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PATCH NOTES (1.3) 
 Grenade launcher cost adjusted 

 Adjusted melee weapon modifications 

 Added additional armors 

 Rebalanced combat actions 

 Adjusted combat modifiers 

 Added Grenade, Stray bullet rules 

 Added Telepathy, Biomancy, and Telekinesis psychic disciplines 
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1. Characters 
Your character is made up by Attributes, Skills, Career, and Traits.  

ATTRIBUTES 
Roll 2d10+20 for each Attribute and apply Origin World modifiers. Then roll 2d10+20 

for Weapon Skill and Ballistic Skill, two special Attributes. 

Attribute Uses BONUS used for 

Strength Lift, shove, grapple. Melee damage 

Toughness Endure poison, heat, and injury. Wounding thresholds 

Agility Climb, leap, tumble, dodge. Pace (move rate) 

Intellect Perception and knowledge. Some knowledge ratings 

Willpower Endure fear, pain, and temptation. Psychic power rolls 

Charisma Lead and influence people.  Num. affected by social 

 

Origin World Attribute Modifiers 

Roll Origin Attribute Modifiers 

1-2 Feral World +5 Strength, +5 Toughness 

3-5 Hive World +5 Agility, +5 Charisma 

6-9 Imperial World +2 all normal Attributes 

0 Void Born +5 Intellect, +5 Willpower 

 

The Attribute Bonus is equal to the tens digit of the Attribute.  

SECONDARY STATISTICS 
Total Feral World Hive World Imperial World Void Born 

176-195 11 W, 3 FP 11 W, 3 FP  8 W, 4 FP 8 W, 4 FP 

196-216 13 W, 2 FP 10 W, 3 FP 10 W, 3 FP 7 W, 4 FP 

217-237 12 W, 2 FP  9 W, 3 FP  9 W, 3 FP 9 W, 3 FP 

238-258 11 W, 2 FP 11 W, 2 FP  8 W, 3 FP 8 W, 3 FP 

259-279 13 W, 1 FP 10 W, 2 FP 10 W, 2 FP 7 W, 3 FP 

280-300 12 W, 1 FP 12 W, 1 FP  9 W, 2 FP 9 W, 2 FP 

301-320 11 W, 1 FP 11 W, 1 FP  8 W, 2 FP 8 W, 2 FP 

Wounds and Fate Points are determined by the total sum of your Attributes. 

Wounds (W): the general shape of your body. 

Fate Points (FP): luck and destiny, used for rerolls. 

Pace: rate of movement, normally equal to Agility Bonus. 

Wounding Threshold: what multipliers of damage produce different wounds. 
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Origin 
There are millions of worlds in the Imperium, and the Inquisition recruits from all 

of them. Your homeworld grants you a few traits and skills and gives available 

careers that you may choose from. You may name the planet yourself. 

 

Feral World 

Feral worlds are crude, dangerous 

places, sometimes barely settled. The 

people are often primitive but make 

good (and often loyal) fighters. 

Iron Belly: gain a +10 bonus against 

ingested poisons and tainted or strange 

food and drink.  

Primitive: receive a -10 penalty on 

Tech-Use and civilized social tests. 

Trained Skills: Language (Tribal), 

Survival, Navigate (Land). 

Available Careers: Assassin, Criminal, 

Soldier, Psyker. 

 

Hive World 

Hive worlds are hyper-populated places, 

generally winding through the small 

spaces between enormous factories and 

harbors. The people grow used to the 

grinding noise, cramped places, and 

masses of people, and become 

uncomfortable when in the open. 

Crowd Runner: move easily, and at full 

speed, through the thickest crowds. 

Wary: +1 Initiative. 

Urbanist: receive a -10 penalty to 

Survival rolls out of dense cities. 

Trained Skills: Language (Hive),  

Tech-Use. 

Available Careers: all. 

Imperial World 

Common worlds, of many different kinds, 

but all entirely within the Imperium’s 

rule. They may be feudal and near 

medieval, or advanced and modern. 

Either way, their inhabitants are 

plentiful, and faithful to the Emperor. 

Blessed Ignorance: reduce Corruption 

gains by 1 point. 

Imperial Dogma: receive a -10 penalty 

to Forbidden Lore tests. 

Trained Skills: Lore (Imperial), 

Language (High Gothic), Literacy. 

Available Careers: all. 

 

Void Born 

You were born and grew in the deep void, 

on a large vessel or a space station. 

You are pale and gaunt, and somehow 

very strange. The ways of people born 

on real worlds are peculiar to you, as 

is proper gravity and non-filtered air. 

Charmed: on spending a Fate Point, roll 

1d10: on a 9 it is refunded.  

Peculiar: receive a -10 penalty to 

social tests with non-void born humans. 

Void-walker: immune to space sickness 

and low- and no-gravity penalties. 

Trained Skills: Navigate (Space), 

Pilot (Space). 

Available Careers: all except Soldier. 
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Career 
You may select a career available to your Origin. It affects your path to promotion 

somewhat, and what skills and talents are easily learned. 

 

FORMAL CAREERS 
These careers are tied directly to the 

Imperium somehow, separately from the 

Inquisition, providing some additional 

benefits at the cost of flexibility. 

Arbiter 

Everyone needs justice, and it’s your 

job to dispense it. You will stand 

against rioters, take down thugs, and 

solve crimes as needed. Now you will 

use your legal authority in the name of 

the Inquisition. 

Cleric 

Faith in the Emperor gives strength to 

many a soul. You have seen His light, 

and you wish to spread the word and 

blessings. When the Inquisition asked, 

you were glad to serve. No heretic 

shall escape your righteous wrath. 

Tech-Priest 

Tech-priests from Mars are somehow 

tolerated, despite their near-

heretical views of the Machine God. 

They are too useful to pass up, and the 

Inquisition will use anyone that 

furthers their cause.  

Psyker 

There’s a gaping hole to the Warp in 

your head. You are one of the few that 

might use it for the good of mankind. 

You have basked in the Emperor’s glory 

and passed the tests of sanctioning. 

Your powers will aid the Inquisition. 

INFORMAL CAREERS 
These are more like backgrounds and 

loose connections than a specialized 

organization of the Imperium that the 

Acolyte belongs to. While they convey 

certain opportunities and ideals, they 

are quite broad and open for the 

individual Acolyte to broaden on their 

own, for a  

Assassin 

The Imperium needs some people dead. So 

do some nobles, and criminals. You 

provided that service before, and you 

do the same now, for the Inquisition. 

Criminal 

You may have been a gangster, a thug, 

a spy, or an undercover agent. All 

kinds of people live in the underbelly 

of the Empire. You might not actually 

have been the enemy of the Imperium. 

You certainly aren’t now.  

Specialist 

Ambassadors, scholars, and all manner 

of other specialized skill-mongers are 

used by the Inquisition. Their primary 

ideal is knowledge and skill, and they 

apply their diverse ability well. 

Soldier 

War is eternal, and so is the path of 

the warrior. You have served in one 

army or another, time and again thrown 

into battle. This will just be a 

different kind of war. 
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Nature 
What is your personality like? 

How did you join the Inquisition? 

Roll or choose one, or discuss another option with your GM.  

1d10 Reason  

1-2 Convict 
You were dragged from a prison ship or slave station. 

You wear an Explosive Collar. Gain +200 Experience. 

3-5 Employment 
It was a job, and it was better than what you had. 

Gain +250 Throne Gelt, and a trade skill. 

6-8 Calling 
You sought out the Inquisition, burning with a passion. 

Gain +5 to any Attribute, or +1 to all of them. 

9-0 Purpose 
Hand-picked, and groomed for the position. The 

Inquisition is all. Gain +20 promotion points. 

 

What is the Inquisition to you? 

Do you believe it a holy order infinitely fighting a secret war on corruption? Is 

it a way to gain power and wealth? Is it perhaps means to another end? It can be 

all of this and more. 

What will you sacrifice?  

What are you willing to give up in the name of the Emperor? Your life? Your mind? 

Perhaps your very soul? What atrocities will you commit in the name of the 

Inquisition? 

What do you want? 

What is it you desire above all? Do you live for the Emperor, or for power, or for 

the flash of guns and brawls in the dark? Is there a person you want dead, or someone 

you want to live? 

What do you hate? 

What is it you despise above all? What is it you cannot abide? What’s something 

you will destroy at every opportunity. 
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Bonds & Goals 
These will give you Experience points, eventually. You start with two bonds and one 

goal, and can gain more as the campaign goes on. 

BONDS 
Select another character (and probably, discuss with them). The bond grants you a 

+10 bonus when helping or hindering the other character. If it’s resolved, it will 

grant you 100 Experience.  

 Example bonds 

 [character] doesn’t know of [something]. I will teach them. 

 [character] has a dark secret. I will find out what it is. 

 [character] is promising but needs to grow. I will help them. 

 [character] has offended [figure]. I will teach them the error of their ways. 

 [character] saved my life. I will repay them well. 

 [character] has been with me through hell. I’ll never let them down. 

 [character] is too reckless for their own good. I’ll keep them safe. 

 

GOALS 
Secondary objectives to you, compared to the Inquisition, but important nonetheless. 

What’s something you wish to make sure of? You might get a bonus while pursuing 

your goal (up to the GM). You will definitely get Experience if completing it, 

between 25 and 250 (or even 500), set when setting the goal.  

