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NTRODUCTION

he threat of conspiracy, dark dealings, and hidden

power pervades the setti

is often incoherent
seeking the truth often risk n

very souls. Yet to search out such hidde
the Inquisition, for whe

insidious threats?

nd reason. those who would subvert, control and damn

n these pages. 1net

NOLLONAOJLN]

i hreats presented
tasters with a plethora ul';mr;lgrmisrs and
gents of the Golden Throne.

WHAT'’S IN THIS BOOK?

This sourcebook is divided into distinct chapters, each focusing
on a variety of cults, organisations, and factions that fall within
the remit of the major Holy Ordos—Hereticus, Xenos, and
Malleus. Each section provides key insights into particular
cults, their ideology, history, organisation, and purpose.
uggestions on the use of certain cults and alternative origins as
ell as possible scenario ideas, tips, and hooks.

HAPTER I: THE HERETICUS TENEBRAE

‘This chapter contains disparate accounts, forbidden lore, and
fragmentary whispers providing tantalising insights into the
nature and dark purpose of the Tyrant Star. How much truth
can be distilled from the ranting of madmen and the confusion
of official reports rests upon the wisdom of the Game Master

and the ingenuity of the Player Characters.
Cuarrer I1: HERETICUS

Mutants, Heretics, and Psykers threaten the Imperium from
amongst its people. This chapter describes these internal foes
in more detail and outlines specific groups that use treachery &
apostasy alongside those warped in body and mind to further
their own ends.

CHAPTER I11: XENOS

The alien is the enemy lurking amongst the cold, bleak expanses
of space where mankind is either slaves, pawns, or prey. This
chapter exposes some of the remorseless inhuman antagonists
who lurk within the Calixis Sector and plot the downfall of the
Imperium of Man.

CHAPTER IV: MALLEUS

No more malicious and persistent opponent of the Emperor's
will exists than the powers of the Warp. Herein you will find
some of the daemons and warp-spawned abominations who
corrupt and consume the human soul. Many residents of the
Calixis Sector are tempted by the dark forées of sorcery or join
the madness of Chaos cults detailed within this chapter.

Where relevant, Game Masters are presented with a range of

CHAPTER V: THE ENEMY WITHIN
This chapter focuses on what some consider to be the greatest
it to the continued survival of the Emperor's domain;
mal strife, misunderstanding, and outright hostility
structures built to maintain the Imperjum,

CIL%PTIR VI: Tue HuntED: WANTED
Hmulu OF THE CALIXIS SECTOR

lords and infamous villains can be found
Eight of the most notorious and ddngemus

1ed.

Cuarter VII: THE HoUusEk oF Dusr
AND ASH

e fin chapter presents an adventure scenario where
Inquisitorial Acolytes are thrust into a deadly whirlpool of
intrigue and alien malice as dark forces move to claim the
legacy of ir s Rogue Trader. Intended for advanced

Acolytes, this chapter is not for the faint hearted!
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100 IS ais0 1 rare circumsidances
mankind’s own forgotten antiquity.”
of the Common Inquisitorial Threat Ratings,

Tabernacle of the Conclaves Segmentum

n this chapter you will find fragments of material relating
to the Propheticum Hereticus Tenebrae, the Prophecies
of the Tyrant Star. Long ago, deep within the heart of the
region of space that would one day become known as Calixis,
whispers foretold a baleful black sun, drifting on aetheric
winds, that would appear without warning and bring terror to
& all. Over time such myths gave form to prophecies concerning
& a nightmare star. These prophecies predict calamitous events
and the coming of universal ruin, warning of a threat that
nice was and shall be again, of the death of nations and of
rorlds laid waste.

~ The prophecies are fragmentary, puzzling things that talk
of events yet to come to pass, of a widening shadow of terror,
destruction, and misrule. Yet the precise meaning of what is
to come eludes even those scholars who have spent their lives
devoted to the lore of the unknown. The Hereticus Tenebrae
is a thing that hovers maddeningly close to revelation and
understanding, and yet eludes the grasp of the sane and insane
alike. Of course, the most troubling aspect of this mystery is
that whatever the “thing” is that men have come to know as
the Tyrant Star, it is in some measure terrifyingly

real, as the planets it has laid to ruin can testify.
What follows contains no definitive answers to
the riddle of the Hereticus Tenebrae. However,
you may catch a glimpse of the great and

AVLS LINVIA L dH], 40 SAOAVHS

terrible truth, and your insights may
act as a springboard to games of terror
and  stat  spanning
campaigns designed
to thwart the rise
of darkness, horror,

and blood.

_ GUIDANCE FOR THE GAME
= MASTER

Throughout this book are sidebars filled with information
that may be of particular interest to Game Masters (GMs}
running Dark Heresy campaigns. Content ranging from: '
advice on incorporating a particular heretical organisation =
into an existing campaign to tips on roleplaying vatious
traitors and villains can all be found within these sidebars.
Naturally, it is up to each individual GM to determine how
best to use such information.

Usinc THE HERETICUS TENEBRAE

The Hereticus Tenebrae is a huge overarching mystery with

massive implications for every person in the Calixis sector:
It is also what you choose it to be. While the fragiments °
presented in this chapter are intended to give you a sense
of the doom that has come to Calixis and perhaps has
always been here, there are many ways of assembling then,
Some fragments may hold the literal truth while others
may be distortions or allegories, or even outright lies and
misinterpretations of things that the human mind fails to
grasp. The truth is for you to determine and your Player
Characters to discover.

The Hereticus Tenebrae need not only be concerned with
the rise of the Tyrant Star. The conspiracies and heresies
that both the Tyrant Star and the Propheticum Hereticus
Tenebrae have spawned can also be used as the major
focus of a game. An overarching conspiracy to ensure that
the prophesied events come to pass can make an excellent
recurring theme.

Alternatively, you may prefer to use a secret organisation
working to stop the prophecy from coming te pass,
an organisation willing to pay any price and make any
sacrifice. Smaller and less powerful roaming bands of doom
merchants, crazed prophets, and seers can also bring the
Hereticus Tenebrae into a game at a less overarching level.

The Hereticus Tenebrae is perhaps best used as part of
an ongoing campaign where a number of its qualities can
be fully realised, and the all-pervasive and dire nature of
its threat can be allowed to build over time. The Hereticts
Tenebrae relates to world-shattering events, powers, and
conspiracies. Thus, a game that includes it is automatically
part of a larger and more dangerous stage—a battle that is
being fought in the “now” of the Calixis Sector but whose -
outcome will do no less than decide the fate of the fiture;
and perhaps not just for Calixis. :

The Tyrant Star is a thing of mystery, truly an unkno
(and if you wish, is literally unknowable), and you ean use
it as a thread to draw together several apparently disparate -
adventures and give an unexpected focus to an overall
campaign. Or, of course, you can simply leave the mystery -
unsolved, just one of many housed comfortably i the grim
darkness of the 41st Millennium. e
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LS ranscript begins///

@yice, for that igwhat i
ap?;:o‘ximately 7.5 meters high.
would say thal it has stoed for ma
of Mag@e Zephrin will be nesded to fix j

device is fashioned from the psycho-active substance used in

id analysis with the a

[774536.11

al Dockét 318

on to Seedwyorld-Gamma=2

though I

s date of origin with greater certainty. The

all Eldar construsfion.

However, my Golkeagues of ghe Priesthoed of Mars have discerned that it is bonded to

a seam of orystal that runs deep into the bedrock of this world. This T bel

aongiderable sigiificanee and I shall return to it later.

ieve ig of

On the suefaee of the device are a series of rune-like ingcriptions in low relief,

Th

3se lngeriphbions are consistent witl

familiar enough with the language of the Eldar to give a crude

meaning of the insceriptions. The bhasic tone of their meaning i

warning imparted not to an enemy but to kin, or those who share in an:

It is not the kind of warn

ng I expected, a warni

a written form of the El

ng to trespassers in

dar tongue, I am

asse

18 awar

derstanding.

the domaing

of the Eldar that are all tos common to the feral worlds they consider under their

protection. Ratner the warning was closer in meaning to “shun

entreaty to flee in the face of dire peril.

is place; " an

The astropathic staff atfached to the expedition informme that the chelisk

broadcastes a powerful psychic signal into the darkness of the
pelieve tpe parpose of this device is to send irs message into
wonder whether other worlds in this volume of space might not

and to-speculate at a postible contectionwith the relative s

within the Calixis Sector.

[/ {Bnd transeript///

the sfgire expedition-Reasons unknown.///
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surrounding stars. I
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THE DANENESS SPRIADING AS THL STORM ROSE.

TONRNED TO TYHL ONCOMING STORM adD Sk

awar . WL WOMLD SHOOF AND THL STARS WERNRE LOSTH S THi
LIGHTRING STROCE., 1 S I THAT,FLASH THAT THE SO D
WAS TORRED I DALt THINGC OUVER 1OWICH CLAMMY SHAPES
CRAWLID, THLIR LD BD aCk, BOT *THEY CRIED OOT
WITY Tt JOX

_ Tve womts W DAMEER WITH LVERY PEAL OF THOMNDLIR.
Hs aLosars, FIMST SAW HWIM I THE DISTANCE- A TAT ALAY
SHEMOOLTTE OF A MAN ONMOVING, COT OOT OF THL SEY, MADE
BRICHT BY THE LICHTRING FLASH. HE THONDERLLAPS CAME
FASTER, LIFE MLASONED AND MONSTROWVS STEPS, 8D WITH
EVERY FLASH OF LIGHTRING MHE STILL MAN WAS NEARER. ITH
THE PACE OF A RBIATING WEART ML DREW CLOSER 80D L COLLD
SEE WIS EYES. ] WEY WOERE DARE 40D FILLED WITH THE STARS

STOLEN TREOM THE SET.
-y
Eace o3t T 0OAKE LATER a0D HE TS OEARER TO ME Twen
WHEN L (DOEE OB THE PRIVIOOS OIGWT. LAasT OIGWT We

ADVARCEY TO THE FOOT OF THL TOWETR,

//Gralwent missingover eight years ago. My agents fomd the journal in the Tower of Artifi
hat was put aside by the King of that feudal realm for use by officials of Ehe Imperium.///

///Liberated from the journal of Memnoth Gral, senior bF‘C“'efal}" of the Adeptus
Admini tratum mission on Ziliman’s Domain. ++ADM. 43‘3 E19 Piled/f/

WHEN THE TYRANT STAR RISES

' The Tyrant Star can be as a catastrophic event that can have profound repercussions for Player Characters and your
campaign. Presented her few guidelines for how such an event can be represented.

Foreshadowed: The risc of the Tyrant Star is always foreshadowed by events that grow in severity. These omens could be
in dreams and visions, in the ravings of madmen, or in strange and inexplicable events. There may also be other signs, such as:
palpable fluctuations in the warp that may be sensed by characters with the Psyniscience skill. Social unrest, panic, and the worst
of human nature coming to the fore also precede the rise of the star. Whatever signs you chose to foreshadow the arrival of the 4
Tyrant Star, the players should feel the tension and air of doom mount, day by day, hour by hour, and minute by minute. _

Apocalyptic: When the star does rise, the eftect should be apocalyptic. Mass riots, hallucinations, reality fracturing, daemons. -
manifesting, and ordinary people filled with a lust for murder, as well as fires, eruptions of lava, and earthquakes, are but a few o
the possibilities. Of course the actual rising of the star can have any or all of these effects; the most important thing is that it sh :
feel like the end of all things for those caught up in it. =

Lasting: Worlds do survive the coming of the Tyrant Star, but they never do so unchanged. Cults who focus worshiparound
the “dawn of darkness” or adore light as a saving grace may spring up in the wake of the Tyrant Star. As the coming of th
Tyrant Star is an apocalyptic event, the society and infrastructure of a world visited by it is bound to be profoundly scarred; ¢
prosperity and optimism likely in short supply. There may also be subtler, long-term effects such as an upsurge in the ny
psykers, children born with the same strange mark on their flesh, or greater instances of mutation and madness. Thcse long-
effects can form the basis for investigations if you want to include the Tyrant Star in your campargn but do n ;
ﬂmlytes present at the actual rising of the star. -
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CLASSIFICATION: DARK OMEGA

DATE: 657.M41

AUTHOR: *** NAME CLASSIFIED ***

SUBJECT: Report on the mythical force known as the Servants of Twilight
RECIPIENT: Inquisitor Marr

This report represents all that | could find in response to your request for a summary report on the so-called

“Servants of Twilight.” I have included what primary sources I could obtain: In many cases, however, no sources
exist. Such is the nature of the subjecr of this report that moest information about them is held only in myth,
rumouts, and fragments screamed by heretics under question.

Whispers tell of a secret coterie of heretics capable of driving whole cities mad, who possess mastery of darkness

as a physical force, and who can walk berween worlds at will. They are said to manipulate others, even other
cules, through bribery and threat into doing their bidding. A few of the most obscure tales say that they seek to
sow discord or manipulate events in some inconceivable plan to bring about the “final dawn of the lightless star,”
an ultimate goal of unknown import or meaning (though | am sure Zerbe would jump to only one conclusion
on the matter and perhaps already has). This is the myth of the Servants of Twilight as muttered between the
vilest of heretics and scoffed at by many within our own noble ranks. I have in the further sections of this report
attempted to give an overview of the manifestation of this fable within, and in regards to, the various environs
where it persists.

Within the ranks of the heretic and blasphemer

(-fhicﬂ_\_', the Servants Uf"l'\»vi]ighl that circulates amongst heretics, recidivists, and cultists. It is not a rumour of the
strect but a story to rerrify the vilest and most amoral members of humanity. The tale seems to be largely confined
to the Calixis Sector, though I have tound quaternary grade reports from Scarus and Mandragora Sectors that
indicate that it has presence and force beyond the bounds of this sector of space.

In the main, however, the tales tell of a small group (or sometimes only one person) thar comes amongst a cult/

1\' Irom

criminal organisation/sect/family conspiracy and demands a service. Details of these individuals vary gre

descriptions of seemingly normal people clad in plain black clothes to empty spaces thar cannor be looked at

No matter \’\r’l'IEiF l]‘:L‘ appearance E.I['. rhcw visitors, Ti‘lt‘ ['ElIL"- agree fh.]l [hf}'li‘ visitors J~{}'!l"‘-\ everything abot .
1I1K}SL' llll_‘}' d.(.‘[Il'di‘Jd service |.]'l‘1]': :11‘.\.1 have POWETS i.li\i} a \Lll‘ii_'{_'[ UT- !"I'!L['\_i". contr

.‘.Eii-_i.-'

resistance most foolish. The repo

to do as d

inconsistent as to only lend credul

convenience for heretics and recidivists e

I have included the distilled import of two re ports that relate o the Servants of Twilight for illustrative purposes:

i

‘The Bearers of the Mirrored Visage were a small cult of warp dabblers, who tha e resource and influence

of a few of its members had obrained a considerable body of esoterica and <o

owledge to accompany

it. Spiteful power seckers, they were discovered, in
The following is a transcript of an interrogation of one of the cz
the subject):

nts serving Inquisitor Ahmazzi.

SR R

| hererics (hereafter referred 1o as

Interrogation by Explicator Brehan of the members of the Bearers of the

Mirrored Visage, Malfi 599.M40

2.599.M40. The subject did not respond to normal levels of iomn., but in view of the nature of the

subject’s erimes we proceeded to question with renewed deterr n. At times it scemed thar the subject
would die without revealing any further information. Thanks efforts of Questioner-Chirurgeon Xanti, our
examination continued. After several hours, during which much of whar we already knew was confirmed, the

Sllbjcct gaye way fo a series of utterances that are transcribed here:

[cont.]
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[edited interrogation transcript begins|

[garbled speech] He came amongst us, his eyes burned. He killed Exalted Kireen, he reached out and my master was
gone [garbled speech]. He was them! The Servants! It was them! We tried to run. He was always there, just behind
115,

[transeript break]

A pr:riod OF |.‘!1'0|0|1ng i[lf_‘()h(_'!'i_'”l ;mtl iﬂ(‘t‘TnlilLCnL SI'JL'CL'I'I L'I'I.‘;'LICLL pll['ll_'l'l.lﬂl.'L'Ll !)\ ]1|L’i1.‘i i'-i}l' PTUICC|'il}[1. \
combination of serum to enhance nerve transmission and a level seven pain stimulus induced the subject to renew
ity testimony.

[transcript resumes

[t told us to destroy the Star Wanderer [reference—merchant craft destroyed in orbit around Malfi 167,598 M40].
[t knew everything. [garbled speech]. . like a live shadow. Irsaid if we ever spoke of it then they would know and
would come for us. Wi 2 What is that? [ can hear it! They know! [it was unclear as to what the subject was
referring to as no new noise could be discerned]

[transeript ends]

At this point the subject dissolved into oaths, curses, and eventual continual shrieking. The subject perished of organ
failure shortly after its last coherent statement.

Statement of Colony Governor Braygan

Formally dicrated to Investigator Legates Syranus and Tesson prior to the Governor's official execution by quartering
389.M40, Locara colony, Drusus Marches, Calixis Sector.

Lam Calid Braygan, formerly Governor Braygan of the Locara colony. I am a heretic. [ make this
confession before the servants of the Emperor in the hope of gaining absolurion for my soul and the
soul of my child.

My first crime is greed and coveting the rightful goods thar are the due of the Holy Imperium:

I'had an understanding with the criminal conspiracy called the Warchful Hand. The agreement was
g piracy ‘
for trade in illegally misreported trade surplus. I also ler them conduct business under my prorection
Do) P Y
within the colony and used them to dispose of a number of my enemies. This agreement lasted two
decades. 1 made this agreement with the knowledge thar any of these crimes we be enough ro
condemn me in the judgement of the most Holy Emperor.

My second crime is having dealings with those who I believed were heretics and blasphemous in
nature:

A year ago a woman visited me. | cannot remember what she looked like—I have tried and failed in
this. She informed me thar my understanding with the Watchful Hand was at an end and that my
understanding was now with those whom she represented. When [ asked why the agreement had
transferred, she replied that the Warchful Hand no longer existed. I asked whom she represented,
and she said simply that she was a Servant of Twilight. I do not know what she meant.

She said that there was no need for a long-standing arrangement. One “gift” was all that was
required. | was afraid, most afraid, and 1 do not know why. She said that I had one night to decide
whether or not to agree to her terms and thar T would have another option presented to me during
that time.

‘The next day there was no dawn, nio sun rose. The people went mad with panic, there were riots.
‘The darkness, one night as she had said, did not end. When she returned, she asked for the single
gift. I was afraid and I gave them what they wanted. The next day the sun rose.

[cont.]
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My third crime is that | gave my son to the heretic. [ do not knew what they wanted him for, [
know though that he was alive when they took him. I do not know why they needed me to “give”
him to them.

my crimes before the God Emperor of Mankind and for these [ shall be judged.

—Calid Braygan
Within our own ranks

The Servants of Twilight are a divisive topic amongst our august colleagues of the Calixian Conclave. Many, |

- might even say most, consider them to be a mere warp-dabbler's myth—a phantom used by charismatic hererics

as a name of terror to further terrify their thralls and enhance their mystique. Some go even further, naming other
supposedly mythic culrs such as the legendary Sleepers of Solomon or even the so-called Night Cult that caused all
the trouble recently between Nonoro and Sennacharib as the true cause of these distorted rumours. 1 cannot deny
these claims, as truthfully there are numerous similarities to be found in these tales and many others besides!

A small few genuinely believe that the Servants of Tawilight are quite real and represent the direse threat to the
sectot. | have spoken in private to members of the Adepea and even to cultists who would not dare voice the
opinion publicly, but who live in terror of this cult, real or imagined. One particularly vile and obscure strand
of rumour says thar the Servants of Twilight count members of the Holy Ordos among their number and have
control of several Inquisitors. I personally consider this last sentiment risible, though of course [ know that you
always consider it good to know these things. You devour knowledge as a starving man might bread in the desert.
Mayhap were I to consider the worst, | would perhaps say that their myth might well be exploited for some faction
in the Conclave’s own ends

and [ don't have to tell you whom I mean. ..

In truth, I do not know what to make of it. | find that despite my years of expetience and the judgement your
service has honed in me, I cannor allow myself ro come down on one side of the argument or the other. Nor
am [ able to shake the feeling of dread that these phantom whisperings bring. I find myself wondering whar the
consequences are if even a single word of it is true. Though 1 found her a vile fanatic, her words echo now in my
mind: “lest the truth devour all.”

I remain, as ever, your most faithful servanc.

** NAME CLASSIFIED =**
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CLASSIFICATION: DARK RHO i
DATE: 128.811.M41

AUTHOR: *** NAME CLASSIFIED *=+

SUBJECT: Partial Account//Attrib, Unknown//ZD//KOMUS

RECIPIENT: Inquisitor Shakletarn

I know nor the value of the following rowards your principal direction of investigation, yet consequent to our last
meeting and in view of your resolute determination to pursue this course against all reason, 1 supply here all that
remains of the transeripr,

Prime: The account is alleged to have originated on Zillman’s Domain (designate Feudal - Josian Reach), author
the manifestation of Komus, Efforis to

confirm its veracity have continued to remain élusive. T leave it to your judgement and discretion.

unknown, and I believe it remains amongst the most viable accounts

[TRANSLATED INTO LOW GOTHIC FROM DIALECT LOCAL TO ZILLMAN’S DOMAIN]

Within mine own heart a blackness festers and no dawn shall radiate its clean wash over me. | script
this missive in trust that mine own soul shall be raken into the arms of the most | loly Emperor
regardless of the sins of mine eyes, tongue, and inked fingers. Forgive me.

First in dreams it came. Twisting mine own thoughts of fancy into deep sinful pools of nothingness,
Visages of corruption, turning thought upon thought, calling—announcing, A personal herald of
woe. Night upon day it returned to burn my mind, engulfing colour with darkness, and within,

an unholy white light targeted at mine own soul, The clutch of terror beguiled me, and I had no
thought to mine life or mine work,

On the sixth day, T awoke ragged and unwashed. A pressing weight removed from mine mind—1
felt the departure of the herald. I climbed from my chambers to the world without, expectant of
normality, yet no normal world had I stumbled upon. Unclean vision filled mine eyes. A gauzy haze
of unholy light filtered mine vision, and 1 was unable to distinguish form or face. Cries of horror
were about me, and ir scemed the people shared my condition—a mass of unworthy sinners, cast
down in to a torrent of fear and damnation.

My senses returning, I dragged mine self back to mine chambers, needing to fend off a multitude
of assailants with rocks and blows, until [ made it through mine door and bolted it irm. Soon the
clamour began and the door shook.

They surround me now. Are they mine own friends? I know not. Thei is disfigured and

unclear; a gaudy whiteness obscures their visages. I am undone. Th 15 returned. 1 hear his

mocking laugl
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CHAPTER I:
HERETICUS

“Burn them all. The Emperor will know His own.”
— Joachim Quais, the judgement on Xieros Prime

he Ordo Hereticus has a single, fundamental task—to
defend humanity from the threat of the mutant, the
heretic, and the psyker. This battle is both constant

and unremitting, allowing for neither mercy nor remorse.
When the average Imperial citizen thinks of the Holy Ordos,
he imagines the dread Witch Hunter of the Hereticus, black
shrouded and bearing fire and steel. There is much truth in
this imagining, for the Ordo Hereticus is the most numerous
and publicly active face of the Inquisition. Fiery purges, mass
trials and summary executions are the favoured methods of
the Ordo Hereticus' public face.

However, many Witch Hunters, for all the awe and terror
they deliberately inspire, know the value of secrecy and
stealth in the execution of their duties. The Ordo employs
a myriad of agents, investigators, informants, savants, and
infiltrators for this purpose. The reason for such tactics are
simple. For a heresy to be purged, it must first be uncovered.
The Ordo Hereticus can match the most labyrinthine plotters
and secretive cults with dark machinations of their own, as
many unsuspecting traitors and heretics have learned.

Although the Ordo Hereticus is extreme in its methods
and utterly unforgiving in its persecutions, it has every cause
and right to be. The Imperium, though vast and seemingly
imvulnerable, faces the ever-present danger of a slow death by
rot from within. This rot must be discovered and cut out. The
eternal war of the Ordo Hereticus is one with no bystanders
and no innocents. It is a war waged without pity or relent,
not just to defend the status quo or enforce the Imperium’s
rule, but because the body and the soul of humanity itself is
at stake.

THE SINS OF THE PAST

Although the céntral rasks of the Ordo Hereticus are
widely k
also concern them. The veneration of false gods and
forbidden lores that hearken back to the sins of humanity's
ancient past merit the direst enmity of the Ordo. Some

v, there are other rarer kinds of crimes that

crimes so proscribed that even to know of them is enough
to warrant summary execution. Others, such as the worship
of the false godhead known as “progress” and the pursuit of

technologies and sciences proscribed since the time when

the Emperor walked among his people, are treated with
the same scorn and hatred as any mutant cult. The Ordo’s
imvolvement in such matters has brought it into conflict in
the past with other powerful groups such as the Adeptus
Mechanicus and the Ordo Xenos, who might dispute both

s imvolvement and its methods.

OF THE
ENEINTY

“Thought Begets Doubt, Doubt Begets Heresy and Heresy Begets
Retribution.”

HERETICUS

—Codex Imperialis

*
*

eresy, false belief, political corruption, the danger of
religious schism, treachiery, apostasy, rebellion, and
disorder are all utterly corrosive to the unflinching
order that sustains civilisation. Unity of purpose is needed if

|

the Imperium, indeed humanity, is to survive. Since the dark
days of the Age of Apostasy, it has been the sacred task of the
Ordo Hereticus to sustain that order by any means necessary,

The foes of that order are diverse and widespread, from
the false priest to the dissolute noblemen, demagogues
and seditionists of every stripe, the mutant skulking in the
shadows, and those who would sell out humanity to the alien
or worse. But of all its enemies, it is witches and rogue psykers
that are the Ordo Hereticus's prime targets and their pursuit,
suppression, and destruction its most fervent goal, For any
psyker who escapes discovery or flees from his just fate as par
of the Black Ship’s tithe, the Witch Hunter's pyre awaits.

HERESIES OF FAITH AND
THOUGHT

“True heresy” as it concerns the Ordo Hereticus is crudely
defined as: adhering to, promulgating, or acting on 4
theological or political doetrine contrary to the orthodoxy
of the Ministorum Creed or Lex Imperialis (which is itself
considered of divine impute, being based upon the word and
gift of the Emperor).
In practical terms, the crime of heresy covers a multitude
of sins ranging from the denial of the Emperor’s divinity and
direct rebellion against the rule and rights of the Adepta to all
manner of blasphemies and irreligious practice. In broader usc,
heresy, as expounded from the pulpit by Imperial confessors; is
coined as a pejorative term to define any '
crime, sin, or deviancy of thought that
the Imperium’s moral guardians find
objectionable. However, the Imperium
is a truly vast place with countless
variations of culture and doctrine, not
all of which fit together comfortably.
The extent of the fervour with which
heresy in this sense is treated and just
what is considered “heretical” by the
fanatics and extremists of a given world
over another can vary enormously.
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' CORRUPTION AND
WITCHCRAFT

The fundamental nature of what it is to be human is under
constant threat by the mutant and the psyker. Corrupted in

flesh, to the Ordo Hereticus the mutant represents deviation
from the physical norm and a potential taint of Chaos. With

mutation, it is commonly believed that spiritual corruption

and depravity often follows as naturally as carrion draws
vermin
the Mi
huma

Under Lex Imperialis and the pronouncements of

istorum Creed, to be a mutant is to be removed from
t is to be accursed and become the enemy simply

SNOLLFAT}H

by virtue of existing,
Many mutants, who are more rightly classed as abhuman
because their bodies have been deformed by generations of
industrial pollution or exposure to alien biospheres and are
thus utterly blameless of warp taint, are still rendered suspect
and are often the victims of the zealot’s wrath. However, more
measured and reasoning factions within the Ordo Hereticus
do see and make the distinction, preferring not to waste their
time rounding up a few chem-dregs when real deviants may
be hiding behind a wealthy facade. These elements fa

a pragmatic approach of brutal enforcement and vigila
Others of a more Puritan mind favour the simpler so
simply destroying them all.. . just to be safe.

This latter course of action meets stiff resistance and can

f the
th

survive and prosper. On the whole and for the good o
wider Imperium, the pragmatist’s approach of the control and

“repression of mutants wins out. However,
& rebellion rears its head, the powers of the Holy Ordos let slip

1€n warp taint or

the Emperor’s hounds and whole worlds may be heaped high
with pyres as a result.

The witch, by comparison, poses a danger far greater than
any other traitor or heretic, embodying a constant threat to
the souls and lives of all those around them. Not only are such
individuals potential avenues by which the horrors of the warp
may be unleashed on the unsuspecting mass of humanity, but
their unrestrained and often untrained psychic powers make
each and every one of them a potential cataclysm waiting to
happen. Each is capable of crimes and atrocities (by accident
or design) unimaginable to the average citizen, from causing
spontaneous fires and waves of nightmares, to the wilful
enslavement of others as living puppets and the slaughter of
innocents by no more than a stray thought.

The persecution of the witch and the rogue psyker is
the central goal of many within the Ordo Hereticus and
it is a dangerous task indeed. It calls for the utmost guile,
ruthlessness, and savvy, for few prey are more dangerous.

THE NATURE OF CULTS

The business of the Ordo Hereticus is largely centred on the
discovery and destruction of heretical or otherwise illegal
cults and groups. The usage of the term “cult” within the
Inquisition, and the wider Imperium for that matter, is a
general one used to encompass the bewildering variety of
possible religious sects, secret societies, creeds, political patties,
associations, guilds, and conspiracies that are commonplace
in the I[I'IP{.‘I'H}'.":I\ many cultures.

ght be termed the two great cults of
Ministorum Creed and the Adeptus
other cults exist. The most common

Qutside what

the Imperium—
Mechanicus—many
f sects of the Imperial faith who devote

take the

themselves to a particular aspect of doctrine or the venetation

saint or miraculous event. Second to these
are warrior societies of various forms, which are especially
prevalent on feral or feudal worlds, followed closely by the
numerous cult-like groups, mest often: preferring the term
“guild,” who cater to a particular specialised craft of trade,
Beyond these, most worlds often boast scores of ofh"cri..'idqal
cults whose exact nature often baffles ontside 'sg'ruti11y,'_ tied
to some idiosyncrasy of culture, planet, clan, at_histﬁf"%_t’-ﬁl
event. It is only when a group becomes considered heretical
and is judged to espouse an ideology: that is contrary o the
Imperium’s law or broad strictures of the Ministorum Creed
that a cult merits the Holy Ordos’ attentions. = =~ ©

Heresy can be a contagious thing it
spreads, a cult is often formed from tho!
it. In other cases, a powerful of charisi

of a particu




draw a coterie of devoted disciples and followers into forming
a heretical cult, and by the same token, deviants and like-
minded individuals often join together for mutual support
and protection.

Cults exist in the main for very good reasons, the most
obvious being secrecy—the protection and greater resources
of the larger group allows it to better organise and conceal
itself from prying eyes, rivals, and outside threats. The second
is power, as the strength of a cult's membership united is
often far greater than what an individual would possess.
This is a truth that remains constant on many levels, from
pooled finances to sustaining and reinforcing the loyalty
and adherence of its members. Isolation, after all, promotes
cohesion in-and-of-itself, whilst division will destroy a cult
as easily as any Witch Hunter's purge.

Heretical cults often share several common attributes despite
their many differences. Most seek to conceal themselves
behind the disguise of a more benign (or at least accepted)
front organisation, or remain completely hidden from the
authorities in order to avoid discovery. Cults also often favour
a particular milieu in which to operate and recruit fresh
members, which is often determined by the cult’s own nature.
For example, a cult centred on fermenting rebellion amongst
mutant labourers will confine itself to the shatters and barrens
where the mutants dwell, recruiting from the disaffected
and outcasts among their numbers. Meanwhile a malefic
conspiracy of daemon worship among the depraved nobility
will often limit itself to the salons and private estates of the
elite for its haunts and recruiting grounds. Many cults also
share similar organisational structures despite their differing
goals and natures, the most common of which are detailed
in this chapter. Each has its own strengths and weaknesses,
and in many cases, the structure may involve many minor
differences in practice and effect. While a particular cult may
favour one structure over another, it will often include other
structural elements as well.

CHArisMATIC CULTS

Charismatic cults are the simplest in structure, as their
organisation is based around the authority of a single figure—
the cult’s leader. Personal authority is usually the norm in
these cults and is maintained by the leader's force of character,
natural charisma, oratory skills, or simple personal power.
Cults led by a single powerful figure such as a witch or magus
are often of this type, although any place where malcontent
or religious schism breeds can throw up a charismatic leader.
This individual will exploit the weakness of others for his
own personal power or gratification, or the fulfilment of his
own apocalyptic vision.

MysTERY CULTS AND SECRET SOCIETIES

Mystery cults are centred, as their name implies, on secrets.
These secrets may concern a hidden network of power, a
cache of forbidden Tore, access to ancient prophecies, or other
esoteric truths and tmportant information. These secrets are
held by a select group, :'forming an inner circle or oligarchy
{often with several sub-tiers of rank), and are the foundation
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1 from their own numb

a cult carrying out

re and persecution is the

structu Ilm l\md of cult’s structure breaks down

nbership into a series of small sub-groups, the cult's

Cells, which range from a handful of individuals up to
perhaps hundreds of membe each de d to \

out a particular specialisation or a certain task or goal. Other

than the :

or an individual, who control the cell,

none of the cell’s other members has any direct contact with
the wider cult or even other cultists outside of his immediate
and cell.
structure has the pre
its rank and file are captured
betray nothing that does not concern tl
11, keeping the wider cult s:

smaller cell senior in authority, and that cell’s rship part
of another and so on. This can prove a pher onmndll}-' hard
structure to successfully track and destroy and by its nature
is highly adept at covert and independent operations. Many
of the most dangerous cults and heretical groups \!-'hn are
sufficiently w
ranise their fiel
nough, th nqmsmon.

DeATH CULTS OF THE IMPERIUM

Death and blood underpin human existence. It is a common
sd-sacrifice in the face
rifice likened

',nl Creed to the bnd|[\ ifice of the Emperor

truism that only through continu
of a hostile universe will mankind pre

urish within
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=ly in purpose, creed, makeup,

ct walks something of a
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despite their dif an be divided
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SANGUINARY CULTS

Perhaps the most commonplace and famed sub-division of
the death cults, sanguinary cults focus on the act of bloodshed
itself—the manifold art of killing and the moment of
extinction. Often honing the skills of the assassin beyond the
ken of normal men, such cults are tolerated or at least wilfully
ignored by the Imperial authorities despite their heretical and
even vampiric tendencies. This tolerance is because they are
known to be implacable in their hatred of mankind’s enemies,
supplying the Ministorum and the Inquisition with invaluable
adepts of murder and fanatical killers loyal to the cause. Some
have even more shadowy connections to the mysterious
Officio Assassinorum, the secret organisation that provides
unparalleled adepts of murder for the High Lords of Terra.

Many sanguinary cults spring into being in the fertile soil
provided by the harsh conditions found on many feral and
feudal worlds. However, the shadows of the underhive, the
viperous intrigues of the noble’s court, and even the travails
of deep space can equally create the conditions where ritual
societies dedicated to the deadly arts of the blade, bullet, and
poison can flourish.

Calixis has numerous such sanguinary cults and sacrificial
societies present scattered across many worlds, and indeed,
the population of the outcast feudal world of Fervious is
largely governed by them. The most famous of the death
cultists, without doubt, are the assassin-mystics of the Moritat,
which has sub-cults and cells operating right across the sector
and indeed beyond. More information on the Moritat and
other Calixian Death Cults can be found in the Inquisitor’s
Handbook,

NecroprHAGIC CULTS

Necrophagic cults are the most blatantly heretical and terrible
of all death cults, with sects often springing up on worlds
ravaged by incessant warfare or planct-wide famine, pandemic
disease, or other terrible disasters. In desperation and often
goaded by outside influence, the people’s faith and devotion
take on an increasingly malign turn, with human sacrifice,
cannibalism, and necrotic rituals becoming widespread.
In such cases the members of these cults rapidly become
irretrievably insane and physically corrupt, and are often the
playthings of warp entities, while the vile leaders of such cults
walk a tightrope between burgeoning malefic power and
utter madness, Necrophagic cults are never tolerated by the
Imperial authorities and are hounded to destruction wherever
uncovered.

Within the Calixis Sector, necrophagic cults have been
known to spring up in the wake of long-burning wars (as has
happened on Tranch and Malice in recent years), on isolated
and savage worlds such as Endrite, and in the dark hulks and
vessels in space where stricken survivors or desperate stowaways
devolve into a form of mutant cannibal known to the voiders
2¢ Ghillam or hold-gaunts. But of all these tales, none can
compare to the ancient stories of the appalling Saynay Clan
of Dusk, whose half-mythic ghoulish histories have given the
children of the Calixis Sector nightmares for centuries.

RESURRECTIONIST OR
REevivicaTor CULTS

Rarely encountered but insidious in nature, resurrectionist cults
ultimately seek to conquer the secrets of life and death itself.
Some resurrectionist cults preach a doctrine of the Emperor’s
triumph over death and the conquest of human weakness,
while others entreat darker masters, pursue utterly forbidden
sciences, or hide baleful xenos or warp-spawned influences at
their hearts. Often they espouse the goal of attaining physical
immortality for the faithful and will go to unspeakable lengths
to obtain their ends.

More so than even the sanguinary cults, these groups attract
insane and desperate individuals to their ranks, those who have
lost everything, become the most degenerate heretics or follow
the wildest of deviant creeds. Some resurrectionists even
practice ritual revivification to indoctrinate their members.
The most extreme examples of such sects believe that the
Emperor’s plan is for mankind to follow him into a blessed
“immortality of the flesh." They even claim that it is possible
through the use of utterly forbidden archeaotech 1o free the
Emperor from the Golden Throne to walk among his peogie,
“dead-but-alive-everlasting” to quote the darkly remowned
Credo Mortifex. Such cults are hated by both the Misssiorum

and the Adeptus Mechanicus and must throw 2o 3 smsderous

veil of secrecy and superstition in order o sarve
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i them available to Acolytes if they wish, as Elite Advances.

- PSYKANA
OBSCURA

“The light that burns brightest, burns briefest of all.”
—Ancient proverb

he following section details a number of psyker
Talents and powers that manifest themselves more

than those found in core rules in the Dark

rarely

Heresy rulebook. Such abilities are uncommon, even among
psykers, and are often the providence of the witch and the

ic

egade whose powers have developed in isolation without
the guidance of Imperial Sanctioning. These abilities often
take a particularly macabre or sinister turn or represent the
heights of mental power few can hope to reach. This section
also contains information and rules for individuals with the
equally rare “Pariah Gene,” more commonly referred to as
Untouchables.

These abilities are primarily intended for use with villains
and NPC antagonists (and are found used in the various cult and
character entries in this book), but GMs are free to also make

NEW PSYKERTALENTS

PsycHIC SPITE

Prerequisite: Psy Rating 4, Corpus Conversion.

Few emotions echo louder in the warp than unrestrained
malice and hatred, particularly when driven by the madness
and bitterness that consumes many rogue psykers and witches.
Some powerful psykers learn the art of channelling their own
pain and spite into their powers, rending and blasting their

enemies with the force of their hatred.
When manifesting a  Psychic Power that causes direct

1as a Damage listing) in conjunction with the use
»us Conversion talent, the attack’s Damage roll
gains the Tearing Quality:

injury (i.e.

of the Cory

PsycHIC SUPREMACY

Talent Groups: Biomancy, Divination, Pyromancy,

Teleki
Prerequisite: Psi Rating 5, Discipline Focus Talent for the
chosen Talent Group.

10

, Telepathy.

The levels of godlike power attained by the greatest psykers
are enough to set themselves apart from their inferiots. This
preeminence is not simply in terms of the raw force they
wield, but the ease and subtlety that they are able to apply
when they focus their minds to manifest their abilities not as
a sledgehammer, but as a scalpel.

When using half or less of their maximum possible Power
Dice when manifesting a power from their chosen Discipline,
the psyker ignores the first “9” rolled when determining if
Psychic Phenomena are generated (although the number still
counts towards beating the power’s Threshold, etc.). A second
or subsequent “9” result in the same Power Roll generates
phenomena as normal. Additionally, detecting or tracing a
Psychic Power used in this way suffers a —10 Penalty:

PsycHic VAMPIRE

Prerequisite: Psy Rating 4, 30+ Corruption Points (if a Player
Character), one or more Psychic Powers that can be used to
directly kill with psychic energy (Bio-Lightning, Blood Boil,
Psychic Blade, Soul Killer, etc.).

Some of the most black-hearted witches and rogues develop
a taste for killing with their powers that goes beyond mere
sadism or megalomania, becoming a terrible addiction. In time
and if they have the power, some eventually learn to feed upon
the release of psychic potential that occurs when a sentient
creature’s life is extinguished, stealing the merest fraction of
their victim'’s life energy to feed their own.

Every time the psyker kills an intelligent, self-willed creature
not of the Warp (this power does not work ‘on daemons,
servitors, animals, and machines, for example} directly with
psychic energy, he may immediately heal 1d5-1 lost: Wounds
by passing a Challenging (+0) Willpower Test. He cannot
gain “extra” Wounds. The use of this Talent is a Free Action.

For Player Characters, each use of this Talent inflicts I
Corruption Points and is Addictive (see Mgn:t:i_l_' _Disdr&m ofl
page 234 of DARK HERESY). S




TABLE 2-1: NEW PSYCHIC POWERS
Threshold
F_I'Idl.ll‘(, F].nm.s
~ Open Wounds i 9
Space Slip 11
 Suggestion ' 9
Time Fade 13
‘Biomancy Powers
Agony 13
. Drain Vigour 20
Flesh Like Iron 18
Pyromancy Powers
Molten Man 27
“Telekinetic Powers
Psychokinetic Storm 12
Telepathy Powers
Seed Mind 26
~ Soul Killer 25
Zone of Compulsion 19

Focus Time Sustain
Half Action Yes
Half Action o Nb' :-';‘{:'J
Half Action No
Half Action : No - S
Full Action No A
Full Action Yes
Half Action Yes
Half Action Yes
Full Action Yes
Half Action Yes
Extended No
Full Action No
Half Action No |

ADDITIONAL PSYCHIC
POWERS

The following Psychic Powers represent some of the more
unusual or dangerous forms that a psyker’s abilities can take
and are most often the province of the witch and the warp-
touched. They are, however, available to Imperial Psyker PCs
who may select them when learning new Psychic Powers.

NeEw MINOR POWERS

Endure Flames

Threshold: 8
Focus Time: Half Action
Sustained: Yes
Range: You

You can endure the most severe flames, allowing yor
walk unseathed through fire. You are immune to Damage from
fire and Flame weaponry and reduce the Damage inflicted
on you by Plasma or Melta type weapons by half before

reduction for armour and Toughness Bonus. The effects of

this power extend to your clothing and equipment.
Open Wounds

Threshold: 9

Focus' Fime: Half Action

'd'gush Wlth blood, rapu:[iy exsanguinating
messy fashion, The victim must pass a

Difficult (~10) Toughness Test or suffer 1d5 R Damage,
bypassing their Toughness Bonus and armour (applied t
their most recently wounded Location). Additionally, if the
target is Heavily Wounded, it immediately suffers Blood Loss®
(see page 211 of Dark HEREsy). This power is useless against
an unwounded or unliving target

Space Slip
Threshold: |
Focus Time: Half Action
Sustain: No
Range: You
: rough the edge of the warp, slipping
it and reappearing in a different
powerful trick, but dangerous and

cessfully manifested, the psyker is
1d5 or 1d10+2 metres
rolling) from his starting location in a

ed to a point

lirection of his choice without regards to any intervening
matter. However, he may not bypass warded barriets, void
seller Fields, or the like.
If the use of this power means that the psyker
uld appear inside solid matter, he must pass a further
Chalirngmg (+0) Toughness Test. If this Test is successful,
ne is thrown backwards 1d5 metres away from the offending
bject and is Stunned for 1d5 Rounds. If this Test is failed, =
he is still hurled back and Stunned as previously described, _
but also take 1d10 X Damage (Body Location), which is
not reduced by Toughness Bonus or armour. If the soli
object encountered is another living thing, it too must pa
Challenging (+0) Toughness Test or become Stunned:

Special:




Suggestion

Threshold: 9

Focus Time: Half Action

Sustained: No

Range: 6m

You introduce a single telepathic suggestion into a
target's psyche, making him more open to a line of thought,
experience a brief sensation, lend credence to what you are
saying, or momentarily ex perience an emotional state of your
choosing.

The psyker and the target make Opposed Willpower Tests.
If the psyker wins the contest of wills, he can introduce a
suggestion into the target’s mind.

This in not true mind control in the sense of the Compulsion
power, but rather a subtle manipulation of the victim’s
perception and attitudes. You could, for example, convince
a target that he likes you, that he is hungry, that he’s seen
your identity card, or that what you say is likely to be true, or
create a sudden feeling that there is a scorpion crawling up
a guard's back. You could not, however, get him to perform
specific actions that are entirely out of character, believe
things that are utterly implausible, change his fundamental
beliefs, or harm himself,

Special: This power is best used in conjunction with

an Interaction Skill (e.g., striking fear into the heart of an

informer who you are questioning, or charming the clerk i
‘believing that he really has met you before in his master’s
“company, etc.). You gain a +20 bonus for using an Interaction

Focus Time: Full Action

Sustained: No

Range: You

You remove yourself briefly from the normal flow of space
and time, flickering briefly out of existence like a failing
holo-lantern slide. You immediately disappear...and return
to exactly the same spot 1d5 Rounds later. If this location is
now occupied, a repulsion effect occurs identical to the Space
Slip power.

Special: This power can have a profoundly disturbing and
dislocating effect on the psyker. If successfully used, he must
make a Challenging (+0) Willpower Test in order to be
able to act in the Round that he returns. If this Test is failed
by more than three degrees, the psyker must roll on the Table
8-4: The Shock Table (sce page 233 of Dark HEresy) as if
this had been a failed Fear Test.

Advice to GM: If it is possible, one way of handling this
is to get the player of the Acolyte to leave the room you are
playing in until their character reappears. This gives him a
genuine gap in his knowledge of what has occurred during
the time that he has been away.

UNTOUCHABLE (SPECIAL TRAIT)

Untouchables are extraordinarily rare individuals who
cast no shadow in the w reserice: acts
to inhibit and disrupt psychic enetgy to such an extent
that even humans with no psychic ability whatsoever
grow uncomfortable and fractious around them. Thete
are different levels of this force, just like Psychic Powets,
and the Trait represented here indicates perhaps the mosi
“common” level of this ability—or, as some would call it,
curse. As can be imagined, the Inquisition has many uses
for such singular individuals in its wars against the witch
and the daemon, but by the same token, so do some cults
and nefarious groups! :

Psychic Invulnerability: An Untouchable is comiplet
immune to Psychic Powers, and psychic energy and effects
sorcery, Corruption from warp sho
cannot be detected by means of Psy
Presence, or similar abilitie i
their person, even though
fail. If they are caught in the
a wide area, it simply fails to affect them—although it may
affect other people normally, subject to their disruption
effect.

Psychic Disruption: All Psychic Powe
manifested in the immediate :

and abilities
1 (a radius equal to the
Untouchable’s Willpower Bonus in metres) have their
t by the
1eir Difficulty
ject to. Warp
Instability
in this area.

Not 0 ctly affect an
Untouchable with a Psychic Power—for example, a
boulder telekinetically dropped from a great height on an
Untouchable will still flatten him. This is left entirely left to
the discretion of the

UntoucHABLE (ELITE ADVANCE)

With the GM's permiss

of the Inquisition, but their singular gift
can make them invaluable tools in the God-Emperor’s
vice. The Untouchable trait may be bought only during

ation (such individuals are born, not made) as

tes: Available to any 11011_pg,-\l‘.-|\-|3r character,
may only be taken during Character Creation.

Effects: The character gains the Untouchable trait
as shown previously. Additionally, their Feflowship

has a Psy Rating. The character may: never gain
Powers, Pure Faith, Sorcery, or related Talents:




New Biomancy POWERS

Agony
Threshold: 13
Focus Time: Full Action
Sustained: Yes
Range: 10m

Reaching out with your power, you lash out at your
enemies with acute and all-consuming pain. The target must
make a Challenging (+0) Toughness Test at the beginning
of each of its rounds. If it fails the check, it may only take
a Half Action that Round. If the target fails by more than
three degrees, the target may take no Actions that Round and
suffers a level of Fatigue. In addition, if used as part of an
interrogation, this power grants a +10 bonus to the psyker’s
Interrogation Test. This power has no effect on unliving
matter or targets incapable of feeling pain.

