, notable commanders, heroes, and
famous stratagems employed by those who fight in the endless
battles for and against the Imperium.
The GM can call on a player to use a Common Lore skill when:
* The GM feels the Player Character might know something
about a current situation, location, or individual.
¢ The Player Character wants to know a specific detail about a
common subject.

CoMMON Lore ExAMPLE M ODIFIERS

+30: Remembering the name of a broad region.

+20: Remembering generally known facts about a region.

+10: Learning general information about a specific planet.

+0: Remembering specific information about a specific planet or
well-known location on a planet.

-10: Learning information about a large city or hive.

—20: Learning information about a small settlement or hab.
-30: Remembering information learned about a specific individual
relatively unknown to most people.

DECEIVE (FELLOWSHIP)

Aptitudes: Fellowship, Social

Skill Use: 1 minute, or more for complex deceptions.

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.

SprecIAL USE
FOR DECEIVE

The following is a special use for the Deceive skill:

DiISGUISE

An Acolyte with the Deceive skill can create a disguise for
himself, given time and raw materials. The time taken depends
greatly on the complexity of the disguise; simply putting on
an enemy’s uniform or covering the one’s face with filth
may take minutes, while trying to disguise gender or mimic
a specific individual may take hours, days, or longer. The
GM decides how long formulating a disguise takes and if
the character has the materials at hand. Once the disguise is
donned, the GM then secretly tests for the player (using his
Deceive skill and any appropriate modifiers) whenever the
disguise comes under scrutiny (an Opposed test against the
Scrutiny of whoever is trying to see through the disguise). If
a disguise passes this first test, then the player need not test
again unless something changes (suspicion is cast on
the character, or a more observant NPC arrives).

Deceive measures a character’s aptitude for fooling others
into believing something that is not true. All who serve an
Inquisitor must have some ability in this field, but some become
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