 Example goals 

 [group] killed my family. They will be destroyed. 

 [person] is out there somewhere. I will find them. 

 [important figure] is secretly a heretic. They will be punished. 

 [group] has lost their rightful place. I will restore them. 

 [group] is not to be trusted. 
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Final Touches 
 

Name – anything you like. 

Gender – anything you like. 

BUILD 
Pick or roll a build. 

1d10 Build Height Weight  

1 Petite 1.5 m 40 kg -10 Size modifier, need only half rations. 

2 Squat 1.5 m 60 kg -10 Size modifier, but not for poison. 

3 Skinny 1.7 m 50 kg +1 Pace, need only half rations. 

4 Stout 1.7 m 80 kg +10 vs. poisons. 

5 Lean 1.8 m 70 kg +10 relative strength. 

6 Athletic 1.8 m 90 kg +2 to STR, AGI, TGH. 

7 Sturdy 1.8 m 110 kg +10 Size modifier, +1 wound. 

8 Gangly 2.0 m 70 kg +1 Pace 

9 Powerful 2.0 m 130 kg +10 Size modifier, +1 Pace 

0 Hulking 2.0 m 200 kg +20 Size modifier, +5 STR, TGH, -5 AGI 

Men might be a little taller and heavier, and women slightly shorter and lighter. 

Size modifier 

Adds to (non-exhaustive): 

 Ballistic skill rolls to hit you. 

 Resistance to poison and disease. 

 Grappling. 

 Absolute strength (including equip load!) 

SPEND 
400 Experience on advances (see your career’s table). 

400 Throne Gelt on equipment (page x). 
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2. Careers 
PROMOTIONS 
After successful missions, you will get promotion points. 

Rank Points Inquisitorial title Upkeep/Wage 

1 0 Acolyte Novice 50/week 

2 10 Acolyte Initiate 100/week 

3 40 Acolyte Adept 150/week 

4 100 Inquisitor Novice 200/week 

5 200 Inquisitor (I) 300/week 

6 350 Inquisitor (II) 400/week 

7 560 Inquisitor (III) 600/week 

8 840 Inquisitor (IV) 800/week 

9 1200 High Inquisitor 1000/week 

 

A higher rank gives a higher wage, more legal powers, and the ability to requisition 

better equipment and more manpower. Bound careers also gain additional clout within 

their respective organizations as well. 
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Arbiter 

LEGAL AUTHORITY 
Arbiters have some sort of legal authority, separate from their Inquisitorial power. 

ATTRIBUTE ADVANCEMENT 
Advance STR AGI TGH INT WIL CHA WS BS 

1
st
 +5 125 175 100 175 150 100 100 125 

2
nd
 +5 275 375 225 375 325 225 225 275 

3rd +5 450 600 375 600 525 375 375 450 

4th +5 650 850 550 850 750 550 550 650 

Each advance adds +5 to the corresponding Attribute. 

SKILLS & TALENTS 
Skill advancement cost is based on skill level and career skills. 

Skill Group Trained (+0) Skilled (+10) Expert (+20) 

In-career basic skill 0 (0) 100 (100) 200 (300) 

Off-career basic skill 0 (0) 150 (150) 250 (400) 

In-career advanced skill 100 (100) 150 (250) 250 (500) 

Off-career advanced skill 150 (150) 250 (400) 400 (800) 

 

Career Skills/BAS 

 Command 

 Coerce 

 Heave 

 Notice 

 Search 

 Climb 

 Swim 

Career Skills/ADV 

 Security 

 Ciphers 

 Interrogate 

 Literacy 

 Pilot (land) 

 Lore (legal) 

 Lore (imperial) 

Career Talents 

In-career talents cost 

100 Experience each. 

Off-career talents cost 

200 Experience each. 

 Aggressive 

 Air of Authority 

 Batter Down 

 Battle Master 

 Blind Fighting 

 Brawler 

 Center Mass Shot 

 Combat Reflexes 

 Contempt 

 Counter Blow 

 Deadeye Shot 

 Death Grip 

 Devastating Charge 

 Double Tap 

 Fatal Strike 

 Frenzy 

 Gun Nut 

 Hard as Nails 

 Hip Shooting 

 Jaded 

 Master at Arms 

 Quickdraw 

 Rampage 

 Swift Attack 

 Trigger Fingers 

 Unremarkable 

 Weapon Training 

 Vitality (6) 

 Resistance (any) 

 Hatred (any) 

 Weapon Master (any) 
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Assassin 

ATTRIBUTE ADVANCEMENT 
Advance STR AGI TGH INT WIL CHA WS BS 

1st +5 100 100 150 150 175 175 125 100 

2
nd
 +5 225 225 325 325 375 375 275 225 

3
rd 
+5 375 375 525 525 600 600 450 375 

4
th
 +5 550 550 750 750 850 850 650 550 

Each advance adds +5 to the corresponding Attribute. 

SKILLS & TALENTS 
Skill advancement cost is based on skill level and career skills. 

Skill Group Trained (+0) Skilled (+10) Expert (+20) 

In-career basic skill 0 (0) 100 (100) 200 (300) 

Off-career basic skill 0 (0) 150 (150) 250 (400) 

In-career advanced skill 100 (100) 150 (250) 250 (500) 

Off-career advanced skill 150 (150) 250 (400) 400 (800) 

 

Career Skills/BAS 

 Barter 

 Climb 

 Conceal 

 Deceive 

 Dodge 

 Escape 

 Leap 

 Notice 

 Search 

 Stealth 

 Swim 

Career Skills/ADV 

 Chem-Use 

 Ciphers 

 Demolition 

 Interrogate 

 Security 

 Tech-use 

 Survival 

 Language (Read lips) 

 Navigate (Land) 

Career Talents 

In-career talents cost 

100 Experience each. 

Off-career talents cost 

200 Experience each. 

 Aggressive 

 Ambidexterity 

 Assassin’s Strike 

 Batter Down 

 Battle Master 

 Blind Fighting 

 Brawler 

 Bullet Cutter 

 Catfall 

 Center Mass Shot 

 Combat Reflexes 

 Counter Blow 

 Deadeye Shot 

 Devastating Charge 

 Double Tap 

 Dual Shot 

 Dual Strike 

 Evasive Footwork 

 Fatal Strike 

 Fearless 

 Gun Nut 

 Gunslinger 

 Heightened Sense 

 Jaded 

 Killer Instinct 

 Marksman 

 Master at Arms 

 Meditation 

 Quickdraw 

 Swift Attack 

 Swiftness 

 Trigger Fingers 

 Unremarkable 

 Weapon Training 

 Vitality (4) 

 Resistance (not 

psychic powers) 

 Hatred (any) 

 Weapon Master  

(not artillery) 
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Cleric 

RELIGIOUS AUTHORITY 
You have the power. You carry the word of the Holiest of Orders. Your power, in many 

regards, is stronger than that of the law. Use it wisely. Do not abuse it too much, 

lest your order take insult at the heretic in their midst. 

ATTRIBUTE ADVANCEMENT 
Advance STR AGI TGH INT WIL CHA WS BS 

1st +5 175 150 150 125 100 100 150 150 

2
nd
 +5 375 325 325 275 225 225 325 325 

3
rd 
+5 600 525 525 450 375 375 525 525 

4th +5 850 750 750 650 550 550 750 750 

Each advance adds +5 to the corresponding Attribute. 

SKILLS & TALENTS 
Skill advancement cost is based on skill level and career skills. 

Skill Group Trained (+0) Skilled (+10) Expert (+20) 

In-career basic skill 0 (0) 100 (100) 200 (300) 

Off-career basic skill 0 (0) 150 (150) 250 (400) 

In-career advanced skill 100 (100) 150 (250) 250 (500) 

Off-career advanced skill 150 (150) 250 (400) 400 (800) 

 

Career Skills/BAS 

 Barter 

 Coerce 

 Command 

 Notice 

Career Skills/ADV 

 Interrogate 

 Medicine 

 Literacy 

 Lore 

 Language (any) 

Career Talents 

In-career talents cost 

100 Experience each. 

Off-career talents cost 

200 Experience each. 

 Air of Authority 

 Center Mass Shot 

 Combat Reflexes 

 Contempt 

 Death Grip 

 Double Tap 

 Fearless 

 Feverish Litany 

 Flagellant 

 Frenzy 

 Gun Nut 

 Hard as Nails 

 Killer Instinct 

 Meditation 

 Unshakable Faith 

 Weapon Training 

 Vitality (4) 

 Resistance (any) 

 Hatred (any) 
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Criminal 

ATTRIBUTE ADVANCEMENT 
Advance STR AGI TGH INT WIL CHA WS BS 

1st +5 125 100 125 125 175 125 125 125 

2
nd
 +5 275 225 275 275 375 275 275 275 

3
rd 
+5 450 375 450 450 600 450 450 450 

4
th
 +5 650 550 650 650 850 650 650 650 

Each advance adds +5 to the corresponding Attribute. 

SKILLS & TALENTS 
Skill advancement cost is based on skill level and career skills. 