Overbleed: For every 5 points by which the Threshold
is exceeded, a second target within range and line of sight
may be affected.

Drain Vigour
Threshold: 20
Focus Time: Half Action
Sustained: Yes
Range: 20m

You drain the vigour and energy of a living creature, sapping
its vitality and strength, and ultimately incapacitating or even
killing it. The target must pass a Difficult (~10) Willpower
Test or its Strength, Toughness and Agility Characteristics
are all reduced by 1d10 (roll once for all characteristics). In
addition, if the victim fails the Willpower Test, it must Test
again in the following Round, risking more Characteristic
Damage. This process continues until it passes the Test or
dies {one of its Characteristics reaches zero). The effects of
this Characteristic loss last for the power's duration plus 1d10
Rounds. This power has no effect on unliving matter.

Flesh Like Iron
Threshold: 18

Focus Time: Half Action
Sustained: Yes

Range: You

You draw on the power of the warp to make your flesh as
hard as metal. For the duration of the power, your Toughness
Bonus is increased by 2 and your Agility Bonus is reduced
by 1.

Overbleed: For every 5 points by which the Threshold
is exceeded, you gain an additional increase of +1 to your
Toughness Bonus for the duration of the power, up to a
maximum of triple your normal Toughness Bonus.

New PYRoOMANCY POWER

Molten Man

Threshold: 27
Focus Time: Full Action
Sustained: Yes
Range: You
You become a thing of pure heat and flame, a raging
inferno with a humanoid form. The following effects apply
to the psyker for the duration of the power:
* All weapons and equipment you are carrying are
permanently destroyed, as they're consumed by your
flames.
* You are completely immune to all hits from fire and Flame
weapons, and suffer only half Damage (before reduction for
armour and Toughness Bonus) from Plasma, Las, and Melta
Weapons,
* Gain The Stuff of Nightmares trait and add +3
Toughness Bonus while this power lasts.
* Anything within 5 metres of you suffers 1d5 E Dama
each Round, and any flammable objects within thi
radius will quickly ignite. _
* Your unarmed attacks inflict 1d10+SB E Damage with )
a Pen of 5 and count as having the Power Field quality.
Any weapon that strikes you has a 75%

HERETICUS
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chance of

being destroyed, as by a weapon with the Power Field
Quality.
Special: After this power lapses, the psyker suffers 1d5

NEew TELEKINETICS POWER

Psychokinetic Storm

Threshold: 12
Focus Time: Half
Sustained: Yes
Range:

Ihis power manifests an uncontrolled storm of unleashed
kinetic potential around the psyker, raising a tumult of
ing winds from nowhere and causing small objects to
jump and topple, glass to shatter, electrical contaets to short
out and spark, flames to leap, cogitators to spit gibberish, and
other distracting phenomena. Everyone within the radius of
the power other than the manifesting psyker suffers a —10
penalty to all physical actions while the power is in effect, in
addition to any damaging effects the Psychokmet!c Smrm has -
on the surrounding environment. -

Overbleed: For every 10 points by which the D
Threshold is exceeded, the radius of the storm is d

Action

10 Metre Radius from the Psyker.




||

*

-
1]
=
-
(2
C
7.

NEw TELEPATHY POWERS

Seed Mind

hreshold: 26

*Focus Time: Extended Action

Sustained: No

§ Range: Touch

This power allows you to subvert the minds

planting a seed of

CE »
keyhole that you can use
and enslave their will ¢ uf
nr the N er P & 1
broken before the psvker rget has won the contest of
wills the power must be used ag from scratch

wst make opposed

Willpower

the target

er the psyker or

again.
If the psyker achieves fi

s of success, they have

seeded the rarget’s mind witl
will now automatically be ef
_Cgmpel, Dominate, Suggestion a
when successfully manifested by
allowed for resistance.

influence and the target

the Psychic Powers:
Zone of Compulsion

yker, with no rolls

-~ Overbleed: For every 10 points by which the Threshold
eacceeded yau gam an additional +10 bonus on your

hieved 2 cumulative total of five degrees of

success. If th > five degrees of
success then the process has failed and their mind is locked
off from the psyker who may not use this power on the target

Threshold: 25
Focus Time: Full Action
Sustained: M

rower Bonus

Range: 5 Metres x Willg

>ower slays the psyker’s enemies with an itwisible
ihilating psychic force.
attack inflicts 1d10 X Damage plus double the psyker's
-t Bonus. This attack ignores armour unless the armor is
warded (see page 120 in Chapter 4: Malleus). Any Critical Hits scored
are applied simultaneously to the victim's Body and Head Locations,
though Critical Damage is not doubled. This power has no effect on
inanimate matter but may be used against warp entities.
Overbleed: For every 10 points by which the power's
Threshold is exceeded, another splinter of force is created which

may be directed at the same or a different target,

Zone of Compulsion
Threshold: 19
Focus Time: Half Action
Sustained: No
Range: (5 + Willpower Bonus) radius in Metres

You send out a wave of telepathic foree that carries a single
command. Every person (both friend and foe) within range must
make an Opposed Willpower Test against you., You only roll once
to oppose all those who may be affected. Anyone who loses the
battle of wills must follow your command as pet the Compel
psychic power (see page 178 of Dark Heresy): The command
must be identical for all those within the zone,

Overbleed: For every 10 points by which thf: -power’s

Threshold is exceeded, you gain a +10 boaus on ymlr Opp{)sed
Willpower Test.




THE TEMPLE
TENDENCY

You have betrayed your god. You have defiled His temples with rhe

unworthy and sold His divinity to beggars...”
—Parchment writ nailed to the door of Confessor Ishmael
Xandus (found murdered on Sentinel 712.M41)

he Temple Tendency is the vengeful remains of a cult
of the Emperor’s divinity that once held sway over the
entire Imperium. The Temple Tendency does not have

truck with aliens or worship infernal powers; it is composed of

the faithful devoted of the Emperor, who claim to follow the
heritage of those who first declared the Emperor as a god.
Once their faith was the faith of all the Imperium. Their
armies and ships were as numerous as the stars, their power
all but unrivalled, and below the Golden Throne none was
mightier. This might was long ago lost in the cataclysm
known to Imperial history as the Age of Apostasy, and they
have been reduced to perpetuating their faith in the shadows,
nursing their hate and contemplating their vengeance.
Millennia of subterfuge have made the Temple Tendency a
deadly and thirsting shadow of the holy organisation it once
was. Its poisonous presence slipped into the foundling Calixis
Sector during the days of its birth, where the Tendency has
festered and grown slowly down the centuries. The Calixian
Temple Tendency is stronger now than it has ever been, and
2 threat to which even the Inquisition is blind, lurking unseen
like a serpent poised to sink its fangs into the sector's heart.

DEeacoN Priam
Hicu Priest oF THE TRUE

If anyone most represents the subtle threat of the Temple
Tendency in its purest form, it is Deacon Priam. As
Arch Deacon Procurator of the G
administers the Ecclesiarchy’
wealthiest sub-sector of Cali

enna Reach, Priam

s physical holdings in the
Born of a noble bloodline,

an Inquisit

influence and cont

which has also produ
Conclave, Priam has
far outside the cult itself. He has tl
the most senior and highly
Ecclesiarchy in the Calixis Sector,

All of Priam’s public dealings, however, are :
in truth a hidden Pontifex of the Temple Tendency and its

leader in the Calixis Sector. Moving behind the scenes and

using his connections, Priam has ensured that the plans of
the Tendency in the C
of spite. He is the most dangerous variety of heretic: able,
ruthless, and filled with a vision and purpose. Easily the
most capable man to lead the Calixian sect in generations,
b has greatly increased its power base and scope in the last
few decades, and has the ambition to do much more,

is Sector go far beyond petty acts

TENETS, GOALS, AND
HERETICAL BELIEES

At the core of the Temple Tendeney lies the absolute belief by
its members that they are the trie and pure worshipers of the
God-Emperor of Mankind. Furthermore, they are convinced
the Ecclesiarchy is a hergsy of the highest order that has
usurped the faithful and damned the souls of countless billions
by perpetuating a faith that is a tainted lie. This belief, warped
and poisoned by millennia, informs all they do in what they
regard as the battle for the Emperor’s soul. To the Tendency,
the Ecclesiarchy is a heresy and all whe are part of it should
be put to the flame. All those that acknowledge the authority
of the heretic usurpers are also heretics and so have cast

RN i
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themselves to the darkness. Thus does the Tendency believe
that only by the return of the Temple of the Saviour Emperor
to its rightful place can the ignorantly damned billions gain
repentance, and only the purging of the heretical Ecclesiarchy
can save humanity.

Guided by these convictions the Temple Tendency's
activities work to further three goals for the salvation of all.

THE PRESERVATION OF THE TRUE

Those who maintain the ways of the Temple of the Saviour
Emperor are few in number, and preserving the faith of
those few comes before the Tendency’s other goals. Those
who are part of the Tendency are often linked by blood ot
fealty to a noble lineage that has passed allegiance to th
Tendency down the generations. The sect is acutely awar
that, if discovered, a single member of their faith can quickl
lead to the discovery of others by way of family association
or background. To counter this inherent weakness in their
structure, the Tendency has evolved thorough and rigorous
methods of protection, concealment, and misdirection that can
baffle all but the most sophisticated and subtle of enemies.

Given the Tendency's small size, any depletion in its ranks
weakens its ability to work towards its other goals, and so
the Tendency will go to the most extreme and extraordinary
lengths to preserve its security and anonymity. Assassination,
misdirection, planting false evidence, re-building identities,
and even provoking atrocities and open warfare to distract
those who might discover the Tendency are all tactics
employed by it.

THE RETURN OF MIGHT AND MAJESTY

The Temple Tendency's central aim is to return the control of
political and military might to the hands of the pure and the
true. Such a grand goal could only be truly achieved by the
overthrowing of the Imperium as it currently exists. Therefore
the Tendency works towards gathering military and political
power to its service through the placement of its members
and manipulation of the organs of Imperial power through
infiltration, blackmail, and bribery. It slowly erodes, where
it can, the influence of the Ministorum and the cohesion of
the Adepta, '
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¢ Tae RETURN OF THE TEMPLE OF THE

SAviour EMPEROR

Ultimately, all of the Temple Tendency’s energies are
channelled to one end—the overthrow of the heretics
who have suborned the Ecclesiarchy and led the Imperium
astray. The protection of those who still keep the pure and
true worship of the Emperor alive, the gathering of military
power, and the subversion of other organisations of power
are all but steps to this final goal. The Tendency knows it
will have to win victories in small pieces—a soul, a city, a
planet; a sector at a time, and that millennia of failure and
bloodshed lie ahead. This knowledge has done nothing to
blunt the potency of the Temple Tendency’s dedication to
this ultimate end.

A SECRET HISTORY OF
THETEMPLE TENDENCY

The story of the Temple Tendency is the story of

the God-Emperor and its forging by the most bloody
of an age when war was rife across the stars. Its rc

in the birth of the Imperium itself, and its downf:

consequence of its own domination of humar
To understand the Temple Tendency is to w
story of apotheosis and apostasy and see m
lory and in its ruin.

TaE FOUNDATION OF THE EMPEROR
As Gop

The Imperium of Mankind is an empire of faith—it guides its
actions, gives solace to the masses, and is its shield against the
dark. It was not always so. Once, the Emperor was not seen
as a god but as the perpetuator of an enlightening truth that
would heal and unite humanity, and free it from the tyranny
gues and the worship of false idols. Then came the
ythic times of the Horus Heresy.

'he Emperor’s favoured son ripped apart his father's
and the price of the Emperor’s victory was eternity in
Iden Throne. In the wake of this disaster, the Imperium
en to its core, and a belief that had been growing
became reality as people searched for comfort
that the Emperor was not a man, but a god.
on thousands of worlds, each declaring and
Emperor as divine. Over time, sects merged,
prospered until, amongst the powerful, one
er over all others. This sect was the Temple
sur Emperor, and over time it became the One

he Ministorum.
he following millennia, the power of the Ministorum
leader earned a seat with the High Lords of Tetra, and
fluence extended to every facet of the Imperium. Only
the Adeptus Astartes and Adeptus Mechanicus were immune
demands of the Ministorum, and then only because
ne dared to enforce their submission. Soon the Ministorum
vas the most powerful organ of the Imperium, commanding
fleets of ships and legions of crack troops—all used to wage




wars of faith and bloody crusade at the command of the
priests. At the height of its power, the word of the Ecclesiarch
could make or unmake laws, decree wars, and refashion the
Imperium at 2 whim.

THE AGE OF APOSTASY

As the Ministorum bloated with secular power, its need for
wealth to sustain its holdings became an insatiable hunger.
Huge tithes levied with the authority of the Ecclesiarch
pushed worlds into open rebellion. The Frateris Templars
punished such defiance without mercy, with governors and
officials burnt as heretics for defying the Emperor’s will,
Entire populations were decimated to drive home the lesson
that those who did not bow to the Ecclesiarchy would find
death their only reward. The lesson was not heard.

As rebellion spread across the Imperium and the wrath of
the Ecclesiarchy grew, storms blew up out of the depths of

the warp and the burning Imperium was blinded. Thousands
of systems were completely isolated, travel between all but
the most local systems became impossible, and the psychic
messages of astropaths became desperate shrieks at the rising
maelstrom. Anarchy boiled up across the Imperium. Rogue
zealots led thousands in turning their worlds into funeral
pyres where cults and sects spawned and struggled in a cloud
of blood, dragging mankind down into dark nightmares of
extermination perfumed with the smell of burnt flesh. The
few pitiful worlds still open to warp travel became the focus
of the Ecclesiarchy’s attempt to assert its authority on a dream
that had gone astray. Millions lay dead at the hands of the
Frateris Templars.

The storm had broken, but the initial anarchy of
bloodletting was only the harbinger of worse to come. As the

A TeNDENCY TO HERESY

The Temple Tendency is so called because of the lingering
elements of the Temple of the Saviour Emperor that exist in
parts of the Imperium and within the Ecclesiarchy. The tone
of rituals, dress, even the layout of chapels can bear a style
or flourish that marks them as being linked to the ways of
the pre=reformation era of the Ecclesiarchy. In places once
closely linked to the early Ecclesiarchy, these distinctive
features can be marked enough to elicit a feeling of “tending
towards the temple” or having a “temple tendency.”

Over time, this phrase has become a euphemism within

the Ministorum for marked greed or the desire for worldly

power within its own ranks. In the millennia since the
reformiation, heretics: following the old w

» have been
unearthed. They have been similarly labelled as being of
a “temple tendency” rather than admitting what they truly
were, and so the label has been perpetuated. To these sects,
they are-of course not the “Temple Tendency” at all, but the
m(.mbtrs of the Tcmplc of the Saviour Empn:rm Lhampmm

HERETICUS

A FArLEN Famiry: House VERENCE

House Verence is one of the preeminent noble houses
of Scintilla with extensive holdings in Hive Tarsus and
Gunmetal City. Lord Verence is a member of the inner circle
of Lord Sector Hax's court and has grown in Hax’s favour
for his insights into dealing with the politics of Scintilla's
other hives. Lord Verence appears a juvinat—softened,
gaudy deg asuire that
is well known amongst the upper echelons of Scintillan
society. The truth is somewhat at odds with the mask,

nerate with a taste for epic

x5 of the
sector, able to trace its blood back to an aide of Angevin

House Verence is one of the oldest noble hous

*
*

during the early stages of his crusade. They are and always
have been faithful to the pure and true faith of the Temple
of the Saviour Emperor, and Lord Verenc
decaying libertine, but a skilled and dangerous manipulator
who has used his position to further the ends of his faith
and shield those who share the faith of his house.

1

not a slowly

Ecclesiarchy rose to its position of near supreme power, it was
in constant struggle with the Adeptus Administratum—the
galaxy-spanning bureaucracy that administered the Emperor’s
realm. The balance of power shifted several times between
the two great organs of the Imperium but neither achieved 3
decisive control over the other. However, as the Imperium &
began to pull itself apart, one man would break the deadlocks$
That man’s name lives on in infamy down even to the
current age. He became master of both the Ministorum and”
Administratum, a tyrant whose rule would be called the Reign
of Blood in an age already mired in conflict. The name of the
man who came as close as Horus to destroying the Imperium
was Goge Vandire. His dark r
authority executed with

was a time of absolute

it or sanity, where worlds

were virus—bombed at 1 armies mustered to

r -'muvim:d sedition.

stest saints ever known to brmg
broke Vandire's power and
reformer of law, and after death was
Imperial saints was Sebastian Thor.
f The Confederation of Light, a faith
wred heretical by the Temple of the Saviour Emperor.

He was imbued with great charisma and vision but was also

Iy humble and, if the current creed is to be believed,
miracles by the God-Emperor’s grace. High Lord
ire was to die under the sword of his once most
loyal servants and thereby be immortalised in infamy, Usurper
and corrupt though he may have been, Goge Vandire was the
last Ecclesiarch of the Temple of the Saviour Emperor. With
his end also came the end of the Temple’s dominance of faith
in the Imperium.
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KNowiEDGE OF THE TEMPLE TENDENCY

There are only two organisations within the Imperium that have significant knowledge of the Temple Tendency-—the Ecelesiarchy
and the Inquisition. The Ecclesiarchy is unlikely to be forthcoming about the Tendency and will likely resist the idéa that it
actually still exists. Acolytes, inside or outside of the Ecclesiarchy, may uncover some inference or stumble across information
whilst attempting o pursue rumours of a so-called Temple Tendency. Presented here are guidelines for what Acolytes with the
Forbidden Lore (Heresy) skill may know about the Temple Tendency, with a base Difficulty of Challenging (+0).

TABLE 2-2: THE ECHOES OF WHAT WAS

Degrees

Details Known

of Success
There are heretics who still hold to the old tenets of faith that existed p
Standard Ecclesiarchy’s teachings were based on the Temple of the Saviour Emper
Success Vandire, during the Age of Apostasy in the 36th Millennium. The heretl
old ways are nowadays referred to as the Temple Tendency.
The heretics referred to as the Temple Tendency believe that all that came after the fall of Goge
One Vandire is heresy. They see themselves as the one true faith and all others as heretic usurpers. They

are reputed to have secret adherents in many arms of the Imperium, and some say that the sect may
still exist as an organised group.

The Temple I"Lnd(my isa I.lrgL and highly organised group of heretics with semiautonomous cells
governed by a shadowy elite. In the past, the Ordo Hereticus has found it to be a difficult group to
detect and break. Members have been suspected of being involved in crimes and atrocities against
the Ecclesiarchy, and it is believed that they aim to erode the power of the Adepta in favour of the

Three

nobility

The Temple Tand&ucy
o the Age of Apostasy
stablished families who h

conside Ld suspect; however, Eh s

SEBASTIAN THOR’S REFORMATION

Six thousand years of religious rule by the Te mp‘L (
Saviour Emperor came to an end with the fall of G

and the Reformation that took place in the wak

Thor’s ascension to Ecclesiarch. Many things cha

the Imperium as a whole, but most importantly to the Adeptus

Ministorum, Thor brought with him the penitent teaching
the Confederation of Light. In an ironic reversal of positions,
the followers of the teachings of the Temple of the Saviour

~Emperor found themselves heretics.
Though the old ways of the Temple of the Saviour
Emperor were niot completely supplanted, the exc of

power and wealth, untempered by sacrifice and humbleness
were the subject of the most brutal change. So it was that the
Reformation brought the end of the military might of the
Ministorum fleets and the Frateris Templar. The political and

tual power of the Ecclesiarchy was split between Ophelia

VII and Terra, and the power of individual Cardinals was
The me clear—the old ways were gone
power of th esiarchy was now a part of the

diminis}

and the
Imperium rather than its sole rege

: / hz bt‘tn born anew, and it was not a

1. The tales the Calixian Temple Tendency tell

‘mselves claim that key pillars of the old order slipped

be lost in the vastness of the Imperium, or had their

s ended in its darker corners. The reformers were ruthless

and subtle; however, they could not excise all those who

had been part of the Temple of the Saviour Emperot. So it

vas that an enemy was cowed and humiliated but ultimately

allowed to survive and nurse its malice. A few of the followers

of the Temple of the Saviour Emperot who survived the

endured mostly in places where the Temple o
Emperor had previously held great sway.
known as the Temple Tendency:




THE TEMPLE TENDENCY IN
THE CALIXIS SECTOR

The Temple Tendency came with the crusade that carved the
sector from the godless and infested margins of the Halo Stars.
In all likelihood they were refugees from some other purge.
Today, who these “pilgrims” were remains largely unknown
even to the Tendency's masters. Perhaps they were senior

officers in Angevin’s forces or part of the Ecclesiarchy’s army of

missionaries that moved in the wake of the conquering Imperial
soldiers. No matter who they were, they came to newborn
Calixis and brought their heretical faith with them, infecting
their successors with paranoid secrecy and fear of discovery.
Since that time, the Tendency has made great efforts to
solidify its position with near infinite patience. Its two main
goals have been supporting and protecting high-born families
of the faithful and building its shadow priesthood to hold them
together with the far distant dream of using Calixis to further
its true goals of a restoration of the faith. Over the centuries.
the Tendency has weathered the storms of history, surviving
plagues, wars, reversals of fortune, and unforeseen disasters and
gaining ground and influence with measured precision and

intent, until today its position in the shadowed hierarchies of

the Calixis Sector is stronger than it has ever been.

The old ways of the Temple of the Saviour Emperor
and the priesthood which exists to keep them alive live in
the shadow of the Ecclesiarchy. The priests minister to an
exclusive number of highly—placed families and hide almost
in plain sight among the masses of the faithful. Although the
Temple Tendency is strong and highly placed, it is geared
more to survival and secrecy than open rebellion. It might be
argued that it is troubled both by complacency in its current
state and the fear of showing itself openly. Tt has also lost
contact with any branch of the sect outside of the sector—a
fact that the hidden Pontifices who command the sect have
long concealed from their followers.

'8 Using THE TEMPLE TENDENCY

The Temple T
contest the m
and minds of the peop.

uses unwitting proxies to fulfil mar

sforittoactasa
shadowy opponent behind apparently unconnected enemies

that the Tendency can be used in thi

of events. On a more tactical level, the Temple Tendency
rs. the petfect opportunity to throw the power and
methods of the Imperium back into the face of lytes—

preachers, guardsmen, zealots, or even

the Inquisition itself can all be manipulated from within by

the sect. A GM can also exploit the moral ambiguity of the
Tendency's being condemned as heretical —are its members
really heretics or are they crusaders who will restore the true
faith to an Imperiunt that has fallen to heresy? For char:
with particular religious conviction this feature
them question their own motivations; what if the
“Fendencyis right?

LINEAGES OF THE TRUE AND PURE

The Tendency has chiefly survived through the efforts of its
hidden priesthood and the powerful noble families that secretly
cling to its creed. The majority of the Tendency's scattered
congregation is made up of familics who have passed their
hidden faith down by word of mouth and who have a strict code
of silence. Most families are well-established and thought of as
being ecither part of the local elite or, in a few cases, powerful
and influential clans with sector—-wide influence. In secret, these
families maintain their worship and have formed a symbiotic
relationship with the sect's priesthood, providing the Temple
Tendency with resources and influence, while benefiting from
its secret network and alliance. These families seldom know
each other, being tied together instead only through the Shade
Priests who come and go to minister to them in secret,

HERETICUS
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THE SHADE PRIESTS

The Inquisition’s archives call them the Vandiran Apostates or
Shade Priests, but to the faithful they are the “True.” These
individuals move through the Calixis Sector like ghosts from
family to family bearing messages, coordinating the actions of
the sect, and performing religious ceremonies. They are the key
to the workings of the Tendency—the means by which the
organisation is administered and bound together.

Outwardly, Shade Priests may appear to be merchants,
traders, pilgrims, or practitioners of other roaming
professions, allowing them to move throughout the sector}
unheeded. Beneath their appearance and mastered method
of deception, the priests are fanatics, often educated from
infancy in the ways of the Temple of the Saviour Emperor :
and meticulously trained in the field craft that allows them o
move and disappear like ghosts within the teeming masses of
the sector. Most are drawn from the illegitimate children of
noble families who are part of the T

'_._L.

the Tendency
faith. There are

but perhaps the

has taken from

most dangerous are t
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arge within the sector,

eir full spread or extent.

wanses of powerful Tendency members
ed in the bowels of trading vessels are the Chantries
nple of the Saviour Emperor. These are the sacred

laces where members worship the Emperor as was onice done
ughourt the Imperium in ages long past. Surfaces covered
in the light of candles and crystal lamps, while
id the Emperor looks down, His gaze frozen in
. The Chantry represents not only a place of true
worship to the Tendency but also a reminder of what
once was, and which the cult prays, will be again. Huge wealth
is poured into the construction of these hidden places, and to
keep them hidden and safe. Each chantry is guarded by cloisters
of mute Chantry Guards, a long distant echo of the lost elit
of the Frateris Templars. These devoted wartiors have the fin
muscle grafting, weapons, and training lavished on thes
they will guard their Chantry with their dying breath,
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Tue HippeN PONTIFICES

- The Pontifices are the ruling elite of the Tendency. In them the

ancient authority of the first men to proclaim the Emperor as
a God is preserved. While the noble families are the bedrock
of the Tendency and the Shade Priests the web that holds it
together, the Pontifices are its guiding hand. There are no more
than a handful in the Calixis Sector, each watching over a sub-
sector and answering only to the High Priest of the True.

Each Pontifex also leads a double life, usually having a
position of some importance within the r;_ iisations of the
Imperium: from where he can exert influence or be privy to
useful information. Some may be members of [I‘_-e: Administratum
ot planetary government, while others are
Ecclesiarchy itself, working to undo the ve
they are part of.

members of the

y organisation that

CURRENT CONSPIRACIES AND PLOTS

At any one time in the

Temple Tendency may be pursuing
the furtherment of their outlzw
an individual mission to
assassination of a perceive

arms and equipment. Its mo
maintaining the faith an

The Temple

b must always ope

atters—whnil

VENGEANCE AND LOATHING
ThE TemperLe TENDENCY AND THE ADEPTA
SORORITAS

Of all arms of the Ecclesiarchy, the Temple Tendency
nurtures a special malice towards the Sisters of the Adepta
Sororitas. The holy sisters were once called the Brides of
the Emperor and s as Gog
troops and bodyguards in the last bloody du(,tdw be
the R ation re-forged the Eccles nsisting of
D 1t calling, the Adepta

Sororitas have been the pure heart of the Ecclesiarchy for
over five millennia. Most famed of the holy
the Battle Sisters, the military arm of the
and Chamber Militant of the Ordo Hereticus; tl
manift of the Emperor’s judgement.

No matter what their O il sisters of the Adepta
Sororitas are des Temple Tendency. To
this day, the Te will take any opportunity to

revenge: themse ) the sisterhood, even acting with

uncharacteristic ssness to inflict harm and suffering
upon them. The p

to Lord Sector Hax two years ago and the “accidental”
unleashing of reprogrammed arco-flagellants on a Si
Hospitaller medical facility on Tranch are but the most

recent nianit"c’-slat ons-of th-. Temple Ter vendetta

currently manifested, it cannot afford to see it fall to outside
forces, for that too would be a betrayal of the Emperor, The
Tendency is as firm in its hatred of the witch, the alien, and
the tainted as the most hardline Puritan and its faithful act
accordingly.

Currently, the Holy Ordos are ignorant of the Temple
Tendency's entrenched presence in the Calixis Sector. This
is a state that has been maintained by the sect at the cost
of the lives of several Inquisitorial Acolytes and nunierous
cell members. This ignorance on the part of the Calixian
Conclave is in part due to the fact that the sector is young
in terms of the Imperium and the fact that the Tendency is
often found tied to places where the Temple of the Saviour
Emperor was once powerful—an age long passed by the time
Calixis was born. This fact has hidden the Temple Tendency:
and while the Inquisition is aware of certain incidents, it does
not suspect a single heresy or group to be behind them, much
less that the heresy is the Temple Tendency,

The Assassination Cells

The Temple Tendency has a long history of venting its hate

of the Ecclesiarchy in episodes of spiteful bloodletting. In the

' "~ century, however, High Priest of the True Priam, the
1 leader, has charged his flock with supporting
he murder of members of the Ecelesiarchy with
r than his predecessors. The assassination cells
s edict are made up of members of the secret

faith and are often of diverse profession and appearance.

Trained to move amongst the Imperium without notice,
the members of a cell may appear to be aides to a merchant.
pilgrims, or other innocuous travellers. The members of
a Tendency assassination cell uwsually work together for
years, selecting and executing their own targets. Many kill
opportunistically, slaying a lone preacher or missionary
and thus making the most any given advantage. Others
are more selective and aim to strike at key members of the
Ministorum presence in the sector, Indeed, the poisoning of
the previous Sororitas adviser to Lord Sector Hax was one
such assassination that was the result of careful planning by a
Tendency assassination cell.

The assassination cells are allowed and encouraged to roam
free, killing and working against members of the Ecclesiarchy
at will so long as they maintain their veil of secrecy. These
activities, however, are only to hone them for their real tasks
Their true duty is revealed to them when they receive a name
or a series of objectives by the word of a Shade Priest at the
behest of one of the sect’s Pontifices.
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The Infiltration of the Red Redemption

The Temple Tendency has recently set its sights on the Red
Redemption. Redemptionists are an ultra militant sect of the
Imperial Creed that sees humanity as saturated with sin and

who can only be redeemed by fire and blood. Followers of

the Redemptionist creed are militant to a frenzied degree, and
groups of different sizes are found across the Calixis Sector,
varying from small Underhive gangs to the huge army of Seth
the Voice on locanthos. Redemptionists see heretics all around
them, yet are often blind to those that stand amongst them.
The Temple Tendency began its infiltration of the Redemption
a few years ago, starting by funding the Redemption and then
infiltrating members into the Redemption’s local leadership.
So far it has not managed to penetrate the Redemption
enough to exert any real influence over the sect, but should
its plans progress unimpeded, it will eventually have gained
control over a fanatical army of followers to use as unwitting
cannon fodder in a war yet to come.

The Manipulation of the Lucid Court

The Temple Tendency's chief achievement in the Calixis Sector is
the extent to which it can influence the sector’s governance. The
Temple Tendency has caused the dismissal of officials so that it
could substitute its own pawns and thereby influence the balance

of power in the sector. To this end, it has taken advantage of

aspects of Lord Sector Hax's character to bring about a political
situation that favours its schemes, not least of all his innate
paranoia and dislike of outside interference to his rule. This goal
has been achieved by the placement of trusted followers of the
Temple of the Saviour Emperor within the inner circle of Lord
Hax's court, a thing that has taken centuries of positioning and
bribery to achieve:

Chief amongst these secret heretics is Lord Verence, who
coordinates the manipulation of Hax and his court fellows with the
delicate and invisible hand of a master. Others work in ignorance
for the sect, believing instead that their petty corruptions fuel
noble vendettas or simple greed, not realising their paymasters’
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true natures. Ultimately the sect wishes to push Hax into ever
more tyrannical actions, turning his suspicion and wroth against
rival noble families, competing powers, and troublesome membets
of the Adepta, all in the furtherance of its own long-term power,
and perhaps even provoke a carefully managed sector civil war.

INQUISITORIAL THREAT
BRIEFING

The Temple Tendency is a known heretical movement, under
millennia old standing orders for purgation. Historically its
followers have been found in various bodies of the Imperium
and have a degree of organisation and coordination behind
their actions. The presence of the Temple Tendency in
considered doubtful by the
of regressive heretical faith have
ged in the past, but none can be
y linked to an organised or widespread sect.

SERVANTS OF THE
OLD FAITH

The Tendency can call upon almost all Imperial organizations
at a low level thanks to the diverse roles its adherents play
in the Imperium. The Tendency has a number of priests and
allied family members who are reasonably senior members of
the Administratum, Ecclesiarchy, and the Imperial nobility. It
also has extensive contacts with merchants; smugglers, and
the criminal underworld, often through false identities and
intermediaries.

The Cult Fanatic and Cult Initiate in Dark Heresy can be
used to represent low-level members of the sect. The Dissolute
Noble and Merchant Magnate can represent members of the
powetful and wealthy families who follow the ways of the
Temple.



TemprLE TENDENCY
AssASSINATION CELL PACKAGE
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To create cell members from the Dramatis Personae from
the Dark Hergesy rulebook; add the following Skills and
Talents to their profile:

Characteristics: Increase Ballistic Skill and Willpower
both by +10.

Skills: Ciphers (Temple Tenden
Concealment (Fel) +10, Demolition (Int),
[ Fel) +10, Inquiry

endency) (Int) +10, Security
+10.

Talents:

Melee Training

H 1l

{Int) +10,
(Fel)+10,
ret Tongue (Temple
) +10, Shadowing (

SNOLLAITH

of the Imperial Creed),
. ), Pistol Training (any two),
Unremarkable, Unshakable Faith.

TeEMPLE TENDENCY ASSASSINATION CELL

trained covert agents and fanatic adherents to the cult. The
opetate as semi-autonomous executioners of the enemies o
the Temple Tendency (both perceived and real) and engag
Lin the cult’s plots.

retics and Antagonists in the Dark Heresy rulet

ind apply the Assassin Cell Package presented

ssassination cells normally con

- people drawn from several v
§Pcrsonae to consider are Citizen, Enforcer, Entert

e

The assassination cells of the Temple Tendency are small
groups of seemingly ordinary people who are in fact highly

To represent a Tendency assassination cell, take a number
tof suitable Dramatis Personae from Chapter XII: Aliens,

SHADE PRIEST

Shade Priests are the bonds by which the Temple Tendency
and its enterprises are held together. Each is chosen at a young
age from amongst the children of the faithful and schooled in
the creed of the Temple of the Saviour Emperor along with
the skills that he will need to keep that faith alive. Each is 2
controlled, capable fanatic who will do anything to preserve

what he sees as the true creed, trained to slip unnoticed
through the Imperium like a ghost in order to do the sects
work—either by secretly spreading the faith or executing the
=)
Shade Priest Profile vl

WS BS| S | T | Ag | Int | Per | WP | Fel

30 3030 |30[30| 39|35 40 |40

Movement: 3/6/9/18 Wounds: 1!
Skills: Awareness (Per), Charm (Fel), Ciphers {Temple
Tendency) (Int), Common Lore (Ecclesiarchy, Imperium
perial Creed, Underworld) (Int), Command (Fel}
ncealment (Ag), Disguise (Fel) +10, Deceive (Fel) +10
Lore (Heresy, Temple of the Saviour Emperor}
midate (S) +10, Interrogation (WP), Literacy (Int)
Scholastic Lore (Imperial Creed) (Int) +10, Secres
fongue (Temple Tendency, Fateris Templar Hand Sign) (Ing}
+20, Speak Language (High Gothic, Low Gothic) (Int).
Talents: Air of Authority, Concealed Cavity, Hatred (Clerics
f the Imperial Creed, Adepta Sororitas), Light Sleeper, Litany
of Hate, Master Orator, Melee Weapon Training (Primitive}
Paranoia, Peer (Temple Tendency), Pistol Training (Las, SP}
Resistance (Interrogation), Unshakable Faith.
Armour: None.
Weapons: Compact laspistol (15, S/—/— 1d10+1 E; Shots
15; Rld Full; Reliable).
Gear: The clothing and identification corresponding to
whatever identity the priest has assumed, ceremonial robes
Temple of the Saviour Emperor liturgy, numerous small
devotional items.
Threat Rating: Hereticus Majoris.

CHANTRY GUARD

The Chantry Guard watch over the hidden temples of the sece
and serve as the secret bodyguards of the Pontifices: Encased
in gilded plate and implanted with synthetic muscle grafts
these warrior-fanatics are a distant echo of the now forbidden
Frateris Templars that served as the cult’s vast army during
Vandire’s reign. Most are drawn from the military retainers
of faithful noble families. Each Chantty Guard is bound to
protect a sacred place or guard his Pontifex until he dies or
is too feeble to fight. Occasionally a Chantry Guard will be
dispatched incognito to watch over a member of the sect on
an important mission or an ally wha-.mightlpr6 '




Chantry Guard Profile

! Arco-flagellant (Passive Mode) Profile ek

WS BS| S | T | Ag | Int | Per | WP

'WS|BS| S | T | Ag|Int|Per|WP| Fel

30 | 35|55|45|36 3035|4018

'—|—1|30|40|30| 10|20 40| —

Movement: 3/6/9/18 Wounds: 15
Skills: Awareness (Per), Climb (S), Common Lore (Imperium,
War) (Int), Forbidden Lore (Temple Tendency) (Int),
Interrogation (WP), Intimidate (S), Literacy (Int), Secret Tongue
(Temple Tendency, Fateris Templar Hand Sign) (Int), Speak
Language (Low Gothic, High Gothic) (Int), Search (Per).
Talents: Basic Weapon Training (Bolt, Las, SP), Blademaster.
Chem Geld, Melee Weapon Training (Primitive, Power,
Shock), Nerves of Steel, Pistol Training (Bolt, Las, SP),
Unshakeable Faith.

Traits: Mute'.

'‘Mute: The Chantry Guard operate under a vow of silence
enforced by the voluntary removal of their vocal cords. They
understand spoken language perfectly and communicate in an
adapted form of battle sign language (including vox tap) that
goes back to the earliest days of the Imperium,

Armour: Gilded plate with enclosed helm, best quality storm
trooper carapace (All 7).

Weapons: Mono edged great weapon (2d10+5" R; Pen 2;
Unwieldy) or power blade (1d10+8" E; Pen 6; Power Field)
or shock maul (1d10+5" I; Shocking), and bolt pistol (30m;
S/2/~; 1d10+5 X; Pen 4; Clip 8; Rld Full).

“Includes Strength Bonus.

Gear: Micro-bead vox, respirator, photo-visor, three spare
bolt clips.

Threat Rating: Hereticus Minoris.

ARCO-FLAGELLANTS

Arco-flagellants are heretics who have been implanted with brutal
weaponry and drug injectors and boosted by muscle grafts so that
they become terrifying cyborg berserkers who can be u
on those who have fallen in the sight of the Emperor. The sentence

nieasned

of arco-flagellation is reserved for the worst of sinners and heretics
The condemned are mentally and physically transformed into
engines of destruction, kept in check by a pacifier helm,

With a word, the implanted aggression inhibitors and stream
of sacred chanting from the pacifier helm shuts down. Then,
huge quantities of combat drugs, muscle stimulators, and pain
suppressors are dumped into the arco-flagellant’s body, instantly
surning it into a superhuman blur of taut muscle and thrashing
weapons,

Arco-flagellants are created and controlled by the Ecclesiarchy,
though thanks to the Temple Tendency’s infiltrations, the cult
has gained the use of a number of these once-human weapons.
The Temple has even turned a small number of kidnapped

Ecclesiarchy priests into arco-flagellants in a spiteful reversal of

the Ecclesiarchy's own justice.

Thé arco-flagellant profile is presented in two modes: active
~ and passive. Although the abilities vary, Wounds are carried over
berween the two modes, and severe injures sustained in the active
mode may cause the creature to drop dead once deactivated.

HERETICUS

Movement: 3/6/9/18

Skills: None.

Talents: Fearless.

Traits: Dark Sight, Machine 2, Trigger Word',
"Trigger Word: Arco-flagellants are fitted with pacifier helms that
keep them in a state of docile dormancy. This state is changed by
a word or phrase, and once the trigger word has been registered
the arco-flagellant immediately switches modes (from passive to
active) and switches its profile to the active profile presented hete.
An active arco-flagellant is returned to passive mode by another
trigger word. Trigger words can be delivered by speech, electronic
signal via vox, or by psychic message using the Telepathy psychic
PO\\ CL

Armour: Machine plating (Head 2, Arms 2, Body 3, Legs 2).
Gear: Internal micro-bead (to receive/relay instructions only).
Threat Rating: Hereticus Minoris.

Wounds: 12

*
*
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Arco-flagellant (Active Mode) Profile

WS|BS| S T | Ag | Int | Per | WP | Fel
i {8y (6) I
40| — | 40|40 |30 | X0 [20 |40 | —]|

Movement: 6/12/18/36

Skills: Awareness (Per) +10.
Talents: Berserk Charge, Combat Master, Fearless, Heightened
Senses (Vision), Iron Jaw, Lightning Attack, Lightning Reflexes,

Wounds: 25

Melee Weapon Training (Chain, Primitive, Power, Shock),
Swift Attack, Unnatural Strength (%2), Unnatural Agility (%2),
Unnatural Speed

Traits: Dark Sight, Fear 1 (Disturbing), Kill Programming’,

hysical Overload®, Trigger Word, Unstoppable’.
}\111 Procrramrmng An arco-flagellant must always charge
combat when it can (utilizing its Berserk Charge talent), and
when in combat, it must take a Multiple Attack option when it
can (using its Lighming Attack talent).
*Physical Overload: Every combat Round, after the arco-
flagellant has acted, a 1d10 should be rolled, and on a roll of “9"
the arco-flagellant suffers 2d10 Damage (ignoring armour and
Toughness Bonus).
*Unstoppable: An active arco-flagellant is immune to the effects
of Critical Hits (except those resulting in the destruction of limbs or
death), Fatigue, or Stunning and must be reduced to —10 Wounds
or be completely dismembered in order to be destroyed.
Armour: Machine plating (Head 2, Arms 2, Body 3, Legs 2).
Weapons: Implanted chain axes (1d10+127 R; Pen 2: Tearing) |
or implanted power blades (1d10+117 E; Pen 6; Power Field) or
implanted electro-flails (1d 10410 [; Pen 0; F'If:mb!c, Shodﬂng] ]
TIncludes Strength Bonus for active mode.
Gear: Internal micro-bead (to receive/ relay instructions only).
Threat Rating; Hereticus Minoris.
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THE
LOGICIANS

were Gods, bur what are we now? Wilfully ignorant
deluded fools, little move than helpless children
last in the cold a’ark, But I tell you, we have been Gods
and we shall be Gods again.”

In Derence oF THE Future: A Logicar DiscOuRsE
Author unknown, banned M.36

s are an alliance of heretical factions and

ts who have long been a thorn in the side

»f Calixis and the nearby Ixaniad Sectors, but whose
origins back considerably further into the Imperium,
and indeed humanity’s past. Founded not around a single
charismatic figure or dark religion, they find their inspiration

dd cal text called “In Defence of the Future:
Discourse,” a work declared blasphemous by both
the Ministorum and the Cult Mechanicus and banned for

By nature, the Logicians are a so-called “progressive” cult,
nt of mankind through progress

nce

f technology, believing that they should

of the Ministorum, overthrow the High
t an end to the Adeptus Mechanicus’
¢ and technical lore. Ultimately, the
1im to bring about a return to the mythic power
of th Dark Age of Technology and the enthronement of
humanity as the omnipotent and indeed single surviving

M SC1€

sentient race in the galaxy.

Finding adherents through a secret network of ruthless
mercantile interests and power-hungry nobles, the Logician
cult is a haven for hereteks and rogue tech-priests; and is
highly organised and well equipped. The Logicians are
calculating, secretive, and patient in the execution of their
plots and intrigues, utterly callous in their pursuit of power;
and unceasing in their hunt for ever better weapons and tools
by which to achieve their ends.

For centuries the Calixis Sector has known the corrosive
influence of the Logician cult, and although the power and
d its splinter factions have waxed and

the group’s presence and its insidious
teachings have proven impossible to entirely stamp out. In
the past the Logicians have been responsible for countless
deaths in the p

reach of this tech-cult

waned over the ye

uit of power and progress, and once even
bility of the Calixis Sector thanks to théir:
shadowy role in the Meritates Uprising,

Although purged and hounded to near destruction
following those dark times six ‘centuries ago, the Logicians =
have returned, seemingly even more subtle and insidious than
before. There are those who argue that the threat they now
pose is greater than ever. Some even whisper that the cult has :
pow erful backers among the Calixian elite and pu’haps even
members of the Holy Ordos itself.

threatened the




TENETS, GOALS, AND
HERETICAL BELIEFS

The proscribed work around which the cult has its foundation,
a document entitled “In Defence of the Future: A Logical
Discourse,” first appeared more than four millennia ago in the
Segmentum Solar, at the very heart of the Imperium, and some
say parts of the text itself were copied from ancient and utterly
proscribed works buried deep in the vaults of Holy Terra itself,
although its author or collator remains unknown.

The book itself promulgates the dangerous philosophy
of progress, that the advancement of technology and science
should be immediately pursued at all cost and regardless
of its source for the ultimate “benefit” of humanity and
restoration of the lost “Golden Age” of mankind. In such
a new age, humanity would again bestride the stars like
colossus, the ancient domains of man would be re-conquered
held, and expanded, and all the threats to human existence
posed by the xenos or the warp could be confronted and
crushed utterly.

To this end, the work posits the destruction of t

W

1e Cult

Mechanicus and the overthrow of the “stifling grip” of

Imperial authority and an end to what the book refers to as
the Ecclesiarchy’s “tyranny of lies” concerning the Emperor
and the Imperial Creed. Instead, the “logical course” for
the restoration of order and a rebirth of humanity’s destiny
among the stars s that power be placed in the hands of a new
absolutist oligarchy of “forward thinkers” and those “fitted
by vision and superiority” to rule—namely the Logicians
themselves,

The doctrines and arguments contained within the work
expound the need for utter ruthlessness in order to attain the
“glorious coming age” to which humanity is heir, and goes on
to advocate the forging of a secret empire within the body
of the Imperium itself as the agency of its overthrow, and the
unrestrained pursuit of conquest and victory through the arts
of technology and science at any cost. The work supports
this dangerous creed with numerous worthy sounding and
elat stifications for any needed enormity of slaughter
or sacrifice to gain the ends it glorifies, regardless of the cost
in human fife or freedom. In short, to attain such a living,
paradise—a future on which the universe itself is

f mankind’s hand—no price is too high
pay ir = present. It is, the book contends, a matter of

CULT STRUCTURE AND
ACTIVITY

are bound largely by doctrin

d goals rather than
a rigid hierarchical structure. Some in the Holy Ordos argue

that the cult’s only true members a

chs that govern
and fund its many independent cells; however, for such an

organised and well-funded group, additional manpower is

seldom a problem. Theses cell directors, or “techtrarchs” asy

1
the Logicians call themselves, are often mercantile lords, trade’
officials, guild masters, and in rare instances, rogue members!

of the Adeptus Mechanicus who have allowed themselves™®

to be blinded by their own lust for power and profit. Due
to their high standing in society, the Logicians are very
circumspect in their activities and highly organised, often
acting far removed from the cult’s activities on the ground.
They prefer instead to operate through small units of highly
trained agents, specialists, and mercenaries to carry out their
plans and protect their interests,

The cult’s activities are principally centred on the
acquisition of power. Power to them is political influence,
the might of such forbidden arts as science and technology;
and, of course, wealth. To this last end, the Logicians
secretly nurture and fund coteries of hereteks and renegade
tech-priests who have the purpose of developing advanced
ols and weaponry with which to fight their battles, boost

their wealth, and ultimately make them powerful enough to
overcome the Imperium from within. The Logicians provide
these renegades and recidivists with the backing, manpower,

resources (regardless of how unethical or abhotrent in
nature) to pursue their projects, insane theories, and dark
desires—just so long as the Logicians profit from the results
of their labours.

As a part of this doctrine of power through technological
superiority, they are also heavily involved in the study and
replication of captured xenos-tech and in particular the
pursuit of archeaotech—the ancient relics of humanity's

advanced science in millennia past. They have no love of the .

alien and follow a recognisably Monodominant perspective.
They simply have no compunction in taking whatever
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xenos might have of value and using it to their own ends.
The cult strives to maintain a widespread and efficient
intelligence gathering network in order both to shield it
from outside intervention and to keep it informed of matters
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and ‘discoveries of interest. Likewise the cult’s suspected
links to local planetary organised crime ' i
factions, and the more disreputable of

groups.

noteworthy, as the Logicians see these outsider groups as
pcrfect avenues by which their goals can be reached

as eminently disposable lackeys to be used and abandoned
the need arises.

THE IRON TECHTRARCHS

SNIDLLAATH

Over recent decades one particular faction

Logicians of the Calixis Sector has grown to power, kno

as the Iron Techtrarchs. If the rumours among recidi

st

crime lords and the testimony of interrogated cult members
are to be believed, these Techtrarchs form a ruling council of
sorts (the number of which varies depending on the source,
ranging from three to as many as a hundred members) for
the Logicians of the Calixis and Ixaniad Sectors. This council
operates in concert to determine policy and coordinate long-
term planning for the cult’s diverse cells. It also administers
the Logicians’ seemingly massive commercial and financial
- resources to their countless individual plots, expeditions and
experimental projects, as well as to punish the failure of their
underlings. Failure is a thing they will not tolerate.