Skill Group Trained (+0) Skilled (+10) Expert (+20) 

In-career basic skill 0 (0) 75 (75) 175 (250) 

Off-career basic skill 0 (0) 150 (150) 250 (400) 

In-career advanced skill 75 (75) 125 (200) 275 (475) 

Off-career advanced skill 150 (150) 250 (400) 400 (800) 

 

Career Skills/BAS 

 Barter 

 Climb 

 Coerce 

 Conceal 

 Deceive 

 Dodge 

 Escape 

 Notice 

 Search 

 Stealth 

 Swim 

Career Skills/ADV 

 Security 

 Chem-Use 

 Interrogate 

 Survival 

 Language (gang) 

 Lore (criminal) 

 Pilot (land) 

 Navigate (urban) 

Career Talents 

In-career talents cost 

100 Experience each. 

Off-career talents cost 

200 Experience each. 

 Aggressive 

 Ambidexterity 

 Assassin’s Strike 

 Batter Down 

 Blind Fighting 

 Brawler 

 Catfall 

 Center Mass Shot 

 Combat Reflexes 

 Counter Blow 

 Deadeye Shot 

 Death Grip 

 Double Tap 

 Dual Shot 

 Dual Strike 

 Evasive Footwork 

 Gun Nut 

 Gunslinger 

 Hard as Nails 

 Heightened Sense 

 Hip Shooting 

 Jaded 

 Killer Instinct 

 Marksman 

 Master at Arms 

 Quickdraw 

 Rampage 

 Swiftness 

 Trigger Fingers 

 Unremarkable 

 Weapon Training 

 Vitality (4) 
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Psyker 

INVOKE THE WARP 
You can use psychic powers (see page xx.). You begin with Psy-rating 1, and only 

common powers available. Higher Psy-rating and more disciplines can be bought. 

Power Level Experience 

Psy-rating 2 100 (100) 

Psy-rating 3 100 (200) 

Psy-rating 4 150 (350) 

Psy-rating 5 150 (500) 

Psy-rating 6 200 (700) 

 

Available Powers Experience 

Common only 0 (0) 

1 discipline 50 (50) 

2 disciplines 100 (150) 

3 disciplines 200 (350) 

4 disciplines 400 (750) 

ATTRIBUTE ADVANCEMENT 
Advance STR AGI TGH INT WIL CHA WS BS 

1st +5 175 150 175 150 100 150 150 150 

2
nd
 +5 375 325 375 325 225 325 325 325 

3rd +5 600 525 600 525 375 525 525 525 

4th +5 850 750 850 750 550 750 750 750 

Each advance adds +5 to the corresponding Attribute. 

SKILLS & TALENTS 
Skill advancement cost is based on skill level and career skills. 

Skill Group Trained (+0) Skilled (+10) Expert (+20) 

In-career basic skill 0 (0) 100 (100) 200 (300) 

Off-career basic skill 0 (0) 150 (150) 250 (400) 

In-career advanced skill 100 (100) 150 (250) 250 (500) 

Off-career advanced skill 150 (150) 250 (400) 400 (800) 

 

Career Skills/BAS 

(None) 

Career Skills/ADV 

 Invoke 

 Literacy 

 Medicine 

 Psysience 

 Chem-use 

 Tech-use 

 Lore (any) 

 Navigate (land) 

 Navigate (space) 

 Pilot (land) 

 Pilot (space) 

Career Talents 

In-career talents cost 

100 Experience each. 

Off-career talents cost 

200 Experience each. 

 Blind Fighting 

 Center Mass Shot 

 Double Tap 

 Fearless 

 Flagellant 

 Hard as Nails 

 Heightened Sense 

 Hip Shooting 

 Jaded 

 Meditation 

 Trigger Fingers 

 Unshakable Faith 

 Weapon Training 

 Vitality (4) 

 Resistance (any) 

 Hatred (any) 
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Soldier 

ATTRIBUTE ADVANCEMENT 
Advance STR AGI TGH INT WIL CHA WS BS 

1st +5 100 125 100 175 150 150 100 100 

2
nd
 +5 225 275 225 375 325 325 225 225 

3
rd 
+5 375 450 375 600 525 525 375 375 

4
th
 +5 550 650 550 850 750 750 550 550 

Each advance adds +5 to the corresponding Attribute. 

SKILLS & TALENTS 
Skill advancement cost is based on skill level and career skills. 

Skill Group Trained (+0) Skilled (+10) Expert (+20) 

In-career basic skill 0 (0) 100 (100) 200 (300) 

Off-career basic skill 0 (0) 150 (150) 250 (400) 

In-career advanced skill 100 (100) 150 (250) 250 (500) 

Off-career advanced skill 150 (150) 250 (400) 400 (800) 

 

Career Skills/BAS 

 Climb 

 Coerce 

 Command 

 Dodge 

 Heave 

 Leap 

 Notice 

 Search 

 Swim 

Career Skills/ADV 

 Demolition 

 Interrogate 

 Survival 

 Navigate (space) 

 Pilot (land) 

 Pilot (space) 

 Pilot (tank) 

 Pilot (fighter) 

 Navigate (land) 

Career Talents 

In-career talents cost 

100 Experience each. 

Off-career talents cost 

200 Experience each. 

 Aggressive 

 Ambidexterity 

 Assassin’s Strike 

 Batter Down 

 Battle Master 

 Blind Fighting 

 Brawler 

 Bullet Cutter 

 Center Mass Shot 

 Combat Reflexes 

 Counter Blow 

 Deadeye Shot 

 Death Grip 

 Devastating Charge 

 Double Tap 

 Dual Shot 

 Dual Strike 

 Evasive Footwork 

 Fatal Strike 

 Frenzy 

 Gun Nut 

 Gunslinger 

 Hard as Nails 

 Hip Shooting 

 Jaded 

 Killer Instinct 

 Marksman 

 Master at Arms 

 Quickdraw 

 Rampage 

 Swift Attack 

 Trigger Fingers 

 Weapon Training 

 Vitality (6) 

 Resistance (any) 

 Hatred (any) 

 Weapon Master (any) 
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Specialist 

ATTRIBUTE ADVANCEMENT 
Advance STR AGI TGH INT WIL CHA WS BS 

1
st
 +5 150 125 175 100 125 125 150 150 

2
nd
 +5 325 275 375 225 275 275 325 325 

3rd +5 525 450 600 375 450 450 525 525 

4th +5 750 650 850 550 650 650 750 750 

Each advance adds +5 to the corresponding Attribute. 

SKILLS & TALENTS 
Skill advancement cost is based on skill level and career skills. 

Skill Group Trained (+0) Skilled (+10) Expert (+20) 

In-career basic skill 0 (0) 75 (100) 150 (225) 

Off-career basic skill - - - 

In-career advanced skill 100 (100) 100 (200) 150 (350) 

Off-career advanced skill 150 (150) 250 (400) 400 (800) 

 

Career Skills/BAS 

 Barter 

 Climb 

 Coerce 

 Command 

 Conceal 

 Deceive 

 Dodge 

 Escape 

 Heave 

 Leap 

 Notice 

 Search 

 Stealth 

 Swim 

 

 

Career Skills/ADV 

 Chem-Use 

 Ciphers 

 Demolition 

 Interrogate 

 Literacy 

 Medicine 

 Security 

 Survival 

 Tech-Use 

 Navigate (any) 

 Lore (any) 

 Language (any) 

 Pilot (any) 

 

 

 

 

Career Talents 

In-career talents cost 

100 Experience each. 

Off-career talents cost 

200 Experience each. 

 Air of Authority 

 Ambidexterity 

 Center Mass Shot 

 Contempt 

 Double Tap 

 Feverish Litany 

 Flagellant 

 Heightened Sense 

 Jaded 

 Meditation 

 Quickdraw 

 Unshakable Faith 

 Weapon Training 

 Vitality (4) 
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Tech-priest 

RELINQUISH THE FLESH 
You gradually replace your body with advanced metal tech. You begin with a 

Machinarium Interface; a mass of slots, contacts, and improvements welded to your 

spinal cord. You may acquire additional parts, see page xx.  

ATTRIBUTE ADVANCEMENT 
Advance STR AGI TGH INT WIL CHA WS BS 

1st +5 150 175 125 100 125 175 150 150 

2
nd
 +5 325 375 275 225 275 375 325 325 

3
rd 
+5 525 600 450 375 450 600 525 525 

4th +5 750 850 650 550 650 850 750 750 

Each advance adds +5 to the corresponding Attribute. 

SKILLS & TALENTS 
Skill advancement cost is based on skill level and career skills. 

Skill Group Trained (+0) Skilled (+10) Expert (+20) 

In-career basic skill 0 (0) 100 (100) 200 (300) 

Off-career basic skill 0 (0) 150 (150) 250 (400) 

In-career advanced skill 100 (100) 150 (250) 250 (500) 

Off-career advanced skill 150 (150) 250 (400) 400 (800) 

 

Career Skills/BAS 

 Heave 

Career Skills/ADV 

 Ciphers 

 Demolition 

 Literacy 

 Medicine 

 Security 

 Tech-use 

 Chem-use 

 Pilot (any) 

 Language (binary) 

 

Career Talents 

In-career talents cost 

100 Experience each. 

Off-career talents cost 

200 Experience each. 

 Blind Fighting 

 Center Mass Shot 

 Contempt 

 Deadeye Shot 

 Death Grip 

 Double Tap 

 Dual Shot 

 Dual Strike 

 Fearless 

 Feverish Litany 

 Flagellant 

 Frenzy 

 Gun Nut 

 Hard as Nails 

 Hip Shooting 

 Jaded 

 Marksman 

 Meditation 

 Quickdraw 

 Trigger Fingers 

 Unshakable Faith 

 Weapon Training 

 Vitality (4) 

 Resistance (any) 

 Hatred (any) 

 Weapon Master (any) 
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3. Skills 
Skills are separated into Basic and Advanced skills. Everyone is Trained (+0) in 

Basic skills from the get-go, but if you try to use an untrained Advanced Skill you 

receive a -20 penalty. Skills are rated on the scale of Untrained (-20), Trained 

(+0), Skilled (+10), and Expert (+20). The cost of advancement is noted in each 

given career.  

TESTING SKILLS 
Skill tests are identical to Attribute tests, but with a bonus based on your rank 

in the skill. You roll 1d100, and it it’s below or equal to your Attribute + Skill, 

you succeed. Situational modifiers apply, as usual. 

Basic Modifiers 

Descriptor Modifier Examples 

Routine +30  

Simple +20  

Easy +10  

Challenging +0 Leaping a waist-high obstacle 

Hard -10  

Complex -20  

Extreme -30  

 

Situational Modifiers 

Descriptor Modifier Examples 

Poor vision -10  

No vision -20  

Fatigue * -10 for each level of Fatigue 

Poor weather -10  

 

 

Extended Tests 

These might take the form of three successive tests, of the same or different skills. 
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BASIC SKILLS 
# Skill Attribute Description 

1 Barter CHA Making deals and evaluating objects. 

2 Climb AGI Scaling walls and cliffs. 

3 Coerce CHA Using threats and blackmail. 

4 Command CHA Leadership and handling morale. 

5 Conceal AGI Camouflage and hiding out of sight. 

6 Deceive CHA Lies and trickery. 

7 Dodge AGI Evading attacks. 

8 Escape AGI Slipping bonds, fitting in small spaces. 

9 Heave STR Effectively using your strength. 

10 Leap AGI Jumping and landing. 

11 Notice INT Attention and watchfulness. 

12 Search INT Efficient body- and room searches. 

13 Stealth AGI Moving silently and covertly. 

14 Swim STR Traversing water. 

ADVANCED SKILLS 
# Skill Attribute Description 

15 Chem-Use INT Using chemical substances. 

16 Ciphers INT Encrypting and decrypting information. 

17 Demolition INT Controlled use of explosives. 

18 Interrogate WIL Extract information from unwilling target. 

19 Literacy INT The ability to read and write. 

20 Medicine INT Treatment of wounds and disease. 

21 Security INT Knowledge on locks, alarms, and traps. 

22 Survival INT Finding water, food, and shelter. 

23 Tech-Use INT Using complex technology. 

 

Multi-path Advanced Skills 

These must be trained individually for each path.  

# Skill Attribute Description 

24 Language* INT 
There is a myriad of languages. The common 

large ones are Low- and High Gothic.  

25 Lore* INT 

Knowledge on a specific subject. 

Common: general knowledge. 
Imperial: official institutions and people. 

Forbidden: chaos, heresy and demons. 
Scholastic: history and places. 

26 Navigate* INT Finding the way, on Land or in Space. 

27 Pilot* AGI 
Ability to drive one class of vehicle:  

Land, Space, Fighter, Heavy. 
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4. Talents 
Talents are specialty abilities. Some Careers, especially Psykers and Engineers, 

have special talents only available to them. They are noted in that Career’s pages. 

MULTI-SELECTION TALENTS 
These can be taken multiple times, each time for a new area. They are available to 

all careers.  

Talent Effect 

Weapon Training 

Select a type of weapon you are proficient in:  

 Directed Energy Weapons 

 Magnetically Accelerated Weapons 

 Solid Projectile Weapons 

 Specialty Weapons 

 Simple Melee Weapons 

 Energy Melee Weapons  

Vitality Gain +1 max Wounds, up to a given maximum. 

Resistance 
You gain a +20 bonus against the selected element:  

Pain, Heat, Cold, Poison, Fear, Psychic Powers. 

Hatred 
Gain +10 WS against members of the selected group: 

Demons, Aliens, Heretics, Criminals, Cultists, Mutants. 

Weapon Master 

Gain +10 to hit and +1 damage with one of: Select one: 

Brawling, Fighting, Handguns, Long Guns, Throwing, 

Artillery.  
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LIST OF TALENTS 
Talent Effect 

Aggressive Sacrifice Reaction to re-rolled missed attack. 

Air of Authority Double the number of people you affect with social tests. 

Ambidexterity Ignore the -20 off-hand penalty. 

Assassin’s Strike Gain +20 WS and +2 damage when attacking from surprise. 

Batter Down Second attack in a round deals +2 damage. 

Battle Master Opponents gain no bonus for outnumbering you. 

Blind Fighting Halve the penalties from visual obstructions. 

Brawler Once per round in a grapple: knife, punch, or throw. 

Bullet Cutter You can parry primitive projectiles. 

Catfall Reduce fall damage by Agility Bonus, and land on feet. 

Center Mass Shot May always choose to hit Torso (before rolling). 

Combat Reflexes Gain reroll against Surprise and Pinning. 

Contempt Reduce Corruption gains by 1 point. 

Counter Blow You may strike back after a successful parry. 

Deadeye Shot Halve the penalty for Called Shots. 

Death Grip Halve the recoil penalty. +20 to not drop things. 

Devastating Charge Gain +20 WS and +2 damage when charging. 

Double Tap Half Action: shoot twice, +10 BS, second hit at 4+ DoS. 

Dual Shot Full action: shoot both guns as one attack. 

Dual Strike Full action: use both weapons as one attack. 

Evasive Footwork Once per round you can make a free Dodge attempt. 

Fatal Strike May use a d10 from the hit roll as damage, if higher. 

Fearless Requires Jaded or Faith. You can ignore fear tests. 

Feverish Litany You may share mental Talents to your followers. 

Flagellant Deal 1d5 self-damage for +20 to a mental test. 

Frenzy You may go Berserk as a Full Action. 

Gun Nut Halve the chance of misfires and jamming. 

Gunslinger Reload twice as fast. +5 Initiative to shoot first. 

Hard as Nails May roll Toughness to ignore stunning or pain.  

Heightened Sense Pick one sense to be great, gain +10 when it would help. 

Hip Shooting Ignore the move-and-shoot penalty. 

Jaded Immune to fear and Insanity from mundane horror. 

Killer Instinct Deal +3 damage when Injuring your target. 

Marksman Halve range penalties on attacks. 

Master at Arms Untrained weapon penalty is only -10. 

Meditation You may rest half as long for the same effect. 

Quickdraw Once per round, draw an item as a free action. 

Rampage If you fell enemy in melee, you may attack again. 

Swift Attack As a full action, attack twice in melee. 

Swiftness Your sprint speed is 4x Pace, 6x on the second round. 

Trigger Fingers +5 Initiative to shoot first. May double Mash Triggers. 

Unremarkable You absolutely don’t stand out anywhere. 

Unshakable Faith May re-roll psychological tests once. 
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5. Equipment & Economy 
All money is given in Imperial Currency: Throne Gelt (or “thrones”).  

STANDARDS OF LIVING 
Lodging Food Notes Healing Cost 

Capsule bed Nutrient paste  1/day 2/day 

Small room Cooked food packs  2/day 5/day 

Large room Home-cooked food  3/day 10/day 

Finer room Chef’s good food  4/day 20/day 

Luxury room Strange delicacies  4/day 50/day 

If you only want to buy food, or only lodging, you pay half as much. 

ARMOR 
Armor DR Properties Weight Cost 

Gang leathers 1 Textile, primitive 8 kg 10 

1mm plate armor 2 Primitive, Stackable 10 kg 20 

3mm glassfiber 1 2x DR vs. laser, Stackable 8 kg 40 

Bunker gear 1 3 DR vs. Energy, 5 DR vs. fire 14 kg 40 

Kevlar armor 2 Textile 10 kg 200 

NBC suit 0 5 DR vs. NBC attacks. 15 kg 250 

EOD suit 2 5 DR vs. explosions 35 kg 250 

Flak armor 2 4 DR vs. fragmentation 15 kg 300 

Ceramic armor 3 - 25 kg 400 

Shadow skin 1 Textile, +10 Stealth 1 kg 750 

Carbon armor 4 - 20 kg 2000 

 

 Textile: weak against sharp attacks 

 Primitive: half effectiveness against modern weapons 

 Stackable: can be stacked linearly.  

 

Partial Armor 

If you buy piecemeal armor, the price 

and weight is affected as per the 

following table. 

Location Weight Cost 

Head 10% 15% 

Torso 50% 40% 

Arms 15% 20% 

Legs 25% 25% 
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Designing Melee Weapons 

1. FORM 
Form Damage Properties Weight Cost 

Knife 1d5 R Small (easily concealed), throwable. 0.5 kg 5 

Axe 1d10+1 R - 1.5 kg  15 

Hammer 1d10 I 2 Penetration 1.5 kg 15 

Sword 1d10 R Balanced: +10 WS when parrying. 1.0 kg 20 

Spear 1d10 R 
Reach: attack first in melee. May spend 

reaction to attack target entering reach. 
1.5 kg 10 

 

Note that you add Strength Bonus to melee weapon damage. 