. Although several high-ranking Logicians supposedly linked
0 the Iron Techtrarchs, have been exposed and purged in the
ast decade, conclusive proof of this elusive group has never
been found. This lack of proof has led some factions within
both the Adeptus Arbites and the Holy Ordos to doubt the
existence of the Iron Techtrarchs, believing them to be either
a simple vainglorious myth or a deliberate fabrication of
the cult’s leaders to paint themselves as part of a wider and
“all-powerful” conspiracy—the better to inspire loyalty and
obedience in their followers. Were the Iron Techtrarchs to
exist as the rumours claim, then they would have to be made
up of highly placed members of the greatest noble houses or
commercial powers of the two sectors. They would need to
have amongst their number ranking members of the Adepta or
even the Holy Ordos in order to wield their rumoured power
and resources claimed for them and remain hidden—a prospect
that fills some Inquisitorial factions with the deepest unease.

HERETEKS, PROGRESSIVES, AND
RENEGADES

- Arguably the real power base of the cult is the diverse number
of hereteks, scholars and even renegade tech-priests within
its ranks. This relatively small but potent group carries out
“much of the cult’s real activities, and each serves in its own
way to contribute to the Logicians’ power and knowledge.
They are a diverse group, often operating in cells either as
dividuals ot small cabals on a single project, usually being
te ignotant of each other and their activities, and answering

greater or lesser extent) to the Techtrarch that has
ed them. They vary a great deal in power, knowledge,

THE DARK AGE OF TECHNOLOGY

Little is known of the times long before the foundation-of
the Imperium when humanity first colonised other worlds,
a time now known simply as the Dark Age of

Even among the high echelons of the Adeprus Terra of
within the fortress monasteries of the Adeptus Astartes, few -
facts are held certain about a time shrouded in superstition
and ancient fears. Terrible sciences and dark materials exist
as relics of those forgotten ages that are so grievous that
they have been hidden beyond the use and knowledge
even of their custodians, As the Priesthood of Mars well
' while the powers of Chaos whisper from the void
beyond, the sins of the past have their own voices, and the
power they promise is no less perilous.

In those ancient days, mankind reached a zenith of
scientific and technological achievement, In doing so,
man spread across the galaxy as conquerors and explorers,
subjugating a2 domain of unimaginable breadth, striding
amongst the stars almost as gods shattering aeons old alien
ng countless worlds into
human habitation. This renaissance of power was not to

last, and almost overnight the galaxy-spanning empire fell

empires, and rem Is fit for

into anarchy, barbarism, and horror. Warp storms engulfed
the cradle of mankind and humanity’s realm was shattered.
The long millennia that came afterward became known
as the Age of Strife, and for these long years the worlds

of man remained shrouded in nightmare and darkness,

and specialisation, ranging from promising hereteks recruited
from within organised crime groups or merchant guilds who
might specialise in tech salvage, drug manufacture, or weapon
crafting, to disbarred medicae and scholars of forbidden lore
on the run from the authorities.

Outcast members of the Cult Mechanicus are a particular
prize for the cult as few are able to match their skills and
learning. Having already broken some ban or Edict of Mars,
they are often drawn to the Logicians for protection while
fleeing destruction by their own kind. In many cases, the
loyalty of these individuals to the Logicians is questionable,
to say the least, a fact that the Logicians view as an acceptable
risk. Though there are some true converts to the cause and
fanatic adherents to the Logical Discourse among them, many
serve only through an alliance of convenience, bartering =
service and experimental data for protection, con:esl-méﬁt,__
and the opportunity to pursue their obsessions uncontested. E :



THE FORBIDDEN ARTS OF
DARK TECHNOLOGY

The fundamental tenet of the Logicians, as enshrined in the
great text, is the acquisition of power through unrestrained

technological advancement. The g
this work is as obvious as it is dan

would lead mankind back to the terrors of the Age of
it were allowed to bear fruit.

Here are but a few examples of the d:
forbidden technology might wande
cloak them:

Engines of Destruction: Weapons are the
and desire of many tech-heretics, whether it's th
or theft of heavily restricted designs
the dread life-eater virus used as a tool of Exterminatus, the
acquisition of sophisticated relics like the
the induction coils used i

such as

rets to
20ns, or the ["L]I'.‘illi
alien designs of terrible power.

Gholam and other Forbidden Fleshworks: A Gholam
is an artificial construct made primarily of flesh and s
tissue by the arts of a gene-sculptor. Although a widespread

rnthetic

technology within the Adeptus Mechanicus, many branches

of this lore are considered heretical and forbidden. These.

in particular, include so-called "Murder Gholams™—horrific
a for violence,

homonculites—bio-forms fashioned from harvested human

chemical serums, and vat-grown tissue in the shape

a living thing with no natural origin. Rarer creations

include “Chimer amalgam  creatures that

s of DNA to form twisted monstrosities

¢ mutation,

artificial organic grafts

ily functions of those

—stran gc

tunates they are inflicted upon.

i ed legend, such fleshworks were forbidden
>f the Emperor during the days of the Great
ide in response to the |

the word

orrors that he and his superhuman
warriors encountered in the wars to end the Age of Strife,

Transgenic Blasphemy: This field of ch embodies

1€ techno-heresy c.\f'-:mnbining Xenos gene-matter or surgical

ic matter. It is an utterly forbidden

both a pollution of the divine pattern

by the Adeptus Mechanicus and outright blasphemy by the

Imperial Cult.

KNOWLEDGE OF THE LOGICIANS

Ordinary (+10) Forbidden Lore (Heresy or Cults) Test.

The Logicians have long been known as a danger to the Imperium, being one of the more infamous cults in the Calixis Sector’s
history. The following table presents a rough guide to what a knowledgeable Acolyte might recall about them through use of an

TABLE 2-3: AN ANCIENT THREAT

Degrees

Details Known
of Success

Three

The ultimate goal of the Logician cult is no less grand a sin than the restoration of the Dark Age of
Technology, and it will stop at nothing to achieve its aims. The cult still exists secretly to this day,
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The Silica Animus: An artificial mind (rather than
a simple cogitator) created from forbidden technologies,
- tradition holds that such unholy constructs are inherently
evil and a perverted abomination in the sight of Omnissiah.
Mechanicus doctrine states that the machine spirit of a Silica
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Animus is a twisted mockery of the soul of man, treacherous
and insane. Ancient texts tell apocryphal stories, shrouded in
metaphor, of such murderous and powerful creations during
the Dark Age, and the legions of iron men that served them,
blaming them in part for many of the terrible wars that laid
humanity low in that lost time,
Malifica: Perhaps the darkest and most arcane of all
sciences is the technology created to manipulate the energies
of the warp or psychic force. A necessary evil for the
Imperium and a cornerstone of its existence, it is a dangerous
and volatile field of study.
At the outer regions of the accepted uses and patterns
of this tech lie terrible devices and desires, and the melding
of daemonic spirits with machinery and the channelling of
the raw power of the empyrean through technology has
long been a thing forbidden by the Mechanicus. For those
reckless or insane enough, the temptation to pursue such dark
experiements is great, offering the possibility of creativity
and function unfettered by reason or the surly bonds of the
universe’s physical laws,
The Proteus Protocol: Considered little more
-myth by many but the ultimate goal of an obsessed few
Proteus Protocol is an ancient and heretical techno
' 'ansferring not only the engramatic knowledge and
5 an organic brain, but also the personality and w

SNOLLAARH

n effect complete mental and spiritual

nortality in an

rtificial physical form. Of the few legends that surround this
“tech, some state that the abominations created are soulless

beings with dark desires and alien hungers that can never

be satiated. However, these warnings often fail to deter the
Protocol’s most ardent seekers.

Curr AGENTS

Where possible, the Logician cult prides itself on directly
employing only the best as its agents, and beneath the
Techtrarchs the cult cells are made up of skilled organisers
and administrators, as well as specialists such as pilots, scribes,
financiers, and information-brokers. Most of these operate
under a varicty of cover identities to ensure their Techtrarch’s
bidding is carried out.

The ranks of the Logician cells are rounded out by a
hard core of professionally trained killers and soldiers, all of
the highest calibre and thoroughly tested for competency,
ruthlessness, and loyalty to the cause. These militant agents
arc-one of the most marked features of the tech cult, as
their skill and efficiency sets them above many of the foes
that the Imperial forces must face when dealing with petty
insurrectionists, criminal gangs, or fanatic cult zealots. Highly
motivated, tactically skilled, and well equipped, Logician cult
agents have repeatedly proven to be the bane of unsuspecting
enforcer groups and ill-prepared Acolytes when the cult has
been encountered. '

@ UsiNnG THE LOGICIANS IN
YOUR GAMES '

The Logicians represent a paradigm of tech-her

idea that heresy need not be distorted religious beliefor the:
worship of the warp, but can instead manifest as a craving
for progress and the rule of rationalism. In fact, this heresy §
is the clinical application of technology—something:
readily recognised as sinful arrogance and suicidal folly
in the milieu of Dark Heresv. The Logicians perform
the very crimes which nearly destroyed all humanity and
toppled human civilisation from the zenith of its power in
the dim horrors of Imperial pre-history.

The Logician cult can be used in your games both-as a
recurring villainous organisation, particularly suitable for
campaigns focused on espionage, tech heresy; and forb:
science, as well as any number of one-off

eople delve into matters of technology and mankind’s
ancient past better left untouched.

One interesting facet of the Logician threat and cult
makeup is that they are entirely and resolutely human—no
daemons or aliens required—only old-fashioned human
evil, avarice, lust for power, and the soulless pursuit of
knowledge. Likewise the Logicians themselves make for

an interesting change from the run of the mill cultists,

They are professional,
alculating, although no Jess
ably even more chilling because of'it.
vidual cult operation might then take a wide

the activities of expedition cells sent to forbidden worlds
and recently sighted space hulks, or teams dispatched to
pursue rumours xeno or archeaotech discoveries and
black market sales of forbidden arms.

Secret experimental projects undertaken in hidden
locations, distant outposts, or (when a supply of live
human bodies is required) isolated communities are also
possibilities. Almost any kind of traditional “mad scientist”

cperiment gone wrong” setup can be used with the

ians, if viewed through the lens of misunderstood
science, rampant superstition, and atrophied technology
as found in the 41Ist Millennium of Darx Heresy, and
can be used to illustrate a truth that the Imperium’s rulers
know only to well—"progress” leads otily to damnation
and destruction. :




Project Ashen Tear

In the last several decades the L
Sector has been repeatedly linked to a shadowy organisatio
of -assassins, operating primarily within the Josian Re
area of the sector, Recent intellig
of Inquisito x-Rhame has indicated that this as
cadre known as the Ashen Tear is

athered by the eff

y little 1

a ‘cult within a cult” of the Logicians ther

Ashen Tear project was created to give the cult a purp

ns with which it ¢ strike
directly at its enemies, removing with surgi

built resource of livin

individual obstacle in the cult's path, or .
that would betray it. In structure, the Ashen r appear.
much like an Imperial Death Cult, imitation
‘ are selec

joung age and put thro uelling physical and

ical conditioning, harsh enough that few are likely

that eraduate to
vith numerous di
ystems to bo
4 ditﬁ‘\_{l‘l'(‘lh
th killers. While fe
ent a new and powerful w
; . nal, although some, like the infamous
Mo Reaper Esme Blackheart of Inquisitor Srax-Rhame’s
retinue, have taken great delight in besting such “faithless
pretenders” when encountered.

THE LOGICIANS IN THE
CALIXIS SECTOR

Although its threat has by no means been a co
the Logician cult in several incarnations has long been a foe
of the authorities in the Calixis Sector. Some of the oldest
case files in the Tricorn Palace archives deal with plots and
ians, dating back as far as the
including the exploitation and theft

overed during the wars that

I'he Inquisition is not the cult's only fc
that within the oub
in the Lathe Sy

It is rumoured
cchanicus Panopticon o
. xists an entire vault of castigation,
furnished and equipped using only materials crafted from the
bones and re icians and their apostate
taken by the tech-priests over the years. As can be
oll of crimes and blasphemies that the Logicians
have tallied in the two millennia since the sector’s founding is
a long one, ranging from simple thefts, murders, abductions,
itical intrigues to forbidc
the deaths of tens of thot ds
the stability of
ectors. After several centuries

a full scale rebellion that for a time threater

both the Ixaniad ar
of near silence fans have returned in force, and
although their wider main undefined, their doctrine

is as unchanged as their he
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Without contest, the g
the Calixis Sector v
to destabilise both

warships—the M

from Imperial rule.

stance a

sectors, causing

were small, but their adv

t powerful weaponry made them more than a mateh for their

[mperial counterparts. In addition, their boarding patties

icians posed to were made up of heavily cyber-augmented shock troopers that

hat threatened ~ smashed through the Imperial opposition with ease.

For a time the whole € s Sector reeled with the shock
of the Meritech as reral worlds th ned to fall
into civil war as rumours of the rebellion spread: While the

s of Ixaniad bickered and withdrew to defend their own

s, a newly enthroned Sector Governess took charge in

s. With the backing of the Calixiz ave, she rallied

 intent, purging the Lucid Court

s in a single bloody night. Her plan,

rather than fruitl r chasing a hund smaller threats, was

to simply and mercilessly strike a blow from which the enemy
could not recover. Regis Sectora Myram Harvala, in w

tly into the heart of the § s Cluster. With
irmies pouring in behind, no pity, quarter,

senteen year pur f the cluster went on,

iven to any found there,

that the Logicians
crisis and the source
rical might. It appeared
t millions of lives as little
ts. The Logicians had




manoeuvred their conspirators into highly placed positions
within the logistical effort behind the Imperial response,
seeking to profit from whichever outcome might follow. The
Holy Ordos’ wrath was terrible, and in conjunction with the
Mechanicus faction known as the Divine Light of Sollex,
they systematically hunted down and scourged the Logician
influence from Hive Tarsus on Scintilla, Fenksworld, and
dozens of other commercial operations and military vessels
where it had taken root. In the latter stages, much of the
Merates Cluster was laid waste as a task force hounded the
remnants of the Meritech clans and their Logician masters deep
into the Ixaniad Sector, causing a major diplomatic incident
and conjuring up the spectre of inter-sector conflict—had the
Calixian Conclave not called upon the authority of the seat of
the Holy Ordos of Segmentum Obscurus to intervene. In the
aftermath of the Meritech Wars, it seemed that the power of
the Logicians in the Calixis Sector had been broken, and so it
remained at least for several centuries.

THE INFILTRATION OF THE JOSIAN
REACH

Over the last several centuries, the Logician heresy has once
again begun to feature in the incidents and intelligence
monitored by the Adeptus Arbites and the Holy Ordos in
the Calixis Sector. Reports and contacts have been registered
from various worlds and locations, tracking a definite pattern
over time. It is spreading toward the sector core across
the Josian Reach, with isolated incidents reported as wide
afield as Sinophia and Endrite. This latest infiltration seems
markedly more ruthless in its execution and callous disregard
for life than ever before, with its plans now featuring a
“scorched earth” policy in covering its tracks and concealing
any tangible evidence of its activities from the authorities.
New developments within the cult have also come to light,
such as the role of the so-called Iron Techtrarchs and the use of
the assassins of the Ashen Tear, as well as a distinct tendency
toward mass-casualty events such as powerful explosions,
diversionary terrorist attacks, and even indiscriminate bio-
weapon releases. All of these are used to protect the Logicians
from assault and mask their escape when confronted. The
pattern of Logician activities so far has been one of covert
action to remove opposition and infiltrate local authorities
in order to pave the way for cell groups conducting horrific
experimental tests, the focus of which seems to be forbidden
fHleshworks, weapons development, and augmetic research.
Inquisitor Srax-Rhame of the Ordo Hereticus has made it his
goal to confront and destroy the Logicians. In recent years
fe has put forth the theory that the Logicians are operating
on some sort of rapidly accelerating timetable, seeking to
quickly develop an arsenal with which to engage in some
future war or prepare for some coming intrigue of importance
to them—worth taking the risk of breaking their centuries of
long silence. Whether or not the notorious firebrand Srax-
Rhame is correct, it is certain that the number of contacts
e cult has increased drastically in the last decade and
ving toward some dark and heretical purpose of

THE FENKSWORLD GENE ATROCITY

One of the most notorious incidents of tech-heresy in living
memory, known popularly as the Gene Atrocity or the “Blight of
Nova Castalia,” can be firmly laid at the door of the Logician cuit
and has set the murderous standard for all of its activities in recent
years. A powerful cabal of Logician cells, deeply rooted in the
underbelly of Fenksworld'’s linked trio of hive cities, had ¢reated a
network of gene-labs, holding pens, and testing arenas to conduct
a dreadful program of secret human experimentation, The group
sought to extract weapon-worthy chemicals and powerful
augmetic drugs, as well as create chimerical bio-constructs from
the monstrosities found within the depths of Hive Volg,
Unfortunately for the Logicians, matters spiralled quickly out of
control as several test subjects escaped to wreak havoc in the maze
of access tunnels between the hives, attracting the Inquisition’s
direct involvement. It remains unclear whether what happened
next was an intentional act of mass-murder on the Logicians’ part,
or a further uncontrolled experimental disaster, but a powerful
mutagenic virus was unleashed. Many of those that came into
contact with it quickly died, their bodies twisting and boiling

in biological meltdown as the

al agent ran unchecked within

them, but a small perce

age were transformed into insane hybrid
pale horrors from beneath Volg wrought from the flesh

things
of men.

Fortunately the virus was a victim in part of its own virulence,
and its immediate and present threat triggered the swift and brutal

action of Inquisitor Srax-Rhame and the Fenksworld government,

which swiftly contained it. Ironically, the relatively affluent Hive
of Nova Castilia suffered the worst from its privations withs

around 100,000 casualties, while the sweltering industrial hell of

Magnagorsk suffered barely half that total. As for the nightmarish
Volg itself, the effects were barely registered above the norm for
that dark metropolis's daily death toll.

/&% Tue Hippen Pupper
% MASTERS

Just what lies behind the Logician conspiracy, what force
or alliance motivates the wider cult’s actions, has been
deliberately left for your own invention. There are, of course,
several prime candidates, from a secretive cabal of merchants
and nobles plotting to bring about their own rulership and
aggrandisement to a renega tion within the Adeprus
Mechanicus or a shadowy conspiracy that leads back to
spiracy in the Inquisition itself, This last
possibility offers perhaps the most interesting plot, and the

some secret ¢

Logici 1n organisation, would very definitely appeal

to Radicals of the Recongregator and Xanthite persuasions,

ng a very radical avenue by which the Imperium can
be broken and perhaps remade stronger.

The structure of the Logician cult makes its very easily
manipulated from on high by those with the resources and
knowledge of how to do so. The truth, of course, may lie
somewhere between these options and several others—
even the Logicians themselves may remain blithely ignorant

of the powers that are ultimately pulling their strings.

HERETICUS




THE CoSCARLA INCIDENT
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The most recent Logician plot to come to light has also involved
the covert operation of monstrous bio-experiments on living
- human victims, More troublingly, this experimentation has
occurred in the depths of Hive Sibellus on the sector capital of
Scintilla, proving just how far the cult’s network has spread.
The Logicians’ experiments in this case were thwarted by the
actions of a team of freshly recruited Inguisitorial Acolytes.
However, wider investigation, prompted by

the unravelling
indicated that the
acy on Scintilla

of events in the Coscarla Division. |
cult cell was but one part of a larger co
that remains to be exposed and destro
atrocity be unleashed at the very h

lest another gene
Calixis Sector.
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THE FRUITS OF
FORBIDDEN SCIENCE

The Logician cells in the Calixis Sector have at their disposal
a number of arcane and unusual weapons and devices.
often incorporating a blend of unsanctioned and forbidden
technology, and even in some cases materials of xenos or

There are many such devices; here are but a few examples

CEREBRAL ANNIHILATOR

@ lsed to conduct covert murder and dispose of test subje

is easily concealed palm unit uses a
Id designed specifically to destroy the delicate neus

napses in a living brain. The unit must be held within

centimetres of the skull for at least one full round to function

and is too precise and delicate to use as a weapon

- target that is not unconscious or completely immobile

Any living creature so affected must pass a Very Hard
(-30) Toughness Test or suffer immediate death from
massive cerebral hemorrhaging. Vietims killed by this device
appear to have suffered a sudden natural death, unless when
autopsied their examiner passes a Difficult (-20) Medicae
Test to determine otherwise.

Grav-Frux HARNESS

These highly advanced suspensor systems are no larger or
_ encumbering than a webbing belt. They allow their operators
to move with blinding speed and defy gravity, leaping,
climbing, and bounding with unnatural ease and facility
The materials and technological lore used to construct such
harnesses are extremely rare, and their use is restricted to the
finest assassins of the Ashen Tear and other senior killers
“employed by the cult.

In order to successfully use the harness, the wearer must
have Pilot (Grav Harness)
to the Pilot skill and has a prerequisite of Ag 35.

While the harness is worn and active, the air visibly ripples
 around the user, and he counts as having the Unnatural Speed
(*2) trait and a +10 bonus to his Dodge skill. Additionally,
by passing a Pilot (Grav Harness) Test, with a Difficulty
(determined by what he is attempting, the user counts as

having Unnatural Strength/Agility (x2) for the purposes oE"
leaping, climbing and tumbling only. :
The harness contains a somewhat unstable integrated high

capacity power-cell that lasts for about an hour of continueus

use. If the wearer suffers Critical Damage from an energy
(E) source to the Body Location while wearing an active
harness, there is a 50% chance that the harness will short
out, destroying itself and inflicting 1d10 E Damage (with the
Shock Quality) to the user.

BERSERKER THORN

A very unusual device, this arcane-looking heavy-pronged
dart is laced with circuitry and power coils and contains a
strange and baleful technology little understood even by the
Logicians. When breaching a servitor or similar mechanism’s
control system, the penetrating barbs release a cascading pulse
of electromagnetic force and poisonous machine sprits that
can overload and burn out the imprinted command functions
and drive such a machine into an uncontrolled murderous
rage.

Placing a Berserker Thorn requires access to the target
fevice’s central control system and a successful application
the Tech-Use skill at a Difficulty rating determined by the
mplexity of the target.

"-peual Rule Berserker Pulse

the Machine trait of at least 3 or higher, cogitator
are all subject to the pulse’s effects, If they

e 2 listed ‘-J\"-.'._.“r_\\\'rr Characteristic, they may attempt to

st by passing a Hard (—20) Willpower Test; otherwise

nd similar systems are driven insane and into
llable rage for 1d5 hours (or if the degrees of
lest exceed their Willpower bonus, this state is
this time, they attack in the manner of a
itely entering a berserk rage as described
slent. During this time, they attack without

r desire for self-preservation, firing indiscriminately
veapon they possess or simply bludgeoning their

gets to wreckage or a bloody pulp if they have no other
spons available. The insane machines” targets are any
nything that moves, or anything within

Devices such as data-stacks incapable of perceiving -
r acting independently will simply be
1 within, their machine spirirs driven mad a-nd

"EAPONS ARE LIES AND DECEIT, WHAT ARE

“THE HERETIC'S

3

THEY, AGAINST FAITH IN THE EMPEROR?




INQUISITORIAL THREAT
BRIEFING

The Logician cult and its attendant heresies of tech

doctrine are a clear and present danger to the stabil

Calixis Sector, the faith of the masses, and sacred
the Priesthood of Mars. To be found guilty of being par

the cult, in its seryice, or even to have unlicensed possessio
2 copy of the Logical Discourse is enough to warrant a death
sentence under Imperial law—a fate marginally more merciful
than what the Adeptus Mechanicus prescribes for the crime in
s own holdings,

Within the Holy Ordos, the direct persecution of the
Logician cult is the chief responsibility of the Ordo Hereticus,
and it is a task they shoulder gladly, as its anti-Imperial,
secularist, and subversive agendas provoke the most profound

athing and antipathy in the Witch Hunter’s ranks. Owing to
the cult’s tendency to delve into the forbidden lores of alien
science, unrestricted progress, and the ancient past, both the
Jrdo Xenos and the authorities of the Adeptus Mechanicus
are also bitterly opposed to the cult’s activities. Finally, since
%e days of the Proclamation of Scant Mercy, both the Adeptus
Arbites and sector enforcer cadres have the stated duty to take
extreme measures against the cult whenever it is encountered.

Given the power and breadth of the forces ranged against
e cult, it is perhaps surprising that the cult is not only
sill present within the sector, but seems to be increasing
steadily in power and reach. It is a testament to
michly resourced and focused nature of the Logicians

conspiracies and their sheer ruthlessness in mainta
sovert activities that they continue to operate desp

pposition. However, some fear privately that the cult ma
nave secret backing from some renegade factions within the
Sdepta or the Inquisition itself.

All Inquisitorial forces in the field are briefed to expect a
wihly proficient and skilled enemy in the Logicians, one that
will flee if not cornered, often inflicting huge death tolls while
Soing so in order to cover its operatives’ escape. Accordingly,
wnd with perhaps uncharacteristic subtlety) the Ordo
Hereticus's standing orders, issued at the vociferous petitioning
of Inquisitor Srax-Rhame, is to match the Logicians’ intrigues
with intrigues of the Inquisition’s own. Already on Scintilla
wnd other worlds, the threads of a vast web of covert actions,
ssplonage, and lies is being woven to ensnare the wider cult.
However, when this web draws tight, the Ordo Hereticus will
sy its hand no longer, and the Logicians will burn.
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Locician Curt AGENT
(EL1TE PACKAGE)
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Foragents of the Logician cells and espionage networks,
add the following to the standard NPC templates:
Characteristics: Increase Int and WP by +5.

Skills: Chem-Use (Int), Ciphers (Logician) (Int),
Common Lore (Tech) and Deceive (Fel).

Talents: Pistol Weapon Training |

HARBINGERS OF
NIGHTMARES PAST

The Logicians are something of an elite force as cults go, made
up of professional agents and adherents chosen for their
degree of ability, ruthlessness, and loyalty above other fa
The Logicians’ doctrines place their faith in the superior

SNIOLLFAT

technology and skill and favour specialisation in their servants

A wide variety of NPCs might be used by the tech culr in
various experimental projects, mfmstruuun

networks, as well as the substantial bodies
employs to guard its activities and enforce its wil

From the Dramatis Personae section of Damx Hemess
‘several entries make suitable cell “
Heretek, Kill Squad Trooper, Merc
S ribe, Skulker, and Tu'
service to the cult, i
orbidden Lore skills).
'Logicia'i Agent El

P and human excel
Additio

variety '_':f

of who they

servitors (includi

appropriate to its d
on the nature of the Logicians' activities wi

and the machinations of their renegade technologists, far more
deadly agents and techno-arcane servants may be in evidence
Several of these are detailed here.

The free downloadable adventure Edge of Darkness found at
www.FantasyFlightGames.com details a particularly disturbing
Logician plot and the villains behind it, complete with the
profiles of several Logician Agents, the insane arch—heretek
known as the Churgeon, and her horrific bio-constructs.

LociciaAN CRUCIBLE AGENTS

For their most secret intrigues and most dangerous. covert
infiltrations, the Logicians employ covert agents who have been
specifically psycho-conditioned, chemically enhanced, and mind
wiped of everything but their loyalty, their mission, and what
their masters wish them to know: The Logicians maintain a few
¢ specialists for their more delicate infiltration procedures.
refer to these as “crucible agents,” referencing the burning
»f their old personalities and identities to create the mentally
- needed so they can be filled with the cult's purpose.
Of all the Logician forces, it is these agents that fill some
| factions with the direst suspicion, as aside from the
ind the higher powers of the militant Adepta,
Imperium have the skill or resources to create such
exquisitely empty-minded living tools,

Crucible Agent Profile

Logician

WS Int | Per | WP | Fel

o
un
¥ 4]
)—I
P
=]

38 |35 |42 |30

(Y]
WA
(WY

(# 4]
|w
wn
(WS

Qo
-
(@]

Wounds: 13

(Ag), Common Lore (Imperium, Tech)
ment (Ag), Deceive (Fel) +20, Demolition
. e (Fel), Dodge (Ag), Drive (Ground Vehicle) (Ag),
Forbidden Lore (Heresy), Inquiry (Fel), Scrutiny (Per), Security
i Speak Language (Low Gothic, High
nt), Survival (Int), Tracking (Int),

; Training (Bolt, Las, Primitive, SP), Die
fed Melee Weapon Training (Chain, Power, Primitive),
oia, Pmoi Training (Bolt, Las, Primitive,

t Attack, Unremarkable.

The vessel :1gen[s will also have several additional
sgrammed into their minds to help them maintain their

Cower identity:

e are two examples;

Adept: Lieracy (Int), Scholastic Lore (Bureaucracy) (Int),
PDF Officer: Command (Fel), Common Lore (Military)
Brittle Psyche: The mental conditioning and mimetic

make these vessel agents such excellent spies
wever, far from perfect. If they are subject to
trauma, their minds can shatter or regress.
il a Fear Test, are subjected to truth serums or
il psychotropic drugs, or fall victim to some other
t such as a psychic attack on their minds, they
Table 8-6: Mental Traumas on page 235

must make 2 roll on

of Darx Heresy
Weapons: As appropriate to cover identity, but will always where
possible include a concealed weapon such as a compact laspistol
(15m; S/—/— 1d10+1 E; Clip 15; Rld Fulk Rehable)

Gear: As appropriate to cover identity,
Threat Rating: Hereticus Minoris.




ASHEN TEAR ASSASSIN

The use of the Ashen Tear Tech-Assassins is a relatively new but
powerful development in the Logician arsenal. Each augmetically
fardwired killer is more than a match for most of what they might
encounter and delivers death with an enviable cold precision.

. %=
Ashen Tear Assassin Profile E‘QJ}
WS | BS| S | T | Ag|Int|Per | WP/ Fel
45|45 |40 |45 |48 |30 |40 |37 | 20

Movement: 4/8/12/24 Wounds: 15
Skills: Acrobatics (Ag) 410, Awareness (Per) +10, Chem-Use
int) +10, Ciphers (Logician) (Int), Climb (Ag) +10, Common
Lore (Imperium, Tech) (Int), Concealment (Ag) +10, Dodge (Ag)
=10, Deceive (Fel), Drive (Ground Vehicle) (Ag), Secret Tongue
Ashen Tear Hand Sign) (Int), Silent Move +10 (Ag), Speak
Language (Low Gothic) (Int), Security (Ag) +10, Silent Move
Ag) +10, Survival (Int), Tracking (Int).

Talents: Assassin Strike, Basic Weapon Training (Las, Launcher,
Srimitive, SP), Blind Fighting, Catfall, Combat Master, Deadeye
Shot, Exotic Weapon Training (Needle), Hard Target, Heightened
senses (Hearing, Sight), Nerves of Steel, Melee Weapon Training
Chain, Power. Primitive), Pistol Training (Las, Primitive,
SP), Street Fighting, Swift Attack, Thrown Weapon Training
{Primitive), Unshakable Faith (Logician).

implants: Mind Impulse Unit (Common Quality), Bionic
Sespiratory System (Good Quality), Cybernetic Eyes (Good
Quality, incorporating Dark Sight), Implanted Vox-Bead,
‘mplanted Auto-Injector Rig (2 doses of stimm, 1 dose of
saught, and 2 doses of detox, usable as a Half Action), Natural
Weapons (re-enforced hands and elbows). The subtle design of
these implants allows the assassin to pass a cursory inspection as a
sormal unaugmented human,

Armour: Armoured Cameleoline Bodyglove (All 3).

Weapons: Silenced autopistol with red-dot sight (30m; S/—/6;
1810+2 I; Pen 0; Clip 18; Rld Full), two spare clips and

o man-stopper rounds, MIU controlled shoulder rig with needle
pastol (30m; S/—/~; 1d10 R; Pen 0; Clip 6; Rld Full; Accurate
Sowic) and two clips, mono sword (1d10+4" R; Pen 2), 3 mono
Kaives (3nm; 1d5+41 R; Pen 2), 2 frag grenades, 2 blind grenades
W2k grenade, natural unarmed attacks (1d5+57 I; Primitive)
“ncludes Strength Bonus.

Cear: Grapnel, clip harness, multi-key, portable stummer.
Threat Rating: Hereticus Minoris.

RENEGADE TECH-PRIEST

The Logicians count among their ranks a small number of
renegade tech-priests. These rare individuals are often skilled
and experienced members of the Mechanicus who have, for
one reason or another, rebelled against their masters. The life
expectancy for such unlicensed and outlawed adepts is short,
and many are forced to flee into the underworld in the hopes
of evading the wrath of their erstwhile brothers, For the most
radical, the Logicians’ offer of protection and resources in
return for their service is a small price to pay for sutyival, A
few human lives lost here and there is entirely irrelevant.

HERETICUS
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Renegade Tech-priest Profile
WS! BS| S | T

|

RS ST

-Ag ‘ Int ‘ Per | WP

130 35|40 | 45|36 L48 3548 | 17

Movement: 3/6/9/18 Wounds: 18
Skills: Awareness (Per), Chem-Use (Int), Ciphers (Heretek,
Logician) (Int) +10, Common Lore (Imperium, Machine
Cult, Tech) (Int) +10, Deceive (Fel) +10, Drive (Ground
Vehicle, Walker) (Ag), Forbidden Lore (Adeptus Mechanicus,
Archeaotech, Xenos) (Int), Inquiry (Fel), Logic (Int) +10,
Pilot (Civilian, Spacecraft) (Ag), Scholastic Lore (Archaic,
Chymistry, Numerology) (Int), Secret Tongue (Techno-Cant)
(Int) +10, Speak Language (Low Gothic) (Int), Security (Ag
+10, Tech-Use (Int) +20. g
Talents: Autosanguine, Binary Chatter, Concealed C;u'iry.:'
Electrical Succour, Electro-Graft Use, Energy Cache, Ferric
Lure, Gun Blessing, Iron Jaw, Luminen Charge, Luminen
Shock, Jaded, Maglev Grace, Mechadendrite Use (Gun,
Manipulator, Utility), Meditation, Melee Weapon Training
I Training (Bolt,

(Chain, Power, Primitive), Orthoproxy

o

Las, Plasma, Primitive, SP), Rite of Pure Thought.
ays (Good Quality), Bionic Arms (Good
o Average Quality), Bionic
R System (Good Quality), Ballistic Mechadendrite,
pu Mechadendrite, Utdlity =~ Mechadendrite,
Cybemnetic Senses (all, Good Quality, incorporating Dark
Sight, Photo-Visor, Recording Capacity, Sonar Sense and a

MIU interface (Good Quality).

Armour: A etic implanted armour (All 6).

Weapons: Ball
Unlimited; Reliable), chain axe (1d10+9 R, Pen 2;
Tearing), plasma pistol (30m; 1d10+6 E; S/~/~ Pen 6; Clip
10; Rid 4 Full; Recharge, Overheats), mechanised hands
15+47 [ Primitive).

'Includes Strength and Augmetic Bonus,
Gear: Data-slates, power-cells, spare clip for plasma
pistol, cipher keys, various spares, instruments and other
paraphernalia, will often be accompanied by servitors, cult
agents, and possibly other examples of their “work.”
Threat Rating: Hereticus Majoris. :
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i its oppression

~ THE PALE
THRONG

“Humanity has reached a id! It no longer has the means to
0 s own limitations it kills the
children that bol ey o s future. We are those children and

the future is ours!

sustain ttself in if

idcast to loyalist relief forces by
= rebels during the Tranch War

the cause of one of the most

the stability of the Calixis

s, the Pale Throng is a mutant

cult whose leak and oppressive world of
Tranch. There I bloody uprisings that ignited
sse aftermath still lingers to
n and Adrantian sub-sectors

the infamou
plague many
to the present

No subtle cult

conspiracy, the Pale Throng is
a crazed a ngregation of shambling horrors
and deca d sicke vitch—breeds guided by sinister
mutant ove s to throw off the shackles of
vengeance in an apocalyptic
rebellion to de
of the future o
Or war and

1 and ultimately seize control
12 world now made infamous
ng has since created and

spired re ds across the Calixis Sector

and beyond. But perhaps greater than the danger that this
amorphous army of monstrosities possesses—in terms of
the threat to civil order—is the fact that the Pal¢ Throng
and what it represents has become a blasphemous rallying
cry for the twisted and disaffected. It has grown to become
something of a heretical ideology that offers easy answers
to the weak and feeds on the resentment and anger of the
oppressed—a rebellious whisper far harder to stamp out that
any mere physical foe,

TENETS, GOALS, AND
HERETICAL BELIEEFES

At the heart of the Pale Throng is a reciprocal hate for the
Imperium’s own abhorrence of the mutant and the psyker,
Behind this simple hate is another subtler ideology that
(flawed though it may be) guides the propagators and masters
of the Pale Throng to create rebellion after rebellion across the
stars. Theirs is the belief that the future of mankind belongs
to the mutant and the psyker ascendant, and to achieve
that ascendancy the Pale Throng must rise up and smash
the Imperium’s rule by any means necessary. This deeper
motivation is based in a belief in the superiority of the mutant.
The cult’s higher circles believe that the future of humanity is
as a psychic race. The Pale Throng not only denies that the
mutant is a twisted abomination, but believes that the mutant
is a manifestation of mankind's metamorphosis into something
greater, something of beauty and purpose, and humanity's
passage to this new life form is to be embraced. The mutant




{from the cult’s outlook) is superior to the mundane human
in any number of ways, sometimes stronger, sometimes able
to survive the worst of conditions untouched, and more. The
mutant is superior, and because of this, it is the mutant that
will inherit humanity’s future.

Expressed in simple terms to the brutalised and ignorant
masses of abhumans, subs, and other outcasts that toil under
crushing oppression, the Pale Throng's ideology offers the
prospect of liberation and revenge. It promises an end to their
sufferings and, most importantly, a sense of acceptance and an
end to the shame and stigma that Imperial culture heaps upon
them at every turn, This ideology is a heady and dangerous
mix, one that appeals to both the downtrodden and the
malign, whether they seek only an end to their pain or an
excuse to inflict such pain on others.

To many of its adherents, this creed translates into
spiteful sense of self-deluded superiority over the loathed
masses of humanity untouched by mutation, which justifies
their grievances against the faceless powers of Imperium. This
aubris is amplified a thousand-fold among the cult’s wyrdlings
and witches, who see those “blunts” untouched by the psyker's
gifts at best as a natural enemy, and at worst as little more than
olaythings and cattle to be toyed with, used, and destroyed at
whim. For many at the cult’s higher echelons, the Pale Throng's
Shroud Masters, mutant demagogues, and petty warlords, this
s a creed worth risking all for and is the price of a victory in
the coming war between human and mutant.

THE DOCTRINE OF THE PSYCHIC
ASCENSION OF MANKIND

To the Pale Throng, the psyker is no foul “witch” to be abhorred
ut a wielder of power more subtle and protound in nature than
sy normal human can comprehend. This particular heresy is not
2 new one, but a viperous idea that has flared up time and again in
e Imperium'’s history. According to such beliefs, to witness the
=t of the psyker is to glimpse the future where man may re-order
ihe physical, re-sculpt flesh, and see the true hearts of all. These
then, the heretics claim, are the gifts of an evolution of human
Soem that the Imperium loathes and fears. These heretics believe
it the Imperium fails to comprehend the truth—that psykers
e the foreshadowing of the magnificence that awaits the human
mce once it has ascended to its true potential.

INTERNAL SCHISM

#om the beginning, one of the Pale Throng’s greatest
sainerabilities has been its tendency towards internecine conflict
e schism. On Tranch during the uprising, the sheer power
wnd commanding presence of the Shroud Council was enough
0 hold the disparate mutant gangs, sub-cults, and witch factions
weether; at least for a time, in deadly united purpose. But in
smatler revolts and other uprisings, various groups and individual

\eacers often fall into open conflict over their particular “truth” of
p p

e Pale Throng, their own fitness to lead, or thanks to their own
paranoia dnd often inherent insanity, This instability can lead to a
cwsstrophic failure of leadership in the face of Imperial enemies,
lemang the Pale: Throntr open to manipulation by other, often
ke forces.

The Pale Throng represents the paradigm of
a bloody revolt—a rebellion of the twisted and
damned by-products of the Imperium’s own hidden sins and
oppression rearing up to have their nge. The Throng
embodies everything that Imperial culture hates and fears
in the mutant and the witch—horror unleashed and the
whipped dog turning to bite the hand that feeds it. It can
also be used as a template for any number of other mutant or
witch cults of your own devising or simply as the wolf at the
door in an adventure set around survival and horror.

One of the ways the Pale Throng feature in an
adventure or campaign is as the motivating force behind
trouk ving on a hive world, industrial outpost, er city.
Increasing civil di d labour trouble, and incursions
from the deep pla an underhi 7One, or scav

ombined with rumours of an unseen hand guiding
these increasingly violent and dangerous events, make for a
perilous investigation into the dark and rotting underb
of the Imperiuni. The scope and intentions of the rebellion
can emerge Ay in this setup and set the stage iur a
desperate race to behead the rebellion before its apoc
designs can be made reality.

Another way of using the Pale Throng ﬂutsmnding
enemy in r zone or c:ngotnc' rebc'

s are thrust, either to ¢
have been charged with )
ering something or someone from behind
art of a hazardous environment

The Pale Thr
can also make

more sinister and ultimately far more dangerous threats. The
Shroud Masters behind the rebellion may not be what they

ver for some greater atrocity or grand and infernal
design. The Logicians in this chapter, and the Pilgrims of
Hayte or the Menagerie from Chapter IV: Malleus, fit this
role perfectly s a Radical factic
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REBELLION AND
INSURRECTION

THE TRANCH WAR

Tranch is a minor 0
of Tranch, maintained the output of the their furnace hives
by the use of a massive, enslaved mutant population and a
downtrodden worker under g 'k by

re their methods that

brutal
controls and oppression. So harsh v
the Oligarchs became a byword for tyranny. Such was the
arrogance of the C chs, and their confide
bloody-handed rule, that they did not dream the mutants and

the worker underclass could mount more than the

ce in their

challenge to their enslavement. Nor did they consider it
the mutant population largely alone, contained
deeps of the Soot Warrens that descended
els of Tranch’s hives. After all, their reasoning
would always need a large population to meet

foolish to leave
in the law
into the bo
went, =
their production demands, and the huge level of fatalities
inherent in their industrial process required a steady stream
of replacement workers.
For centuries, matters in the furnace-hot darkness beneath
i 1ed, and murmurs of discontent started to
hose lives of brutality, poverty,
little to lose. Meanwhile, hidden in the
deeps, an ing number of the Tranch—born mutants
displayed a ter y towards witchery and wild psyker
talents.

KNOWLEDGE OF THE PALE THRONG

The existence of the Pale Throng is not a secret, but rather embodies a widespread fear in the Calixis Sector. Anyone who has
come into contact with a veteran of the Tranch War has probably heard the name, and in certain lurid stories, the term has become:
synonymous with the fear and hatred of mutants and witches. However, much of the precise and factual details of its makevp,
ideology, and methods are restricted to those with more specialised knowledge of such dark matters.

Presented here are guidelines for what Acolytes with one of the following Forbidden Lores (Cults, Heresy, Mutants, or Psykers)
may know of the Pale Throng, based on an Ordinary (+10) Test. Acolytes with Common Lore (Underworld) may also have
some knowledge of the Pale Throng, but in this case the Difficulty increases to Hard (—20).

TABLE 2-4: [TIURIMURS OF REVOLT

Degrees

Details Known
of Success

Two

Three

The Pale Throng was led by a council of so-called Shroud Masters who coordinated the infamous
Tranch Rebellion. The Pale Throng has also inspired rebellions by mutants on a number of other
worlds. and its legend remains a rallying cry for abhumans and mutant malcontents across the
Call\ls Sector

The ideology of the Pale Throng is that mutants represent mankind's next evolutionary step to survive
the cruelty of the galaxy. The thlnn” also believes that mankind'’s ascension to a psychic race is not
simply necessary but inevitable, and th it the Imperium only exists to selfishly trap humanity in a state
of ignorance and powerlessness. Such a sophisticated heretical ideology has led to speculation that it
ongm.md from renegade elements within the Imperium or some wider occult conspiracy:

witch uprisings that
directly related to th
destroy—a true radical ic




Unknown to the Oligarchs, a group who called themselves
the Shroud Masters sprang up amongst the mutant population.
It remains unknown whether they were newborn in the
sweltering blackness of the Soot Warrens or if they slipped in
unnoticed from elsewhere, but swiftly their power grew and
they began to make preparations to bring down Imperial r
on Tranch and bathe the Oligarchs’ realm in blood. Those
the “Shrouds” recruited to their cause they called the “Pale
Throng™—an apt description for the numberless ranks of
those that toiled in the sunless depths of Tranch’s hives.

The rebellion began with a sudden ferocity, as if a lit fuse
had reached a powder keg, and the forces of order were
beaten back, surrounded, and slaughtered. Hordes of twisted

freaks, including powerful witches and horrors, rose up to
overwhelm and butcher the hive’s population, carving a bloody
path through the upper hives. Within weeks, a hive world of
billions spun out of the Imperium’s control and saw millions
dead. A full scale counter-insurgency operation was launched
by forces drawn from across the sector, ultimately crushing
the Pale Throng’s rebellion in a conflict that would become
renowned for its savagery and cost in lives. The progress of
the war on Tranch and the Imperium’s largely pyrrhic victory
is a matter of recent history, as are the ongoing policing
actions trying to bring the now largely ruined hive world
back fully into the fold of Imperial rule. As for the Oligarchs
and their tyranny, they have been consigned to bitter history,
as those that did not fall in the rebellion were purged by the
Imperium for their evident dereliction of rule.

These facts of the Pale Throng's existence and the Tranch
War’s horrors are widely known. What has remained secret
is the extent to which these shifts in the tide of violence
on Tranch were the product of the great intellect, skill, and
sickening use of warp power wielded by the Shroud Masters
that allowed them to control their forces as if they were part
of a single body, as well as divine their enemies’ purposes
and so bring the Imperial forces to near collapse. Were it not
for the implosion of the Shroud Council and the subsequent
fragmentation of the rebel forces, Tranch may well have fallen
before the Imperium could respond fully.

Ultimately the loss of their overlords crippled but did
not destroy the mutant forces, and the years of horror and
bloodshed ground on, leaving Tranch the scarred and violated
place it is to this day.

The Influence of Chaos

The possibility as to whether there was any direct
involvement of the taint of Chaos or a wider occult conspiracy
within the Pale Throng during the Tranch War remains a
mixed and contradictory picture, open to much debate among
the Holy Ordos. What seems clear is that during the initial
uprisings on Tranch, several of the smaller witch-cults drawn
into the Pale Throng did have daemonic taint in their ranks.
In addition, at least one malefic cult concealed among the
Oligarchs took the uprisings as an opportunity to work its
own ills. But, the conclusion that has been drawn is that
there was no systematic warp-worship or widespread use
of daemonic ritual encountered in the war, simply reckless
hatred, unremitting savagery, and the horrors of the mutant
and the witch unleashed.

HERETICUS
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TABLE 2-5: SHROUDED [TIUTATIONS

*
*

Roll 1d100 Result )

- Witch Lord: The Shroud Master is a psyker of terrifying power and embodies the sum of a O

- Hereticus's fears concerning the witch. The Shroud Master’s Psy-Rating is increased to 6, he has ac
to all Minor Psychic Powers and all powers from a single chosen Discipline (Biomancy, Div
Pyromancy, Telekinesis or Telepathy) listed in Darx Heresy in addition to any others listed for his -
Discipline in the Psykana Obscurus section on page 26 of this book. Also note that the Shroud Master
has Discipline Mastery (see page 164 of Dark Heresy) of the Discipline he chooses. RO

Unholy Terror: The Shroud Master has within his soul a screaming storm of psychic energy that pulls
at the reality of his surroundings and cracks the minds of those who approach him. The Shroud Master

31-40 gains the Fear 4 (I lorrifying) trait and the effects of Daemonic Presence, m:miﬂ'.sring asingle D;}en10nic
Phenomena (use Stage Four: Dacmonic Presence and Table 12-8; Daemonic Phenomena from the
Daemonhost generator on page 357 of Dark Heresy). The Shroud Master can activate or deactivate
the effects of these Traits as a Half Action if he succeeds at a Hard (-20) Willpower Test.

SNILLAITH

Protean: The Shroud Master’s body can shift between various manifest mutations at will. The Shroud

3 Master can appear completely normal or gain a Minor Mutation of his choice as a Half Action or:
41-60 gain a Major Mutation as a Full Action (see Table 12-3: Minor Mutations and Table 12-4: Major

: Mutations on pages 334 and 335 of Dark Heresy). The Shroud Master may choose to have any two.
Mutations (Minor or Major) in place at any time. i e

Dark Conduit: The Shroud Master is untouched by physical mutation of any kind, is invisible to
psychic senses, and is immune to the powers of the warp. The Shroud Master is completely immune to
61-80 the crf‘f‘ccts. of Psychic Powers directed at his mind or manipulating his body (although telekinetical[y‘
hurled objects and energy, etc. will work normally). Additionally, he cannot be detected by use of
the Psyniscience skill or similar abilities (although the manifestation of his powers may be detected).
Shroud Masters with this mutation cannot use any psychic abilities and have a Psy Rating of 0.