2. TYPE 
Type Effect Cost 

Steel Primitive: half damage vs. non-textile modern armor. ×1 

Carbon +1 damage. Not primitive. ×5 

Chain Tearing: roll damage twice, take higher the higher result. ×20 

Plasma Burst: +2 damage. 25% to destroy weaker weapons on parry. ×50 

Power Field: +4 Damage. 75% to destroy weaker weapons on parry. ×100 

Force Psy-field: Add Psy-rating and WB to damage instead of SB. ×250 
 

Note that Chain weapons run on Fuel, and Plasma-, Power-, and Force weapons use 

type-C power cells. 

3. MODIFICATIONS 
Type Effect Cost 

Great weapon Double weight, two handed. +2 damage. ×2 

Hidden gun Single shot gun inside, bought separately. +100 

Rocket booster +1 damage OR replace SB with 4. +100 

 

SPECIALTY MELEE WEAPONS 
Form Damage Properties Weight Cost 

Stun baton 1d5 E (As stun gun) 1 kg 50 

Tri-knife 1d5+1 R Can be loaded with drugs 0.5 kg 100 

Knuckledusters 1d5+1 I - 0.5 kg 5 

Force fist 1d10+4 E Concussive burst 5 kg 2000 
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Designing Firearms 
I heard you liked guns. Here are some 1 534 464 possible variants. Go nuts. 

1. TYPE OF GUN 
Type Damage Range Ammo Note Class Cost 

Bullet 1d10+1 I 20 m 10 - SPW 50 

Laser 1d10+0 E 50 m 20 No recoil DEW 75 

Arc 1d10+3 E 20 m 10 - DEW 100 

Phaser 1d10-1 E 10 m 5 No recoil DEW 200 

Rail 1d10+2 I 40 m 5 2 Penetration MAW 500 

Bolt 1d10+3 X 40 m 5 +1 weight, Tearing SPW 1000 

Plasma 1d10+4 E 60 m 2 +1 weight MAW 2000 

 

Bullet weapons are simple metal-and-

gunpowder affairs. 

Laser weapons shoot a rapidly pulsed 

beam of light. They are impaired by 

smoke and mist. They use type-C power 

cells to function. 

Arc weapons produce an electrical 

discharge through a beam of ionized 

particles. They use type-C power cells 

to function. 

Phaser weapons produce a beam of low-

power radiation. They are mostly used 

to destroy electronics. They use type-

C power cells to function. 

Rail weapons use magnetic force to 

accelerate a metal spike to tens of 

times the speed of sound. They use 

type-C power cells in addition to 

railgun spikes. Very loud. 

Bolt weapons essentially fire 

miniature warheads. They are extremely 

loud and terrifying. 

Plasma weapons use magnetic force to 

accelerate a highly compressed blob of 

plasma to a significant portion of the 

speed of light. They use Hydrogen 

canisters and type-C power cells for 

ammunition.   

 

Ammunition 

Ammunition Additional Effects Cost 

Regular bullets - 2/reload 

Armor piercing bullets +2 Penetration, -1 damage. 5/reload 

Hollow point bullets Counts DR twice, +2 damage. 5/reload 

Tracer bullets Offsets darkness penalties 10/reload 

Incendiary bullets Sets things on fire 10/reload 

Explosive bullets +4 damage if penetrating 25/reload 

Railgun spike - 1 

Bolter shell - 10 

Special bolter shell Acid, incendiary, or radioactive 25 

Hydrogen canister (May explode from heat or fire) 40 
 

Note that rifles cost twice as much for a full reload of bullets, due to larger 

capacity. DEW and MAW need two power cells for rifles.
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2. FORM OF GUN 
Base Form Damage Range Ammo Notes Weight Cost 

Pistol +0 ×1 ×1 - 1 ×1 

Rifle +2 ×5 ×2 - 3 ×2 

Shotgun ×½ ×½ ×½  Scatter 3 ×1.5  

MP Cannon ×2 ×10 ×10 Man-portable 14 ×10 

 

Scatter: gain damage and accuracy 

modifiers based on range. This is in 

addition to regular range modifiers! 

You score one hit for each degree of 

success. Spread across multiple targets 

if appropriate. 

Range (Scatter) Damage To-hit 

Point-blank +1 +10 

Short; < 1x Range +0 +0 

Medium; < 2x Range -1 -10 

Long; < 4x Range -2 -20 

Extreme; < 8x Range -4 -40 

Basic Form Modifiers 

You may, if you want to, also apply one of the following: 

Form Modifier Damage Range Notes Weight Cost 

Compact -1 -25% -50% ammo -33% +20% 

Powerful +1 +25% -25% ammo +33% +50% 

BOTH +1 -25% -75% ammo +0% +75% 

 

3. MODIFICATIONS & COMPONENTS 
You may add none or many of these, within reason. Percentage cost modifiers 

(‘+40%’) are added together, and then calculated against the base value. Flat cost 

modifiers (‘+200’) are added on afterwards. 

 

Rate of Fire Modifications 

Rate of Fire Description  Cost 

Single shot Must pull bolt/lever after each shot.  -20% 

Semi-automatic One trigger pull, one shot.  +0% 

Burst-fire One trigger pull, five-shot burst.  +40% 

Fully automatic Hold trigger, 15 shots per second.  +60% 

Fire selector Switch between multiple (bought) modes.  +10% 

Unless you buy a fire selector, you can only have one rate of fire. If you do buy a 

fire selector, you can switch between separately bought fire modes 
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Design Modifications/ All 

Modifier Effect Cost 

Big Clip Increase ammo capacity by +50% +10% 

Long Barrel Double range, +1 weight. +20% 

Recoil absorber Springs and mechanisms halve recoil. +1 weight. +40% 

Reliable design 
The weapon is simple. Halve misfire chance. 

Doubles the cost of all other modifications. 
+10% 

Sturdy Armored for durability. +1 weight. +10% 

 

Design Modifications/ SPW only 

Modifier Effect Cost 

Shot Selector 
Attach two different ammo types. You can swap 

between them as a half action. 
+20% 

Water Proofing Immune to water damage, might work submerged. +20% 

 

Design Modifications/ DEW or MAW only 

Modifier Effect Cost 

Capacitator 

(Condenser) 

First shot after waiting a full round deals +2 

damage. +0.5 weight. 
+20% 

Generator † 
Replace power cells with Hydrogen Shells. Double 

ammo. Shoot every other round. +1 weight. 
+20% 

† Needs capacitator to function. 

Design Modifications/ DEW only 

Modifier Effect Cost 

IR Beam The attack is invisible and silent. -1 damage. +20% 

Pre-pulse No longer impaired by smoke or mist. -25% ammo. +20% 

Recharger † -1 damage, +50% ammo, +0.5 weight. +10% 

Overcharger † +2 damage, half ammo, +0.5 weight. +20% 

 

Design Modifications/ MAW only 

Modifier Effect Cost 

Coil Pipe -1 damage, -25% range, -0.5 weight. Not as loud. +10% 

 

Attachments 

Attachment Description Cost 

Bayonet 
1d10 damage, +0.5 weight. Can be outfitted with 

all melee weapon modifications and types. 
+10 

Flashlight Runs on a type-D power cell. +0.5 weight. +10 

Grenade launcher Grenades bought separately. +1 weight. +100 

Undermounted gun 
Single shot weapon, any type. It costs 40% of 

what it would cost to buy it normally. 
* 

Laser sight +10 to hit with single shots. +100 

4x Scope Halve range penalties when aiming. +0.5 weight. +100 

IR Scope As Scope, plus detect infrared/heat. +400 

Silencer Minimizes muzzle flash and noise. -1 damage. +100 
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SPECIALTY WEAPONS 
Here are some nonstandard guns and other ranged weapons. 

Gun Damage Range Ammo Ammo cost Weight Cost 

Self-bow 1d10 R 20 m - 1 per 10 1 20 

Flare gun 1d10 E 15 m 1 2 0.5 30 

Stun gun 1 E 10 m* 1 5 1 50 

Revolver 1d10+2 I 20 m 6 * 1 50 

Spear gun 1d10+3 R 10 m 1 2 2  

Needle pistol 1d5 R 10 m 1 1 1 100 

Needle rifle 1d5 R 25 m 1 1 3 150 

Mag crossbow * 20 m - - 2 200 

Flamethrower 1d10+3 E 5 m 10 100 5 320 

Grenade launcher * 15 m 4 +5  150 

MP Mortar * 30 m 1 - 8 200 

Rocket Launcher * 50 m 1 +25 8 30 
 

Self-bows are incredibly old-fashioned 

pieces, shooting arrows drawn with the 

user’s own strength. 

Flare guns aren’t primarily weapons 

but signaling tools. That does not make 

them harmless. Flares are available in 

many colors. 

Stun guns shoot two small electric 

needles linked by a 10-m line to the 

gun. Roll 1d5: if it’s greater than 

the target’s DR, the target takes 1d5 

levels of fatigue, with a Toughness 

test to halve that.  

Revolvers are simple and reliable 

handguns. They only misfire on rolls of 

99-00 and are sturdy to boot. 

Needle pistols and needle rifles are 

used to shoot toxic or drugged darts. 

For substances (bought separately), see 

the Drugs & Poisons section (page 28). 

Roll 1d5: if it’s greater than the 

target’s DR, the carried substance 

enters their system and takes effect. 

Mag crossbows shoot whatever. Damage 

depends on what you put in. They are 

not really meant for arrows though they 

can use them. 

Flamethrowers spew a cone of flames. 

Targets hit must make an Agility test 

or catch on fire for 1d10 damage per 

round. Armor only helps against the 

first hit. 

Man-portable mortars launch any kind of 

grenade with pressurized air. For 

grenades, see page 28. Notably, the 

grenade is thrown in an arc, and can 

thus fly over cover. 

Rocket launchers also shoot grenades, 

but sealed inside a rocket-propelled 

hull. The noted cost is for an empty 

rocket, and thus in addition to the 

chosen grenade.
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Grenades 
Grenades weigh 0.5 kg each, and has a base range of SB×3 m. 

Grenade Effect Cost 

Blast grenade 2d10+2 X damage within 2 m, half within 5 m. 50 

Frag grenade 1d10 X damage within 5 m, plus 1d10 R within 15 m. 20 

Flashbang Very loud and bright, distracting. 1d5 E damage. 40 

Gas grenade Releases up to 10 doses of packed drug. 80 

Flame grenade 1d10 E damage within 5 m, sets on fire. 40 

Smoke grenade Fills with smoke within 10 m. 40 

 

Drugs 
Drug Effect Cost 

Amasec Any variety of alcohol-like substance. 1 

Lho-stick Nicotine or other abusable light drug. 1 

Caf Allows you to stay awake 24 hours with no penalties. 10 

Stimm 
Causes adrenaline rush. Ignore injuries, stunning, 

pinning, fear for 3d10 rounds. Then -20 to all stats. 
10 

Obsov Toughness test twice: become sleepy or fall asleep. 15 

Ventec Deals 1 damage per hour for 1d10 hours. 40 

Frenez Go Berserk for 1d10+1 rounds, then -20 to all stats. 50 

Spook Grants minor psychic power or enhances existing ones. 50 

Truvac Become dizzy and easily manipulated. 100 

Necoras Toughness test or heart attack. 500 
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General Equipment 
Item Description Weight Cost 

Air pack Holds 6 hours of pressurized air. 8 kg 40 

Alarm bead Loud proximity alarm. - 50 

Backpack Holds up to 40 kg. 2 kg 5 

Binoculars Good magnification. 0.5 kg 25 

Camo-cloak Adaptive camouflage. 1 kg 250 

Chronometer Clock, and measures time. - 25 

Climbing harness With multiple attachment points. 2 kg 25 

Clothing Can be bought more expensively. - 10 

Combi-tool Multi-purpose utility tool. 0.5 kg 10 

Comm bead Secure range of 100 m. - 50 

Data-slate Stores some media or other data. 0.5 kg 50 

Demo-charge 3d10 X damage. Timer or trigger. 1 kg 50 

Explosive collar 3d10 X damage. Proximity or trigger. 0.5 kg 100 

Filter-mask Filters air for 6 hours. 1 kg 25 

Glow-orb Lasts 5 hours on one type-D power cell 0.5 kg 5 

Grapnel Small launcher, hook, and 50 m rope. 5 kg 75 

Heart-starter Single use. Toughness test to revive. 1 kg 50 

Lascutter Uses type-C power cells. 2 kg 40 

Manacles For detainment, with maglock. 0.5 kg 20 

Mech-kit Contains 10 uses of mechanical supplies. 2 kg 75 

Med-kit Contains 10 uses of medical supplies. 2 kg 50 

Night-goggles Enhances light. 0.5 kg 100 

Pict-corder Records video. 1 kg 100 

Ration pack Contains 5 meals 1 kg 5 

Rope 20-meter polyester rope. 2 kg 20 

Scanner Analyzes environment. 5 kg 250 

Tracking bead Effective range 10 km. - 50 

Type-B cell Large battery 5 kg 100 

Type-C cell Medium battery 1 kg 10 

Type-D cell Small battery 0.2 kg 2 

Void suit Is vacuum-proof. Buy air separately. 4 kg 100 

Vox caster Projects sounds loudly. 1 kg 10 

Service Dog Basically a big working dog. * 50 
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6. Playing the Game 
Introduction... 

MAKING A TEST 
Tests are rolled as 1d100 under the 

relevant Attribute, with a Skill 

included if any applies. If Degrees of 

Success (DoS) are relevant, you have 

one DoS for each full 10 points you 

rolled under your target number. 

Quick Degrees of Success 

If you want to speed up degrees of 

success, simply read the 10’s digit of 

a successful roll as the degree of 

success. 

Critical Success and Failure 

If you roll below or equal to 10% of 

the relevant Attribute or Skill, you 

critically succeed, effectively 

gaining +2 DoS. If you for example 

shoot with a 49 BS, rolls of 01-04 are 

critical successes. 

On the other hand, if you roll 91+, and 

the 1’s digit is greater than the 

10’s digit of your Attribute or Skill, 

the GM is officially required to fuck 

your shit up. For example, if you shoot 

with a 49 BS and roll 95-00, you might 

shoot yourself or an ally. 

To the GM: feel free to disregard the 

crit rules if you or your players find 

them unenjoyable. Or if you want, you 

can thank my players for the existence 

of the rule. 

WOUNDS 
Wounds represent shallow flesh wounds. 

Recovery as per given standard of 

living, plus Toughness bonus.  

TOUGHNESS, DR AND INJURY 
If you, after armor DR, receive less 

damage than your Toughness Bonus, halve 

the damage taken. If the damage is 

greater than twice your TB, you are 

injured.  

ENCUMBRANCE 
Compare the weight of your loadout with 

your Strength score. The modifier 

affects Initiative and Pace (move 

rate).  

Weight Load Modifier 

≤ STR/2 No load +1 

≤ STR Light load +0 

≤ 2×STR Heavy load -1 

≤ 4×STR Extreme load -½ 
 

FATE POINTS 
Spend 1 FP to: 

 Reroll a test, once. 

 Set Initiative to 10+AB. 

 Add +2 DoS to a roll. 

 Recover 1d5 Wounds. 

 Recover from stunning. 

You may permanently burn a fate point 

to narrowly avoid death, or reroll a 

test a second time.
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Combat 
Combat is usually a fail state. Each 

fight is a chance to die. If you fight, 

make sure to stack the odds in your 

favor as much as you can.  

INITIATIVE 
Roll 1d10 (exploding) at the start of 

combat, adding your AB and Encumbrance 

modifier. Combatants act in order of 

descending Initiative. If you are 

stunned, knocked down, etc., you may 

have to reroll your Initiative. 

Surprise 

If one side jumps the other from 

stealth or from another unexpected 

situation, members of the surprised 

side is allowed a Notice test to not be 

Surprised. Otherwise they may not act 

during the first round of combat. Those 

initiating the surprise may still gain 

an Initiative bonus of up to +5. 

COMBAT ACTIONS 
Each round, you may take a full action 

or two different half actions. You also 

have a reaction, that’s generally only 

for defensive purposes. A list of 

example actions can be found on the 

next page. 

A round is around 2-3 seconds long.  

ATTACK AND DEFENSE MODIFIERS 
When your test  

Situation Melee Ranged 

Target surprised +20 +20 

Target stunned +30 +30 

Target prone +10 -10 

Target sprinting +20 -20 

You are prone -20 +10 

 

Melee Modifiers 

Situation Modifier 

Outnumber foe 2 to 1 +10 

Outnumber foe 3 to 1 +20 

In unstable terrain -20 

You are prone -20 

Target unarmed +20 

At optimal reach +10 

 

Ranged Modifiers 

Situation Modifier 

Point-blank range +20 

Up to 1×Range +0 

Up to 2×Range -10 

Up to 4×Range -30 

Up to 8×Range -60 

Target size modifier +X 

Using bipod/tripod +10 

Target lightly obscured -10 

Target heavily obscured -30 
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LIST OF COMBAT ACTIONS 
Action Cost Description 

BASIC ATTACKS   

Standard Attack Half Make a regular melee or ranged attack. 

Defensive Attack Full Attack at -10; attack against you are at -10. 

Double Attack Full Attack twice at -20 to hit, or -10 for two weapons. 

MELEE ONLY   

Charge Full Sprint 2x Pace meters, attack at +10 WS. 

Determined Attack Full Attack at +10 WS, or +20 if you missed last round. 

Reckless Strike Full Expend Reaction, attack at +30. 

Feint Half Opposed WS test to negate opponent’s defense. 

Maneuver Half Opposed WS test to move opponent AB meters. 

Grapple Full Opposed Strength test to wrestle target. 

Parry React Test WS to negate melee attack, if better DoS. 

RANGED ONLY   

Aim * 
Gain +10 BS for each consecutive Half Action.  

The maximum bonus is +30, or +40 with a scope. 

Predictive Shot Full Attack, and target takes -20 to Dodge or Parry. 

Steady Shot Full Expend your Reaction, aim once, attack at +10 BS. 

Rapid Fire Full 

Semi-auto: 4 rounds, +10 BS, +1 hit per 3 DoS.  

Burst-fire: 10 rounds, +20 BS, +1 hit per 2 DoS. 

Full-auto: 30 rounds, 30 BS, +1 hit per DoS. 

Suppressive Fire Full 
Attack a 4 to 25 m² area at half BS. +1 hit per DoS. 

Target in area must make a WIL test or be pinned. 

MOVEMENT   

Standard Move Half Move up to Pace meters. 

Sprint Full 
Move up to 3x Pace meters, 4x if moved last round. 

Attackers have +20 WS and -20 BS against you. 

Vault/Leap Half Traverse obstacle, possibly needing a test. 

Disengage Full Leave melee without opportunity attacks; +10 Dodge. 