Mergeant: The Shroud Master is saturated in the energy of the warp and is not wholly a thing o_f’th:e'
8100 physical realm. The Shroud Master gains the From Beyond and Phase traits and the Psychic Vampire:
; talent. While in an incorporeal state, he also has the Possession and Warp Weapon (natural attacks only)
traits. :

OPERATION BELLEROPHON: : g ,
Council disintegrated with several of its members assassinated,

THE DESTRUCTION OF THE SHROUD while the rest ripped the council apart in a paranoid rage

Councir, of recrimination and savage attempts to seize control. Thus
the Shroud Masters crippled the very rebellion that they had
Operation Bellerophon was an ultra-secret operation mounted  started. It was reported at the time that all the Shroud Masters
by elements of the Ordo Calixis at the outset of the Tranch  had died in the culmination of Operation Bellerophon;
War. The aim of the operation was, by means both subtle and ~ however, subsequent events have shown this report fo be
violent, to decapitate the uprising and break the unity of the inaccurate. After the war, Shroud Masters (or at least would-
Pale Throng. After the first disastrous phase of fighting, it be successors to that title) have been reported working
became clear that the rebels were led by a group of shadowy  their malice still in the depths of Tranch’s Soot Wartens or
overlords called the Shroud Council. There were also  masterminding revolts on other worlds, although never in
indications that several, possibly all, of the Shroud Council ~ such numbers or concentrated power,

were rogue psykers of considerable power. The climination More details on the course of the Tranch conflict
of the Shroud Council was deemed a high priority, and  and the bloody ongoing situation there can be found in
agents chosen by a number of Inquisitors were deployed to  TuE InquisiTor’s HANDBOOK.

locate, infiltrate, and destroy the Shroud Council in order to
decisively weaken the rebels’ unity.

Just how this ebjective was accomplished remains a secret
and the cause of some murmurs of discontent and controversy
within the Holy Ordos. Rumours persist of radical doctrines
of engagement and the use of proscribed weapons, unstable
psykers, and even mutant “cat’s-paws’ by the Inquisitors
svolved. Regardless of the truth of such scurrilous tales,
Cperation Bellerophon was a guarded success, the Shroud




A THoUusAND REBELLIONS

The Pale Throng has been linked to scores of mutant
rebellions across the Calixis Sector and beyond. Some are
simply the razing of an industrial outpost for the loss of a

few hundred souls, while others have claimed the lives of

hundreds of thousands. In the aftermath of the Tranch War,
petty revolts and unrest sprang up on scores of worlds in
the Adrantian and Malfian sub-sectors, occasioning massive
crackdowns and a great loss of life. But these troubles have
not been an end to the matter, as the Pale Throng and its
imitatots have risen repeatedly on other worlds to trouble the
authoritics.

On Sepheris Secundus, the name of the Dionides Mine
was expunged from records following a rising of the Pale
Throng so powerful that, despite the damage it would do to
the planet’s production, the mine was collapsed by atomic
charges. In the purge that followed, any amongst the planet’s
serfdom who had a connection with the area, however
tenuous, was executed.

Rogue psykers, intent on ramming Fenksworld's orbital
docks, commandeered the heavy ore barge Borombars,
causing it to be destroyed by orbital defences. The subsequent
investigation blamed the crime on the Pale Throng's
infiltration of the population of abhuman “subs” used to work
the system's asteroid mines.

On Baraspine, a Pale Throng style revolt by the mutant
castes used to tend the wind-blasted Impellor Towers that
dot that world’s barrens threatened to plunge the hives into
darkness. The Baraspine rising was later revealed to have been
backed and instigated by a secret malefic sorcerer cult, the
Ghol Voluptara, The cult used the anarchy and distraction
caused by the insurrection as a cover for a series of dark rituals
which were only prevented by the combined forces of the
Adepta Sororitas and the ruling executive’s household troops.

From these gross acts of terror and destruction to the
whisper of a witch-kin at work in the depths of the Scintillan
underhives, there are a thousand signs that the threat of the
Pale Throng to the Calixis Sector is not at an end but perhaps
merely beginning.

The Anatomy of a Pale Throng Revolt

At the centre of all of the most dangerous uprisings wh

Pale Throng has been involved is one of the infamous Shroud
Masters. These sinister overlords select mutant populations
that they consider ripe for rebellion and instigate an
infiltration of that population, be they labouring in mines or
chemworks or festering in the wastelands and rad-pits of the
underhive. With the Shroud Master often comes a following
of other witches and mutants, such as Tranch-bred witch-kin,
veteran killers, and covens of wyrd diviners. Once in place
the Shroud Master and his minions begin to spread the name
and creed of the Pale Throng amongst the local mutants and
dregs. At this point, any resistance or rival mutant leader is
crushed or assimilated into the Pale Throng. However, the
Shroud Master is not above dealing with underhive criminal
elements and other cult groups in order to trade for arms or
: is reach where his twisted followers cannot go.

The 'Slﬁ’c_ud-' Master and his retinue bring with them

MutanT REBELLIONS AND WITCH
Currs IN THE IMPERIUM

The existence of “accepted” mutant populations (where the
direct touch of the warp is not evident) has always been
a two-edged sword for the Imperium’s authorities, Such
unfortunates are often vital to economic operations, but
they represent both a problem for civil order and a ready
source of rebellions, riots, and cult activity. The history of
many a world is rife with such uprisings, and such conflicts
are always bitter and merciless affairs

While Imperial Law and the Ministorum Creed protects
the Imperial citizen from the worst privations of oppression
on most worlds, those not classed as fully human enjoy no
such defence from brutality and exploitation by those in
power. The situation is worsened because most “normal”
Imperial citizens fear the mutant as an unclean, unnatural,
and inherently tainted thing, and many mutants return this
hatred with interest.

Mutants are often exiled to hellish conditions such as
those found in the deep rad mines of Sepheris Secundus
or the choking fumes of Solomon's chemworks. Vilified,

loited, and outcast from the comforts of society, abhurman
and mutant populations can prove a fertile L
for all manner of heretical beliefs. Anything that offers some

sliver of solace, : to strike back at

their oppressors will find ready converts.

The most dangerous of such outlawed and secretive
sects have wyrdlings and witches at their head. Mutants,
particularly on worlds where there is a lingering warp
taint, can have a much higher inherent incidence of psyker
potential than the general human population of their given
world. This problem is further exacerbated because given
the mass of physical and mental distortion among their
fellows, and the general antipathy among the abhuman
castes toward the authorities, it can be much easier to hide
a psyker’s gifts. Also, most who do not willingly succumb
to the harvest of the Black Ships are forced 1o flee into the
industrial wastes or the shadows of the underhive. Giy
such a2 dangerous and fearful life, it is common for their
powers to grow should they survive, hunted and harried,
their hatred for the Imperium inflamed by their ordeals,

While some rogues and witches revert to a solitary,
almost bestial state, many mutant witch-kin gather
followers about them, founding cults in their own name,
On isolated feral or feudal worlds, such witch cults are a
source of dread, shrouded by superstition and false belief;
In the burgeoning clamour of the Imperium’s heartlands,
these witch—kin commonly sink to the depths, cowing
dregs, abominations, and outcasts into submission with the
brutal display of their powers.

In rarer cases (and if the psyker is subtle and powerful
enough), the most dangerous will infiltrate the hive above,
Although often small in number and limited in scope,
witch cults can prove extraordinarily dangerous if left to

fester unchecked, adding power to a mutant uprising or

becoming doorways to horrors from beyond,
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tactics and methodologies developed and honed in the
'pightmare conflict on Tranch. Chief amongst their tactics
is the “sudden onslaught” where they simply unleash all of
~ their fury at once, including psychic atrocities, rampaging
hulks, waves of abominations, suicide attacks, bombings, and
untestrained bloodletting. Such attacks often serve to conceal
and divert forces away from the Shroud Mastet’s true targets.
The destruction generated by these tactics can be immense,
espectally if the Pale Throng is swollen by large numbers of
high-grade rogue psykers. If this initial phase is successful,
the Pale Throng rapidly attempts to consolidate its gains by
fortifying and defending the areas it has seized, using them
as the basis to fight a wider guerrilla war.

If large swathes of territory fall to the Throng’s hands,
an orgy of looting and reprisals will often follow, with
unfocused acts of barbarism and the enslavement of such
unfortunates who do not carry the mutant’s mark often being
the norm, However, the Pale Throng has a very poor track
record in holding ground, due in the main to its own lack of
cohesion. The clashing egos of its commanders and the f;
that most of the Throng's rank and file are litl
ill-conditioned, ignorant rabble serves to tear apart

1l
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victories that it may gain,

When faced with superior Imperial forces, the
Throng's defeat in any particular theatre of conflict is |
inevitable, particularly if its leaders and rogue psykers can
be neutralised. However, this can present its own d
{fd{:fcated but not annihilated, the Pale Throng will
agment into small packs of rebels and marauders

eir own petty wars. Thus the rebellion ca

finally put down, short of exterminating every twist, sub, and
dreg in evidence
and Adeptus Arbites marshals of a Puritan ben

swntired by ey Inmiticito
IVOoured DV many ingui SILOTS

-a solution f;

INQUISITORIAL THREAT
BRIEFING

The Pale Throng is a known threat currently subject to the
full attentions of the Holy Ordos and the Adeptus Arbites,
subject to a general and ongoing purge. Following its first and
greatest act of insurrection, the Shroud Council was shattered
and the loose alliance of witches and mutants that followed
it reduced to a fragmented shadow of itself. This, however,
has not meant the end of the Pale Throng (nor indeed the
troubles on Tranch), and there have been full-blown Pale
Throng inspired uprisings on worlds spread across the Calixis
Sector and even beyond.

The various uprisings’ only connection to each other
(that the Inquisition is aware of) is the sometime presence
of a Shroud Master and the name of the Pale Throng. As
far as the Inquisition is aware, there is no real coordination
between the Shroud Masters, and many within the Ordos
believe that most hold their fellows in the greatest enmity;
a fact which has served to make the disparate cult harder,
rather than easier, to purge. While the Inquisition knows
much about the methods, ideology, and past activities of
the Pale Throng, it remains ignorant as to the number and
identities of the surviving Shroud Masters, a situation which
has undoubtedly helped the Pale Throng survive as a threat
to the stability of Imperial governance. But the Holy Ordos
are determined that in time they will hunt down every traitor,
I malcontent. Even the name of the Pale Throng




WITCHES, REBELS, AND
THE DAMNED: THE
FORCES OF THE PALE
THRONG

The original Pale Throng was a loosely grouped mass of
mutants, abhumans, and rogue psykers, brought together by
the will of the mysterious Shroud Masters. Numbered within
the rebellious movements that the Throng has fostered are
all manner of mutants, abhumans, and malcontents, ranging
from the deformed twists and subs that labour in the dark
recesses of the Imperium’s industries to utter abominations
and insane rogue psykers of shattering power.

In terms of representing the Pale Throng rebels, the
Mutant and Mutant Abomination in the Dark Heresy Core
Rulebook are obvious choices, while the Witch can be used for
the lower grade rogue psykers that frequently form the core
of the Pale Throng's leadership. As for the other attendant
dispossessed outcasts and malcontents, they can ideally be
represented by the Furnace Worker (on Tranch), the Scum,
and the Dreg. For the more terrible and unique aberrations of
the rebellious cult, entries are presented here, together with
some additional Psychic Powers with which to outfit both the
rogue psykers of the Pale Throng and (as a new rare option)
Imperial Psyker Characters.

SHROUD MASTER

The Shroud Masters are the hidden masters of the Pale
Throng who stand behind its activities, fomenting rebellion
and gathering twists and witches to their cause. Once joined
in common purpose, their brief moment of unity was enough
to nearly destroy a world. Though many were killed when
their council tore itself apart, many also escaped to pursue
their interpretation of the Pale Throng’s dogma. It has also
been theorised that new Shroud Masters have risen to take
up the dogma of the dead and bring it to the mu
All Shroud Masters are mutants and psykers of the utn
potency, guided by a complete hatred of the Imperium and 2
belief that mankind must evolve in order to survive

_.@

Per | WP | Fel

Shroud Master Profile
WS BS| S | T | Ag|Int

27 |27 |30 | 30 | 30 | 45 | 33 | 52 | 37

Movement: 3/6/9/18 Wounds: 14
Skills: Awareness (Per), Charm (Fel)} +10, Command (Fel) +20,
Common Lote (Adeptus Arbites, Administratum, Imperial Creed,
Imperial Guard, Imperium, Underworld) (Inf) +10, Deceive
(Fel) +10, Disguise (Fel), Forbidden Lore (Cults, Heresy) (Int),
ForbiddenLore (Mutants, Psykers, Warp) (Int) +20, Interrogation
late. (SP.I) Invocation (WP) +20, Literacy (Int) +10,

syniscience (Per) +20, Scrutiny (Per), Speak
¢, Mutant Dialect) (Int).

Talents: Air of Authority, Fearless, Master Orator, Melee Weapon
Training (Primitive), Pistol Training (SP + any one), Psy Rating
4, Resistance (Psychic Powers), Strong Minded.
Psychic Powers: Any 9 Minor Psychic Powers and 5 Discipline
Powers (any Discipline) may be chosen.
Traits: Minor Mutation (50% chance to have I Minor Mutation,
see page 334 of Dark HEresy, re-roll the Wyrdling result), 1
Shrouded Mutation (see Table 2-5: Shrouded Mutations on
page 56).
Weapons: Force staff (1d10+3'+Psy Rating I, Pen 2+
Psy Rating; Balanced—for other rules see page 187 in the
InquisiTor’s HanpBoOK), stub automatic (30m; S/3/—
1d10+3 L; Pen 0; Clip 9; Rld Full).
TIncludes Strength Bonus,

Gear: Shroud-like robes, Psy-focus (included in force staff).
Threat Rating: Hereticus Extremis.
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WiTCcH-KIN INFILTRATOR

The Witch-kin are a horrific, grey-fleshed mutant breed,
originally from the depths of the Tranch Soot Warrens who
possess subtle psychic abilities and a taste for human flesh.
Bred in the utter dark of the deep warrens, a Witch-kin is
a haitless, spindle-limbed, emaciated thing, with unblinking
black eyes and an impossibly wide mouth concealing row &
after row of needle teeth. Sly, murderous, and above all
hungry, the Witch-kin were objects of terror for the troops
deployed on Tranch during the rebellion of the Pale Throng, &
Using suggestive Psychic Powers and a strange ability to seem
almost normal until they are within touching distance, theyl
infiltrated camps in order to pluck away guardsmen—thei 4
victims later found dismembered and stripped to the bone by
gnawing teeth. As the Shroud Council shattered, many of its
members took coteries of Witch-kin with them to be used in
uprisings and horror campaigns across the sector.

[ Witch-kin Infiltrator P;'oﬁle

WS|BS | S T | Ag | Int | Per | WP

32 |22 [38 2832|2842 |25

Movement: 3/6/9/18 Wounds: 12
Skills: Awareness (Per) +10, Climb (S), Concealment (Ag),

-, Muto dialect) (Int), Survival (Int) +10.
Heightened Senses (Hearing, Sight), Melee Weapon
ng (Primitive), Psy Rating 1.

Psychic Powers: Distort Vision, Sensc Presence.
Traits: Dark Sight, Fear 1 (Disturbingl—when their true
nature is revealed. )
False Aura: The Witch-kin exude a strange psychic aura that
conceals the true horror of their nature until they are standing
right in front of you. Any character looking at a Witch-kin
must make a Difficult (~10) Willpower Test or slmpl seea
person ofa non- descr:pt type, commonly a

e




gf&tt-."is lost ence the Witch-kin comes within 2 metres of
the viewer or it springs to the attack. Characters with the
Psyniscience skill may make a separate Test to detect the effects
~of a perception-altering aura when looking at Witch-kin.
Nightsider: The Witch-kin has the Dark Sight trait but suffers
4 =10 to all Tests in bright light conditions and despises fire.
Wéapons: Needle Teeth (1d10+2 R”, Tearing, Primitive).
“Includes Strength Bonus.

Gear: Tattered clothing, often including a hood, heavy scarf
or cowl.

Threat Rating: Hereticus Minoris

1l
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Twist hulks are a catch-all term for the largest and most
brutally powerful mutants among a sub or abhuman labour
caste. Often bulking near an ogryn’s build, their ferocity is
usually such that often even their fellow mutants will keep
them chained and bound between their labours, or shun them
and drive them into the wastes if they prove too dangerous.
Many are subject to the most abominable mutations with
natures closer to that of feral beasts than men. Throughout the
Tranch War, twist hulks (also known as brutes and rippers),
were used as the shock forces of the Pale Throng, Gathered
from the depths and slaved to the Shroud Masters’ will, they
- were unleashed in the close confines of the Soot Warrens
- where their incredible strength and fury would leave scores
f troops as nothing more than bloody pulp. Twist hulks, the
argest of the mutant kin, are found in every dark and polluted
ole of the Imperium. Ever since the Tranch War, they have
ormed part of most Pale Throng uprisings, often driven to
frenzy and madness by their masters and unleashed to wreak

“destruction in the initial phase of a revolt.

Fel

Twist Hulk Profile

WS|BS| S | T ‘|Ag
_ ®
38 | 10 |41 |56 | 20 |12 |22 | 25 | 05

Int | Per

Movement: 2/4/6/12

Skills: Climb (S), Survival (Int) +10.

Talents: Berserk Charge, Fearless, Swift Attack.
Traits: 2 Minor Mutations (see page 334 of Dark HEREsy),
Natural Weapons (sledgehammer fists etc), Size (Hulking),
Sturdy, Unnatural Strength (x2).

Armour: Filthy leathers and crude metal plates (All 6,
Primitive).

Weapons: Sledgehammer fists (1d10+8 R or I'; Primitive).
‘Includes Strength Bonus.

Gear: None.

Threat Rating: Hereticus Minoris.

Wounds: 22

PsycHIC ABOMINATION

Psychic abominations are the nightmare potential of psychic
power given form. Unsanctioned, often mutated, their
psychic powers are raw and terrifying and wielded with
insane malice. During the Tranch War the Shroud Council
unleashed psychic abominations to destroy entire formations
of troops deployed into the Soot Warrens, burning flesh and
making men turn their weapons on one another. Even after
its disastrous fragmentation, the Pale Throng has continued
to draw these walking apocalypses into its ranks and use them

as weapons in the opening stages of a rebellion.

Fel

Psychic Abomination Profile

lws|Bs | s | T |Ag

Int | Per | WP

[25\25\3013013%42 33 | 65| 39

Movement: 3/6/9/18 Wounds: 17
Skills: Awareness (Per), Common Lore (Imperium) (Int),
Deceive (Fel) +10, Forbidden Lore (any one) (Int) +10,
Invocation (WP) +20, Psyniscience (Per) +20, Secret Signs
(Occult), Secret Tongue (any one) (Int), Speak Language (Low
Gothic) (Int), Trade (any one) (Int).
Talents: Corpus Conversion, Discipline Focus (choose one),
Power Well (x3), Psychic Spite, Psychic Supremacy (choose
one), Psy Rating 5, Resistance (Psychics).
Psychic Powers: Psychic abominations have the Endure
Flames, Flash Bang, Float, Inflict Pain, Projection, Psychic
Shriek, Sense Presence, Telepathy, Telekinesis, Telekinetic
Shield, and Weapon Jinx powers. Also choose one of the
following sets:

Puppet Master: Compel, Dominate, See me Not, Seed
Mind, Zone of Compulsion, and Soul Killer.

Burning Apocalypse: Fire Bolt, Fire Storm, Holocaust,
Incinerate, Molten Man, and Wall of Fire.

Flesh Mocker: Agony, Bio-Lightning, Blood Boil, Flesh
Like Iron, Open Wounds, Shape Flesh, and Regenerate.

Telekinetic Destroyer: Catch Projectiles, Force Barrage,
Precision Telekinetics, Psychic Blade, Psychic Crush, and
Psychokinetic Storm.
Note: With the effects of their Talents and their Willpower
Bonus being taken into account, a Psychic Abomination adds
+9 to the dice rolls to manifest their Psychic Powers. This
bonus increases to +11 for powers relating to their Discipline
Focus talent. This can be increased further by the use of the
Corpus Conversion talent and Invocation skill,
Traits: Mutation (75% of one random Minor Mutation and
25% chance of one Major Mutation).
Armour: None or as looted from victims.
Weapons: None save their mind.
Gear: Robes and tatters,
Threat Rating: Hereticus Extremis,




THE NIGHT
ULT

“We shall rise with the Emperor on the Last Day.”
—Credo Mortifex

ne description given by some philosophers when
asked to deseribe the true nature of the Imperi

is that, beyond its teeming countless masses,
numberless worlds, and incalculable might, it is best described
in terms of a vast web of secrets. Secrets, and by greater
extension ignorance of the truth of things, are pa
the Imperium’s very existence. Knowledge is a calcified an
restricted thing. One simple reason for this restriction is
it is better the people have faith than facts, for the facts a

little room for hope and the realisation of the true horrors
that confront humanity would lead only to destruction and
utter despair.

Some organisations within the Imperium can afford no such
shield of ignorance if they are to defend mankind, and chief
among these is the Inquisition itself. There are however some
truths too dangerous and some lores too valuable to be widely
known even among the members of the Holy Ordos.

Knowledge surrounding a group known as the Night Cult is
one such secret. To most, it is no more that an old dark tale, a ghost
story told on a dozen worlds to deter those who would disturb
the dead. But behind the stories lies a dark and hidden truth at the
centre of a shrouding mass of ancient myth, fragmented records,
half-truths, misapprehensions, and outright lies. The story goes
back, according to some apocryphal sources, to the founding
of the Calixis Sector, at a time when the Angevin Crusade was
faltering and a man became a saint. It concerns a heretical faction
of the Imperial Creed long forbidden, the darkest of proscribed
technologies, an apocalyptic prophesy of the End of Days, and
the power to make the dead walk.

THE WORSHIP OF THE
EMPEROR REVENANT

One of the great themes and focuses of the Imperial Creed
is the Emperor’s bodily sacrifice, the great martyrdom by
which he has preserved humanity and attained immortality.
The sects and factions of the clergy that centre their dogma
on this aspect of sacrifice and ongoing life-in-death are
known to the wider Ministorum as the Cult of the Emperor
Revenant. Although such beliefs are accepted as cannon by
the Ecclesiarchy, its extremist proponents have been sources
of schism, deviancy, and heretical practice, counting among
their ranks numerous death cults, suicidal zealots, and darkly
mystical interpretations of the Imperial Creed. They vary
widely initype and values from ashen-faced flagellants who
vow to put aside any worldly concerns and live as “the blessed
dead” to S’a_r:ﬁﬁéial “cults and radical resurrectionist sects who
strive to work towards the Emperor’s eventual bodily return

to lead mankind to a new golden age.
The worst of such resurrectionist cults are outlawed
Imperial fanatics who operate in secret to pursue dark science
and sometimes warpcraft to break the shackles of death,
often with terrifying results. Pursued with the utmost vigour
by both Ordo Hereticus and the Cult Mechanicus for their
blasphemy, most remain true zealots who see themselves as
ranking among the righteous, believing that the Imperium
has lost the “true way” and only they hold the key to the
G

|

I-Emperor’s will and humanity’s salvation.

HERETICUS

THE THANATOLOGY OF THE CALIXIS
SECTOR

Within the Calixis Sector, the worship of the Emperor

*
*
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Revenant has always had a solid following in doctrine and
practice. Many of the Calixis Sector's major local cultures
have strong aspects of funerary worship, mystical theurgy,
and the reverence and remembrance of the dead, which may
vary widely in practice even on the same world. On the sector
capital Scintilla, the Tarsines are obsessed with ossuaries and
all manner of blessed bone trinkets and supposed saint's
relics, and the Sibellans go to great lengths to enshrine and
preserve their ancestor’s remains and honour their memories
(sometimes simply to bask in their reflected glory). Meanwhile,
the people of Ambulon practise excarnation, to the hotror of
their fellow Scintillans,

The Transfiguration of Saint Drusus—the legendary
moment during the Angevin Crusade on Maccabeus Quin

\’L
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here he was struck down but restored to life by the
iperor’s grace—is a cornerstone of the cult of his sainthood
and further acts to cement the belief in rebirth among the
faithful. The sector also features several funerary worlds such
as Granithor and Pilgrim’s Pause, which some traditions
believe to be particularly auspicious and sacred burial sites
for the dead and are given over almost wholly to act as vast
cemeteries. On these worlds, the influence of the Cult of the
Emperor Revenant is at its strongest. With so many morbid
and macabre practices and strange superstitions the norm, it
is easy for death cults, mystical sects, and other such heresies
to breed unnoticed and slowly gain grip.

THE LEGEND OF THE
NIGHT CULT

There exists on many worlds in the Calixis Sector legends
surrounding hauntings, the spirits of the dead walking,
vengeance from beyond the grave, wraiths preying on those
who disturbed the dead, or spectres who exact a terrible
revenge on the living who have wronged them. Such
superstitions are only natural, and they may be no more than
an attempt to explain the unknown. However, in a universe

. where the things of the warp prowl and hunger beyond the

veil of physical reality, the truth behind such tales may indeed
have a cause rooted in otherworldly evil.

One of the oldest of these tales found throughout the

lixis Sector is that of the Night Cult. It is said to be a

pectral congregation, the damned souls of false priests,

aitors, and sinners doomed to make repentance to the
Golden Throne in death. These lost souls, the myth claims,
stand guard over the graves of the just who have fallen in the
God-Emperor’s service, protect the pure of heart, and wreak
dreadful vengeance against those who would prey on the
faithful or disturb the rest of forgotten martyrs. The legend
is not one approved of by the Ministorum, as it reeks of the
worship of unclean spirits and warperaft, but it has persisted
with some local variation for as long as records go back. From
Scintilla to Dusk, from Solomon to Reshia, the stories can
be found, but the oldest and perhaps most dangerous spring
from the shrine world of Maccabeus Quintus.

On Maccabeus the story is considered blasphemous
enough to merit the pyre for professing, and here the
Night Cult also carries another, older name—the Temple
of the True Resurrection. Here it is linked to the time that
Drusus, before his sainthood, was struck down by the enemy
and rose again by the God-Emperor's grace. In this tale, a
cleric swathed in midnight black robes and bearing a fire-
blacked staff appeared in the councils of Drusus's stricken
army, shaming them for their cowardice and scorning them
for their lack of faith. The legend states that it was through
this dark stranger’s intercession that Drusus was restored. In
return, the general who would one day be venerated as an
Imperial Saint bid the stranger build a new temple to the true
resurrection—a-cult to guard the souls of men from the great
enemy, enslave the false, and punish the corrupt until the last
days, when the dead would rise once more with the Emperor

. for the final battle.

Tue ANIMA CHORUS

Within the annals of the Calixis Sector, there is established
provenance for the perpetuation of such tech-heresies as the
Anima Mori, particularly among the works and disciples
of the infamous Arch-He Umbra Malygris. It was he
who was reputed to have rediscovered the blasphemous
technology known to the Adeptus Mechanicus as the
Sarcosan Wave ¢ '

saturating it and filling it with unnarural life.
The energy alone is enough to bring corpses back: to

spasmodic and uncontrolled life. However, if the ene

wave's effect is amplified via a special implant unit (w hich

may be attached to almost any reasonably intact corpse),
its power increases tenfold, animating, sustaining, and
controlling the cadaver. The wave en

normal sight, but its source may be perceived by hl.ll'l'ldl‘l
ears as an eerie discordant moan, which gives the generator

unit its other name—the Anima Chorus.

Since then the Temple and its “cult of night” have entered
the folklore of Maccabeus and beyond. To this day (although
they risk their lives by doing so) many Maccabeans light
black candles to the Temple to watch over the spirits of their
ancestors during the winter solstice when the planet’s moons
enter eclipse, and hold the belief that votive offerings left at
lonely crossroads can bring about terrible vengeance by the
cold hands of the Night Cult’s dread congregation.

ANIMA MoOR1

It is not only heresies of false belief, the potential for malefic
forces, and macabre practices concerning the dead that are of
concern to the Holy Ordos, but also the price that humanity's
drive and desire to overcome death can entail. In many cases
this desire is manifested as attempts to extend life. Indeed,
for the rich and the powerful, juvinat treatments can extend
the natural human life span by centuries, while the arts of
the Adeptus Mechanicus can preserve the body (or at least
its consciousness) for far longer than that. Of course, for
many the form this will take and the humanity lost is too
high a price to pay. For some, willing to risk damnation and
corruption, the malefic arts offer an answer, while others seek
out proscribed xenos-lore and artefacts to accomplish their
ends, often with results as hellish as any daemon’s bargain.

For others, the answer lies not in extending life, but in
overcoming death and restoring the dead to life. Such- dark
arts and sciences by which such a perversion of the nattital
order can be accomplished have been forbidden, it is believed,
since long before the Great Crusade. In the cannon of the
Priesthood of Mars, the Anima Mori (as such forbidden
technologies are known) is feared and reviled as. one of thi
oldest and most dangerous of tech-heresies.

Most commonly the Anima Mori manifest




thrall or carrionate. The distinction between a servitor and a
corpse-thrall can be a fine one, and easily lost to the layman.
Servitors, which use recycled living tissue or even vat grown
synthesised tissue, are a cornerstone of Imperial technology,
and it is also the case that preserved organic components,
such as bone, are used in servitor construction (as with the
ubiquitous servo-skull).

Anima Mori, however, goes a considerable step further. It
seeks to actively reanimate dead and even necrotic tissue to
create an unliving servitor beyond the frailty of flesh and,
in theory, create an effectively immortal living machine.
Numerous forms of Anima Mori are known, some engineered
from exotic viruses such as the Lazarus Triox-Cell which has
plagued the Segmentum Solar for millennia, others utilizing
ancient human technology such as the infamous and utterly
forbidden archeaotech of the Sarcos-waveform energy field.
Other fouler forms work in conjunction with the dark
agencies of the warp or forbidden xenos technology. All are
forbidden, as the carrionate is looked on as blasphemous by
both the Ecclesiarchy, who see it as a perversion of the human
form and a crime against the soul, and the Cult Mechanicus,
whose ancient ban on the technology is brutally enforced
for mysterious reasons of its own. The use of Anima Mori is
known to have many dangers of its own, and its true nature
and implications are little understood even by those insane
visionaries that pursue it.

THaE DANCE OF THE DEAD

Reports reached Inquisitor Calith Nonoro of the Ordo
Hereticus of a series of strange incidents and rumours
circulating in the area known as the Periphery, a sparsely
mhabited but long settled volume of space that forms much
of the border between the Calixis and Scarus Sectors. The
reports, which concerned a number of unexplained murders
and disappearances along with garbled stories of the walking
dead and restless spirits, reached Nonoro through his extensive
network of contacts while he was rooting out a witch cult
the rust wastes of Cyclopia. He dispatched several 1
most able Acolytes to Sisk, Sinophia, Kalf, and
to investigate the matter,

Nonoro was disturbed by the similarity of the stories and
feared that a widespread cult had infiltrated these
As reports from his servants arrived, he received them

ith

growing alarm. The Sinophian connection proved to be a false
lead, but on Sisk an abbey had been burned to the ground
and black-robed figures seemingly impervious to gunfire
had crushed all opposition. Nonoro's Acolytes found that
the natives called forth the old legend of the Night Cult to
explain these events and claimed that the abbot and his priests
had been punished for their sins by the Emperor as they had
grown greedy and corrupt.

It was just as events on Cyclopia reached their most critical
juncture - that Nonoro received an emergency astropathic
communiqué from Valadimar Haek, one of his senior agents
and a former Adeptus Arbites marshal—the dead were walking
on Kalf. -

Arrivinig at a time of general unrest and sporadic conflict
among Kalf's Sand-Barons, the Inquisitiorial team had been

drawn to the poor, lawless city of Vanitas. With the help of
local mercenaries, the Acolytes attacked a secret hold of a
cult of heretical faith calling itself the Children of the True
Resurrection. Despite heavy casualties, they captured a most
unusual prisoner—a man who was dead and yet alive. Their
subject was confirmed in local records as an honourably
discharged Guard veteran named Ezekiel Mather, who had
been recorded as dying of blacklung three months previously.
Mather’s heart did not beat nor did his lungs breathe, but he
walked and talked readily, communicating his faith in the “way
of the Emperor’s gift of true resurrection” with zealous fervour.
The team’s sanctioned psyker attested that Mather’s mind was
a dead void and his soul a “cold fathomless darkness,” but
unlike some warp-animated carrionate or rotting plague husk,
it was “still possessed of faculty, intelligence, and purpose.” The
communiqué ended abruptly with an emergency addendum that
the dead were walking in Vanitas and that the Acolytes were
besieged in the city’s generator station, with no help at hand.

THE FATE OF DREAD SARCOS

f “the ra f‘f perts
ished under his be

During the dark times that followed the Age of Ap

an Imperial death cult calling itself the Brethren of the
Risen came to power on the western fringes of the
Segmentum Pacificus in the Sarcosan subsector. Located
on the western fringe in a swathe of Imperial space that had
become isolated during the civil wars that had wracked the
Imperium, the Brethren stood firm against the enemies of
the undying God-Emperor of Mankind. T}

had borne and the heresies it embr:

vrice the cult
red, however, proved
too much for the Imperium to countenance when several
centuries later a Crusade fleet sent to retake the worlds of
the western fringe encountered it. The war that followe

still 2 subject ¢
dim mythic histories of the Holy Ordos, Cult Mechanicus,
and several Astaru
bitter struggle.

great secrecy to this day, entering into the
hapters who fought in this dark and

Since that time, dark legends have cropped up in scores
of sectors across the western Segmentum that speak of
the children of dread Sarcos who fled into the sl
and their dark and terrible arts. To this day
heresy is said to inspire Imperial cults ob
resurrection of the dead and to be tl

adows
this ancient
ed with the

urce of strange
rites conducted in ancient cemeteries that echo some dark
shadow of the Ministorum.

It is said the Credo Mortifex, dread Satcos's heretical
interpretation of the Imperial Creed, and the lost arts of
the cult’s forbidden technology are rare and tertible prizes
for which the darkest sects will pay any price. They are,
however, perilous to possess—for stories say the curse of
Sarcos comes for any “heathen” that would obtain them.
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Nonoro, unable to immediately depart, sent out a general
“emergency call to the Holy Ordos and other neighbouring
-~ authorities placed to respond more rapidly, It was not long
before a Naval destroyer carrying Witch Hunter Sennacherib and
his retinue and the Rogue Trader vessel Rake’s Progress, operating
‘under bond to the Acolytes of Inquisitor Marr, had arrived at the
planet. What occurred next is a matter of some controversy and
wild speculation among the Ordos.
The official report, submitted by Sennacherib, states that he
and his forces purged Vanitas. He said he found nothing more
than a single witch who possessed powers to animate shambling

1l

corpses for a limited time—a very rare but hardly unknown
“gift" possessed by some rogue psykers—who was being used
by a local criminal gang to terrify their rivals. The witch hunter
left much of the city a smoking ruin and its people scattered.
However, what the natives had taken to calling the “dance of the
dead” became rooted firmly in to the local psyche. Sennacherib'’s
report goes on to vilify the “panicked exaggeration” of Nonoro’s
Acolyte Haek (who was reported dead at the time of the Witch
Hunter’s arrival), the “superstitious hysteria of the Kalf natives,”
and the “interference” of Marr's Acolytes, although this last
criticism was written in more guarded terms than his other

SNOLLAIFH

accusations. Since this time, stories have begun to circulate that the
Rakes Progress broke orbit from Kalf suddenly and was fired upon
- by Sennacherib’s destroyer. The vessel escaped unscathed, and in
he aftermath, an official protest was lodged by Nonoro with the
- Conclave against Sennacherib's handling of the matter.

HE LAST TESTAMENT OF VLADIMAR
AEK

Withoutevidence forany challenge toits validity, Sennacherib’s
judgement and report has stood uncontested, and the Ordo
Hereticus considers the matter closed. Subsequently, Nonoro
removed himself from the public eye, reportedly having
survived an attempt on his life on Sisk, and his location and
activities are now unknown even by his fellow Inquisitors.
Rumour at the highest level of the Ordo Hereticus has it
that one of Nonoro's agents has since recovered a recording
made by Vladimar Haek in his final hours, which he is
preparing to use to accuse Sennacherib of presenting false
evidence to the Conclave and to expose a wider conspiracy
of heresy and forbidden lore. Regardless of the truth of this
claim, it seems definite that the events on Kalf have now
become the centre of a schism within the Ordo Hereticus
and that Nonoro is now engaged in some covert investigation
or perhaps even a private war, Indeed, there are some with
- the Ordo who are using words such as “Radical” and “rogue”
- when speaking of him.

INQUISITORIAL THREAT
BRIEFING

Th fe is no attested evidence in the Calixian Conclave Ar chives
an orgamsa[lon cult, or doctrine of the name “The
he True Resurrection,” while the phrase “The Night
ces eertain unfounded myths and superstitions not
“threatening to the acceptance of the True Faith,

 conspiracy within the Inquisition itself, for use in you ':'

s. Just who or what is behind the Night Cult, ho\'s
far th corruption and conspiracy goes, ot what grotip o : ;
power is now using the old dark legends to further its aims

is up to you, the GM, to determine.

THE TRUE NATURE OF THE
NIGHT CULT

Below are three possible interpretations of the Night Cult. The
truth, of course, may lie with all or none of these. Indeed players
might well get tangled up investigating one myth or report at the
bequest of one faction or another, only to find themselves knee
deep in trouble of an entirely unexpected kind!

THE DARKEST ARTS: A QUEST FOR LIFE
EVERLASTING

One possible truth lies in a heretical sect concealing the quest
for true immortality behind the facade of the ancient legend of
the Night Cult. The architects of this quest could be hereteks,
exploiting and developing ancient and forbidden tech-lore for the
raising of the dead, malefic sorcerers, or psyker-mystics wishing to
extend their lives and gain dominion over life and death. Behind
such a cult could be a highly—placed network of the powerful and
wealthy, or even a renegade faction of the Inquisition itself who
would ultimately reap the benefits of the cult's work. Meanwhile,
the cult’s cover as a ghostly myth could serve as an excellent
shield to keep away prying eyes. The availability of places of the
dead and the infiltration of funerary customs and sects provide
excellent sources of test subjects. Such arts, either technological or
mystic (or the combination of the two), are difficult to control and
have many pitfalls and dangers, not least of which when success
is achieved.

Details of a xeno-artefact within the Calixis Sector said to
grant long life, the Halo Devices, can be found on page 97.

A Grave Corp FartH: THE SARCOSAN

HERESY
Another option is for the Night Cult to be a “true” heresy, that
is to say a deviant faith of the Imperial Creed and one that takes
the tenets and concerns usually espoused by the doctrines of the
Emperor Revenant to a terrifying extreme. Such a cult would be a
frightening and unusual opponent, because though undoubtedly.
heretical and possessed of many forbidden and dread powers, its -
members would nevertheless be fanatics to the Imperial cause in.
their own way. They would believe unshakeably that theirs was |
the true path and that they were acting in true acco;dance wlfh- o
the God-Emperor’s word to guard the faithful, 'pumsh the false,
and conceal themselves while preparing for a coming “final battl
when they will raise the dead to fight at their maste
Meeting in secret in the dark of night in ru med er




CREATURE MobpiF1ER: THE RISEN

To create an animated corpse of this powerful type, apply
the following to a formerly living creature:

Characteristics: Add +10 to Strength, Toughness, and
Willpower; reduce Agility and Perception by —10, halve the
existing Fellowship score (to a minimum of 05). Double
the number of Wounds from when it was alive.

Skills and Talents: Where appropriate, any Skills and
Talents from life are retained; also the Resistance (Psycl
talent is added.

Traits: Gain Unnatural Toughne:
Fear 1 (Disturbing)—
of decomposition,

_ From Beyond,
depending on the state

ase an already existing

lternately i o
Fear trait by one level to :
Walking Dead, and any o
creature’s

Note:
walking dead is required, the profile for a Plague Zombie
(also called a Carrionate) is provided on page 146 in
Chapter IV: Malleus.

naximum of 3), Dark t,
her traits appropriate to the
Timation,

a more shambling and mindless species of

places of the dead, they would carry out sinister ceremonies that
echoed the daylight rituals of the Ministorum, attended by a bleak
congregation indeed. With the patience and subtlety of those
dealing not in a short, frenetic span of years but a perceived near-
eternity, this incarnation of the Night Cult would act with a slow
sut implacable purpose, having begun to infiltrate the faithful and
suborn agents throughout the sector long agoe. Such a group might
well number allies and even true believers among Neothorians
and secret Recongregator ultra-radicals in the Inquisition’s ranks.
The Night Cult might also make for a very strange and powerful
ally for Acolyte PCs faced with seemingly insurmountable foes.
in such cases, players may well reason that so radical a solution as
enlisting the help of the Night Cult would be preferable to seeing
2 world die to the like of the Pilgrims of Hayte or the Vile Savants.
12 1 up to them to decide and to survive the consequences.

TREADERS IN THE Dust: THE HUNGRY
(GHOSTS OF THE WARP

A third option is that the Night Cult is the worst of lies, using
the superstitious fear and forlorn hopes of the people as a mask,
oehind which monstrous terrors crawl. This version of the Night
Cult is nothing more than an artifice that allows some xenos-race
or cabal to pursue its goals. The architects of this deception might
be a race of vampiric entities from the warp, a murderous and
anknown xeno-breed, a kindred of daemonic spirits able only
10 possess the dead, or perhaps a particularly warped coterie of
Zeath-obsessed witches or sorcerers who must feed on the living
tor the dead) to maintain their power and extend their unnatural
existences.

The Night Cult could also be a congregation made up of
damned souls condemned to serve in death or perhaps trapped in
an appalling half-life as accursed shades never to find release. The
fatred and bitterness of such a Night Cult would be a boundless
and cold thing, a true fury from beyond the grave.

THE RiseN DeAD

The following profile represents a human body brought back to
unhallowed life through powerful forbidden science ot sorcerous
rituals. Although powerful, such revenants are dangerous even to
their creators, as they possess the spark of self-will and a soulless
malice. In appearance, their pale flesh may show marks of the
coroner’s needle or crude repair work, and they often shun the
light. The example Risen Dead is based on an individual who was

a Heavy (see page 341 of Dark Heresy) in life.
10)
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Movement: 2/4/6/8 Wounds: 20
Skills: Awareness (Per), Common Lore (Imperium) (Int), Deceive
(Fel), Intimidate (S), Speak Language (Low Gothic) (Int).
Talents: Basic Weapon Training (SP), Resistance (Psychic), Melee
Weapon Training (Chain, Primitive), Pistol Training (Las, SP).
Traits: From Beyond, Fear 1 (Disturbing), Dark Sight, Natural
Weapons (Dead hands) inflicting 1d10+SB I Damage, Unnatural
Toughness (x2), Walking Dead'. Also, either Sarcos Wave? or
Unhallowed® as appropriate to their method of creation,
'Walking Dead: These creatures do not tire, do not need:
to breathe, and are immune to poisons, diseases, and man
environmental hazards. They do not suffer the effects of bein|
Stunned nor the penalties for being injured. Only Critical Wounds ™
suffered to the Head or Body can destroy them—any suffered to :
an Arm or Leg simply renders that limb useless.
*The Sarcosan Wave (Creation Option 1): Risen created
with a Sarcosan implant gain the Regeneration trait when they
are within the effect radius of an Anima Chorus. The effect
radius of an Anima Chorus ranges from a hundred metres (for a
portable unit) to several kilometres (for a large reactor-powered
installation). Such Risen also possess a receptor implant-—a large
spider-like device clamped to their backs or chests. Destroying or
ripping out this device with a Called Shot immediately destroys
the Risen creature. The implant has a defensive value of 5 Armour
Points and can sustain 2 points of Damage before failing,
‘Unhallowed (Creation Option 2): The Risen created by
warp-sorcery are vulnerable to Blessed and Holy weapons, which
inflict double Damage. Such Risen must be controlled by their
creator in the manner of a daemon (see Chapter I'V; Malleus for
derails) and often possess an unquenchable hunger for murder.
Armour: Light flak vest (Body 2).
Weapons: Dead hands (1d10+5 If; Primitive), either a great
weapon (2d10+5 R'; Pen 2; Primitive, Unwieldy) or pump
shotgun (30m; S/—/~ 1d10+4 I; Pen O; Clip 8; Rld 2Full;
Scatter).

TIncludes Strength Bonus,
Gear: Heavy black hooded robes or swathes of concealing
clothing, either a death mask and great weapon or pump sho
and two spare clips. B
Threat Rating: Hereticus Minoris.
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+++ Astropathic Intercept+++ ++ lgnorance is a blessing not
S+ Commence+++ to be disdained by the wise ++
Restricted Access: Special Briefing Limited to the Atropos Group

Originating: Inquisitor Calith Nonoro: Ordo Hereticus

Destination: Inquisitor Silas Marr: Ordo +CENSORED FORBIDDEN+

Encryption: Vermilion—Invert Noctis

- Date: +++ERROR+++

+++ERROR+++IWERWGHHNG()_P} (" )(*& %S% 9H&(T]{ |} +++ERROR+++{:<>7>

<)H(*&"WSHpattern of evidence now forming I feel almost beggars belief, just how long has .
this heresy been allowed to fester in our midst? From the tales of the White Maiden Death Cult
on Fervious, to rumours of fell cargo from the Halo Zone, to stories of ravening Pit Things® '
on Fenksworld, to the recent reports of dead Guardsman stalking the soot warrens of Tranchys 5
these facts have been evident for years. Now these fell congregations springing up somewhere
in the bowels of Hive Tarsus and reports of insane hereteks raising the dead from the Infernis,
The strangest, and the one I fear confirms my suspicions as to the long damned author of .
these crimes, is the Carver's Gate incident. It seems these resurrectionists went so far as to
openly attack the Pilgrims of Hayte cabal concealed within the Old City. The dead h%htmg the
damned, it can scarcely be believed!

The breadth of it is staggering, the patience! Yet the Inquisition has not reacted, has not
disseminated the information, why? Only one answer holds weight, a conspiracy of silence
within my own Ordos and by more than that blundering bombast Sennacherib-—he’s no more
than an ill-trained dog on some master’s leash. There's a black web of secrets out there, | am
certain. ['ve come across evidence destroyed, records purged, and witnesses gone: In truth, I have

- nothing solid to work with save the dying words of a man 1 trusted, a few scattered reports of

damned legacies and shadow forces moving in secret, and dark legends from a war four thousand
years dead! I have allies of my own within the Ordo, men and women whom I trust, and more
that would act if the evidence were greater | am sure; So, I have entrusted this all to you Marr,
though [ know some say you are more dangerous than.a thousand conspiracies combined, for 1
know you have no fear of the Conclave and resources I'could not dream to match. I only hO/
+++ERRORF++I4HFLL ?><24{a,#>(/%’\&*(}| M=) (*&A%X

+++Signal Interrupted: Aetheri¢ Stream Lost+++ - :

+-++Copy; Re—Encrypt; Redirect; Heterodyne; Redirect; Haddrack+++

+++Omnissiah Vult+++
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“Thevoid is anunutiera thuman place, a plac

dangers and unknow s cold darkness hay

das pbscene, terrible, and d

to defend the

Imp , a duty that goes

far beyond merely confronting non-human creatures in

to oppose the

the dangerous ta

with a mind to destr

to humanity. It must learn the nature of its inhuman foes,
out their we

rupt, others

trade

THE ACUTE THREAT OF
THE ALIEN

Many of the Ordo Xenos's operations are not focused
outward, but inward on the Imperium itself, and with good
ords are littered with bloody atrocities
and vast losses of life that have resulted where the alien has

cause, The Ordo’:

taken hold of an Imperial world via stealth, infiltration, ot
well as cout incidents where the influence
of alien technology, misunderstood artefacts, and xeno-lore
have resulted in unintended disaster and tragic co
Within the Calixis Sector, the job of the Ordo Xenos is a
particularly cc ¢ and difticult one, This challenge is in no
small part because the sector itself lies on the dge of the
erland flanked for much of its perimeter
by the uncharted void of space beyond the Emperor's light.

)

[mperium. It is

No complete or even meaningful control can be kept over

rder, and human and alien vessels can pass
ed and unchallenged despite the best efforts of

Battlefleet
This dark horizon is crossed

1d the Imperial listening stations.
rularly by Rogue Traders, the
anicus, and even by smaller
Is quite legitimately:
(such as smugglers,
) begins is often a blurred
~which the alien and
r like poison into the Imperium’s veins,

tor fleets of the Adeptus
independent merchant and pros
Where such legal traffic ends
renegades, non-compliants
line. Each one of these i
alien influen
and the eyes of the Ordo Xenos cannot be everywhere at once.