Dodge React Test Dodge/Agility to negate attack, if better DoS. 

MISCELANNEOUS   

Overwatch * 
State a trigger, and an action you will perform when 

the trigger occurs. Then wait... 

All-out Defense Full Gain second Reaction, and +10 to Dodge and Parry. 

Delay Half Take the rest of your turn any time later in round. 

Reload Full Insert readied magazine into weapon. 

Ready Half Draw item from holster, belt, or pocket. 
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GRENADES 
You can throw a grenade as a Half 

Action, after using a Ready action to 

pull the pin. Target a general area and 

make a Ballistic Skill test. Creatures 

inside the grenade’s radius can Dodge 

for cover and halve the damage.  

Range BS Test Target Area 

Up to 1x SB +20 1 sq. meter 

Up to 2x SB +10 2 sq. meters 

Up to 4x SB -10 4 sq. meters 

Up to 8x SB -40 10 sq. meters 
 

The range is based on your Strength 

Bonus. On a miss, the grenade is offset 

by 1d10 meters in a random direction. 

Grenade Fumbles 

If you critically fail your BS test, 

you drop the grenade at your feet. If 

the grenade Jams, there’s a 10% chance 

that it explodes in your hand. 

Grenade Fuses 

Normal grenades have a timed fuse, 

which can be set to 1 to 10 seconds. 

Impact and Remote fuses are available 

for +10 and +20 thrones respectively. 

Fuse Explodes at... 

1-sec 
End of this round. 

Double misfire chance. 

3-sec Next round. 

6-sec In two rounds 

10-sec End of third round. 

Impact 
On first solid impact. 

Double misfire chance. 

Remote On trigger press. 
 

Grenades use the Initiative of their 

thrower, unless otherwise noted. They 

cannot be interacted with it the turn 

they were thrown, except for Overwatch 

actions or Delayed actions.

 

STRAY BULLETS 
If someone shoots and misses a target 

near other possible targets, there’s 

a chance that the miss will actually 

hit someone else. Number each combatant 

or otherwise important object near the 

target from 1 upwards and roll 1d100 

per missed shot. If a number assigned 

to a target comes up, they have been 

hit by a stray shot. 

CALLED SHOTS 
Called shots allow you to choose your 

hit location. The penalty is -10 to 

target the torso or -20 to target a 

limb or the head. If you want to target 

gaps in armor, it’s an additional -10 

penalty per 2 points of penetration. 

 

COVER 
Cover provides additional Damage 

Reduction to all locations covered 

based on what material it is. It can be 

destroyed, and takes damage from any 

hit that deals more damage than half 

its DR. 

Material Damage Reduction 

Plaster 1 per 1.5 cm 

Wood 1 per cm 

Concrete 1 per 3.5 mm 

Metal 1 per mm 
 

CRITICAL DAMAGE 
The GM rolls on the Table of Doom when 

you run out of Wounds. 

8 or more critical damage is generally 

instant death.
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Advancement 

RECEIVING EXPERIENCE 
If you survive the session, gain 25 Experience. 

Investigation Progress 

 Furthering the investigation: 25 Experience per significant step. 

 Destruction of heretical material: 25 Experience times amount of material. 

 Completing an investigation: 50 to 250 Experience, depending on magnitude. 

Bonds 

When a Bond is concluded (and thus removed), gain 25 to 100 Experience based on how 

many sessions the Bond held and how many times it came up.  

Goals 

A goal is generally worth 25 to 200 Experience, but there is no hard cap on the 

maximum amount. When you complete a goal, gain the noted amount of Experience. 

Player Vote 

The party and the GM votes, and each player that receives at least half available 

votes in a category gains 25 Experience. 

 Actor (funny or interesting characterization). 

 Team player (put the party above their own interests). 

 MVP (saved everything in a moment of brilliance and/or luck). 

PROMOTION POINTS 
Promotion points are awarded at the end of a mission. 

Threat Destroyed 

Multiply the reach value with the severity value to get the base Promotion Point 

value of the mission. 

Reach of Threat Severity of Threat Value 

One city section Minor damage 1 

Major part of city Moderate damage 2 

Entire hive city Major damage 3 

Multiple hive cities Massive damage 4 

Entire world Absolute destruction 5-6 

Entire planetary system Minor use for enemies 7-8 

Entire sector Major use for enemies 9-10 

 

Modifiers 

 Overuse of resources: -10 to -40% 

 Unnecessary collateral damage:  -10 to -40% 

 Improved Inquisitorial position: +10 to +40% 
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7. Psychic Powers 
Psychic powers are the manifestation of the warp, using unnatural energies to change 

the real world. Unless sanctioned, psykers are incredibly dangerous, to themselves 

and all those around them. 

INVOKING PSYCHIC POWERS 
You roll 1d10 per level of Psy-rating and add your Willpower Bonus. You don’t need 

to use all your dice if you don’t want to. If you have the Invoke skill, you can 

use it to gain a bonus. Compare the sum of the dice and your WB with the Threshold 

of the Psychic power. If it’s greater than or equal to the Threshold, you succeed 

in using the power. 

Special Die Results 

 Any rolls of 8-0, you must choose to expend a die for the day or gain 1 Fatigue. 

 Any rolls of 9 results in a psychic phenomenon.  

 Any rolls of 0 explode, meaning you must roll an additional 1d10. 

Invocation skill 

Roll an Invocation (Willpower) test. If you succeed, add your Willpower bonus again 

to the power roll. This is an Advanced skill only available to psykers. 

DETECTING PSYCHIC POWERS 
Psykers can sense each other, as if they were beacons in the dark. You can be 

detected at a range of 5m x your Psy-rating + 5m x the other psyker’s Psy-rating 

by another psyker, and detect them at that range too. 

Psysience skill 

If you wish to identify a psychic power, or extend your search range, you may test 

Psysience (Intellect). This is an Advanced skill only available to psykers. 

 

PSYCHIC SKILLS 
These are special skills only available to psykers. 

Invocation (Willpower/Advanced) 

 

Psysience (Intellect/Advanced) 
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Biomancy 
Power THR. Action Range Description 

Bio-lightning 20 Half 10 m Emit lightning. 

Constrict 15 Full 10 m Choke/constrict target until save. 

Seal wounds 10 Full 10 m Heal target(s). 

Shape flesh 25 Full Self Change body at flesh level. 

System control 15 Full Self Change body at cell level. 

Inhuman power 15 Free Self Change power of self. 

 

Bio-lightning 

You abuse your natural electricity to 

let out an arc of lighting dealing 

1d10+WB Energy damage to one target. 

Each 5 points of overbleed increases 

the damage by +2. 

Constrict 

Constrict a target’s windpipe or a 

major vein/artery. Unless they spend a 

full action to fight the contraction, 

they will either suffocate, or loose 

circulation through that area. If they 

fight it, they must succeed a Toughness 

test to clear the condition. Each 5 

points of overbleed allows you to 

inflict a -10 penalty to the roll. 

Seal Wounds 

Heal any target within range for 

1d10+WB wounds, and give them one level 

of Fatigue. Each 5 points of overbleed 

allows you to either heal another 

target, increase the heal by +2, or 

double the range. 

Inhuman Power 

For one round, double Strength and gain 

+10 Initiative. You are unable to take 

precise actions, including firing 

ranged weapons, during this time. Each 

5 points of overbleed increases the 

duration by one round. 

Shape Flesh 

You control your own body at its actual 

form. Choose one of the following: 

 Assume another’s appearance 

 Gain claws and fangs (1d10+SB) 

 Gain wings (and flight) 

 Gain natural armor (2 points) 

 Dark vision 

Each 5 points of overbleed allows you 

to pick an additional effect. After 

sustaining the effect for more that 

Toughness Bonus rounds, you start 

taking 2 damage each round due to 

unnatural system strain. 

System Control 

You control your own body at a cellular 

level. Choose one of the following: 

 Ignore poison and disease 

 Immunity to extreme temperature 

 Increase a basic Attribute by +10 

 Ignore Fatigue 

 Immunity to hard vacuum 

Each 5 points of overbleed allows you 

to pick an additional effect. After 

sustaining the effect for more that 

Toughness Bonus rounds, you start 

taking 2 damage each round due to 

unnatural system strain. 
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Precognition 
Power THR. Action Range Description 

Danger sense 15 Full Self Expanded senses. 

Divine shot 15 Free Self Make bullshit shot. 

Dowsing 10 Full 100 m Unerringly find something specific. 

False Future 25 Free Self Undo and redo a round. 

Far sight 15 Full 100 m See from offset location. 

Glimpse 10 Full Self Read future, gain bonus. 

 

Danger Sense 

You broaden your senses beyond the 

mortal world. Gain a +20 to all 

perception-based tests. Each 5 points 

of overbleed either increases the bonus 

by +10 or expands your range by 20 m. 

Divine Shot 

Reading thousands of threads of 

possible futures, you automatically 

strike home with one shot, no matter 

how unlikely. Each 10 points of 

overbleed allows you to hit with an 

additional shot, if you have a rate of 

fire to support it. 

Dowsing 

Test Psyscience: on a success, 

unerringly find clearly specific item 

or person. 

• Intimately familiar: +10 

• Within 100 meters: +10 

• Holds part of target: +10 

• Over 500 meters away: -10 

• Target surrounded by other of its 

kind: -10 

• Each 5 points overbleed: +10 

False Future 

At the end of one of your rounds, cancel 

everything that happened and go again. 

This applies to everything that took 

place, and new rolls are made. If you 

overbleed by 10+ points, you can use it 

on another person’s round.  

Far Sight 

Move your perception (including all 

senses) to a space within 100 meters. 

Except for turning some 90 degrees, you 

cannot move that location except for 

cancelling the power. Each 5 points of 

overbleed allows you to expand the 

range by 100 meters or turn 90 degrees 

more.  

Glimpse 

By reading the immediate future, gain 

a +20 bonus to the next test you make 

within one round’s time. Each 5 points 

of overbleed allows you to either 

increase the duration by 1 round or the 

bonus by +10. 
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Pyrokinesis 
Power THR. Action Range Description 

Charge 10 Full Self Electric hand. 

Douse 15 Half 10 m Put out fires. 

Firestorm 20 Full 10 m Fire burns everywhere. 

Flame 5 Half Self Fire hand. 

Flash 10 Free 10 m Human flashbang. 

Plasma Blade 25 Full 25 m Ultra-laser flame. 

 

Charge 

You gather an electric charge in your 

hand. It can be discharged in an 

unarmed attack dealing 1d10+2 Energy 

damage or used to charge or power a 

battery. Each 5 points of overbleed 

increases the damage by +2. 

Douse 

Absorb the heat of a flame, removing 

it. Can be used as a free action to 

reduce a single instance of Energy 

damage by 2 points. Each 5 points of 

overbleed allows you to put out larger 

fires or increases the damage absorbed 

by 2 points. 

Firestorm 

Release devastating waves of fire 

around you, dealing 1d10+6 Energy 

damage within the area. Each 5 points 

of overbleed increases the damage by +2 

or the area by 10 meters. 

Flame 

Create a flame the intensity of a good 

torch in your open hand. It adds +2 

damage to your unarmed attacks, and 

allows you ignite things. Each 5 points 

of overbleed adds +2 additional damage 

or allow the flame to be thrown 10 

meters. 

Flash 

You release a burst of bright light. 

Everyone in range must make an Agility 

test or be blinded for 1d5 rounds. Each 

5 points of overbleed adds a -10 

penalty to the test. Sufficient amounts 

of light might blind permanently. 

Plasma Blade 

Launch a brief arc of pure energy, 

dealing 4d10 Energy damage to one 

target. Can be used to cut through 

metal or other materials. 
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Telekinesis 
Power THR. Action Range Description 

Catch Bullets 15 React WB m Blocks solid projectiles. 

Fling 15 Half 10 m Throws objects. 

Gravity Field 20 Half Self  

Psychic Force 15 Half 10 m Kinetic impact. 

Precise Touch 25 Half 10 m Dexterous telekinetic force. 

Telekinesis 10 Half 10 m Hold and move objects. 

 

Catch Bullets 

Stops the first WB projectiles shot 

through a WB meter radius around you 

within the next round. Each 5 points of 

overbleed allows you to stop another WB 

projectiles or expand the radius by WB 

meters. 

Fling 

Toss any object weighing up to WB×5 kg 

up to WB×3 meters, with lighter 

objects hit by a greater force thrown 

farther. Any target thrown or hit takes 

1d10 damage, +1 per 10 kg weight of the 

object. Each 10 points of overbleed 

allows you to double the weight of the 

object or the range. 

Gravity Field 

Double or halve the gravity in a 10-

meter area around you. You can choose 

to only target yourself or exempt 

yourself from the area. Each 5 points 

of overbleed allows you to double or 

halve the gravity again, double the 

range, or exempt another target. 

Precise Touch 

You can manipulate things within range 

precisely and do things like pull a 

trigger or grenade pin, push buttons, 

and open belts. If a skill test is 

necessary, roll against your Willpower 

instead. Each 5 points of overbleed 

allows you to double the range, or 

double the number of (near-identical) 

targets, (e.g. pull multiple triggers, 

but not one trigger and one button). 

Psychic Force 

You create a blast of pure kinetic 

energy, dealing 1d10+WB Impact damage, 

with a Willpower test required to hit 

the target. Each 5 points of overbleed 

increases the damage by +2.  

Telekinesis 

Lift any object weighing up to WB×5 kg 

and move it slowly (1 m/s) as you wish. 

Each 5 points of overbleed allows you 

to double either the weight, the range, 

or the speed of movement. 
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Telepathy 
Power THR. Action Range Description 

Beastmaster 15 Half 10 m Command animals 

Compulsion 15 Half 10 m Give simple command. 

Dominate 25 Half 10 m Puppeteer target. 

Mind Reading 25 Full Touch Read target’s soul. 

Pass Unseen 15 Half 10 m Mental invisibility to some. 

Telepathy 10 Half WB km Transmit thoughts to others. 
 

Beastmaster 

Allows rudimentary communication with 

animals and reading of their minds. Also 

functions as Compulsion for animal 

targets 

Compulsion 

You can force a target to act against 

their own will for a brief moment. Give 

a single-word command, like “attack”, 

“flee”, or “stop”. If you win an 

opposed Willpower test against the 

target, they will perform only that 

action the coming round. If the action 

is suicidal, the target gains a +20 to 

their Willpower test. Each 5 points of 

overbleed allows you to give the target 

a -10 penalty to their Willpower test, 

or add one qualifier to the command, such 

as “attack [target]”, “run to 

[location]”, or “drop [object]”.  

Dominate 

You force your way into a target’s mind. 

If you succeed an opposed Willpower test, 

you can control the target as you wish, 

dividing your actions between yourself 

and the target. The target uses their own 

Skills and Attributes, but at a -10 

penalty. A suicidal action allows the 

target another opposed Willpower test. 

Each 5 points of overbleed gives the 

target a -10 penalty to the opposed 

Willpower test. 

Mind Reading 

You plumb the depths of someone’s mind. 

Each round, make an opposed Willpower 

test with the target. If you win, find 

out the next level of the target’s soul. 

Otherwise, the power is broken. 

 Round 1: name, mood, health. 

 Round 2: immediate concerns, nearby 

significant things. 

 Round 3: short-term memory, recent 

experiences and significant things. 

 Round 4: subconscious; know why the 

important things are important. 

 Round 5: everything is laid bare. 

Each 5 points of overbleed gives you a 

+10 to the opposed Willpower test. 

Pass Unseen 

Target up to WB creatures within range. 

They are somehow unable to directly 

perceive you, though they may suspect 

something is amiss due to indirect 

effects. Targets are allowed a Willpower 

test to resist the effect, and creatures 

with an Intellect of 10 or less succeed 

automatically. Each 5 points of overbleed 

allows you to target another WB creatures 

or give targets a -10 penalty to the 

Willpower test. 

Telepathy 

You can transmit your thoughts to one or 

more creatures within range (up to and 

including “everyone”). This allows you 

to send messages over great distance. If 

overbleed is 10 or more, you can use 

telepathy powers on one target within 

range, with another target for each 5 

points of additional overbleed. 
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Cybernetics: Relinquish the Flesh 
Limb (200 thrones) 

Basic mechanical limb with regular functionality. 

Improvement  Cost 

Power Booster Limb as +10 strength (stacking) ×2 

Hidden Gun Folds out of limb. Gun bought separately. ×1.5 

Hidden Tool Folds out of limb. Toll bought separately. ×1.5 

 

Respirator (200 thrones) 

Basic respiratory system replacement. 

Improvement  Cost 

Air Purifier Ignore most toxic gasses. ×2 

Vox Booster Can use a REALLY LOUD VOICE. ×1.5 

Translation Unit Has +1 language (stacking) ×2 

 

Visual Sensors (200 thrones) 

Improvement  Cost 

Spectrum Broadener See IR or UV light. Get twice for both. ×2 

Light Enhancer Toggleable night vision. ×2 

Flash Shields Ignore blinding. ×3 

Zoom Built-in binoculars. ×2 

Tracker Unit Halve penalties vs. fast targets. ×4 

 

Organs (400 thrones) 

Improvement  Cost 

Detoxer +30 to Toughness vs. poisons. ×2 

Defrib Built-in heart starter, triggers on death. ×2 

Blood Director Emergency valves stop bleeding. ×4 

 

Cortex Unit (1000 thrones) 

Improvement  Cost 

Emotion Remover Ignore fear, charm, etc. ×1.5 

Thought Accelerator Think at twice normal rate. ×5 

Memory Unit Can plug data-pads directly to brain. ×1.5 
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MECHADENDRITES 
Mechanical snake limbs. 

Type Description Cost 

Ballistic Attach any gun (bought separately). 500 

Scanner Reads different materials. 300 

Manipulator As another arm, at Strength 30. 300 

Medical Surgery knives and injectors. 500 

Optical You can see from this. 400 

Utility Holds bits and pieces. Clumsy hand. 200 

 

MAGLEVS 
Built-in magnetic and electrical systems. 

Type Description Cost 

Mag-pull Drags 5 kg of ferric materials towards you. 500 

Mag-push Pushes 5 kg of ferric materials away. 500 

EMP Burst Destroys unshielded electronics within 1 m. 1000 

Read Signal Read wireless transmission within 10 m. 250 

Disruptor Jams weapons within 5 m. 750 

Each doubling in cost doubles the quantifiable power of the Maglev (e.g. double Mag-

pull allows you to move 10 kg, etc.). 

  