‘THE HAZEROTH ABYSS
The Hazeroth Abyss is a vast barren volume of space that forms a natural border to the Calixis Sector on its Trailing/Coreward
edge. Lightless and cold, the Abyss is well named, for it is a stellar graveyard filled with expanses of utter void and scattered with

the debris of dead star systems and long frozen worlds. Such stars that do remain are old, bloated, and dim, and the region is by

far the most smuv]y populated one of any that support life in the sector. As a result, what few heavily-populated worlds exist

accur on the Aby
these, human ¢ y
descended into feral and feudal status being the norm.

's inner margins, such as the agri-world of Regulus and the minor and ramshackle hive world of Clove, Beyond

¢ in isolation, with frontier worlds, small-scale mining colonies, and a few worlds that have

rp navigation is likewise deceptively difficult across the Abyss. There are few guidance markers, the light of the Astronomicon

grows pale, and there are few established warp-routes. The region is also infamous for sudden

heric squalls that can throw a ship

far off course and numerous unpredictable warp-shoals where a vessel can become becalmed and trapped adrift in warp space. As

might be expected in any region where the line between the Imperium and the savage void bey
raiders and nightmarish xenoforms from the deeps roaming the Abyss, as well as accursed hulks, haunted shig

d blurs, stories abound of pirate
nd ancient terrors

aiting in the dust of dead worlds such as the infamous Mara or the mythical Hell Stars of Hazeroth.

The great Chartist vessels ply no routes in the Abyss, the great trading po

Imperial rule is largely absent. Quite aside from the relative freedom the disinterest in the region by the C

those that choose to operate there, there is another lure for those willing to take the

survive here are desperate for trade, and hive manufactured items will sell for hugely inflated prices paid in ores, foodstu

precious metals. For those skilled and brave enough to prospect the ancient and dead systems in the deep Abyss, the shattered

remains of these long destroyed suns contain rare and valuable chemical elements and esoteric substance
death of stars worth vast sums to the Imperium’s industry. Both the Adeptus Mechanic
infrequent expeditions to the heart of the Hazeroth Abyss for this purpose and such mis

THE MANIFOLD DANGERS
OFTHE ALIEN

Although the potential threats posed to humanity and the
Imperium by alien influences are many and varied, the
doctrine of the Ordo Xenos defines five broad avenues by
which the xeno can afflict mankind: discord, temptation,
corruption, dominion, and destruction.

THE THREAT OF DISCORD

Perhaps the most insidious threat the alien can pose to the
Imperium is through the deviancy of its wa

exposure to which might inspire envy, apostasy, or even

adoration, leading humanity away from the Imperial fo!
into heresy and rebellion. The Imperial Creed is the greatest
weapon against such wrong-thinking. But the further from
the centres of civilization one goes, the more the risk
mental and moral contamination increases.

TuE THREAT OF TEMPTATION

The alien is a thing of lies and false promises, offering gifts
and trinkets, powerful technology, or alliances—all of which

are ready lures for the weak-minded, avaricious, or infirm of

faith. There is a shameful roll call of traitors and deviants who
have succumbed to such temptations in the past. The dubious
Lrea_su;rés and lost secrets of xeno-civilizations long extinct can
hold equal threat for those who disturb their resting places.

i

THE THREAT OF CORRUPTION

The alien can pose a threat of bodily taint and corruption |

just as easily as the powers of the warp. This taint may [ak
the form of parasitism for the purpose of vile plomulgauo i
of its own species or to appease its hunger, such as with!
the Lacyramole. Alternately there is the crime of transgenic
blasphemy; the deliberate combination of human and non-
human DNA or tissue falls into this category.

THE THREAT OF DOMINION

Some » dominate and control

. perhaps even forcing

horred creatures such
e Cryptos pose insidious
humans against their own and
treating them as linle mor e than cattle or playthings.

THE THREAT OF DESTRUCTION

iens seek to invade, conquer, and destroy by overt
s, from the murderous swathes cut by great Ork Waaaghs
vasions of the enigmatic Thyrrus. Likewise, some
t species, be they dangerous predators like the
feared Void-Cacaradon or ecology destroying vermin such
as the Xothic Blood Locust, are simply too hazardous to be
allowed to live whenever encountered,

XENOS

*
*
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- THE COLD
TRADE

“Of all the vices you Imp'ral possess, I find the one you call ‘greed’
most fascinating. Th

il

*
*

g you would sell your secrets, betray your
kin'blood, and even enslave your own race to us, and for what? Mere
trinkets and toys

for the least of our crafis. Most amusing...”
—NMaster Vray, Fra’al Satrap

SONAFY

ontact with xenos races is strictly forbidden to
the Imperial citizen, and the alien is abhorred
and condemned from the Imperial pulpit with the
same vociferous hatred as the witch, mutant, or daemon.
For the Imperium, the alien exists only to be destroyed for
the fundamental crime of contesting mankind’s dominance
of the cosmos. After millennia of constant warfare and
xenocides, most of the alien races that have survived contact
with humanity have come to hate and fear the Imperium in
turn or, like the Ork, have come to delight in the endless
conflict. This is a somewhat simplistic picture, however. For
within these broad generalizations hide numerous localised
i exceptions, dark dealings, and subtler realities, particularly in
| those regions at the very edge of the Imperium’s control
such as the Calixis Sector.
There are always those who through opportunism, avarice,
r simple desperation will deal with the alien either for profit
survival's sake. There is also a market for xenos artefacts,
riosities, lore, science, and even for dangerous xeno-creatures
amongst the Imperium’s powerful elite. The “Cold Trade,” as it is
known in the Calixis Sector, deals with items and commodities
" such as these, and is mired in a grey area of Imperial law.
Although there are numerous objects and artefacts that are
outright illegal, there are a great many that are not, in part
because the breadth and scale of the galaxy makes it simply

N Usinc THIS CHAPTER
| -

This chapter foc s threat within

the Calixis Sector. The > 1O marauding
alien fleets or world-burning xenos armies, instead you
will find a sampling of more B dangerous
threats. You will find aliens hidi

masses, and you will find conspir nd covert inva

You will find the terrible lure of forbidden science whose
price is the humanity of those th out its poisoned
promises, terror tumned into superstitious worship, and
perhaps worst of all, you will find the alien bringing
human greed, bloodlust, and evil to a dark apotheosis.
You will also find monsters aplenty of both the human
and the alien kind. This chapter only scratches the ;

of the potential xenos threats to the Calixis Sector, for the
night between the stars is vast and holds many horrors

itideed: Hopefully, what you read here will also serve as a

impossible to categorise and ban every item, device, or object :
that may or may not have been made by nonhuman hands.

The waters of legality and control are further muddied
by the fact that certain individuals and agencies have had
their right to exploit xenos races, conduct commerce outside
Imperial space, or profit from alien plunder enshrined in law
since the Imperium'’s founding, Foremost among thesc are
the Rogue Traders, be they of great and ancient dynasties or
the holders of lesser charters. In some cases, they have spent
millennia questing beyond the borders of the Imperium. But
they are not alone. The explorators of the Adeptus Mechanicus,
the Imperial Crusades, and innumerable lesser merchants,
renegades, and frontier worlds all have had the potential for
contact with the alien and are avenues by which alien plunder
and alien devices can make their way onto the worlds and
markets of the Imperium’s heartland.

The problem of unregulated trade in xeno-artefacts is
particularly prevalent in the Calixis Sector, standing as it does
on the edge of Imperial space. Before the sector’s founding,
many of its inhabited worlds were once were home to alien
occupation—a legacy which has left many secrets buried. Local
laws vary widely on just what is and is not illegal to transport,
import, and own, and a number of independent commercial
vessels that ply the sector dabble in the Cold Trade to some
degree, usually as an adjunct to their more regular activities.

The Cold Trade is further catered to by numerous merchants
on wealthy worlds such as Scintilla and Malfi, serving the tastes
of collectors among the nobility and mercantile elite. All of
these traders claim legal provenance for their goods (the risk
of doing otherwise is just too great, no matter how influential
their clientele might be). In practice, it is only the extremely
rich and powerful who can afford to own such items, and
because of their status they are able to aveid being denounced
as “xenophiles” and subjected to the suspicion and wrath of
the masses indoctrinated to hate and fear the alien. Of course,
it is in part the thrill of the forbidden and the excitement of
risk that make such collections appealing to jaded guilders and
dissolute nobles in the first place. This, however, is a dangerous
game, and quite apart from the potential risk to body and soul
inherent in the things they crave, even the most highborn noble
walks a tightrope collecting xeno-artefacts. The closer to the
forbidden their tastes err, the more they risk censure, criminal
investigation, or, worse still, the attention of the Holy Ordos
or even the Redemptionists’ flames should their activities draw
notice.

SAMPLE XENO-ARTEFACTS
IN THE CALIXIS SECTOR

Within the Calixis Sector, reaction to xeno-artefacts will vary
from location to location. An old piece of unearthed statuary
that might go unremarked upon and used as a doorstop on
a frontier world like Ganf Magna would be enough to have
the possessor dragged to the pyre as a xenophile deviant
on Maccabeus Quintus. As a result, those who trade in such
items and those who wish to purchase them must be Bbrh'_.__
circumspect and cautious, Quite apart from this grey matket
there exists a true black market in items classified as completel




forbidden by Imperial law. Such illegal items often command
vast sums, but the danger involved is equally high, carrying
the death penalty for all involved and attracting the wrath of
Imperial authorities.

The following is a sampling of such xeno-artefacts that
form part of the Cold Trade, ranging from the merely exotic
to the outright banned.

XENO ART AND OTHER CURIOSITIES

Works of art and antiquities--statuary, trinkets, mosaic

shards, graven tablets, broken devices, strange jewellery, and
the like purporting to be of nonhuman origin--are perhaps
the most common (and easily faked) staple of the Cold
Trade. Most are simply sold under the banner of “made by
unknown hands,” which is vague enough to pique interest but
non-specific enough to not require proof. Others come with
convoluted stories or dubious provenances to increase their
potential value. However, the “real thing"—fragments of Eldar
wraithbone, Moliochin Fire Hearts, or the disturbing chthonic
idols unearthed from dead worlds in the Hazeroth Abyss—can
fetch enormously high prices and carry dangers of their own.

CRIMSON BESTIARIES

Xenos bestiaries, books purporting to detail and catalogue a
variety of alien creatures, are commonplace in the libraries of
the wealthy. Most contain little more than lurid illustrations
and superficial descriptions of the more notable enemies of
mankind and whatever local fauna is deemed appropriate.
They range from the opinionated and often widely inaccurate
works illuminated by Ecclesiarchy scribes to rarer works
more grounded in reality and culled from scholastic learning,
perhaps even from first-hand accounts. Of this latter kind,
the Crimson Bestiaries (so called for their distinctive serpent
skin bindings) produced by the Great Library of Fenksworld
are highly regarded. The volumes skirt dangerously close to
the edge of knowledge that Ordo Xenos will allow in the
public domain.

A Crimson Bestiary requires a successful Challenging
{(+0) Literacy Test to successfully reference (See Table
7-4: Investigation Benchmarks on page 186 of Dark
Heresy). If this test is passed, a character using the tome
10 learn something relating to the Calixis Sector and the
surrounding stars gains a +5 bonus to his next Forbidden
Lore (Xenos) Test.

TABLE 3-2: XENO-ARTEFACTS AND WEAPONS
Name
Xeno Art

Availability Cost

XENOS |

Dubious Object

Scarce

Provenanced Cm‘lo Rare

Unique Antiquity Very Rare
Crimson Bestiary © ~ Rare - Ladbe
Deluvial Tincture (dose) : Rdl‘L :
Nightweave Silk

Gown Rare

Merchant's Bolt  VeryRare 5000
Zamarkand Rose Very Rare

Distilled Petals (dose)  Very Rare:

Shuriken Pistol Very Rare
Very Rare
Very Rare

“Rare

Shuriken Catapult
Hrud Fusil
Fra'al Glass Knife

DEeruviaL TINCTURE (DRUG)

One of a number of supposedly alien elixirs promisin
everything from practical immortality to superhuman virility
and sold by unscrupulous traders and hereteks, the so-called
delulvial tincture is more dangerous than most. It contains
proscribed ingredients including xenos retroviral suspensions
believed by some Magos Biologis to be distilled from Eldar
blood. The source of the drug is thought to lie somewhere in
the Hazeroth Abyss, and it is rapidly gaining ground among
those that can afford its dubious benefits.

Once imbibed, the immediately produces a
feeling of euphoria and impairs the user’s judgement, while

tincture

improving his focus and reaction time. Users gain a bonus
of +10 to -‘w r -'\Jl ity and P—'rtc-p[ on, alrhouch [hey suffer

ast for Id‘) Hours Once the drug
gains a level of Fatigue until rested. The
substance is i.a:‘;uo_.s in large doses—if taken more than
once in a 24 hour period, he must pass a Challenging (+0)
Toughness Test or suffer 1d10 permanent Agility and 1d5
permanent Intelligence Damage.

TABLE 3-1: XENO WEAPONRY

Exotic Weapon  Class Range RoF Dam Pen Clip RId Special
i . Pl 20m S/3/5  IdI0+2R 4 40 Full  Reliable
Shuriken Catapult Basic 60m  S§/3/10 1d10+4 R 6 100 2Full Reliable 2.5kg

H 5
Glass Knife Melee — i 1d5+2 R 4 £ 2

1:5kg -




NIGHTWEAVE SILK

1l

This silk is an opulent fabric woven from a crystalline material
that shimmers with a spectrum of soft inner light when worn
in twilight or darkness, prod

+*
*

ucing almost hypnotic fascination

in onlookers. N

weave silk is valued for its effect, great
beauty, and rarity by the high lords and ladies of the sector,

ers who operate on the Halo Stars’
tight-lipped about its origins). Despite
erous courts, it is considered ill-omened by

1, and some psykers claim to detect the faintest
ring and something inhuman in the silk, likewise

SONFYX

THE ZAMARKAND ROSE

Named after the legendary Rogue Trader bloodline of
Zamarkand who brought this poisonous gift back to the
Calixis Sector centuries ago, the rose is a fast growing tree
that forms huge and intricate skeletal shapes as it matures. An
exquisitely beautiful yet sinister thing, the Zamarkand rose
blooms a deep crimson and midnight hue, and produces a
gorgeous melancholic scent. Its biology is as much animal as
vegetable, and it grows strongest when its roots are fed with
b blood and decay. Indeed, the merest scratch of its poisonous
 thorns s enough to kill an adult human. The rose is a
forbidden xeno-species by direct order of the Lord Sector’s
decree and has been so for 300 years, and with good reason;
iihe crushed petals of the rose form a powerful hallucinogen
apable of wreaking dreadful genetic damage to its imbiber.
he Zamarkand rose remains a forbidden thing of dark legend
to the Calixis elite, and upon occasion a particularly sadistic
weapon of courtly intrigue.

Zamarkand rose petals are highly addictive, plunging those
that drink them into a soporific fever dream of extraordinary
and twisted visions that will last for hours. Each time the
substance is taken, the victim gains 1d5 Insanity Points and
1d5 permanent Toughness Damage. Resisting the addiction
is a Hard (—20) Willpower Test that must be passed once
every |12 hours for 1d5 days in order to break the addiction
fully. Should the addict be reduced to “0” Toughness, instead
of dying there is a 50% chance he will be horrifically changed.
If this occurs, he regains his Toughness score, is rendered
irrevocably and homicidally insane, and gains the From
Beyond trait. His eyes become bloody orbs, and his blood
vessels pulse visibly through his now almost transparent skin,
granting him the Fear (1) Disturbing trait.

XENO WEAPONS

Of all the artefacts of alien origin, few are more sought after
than xeno-weaponry, and in nearly all cases their possession
is highly illegal. Some such weapons are highly desired for
the'ir'l..t'n'ique destructive qualities, but often people want them
simply for the pleasure of the forbidden. Some more radical
. of the Ordo Xenos agents also favour such strange and lethal
devices to aid their work (turning the weapons of the alien
against them), while on the dark frontier of the sector’s edge
desperate or corrupt humans will happily trade with

xenos renegades for their potent weaponry regardless of its
often heavy and macabre price.

E1DAR SHURIKEN WEAPONS

Members of the ancient Eldar race have little to do with the
Calixis Sector as they are believed to consider it accursed, and
save for the occasional privations of corsairs and a handful
of wandering outcasts, they and their potent technology
remain little more than a myth for most, Eldar artefacts as
a consequence are rare and hugely valuable when traded
on the sector’s black market. Eldar weapons are particularly
prized, fetching huge sums from private collectors, Shuriken
weaponry is one such type—these guns are graceful dealers
of death that use sophisticated gravity accelerators to hurl
volleys of miniature razor disks to literally slice their victims
apart in seconds.

Shuriken weapons use solid core ammunition which
Imperial technology cannot replicate. As a result their
ammunition is classed as Very Rare with a base price of 500
Thrones per clip.

Hrup Fusit

Little is known of the reclusive and dangerous race known
as the Hrud other than that they dwell only in darkness and
possess strange, warp-based technology which, it is said,
allows them to walk between worlds and even corrupt the
flow of time with their baleful presence. The fusil is one of
a scant few Hrud artefacts that occasionally come up for sale
and is always in high demand. It is a form of “plasma musket”
that uses an unfathomable mechanism to phase a plasma
bolt between realspace and the warp, bypassing its target's
defences. Though somewhat unpredictable, the weapon’s
unique qualities make it useful for assassins and Inquisitorial
agents alike.

Fusils traded on the black market have been crudely
modified to accept Imperial plasma cells. However, if a fusil’s
mechanism becomes badly-damaged it cannot be repaired by
human hands.

FrA’AL GrAss KNIEE

The glass knife is a vicious hand weapon of xenos origin that
has long been a staple of black market trade on the Halo Stars
frontier. Glass knifes are jagged, dagger-like blades, seemingly
crafted from a single piece of smoky crystal. Renowned for their
strength, they are sharp enough to split ceremite. Glass knives
maintain their sharpness by continually fracturing tiny shards
from their cutting edges, and these splinters are infamous for
working their way into wounds, causing agonising injuries.
Smugglers’ lore among those that operate on the botder -
of the Halo Stars attribute the blades to the legendary Fra'al,
although many insist this is merely speculation. Accurate
knowledge of the nomadic Fra'al is strictly prohibited by f]ii.;"-_
Ordo Xenos, and aside from a few scattered stories, mankind -
remains blissfully ignotant of this merciless, hig
race. S




THE
AIMARANTHINE
SYNDICATE

“You entered into the
doimg so. I strongly ady

m this matter woul

me. I kno

he Amaranthine Syndicate is a new threat rising on the

d Border region of the ( s Sector

and one whose influence is quickly spreading from the
troubled worlds of Hazeroth to the Josian Reach. It has even
begun to brush at the of the hi yrids at the sector's
sore. The trade cartel known as the Amaranthine Syndicate
outwardly appears to be a loose confederation of trader-
captains, void clans, and outpost colony merchants, but has
roused t »me with evidence of involvement in

ul tre‘nd ¢ goling, and backing trade wars. In recent

t=is)

years, individuals linked to the group have been the subject of

capture and destruction by tl
Syndicate

bites and Navy, anc
een found in possession of forbidden
‘3mm have even been implicated in pirate
s on isolated outposts, slaver raids,
case, the Syndica s disowned
those involved and covered its tracks well, but the suspicic
of some within the Ordo Xenos have been roused.
Inquisitorial involvement with the Amaranthine Syndicate
is a new one and so far only superficial investigations have been
that the Syndicate
ntrolled by a

carried out. Howe S gro
may have been infiltrated or is being secret
xenos force or agency from beyond the sector’

What the Ordo Xenos does not know is that the Amaranthin
Syndicate is merely the tip of a deadly iceberg that could spell
doom for the entire Calixis Sector. The Syndicate represents a
concerted conspiracy to infiltrate and corrupt the Imperium by

§ - i 1 as the Slaugth. These baleful
atures epitomise everything that mankind has come to hate
and fe out the alien; they are horrific, implacable beings
with frightening powers and nightmare science. To them,
mankind

s only use is as cattle to be farmed and slaughtered
to feed their depraved hunger.

. USING THE AMARANTHINE SYNDICATE AND SLAUGTH IN DARK HERESY

" The Amaranthine Syndicate represents an alien invasion by conspiracy and slow infiltration. As such, it is the perfect
foe for an ongoing campaign where the Acolytes must not only uncover how the conspiracy operates and how far it
has spread, but also confront the horror that is behind it. Such Acolytes may even struggle to be believed, having a hard time
convincing their own masters of the subtle danger on their doorstep.
Such a campaign might be tightly focused on the covert infiltration of a single civilized world, featurin g suspicion, paranoia,
-and cold war style intrigue where the Acolytes don't know who to trust or where to turn, It could also take place on a frontier
world that has already become infiltrated and now is falling to the Slaugth desire to feed, as such it could emphasise action and
horror elements as the Acolytes are forced to rally a resistance and face the Slaugth in the flesh. Alternately, such a campaign might
move from world to world as different elements of the Amaranthine conspiracy (or its goals) come to light, involving interaction
with the void born clans, star travel, boarding actions, isolated outpost stations and even a Rogue Trader or two.

- GMs may, of course, divorce the Syndicate from the Slaugth (or vice versa) as the Syndicate makes for an excellent organised
crime outfit, illicit trade network, or front for void pirates; while the Slaugth make for some very nasty “straight” monsters when
unfeashed directly at the Acolytes. Be carcful with this latter option, though, as these aliens are unashamedly brutal opponents,
: pa -cuiftfly for those unprepared for just how hard they are to put down—an Acolyte massacre for the unwary is possible!

XENOS
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¢ some within the

. REPUTATION

The Amaranthine Syndicate appe:

be nothing more than an up-and-coming cartel of interstellar
traders, minor merchant hous

on notoriously difficult and

ndicate’s n.puutmn ha

the sector who, though long established
on potential ri
the emissaries and notaries of the great trade hous

opinion. It has proven itself

efficient, well-resourced, and ruthless in its operations, as
many who ha
Many indepe

governments w

found out to their re

Adeptus Arbites and Battlefleet
of concern in those las ‘

StARDOCK TALES

s and commercial shifts. As far as most of

are still relatively few so far.

The suspicions that surround the Syndicate are linked
primarily with travel to prohibited areas outside of the
Imperium, the trade in illegal xenos arte and piracy.
While none of these conjectures is without merit {or entirely
uncommon or unexpected for that matter), many who have
had dealings with the Syndicate believe something even
darker lurks behind its facade. Whatever that darkness may
be, it is something most cannot identify but fills even the
usually hardened v i
and dockside ga

Apart from its
Syndicate operates y

: Amaranthine
of any

. It is made up of a diverse group of
private commercial interests that trade between the worlds
on the Calixis Sector’s Trailing border and has recently
e inroads into the more established areas of the Josian

Il as the northern edge of the Ixaniad Sector. The

ndicate’s membership includes independent free-trader

as one m!ght ¢

successful trade ¢

-c-lpt'aim and local void born clans, as well as planehb:—lsed

It also works to control markets and prices, massing its
against competition, rivals, or outside threat.

The following rumours are examples of what may be picked up from the void born families, dock-siders, merchants, and smugglers
that have had dealings with the Syndicate by way of gossip and bribed intelligence. Getting hold of this information will require

investigation or suitable social interaction, modified as normal for circumstance.

TABLE 3-3: AMARANTHINE SYNDICATE RUMOURS

Degrees of
Success

Standard “Amaranthine Synd;ca:c, I've hear" .
S5 set up. Not 2 guild as such, more

Details Revealed

One “There’s a few round here that trade with them. 1 might be able to name a few captains and
merchants for you. From what I've heard though, you'll need serious business to get their attention,
as they don’t mess with the small fry.”

“Well, if it’s a little somethi

. goods, anything you nee
remuneration | can introd

Three

“They've a dark reputation as a power not to cross; the Cold Guild won't touch them, and their |
rivals have a way of going missing no matter how high and mighty: I don’t know who the bosses ™ |f=
are, but it’s not those primped up agents or their swaggering captains. They call them the Prmupdis = i
bul who or what they are | don t know Still, they pay well o

j ey can get you what
te. But that’s not:




The Syndicate’s ruling body, known within the organisation
as the “Principals,” also provides resources, financing, and
armed force and punitive measures at its members’ request.
These Principals demand that members give them a
(surprisingly moderate) cut of their profits, that potentially
useful information be reported back to them, and that when
they do make a direct request of their members, it is carried
out promptly, expediently, and without question.

In terms of structure, the Syndicate follows a simple
pyramid layout. The largest, lowest tier of the pyramid is
the Syndicate’s production base and markets—Ilocal planet-
bound individuals, such as nobles, guild bosses, traders,
prospectors, specialist artisans, and the like. These individuals
might be quite powerful locally and control large bodies of
men and material; indeed, their own organisations might
know nothing of the master’s affiliation to the Syndicate.
The middle tier is composed of the Syndicate’s agents and a
number of groups with direct Syndicate affiliation. This tier is
primatily made up of starship trader captains, their crews, and
associated void born clans. However, it also includes a number
of mercenary groups and a small dedicated body of scribes,
emissaries, and logisters who negotiate for the Syndicate in
more formal settings as a legitimate trade body. This tier of
operation also incorporates a less legitimate “shadow” made
up of smugglers, outlaws, hereteks, and assassins who also
serve the Syndicate.

The upper tier controls the Syndicate. It is composed of
the Principals—a rarely encountered group who deliberately
hide behind layers of secrecy. Outsiders and many within
the organisation believe that the Principals are simply taking
prudent means to protect themselves. Some believe they may
be powers already present within the sector (such as a great
house who wishes to keep its involvement under cover) or
one or more Rogue Traders seeking to expand their power
within the Imperium’s bounds. Others believe the Principals
are renegades from outside the Imperium—pirates, non-
compliants, and outlaws—and that the Syndicate is backed
by blood money taken in raids and destroyed shipping. This
would be bad enough, but the truth is far worse

A BLACK MARKET INDEED

The illegal operations of the Amaranthine Syndicate operate
i tandem with its more legitimate trading interests and
are centred on intersystem smuggling operations. They
deal primarily in illicit drugs, stolen items, controlled
sechnologies, arms, and other black market goods, and in
the worlds bordering the Hazeroth abyss, the Syndicate has
quickly come to displace other organised smuggler gangs,
being the first to challenge the domination of the Cold Guild
in generations. It has been utterly merciless in crushing any
srganised opposition against it and the Syndicate will readily
wailise targeted assassination and mercenary kill teams in
seder to employ a strategy of divide and conquer—backing
sae local criminal or mercantile faction against another.

The Syndicate is also careful to leave petty gangs and local
mdependents largely untouched, using their activities to mask
the Syndicate’s own and providing convenient scapegoats for
e suthorities. For those with the wealth or connections, the

Syndicate has other goods and services to offer. Its agents
deal in forbidden xenotech, artefacts, and other trinkets from
beyond the Imperium'’s border. The Syndicate can also do
more, much more, for the right buyer; it can arrange to have
enemies permanently “vanished,” provide clients with vast
sums of financial backing, and arrange for shipping (or even
whole outposts) to disappear without trace. However, the
price for such services is total loyalty to the Syndicate and its
often strange requests,

XENOS

*
*

i

THE DEVIL'S BARGAIN

The Amaranthine Syndicate first appeats as a friend to those
in need, offering a lifeline to those so desperate that they do
not care who saves them and for those for whom the need
outweighs good sense or caution. Once a suitable target has
been identified, a Syndicate emissary will make the approach,
and the deal offered will always seem more than generous,
designed to alleviate the subject’s immediate problems.

However, as time progresses the Syndicate will secretly
contrive to increase its target's dependency on it by setting
the target's enemies against him, blocking other forms ofhélp,
and creating “accidents” or adverse turns of events. This forces
its targets to repeatedly take the easy way out and ask for the
Syndicate’s help until the target is so heavily embroiled there
is no way out. It is at this final stage that the subject (if he
is particularly unfortunate) will be introduced personally to
one of the Principals, leaving him in no doubt as to just what. ¥
kind of bargain he has entered into and the consequences of!
betraying his new-found allies. '

The Principals’ demands may at first seem trivial or bizarre$
that a commodity price is raised fractionally, seemingly
random personnel reassigned, a report mis-filed, or a book
in a private library burned for example. Over time, these
demands change, becomir elief shipments
di ets in need,

to outlying worlds redi

THE DARK DESIGN

The ultimate power behind the works of the Amaranthine
Syndicate is a covenant of xenos known as the Slaugth.
The Slaugth are an ageless and patient race, and their plans
and schemes are tangled and largely incomprehensible to
the human mind. However, they share one motivation that
humans can understand, that of an addictive hunger. To feed
this hunger, the Slaugth have undertaken to destabilise the
Calixis Sector in order to see it unravel in civil war, anarchy,
and terror so that they might feed on the fractious masses of
mankind with little or no opposition.

To this end they infiltrated the Amaranthine Syndicate
when it was a fledging trade cartel, overcoming all opposition
until they controlled it completely. The Syndicate is their
pawn in a wider game that may take generations of human |
lives to see fruition, Their plan is elegant in its simplicity
The Slaugth understand mankind very well. Their weapons
are human greed and desire, and their plan is to efFectiYej.'
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and perhaps even Eldar capabilities, and most my

ends.
Shroud Cloak: To allow the Slaugth to pass

i
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their bodies and commanding the shrouds to cor
Necrotic Sceptre: Tl
moaning energy when fired. It may also be wielded in clo

TABLE 3-4: NECROTIC SCEPTRE

_Exotic Weapon Class Range RoF

'Disintegrate (New Special Quality): Any victim suffering Critical Dam

and vapour and is completely destroyed.

destroy humanity by giving it what it wants—wealth,
power, weapons, drugs, and forbidden trinkets—and watch
humanity tears itself apart as a consequence. At the same
me, they are using their “gifts” to further infiltrate not
only the criminal underworlds and economic structures of
the sector, but also its nobility and government. Certainly
the Ecclesiarchy, Munitorum, and Administratum are likely
targets. If their plan sees its apotheosis, then when the time
is right, the Slaugth will turn the key on their operations—
eaten away from within, utterly compromised and eroded, the
Calixis Sector will collapse in on itself in fire and chaos. In
the ruins of once mighty Calixis, the Slaugth will have their
way. and the survivors will doubtless envy the dead.

THE HORRORS OFTHE
SLAUGTH

“The worm th

[

and bodies are utterly alie
teviled by mankind. The SI

a:nightmarish myth—void born tales or the dark fancy of
ome mad Rogue Trader. The Inquisiti
he race to be all too real, but have suppressed all knowledge
der a blanket of secrecy for millennia.

tor its part, knows

The Slaugth possesses a frighteningly advanced mastery of biomechanical technology and elemental physics that far exceeds human
riously seem to be able to traverse interstellar distances without recourse to the
warp. They grow and augment pseudo-living devices as needed, seamlessly blending flesh and metal to achieve their ofien horrific

allow Slaugth to attempt to hide in plain sight if they remain stationa

( slaugth can pass for a misshapen human at a distance if they wish.
s device, resembling a corroded copper sceptre, pulses with sickly light and unleashes arcs of eerie,
ombat li

Dam

fying nature, these multi-layered robes and mantles
vide 3 Armour Points to all Locations, provide a
a +20 bonus to Concealment Tests. The cloaks also

in an area of gloom or low light ¢ ons. By constraining

* a mace with deadly eftect.

Pen Clip RId Special

> from this weapon is blasted into a cloud of ash

They are carrion eaters and crave the flesh of dead intelligent
beings above all others, savouring in particular the cranial
matter from which they seem to derive an almost narcotic and
addictive pleasure in consuming, Some tales even go so far as
to say that the maggot men somehow consume the memories
and knowledge of their victims this way.

The history of mankind’s involvement with them is
uncertain, but if some sources are to be believed, the species
may have been encountered at the edges of Imperial space
as far back as the Age of Strife. Most encounters follow a
similar pattern: black, tenebrous vessels slipping into Imperial
space to wreak havoc, isolated outposts or shipping attacked
without warning by a vastly superior and horrific foe, bodies
left mutilated or missing all together, and vile technologies and
blasphemous creations traded to depraved human renegades
in return for slaves and captives.

Aside from what little can be gleaned from the historical

ue nature and dangers the Slaugth represent are
own to the Imperium, as are their origin and
rs. Some xeno-savants and Rogue Traders believe that
r home system (and perhaps even a great hellish Slaugth
mpire), lies far out into the Trailing Halo Stars beyond the
mperium’s borders. Sealed inquisitorial archives speculate
that several frontier worlds in the Segmentum Obsetirus have,
over the millennia, been purposefully destabilised and tip_pl:d:_
into civil war by the Slaugth in order to give them free :ré_igfn
in which to feed, However, these have been rare occurrences
and in any such encounter the number of Slaugth involved
has been mercifully few, for the creatures themselve
savagely powerful combatants and nearly impossible to:sla

The Holy Ordos remains unaware of the
involvement with the Amaranthine Syndicate
it represents, although encounters with




Calixis Sector have been spiking dramatically in the last
several years. There are several reasons for this, not least of all
the Slaugth's own abilities as infiltrators and puppeteers, and
the degree to which they have already spread their network
of agents in the Sector. At present, the Inquisition has no
expectation of the Slaugth being behind such a subtle and
widespread conspiracy; they know them only as raiders and
abductors—extremely dangerous, but few in number and
limited in scope. The Holy Ordos, the Calixis Sector, and
indeed the Imperium have been blindsided by this strange
and subtle invasion. If its true nature is not soon uncovered,
then billions of lives stand in dire peril.

INQUISITORIAL THREAT
BRIEFING

As far as the Ordo Xenos is concerned, the Amaranthine
Syndicate, or possibly a faction within it, is under suspicion
of the organised trafficking in proscribed xenos artefacts and
perhaps more seriously of extensive links with renegades and
pirates operating in the Hazeroth Abyss region. As a result,
several Inquisitors (with the support and notice of Battlefleet
Calixis's Hazeroth patrol squadrons) have begun to undertake
the tracking and investigation of suspect individuals and
craft connected to the Syndicate. To date, the results remain
inconclusive, although several smuggling rings and individual

xeno-heretics have been successfully prosecuted as a result of

the Ordo Xenos's investigations. The matter is ongoing, and
the Amaranthine Syndicate remains under covert surveillance
and Inquisitorial suspicion. However, preliminary reports
indicate that no wider conspiracy or xenos-taint exists beyond
such localized corruption.

MEMBERS OF THE
AMARANTHINE
CONSPIRACY

The Amaranthine Syndicate’s membership covers a range of

different individuals and operations, from the trader crews
and captains of the Syndicate’s ships to its planet bound
merchant and smuggling contacts. The legal side of its
operations involves everything from employed casual labour
to scribes and interface pilots, while its criminal operations
include mercenaries, hired guns, hereteks, and street scum
who deal their illicit cargo. Most of these individuals will
have no dealings whatsoever with the Syndicate’s Principals
save for the most trusted and the most compromised.

In terms of archetypal members of the Amaranthine
Syndicate, use the Heretek™, Heavy, Recidivist’, Merchant
Magnate and Scum stats from Chapter X1I: Aliens, Heretics
& Antagonists in Dark HEresy. To create smugglers, use the
Rating NPC and add the extra Skills and Talents Barter (Fel),
Concealment (Ag), Deceive (Fel), Melee Weapon Training
imitive), Paranoia, and Pistol Training (Las, SP).

- will most often act as fronts and fences for the
v lth of 'illegal goods. Any of the drugs from

Dark HEeresy, as well as any of the proscribed xenos items
from the beginning of this chapter, is appropriate for their
stock in trade, often at bargain prices to attract unwary
victims.

AMARANTHINE AGENT

XENOS

The Syndicate conducts its more important deals through
skilled agents, usually groomed for the task and selected from
the staff of minor merchant houses and sometimes even the
Administratum, Such agents represent a charming (if often
somewhat melanchelic) human face for their faceless masters.
Most having been ensnared by their own ambition and vanity,
they are quite capable of leading others similarly astray and
are utterly loyal to the Syndicate, if less than happy with their
lot. They know full well who they work for and the price of
failure.

*
*
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Amaranthine Agent Profile

WS BS| § | T | Ag | Int | Per | WP

12828 |30|30|30|37|40|35

Movement: 3/6/9/18 Wounds: 11
Skills: Awareness (Per), Barter (Fel) + 10, Blather (Fel), Charm
(Fel), Chem-Use (Fel), Common Lore (Imperium, Mercantile)
(Int) +10, Deceive (Fel) +10, Intimidate (S), Literacy (Int
+10, Security (Ag), Speak Language (High Gothic, Low:
Gothic, Trade Cant) (Int), Trade (Ncgo[ia[or} (Int) +10. :
Talents: Pistol Training (SP), Jaded,
(Interrogation).

Armour: Concealed mesh vest (Body 3).
Weapons: Compact autopistol with man-stopper rounds
(15m; S/—/6; 1d10+42 I; Pen 3; Clip 9; Rid Full).
Gear: Formal clothing, 2 man-stopper clips, 1d10 Thrones,
personal vox, data-slate

Resistance

Threat Rating: Hereticus Minima



AMARANTHINE CAPTAIN

1l

L
*

‘While the Syndicate’s agents direct their negotiations and
business affairs, it is the caprains of its free trader vessels
that are relied on to deal with more direct matters when
needed. Most were dangerous, disreputable men and women
long before their greed or piratical activities led them to the
Syndicate s attention, and what little morality or compunctions
they may once have had they can literally no longer afford
if they want to live. There is nothing they will not do to
maintain what freedom and power is allowed them—and to
avoid the Slaugth’s personal attentions, of course.

SONdYX

Amaranthine Captain Profile

WS|BS| S | T |Ag

Int | Per | WP | Fel

138 /42|35 /35(35|38|35|42]36

Movement: 3/6/9/18 Wounds: 17
Skills: Awareness (Per) +10, Barter (Fel) +10, Command
(Fel) +10, Ciphers (Free Trader) (Int), Carouse (T) +10,
Common Lore (Mercantile, Hazeroth Abyss, Imperium,
Tech) (Int), Deceive (Fel) +10, Forbidden Lore (Xenos) (Int),
& Gamble (Int), Interrogation (WP), Inquiry (Int), Literacy (Int),
& Navigation (Stellar) (Int), Pilot (Ag) (Civil Craft, Spacecraft)
L +10, Speak Language (Low Gothic, Trade Cant, Ship Cant)
nt), Tech-Use (Int), Trade (Merchant Captain) (Int), Survival
{In).

" Talents: Basic Weapon Training (Bolt, Las, .:SP), Disarm,
B Jaded, Melee Weapon Training
§ Pistol Training (Bolt, La
" Armour: Light carapace

(Chain, Power, Primitive),
s, Plasma, SP), Nerves of Steel.
breastplate and mesh (Arms 3, Body
5, Legs 3)

Weapons: Bolt pistol (30m; S/2/— 1d10+5 X; Pen 4; Clip
12; Rld Full), compact laspistol (15; S/—/— 1d10+1 E;
Shots 15; RId Full; Reliable), chainsword (1d10+57 R; Pen
2; Balanced, Tearing).

TIncludes Strength Bonus,

Gear: Respirator, personal encrypted vox bead, 2 bolt clips, 1
las clip, lucky charm. They may also have extensive cybernetic
rebuild (see Chapter V: Armoury of Dark Heresy) as well
as a ship and crew to call on.

Threat Rating: Hereticus Minoris.

TaE SLAUGTH

In appearance, the Slaugth are truly horrific to look upon,

seemingly hundreds of writhing, half-melded maggot-
~like worms covered in viscous, necrotic mucus. Capable
of stretching and reforming their body-mass at will, they

] . regenerating injury with startling speed. They are impervious
| to age, poison, diseases, and all but the most extreme injury.
| Their minds are as alien as any encountered by mankind—
'_;_.coldly_.savage, psychic voids filled with' a monstrous hunger

taking the form of a vague humanoid shape composed of

move with an obscene, boneless fluidity and are capable of

Slaugth science and technology is likewise nightmarish
and powerful, seamlessly melding the organic and inorganic
to achieve its ends in a blasphemous symbiosis of form and
function. The Slaugth seem capable of manufacturing strange
techno-organic construct creatures of a bewildering variety,
carrying out their master’s wishes as need be. Slaugth weapons
and artefacts are indeed so advanced and strange as to appear
to be the products of wz
that, coupled with their hideous appearance, has mislead
some into believing them daemonic in nature.

S1AUGTH OVERSEER

The Slaugth “Principals” behind the Amaranthine Syndicate
are, if anything, more dangerous and powerful than those
encountered as infiltrators (see the Game Master’s Kit).
Whether they constitute some leadership caste or particular
cabal remains unknown.

Slaugth Overseer Profile o

WS|BS| S | T | Ag | Int | Per | WP | Fel
(8) (10) {12} o .

40 | 45|47 |58 |53]65]48 |72 |30

Movement: 5/10/15/30 Wounds: 30
Skills: Barter (Fel), Chem-Use (Int) +10, Climb (Ag),
Common Lore (Imperium) (Int), Concealment (Ag) Deceive
(Fel), Dodge (Ag), Evaluate (Int), Forbidden Lore (Xenos)
(Int) +10, Intimidation (S) +20, Logic (Int), Medicae (Int),
Security (Ag), Shadowing (Ag) Silent Move (Ag), Tech-Use
(Int) +10, and any others appropriate.

Talents: Ambidextrous, Leap Up, Rapid Reaction, Swift
Attack, Weapon Training (Exotic).

Traits: Dark Sight, Fear Rating 3 (Horrifying), From
Beyond, Strange Physiology, Regeneration (recovering 2d5
Wounds), Unnatural Intelligence (%2), Unnatural Strength
(x2), Unnamral Toughness (x2).

Elasticity: The Slaugth can flatten their bodies down or
stretch them out to over three times their normal length,
increasing their reach and providing a +20 bonus on Grapple
and Climb Tests).

Undying: Slaugth cannot be harmed by diseases, poisens, or
toxic effects. They have no need to breathe and may survive
unaided in vacuum,

Untouchable: See page 28.

Necrotic: At will, Slaugth are able to exude a necrotic fluid
from their body tissues. This bile is filled with flesh-eating
bacteria and molecular acids that liquefy flesh and even burn
through metal. Anyone inflicting a Critical Hit on a Slaugth
in close combat has a 25% chance of being splashed with the
creature’s necrotic fluids, inflicting 1d10 R Toxic Damage:
This splash may be Dodged but not Parried.

Consume Memories: By devouring the cranial matter of
an intelligent creature, the Slaugth can absorb the wctu:ns
memories, knowledge and experlences Such memerws are




particular information. The fresher the brain, the better for
this purpose. Slaugth prefer to deyvour rotting brain marter
as this has an effect comparable to narcotics on a human, but
they will forgo this pleasure and consume living brain matter
if expedient. Memories gained from this process fade with
time if not reinforced, disappearing within a few weeks unless
externally recorded or repeatedly in use.

Armour: Shroud cloak (All 3).

Weapons: Necrotic grasp (1d10+9" R; Tearing, Toxic),
necrotic sceptre (see sidebar),

‘Includes Strength Bonus.

Gear: Slaugth Overseers often carry many examples of their
powerful and frightening technology, see Nightmare Science
sidebar for a few examples.

Threat Rating: Xenos Extremis.

SrtAavucTH VASsAL CONSTRUCT

The vassal is a common biomechanical construct creature,
animated by the Slaugth to tend devices and serve as
menial labourers, guards, spies, or observers. Like most
examples of Slaugth technology, its appearance inspires
immediate revulsion in humanity. Though widely diftering in
appearance, most appear as hovering asymmetrical columns
of mottled, fungal looking flesh, shot through with pulsing
veins and lattices of metal threadwork and crystalline studs.
Their heads are no more than clusters of waving frond-like
sensory growths, and skeletal pincer-limbs erupt from their
body mass as needed.

Slaugth Vassal Construct Profile

WS|BS| S | T | Ag|Int|Per| WP| Fel

18 [ 30 | 36 | 46 30 ___18 35 (40 | 10

Movement: 3/6/9/18 Wounds: 20
Skills: Awareness (Per) +20, Concealment (Ag), Silent Move
{Ag) +10, any others as needed for its assigned task
Talents: Weapon Training (Exotic), any others will be
implanted as needed.

Traits: Fear 1 (Disturbing), Flyer 5, From Beyond, Natural
Armour 4 (All), Natural Attack (Pincers), Sonar Sense, Stran
Physiology (they can survive unaided in vacuum and other
hostile environments), Undying (see Slaugth description).
Discorperation: If destroyed, these constructs melt away to
bubbling necrotic ooze and stinking gas within a few seconds,
leaving nothing else behind.

Armour: None (All 4),

Weapons: Pincers (1d5+3" R), may carry and utilise other
weapons as needed. Commonly this will include weapons
functionally identical to a Bolt Gun, Electro-Flail, Imperial
Needle pistol, or Web Gun.

“Includes Strength Bonus.

Gear/Other Traits: As its master desires, taking the shape

 either 'lcrzf devices or biomechanical implants; one
~ desigl avy labour might have Unnatural Strength

(NZ)EWh another eéxgned asan observer might be equipped

with a shroud cloak and enhanced senses, ete,
Threat Rating: Xenos Majoris.

XENOS

*
*
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" THE BEAST
OUSE

“There is no need to dissemble here, I know why you bave come. You
have come for something real, son un
your boredom in spilled blood an
of your own living heart. You

, something to drown

th the wild beating
id the Beast House.

Now tell me, what's your pleasur

D

—Ryrin Night Eye, Mistress of Beasts

d fears the alien. For millennia

umanity hates an

this attitude has been taught and ingrained in each

successive ge ndeed, the very word “xenos”

conjures up deep-seated feelings of horror and revulsion within

the heart of the average Imperial citiz
flip side to this in
the alien, and

. there is a

fighting pits,
that can afford

In its m

the arenas

the lowest of the low, crave more desperate, darker, and
forbidden pleasures. Their preferred games feature unwilling
fighters, innocents stalked for sport, and creatures so vile and
dangerous that the Imperial authority forbids their use on
pain of death. Within the Calixis Sector, the most widespread
and powerful network of such illicit arenas have but a single;
whispered name—the Beast House.

As long as there has been a Calixis Sector, it seems as
if there has been a Beast House. It is not in any true sense
a cult, rather it is closer to a criminal network. However,
behind this facade worse things lurk than can be found at
the heart of any narco-gang or underhive clan. So insidious
has the Beast House become that the name and the role of
this secretive organisation has become ingrained upon the
psyche of Calixian civilisation—the Beast House and the
horrors it secretly contains go unobserved and unlooked for,
hiding almost in plain sight. While local enforcers may raid
an unlicensed arena linked to the group here or the Adeptus
Arbites may break up a xenos-creature smuggling ring there,
the Beast House goes on undiminished. Indeed, it is actually
strengthened by the removal of those in its employ “weak
enough” to fall foul of the authorities.

Today there are Beast Houses on many worlds, but few

lise just how far the Beast House has spread through the

ninal underbelly of the Golgenna Reach and how far its
' nto the dim stars beyond the sector. The Beast
House is more than a set of physical locations, a trade, or even

of hunters and dealers in proscribed cteatures.




RuMOURS SURROUNDING THE BEAsT HOUSE

The following rumours are examples of what may be picked up from the void born families, dock-siders, merchants, and smugglers
that have had dealings with the Beast House by way of gossip and bribed intelligence, although little is known of them, even then.
They don't know the whole story, but what they suspect is bad enough. Getting hold of this information will require investigation
or suitable social interaction, modified as normal for circumstance.

TABLE 3-5: BEAST HOUSE TALES

Degrees of
Success

Rumours Revealed

mc"

One lts not just a name, there’s a real organisation with contacts off-world to get them whatever they
need, and they trade with anyone who can afford them.”

Three “If the stories are true, they run their own private arenas, invitation only, if you know what | mean.
There you can see things worse than you could ever imagine. The rich and the powerful come out to
play, they do. The story goes that they hold these shows far beyond prying eyes and, if the rumours
are true, for good reason too. Just pray you never turn up as part of the show-bill, you understand

The hidden truth is that rln Beast House is a criminal unpnt
that spans worlds ¢ 0 .
10 the very worst a of hum.m nature. Centuri
maintains its shroud o
vear by year. It hides many dark secrets the Inquisitic
st beginning to suspect, and for some in the
the re c
of alien-tainted corruption coil around the very heart of the
Calixis Sector.

THE BEAST HOUSE BY
REPUTE

in the shadowy entertainment zones on the edge of underhives
som Sibellus to Solomon and beyond, the name “Beast
House” is synonymous with extreme blood sports, arena
combats, and the xenos-creature trade. Likewise, many jaded
sons and daughters of the wealthy great houses also know
the term through wicked and scandalous tales of hunts and
ings forbidden by the restrictions of Imperial

ed for discerning clients at enormous expense.

Stories and rumours about the Beast House have been doing

the rounds, high and low, for so long most believe that the
name itself is little more than a traditio effectation for
ose who deal in the blooc

1 by most is that if an ¢ Jouse once existed,
e long since sought
reputations. This

groups, most criminal

tly b} the Adeptus Arbites
| incidents have

the Beast House

WHAT THE OrRDO XENOS KNOWS

The Ordo and the
that there is a dark Hri::{d connecting those who run the

blood arenas and those who deal in xenos beasts. In the
ast few decades, encounters and reports of dangerous and
proscribed xenos-predators appearing in illegal arenas or the
hands of depraved recidivists have steadily increased in the
sector's core worlds and on Scintilla in particular. Subseq
investigations into these occurrences pointed. tim

trade. :hc'- popular belief

ctor Arbites are slowly recognising.

XENOS

*
*
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underclass in the areas where a particular Beast House was
said to exist, rumoured links to smuggling rings, murder for
hire, strange sightings of creatures, and other peculiarities. Yet
nothing was concrete enough to show an overarching threat.

It was only when Inquisitor Layvan and his retinue
disappeared while investigating the Beast House on
Fenksworld that the full attention of the Ordo Xenos came
to bear on the organisation, and it has not liked what it has
begun to uncover. Currently, Inquisition backed elements are
conducting a widespread series of covert investigations into
the Beast Houses on several worlds, but they have met with
little success in penetrating its higher echelons. However,
alarm at their discoveries to date is spreading due to the Beast
House’s links to many of the wealthy houses and criminal
gangs across the Golgenna Reach and Markayan Marches and
the suspicion that extreme and dangerous alien corruption
lies at the Beast House's heart. In direct response to ongoing

Broob Srorts AND FIGHTING
ARENAS IN THE IMPERIUM

Aside from more s r spiritually worthy pleasures,

the common Imperial citizen, particularly if he lives in the

skill right up to the rare extreme of prisoners condemned
to battle as augmetic gladiators, are all popular in the low
nwhile, attending duelling schools, sponsoring
champions for battle, and hunting dangerous prey are all
common pastimes of the elite.
Beast shows and games at the circus or carnivora are
somewhat rarer than the more mundane human fighting
attractions. Howeve

they are a lor ding tradition on

some worlds whose own hazardous life-forms make for
suitable opponents, or whose wealth allows such beasts to
be imported from afar. In the Calixis Sector, Hive Sibellus
has by far the greatest number of such arenas, as the hive's
position as capitol and trade nexus has long afforded it the
ability to pack cuses with a bewildering variety of
beasts and es from across the sector. But without
doubt, the pale pits of Hive Volg on Fenksworld have
the undisputed crowning reputation as the most horrific,
dragging up “thing
fight against hum
Despite pub

battles, certain xenos ¢
trafficking proscribed
judged too alien or

exotic and ferocious
re forbidden or have their
ial law. Some are simply

too dangerous for public exposure,
t a threat that go

while others repre s far beyond that of

a mere loosed beast should they 2. This proscription,
of course, does not prevent the desire to see such terrors
for those willing to flout the law, and in the underhives
and black markets of many worlds, all kinds of forbidden
creatures and deadly games can be enjoyed by those with
the money and stomach to do so.

events and with characteristic subtlety, the Ordo is dmng its
best to uncover the full extent of this xeno-crime before it takes
overt and decisive action, rather than attempting a premature
strike risking the Beast House's fragmenting and scattering
only to resurface latter. This strategy, while sound and based
on past experience, is not without the wider risk that the alien
corruption may spread further before it is checked and thus is
the cause of some contention within the Ordos,

THE XENO CONSPIRACY ON
FENKSWORLD

Fenksworld has long been a breeding ground for cults and
conspiracies, many of which have been known to spread out
into the wider sector, and the notorious independence of its
rulers has much to do with this. One collection of conspiracy
tales persisted for decades about a shadowy group based in
the dilapidated sections of Hive Nova Castillia’s industrial
underbelly, devoting themselves to obtaining illegal xenos
specimens for the purposes of study and experimentation. This
es and heretics persisted on the edge
of the Holy Ordos's attention until three years ago a junior

rogue cabal of xenophi

Xenos Inquisitor called Layvan and his retinue undertook a
close investigation of the circumstantial evidence.

Layvan quickly discovered the group was little more than
a front for a darker conspiracy. His last communiqué alleged
that the conspiracy used a hidden facility somewhere in Nova
Castillia to breed and augment a variety of vile alien and
mutated creatures, which were then transhipped through the
busy orbital port and out across the sector to various Beast
Houses on other worlds. Shortly afterward, Layvan and his
entire retinue disappeared, and despite the sudden and direct
action by the Holy Ordos and a full Adeptus Arbites backed
operation to seek out and purge the suspected xenophile
presence, no trace of Layvan or the xeno-lab was ever found.

A year later, a raid on a heretek workshop on the distant
hive world of Solomon recovered a damaged data slate. Ordos
officials reconstructed the dying and confused testimony of
Layvan’s savant Acolyte Urisa from the slate. The recordings

contained on the slate show scenes of some hidden industrial
centre given over to xenos flesh-craft, where Urisa alleges
that hundreds had died in blasphemous expetriments and that
monstrous things walked. Clearly suffering from shock and
blood loss, Urisa’s testimony was garbled and rambling, but
he clearly named the Beast House as the secret power behind

the conspiracy.

“NO FOE CAN STAND WHEN CONERONTED BY THE WARRIORS
OF THE IMpERTUM.”
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BEHIND THE MASK
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STRUCTURE AND
OPERATIONS

I'm not interested in your money or who you are, pretty one, just

bow nice you can scream for me.”
—Shakas Wvendal, Beast Slaver

The Beast House operates to supply, store, and in some cases,
even modify or breed creatures for use in arena-circuses and
blood sport operations in the criminal underworld. It has also
been known to provide beasts to private owners, including
cults and hereteks, for their own dark ends. There is a great
deal of money to be made from this illegal trade, and in
order to do so, the Beast House acts to control the supply
chain, running the whole operation from initial capture of
the Beast
backer of
the venues that host its creatures, often taking a hand

the creatures to their distribution. Furthermore,

House sometimes acts as the secret owner or

incidental activities such as gambling and criminality that
surround these places.

The Beast House protects itself by making extensive use
of local intermediaries on the worlds where it operates and
maintaining progressive layers of sccrecy about its true size
and what it can supply. This secrecy means that many of
those who work for it don't know the full truth and that
parts of the group and its assets can be “cut loose” if faced
with sanction by local law enforcement, or when infiltrated
by outsiders, with little danger to the other parts of the
orgaz-ﬁ-#aﬁon or its true masters, the “beast slavers.” Just how
B membm’s ‘of the Beast House are privy to its inner

built to contain monsters for Acolytes tc
»s might encounter all manner of horrors and terrible creatures
actor and sense of threat in such places by forcing Acolytes into
arc limited and they are literally alone in the /

lytes attempt to track down and combat the Beast House on different world.
/ement in the arenas and then tracing back to the hunts on fc
y uncover just how far its tendrils extend and what horro

sith hideous experiments and insane games where
xplain it all and may wish to add a truly alien ¢

ounter. You ¢an use it simply in
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a confrontation with Solkarn Senk himself, although just who or what he

s presented here, focuses on the xenos elements of the beasts it uses and the evil and corrupt men and women
t. The evil of the beast slavers is best expressed as an unrestrained bloodlust and the love of the hunt
h attendant evils as slavery and the torture of les

°r creatures for sport. The danger the Inquisition and Imperial

not simply the crimes of those involved but also the myriad possible dangers pl’tSU‘I[{_d by the xenos creatures
themselves, both known and unknown. At the secret heart of the Beast Hous

, this menace has gone so far as to enter the realms
10cents are killed for nothing more than sport. The

r or even daemonic

that many again operating to acquire savage livestock on
numerous far flung worlds and roving hunting ships.

Of these, those who lead the organisation and hold th

power of life and death over their fellows and their creature
are fewer still. This last group consists of the most secretive

and dangerous members of the Beast House. They are the
beast slavers, hunt masters, and flesh crafters who are the true
driving force behind the organisation. However, all report
to a single mysterious authority who's power and mastery
over the Beast House is without question, a man known as

Solkarn Senk.

Tuae OuTtER CIRCLE

The outer circle of the Beast House is made up of hired muscle,
local criminal groups, and contacts developed through bribery
and coercion to serve the Beast House’s interests, acting as a
legitimate cover (such as licensed arena or trader operations),
keeping it safe from the authorities, or simply buying its
services. Made up of largely ignorant intermediaries or
individuals bribed or scared enough to keep their suspicions
to themselves, the Beast House at this level appears to be
no more or less than a criminal enterprise dealing in xenos-
creatures and illegal blood sports with extensive off-world
contacts. Such intermediaries may work for the Beast House
without ever knowing they have done so, Others looking
to enhance their reputation (and wealth) may well pick up
numerous, often contradictory, rumours and dark tales that
they are more than happy to spread. OFf these hirelings and
go-betweens, only those who show the uncommon bloodlus
and particular talents the organisation favours will be ¢
by the Beast House to be drawn further into its ranks.




THE INNER CIRCLE
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- The Beast House's inner circle is made up of those who
directly control outward activities, primarily the capture
and trade of illegal and proscribed aliens. Secretly they also
control its hidden lairs and beast-pits, and assassination,
torture, narco-dealing (particularly combat drugs), mass-
murder, and slavery are sidelines many also indulge in. They
are uniformly psychopathic, cruel, and callous individuals,
selected for their brutality and skill. Rightly feared by those
they deal with, a reek of darkness and a lurking feral madness
hangs about them that even hardened recidivists are wary of.
Consequently, few local criminals and gang leaders will cross
them. Those who have direct dealings with the Beast House's
inner circle may quickly develop grave misgivings about
doing so despite the rewards. Conversely, for some, the first
inklings of the horrific truth of what the Beast House is are
a lure rather than a warning sign, and they soon fall into the
depths of what the Beast House has to offer,

SONAY

THE HEART OF DARKNESS

Very few know or dare suspect what lies at the Beast House's
dark heart, and the Inquisition has never been able to glean
anything more than a few scattered after-action reports by
- shocked Adeptus Arbites strike teams. Therefore, the Holy
Ordos have not yet come to realise just how dangerous or
powerful the Beast House is. Behind the scenes, the Beast
?. ouse is steeped in blood and unimaginable savagery. Aside
tom trafficking in forbidden Solkarn Senk’s
e disciples conduct their own awful games and bloody
ntertainments, as well as creating utterly illegal fleshworks
. to satiate their lust for violence and sport

creatures,

_ . These include
* capturing alien beasts so terrible their mere presence threatens
thousands of lives, fabricating murder gholams from living
victims, and creating “forced” mutants and other transgenic
blasphemies to serve their sick needs for spectacle and the
hunt,
Senk’s inner circle are the true Beast House, and each one is
a monster easily as terrible and deserving of death as any pure
alien threat. Should this dark truth be fully uncovered, the
Holy Ordos will be forced to strike immediately and resolutely
to destroy the Beast House, but such is the widespread
infiltration of Senk’s s into the underworlds and dark
recesses of the Golgenna Reach that they are more than likely
10 survive to work their evils again.

followers

yelling and cheering all deep down in there. Funny thing—he'd said

WHO 1S SOLKARN SENK?

One persistent rumour that surrounds the Beast House is
that it has a single master and founder, an individual spoken
of in hushed tones known as Solkarn Senk. Stories attribute
d supernatural abilities asa
hunter and killer. Just who (or even perhaps what) Senk is,
on and contradiction, but recent
painstaking Inquisitorial investigations through the sector’s
archives revealed that an individual with this n
similar derivation of it) has b

him with superhuman and in
is a matter of some cor

ne (or some
ssociated with stories of the
Beast House and mythical cults such as Dusk's “Black Hunt”
and the heresy of the “Ten-Who-Were-Taken” on Iocanthos
for at least five centuries (and possibly far longer).

One obscure reference even exists to a bestial human
warlord known as Sol'Cur'Sak o
the annals of the Rogue Trader Sinos, a full three centuries
before the Angevin Crusade. Most likely (the Ordos believes)
the name has become something of a traditional title for the
Beast House's current ruler and the :
the years apply to different indi The alternative,
however, is a matter of some concern for those members of
the Holy Ordos wishing to root out the corruption that lies

v in the region in

» stories down

at the heart of the Beast House.

Turee Houses oF HORROR

1 us'd to know an old mirker sewerjack, drink in here often one time.

He us'd to say some nights he'd hear things out by the junction under
the old meat-mills—bhorrible things—roars, screams, and bellows of
great things echoing up from the dark vents— nough to freeze the
blood. Sometimes he'd hear more too, he'd hear a erowd screaming and

the sound of that crowd frightened him most of all. "
Nemo Hakeswsill, Reclaimator,
Hive Gloriana, Solomeon

The Beast House is a set of physical locations as much as it is an
organisation. Apart from its members, creatures, and public fronts,
it also is comprised of dozens of distinet operations centred
on hidden facilities and lairs where it can keep and modify
its creatures and conduct its own private and bloody business.
Each of these locations is referred to by the organisation simply
as the “Beast House,” adding to the confusion of others and
leading many locals to believe that the place they have heard of
in dark stories is the “true” home of the organisation. The fact
is that no one save Solkarn Senk, knows just how many lairs -
there are or just how many serve him. Each Beast House has its
own unique and often macabre character and garners its own
tales of terror. Three are detailed here as examples. :

The Iron Pit of Scintilla
The Scintillan Beast House is perhaps the most endemic and

widespread in the Calixis Sector. It has contacts with many of
the licensed Red Circuses that operate openly on the frmges of

the Scintillan entertainment zones and in the man
trade-outposts on Sibellus and Gunmetal City, T
exotic fodder for the arenas and servic
houses and wealthy cartels who desire pri



In addition to this almost public face, darker rumours about
the Beast House may be bought for a price from narco-gangers
and rakehell gamblers in the obscura dens connected to the
trade. The rumour goes that in the sub-levels, beneath several
of the most ill-reputed Red Circuses and pit fight venues,
down past the blood sluices and drain culverts, somewhere in
the gore-recking darkness, hidden Beast House arenas exist
where the wealthiest and most depraved secretly travel to
indulge their craving for violent spectacle.
goes by the whispered name of the “Iron Pit,” which rumour
places in the deepest and most lawless sector of the Sibellus
underhive where even the narco-gangs will not operate. Said
to occupy the great space of a long-disused reactor vessel, the
Iron Pit is a huge three-dimensional maze of gantries, cages,

The worst of these

and murderously trapped rat-runs into which innocent victims,
the most savage xenos-creatures, and slave-fighters are released
for the depraved sport of the onlookers. It is said only the most
well-connected and powerful can get invites to these events,
among them scions of the greatest noble houses, the richest
cartel agents, and even officers in the Magistratum and the
military. Vast sums are wagered on the results, and for those
losers who cannot meet their markers, the pit itself awaits.

The Beast Hunts on Fedrid

The world of Fedrid is famous for the ferocity of its native species
and its popularity with hunters and would-be beast slayers from
across the sector, in particular the scions of nobility, many of whom
treat the (largely) controlled dangers of a Fedrid hunt as a mark
of prestige and status, Access to the world is tightly controlled,
and removal of any live specimens is strictly prohibited. However,
money talks, and hunting licences can change hands for many
thousands of Thrones in the courts of Scintilla and the upper
echelons of the great merchant houses.

Tuae RESTRAINT OF BEASTS

The Beast House trai iture that comes into its
hands, using methods of brutality and mental conditioning
to increase its willingness to fight and kill on demand,
often rr_:ndc:ring the unfortunate creature insane or making
an already
uncontrollable killer. Hov me beast slavers

dangerous predator a ravening and near-
this is not enough. T urgical and chemical
augmentation, cr catures and fitting
unruly beasts wi : their fighting
potential whilst also -easing lhun control outside of the
ally those sold

with a surgically

arena, Additionally, many creatures,

for use in public arena fight:

implanted cortex bomb for euthanasiation in emergencies
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if the Dark HEREsY
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collars found
rmoury, with a blast radius of |
rude and can y
or fail to fire. As a result, they

ven be the case that
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\Vlth m'llfumtlonmg cortex bombs for their own

The Beast House, perhaps understandably, has its claws sunk
deep into these quasi-legal hunts, illegally exporting creatures from
Fedrid and providing guides, skilled trackers, and protection for
many nobles who wish to hunt there. If rumour is to be believed,
it also secretly partitions parts of the deadly forest as pre-prepared
game reserves. Not all who hunt on Fedrid use or indeed tolerate
the Beast House and its hunters, for they have a dark reputation
with others of their profession. In particular, many of the feral

atives despise and fear the Beast House, killing its agents when
they can. Stories persist that deep within the darkest heart of the
steaming equatorial forests of Fedrid a Beast House lair sits built
in the long overgrown ruins of some ancient alien temple. It is said
that terrible rites occur there and that in the catacombs beneath, it
is men, not beasts, who are the prey.
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The Hell House on Solomon
The hive world of Solomon is a dark place, much given to
legends and myths. One such story speaks of the Hell House.
It is a myth that seems intimately linked with the shadowy
operations of the Beast House, which operates here almost
entirely in the shadows of the underhives with no official
recognition of its existence at all,

The so-called Hell House is said to be a vast decrepit spire-
mansion whose wealthy owners retreated from their polluted
world and sealed themselves up within, using their resources to
turn their home’s lower vaults into a museum for their collection
of forbidden xenos beasts and mutated creatures, Legend has it §
that, as the years passed, the family grew ever more corrupt:
and insane and that they drank alien blood and conducte
unspeakable experiments to keep themselves young and grant
them unnatural powers. They grew increasingly obsessed with®
furthering their collection and obtaining the most deadly and
strange xenos creatures; so that they in turn could feast on
them and grow ever more powerful. It is said that in order to
further their terrible ends, they gathered feral world killers and
murderous beast hunters to provide
eventually

em with new SPCC!!I\EI'!S,

leading them to create te

rible living gholams to

abduct victims

1s but one of a dozen such stories

surrected, the great Beast
f Solomon, the night-heeled ripper and many more that
1o some dark truth beneath the world's
Stories of the Hell House have been
mspered for countless years and are particularly  persistent
c-levels of Hive Gloriana, where sudden spates
ppearances and the discovery of mutilated bodies are

sed on it. The local enforcere dismiss such assert’ions as

sinks and Lyceums near where the Btast House organlsatmn
s rumoured to have links to the pit fights and gambling halls.
or those investigators with an interest in hive folklore, it is
noteworthy that in the oldest versions of the fable, the Hell
House is sometimes called the “the House of Cages" and the
name of the head of the decaying farm]y at its heart is Sire Kor -
Sank, the beast father.
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INQUISITORIAL THREAT
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INSIDE THE CAGES: BEASTS
OFTHE BEAST HOUSE

There : 0s adversaries, NPCs, and, above
all. monster: that might be encountered
in the the Beast House's bl 1ked halls. From Chapter
XII: Aliens, Heretics, & Antagonists in DARK HEREsY,
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: } of the organisation, and,

while the spectators at its dublous enterrainments can run
the gamut, the Dissolute Noble is a particularly appropriate
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Mutant Abominations and things

Master’s Kir can provide a limitless quantity of
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rorse things
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BEAST SLAVER

Each Beast House operation is usually controlled by one or
more individuals usually referred to as beast slavers. These men
and women are dangerous, often literally insane, and highly
skilled in the arts of the hunt. Privy to the inner working
of the Beast House and reveling in its excesses, they usually
conceal their sadistic leanings and barely controlled savagery
under a thin facade, posing as big game hunters, mercenaries,
and more legitimate traders. Recruited into the ranks for their
innate bloodlust, most are skilled hunters and born killers, For
them to have survived and prospered in the Beast House, they
have to be human predators as dangerous as any beast they
stalk. Many were born on feral worlds or even deathworlds
although a number hail from more civilised climes, bur all are
true savages at heart.
The following profile represents one such beast slas
such individuals may vary widely in their nature and skills

&

Int | Per | WP | Fel

Beast Slaver Profile
WS|BS | S T | Ag

38 |38 |42 | 40|45[37 35|30 28

Movement: 4/8/12/24 Wounds: 18
Skills: Awareness (Per) +10, Common Lore (Imperium) (Int),
Climb (S), Concealment (Ag) +10, Dodge (Ag) +10, Drive
{Ground Vehicle) (Ag), Forbidden Lore (Mutants, Xenos)
{Int), Interrogation (WP), Intimidate (S) +10, Medicae (Int),
Navigation (Surface) (Int) +10, Scholastic Lore (Beasts) (Int)
+10, Security (Ag), Shadowing (Ag) +10, Silent Move (Ag)
=10, Speak Language (Feral World dialect, Low Gothic) (Int),
Survival (Int) +20, Swim (S), Tracking (Int) +10, Wrangling
{Int) +10.

Talents: Basic Weapon Training (Las, Primitive, SP), Blind
Fighting, Crack Shot, Crippling Strike, Fearless, Iron Jaw,
Melee Weapon Training (Chain, Primitive, Shock), Pistol
Training (Bolt, Las, Primitive, SP), Rapid Reaction.
Armour: Light carapace breastplate and mesh reinforced
leathers (5 Body, 2 Arms and Legs).

Weapons: Skinning blade (1d5+6" R; Pen 2; Balanced)
shock maul (1d10+4" I; Shock), hand cannon with man-
stopper rounds (35m; S/—/—; 1d10+4 I; Pen 3; Clip 5; Rld
2Full), mono-knife (3m; 1d5+47F R; Pen 2) and hunting rifle
with custom explosive rounds (150m, S§/—/— 1d10+4 X;
Pen 2; Clip 5; Rld Full; Accurate).

“Includes Strength Bonus.

Implants: Good quality cyber eye with Dark Sight and
Telescopic Sight, implanted lung filters.

Gear: 3 clips for any weapon carried, personal vox, 1d10+10
Thrones, injector with two doses of stimm, one of panimmune,
and other gear as needed.

Threat Rating: Hereticus Minoris.

OGRYN Beast KEEPER

Ogryns are abhumans, slow-witted, stoic, and often loyal
creatures, whose gigantic frames and ultra-dense muscle tissue
and bone structure make them perfectly suited for life in harsh
environments on high-gravity worlds. Moreover, Ogryns are
genetically stable, and there is some debate as to whether they
are mutations at all, or rather the result of bioengineering
in ages past. Ogryns, while far from common, are perhaps
the most widely accepted and least suspect abhuman species
n the Imperium. They are well-regarded for their loyalty,
unbelievably vast strength, and fortitude, with many serving
hfully in the Imperial Guard.
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> Ogryns who serve the Beast House¢, however, are

ugmented, cowed by brutality and torture, and
display callous savagery, these cruel and dumbly

specimens within

2

Int | Per | WP | Fel

Ogryn Beast Keeper Profile
WS|BS| S | T |Ag

i8] (1a)

32|22 (48 | 52 |28 | 15

20 |33 | 18 |8

Movement: 2/4/6/12 Wounds: 309
Skills: Climb (S), Intimidate (S), Speak Language (Low |
Gothic) (Int), Survival (Industrial) (Int), Trade (Beast Keeper) &
(Int) +10. !
Talents: Die Hard, Fearless, Hardy, Melee Weapons Training
(Primitive, Shock), Natural Weapon (Oversized fist).
Traits: Size (Hulking), Unnatural Strength (%2), Unnatural
Toughness (x2).
Armour: Heavy, muck and gore splattered vulcanised work-
robes and hide-leather aprons (All 4, Primitive).
Weapons: Oversized fist (1d10+8 I'; Primitive), huge meat
axe (2d10+9" R, Primitive, Unwieldy) or hook-gaff (10m:;
1d10+8" R; Primitive) or oversized shock maul (2d5+8f I;
Shock).

Includes Strength Bonus.

Gear: Goggles, keys, meat hooks, lengths of chain.
Threat Rating: Hereticus Minoris.

RipPsAw SCUTTLER

A popular creature in the arena, the Ripsaw is a man-sized
arachnid creature native to the ill-famed swamps of the world
of Dusk. Covered in bladelike quills, the scuttler has a vicious
temper and is capable of shredding creatures far greater in
size when it is threatened. The Beast House manages these
creatures through the implantation of drug injector rigs to
stimulate their aggression or render them unconscious when
needed and usually replaces their natural chitin-blade
mono-edged implants,
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| Ripsaw Scuttler Profile

3

[ Beast House Murder Gholam Profile

.o -
WS|BS| S | T | Ag |Int| Per !WP WS‘! BS| S | T | Ag | Int | Per | WP | Fel
_ i {6y [18 :
55| —[35/35|58 |14 /46|38|—| |58 — 38/40|26 |18 30|15 10
Movement: 5/10/15/30 Wounds: 13 Movement: 2/4/6/12 Wounds: 9

Skills: Awareness (Per), Climb (S) +20, Concealment (Ag)
+10, Dodge (Ag) +10, Silent Move (Ag) +10.

Talents: Catfall, Furious Assault, Hard Target, Heightened
Senses (Vision), Swift Attack.

Traits: Bestial, Dark Sight, Fear 1 (Disturbing), Natural
Armour 2 (All), Quills, Sturdy:

Quills: Any creature in close combat with the Ripsaw that
strikes it “bare handed” or with a small weapon such as a
knife must pass a Challenging (+0) Agility Test each time
he successfully hits the creature or suffer 1d5+1 R (Primitive)
Damage to that hand or arm location.

Chem-Rig: The Ripsaw has a (remotely triggered) injector
rig surgically bonded to it that, when activated, bombards
the creature with a cocktail of combat drugs, increasing its
strength by +10 and enabling it to ignore Stunning and any
negative effects to its Characteristics from Damage or Critical
Damage. It will also seek to attack any creature it can lay its

SONHY

- bladed limbs on and, unless otherwise controlled or distracted
 (by being attacked, etc), continues to savagely rend the
 carcass of its victim long after it is dead. The rig also contains
} massive narcotic dose designed to “stop” the creature—the
'_ psaw must pass a Hard (-20) Toughness Test or collapse
nto twitching unconsciousness for 1d10 hours.

Armour: None (All 2, Primitive).

Weapons: Implanted mono-blades (1d10+4f R; Pen 2).
Includes Strength Bonus.

Threat Rating: Xenos Minoris.

SECRET HORRORS

Behind layers of secrecy and bloodshed, the Beast House’s
true terrors hide—savage and sadistic alien torturers, human
victims twisted into living weapons, and xenos creatures too
terrible and dangerous to be allowed to exist. Here is one

sampling

THE BEAsT HOousE MURDER GHOLAM

Murder Gholams are hor
crafted from a unique and nig
mutilated living human victis
tissue, and bio-grafted es
House's secret flesh-craft, there can be
‘¢xamples of forbidden bio-alchemy and ¢
‘bodily fusion of human and alien. These dreadful creatures
are twisted and horrific killers driven utte ly insane by the
m-entcd agony of their own existence, with loyalty to their

Skills: None.

Talents: Iron Jaw, Fearless.
Traits: Fear 1 (Disturbing), From Beyond, Mutation (Roll for
1d5-2 Major Mutations from page 335 of Dark HERESY to
represent the bizarre experiments in flesh grafting and alien
implants that it has been subjected to. Alternatively, roll for
Traits from the Alien Generator found in the Game MasTeR’s
Kit), Natural Weapons (Implanted blades and distorted
limbs), Unnatural Strength (X2), Unnatural Toughness (X2).
Bio-Frenzy: The Murder Gholam’s surgically augmented
system can be supercharged by using a simple control device
to remotely trigger it into unleashing a battery of alien
chemicals to flood its body. While this is in effect, the Murder
Gholam gains Frenzy, Swift Attack, Unnatural Agility (X2},
and Regenerates one Wound at the start of each Round.
However, at the end of each Round, roll 1d10. On a roll of an
“8” the creature’s body ruptures explosively from the strain,
killing it instantly and showering the area in gore, shards of
bone, and implant fragments. Treat this as a 3 metre Blast
causing 1d5+2 R Damage.

Armour: None.

Weapons: Implanted blades, distorted limbs, razor teeth,
ceramic claws, hook barbs, etc. (1d10+6" R or I; Pen 2).
“Includes Strength Bonus.

Gear: None.

Threat Rating: Obscuro Minoris.



HE CRYPTOS

“T'he alien ts an all consuming destroyer, a whisperer of tempting lies that

wishes to dominate and subjugate mankind utterly—such dull platitudes
are those of the dutiful simpleton. The truth is worse by far.”

—Inquisitor Augustine Mordecai,

address to the Hilician Symposium

he strange and sinister xenos race known to the
Inquisition as the Cryptos comes from the cold
darkness of the interstellar void where it can scarcely

be coneeived that anything could live. Without solid physical
form, they appear as strange gaseous clouds tinted with an eerie
greenish glow and filled with maddening, half-formed shapes
They are able to pass through solid matter and even through
the hulls of star vessels, and far more dangerously, they have
the power to take living human bodies as hosts in order to
sulfil their inscrutable aims. They are a cold and mysterious race
hose desires and thoughts remain hidden from others and

-
sossess an implacable and patient intelligence.

Masked in human flesh, they walk amongst mankind
snd secretly infest communities, twisting them until they are
sompletely under their dominion. They treat humans with
wier disdain and a callous disregard, for these seemly immortal
seatures carry themselves as fallen gods fleeing something
greater and more terrible yet, and mankind is to them no more
than cattle to be used and disposed of at will. The Cryptos are
s rare and utterly insidious threat, and though no cities have
surned in their name nor have they raised armies against the
Sominion of the God-Emperor, they are the manifestation of
whwy the alien is loathed and mistrusted in all of its forms.

Using THE CRYPTOS

The Cryptos represent a kind of threat that is usually the domain of psykers, daemonic pow

THE MOTIVATIONS AND
INFILTRATIONS OF THE
CRYPTOS

The Cryptos dominate and control humans, using them with
a callousness that is as cold as the void from whence they
came. They have no lust for dominion over the weak and
fleshy realm of mankind; instead their infiltration of human
communities offers them protection. None can guess at the

or from which they flee and perhaps even they can no

ger recall its nature (except for a crawling dread imbedded
in their racial memory), but to this end secrecy and security
are their overriding goals.

Regardless of the cause of their fear, the fundamental
motivation of the Cryptos has remained unknown to the
Inquisition, though some subtle-minded savants serving mot¢
Radical masters have begun to conjecture along the correct
lines. Once they have taken human hosts, the Cryptos need to
guard against mankind itself and keep their presence utterly
secret, as they know full well the lengths that the Inquisition
will go to in order to root them out if discovered. Simply
appearing to be the people they have taken as hosts does not
suffice, and though they can mimic the knowledge, reactions
and personalities of their hosts to an almost perfect degree,
their need for safety drives them to build sanctuaries in isolated
corners of human society for their long-term protection.

The Cryptos are not a numerous race and operate in
small groups ranging from a handful to perhaps as many as§
20 individuals. When taking hosts, they seek to migrate tol
obscure and overlooked locations where any side effects of

their infiltration will be easiest to control and where they 3

can exert influence over normal humans by taking influential

or Chaos cultists. This

is the threat of an enemy that is imbedded and hidden amongst what seem to be normal people. As a result, the Cryptos

make a good alternative to these kinds of adversaries, replacing the menace of the warp with the insidious nature of the alien.

They also offer an additional twist to events, as rather than conquer or sow destruction they want to remain hidden and maintain

the unassuming stability of their situation. They also appear completely human and are almost undete

communicate telepathically.

ble except when they

These qualitics make them ideal for encounters focused on an isolated location such as a small pilgrim ship, mining colony,

or remote monastery, for example. In portraying the location of a Cryptos

everything appearing
will use their outward humanity to deflect the

it should be and no signs that a terr

and know that killing Inquisitorial Acolytes is the best way to dray

accidental), Once the Acolytes discover the truth, the glove:

sbout the survival of their hosts or the survival of those around them. Their
befuddled minds of those who have lived close to them as automaton-like cannon fodder. Ultimately, if all else

olytes in order to ¢

ome off and the A

infiltration, it should be disturbingly ordinary, with

secret lies beneath the seemingly normal surface. The Cryptos

use their investigations; they do not want to be discovered
attention and will avoid it (or at least make any murders seem
olytes will be f:

vill be on des

with aliens that care nothing
1g the Acolytes using the
s they will try

w0 escape by jumping from body to body—possibly even the body of an Acolyte.

The Cryptos ate consummate deceivers and will play their roles right through to the end, appearing reasonable and even helpful
w0 others. Once the gloves come off, however, it’s a different story. They should be portrayed as utterl callous creatures, lacking
i all emotions except distain and cold mockery for the “meat” (as they refer to humans), with an arrogance born of what they feel
ghemselves o be—higher beings treading the earth under sufferance. They will not care how many lives they expend w keep

themselves in power and secret, and if all el
collateral damage as possible.

s, they will cut their losses and run, usually covering their escape with as much
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are the keys to dominating the humans around them. Thus the
Cryptos make their sanctuary mo

ecure and their presence
more difficult to detect. Small, S

contained commun
are ideal for their purpos
although they have :

than they have
After findi

may migrate fi

damaged hosts a

weed out any potential dissent or fhu.-.u to Lhuﬂ, lnh. ¢

maoving on once more if endangered or due to the urgings of

ure as possible
rards them. O
sychic influence
those who are ¢
until the humans who have ignorantly dwelt with the Cryptos

can be made to obey almost any command. This controlling

o carry out their wishes, The Cryptos also use th nan

ion for hierarchy and authority to further secure

their control by creating guilds and fraternities that gradually

become more and more important to the commupity thit
they are part of. The control of such organisations ex

dominated communities can

tructed sanctuary be threatened or draw Inquisitional

ion, the Cryptos will move to eliminate the threat using
able resources and then, once the threat lns been
climinated, restore their human community to its ‘normal”

state as if the threat had never existed.

THE ORIGINS AND NATURE
OFTHE CRYPTOS

os exist physically as an etheric, pseudo-plasmic,
gas-like substance bound by an esoteric energy field that to
the human ey a hazy cloud of green tinted vapour.

drift in the great dark voids
Y commune v

1 small group: sychic means

KNOWLEDGE OF THE CRYPTOS

The Cryptos are a highly obscure xenos race of which very little is known. What little knowledge exists is heavily proscribed and
held by only a handful within the Inquisition, contained within the dry texts of xeno-savants and apocryphal Rogue Trader's tales.
Presented here are guidelines for what Acolytes with the Forbidden Lore (Xenos) skill may know about the species.

Degrees of

Details Known
Success

Standard
Success

Three

TABLE 3-6: THE SECRET LORE OF THE CRYPTOS

One The Cryptos are thought to be an incorporeal race that dwells in the deep void. Lttlle is known about

them and most think them a myth one of a thousand dread fables of the blackness bclween SUATS.

Humans can be possessed by the Cryptos in much the manner of Unclean sprits (although without
the usual signs), controlling them utterly Such possession usually leaves the host dead or with
extensive damage when the alien leaves the host’s body. They are thought to be at Teast partially
psychic creatures, although they are not warp entities.




and are (unless destroyed by violence) effectively immortal.
Usually these drifting groups are small, rarely numbering
more than a dozen. The utterly alien preoccupations of
the Cryptos prior to their contact with mankind are not
open to the human understanding. Born in the deep void
between star systems, they do not possess intelligence or
emotions as humans understand them. However, they know

and understand the human mind with an alien objectiveness
gleaned from the minds of those they have possessed over
the years.

How long the Cryptos have existed is completely unknown,
but what can be guessed at is when the Cryptos first began
to infiltrate mankind. This moment can only have taken place
during the ages in which man has moved amongst the stars,
as the remote existence of the Cryptos beyond the warmth
of suns would have kept them away from the planet-bound
beginnings of humanity. Dwelling in the lightless margins
of star systems or in the deep void, the Cryptos must have
met with mankind and learned its weaknesses, its flesh-bound
desires, its fears, and its ignorance. They must have seen a
possibility in the fleshy race they could so easily possess, the
possibility of domination and concealment, because for all
their utterly alien nature the Cryptos have one thing that
can at least be approximated to a human emotion—fear.
The unknown object of their fear may even have driven the
Cryptos into their bodiless existence, hiding in the emptiness,
perhaps drifting away from some ancient enemy or star
mow long dead. However, it seems to them that the human
Imperium represents their greatest chance of successfully

hiding from whatever it is they flee.
~ How long ago the process of infiltration and control began

2 g ‘how ‘many Cryptos there are can not be estimated with
‘ 5 E .
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any accuracy. However, infestations have been uncovered |
on scattered Imperial worlds in the Segmentums Obscuru

and Pacificus ever since the race was formally identified and
confirmed as “Diabolous” in the 35th Millennium. It has
been noted by some in the Ordo Xenos that the number of -
instances of Cryptos infestation may extend far further into
the past, but such instances may have been mistakenly treated
as instances of witchery or daemonic influence.

THE INCIDENT AT FALL NARROW

The Calixis Sector has had only a single formally identified
instance of a Cryptos infiltration being discovered and destroyed
since its foundation, although several more are suspected. This
single verified infestation occurred at the mining community of
Fall Narrow on 88 Tanstar nearly two centuries ago.
Numbering under a thousand inhabitants, the settlement of
Fall Narrow was relatively efficient and quite unremarkable; it
met its quotas, people were born, worked, and died without
unusual incident, and various officials passing through did not
find any cause for concern. So things might have continued
were it not for a mining accident that was witnessed by a
travelling Administratum scribe detailed to carry out a local
census. Dozens died during this mishap, and the scribe, to his
horror, saw the settlement overseer impaled by a fallen joist. As
he died, the overseer’s body thrashed about and a green cloud
billowed out of his eyes and mouth. The seribe recorded the
unwholesome sight on his ocular augmetic before fleeing. In
response, the panicking regional governor deployed enforcer
units that attempted to storm the settlement and conduct an
investigation. 4



3 The-assatﬂr turned into a massacre as the ordinary men
nid women of the settlement resisted fiercely. The violence
quickly and dramatically escalated with the miners attacking
the enforcers with makeshift demolition charges and industrial
machines and the enforcers responding with heavy assault units
{the locals seemed to be under the delusion that they were bein g
attacked by corsairs and outlaws). Captured prisoners showed
signs of psychic suggestion and mental tampering, and it was
clear something alien and malign was at work. This became
-~ particularly evident when the enforcers’ own encoded vox-net

1l
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was compromised and an entire strike-force was led into a trap
and destroyed.

At some point during the assault, the central explosives
store detonated, (although whether deliberately or by a stray

SONAY

round remains unknown). In the explosions and fires that
followed, the settlement and almost all of its inhabitants and
many of its besiegers were killed. When the Inquisition arrived
shortly afterwards, it found that in a demonstration of either
compounded incompetence or xenos conspiracy no records

surviving enforcers involved in the incident, Given the ability
of the Cryptos to possess victims, their evident intelligence,
and their skill at evasion, the xenos threat was likely merely
displaced to another quiet and unassuming backwater. Despite
a full Inquisitorial investigation, no further trace of the Cryptos
colony was ever found.

OWLEDGE AND
GNORANCE

Little is known of the Cryptos, and what is known is often
confused with information about other races. Presented here are
guidelines on what different groups know about the Cryptos
and their activities outside of academia and Imperial history.

The Void Born and Ship Dwellers: There are many void
born myths that relate to unexplained incidents and strange
phenomena that may have the Cryptos as their true source.
Particular references to small ships going missing only to be
later discovered lifeless, deactivated, and sometimes concealed
within asteroid belts and gas giants in outlying colony systems

ay have something to do with the Cryptos’ activities. Likewise,

f “ghost lights” haunting ships when visiting distant and

empty sia 1S OF CTew acting in an

uncharacteristic

manmer may

-that some effort sho
specimen to unlock its potentially ag

INQUISITORIAL THREAT
RIEFING

alixis Sector, the current threat posed by the
nknown. There have been no recent indications of
estation and no reports that an infestation might

were kept of surviving inhabitants (if any) or the names of

exist. On such evidence, there can be only one conelusion by
the Ordo Xenos: the threat is most severe. The few instances:
of Cryptos activity within the sector indicates that this region
of space is not unknown to them. Silence can only mean that
out amongst the scattered worlds of the sector there turk what
seem to be men and women, who work, talk, and eat, blénding
in with their fellows, but inside them is nothing but a cold
intelligence, born of the void and driven by terror.

THaE CrYPTOS CONFRONTED

The Cryptos are encountered in two forms. Their natural
form is a strange green-tinted cloud of energised gas, and
their parasitic form is an apparently ordinary human who
is possessed and controlled. The rules that follow cover the
Cryptos in its incorporeal form and also give an example of a

possessed human.

Cryptos Natural Form Profile

Ws|BS| S | T |Ag|

Int | Per | WP | Fel

I5 |15 |— (25|30 |60 |35 |50 |10

Movement: 3/6/9/18 Wounds: 12
Skills: Deceive (Fel) +10, Forbidden Lore (Xenos) (Int) +10,
Psyniscience (Per) +10, additionally all (Int) based Skills are
Basic Skills for the Cryptos.

Talents: Resistance (Psychic).

Traits: Energy
Incorporeal!,

Sensitivity”, Flyer 6!, From Beyond,

Cryptos Possession’, Pseudo-gaseous Form,
Strange Physiology®, Unnatural Senses.

"These Traits only apply when a Cryptos is in its Incorporeal
form and do not apply to a creature it possesses.

Psychic Powers (Psy Rating 2): Compel, Fearful Aura,
Forget Me, Inspiring Aura, Sense Presence, and Telepathy,
Energy Sensitivity: Although a Cryptos in its natural form
is permanently incorporeal, strong energy fields will block it,
and it is vulnerable to shock weaponry (taking half Damage),
psychic energy, and powerful electrical discharges.

Pseudo- -ghseaus Form: A Cryptos is visible to normal sight as
a flic fense green-tinted cloud; however, this cloud
= of esoteric energy patterns than solid matter.
a Cryptos cannot be detected by devices
varp disturbance or biological life, but may be
Hard (—20) Awareness Test using an auspex
scanner, appearing as a strange electromagnetic

Compei A Cryptos can use the Compel power automatically

on members of a community that it has infiltrated for more
in a year. Should Compel be used against an individual who

has not had prolonged exposure to the Cryptos, an Opposed

Willpower Test is required.

Telepathy: A Cryptos can communicate with other Cryptos'

within 20 km without needing a Power toll, and can potentiall

reach interstellar ranges with the right condrtlon&

Weapons: None.

Threat Rating: Xenos Majoris.




_.-."I‘He_- Cryptos have the ability to possess physical bodies. While this is very similar to the possessing attack of warp entitics (see
~ page 331 in Dark Heresy), the Cryptos ability has a number of important differences resulting from the uniqueness of their

vP10s PossEsSION (TRAIT)

physiology and their ability to bond their beings completely with their subjects. The mechanism by which possession occurs in

“the game is detailed as follows:

Tre PosseSSION ATTACK

The Cryptos must be in contact with its intended victim and use a Full Action. The creature and target make Opposed Willpower

Tests each Round until either the entity or the victim achieves a total of five degrees of success over the other—this is cumulative

over several Rounds, If the Cryptos wins, it successfully possesses its victim. If the victim wins, he has repelled the Cryptos, who
may not attempt to possess him again for 24 hours. The repelled Crypios is also Stunned for 1d10 Rounds.

Tue Errects OF POSSESSION

The Cryptos takes complete control, binding itself to its victim’s mind and nervous system. It has full access to its victint's memories

and is capable of commanding the body to function regardless of pain and injury. Make the following modifications to. the

possessed character’s profile.

+ Add 10 to the victim's Toughness Characteristic.

« Exchange the possessing entity’s Intelligence, Perception, and Willpower scores for those of the victims.

+ The Crytpos’s Psy Rating and powers also replace any that the victim possesses.

« Add the Skills and Talents of the Cryptos to that of the possessed victim.

» The Cryptos also has complete access to the victim's memories and knowledge, able to flawlessly pass as the person.
It gains a +20 to any Deceive Test to imitate its victim with prior acquaintances, etc. Behind this pretence lurks a
cold and uncaring alien intelligence, and the “real” mind and soul within is crushed into an utterly oblivious state.

CastING OFF A Bopy

The Cryptos is cast out of a victim as soon as it suffers Critical Damage or if the victim is subject to a powerful electrical shock.
A Cryptos cast out in this manner is left with only 1 Wound remaining. The Cryptos can also leave its victim at any time and
return to its incorporeal state, although leaving a body inflicts 1d5 Wounds on the Cryptos. A Cryptos cannot be driven out using
methods that specifically effect daemons and other unclean spirits, as they are not warp entities.

SURVIVING CRYPTOS POSSESSION

Should the Cryptos leave its victim, the ordeal has a 25% chance of killing the host. A victim that dies in this way appears to have
suffered multiple organ failure with indeterminate cause. If the victim does not die as a result of the Cryptos’ departure, he takes
1d10 points of permanent Damage to his Toughness and Willpower Characteristics. In addition, the victim gains 1d10 Insanity
Points and has no memory of his time under possession whatsoever.

AN ExAMPLE OF CRYPTOS POSSESSION
The following is an example of a Ministorum Preacher (sec page 342 of DARK Heresy) who has been possessed by a Cryptos.

Cryptos Ministorum Preacher Profile
WS|BS| S ’l;jAg Int | Per | WP | Fel

20 | 20 | 30 40 :*310 |_'-6O 35 ‘ 50 35

Movement: 3/6/9/18 Wounds: 10

| Skills: Awareness (Per), Charm (Fel), Common Lore (Imperial Creed) (Int), Deceive (Fel) +10, Forbidden Lore (Int) (Xenos) +10, |

Literacy (Int), Psyniscience (Per) +10, Scholastic Lore (Imperial Creed) (Int) +10, Speak Language (High Gothic, Low Gothic)
(Int), other (Int) Skills as Basic Skills.
Talents: Air of Authority, Master Orator.
Traits: Cryj .Poés;éséibn,_'l?rom !_Béyond', Unnatural Senses.

sy Rating 2): Compel, Fearful Aura, Forger Me, Inspiring Aura, Sense Presence, Telepathy.
siastical robes, prayer book, numerous small devotional items.
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Recollections of the Persecution of Lucius Carden
Honouired Whitlock,

the heretic abomination Lucius Carden. Given that you have clearly found the details held in official record inadequate, 1 fear my
recollections will not be as precise or as complete as you may require. Unfortunately the only other survivor was my then fellow
apprentice Augustine DuNoir, and since her reputed fall from grace and disappearance in the Mandragora Sector, I fear she is now
beyond us both. = e;

It has been over three decades since, as the apprentice of the late Inquisitor Xerxes, | was involved in the disastrous prosecution of

To the matter, then. Lucius Carden was the master of a chartered far-trader, the now infamous Dream Woalker. At the time when ¢ ¥

I and my fellow acolytes became involved in the case, it had become clear that Carden was acting as the front man for a coterie Y8
of archeaopirates who plundered unclean things from dead worlds to the northern rim of Calixis. They then sold their ill-gotten E
relics through his trade contacts in the sector core.

As we suspected him a simple criminal and a direct connection to what we assumed to be a wider and more dangerous B
organisation, we decided to effect an aggressive boarding of the Dream Walker while it was re-supplying at the Fenksworld orbital :
dock and seize it for our own use. We hoped to take Carden alive, or at least capture & trusted member of his crew to extract

information from.

By Xerxes' order 1 was charged with command under Carta authority, and four squads of Battlefleet armsmen were requisitioned
for support. With us were seven other acolytes of my master. All were trusted, experienced, and most capable. We thought
ourselves well prepared and that we had the situation’s measure. On all counts we were unreservedly and emphatically wrong.

h
Effecting simultancous assault via the port’s docking cunnel and an explosive breach in the ship’s maintenance bay by our i
guncutter, we made quick progress past the gaudy areas of the ship and penetrated the outer holds and crew spaces completely
unopposed. Disturbing as this was, we took advantage and pressed deeper. It was not antil we entered the main cargo arcas that a
we realised that Carden was far more than a dealer in proscribed artefacts,
:
¥
4
B

The inner holds were filled with row upon row of sealed armour-glass cylinders filled with human remains. 1 recall there was ne
reele of decay, the air was chill with a trace of flower blossom as if the master of this abomination did not care for the smell of rot.
We ordered the vile holds guarded for later examination—though T was sore tempted to order them put to flame without delay-

We proceeded though the rest of the Dream Walker, meeting no one but servitors that performed the functions of a crew. So it

was until we reached the grand staterooms that barred the ascent to the command deck. Here we found Carden and the few living
occupants of that damned vessel. Arrayed in finery, they sat around a great stately table before empty plates. Many of the diners 1
had the manner of cattle stupid with fear, others looked at us with what [ recogniscd as true madness.

None moved when we declared our authority and fanned out into the stateroom. At the head of the grand table Carden waited,
every inch the noble captain, smiling as if we were expected guests. I was struck in that moment that we were in his trap rather
than he in ours, that he had simply waited for his prey—his dinner—to come to him.

I remember what transpired then with total clarity, and 1 suppose I shall take those moments to my grave: Carden stood up and
bade us welcome to his feast, His smile widened to an extent na human face should allow, and his disguise cracked, revealing his
true face. His bones hardened and distorted, and the flesh that stretched over them took on the colour and patternt of wyrmling
larvae. I shot him and continued to do so until my weapon was spent and he laughed! He came at us faster than the eye could see.
Las fire, stubber shots, even bolt rounds, nothing slowed him. He even let himself be run through with blades so that he could get
close enough to tear apart his attackers with his bare hands. In the pandemonium that followed, we had a dozen dead in as many

seconds.

To remain would have been suicide, and I signalled an emergency retreat. Augustine, myself, and a handful of others fled the
stateroom. We only had <uch time as it took Carden to slake his hunger on those that he had killed before he pursued us, hunting
us down with inhuman speed and very human delight. Only Augustine and 1 made it to the boarding tunnel alive, and both of us
injured.

I can still see him standing there as I looked through the blast door’s viewport, the long iron-grey bulk of the Dream Walker
tearing away from its moorings and its terrible master braced on the edge of its unsealed dock, laughing in the hard cold of
the void. The rest is in the report. Despite heavy damage, the Dream Walker escaped, and in the decades since, it has gained a
reputation as a haunted, damned ship. Of its master, | know not.

Old friend, I hope that these recollections are of use in what 1 can only presume is the pursuit of 2 similar quarry or the beast
himself, and know that me and mine are at your disposal should you need us. Regardless, I would leave you with this one piece of
considered council: though the ways of our most puritan brethren are not yours, if you should even suspect the presence of such
an abomination, heed their methods and obliterate the location com pletely and totally. Leave nothing to chance.

Inquisitor Herrod
Ordo Xenos
Conclave Calixis




THE HALO
DEVICES

“Beyond those forbidden heights, gated and bound by bonds that man

should never break, waits a throne that gods would fear to take.”
—Note found in the personal documents of renegade
Inquisitor Erya Nephthys

n some ancient and forgotten worlds, the ashes

and echoes of races and civilizations long dead

still linger. The galaxy is far older than human
experience can comprehend, and in its dark history many
saces both great and insignificant have risen up and returned
o nothingness, all long before mankind even evolved. Of
most nothing remains but dust and silence, but for some their
works endure.

Products of inhuman knowledge and unknown purpose,
some are enigmatic and inscrutable whilst others are perilous
mdeed—seeds of corruption that can twist the soul, befoul
the mind, and profane the sacred human form. One such
genus of artefacts, spoken of in Inquisitorial record and Rogue
Trader tales as the “Halo Devices,” has long been known and
torbidden to mankind, for these objects are truly dangerous.
tet there are those who would seek out and possess a Halo
Device for all its dark renown and use it for the false gift it
promises. The reason is simple. Mankind has always feared

death, and a Halo Device offers immortality...for a price.

THE ORIGINS AND NATURE
OF THE HALO DEVICES

Halo Devices are so named because they come from worlds
within the volume of space known as the Halo Stars—a
dangerous and ill-omened region that is bordered by several
barbarous voids of space as well as a number of Imperial sectors
mcluding Scarus and Calixis, The worlds from which Halo
Devices come are truly ancient and utterly lifeless, orbiting
dead stars which must have burned their brightest many
thousands of millennia ago. That such worlds once were part
of some antediluyian and now long dead civilisation is a fact
generally agreed upon by xeno-arcanists and Rogue Traders,
but just what the creatures from this civilisation were or how
they passed into extinction is a question that has never been
answered.

All that may be surmised about these creatures comes from
the one legacy they left behind—the artefacts referred to as
Halo Devices. From these, it can be surmised that the makers of
the Halo Devices had highly developed technology and a great
snderstanding of physical matter and biological processes far in
advance of perhaps any other known race or science. Whether
the cffects Of thtst. dCViCLS of human tissue is dehbera[e ornot

.licti_unre'iated t't_)_thei'r true purpgse.

‘analysis, the terrible properties of the seemingly
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It may of course be that a Player Character or even a
Radical Inquisitor might succumb to the temptation of
using a Halo Device. GMs are advised to treat this with
the same caution as with Dark Pacts, as the potential
onflict which may derail your
campaign as a result. That said, the

or strong party
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ploration of such
a shadowy quest for immortality and freedom from the
woes of the 41st Millennium that a Halo Device can
bring is per 7 suitable for Dark HEeRrEesy. Sanity

rnr th!;‘ll‘ use has

m

dam:]t en included in their stages
tertiary ph.w. is1

1ld be removed
from play, perhaps to return as an arch-villain!

wholly alien and utterly mad and

Usually found buried in the decayed basalt biers and
shattered cyclopean ruins of their maker’s civilisation—Ilong
rendered into anonymity by the erosion of ages—the Halo
Devices themselves are always inexplicably untouched by
the effects of time. Halo Devices come in many forms, from
smooth carbuncular talismans to strange miniature trilobite-
like fossil curios and sinister orbs with fluid and glossy surfaces,
All share a strange metallic feel, defy analysis by auspexs or.
scanners, and are nearly imperious to harm. Indeed any forcg
sufficient to breach one will also destroy it, making any sue
act worthless. All that is known of their effects are half-truths
and stories passed down across the millennia. In fact, there are
as many strange and unreliable fragments of lore surrounding
them as there are different forms to the devices themselves,

Given the proscribed nature of Halo Devices, it is
unsurprising that rumour and supposition persist as to theit
powers and use. The truth, however, is that the devices will
indeed grant their possessor what he seeks—youth, vigour,
and undying power, but in such a manner only the most
deranged would choose. Over time, the devices become part
of their possessor’s body and mind, changing him according
to alien inclinations and subjugating him to strange thirsts.
The life of a possessor of a Halo Device becomes less his own
and more that of the device itself.

FORBIDDEN HISTORY:
THE HALO DEVICES AND
THE CALIXIS SECTOR

As far as can be ascertained, the first discovery of a Halo
Device on the edges of what would one day be called the
Calixis Sector was made by the Explorator Archmagos
Khronus in the late years of the 36th Millennium, although
apocryphal tales of dangerous and aceursed xenos artefacts o
4 similar vein originated in the area millennia before. szpﬁ

relics discovered by Khronus remained undi
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- For these horrors to emerge, a Halo Device would have to fall THaE SINOPHIAN PROSECUTION
into less scrupulous hands.

It is believed that one did after Khronus's fleet returned  Concrete evidence of the effects of the Halo Devices is
many decades later to its base on the Forge World of os  frustratingly rare, but the earliest confirmed instance of conflice
where an incident occurred whose details have been long  with the artefacts came on what was then the frontier world
suppressed by the Mechanicus. Whatever events transpired on of Sinophia Magna, some hundred years before Angevin's
Stragos resulted in the devices being identified and condemned crusade. During what is named in official Ordos sources as
by both the Ordo Xenos and the Machine Cult, and the lives  the Sinophian Prosecution, Lord Inquisitor Ozymandias
off all those involved with Halo Devices remain forfeit within Ruthven destroyed the heretic scion of a great and wealthy
the Imperium. mercantile house of Sinophia. The heretic’s name was judged

The threat posed by Halo Devices was known when Angevin ~ to be so reviled that it has been expunged from all records
began his crusade and members and servants of the Ordc os  The arch-heretic, whose influence ran through the Segmentum
travelled in his wake seeking signs of their corrup Senc C

It is even thought that some amongst the crusade’s greate said to be of unnatural powers and could not die
enemies used Halo Devices. That some of these enemies m: sition, of course, begged to differ. ..
1d secret atrocities committed by this foe of
mankind and his kin were so grievous as to merit execution not
S elf and ciates but also for all of his
the Halo Stars for signs of this trade artefacts’ assals, It b : clear during this prosecution
influence for centuries, hunting fo that the heretic suspected, a daemon-worshiper,
Halo Device : / warped mutant, or witch. Rather, the heretic’s body was a
into cor : hideous fusion of polluted human flesh and a xenological
their entire careers researchi ces artefact that hz
Congregations of Inquisitors have been created and have died
in the war against these malign gifts from the Halo Stars’ past.

heart of Sinophia’s sun, destroying him utterly:

KNOWLEDGE OF THE HALO DEVICES l

Halo Devices are highly obscure xenos artefacts, and knowledge of them is highly restricted. Presented here are guidelines
for what Acolytes with the Forbidden Lore (Xenos) skill may know about Halo Devices. Owing to their obscurity; such
Tests should have a base value of Difficult (—10) further modified by circumstance.

TABLE 3-7: SECRETS OF THE MALO DEVICES

Degrees of
Success Details Known
5 lo Stars beyond Impe
) s and ar il re em is forbidden by el
Halo Devices are diverse in form and made of a metallic material with verdigris patina. They are believed to
come from ancient and dead worlds and are said to grant immortality to those who possess them. There is a

secret trade in such items to corrupt members of the elite and the wealthy who dare break the Inquisitorial
ban. This secret trade is the focus of aggressive countermeasures by the Inquisition.

The race that made the Halo Devices is believed to have existed thousands of millennia ago and may
even pre-date the Eldar. The Devices use a process completely beyond the understanding of Imperial
lore to manipulate the body and mind of those they bond with, making their host extremely difficult
to kill and effectively immortal. However, the price paid is madness, loss of humanity, and strange
thirsts and addictions such as the need to consume blood and flesh,

| effect on those t




Iiricit TRADE

Since the sector’s founding, no more than a few score Halo
Devices are believed to have been clandestinely traded within
its bounds, each changing hands for an exorbitant price. This
trade is not only utterly illegal, but a heresy and crime so
severe that any involvement with it will draw the harshest
retribution under Imperial law. Accordingly, the illegal xeno-
excavators who obtain Halo Devices, the smugglers who
transport them, and the black market merchants who trade

in them are amongst the most secretive and dangerous of

recidivists. Such is the vast price for immortality peddled
by these scum that those who are willing and able to pay it
are among the most wealthy, powerful, and well connected
individuals, This alone keeps the Halo Device's legend alive
in circles eriminal, merchant, and noble alike.

THE TEMPTATION OF IMMORTALITY

Those few who covet Halo Devices have a simple but

terrible motivation for their desire—the youth and eternal
vigour bestowed by them. Rejuvenat treatments, sanguinary
cleansing, and other techno-biological rituals can only
preserve life so far, Even extreme solutions to extreme age
such as full augmetic conversion and life support offer at best
a poisoned chalice for those that take them up.

Rather than undergo the indignities of infirmity and the
ultimate truth of their own demise, some who desire freedom
from the cruel touch of time seek other, more desperate
meastres. For some, the Ruinous Powers await with their own
lies and empty promises. However, this path is as uncertain as
it is filled with caprice and danger to body and soul. Others,
rich, ruthless, and sufficiently well connected, may seek other
means, turning to the half-rumoured mysteries of ancient
human science and the works of the alien for salvation.

Fortunately, concrete knowledge of the existence of Halo
Devices is rare and the means to obtain one even rarer yet.
Only the wealthiest and most powerful seckers of eternal life
in the sectors that border the Halo Stars are able to pursue
these forbidden devices. Once they have obtained such a
thing, they soon find that they have a new purposes to occupy
them—first, concealing the crime that they have committed
simply by possessing one, and, over time, concealing the
side effects of the device’s gifts. The price they pay for their
immortality is ultimately everything they have and everything
they are as they spiral slowly down a path of contamination,
corruption, and madness. Over time, most will be forced
into the life of the recluse in order to survive, attended by a
few loyal or terrified servants, and ultimately must pass the
millennia hunted and shunned by their fellow man and at the
mercy of alien thirsts and ancient nightmares.

HALO DEVICES: THE
STUFFTHAT THE DARKEST
DREAMS ARE MADE OF

Halo Devices come in many forms, but most are small and
easily confused with odd jewellery, small pieces of armour,
and curious miniature statuary. The form a Halo Device
takes has no influence over its powers. Some commonly
encountered forms are spheres (also called “halo oculus” for
lance to eyes), flat ovoids the width of a human
vad hoops varying in size, or small scarab or fossil-
ts. Once one begins to bond with a person, the form
vices often changes as it melds with the user’s flesh.
izlo Device might change hands in trade once in

XENOS
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f equal or more specific value such as
titles, certain dark secrets, and other

Halo Devices can only be obtained through the most
cted traders who peddle in the
therefore have no Availability
value, as obtaining them shuuld never be a matter of simply
rolling dice.

A character with a Dark Pact, who is possessed, or who is
a psyker (or the like) cannot bond with a Halo Device—the
device will accept no master or influence but itself. ‘

Though it is only necessary that someone have close
contact with a Halo Device for it to cause its effect, there arél
numerous stories and superstitions that accompany the use of
Halo Devices. Such practices include surgical implantation o
the device beneath the skin, replacing an eye with the device
(called a "halo oculi” in this case), swallowing the device, ot
even bathing in alchemical preparations of blood during the
bonding.

unscrupulous and well ¢
heretical and profane. They

TRANSFIGURATION

Halo Devices will begin to bond with and change any person
who has prolonged contact (over several days or weeks) with
them; this contact may be as simple as wearing the device
as a piece of jewellery or keeping it in a pocket. However,
embedding the device in an open wound may well speed up
this process dramatically. Once the device bonds with the
user, it begins to alter them. This process of change moves
through three phases: primary, secondary, and tertiary. Onee a
person is into the primary phase there is no turning back, and
they will eventually pass to the secondary and tertiary phases
unless they are destroyed. :

Halo Devices require the flesh of a host, and if kept in
contact with flesh, they will bond with it and, over time,
change that flesh to suit their purposes. Halo Devices do
have a purpose, corrupted by eons as it might be, and it is
to transform the mind and body of those they bond with
towards some dark and terrible configuration, :

As a person bonded to a Halo Device moves through each
phase, vatious Traits and other effects are apphed to him.
detailed below:
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physically bonded with the user’s flesh.

.SQ that he is in the peak of youth and health,

diseases, deformities, minor mutati

this phase (albeit
superbly attuned, |

changes, the user’s
discovers that he fi
(food w
swings. As time prog

| taste ashen

requires sleep—exce

days during which he suffers fierce pt

of alien vistas and strange cities be

The following modifications :

Gain +10 Wounds.
The user no longer su )
The user regains the peak of his physical prime and
ceases to age.
Gain 2d10 Insanity Points.
Gain Heightened S
Taste, Touch)

Sound, Smell,

%x2) and Unnatural

Secondary Phase (After Several Year_ o
Contact) :

Over time, the device insinuates. itself completely .ih the users
body and becomes partially absorbed in the cellular makeup of
the body itself, with the initial contact covered over by skin and
scar tissue. The area where the device bonded to the flesh bemm
to change, becoming mottled and tough like the exoskeleton of an
ated and cold like that of an embalmfd

e (given
) and is inhu y fast, strong, and resilient. He no longer
or drinks normal food, but as he slips further into

he d'ew:lupq strange addictions and insatiable hungers

larly indulge or grow increasingly unstable and

ddictions often include spending long periods in

e user heals almost any Dama;

or immersion in solar radiation, and the hungtrs
nces like human tissue—stich as blood, flesh,
The user also finds that he has memoties of
ions, lang and scripts meshing with his

: large chunks of his own memories.

:an ing modifications apply at this stage in addition te

se from the primary
* Gain +10 Wounds.
* Gain 3d10 Insanity Points.
* Gain Dark Sight, Regeneration, Unnatural Agility
Unnatural Strength (% 2), and Unnatural Toughness (%2},
ain Forbidden Lore (Xen r add +10 to the existing
Skill.




« The user loses nearly all need for physical nourishment
{foad, water, etc) but gain an unnatural hunger or need as
pet-a Severe Addiction.

Gain Fear 1 (Disturbing), applies when the user’s true nature

is exposed.

Potential Resurrection: If the Halo Device user is killed

during this period and his body is not destroyed (burned

to ash, dismembered, etc) and if the Halo Device is not
removed from his corpse, there is a percentage chance qual
to one fourth of the user's Willpower score that within
several days his body will repair itself and re-animate.

This resurrection drives him irrevocably insane, and he

immediately progresses to the tertiary phs

Tertiary Phase (After Decades of Contact or
Resurrection)

There is no longer any

featutes,
:-cetic-hkf: carapace are :1H rec
the fingers of the hands transform int
bone. The thing that was once human i
a man's head from his shoulder:
touch of the void, and, it is s
ath. The mind that once spirall .
nd in its pls It is something fc 1
smething that can speak in

an unholy union of intelle

long dead tongues and brood on all too human desires
inhuman patience.
The following special rules apply at this stage in addition
to those from the primary and secondaty stages.
in +10 Wounds.
Fellowship by
-r by +10.
is now driven irrevocably insane and is removed
if a Player Character.
2 (Frightening), From Beyond, Natural
( ;5;1d10 + SB 1 or R), Natural Armour
), Strange Physiology, Stuff of Nightmares,
se, and Unnatural Strength (X 3) traits,
idden Lore (Xenos) +20.
Resurrection (Trait): A human in the tertiary phase of
sonding to a Halo Device can return from death. If the
1 but lmbnd\ is not destroyed, he reanimates

~15 (05 minimum), increase

and is very, very hungry. Even if

immersed in human blood

lwh electrical current or

| be resurrected, his

Istrom of blood

and unnatural en i
concrete kn
knowledg

within the Xenos dismiss it as fancifu
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INQUISITORIAL THREAT
BRIEFING

& The subject of the direst sanction, Halo Devices, those who
- trade in them, and“their users are under blanket order of
destruction by the Holy Ordos. Thankfully, Halo Devices are
- exceedingly rare, and cases of their use are equally unusual.
It is a matter of some rancour within the Inquisition that
despite suppression, tales of wondrous devices or objects
that, grant immortality or eternal youth continue to circulate
in the decadent circles of the wealthy elite. Almost without
exception these rumours have the barest relation to the truth,
but they still have the power to attract the foolish to pursue
stch devices down paths that lead them to heresy:.

Instances have been recorded in which a dissolute member
of the elite has obtained a warp-tainted item passed off as
a Halo Device, with predictably destructive results. Of near
equal concern are the charlatans and miscreants who peddle
in devices that they claim are Halo Devices but are in fact
simulacra accompanied by suitably strange stipulations for use
These simulacra are the bane of the Ordos, as they create false
leads and trails which the few true traders in Halo Devices
can use to hide their own activities. The Inquisition shows no
mercy to those who trade or are involved with the trading of
false Halo Devices—to sell such a lie is to feed heresy and so
is judged as damning as if the artefacts were true in the eyes
of the Ordos.

How many have already fallen to the hideous mechanisms
Halo Devices cannot be known. However, in some secluded
tower, or sealed estates monsters undoubtedly lurk, their once
uman form, twisted by baubles that promised life eternal,
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' TITUS NEFANDIEL: A PATH
TO DAMNATION

Presented here to demonstrate the effects of a Halo Device
over time are three ready to use sets of statistics. This
orogression is based on the Dissolute Noble NPC (see page
39 of Dark HERESY) that has been taken through the three
z2ges of bonding with a Halo Device.

PRivARY STAGE

TS Netandiel the aging and morally bankrupt scion of a noble

o immense wealth, has obtained his true desire—the key to
etemmal o v a Halo Device, Capricious and cruel, he has now
retumned a0 the wialiny and looks of his youth. He leads a double
life nows. B = maser of his house and as murderous rakehell,
IMpersonatnge & munor relative he murdered to maintain his new

 identity Dewilisily S 5t and strong, he is able to indulge in
sde eFects, and a lethal knife wound taken

owever, has begm m sic crumble, and one by one his
p{é‘awres lose thewr S Paranoia and violent mood swings set
@ hears stmmge wosces whisper to him in the dark. Soon
esses force him 50 o . - he shadows, and he begins

‘ Titus Nefandiel Primary Stage Profile
ws|BS| s | T |Ag

| (6] (&)

|25 |25|30(30|30|35|30{35]|35

Movement: 6/12/18/36 Wounds: 20

Skills: Awareness (Per), Blather (Fel), Carouse (T), Charm (Fel};,
Command (Fel), Common Lore (Imperium) (Int), Deceive (Fel)
+10, Forbidden Lore (Xenos) (Int), Gamble (Int), Interrogation
(WP), Literacy (Int), Sleight of Hand (Ag), Speak Language
(High Gothic, Low Gothic) (Int), Trade (Merchant) (Fel).
Talents: Heightened Senses (Sight, Sound, Smell, Taste,
Touch), Melee Weapon Training (Power, Primitive, Shock),
istol Training (Las, SP), Quick Draw, Street Fighting.
Traits: Unnatural Agility (X 2), Unnatural Toughness {X2).
Armour: Mesh combat cloak (Arms 4, Body 4).
Weapons: Bejewelled knife (3m; 1d5+2°R; Primitive),
compact stub automatic (15m; S/3/— 1d10+2 I; Pen 0; Clip
4; Rld Full), compact laspistol (15m; S/—/—; 1d10+1 E; Shots
15; RId Full; Reliable), power sword (1d10+8" E; Pen 6;
Balanced, Power Field).

Int | Per | WP | Fel |

Includes Strength Bonus.
Gear:

Thrones.
Threat Rating: Obscuro Minoris.

High fashion clothes, jewellery worth 1d5%10

SECONDARY STAGE

Years pass and, as the device roots more deeply in his body,
the outwardly healthy noble takes to wearing elaborate
clothing to hide the creeping transformation of his flesh. His
reputation blackened by dark rumours, he retreats largely
from public life, kept safe only by his wealth and ruthlessly
applied power. All but a few intimates are kept from getting
too close, and he secretly has developed a cannibalistic
addiction to human flesh that he struggles to contain. Though
he has little need for weapons now, he still carries a power
sword sheathed at his side that, if called on, he wields with
such strength that it would barely take a single blow to split
a Bull Grox. Only the most hardened killers and depraved of
company can stand his presence now.

Titus Nefandiel Secondary Stage Profile @if.
WS|BS| S | T |Ag el |

6 9 (a)

25|25(30]30|30 1353035

Int | Per

Movement: 9/18/27/54 W
Skills: Awareness (Per), Blather (Fel), Carouse (:

(Fel), Command (Fel), Common Lore {Impetium} (Int), Decei
(Fel) +10, Forbidden Lore (Xenos) (int) +10,
Interrogation (WP), Literacy (Int), Sleig
Language (High Gothic, Low Gothic) {Int},
(Fel). faes
Talents: Melee Weapon Training (P
Pistol Training (Las, SP), Quick [




Heightened Senses (Sight, Sound, Smell, ’
Traits: Dark Sight (Disturbit
Unnatural Strength ( Unnatural Agility (
Toughness (% 3).

Armour: Mesh reinforced robes (Arms 4, Body 4, Leg
Weapons: Compact laspistol (15m; S ; 1d10+1 E; Shot:
15; Rld Full; Reliable), power sword (1d10+11" E; Pen 6
Balanced, Power Field).

=neration,
), Unnatural

“Includes Strength Bonus.

Gear: Faded and soiled robes of fine quality, jc
1d5% L0 Thrones

Threat Rating: Obscuro Majoris

TERTIARY STAGE

Now decades have passed since his bonding
Nefandiel hasn't been seen outside his pe
ieved by many to be long
and runs his teet
thile his nightmari
yphants, muts
Beneath the deeply hooded cla
than human, and none that meet his
burning in place of his
alien malignancy. The appe
have grc

surtounding his estates is drawing too much suspicion for his

:al. Any

well wish they had not,

ver, as the thing he has become is powertful and terrible far

nd any mortal man, and he has long eschewed the use of
for ons of his own flesh.

) +20 (Int), Gamble (Int),
ight of Hand (Ag), Spe

Draw, Street Fighting,
| e, Touch).
From Beyond, Natutal

Weapons
fIncludes Strength Bon

Threat Rating: Obscuro Extremis.
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THE CURSE OF
SOLOINMON

“You do not understand! If we do not sate its hunger it will come for
ws and our children! There is no other way...”

—The Statement of Corrin Ur, Shift Foreman,

Chemstack Nincteen Lambda

olomon is a blighted, slowly dying, and heavily
industrialised hive world where rebellion, superstition,
and hate fester in the shadowed canyons of rockerete
and steel. Its hives are pollution-shrouded places plagued by
suspicion, greed, and unrest. Between the towering monolithic
citadels of Solomon's hive metropolises, thousands of square
kilometres of rusting pipelines, thundering processing vats,
and fire-belching pyro-towers cover the landscape and
darken the skies with a thick haze of black smog. In the
lightless spaces of these Interior Industrial Zones, or simply
the “Interior” as the Solomonites call them, many terrors are
said to haunt unseen. Of these tales, the dark legend of the
alled “Curse” or “Beast of Solomon” is perhaps one of the

st, most consistent, and most widely recounted.
s passed from generation to generation among the
orced to dwell in the work-houses and labour

iepths of Solomon’s Interior. It is a myth of some
n thing that stalks the darkness seeking only
within shadows, and of good men taken

ing to gristly deaths with only bloody shreds
rk their passing.

Beast is an envoy of merciless death made manifest

1orror never fully seen—a thing lurking at the edge

terrified minds of the populace. Yet the Beast is no

mere tale, but an ingrained fear that alone is powerful enough

move ordinary men and women to commit horrors in its

1ame. Worse yet, the monster itself may be far more real and

dangerous than the most febrile imaginings of those bound
by its terrors can conceive,

THE DARKNESS’S DUE

Down in the lightless pathways beneath still-stacks of the
Interior, in the pollution choked chem-spoils and rust batrens
where people labour to eke out a living by the light of
guttering promethium wicks, fear has an unfettered reign,
and chief among these is the fear of the Beast. A mind and
heart consumed by terror can contemplate any act to gain a
moment’s respite, and amongst these dwellers in the dark a
horrific tradition has grown.

These people have been consumed by their fear of
the Beast. They have no self-given name, no title, and no
organisation. They are simply victims who have succumbed
completely to their terror of what lies in the dark. They are
united by a single factor—their wish to placate and propitiate
the Beast, to preserve themselves by giving the Beas_t ts due,
even sacrificing their own in desperate, appeasing worship ¢
this emissary of death. i




- UsiNG THE CURSE OF
SoroMoN 1IN YOUR GAMES

There are many ways of getting Acolytes involved
with the legend of the Beast, and the truth behind the
myth has been deliberately left up to cach GM to decide.
Presented here are a number of adventure hooks involving
possible truths behind the Curse:

Firstly you could focus on rumours of the Beast itself.
Officials vanishing in the deep places of Solomon combined
with local tales of something living in the dark will draw
the Acolytes in and have them primed for an encounter with
a horrific creature. With such an expectation, the Acolytes
miay be unprepared for the existence of a conspiracy o
placate the Beast through sacrifice.

Alternatively, you can begin with clues indicating some
form of cult: a barely alive witness raving about people in
masks and rituals or a resolute missionary returning with
reports of outbreaks of heretical belief in the Beast will
have the likely effect of focusing the Acolytes’ attention
on the locals. Further investigation reveals crude shrines to
the missing or to the Beast itself out in ruined industrial
complexes, talk of sacrifices, and a populace terrorised
by the dark. The truly classic hook is to begin with the
disappearance of an individual who is cither connected
to the Acolytes, or who is officially significant. The
individual’s last known location will have been somewhere
in the deep places of Solomon's Interior, Experienced
players will be braced for the locals to be suspects and for
there to be some hotror lurking in the dark. In such cases,
it can be worth having something up your sleeve to reverse
your players' expectations, offering them a number of red
herrings in order to keep them on their toes! When it comes
to portraying the locals, suspicion and fear are their prime
motivators—they all know each other and they know they
have something to hide. They are also short-lived people
used to being oppressed or ignored by those in power, and
they also know exactly what fate lies in store for them should
their crimes become known. Based on this, their response
to the Acolytes is likely to be a mixture of guarded hostility
and fearful deference. However, some may be particularly
helptul or friendly; this is likely to be because they wish to
guide the Acolytes to a false conclusion, or hold the secret
guilty hope they bring salvation.

These people, though, are not skilled dissemblers or
true cultists (using the NPC templates for Citizen, Furnace
Worlker, and Dreg from Dark Heresy are all appropriate).
As a result, suspicious gaps in stories or slips of the tongue
are useful tools for imparting information about what's
really going on, as are personal items belonging to previous
sacrifices turring up in the hands of the locals.

While the local inhabitants believe completely in the
Beast, the truth is up to you. The three theories proposed
by the Inqusition are all options to choose from. These
options are not mutually exclusive—it is perfectly possible
they are all true and that the legend of the Beast is a product
of the activities of all threc.

Those not living their brief years cursed with poverty,
disease, and fear in Solomon’s darkest places cannot
understand the fear of knowing that the darkness is watching
you and may take you if it pleases. Accordingly, most who
make sacrifice to the Beast are ordinary industrial labourers

and families who are forced to live in the areas of the Interior
where tales of the Beast are est. These stories are often

d up with slews of disappe the discovery of

ody remains, and sightings of monstrous things stalking

erstand those wi 1ce to the Beas

inderstand how these bitter and fearful people

ay from light and wind in the depths of

Interior, these “zoners” labour by promethium
water thick with pollutants that seep from the
v that they are born and will die at the

—be it the slow death sentence passed

for the product of their toil or the
orld. The poisoning of Solomon
ther miseries that those

brunt of—successful

eration, a greater

I £ onths or are
touched by mutation. Tl SaC st believe

that their only chance to affect their fate is to appease at least

one of the forces that prey on rhrm.

THE RITUAL OF SACRIFICE

Around the areas consi

grounds, even those who do no

with sacrifice know of the practice ceep their mouths

firmly shut on the matter to outsiders. Thus th to some

d complicit. Though some may believe
God-Emperor, they

they must offer sa

are often outsiders who find themselves in the wrong p

the wrong time, so it is that offerings tend to be roving
minor officials, and those unfortunates who have been forcibly
“relocated” to the Interior to | up the work quotas.

It may even be the case, wh r of the Beast has grown
so strong that an entire community has fallen into sacrifice, that
the community's leaders may lure outs into their deadly
web so that they can be offered to th ast in the Dark.”
However, given the danger this posses, the situation will be
desperate in for this to occur. In other cases, sacrifices will
be taken from amongst the local populace, the

victims being selected by lottery or some

other dubious means of divination. At the

agreed time, the bound victim is taken

a throng bearing bright torches to
]'\LLp the Beast and the dark av
their faces hidden by crud

sometimes elaborate) cloth masks. In
a place where the tangle of pipes is
thickest, the sacrifice is chained

and left in complete darkness

to await his fate.
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INQUISITORIAL THREAT
BRIEFING

The Ordo Xenos has been long aware of the myth of “the
Carse” but has long relegated it to the mass of other petty
myths and horror stories that abound on Solomon, as on many
- other worlds. The Ordo reasons such stories are 2 simple,
natural response to the frailty of life and harsh conditions
there. Received wisdom points to the myth's widespread
nature as evidence that it s likely a mere convenient scapegoat,
as a single Beast could not be everywhere at once and a whole
genus of such creatures would have made themselves apparent
some time ago. They do not, however, disn
of one or more rogue xenos predat actions or even a
localised daemonic incursion being blamed on the Curse,
or .even some heretical faction using the myth

1l

*
*
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ss the possibility

for its own

ends. Some factions within the Ordo Xenos SO sure
however, believing that there is more than m e eye ir
these “folk tales.” Perhaps there is enou fur

investigation. ..

THE NATURE OF THE BEAST

Nobody really knows what the Beast is. To the spire nobles
and guildmasters, it is a childish fable. The Administratum
scribes and hab residents know it as a chilling ghost story, or
a parable of how terrible life is in the Interior. But to those
doomed to live in the Interior Zones, it is very real, and very
eadly.

Those scholars and Adepts of the Holy Ordos who have
aken time to study the stories of the “Beast in the Dark” have
come up with several possibilities. However, until dedicated
teams of investigators can be dispatched to Solomon to
uncover the truth, these will remain only theories. The truth
could be any or all of these possibilities, or perhaps something
else entirely.

The Beast is This Place
The most popular theory amongst the Ordo Calixis, (especially
with those adepts who have never had the misfortune of visiting
S 10n) is that the Beast does not exist in any literal sense.
rather a figment of the imaginations of the ignorant and
rstitious lower classes on Solomon invented to explain
leak hopeless nature of the lives they lead. A mythical
l:-s these people blame their troubles on something
cgard as concrete and tangible. More importantly,
literal Beast gives them the misplaced hope
elves through the act of sacrificing,
researchers have suggested that although
e Beast may be myths, something more than
. the polluted eavir and harsh conditions is responsible
(for hunting those who live in Solomon’s Interior. They
theorise that some arcane or even xenos mechanism from the
ent past may be responsible. Those theories are roundly
red in the Ordo Calixis.
jowever, if either case is true, then the Beast cannot
€d, hunted, or stopped. It would likely be a self-
ing fear caused by the blight and slow death of
ernatively, the Beast may be some strange,

the stories of

and purposes either too inhuman to comprehend or too
mechanistic to placate. It takes people in the dark, and as
long as people are there, they will disappear. As for those
sacrificed to the Beast, some may be taken but most likely
starve to death or are eaten by rats. No matter how they end;
their deaths are futile attempts to control something that does
not understand the gifts or wishes of men.

Existential Enemies
More exotic theories as to the cause of the “Curse” include an
ancient alien device buried beneath the surface that consumes
life energy or an ancient system from the Dark Age of
Technology that climinates living things according to some
inexplicable programmed parameter, its victims rendered
down by blade-fingered servitors or swarms of brass-cased
insects. It could also be some property of the materials used
to build part of the foundations of that part of Solomon's
industrial complex, causing people to slip out of reality and
into the warp. It could even be the work of some ancient
creature or xenos species that predates human involvement on
Solomon, acting to preserve its secret existence.

The Beast is Man
When people fear the unknown, they may talk of Beasts that
lurk in the dark and of fiends with sharp teeth that thirst
for flesh. These tales, though, are the products of wishful
ignorance—Man is the worst Beast that lurks in the darkness
of Solomon.

Several Inquisitors whose minds tend to think in such
terms privately suspect that someone is using and propagating
the stories of the Beast for his own purposes. After all, the
population that lives in the depths of the Solomon industrial
complexes are a hidden, blighted people who will not be
missed and are perfect cattle for others who need a regular
supply of humans for some vile purpose. While the terrified
dwellers gather around their chem-lamps and whisper about
the Beast, others watch them unseen, waiting for one to stray
into an isolated spot so that the others can do what they
wish. To these quiet watchers, the whimpering offerings left
in dark places are amusing and readily accepted gifts that do
not dissuade them from their purpose.

Potentially Monstrous People
Both the Amaranthine Syndicate and the Brotherhood of the
Horned Darkness represent active cults on Solomon whose
activities may inspire the legends of a Beast, just as they have
inspired different tales in other parts of Solomen, A murder
cult amongst the elite of Solomon could alse be to blame, as
could the needs of a hidden xenophile ot heretek cabal tha
requires a continuous supply of human subjects. =

The Beast is Real
While not a common theory, a voeal minority BfInqu
scholars contends that the Beast actually exists as som
creature. Why, in a galaxy full of strnixge'and 'er ib
could there not be some sort of creatur C
of Solomon, preying on the poptlation
If this is true, then the frighrem'-ﬁg;i o




Interior describing the Beast cannot be dismissed out of
hand. Those who dwell in the dark places of Solomon tell of

a crawling nightmare and the silent scythe of death. Gorged
on rumour, fear, and superstition, the Beast has as many forms
as the people who tell of it, yet all speak of the thing in
the dark that comes and snatches away the living without a
sound. If the Beast is real, then it is a savage and unknown
alien predator as dangerous as any anything that might be
confronted in the depths of the void. One such example
creature is detailed at the end of this section.

Killing the Beast

If the Beast is real, then killing it will not be easy. The stories
describe it as a vicious and highly effective predator and an
extraordinarily powerful creature, well-adapted to the cramped
and dark conditions in Solomon’s industrial complexes. It
is also likely to know its environment better than any man
could. Tt will retreat if attacked openly and then return to pick
off an individual before disappearing again. Combined with
the fact that it is a fearsome combatant, the only way to kill it
is with extremely good fortune or an even better plan.

THE BEAST OF SOLOMON

The following represents one possible example of what the
Beast might be-—a hideous xenos predator stalking Solomon’s
industrial wastes.

A huge creature, part serpentine and part insectile in
y alien, this nightmare made flesh
can wait with inhuman patience amongst the bleeding fumes
of the still-stacks and chem-refineries for its prey. Blind, it is
able to sense the slightest vibration in the air and track the

outline and wholly, utterl

smallest trace of scent. It can stalk its prey for hours before
striking, its mottled carapace shifting colour to match its
environment. Targeting lone victims or small isolated groups,
it kills as if its deep-bred instincts know that it must remain
hidden. Once ready it uncoils, its taloned limbs propelling it
swiftly forward with no more sound than the wind. Victims
may catch a glimpse of its many rows of needle sharp teeth
and may even manage to let out a short cry before they are
cruelly silenced, to be remembered only as part of another
whispered tale.

Beast of Solomon Profile :
WS|BS| S T | Ag

\

i 12) (10)

60| — 60|50 | 50| 17 | 40| 50 | —

Int | Per | WP | Fel

Movement: 5/10/15/30 Wounds: 36
Skills: Awareness (Per) +20, Concealment (Ag) +20, Silent
Move (Ag) +20, Climb (S) +20, Tracking (Int) +20.

Talents: Fearless, Heightened Sense (Hearing, Smell),

Lightning Attack, Sprint, Swift Attack.
Traits: Bestial, Blind, Fear 3 (Horrifying), Natural Armour
(Scales jﬂd bone plarmg) Natural Weapons [Talons and

armoured “soft underbelly” between its carapace s that Is
only exposed when it rears up. This area can only be noticed
with a successful Difficult (~10) Awareness Skill Test and
can only be hit by a Called Shot (—20). If the hit is successful
the Damage is applied to the body and is not reduced by the
Beast's armour or Toughness Bonus.

Bodily Elasticity: Despite its great size, the Beast can force
itself’ bonelessly through far smaller spaces than might be
imagined, sceming to ooze and writhe through shattered
piping, elevator shafts, and ducting at will. It may pass
through apertures as if human sized, it suffers no impediment

for rough terrain, and it may climb vertically and cling to any
surface it can find purchase on.

Integrated Senses: In the absence of sight, all of the Beast’s
heightened senses work together seamlessly to give it an
awareness of its environment. The Beast suffers no penalties
for being blind, nor does it suffer penalties for darkness or
poor visual conditions, and it can detect the presence of heat
and movement within 40 metres at all times.

Armour: None (All 6).

alons and jaws (1d10+127 R; Tearing).
"Includes Strength Bonus,
Gear: None.

Threat Rating: Xenos Majoris.

Weapons: 1
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CHAPTER TV.
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“Know this first. The daemon is a liar”

hunter Mazerahan

laring the souls of the we damnation—
is one of the themes of Dark Here varp is quite
literally ev -
reality, permeatir

sometimes bre:

practical us

die. The first and greatest of these

second, nearly as vital, is interstellar ¢
:ss well known but still nec

The caveat to these vital benefits is the fact that the warp’s
dangers are appallingly , and the slightest error in dealing
with it can lead to d or. If the warp’s perils were merely a
matter of treacherously unstable energies, the risks would be bad

. However, the truth is far worse—the warp hungers,
arp watches, and the warp hates.

Some claim that the warp itself is alive, like a vast sea of
insane and alien consciousness, but what is certain is that dark

move within its depths. The entities that inhabit the

from mindless predators and malevolent, scheming

to the implacable and seemingly abstract cosmic

that some refer to as the Gods of Chaos. All, if given reign

or licence, would destroy and rupture physical reality to feed

their hunger, and when the seething protean stuff of the warp
bleeds through, it corrupts and destroys all that it touches.

For thousands of years, it has been the sacred duty of the

> Malleus, the Daemonhunters, to stand guard against the
s from beyond, cast out the unclean spirit, battle the
10n, and maintain the mass of the Imperium’s people in
1 ignorance of what constantly gnaws at the edges of
tence. This ignorance is of great importance, because
» Malleus knows well that the greatest dangers grow
1ent of mankind with the warp’
madness, evil, accident,
ten humanity that draws these dacmon-
o bloodied water.




A Guipe to Tuis CHAPTER'S
CONTENTS

This chapter brings the deadly interaction between

No mere lis

humanity and the warp into focus,

or petty cults, this chapter shows the many v

meddling with
ry and ritual,

the warp’s ruin can be visited on man:
things best left alone, the male

unholy artefacts, curses

also details several great and i

Sector whose origins lic in the seething
and if not stopped might yet doom countles:
cath.

misery, destruction, and a fate worse than d

Hopetully it will also she epth and range
of dangers and possi nes that the warp and
calyptic

I'he last of

its denizens can offer, from scheming cults tc

onslaught, private tragedy to dark tem

these, temptation, is worth noting because here you will

find powers and abilitics, even allics, that might tempt

Acolytes to the other side. The road to hell, as it were, is
s best intentions.

wrall, this section is loaded with rules to expand and

detail the powers of Ch

intent is to provide a useful template that will allow you to

and daemons in your games, Its

or incantation that rips the heart out ¢

it fly to his hand but can't find it here—invent it. Or, you

want a daemon with the pow cloth to strangle
and smother its victims and you can s

suitable—then make one up! Use the relati
costs of things shown here as your
remember the

all inimical to life (md sanity. Reflect these facts and you

shouldn't go far wrong!

THE MALEFIC POWERS

Sorcery, warperaft, magic, call it what you will, it is a real
and deadly force in the 41st Millennium. Ask any Imperial
Confessor, and he will tell you that Chaos waits for the unwary
2nd the sinful, and through dark and blasphemous rites, the
aes of mankind work their evils against the Emperor’s chosen.
The unvarnished truth of just what forces are at work in this
“dark magic,” is a different and far more tangled matter, and
one rife with paradox and contradiction.

What the Holy Ordos accept as truth is that through the
wse of certain mimetic formula and esoteric equations and
sheorem, expressed sometimes as simple verbal and somatic
patterns (outwardly at least) or, more complexly through
stuals of paradox, murder; and discord, the stuff of the warp
can be bled through into reality. Warpcraft can be made to
' alter and corrupt physical matter, imbue objects with esoteric
power. mutate flesh, summon forth entities from the empyrean,
and even create deliberate breaches and rifts in the fabric of
amiverse To undertake such practices or even to search out

knowledge of them carries an immediate death sentence in
the eyes of the Ordo Malleus, for the secker damns not only
himself but imperils countless othets and even reality itself in
his arrogance.

The malefic arts must either be independently researched,
experimented with, and honed in practice {a process fraught
with peril), or be gleaned by the equally treacherous process
of tutelage under a master occultist or even a daemonic
entity. As such, the knowledge and abilities of sorcery are
often fragmentary and paradoxical, for what one sorcerer
may need vials of widow’s tears and burning mercury salts
r may accomplish with a curious gesture and a

[TIALLEUS
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Nor is it clear where traditionally understood psychic
nd sorcery begins. However, what all sources will

AV

agree upon is that the malefic arts are extremely dangerous
he wielder, and to meddle with such an unintelligible
orce to shape reality is to court disaster at

r does not stop the malefic cultist or
idividuals often see sorcery, daemon
dark gods as easy paths to power and
red task of the Ordo Malleus to hunt them
down and destroy them before others suffer for their folly and

lore, and

glory. It is the ¢

ambition.

CHAOS RITUALS

“Chaos ritual” is a catch-all term that covers the diverse 8
weird rites, occult formula, and strange ceremonies by whie I
the warp can be called upon to alter reality or its denizens
summoned forth to erupt into the physical universe. Chaos!
rituals can take a potentially endless variety of forms and are -
often inconsistent, malign, and irrational things, employing be
lunatic formula and centred on damaging reality in some way. .
Such a ritual acts like a flare unleashed into the endless dark
tides of the warp beyond in order to attract the attention of
daemons and ease their passage through the veil or perhaps is
used to create a specifically desired buckling of physical laws
and a release of occult energies that can be controlled and
channelled by the ritual's conductor for his own ends. Warp
rituals are woefully dangerous things whose potential scope is
limited only by the depraved imagination of mankind and the
ageless malevolence of the Ruinous Powers themselves.

PeErRFORMING CHAOS RITUALS

[n game terms, Chaos rituals are there to achieve specific effeets,
A particular ritual might exist to summon a daemon, possess an
unwilling victim, contact an entity in order to forge a Dark Pact,
taint an area with unholy forces, foretell the future, animate the
dead, or simply rip open reality and let the daemons have their
way...the list is potentially endless. As a general rule of thumb,
the more complex and potent the effect to be achieved. the
more difficult the ritual will be to accomplish.

Rituals require time and preparation to perform, and there
are many difficulties in successfully carrying them out. These
are either owing to the requirement of particular compone .
(rare substances, sacrificial victims, .snd the hke) or od'ﬂ;r
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Although for the most part NPC driven rituals need little hard definition other than as a narrative in your game, it ¢an be '
handy for the GM to lay them out more clearly for descriptive purposes (particularly if Acolytes are getting involved in an
attempt to disrupt them, or even carry one out themselves!). For this reason, the Chaos Ritual Template has been provided.

Chaos Ritual Template

A ritual can be defined by the following criteria.

Description: This section details what the ritual is for, why it is carried out, its origin, and any other pertinent facts.
Requirements: What is needed to perform the ritual—specific components, time, place, etc., as well as any Skill Tests or level of
Corruption needed to make it work correctly. How well or poorly these Tests are made and the wider makeup of the ritual may
aftect the quality of the results achieved. Many factors both esoteric and mundane may affect a ritual’s chance of success. Particular
| examples for daemonic rituals can be found on Table 4-2: Summoning Ritual Modifiers.

| Effect: The successful effect of the ritual.

{ 3 Duration: How long the ritual’s effects last.

i ' Cost: The cost in physical and spiritual terms to those that carry out the ritual, including any Insanity and Corruption accrued.

SNATIV]II

i The Price of Failure: All attempts to control the warp have an unpleasant cost should they fail. These are listed here, usually
| 3 represented by Psychic Phenomena, immediate Perils of the Warp, or in the specific case of summoning or warp-rift opening
| 9 rituals, an effect called Contempt of the Warp as detailed in Table 4-1: The Contempt of the Warp.

TABLE 4-1: THE CONTEIMPT OF THE WARP

Roll d100 Effect

| Mocked: How

: 51-80 50 du,momc lqughter ﬁll the tortured air, 'md your worst secrets and shames are

hurled at you in mockery. You gain 1d5 Insanity Points.

1 raw warp energies, you take Damage a
qmﬁty.'!‘he Eoullyseetl'nng

Assalled ior your dftront a minor ddLITIOI‘I is dispatched to deal with you. You must fight an
1 91-00 Incarnate Daemon or similar (chosen by the GM) to survive your shortcomings. This daemon is not
subject to Mastery.

Devoured: Rulity is sundered and you are sucked scre:tmmg into the warp or devolved into a
mindless, mewling Chaos Spawn. Your character is destroyed.

the barriers between reality and the warp. In such cases,

I he ; ~. Another
i p ot c drugs, tortuous incantations,

of huﬁtlk during the rites, hallucinog
ed to attune the minds
nd that may crawl

s of the onlookers to

and numbing trances mig
of the celebrants to s 0
their way through the rupturing synap

| 1 tc ) ndless variety of uses, Chaos rituals  take phys

ver, human suffer
t of most {:zls the re

TaE DAEMONIC MASTERY TEST

Commanding a daemon is no miner thing, as even the lesser

114 ‘\x

of Sympathy” often

and rites are used t .
example, a ritual to summ of thL [md ot DLLJ\.
might well involve the use of al, rusted implements,
and diseased and contamina
of sympathy to the nature of alled on.

Altfmqtlvely the ritual might be structured to help weaken

al victims—all obje

: answer a cult magister's call are malignant
ng creatures that would rather rend a human apatt
In order to control a summoned
ills is fought psychically bem en

for sport than serve one,
daemon, a battle of

the summoner and the entity SUMMONE
by an Opposed Willpower Test and taking

to perform, This Test is modified by th




ExampLE CHAOS RITUAL: SUMMON INCARNATE DAEMON (BLOODLETTER)

This ritual is used by malefic cultists intent on murder to summon a Bloodletter, one of the daemon servants of Khorne, to do their
bidding and slaughter their enemies. Other variations on this ritual may exist, but this is a common example,

Requirements: The ritual must take place at a site of battle or murder and requires an inscribed summoning circle marked
ot with invocations and symbols sacred to the Blood God. Braziers of boiling blood and burning coals must be placed at the
carctinal points of the circle, and an adult human who has killed another during his life or a predatory beast must be ritually killed
and bled to summon the daemon, with the correct prayers to the Blood God intoned while this is performed. A Hard (-20)
Forbidden Lore (Daemonology) Test is required to successfully conduct the ritual, modified by Table 4-2: Summoning
Ritual Modifiers. If the daemon is successfully summoned, then a Daemonic Mastery Test must immediately be taken in order
to control it.

Effect: A Bloodletter is summoned (sec page 351 of Dark Heresy).

Duration: Once summoned, the Bloodletter remains in corporal form for 1d5+ (the number of successes in the Summoning Test)
hours or until it is destroyed. This duration may be extended dramatically in areas where the barrier between the warp and reality
is thin or the daemon kills a sufficienct number of living creatures to empower it further.

Cost: The ritual, whether successful or not, incurs 1d5 Insanity Points and 1d5+2 Corruption Points upon those involved in
the summoning,

The Price of Failure: Failure results in a Test for the Contempt of the Warp (see Table 4-1: The Contempt of the Warp)
modified by +10 for each degree of failure.

TABLE 4-2: SUMMIMONING RITUAL ITIODIHERS

Modifier  Condition®

e

I'he Stars are Right"—auspicious circumstances.
The summoner has already sworn allegiance to the daemon’s master or cause

The summoner knows the daemon'’s allegiance and kind.

The summoner knows nothing of what is being called up.
The summoner has recently summoned or commanded daemons of an opposing allegiance.

fCombine any of the following that apply to arrive at a net modifier with a total maximum of +30 or -30.

Table 4-2: Summoning Ritual Modifiers, by Daemonic
Presence, and by any other pertinent factors.

If the summoner wins the contest, he may command the
daemon to do his bidding. Note it will follow the summoner’s
spoken (or telepathic) instructions.

If the summoner fails the Test, then the daemon is
do as it likes, and will usually start by seeking to take out its
rage upon the summoner.

BREAKING MASTERY

Daemons are alien-minded and untrustworthy things at the
best of times, and it is always wise to simply summon them to
hat they are best at—killing. If the daemon is forced to
fundamental nature in some way, it may attempt
nmoner’s control, forcing a second Mastery

e modifier for the controller of —30.
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THE DARK ART OF malefic cults and the servants of the Ruinous Powers. Flowever,
such obsessed, driven, and malignantly intelligent individuals

SORCERY are among the most d: yus enemies the Holy Ordos can

Sorcery, viewed in an ob

*
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The practice of using the dark arts to channel the warp is
even more difficult and dangerous than the use of a psychic
character’s innate powers, and if the sorcerer incurs any Psychic
Phenomena, then he must add + 10 to the results of any random
effect for a Minor Arcana power, and +20 to any mishap while
using a power of the Major Arcana,

The ability to use sorcery is dealt with for simplicity’s sake
by a number of special Talents, all of which are found in the
following section, along with a number of specific powers
available to the sorcerer. Some additional Arcana powers
can also be found elsewhere in this chapter under specific
cult descriptions.

Individuals with the Sorcery talent have access to the
Invocation and Psyniscience skills and may have their own
version of the Corpus Conversion talent.

Sorcerer (Talent)
Prerequisites: Intelligence 35, Willpower 35, Forbidden Lore
(Warp or Daemonology) + 10 or Scholastic Lore (Occult) +10.

You may utilise the powers of sorcery and channel the
power of the warp through a combination of esoteric lore,
skill, and focused will. You count as having an effective Psy
Rating of 2 (roll 2d10, etc.) and may learn a number of Arcana
powers equal to three times your Willpower bonus, with Major
powers counting as two powers each, without the necessity of
further Talents.

When choosing Arcana powers, you are not bound by
a particular type of power (such as the psyker Discipline
framework), as sorcery is a fragmented and contradictory
business. Characters, however, can only fill these power slots
by seeking and mastering the rituals independently (either by
dangerous experimentation, ancient lore, or dark bargains) and
cannot be develop them naturally.

If a Character who already has a Psy Rating gains this Talent,
it works differently (see page 119).

Master Sorcerer (Talent)
Prerequisites: Intelligence 40, Willpower 50, Sorcerer.

Your mastery of the dark arts is great, and you have learned
to avoid the pitfalls that beset lesser practitioners of the craft,
channeling far more raw power than most. You count as having
an effective Psy Rating of 4 (roll 4d10, etc), a +10 bonus to
Daemonic Mastery Tests, and are immune to the effects of
Daemonic Presence.

Master sorcerers are extraordinarily rare, rarer perhaps
even than alpha-level psykers, and with good reason, as few
possess the dedication and strength of mind to enact their will
on the warp in this way. Most are destroyed before they attain
such skill.

If a character with a normal Psy Rating gains this Talent, it
works differently (see page 119).

Minor Arcana (Talent)

erequisites: Sorcerer.
have acquired an additional Minor Arcana power over
sually allowed. This must be learned or researched

Major Arcana (Talent)
Prerequisites: Willpowsr 45, Sorcerer.
You have acquired an additional Major Arcana power over

the amount usually allowed. This must be learned or researched
as normal.

Sublime Arts (Talent)
Prerequisites: Perception 40, Intelligence 45, Sorcerer.
You may utilise your sorcery without the usual needs

for obvious vocalisations, gestures, and the like, simply
enacting the patterns needed mentally by sheer dint of
concentration and unyielding mental strength, However, the
Threshold of Arcana powers used this way is increased by an
additional +2.

[TIALLEUS
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SORCERY POWERS

THE MINOR ARCANA

There are limitless possibilities to which the reality-twistin
powers of the warp can be put to use by sorcery’s insan
practitioners. Here are but a few:

Mask of Flesh
Threshold: 13
Focus Time: Full Action
Sustain: Special
Range: You
You call upon the powers of the warp to alter your flesh and
change your physical identity. This is no mere illusion but an
actual physical metamorphosis able to change your facial structure,
eye and hair colour, voice, and skin tone, and may even alter your
build, apparent age, etc. By using this power in combination with
the Disguise skill, specific individuals may be imitated.
The effects of the transformation last up to the user’s Willpower
bonus in hours or can be dismissed at any time, at which point he
reverts to his natural form. As soon as the sorcerer changes back.
he must pass a Challenging (+0) Toughness Test or suffer
1d5 levels of Fatigue from the immense pain and physical strain
involved.
Overbleed: For every 5 points that the power's Threshold is
exceeded, greater changes can be cffected (by 5 points, detailed
cosmetic changes—gang tattoos, brands, etc; by 10 points mass
may be varied by up to 50% or cosmetic mutations imitated:
by 15+ points, gender and apparent humanoid species may be
altered. However, these changes are merely imitations and offer no
biological function, i.e. the sorcerer could appear to be an Ork but
would gain no associated Orkoid Traits).
Special: If the Sorcerer suffers a Perils of the Warp event while
using this power, he gains a random permanent Minor Mutation in
addition any other effect (see page 334 of Dark Heresy). '



Death’s Messenger
- Threshold: 15

- Focus Time: Half Action
Sustain: No

Range: Self

You tangle the skeins of destiny to deadly effect, causing others to
fall before your assaults as if their deaths were preordained.

The next attack by the sorcerer that successfully strikes counts
as having the Tearing Quality. If it already has this Quality (owing
to the weapon used), then a third dice is rolled and the highest
of all three is chosen. If 10 Rounds elapse without a blow being
struck, this power dissipates.

Overbleed: For every 10 points by which you beat the
Threshold, an additional subsequent successful strike is affected
by the power.

I

*
*
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Whispers of the Warp

Threshold: 11

Focus Time: Half Action

Sustain: Yes

Range: Earshot

The echoing whispers of the warp amplify your persuasive abilities
to preternatural levels.

Anyone who hears and understands the sorcerer must pass
an opposed Willpower Test with the sorcerer (who rolls once
and applies the result to all Tests) or become vulnerable to your
- suggestions, granting you a + 10 bonus to any Charm, Intimidate,
- or Deceive Tests against your audience.

Note: This power is not a true form of direct mind control but
be used to overcome good sense, sow discord, alleviate just
suspicion, and stoke the fires of hatred.

Overbleed: For every 10 points that the power’s Threshold
is exceeded, a further +10 bonus to Skill Tests is gained to a
maximum of +30.

Special: This power requires no gesture or component other
than that the victims must be able to hear and understand the
sorcerer.

MALEDICTION

Certain antithetical forces and energies, such as a starship's
Gellar Field, a pentagramatic ward, or some

attacks can have a powerful antithetical effect on creatures
wholly or in part comprised of matter drawn from the
warp, unravelling and disrupting them on a fundamental
level. This destructive effect is called Malediction.

An entity suffering Malediction suffers 1d10 Wounds as
it occurs and each Round of exposure. Such Damage is not
reduced by armour, incorporeality, or Toughness Bonus.
Additionally it suffers a —10 to all Characteristic Tests

and double the adverse effects of Warp Instability for 2d5

Rounds afterward. Further, having suffered Malediction,

a daemon must pass a Difficult (—-10) Willpower Test

to ‘directly- attack or closely approach the source of the

Malediction. :

- Malediction can only affect beings with either the
& t?_'ﬂe_l_mnic oF Wiirp Instability traits.

THE MAJOR ARCANA

Daemon Wrack

Threshold: 23

Focus Time: Full Action

Sustain: No

Range: 50 metres

By weaving a pattern of warp energies, the sorcerer may attempt
to repel or ensnare and seize command of daemonic entities,

After successfully using this power, the sorcerer may take an
Opposed Willpower Test to inflict Malediction (see sidebar) on
a targeted daemonic creature. Alternatively, if the daemon has
a Willpower Characteristic of 50 or less, then the sorcerer may
force a Daemonic Mastery Test to control it instead.

Overbleed: For every 5 points that the power's Threshold is
exceeded, add +10 to the Opposed Willpower and Daemenic
Mastery Tests to a maximum of +30.

Special: This power only affects entities with both the
Daemonic and Warp Instability traits.

Malefic Curse

Threshold: (16 Hex, 20 Blindness, 23 Death)
Focus Time: Full Action

Sustain: No

Range: Line of Sight

You call upon a twisted conjunction of malign energies to blight and
curse your victim. Three different curses are listed here, although
more are certainly possible. In all cases, the victim can attempt to
resist the curse’s effects by passing a Challenging (+0) Willpower
Test.

Hex: The victim is bedevilled with ill-fortune, bone-gnawing
chills and supernatural dread, suffering a —10 to all Characteristic
and Skill Tests for the next 1d5 hours. If the Test to resist this power
is failed by three or more degrees, the victim must roll on Table
8-4: The Shock Table as well (see page 233 of Dark Heresy),
counting this as Warp Shock.

Blindness: The victim's eyes fill with cataracts and weep blood,
and he is blinded for 1d5 hours. If the Test to resist this power is failed
by three or more degrees, his eyes are destroyed in a shower of blood
inflicting 1d10 R Damage to the Head Location and the blinding is
permanent (he will need replacement eyes should he survive). If his
eyes are destroyed, he also suffers 1d10 Insanity Points

Death: This curse is strong enough to incapacitate and kill by
stopping hearts, exploding blood vessels, rupturing organs and
pleasant effects The victim of the curse suffers 3d 10+ 1O
ss Damage (halved in the case of Unnatural Toughness
(x2), etc). If the victim is reduced to 0" Toughness, he dies. Should
a victim of this curse survive, the Toughness Damage may be healed
normally. e

Note: If death occurs as a result of the curse, then a Fate Po
may be burned by the victim to avoid his sudden demise, restori _
him to 1d5 Toughness, but leaving him comatose and in nﬁed of
serious help, :

Overbleed: For every 5 points that the power’s Thresh
exceeded, the victim’s Test to resist the curse’s effects in worse
one level to a maximum of Very Hard (-—30). S

Special: Every time a curse is used, thesmt&r
must pass a Challenging (+0) Willpower
Corruption Points.

oth €




Hellish Blast

Threshold: 22

Focus Time: Half Action

Sustain: No

Range: 5m X Willpower Bonus

Use this power to hurl a burst of raw destructive energy

channelled from the warp at your victim, burning and blasting

him apart. Test Ballistic Skill to strike the target as normal for

a ranged attack. If you succeed, your attack deals 1d10 E

Damage +1 additional Damage per point of your Willpower

Sonus. This Damage is counted as having the Warp Weapon

quality and so will bypass most armour and defences.
Overbleed: For every 10 points that the power’s Threshold

is exceeded, deal 1d10 additional Damage.

MALEEFIC WITCHES AND WARP TAINTED
PSYKERS

For psykers, the dark arts of sorcery presents a deceptively
easy path to greater power but one any righteous servant of
the Emperor will abhor. Most witches and rogue psykers have
no such qualms, however, seeking out the study of the malefic
arts and dark lore to augment their own power or achieve
better control over their abilities. In many cases they only
hasten their fall for a daemon’s lure,

Sorcery (which can be used to represent warp taint as well
as learned dark lore) may be “stacked” with Psychic Powers.
Rather than having the Sorcerer and Master Sorcerer Talents’
usual effects, these Talents boost the psyker’s Psy Rating by
11) for the Sorcerer Talent, and by an additional (1) for the
Master Sorcerer Talent. From this point onwards, the Psykers
may acquire sorcery Arcana as if they were Psychic Powers
{treating Major Arcana as a new Psychic Discipline).

An unfortunate side effect of this dangerous super-
charging of psychic abilities, however, is the damage caused
when these powers go out of control. When a psyker with the
Sorcerer Talent becomes subjected to Perils of the Warp, he
must add +20 to the rolled result when determining Psychic
Phenomena, which increases the chance of invoking the
Perils of the Warp.

UNHALLOWED RELICS,
WARDS, AND WEAPONS

The creation of physical objects that sorcerers, occultists, and
witches in order to bind dark energies into a permanent form
{although sometimes damned craftsmen and deluded artists can
achieve the same results by mere nightmarish accident). Warp-
imbued objects, while very rare, can come in a staggering variety
of shapes, natures, and capabilities, from negatively charged
fragments that are repellent to daemonic force to hellishly
possessed toys designed to bring slaughter to the unwary. They
encompass all manner of trinkets, amulets, and charms, as well
as the infamous daemon weapons—armaments whose lethality
is vastly and treacherously increased by a ravening warp entity
bound within their fabric.

TABLE 4-3: UNHOLY ARTEFACTS m
Name Cost Availability : )
Warp Amulet FO00 _' ! Rare I I ]
Parasite Doll 1,000 l
Malefic Codex o ; .J

Lesser 5,000 Rare <

Greater 10,000+ : E

UNHOLY ARTEFACTS

»
*

The warp can taint unliving matter just as readily as flesh, with a
wide range of disturbing results. Such unholy artefacts can serve a
wide variety of uses, from protection to power channelling, limited
only to the dark imaginings and capabilities of their makers. The
following are three such types of artefacts found in the hands of
daemon worshipers and sorcerers.

AV

Prices and Availability are listed for these items, representing
their relative frequency and the costs entailed in their construction.
If such forbidden items were to come up on the black market,
they would doubtless fetch far greater amounts by those twisted

enough to desire them

Warp Amulet
Warp amulets can take many forms, but most often they are a
peculiarly engraved stone, fetish pouch, or sigil-covered talisman
or circlet. These are ritually prepared to aid in warperaft and reek
of dark energies.

Using a warp amulet takes a Half Action and requires passing®
a Difficult (—10) Invocation Test. If the Test is successful, the ™
amulet provides a +10 bonus to daemonic summoning rituals or
allows a single Power Dice to be re-rolled when using a Sorcery
Power. Using these amulets is not without its dangers. If the
Invocation Test is failed by three or more degrees, the user must
roll for Psychic Phenomena.

Parasite Doll
Designed to channel a sorcerer or witch’s dark power, these
horrible dolls may be created from wax, flesh, clockwork,
bio-plasm, debris, or other unsavoury materials. However,
they must include within them blood, hair, or other tissue
from their user and their intended victim, and may only be
used to affect this specific victim.

Mind-effecting powers, rituals, and malefic curses may be
cast at the doll rather than directly at the victim (who may be
kilometres distant from the event), although the victim may
resist the effects of any such malefic attack normally. If the
user of the doll suffers Psychic Phenomena while attempting
to use the doll, the doll is destroyed.

If the doll is destroyed while being used to channel a
power, the user suffers a powerful psychic backlash, inflicting
upon him either the effects of the power he was attempting to
channel or 1d5 R Damage (ignoring armour and Toughness
Bonus) as appropriate.




Malefic Codex
is the wont of certain sorcerers, magisters, and occultists
o recotd their practices and hard won lore in books, hidden
papers, and encoded codifier-stores. Such a Malefic Codex
(as the Holy Ordos defines the record) can take a wide
vatiety of forms, from locked and bound folios scribbled with
incomprehensible signs to encrypted data-slates with self-
destruct mechanisms to prevent
forbidden lore of the warp, and 1

1
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PENTAGRAMATIC WARDS

By use of certain occult rituals, holy symbols, and even non-
Euclidian mathematical formula, wards can be inscribed on
hysical objects or areas to bar or constrain the presence of
arp entities. The secrets and knowledge needed to create
ch wards are considered proscribed and dangerous, and
gside from cultists and magi, they are the sole purview of the
gOrdo Malleus. The reason for this ban is simple—such wards
ican be easily altered to help a sorcerer or witch control and
nslave rather than simply deny the daemon. This fact has
led some in the Inquisition down the path of Radicalism and
destruction in the past.

The Effects of a Ward

A ward creates a barrier that a daemon or warp entity finds
difficult to breach. Areas, objects, and even people may be
warded by inscribing the relevant occult formulae.

Daemons and warp entities wishing to interact with a
ward (crossing a warded space, picking up a warded object,
attacking a warded character, etc,) must pass a Willpower Test
to do so. If the daemon or entity fails this Test by threc or
more degrees, it suffers Malediction. If it passes this Test,
then it may act freely (cross the ward, attack the character
normally, etc) If it passes this Test by more than three degrees
of success, the ward is completely overcome and destroyed.
Note: Even if it passes the Test, if the ward remains intact
the daemon or warp entity must take the Test again if it wishes
1o cross the ward subsequently (i.e. make attacks against a
arded character the following Round, cross back over the
ded area, etc.)

] eatmg a Pentagramatic Ward

virds requires access to time and ritual materials
loed, silver dust, etc.), as well as the knowledge
so—which in game terms means that a character
he skill Forbidden Lore (Daemonology) at +10

Creating a ward requires passing a Hard (~20) Forbidden
Lore (Daemonology) Test. Success indicates that the
character has created a ward with a modifier of +0, For each
two additional levels of success gained, the ward’s modifier
is increased by —10. A failure by five degrees or more when
trying to create a ward can have disastrous effects, requiring
a roll on Table 6-2: Psychic Phenomena (see page 162 of
Dark Heresy).

Temporary Wards: A temporary ward takes 1d10 minutes
to create, although attempting to ward a large area (such as a
house) takes considerably longer. Temporary wards last for 1d5
hours plus a number of hours equal to the number of successes
achieved during creation. Temporary wards are also vulnerable to
being physically damaged, which may diminish or destroy their
effects.

Permanent Wards: These wards mustbe madeapartofthe very
tabric of the area or object to be warded and effectively double the
amountoftime taken tocreate thatobject, build ing, etc. These wards,
as their name suggests, are permanentuntil overcome, desecrated, or
physically destroyed.

Warded Weapons: Close combat weapons (other than
Power, Daemon or Force types) may also have wards inscribed
onto them. Such weapons deal Holy damage, and any daemon
suffering a Critical Hit also suffers Malediction (see page 118).
However, temporary wards on weapons quickly become eroded
in heavy combat, r\'pic-ﬂl\' failing after a single Combat encounter
(the GM has the final say-so on this).

The Left Hand Path

Pentagramatic wards have other, darker uses in the summoning
and binding of Daemons. Used in this way; the conjured warp
entity. may be bound within the ward (protecting the sorcerer
somewhat). Aside from its defensive benefits should things get
out of hand, the ward itself provides the summoner with a +10
bonus to Daemonic Mastery Tests for summoned entities. A ward
of this nature may even be of aid in negotiating Dark Pacts if
properly used in this way.

DAEMON WEAPONS

Perhaps the most infamous of all unholy artefacts are weapons
that contain the bound essence of some malign warp entity,
invigorating them with unnatural power. Daemon weapons may
vary widely in abilities, design, and appearance, but all are perilous
to their wielder in some way, and often the daemon within is far
from happy to be confined and enslaved. _

The vast majority of daemon weapons are variations of-
more commenplace or archaic melee arms, although guns and
more esoteric weapons are not unknown but are far, far mrar
Regardless of their appearance, all daemon weapons share sew:ml
basic qualities: S

Lethality: In addition to any other powers and abilities they
grant, daemon weapons are hungering, unnatural things that'
delight in taking life. They never count as having the P i :
Quality and add the bound entity's Willpower bonus to th
Damage and Penetration for a weapon of their type

Uncanny Resilience: Regardless of ¢
apparent construction, daemon weapons af
physically damage and destroy: They cot




TABLE 4-4: PAENON WEAPONS BY STRENGTH

Mind Leech and 1 Random Attribute
Create unique abilities or Warp Touched and 3 random Attribute

Roll  Class of Entity WP Attributes
pPredator  15+2d10  Hungering
21-55 Daemomc Beast 20+2d10 1 Random Attribute
5688  Bound Daemon  20+3d10 2 Random Attribute
89—99 Astr.l] Spectre 30+2d10

Greater Entity 160+3d10

armour of 20, and will not be destroyed if used to Parry, or
are Parried by, weapons with Power Fields or similar effects.
If a daemon weapon somehow is destroyed, roll immediately
on Table 6-3: Perils of the Warp (see page 163 of Dark
Heresy). On any result thatindicates a daemonic manifestation,
it is the daemon in the weapon that is released.

The Beast Within: All such weapons carry at their heart
2 bound warp entity that has been enslaved within. In the
case of most daemon weapons, this is a comparably weak
example of its kind, a lesser daemon, a mindless beast, a
warp predator, or even an Unclean Spirit or Astral Spectre.
The more powerful the entity bound, the more powerful the
weapon, but also the greater the risk to the wielder.

In order to wield a daemon weapon, the user must first
succeed in a Dacmonic Mastery Test. This successfully cows
the weapon into obedience. After this point though, should
the wielder's Willpower Bonus ever fall bellow that of the
bound daemon, then the daemon within will attempt to rebel
ance more, forcing another Mastery Test. If at any point such
2 Mastery Test is failed by the wielder, the daemon within the
weapon may make a possession attack against its would-be
master (see page 331 of Dark Heresy). If this succeeds, the
wielder has succumbed and it is he who is the weapon’s slave
until he can break free.

Weapon Attributes
Daemon weapons may display an almost limitless variety
of different powers and attributes, which the beast within
can grant grudgingly to its wielder, or by simple side-effect
of its presence. Table 4-5: Daemon Weapon Attributes
illustrates some of the possibilities invelved, In the case of
duplicate effects, re-roll the result.

TABLE 4-5: DAENON WEAPON ATTRIBUTES

Effect
Tearing Quality.

+5 to all Critical results.

Roll  Attribute
 Sharp as Sin
Hungering

Scrcaming

Llfc B'll'l(.

Heresy).

Warp We'lpon Q_nht)

' "'wctlm slain, the wielder regains 1d5 lost Wounds

Inflicts 1d10 Toughness Damage with each wounding hit.
When wielded, the user gains the Fear 1 (Disturbing) trait, causing W.irp Shock
Grants the Wielder a +20 bonus to resist Psychic Attacks.
Toxic (inflicting 2d5 extra Damage)
~ 10 to Wielder's WS while used. ; ;
Damage type becomes E and the weapon sets its targets on fire (bt‘{. page 2]0 of Dark

5 .W&uﬁabd:vftﬁms-.must Test WP or become Stunned for 1d5 Rounds. ::

Gund Daeman s'WP -

The.wcapon bypasses armour, psychic defences, and fields when it strikes; all ]wmg creatures
must pass'a Challenging (+0) Toughness Test or die when wounded.
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" THE 'PILGRIITIS
OF HAYTE

“Your god s dead. Faith is a lie. Hell awaits us all. Let the stars
bleed!”

—_found carved into the body of Cardinal Mollis, the
Hematite Hill Massacre

n apocalyptic murder cult as insidious as it is cruel, the

Pilgrims of Hayte have plagued the Calixis Sector for

nearly three centuries. During that time, they have risen o
levels of infamy unrivalled by any other. Such is their well-founded
reputation for horror and atrocity with the sector’s powers that
be that mere rumour of the cult’s presence in a particular area is
enough to generate near-panic among the nobility and prompt
immediate, and brutal crackdowns by local authorities.

The cult’s ultimate goal is a simple one—the destruction of the
Imperium. Mote specifically, it is the tearing down of the Imperial
faith and the slaying of all those who serve the God-Emperor—
one soul damned and one murder done at a time if need be. To
this end, the cult seeks to twist and corrupt the minds of the
unsuspecting, the downtrodden, and the weak of faith and to carry
out acts of mass-murder and sow despair and terror on as a wide a
scale as possible. The cult’s masters, known as the False Prophets,
wield the powers of the daemon and the baleful energies of the
warp with fearful abandon, driving on their coteries of madmen,
lost souls, and hell-spawned monsters as living weapons in their
unholy erusade to destroy the rule of the Golden Throne.

TENETS, GOALS, AND
HERETICAL BELIEFS

At the core of the true beliefs of the Pilgrims of Hayte s
nihilism of the spirit, utter hopelessness, and despair for
humanity’s true place in the universe as they perceive it—that
of a squalling, blind creature utterly at the mercy of a deadly
cosmos and a hungering warp. To them, civilisation, reason,
faith, love, family, morality, hope, pleasure, and honour are all
lies and stillborn dreams, strangled at birth by uncaring and
implacable reality, The answer, as far as they are concerned, is
total destruction—the violent self-immolation of mankind’s

[TIALLEUS

carefully wrought web of lies and deceit. It is to embrace
the madness, suffering, and despair that are humanity's only
real truth. It is to hate and kill and tear down, until nothing

A%

remains.

Those brought into the cult are selected chiefly for a seed
of bitterness or resentment that they carry within them, some
remembered slight or injustice—incidents only too common
in the oppressive crush of Imperial society. The cult works
on this flaw to erode the recruit’s inhibitions, morality, and
conscience to the point where his hatred and sense of outrage
and betrayal consumes him. As he progresses through the
cult’s outer layers of lies and deceit, the initiate is granted
hideous revelations and subjected to horrific suffering and
daemonic rituals designed to further strip away his sanity
and damn him completely, leaving him most likely either
dead, murderously deranged, or irrevocably tainted by the
corrupting influence of the warp.

Those few cultists that survive long enough, or show
particular promise, are taken under the wing of a Fals




|

*
*

SNATIVI

T

CULT STRUCTURE AND
ACT 'V TY poison with honeyed words and false truths, dragging their
| il

souls of all those around them. The growth ¢

Prophet and directly tutored in the arts of the sorcerer and  terminal stage, as the cult, having reached a critical mass, runs
~the demagogue. It is then that their masters show them that  rampant in a destructive frenzy.

even the worship of Chaos is a lie—a tool to be used, as The cult’s structure, particularly in the early stages of the

the beings of the warp would use them. If these aspirants i on,” is centred entirely on its charismatic leader. These

survive such dark wisdom and the dangers of their tutelage False Prophets often masquerade at first as genuine pilgrims,

then they may become False Prophets in turn, and carve their  travelling preachers, or even charitable worthies who gather
own bloody path across the stars. : downtrodden to them. They secretly gain their first
aling to those who feel betrayed or ignored

With their first followers in hand, they coat their spiritual

in a spiral toward damnation.

In structure, the Pilgrims of Hayte are e ( ly and secretly established in an area, they will

found a cult cell, selecting new members from the dross of
humanity and those already downtrodden or embittered,
fanning the flames of their victims' hatred and preying
on their grief and despair. Before their followers realise it,
lost their souls to the cult’s lies and, so damned,
d into a world of inhumanity, madness, and the

ows in number and Once the cell is fully lished and has achieved its own
. Finally there is the dreadful momentum, the False Prophet withdraws, sinking

UsING THE PILGRIMS OF HAYTE

" The Pil grims of Hayte represent an archetype of the apocalyptic Chaos cult, that is to say one whose primary goal is

the spreading of destruction and the overthrow of the Imperium. They are the wolf at your door, the beast that is only
interested in destruction, and they have no physical, political, or esoteric goals outside of this. Carnage is what they are after,
pure and simple. As such, they make for somewhat unsubtle but eminently effective adversaries, particularly for action-oriented
adventures where the Acolytes must stop rituals at the last minute, defeat terrorists, investigate gruesome murders, and walk into
places where angels truly fear to tread,

Because the cult is widespread, diffuse, and operates using a cell structure (so one part of it will be self-sufficient and largely
ignorant of other cells), it is, as an opponent, easily scaled to the relative power and strength of the PCs and whatever help they
can get. Cult forces the Acolytes encounter might range from a small cell conducting a particular task or the early stages of some
planned atrocity, all they way up to a full-blown cult numbering in the hundreds with numerous bound daemons at its beck and
call and a powerful False Prophet at the centre,

It's also worth noting that, as villains go, the Pilgrims of Hayte arc entircly, transparently, and unrepentantly evil—a gang of
irredeemable, maimed, and deranged lunatics who consort with daemons and whose idea of a good time is conducting a horrific
massacre just to prove that being righteous, moral, or ordinary is no defence against an uncaring universe, In short, they're an
enemy any sane Acolyte or NPC should be able to get behind fighting,

THE PiLcrRIMS OF HAYTE AND THEIR WORKS

In terms of NPCs and adversaries, the Pilgrims of Hayte are in many ways an archetypal Chaos cult. The body of the cult's rank
and file is drawn from the poor, the destitute, the criminal, and the abandoned of Imperial society, while its upper echelons:are
filled out by the personal disciples of the cult’s False Prophets, many of whom are skilled in warpcraft and sorcery. Summoned
daemons, mutants, and other horrors serve as the cult’s shock troops. At the cult’s apex of power is the False Prophet who controls -
all like a puppet master. False Prophets are extraordinarily dangerous individuals with great personal power and any Acolytes who
underestimate this fact will soon regret having done so. =
The Cult Initiate, Heavy, Cult fanatic, and Dreg NPCs from the adversaries found in Dark Heresy can be used to auumtely :
represent the body of the cul’s membership, while the Cult Magus, a twisted version of the Ministorum Preachér and the -
Recidivist NPCs can serve as mid-ranking leaders. A new Talent called Consumed by Spite, unique to the Pilgrims of Hayte, is
given here (see sidebar) to help reflect the sheer malice and insanity these cultists exhibit and should be added to any cult NPC
you use. Additionally, Mutant Abominations can also be used to represent failed experiments in the arts of binding dacnions o
flesh and will likely be kept shackled until they are needed in one of the cult's hidden lairs. S
All of the Daemons found within the Adversaries section of Dark Heresy are within the False Prophet’s ability to raise :
miaster as they see fit. However, most prefer the creation of Dybuk and daemonhosts for their durability in the physm:& '
medning that the summoning of a daemon will usually be sort lived and geared to fulfilling a particular task.




behind levels of secrecy while chosen converts continue
to expand the cult by drawing new followers to the cause.
Protected by this outer ring, the False Prophet directs matters
from behind the scenes while he begins his true work—the
establishment of ‘a temple to the warp where he can work his
sorceries and summon foul entities from beyond to do his
bidding,

The False Prophet orchestrates this descent into madness,
thriving off’ this destructive spiral of Chaos worship and
channelling the cult’s hatred and violence at targets of his
choosing, It is then that the nightmare for the wider world
begins in carnest. What may have been disquieting rumours
and a rash of mysterious disappearances and suspicious events
erupt into a campaign of terror the likes of which few can
imagine.

Wanton slaughter, foul murder, and atrocities of every type
imaginable are loosed on the world. Often suicidal attacks
by insane cult zealots coincide with terrorist incidents and,
worse still, the unleashing of daemonic forces against faith
and state. Geared to cause indiscriminate carnage as well as
destabilise any counter-attack by the authorities, this storm
of violence quickly becomes uncontrollable, even for the
False Prophet at its centre, Like a pack of rabid beasts, the
Pilgrims of Hayte savage and attack all they encounter. Now
acting entirely on its own murderous drive to destroy and
sow terror, the cult neither relents nor flees even if confronted
with superior forces, and indeed will seemingly revel in its
self-destruction, content to damage, terrify, and kill as much
as it can before it is finally purged. It is at the end of this final
explosion of carnage that, unless the Holy Ordos can find and
kill the architect of this terror, the False Prophet will discard
his insane and corrupted flock and slip away to begin the
whole process again elsewhere.

THE FALSE PROPHETS

Though they may go by as many names, titles, and identities
as suits them, “False Prophet” is indeed a most apt name for
these arch-liars and bringers of strife. Each is a powerful and
charismatic leader, a deceiver steeped in death and with the
blood of multitudes on his hands. Each is a powerful sorcerer
who has at his disposal many dangerous secrets and the
forbidden knowledge gleaned both from his own depraved
crusades and the bartered utterances of daemons.

These faithless killers have no room in their hearts for
anything other than bitterness and hatred for the lies that
others call the truth, and while they are more than willing
to give the daemon its due, they scorn the true worship of
any warp entity, no matter how powerful, as a god. They see
the worship of such entities as only more layers of lies, albeit
acknowledging that the Ruinous Powers are more generous
masters than the “corpse-emperor.” They instead embrace
Chaos as a means to an end—that end being the power to
tear down the edifice of the Imperium. Reckless in the display
of their powers, it is their particular wont to use the warp
j corrupt and ‘enslave their followers, simply for the
sure of doing so. Woe betide any Imperial servant
to their malign clutches.
tophets of the Pilgrims of Hayte are a terrible

foe, and they have claimed the lives of several Inquisitors and
thousands of Imperial servants in the past. Combating them
is the sworn and absolute duty of the whole Ordos Calixis.
Although thankfully very few (the Ordo Malleus is currently
tracking around 30, though this number is in dispute), the
False Prophets seem to be slowly but steadily growing in
number. While each seems to follow his own erratic and
destructive path without plan or recourse to others of his kind,
some at the highest circles of the Inquisition fear that there
may be some single guiding hand behind all of them, some
arch-diabolist whose ultimate plan has yet to see fruition.

[TIALLEUS
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THE BLoODY SOLSTICE ON MALFI

V.

The first major incident attributed to the cult, the events
surrounding the “Bloody Solstice,” set the pattern for much
of the cult’s later activities and can be seen as emblematic of
its worst excesses and black-hearted passions. In the years
immediately following the destruction of House Koba on
Malfi, order had been restored to all but the most desolate
areas of the upper hives, and an uneasy truce forced upon the
fractious ruling houses and guilds. This fragile peace, however,
was rocked by a series of dreadful murders.

Members of the Ecclesiarchy, ranging from lowly
mendicant preachers serving in the poorest hab-stacks to
senior cannns who tended the high altar of the Seven-Spired
Basilica, were being slaughtered. Some died in what at first
seemed accidents, others were attacked almost at random by
screaming madmen, and more were torn apart by unknow
forces behind locked and barred doors. As the death toll ros
the enforcers and arbiters could find no link or common caus

SRS e c——

between them other than their faith, and seemed powerless
to stop the ever-spiralling number of killings. The targeting
of the faithful in this manner caused a serious threat to the
faith of the populace and resulted in copy-cat killings, the
vandalism of shrines, open unbelief, and public panic reaching
epidemic proportions. Eventually, the Holy Ordos were called
in despite the misgiving of the Malfian elite.

With three full Inquisitors heading the task force, a brutal
crackdown into suspected cult activity was carried out, It was
discovered that a powerful group calling itself the Pilgrims of
Hayte lay behind the attacks. The Ordo learned that from a
stronghold in a deserted industrial hive sector known as the
Rustblight scav-zone, they had infiltrated numerous refugee
camps, low hive hab communities, and even some isolated
shrines, replacing the clergy entirely.

The cult preyed on the weak, the desperate, and those
that Malfi's decades of near anarchy had abused and made
destitute, turning them against Imperial law and Imperial
faith. What the Inquisition had not guessed at, however, were
the daemonic powers the masters of the cult possessed. When
a 400 strong force of Adeptus Arbites and inducted Imperial
Guard closed in on the cult's stronghold on the fateful eve of
the Solstice of the Winter Martyr, they were expected.

No sooner had the Inquisition penetrated the interior of
the zone, attacks began from waves of crazed cult zealots more
than willing to die if they could take the loyalists with them
As the task force forged slowly ahead through the maze of
rusted works, it was hard pressed when horrific mutants an
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ter __Bl'c_-slavering beasts, clearly twisted and bound with the
energies of the warp, entered the fray.

The inducted troopers began to fail and rout in the face of
the enemy, only to be mercilessly hunted down and destroyed
by the insanc cultists. The hardier Imperials, such as Arbites
kill teams, soon found themselves isolated, outhnumbered. and
overwhelmed as their ammunition ran dry and shimmering
daemons rippled out from the shadows to tear them apart.
The three Inquisitors, finding their fighters spread out and
overcome, moved to rally and concentrate their forces.
However, they underestimated the dark motivator behind
the cult. He called himself Karcist, Prophet of Truth, and he
presented himself to the embattled Ordo forces with no less
terrible allies than a pair of bound daemonhosts at his side.
A massacre followed, and although the resolute Inquisitors
managed to destroy one of Karcist's daemonhosts, only
Inquisitor Corina, his right arm withered to the bone by the
touch of a daemonhost’s scabrous claw, managed to escape.

News of the Holy Ordos’s defeat, no doubt disseminated
by carefully placed cultists and traitors, spread like wildfire
though Malfi’s upper echelons of power. The nobility isolated
themselves, abandoning the people to fend for themselves.
For a brief time the whole planet seemed to cower in terror,
and a great world tottered on the brink of the abyss—the
Bloody Solstice had begun.

Madmen and warp-tainted freaks erupted onto the
streets killing and burning with wild abandon, seemingly

ithout pattern or purpose. Temples were attacked and their
ongregations massacred, and within the central Adeptus
tbites Precinct Fortress, a Charnel Daemon was unleashed,
killing scores of loyal arbitrators before it was finally destroyed
by concentrated cannon fire. As riot and panic broke out and
killed thousands more of Malfi's people, PDF detachments

* and local enforcers were overwhelmed, power was cut and

fires raged out of control. The whole structure of Malfi’s
continent spanning hive network neared collapse.

Invoking his full authority, the maimed Inquisitor Corina
called together a meeting of Malfi's Great Houses, presenting
an impassioned demand for them to lend their weight to
the fight or loose everything. He appealed to their faith and

wir duty first, but it is recorded that it was not until he
mocked their injured pride and stupidity for allowing such
sy to fester in their midst that they sided with him.
leadership, private armies, and even the secretive

cadres of the Great Houses to back them, the loyalists

ing tide of anarchy and the suicidal fury of the

te head on. For week after week of gruelling
1g, they held their ground. As further aid
he Holy Ordos and the Battlefleet Calixis,

y gair and, order was restored, and the last
remnants of th
Imperial forces.

Karcist and several of his subordinate sorcerers were never
found duning the great Malfian purge that followed, but were
sighted leading cults and atrocities in later decades all across

. the sector. The arch-heretic h“rC'sf finally met his end, not at

the hands of the Inquisition, but in the power-fisted grip of
d!e'Rme Trader Harriman Vale nearly a century later.
In the final analysis, the “Bloody Solstice” of Malfi provided

a deadly exclamation point at the end of seven _dé{:?{aes_of
misrule, discord, unrest, and bloodshed for Malfi. It has Silfrée
entered the myths and history of that world as the direst
moment of a dark age.

THE DOOM OF THE ARDENT SEEKER

One of the most recent major incidents attributed to the cult
occurred in 799.M41 in the Maccabeus system. When the
venerable pilgrimage-vessel Ardent Seeker translated from the
warp off-course into the Maccabeus system and failed to answer
hails, it was quickly interdicted and boarded by the local picket
ships.

What the naval armsmen found onboard was an utter
horror—perhaps fully nine-tenths of its seven thousand
passengers had died in the most appalling and violent fashion.
The tenth that remained had been driven mad and tortured in
body and soul beyond endurance. Direct orders from the Arch
Hierophant of Maccabeus prevented the naval commander from
carrying out a frantic order to simply blast the ship to atoms.
Instead it was held and soon boarded by a strong contingent of
the legendary Maccabian Black Priests and their retinues whe
purged the once great vessel of the damned and the hidden
taint of the warp that infested the decks. Piecing together what
little evidence remained, the Black Priests discovered that these
unfortunates had been doomed by a single deadly influence.

A cancerous demagogue had come aboard and slowly sown
first doubt, then insanity and corruption that doomed every
living soul aboard the Ardent Secker—a False Prophet of the
Pilgrims of Hayte. Their investigation revealed that this servant
of Chaos had, through his dark arts, infiltrated the first naval
boarding party that had stepped foot on the ship and was now
loose on the sacred soil of Maccabeus Quintus itself. In an
almost unprecedented act, the Hierophant himself went before
the planet with the news, and with an impassioned oratory fired
the zealous hatred of his people against the hell-spawn in their
midst. With a single purpose, the planet rose up and hunted
down the infiltrator, along with hundreds of other suspected
heretics (and not a few innocents mistakenly “captured”) who
were purged in a frenzy of zealotry.

Official records state that the False Prophet was destroyed;
but persistent rumours within the Holy Ordos say that the
Black Priests managed the seemingly impossible and captured
the diabolist alive to hand him to a secret Malleus Conclave.
However, the truth of this is likely to never be revealed.

CONSUMED BY SPIT]

ALENT)

The soul and mind of a Pilgrim of Hayte has been so
damaged and consumed by ].mr-. rness and malice that there
is room for little else. Pt ering has little meaning
to one, other than the pl

with the Tale
and any attempt to directly control or influence their minds.
In addition, they receive a +30 bonus to resist the effects of -
Intimidation and Interrogation. They may dlso ignore the |
effects of being Stunned with a successful Difficult (——10)' i
Willpower Test.




INQUISITORIAL THREAT
BRIEFING

The location, pursuit
are regarded as a priority of the highest order for the Conclav
and for many Ordo Malleus Inquisitors, the “cult” is the pr

target. This focus is in no small part because of the cult’s pr

ability to create large-scale carnage and the more su

long term spiritual and moral health of the mass

cult is also considered highly da

as it is one of thankfully few cul

proven ability to operate sector

even willing to actively seck out and attack Inquisitorial
The truth, the full extent of which is hidden from mo:

despite the Holy Ordos’ many victo

Prophets that remain at large are

powerful and diverse as a group. It seems e

abandon and dis

follov

with only the stronge

painstaking daemonic bargains, sl:

lore, but by crashing and blundering at br

cles of the Inquis

their desire to destroy above a
dog cult lea would not do? Would not d:

the power?

oainst the cult, the False

Horocaust ofF TorRMENT (UNIQUE
Psy POWER)

Threshold: 28

Focus Time: Full Action

Sustain: Yes

Range: 10 metre radius extending from the Maiden
of Pain

The agony and despair felt moment-by-moment
by the victim of a Maiden of Pain (sce page 131) is
unimaginable— held in undying torment between life
and death, between the gnawing of daemons at his
soul and the ravages of a bodily extinction that does
not end. Echoed and amplified by the warp, he can
inflict this unbearable torture on others with shattering
effect, rupturing reality around them and smashing
aside solid matter, flesh, and mind alike.

Anything caught in the blast suffers 2d10 R Damage
that will bypass any armour other than Field effects or
wards and is hurled backwards with great force (treat
as the Fling Psychic Power). Anything that survives
this attack must pass a Hard (—20) Fear Test or also
suffer Warp Shock.

Overbleed: For every 10 points that the power’s
Threshold is exceeded, increase the effect radius by
10 metres.
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CREATING A DYBUK

In game terms, a Dybuk is created by modifying a base
creature, human or animal, by a horrific ritual that mutilates
the body and murders soul within, binding a
lesser daemonic spirit in its p
The b creature’s Characteristics
are changed as follows: add 1d10+10 WS, 1d10+10
S, 1d10+10 T, 1d10 Ag, 1d10 WP, and +2d5 Wounds.
Reduce Int by —1d10 and halve its exi
Skills and Talents: The Dybuk
/i skills and any unsuital

Characteristics:

ing Fel.

ure ke
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Silent Mo

Berserk

Traits:
and From thnd or inc
by one level.

Note: The daemonic ¢ of the Dybuk is
permanently bound into its mutilated body, and it is not
ect to Warp Instability.
Corrupt Mutation: The

abilised by the inscribed

Dybuk’s flesh, while

5, is still
and it has a 50% chance of
of Dark Heresy;,

ect to the touch of Chac
alternating between the Major and M Tables, re-rolling
use Table
12-7: Daemonhost Unholy Changes on page 356 of
Dark Heresy).

inappropriate results. Alternatively, you may

Tuae DyBUK

The binding of Daemonhosts is an arcane and dangerous
practice far beyond the reach of all but the most malign and
knowledgeable sorcerers, and a single error along the way will
cad to disaster, So, rather than risk an untried or unperfected

1], many summoners attempt to master their craft by binding
far lesser and more easily controlled entities first, condemning
and flesh of some unfortunate victim or even animal

become the corrupt vessel of the warp. This process creates a

form of lesser daemonhost slaved to the summoner’s will, a being

proscribed texts as a Dybuk—literally “a vessel of
eation of a Dybuk is still extremely dangerous

- occurrence. However, many False Prophets
de of disciples seem to revel in making these
and the cult favours them as guardians and

grotesque fusion of living flesh and daemon

oody and depraved ritual summoning,

_ ined observance by the sorcerer
and torment inflicied on the living victim. If the ritual fails or the
victim dies through simple stress, the summoning misfires and the
daemon may be loosed uncontrolled or the subject’s flesh devolved
into a ravening and mindless Chaos Spawn. If it succeeds and the
bindings carved into the flesh hold, the resultis a living vessel for a

daemon’s malignant hungers and a portion of its unnamral powec
As time passes the body will writhe and warp under the strain of
the vile presence within, ultimately destroying itself.

DyBuk KILLER

Most of the Dybuk created by the Pilgrims of Hayte are htman,
victims of the False Prophets’ attempts to petfect their dark arts:or
to fulfil their desire for disposable and horrific shock troops. Mary
are cultists themselves, and some are even insane enough to have
volunteered for such a dreadful union. Mest do not. Indeed, the
titual is a favoured “blessing” for captured agents of the Golden
Throne. This profile uses the Cult Fanatic from Dark Heresy as
a base.

‘ Dybuk Killer Profile
WS | BS

S‘ ‘Ag Int | Per | WP

43| 25|48 |50 |35|23[33 |51 |12

Movement: 3/6/9/18 Wounds: 15
Skills: Awareness (Per), Climb (S), Deceive (Fel), Dodge (Ag),
Silent Move 1\{1]

Talents: Berserk Charge, Die Hard, Frenzy, Furious Assault,
Melee Weapon Training (Primitive).

Traits: Daemonic (TB 10), Dark Sight, Fear | (Disturbing), From
Beyond.

Corrupt Mutations: Bleeding Mouth and Eyes, Tough Hide.
Armour: Wards (All 1).

Weapons: Gore-stained axe (1d10+5' R; Unbalanced) or teeth
and fists (1d5+471).

"Includes Strength Bonus.

Threat Rating: Malleus Minoris.

THE RAKASYA

Known also as a hunting horror, warp-wyrm, or sky ripper, a
Rakasya is a ravening daemonic predator whose sole aim in our
reality is to tirelessly hunt and devour living flesh. It takes the form
of an enormous writhing serpent-like creature shrouded with halé-
seen membranous wings. Its rippling, inconstant flesh is studded
with burning three-lobed eyes, its head is little more than a vast
slavering maw of serrated teeth, while its tail ends in a whipping
cluster of barbed tentacles. The horrific sight of a Rakasya alone
is enough to drive the weak-minded mad with fear, and once
unleashed, it will kill and consume until it is destroyed.
Notorious among malefic sorcerers for being difficult 10
control and direct, a Rakasya daemon is still a favoured wcapﬂn
of many False Prophets. They delight in the terror and- slaughter
it sows and are strong enough of will to master these daemor i
beasts to set them against the required targets...most-of the time.




Rakasya Profile
WS|BS| S | T | Ag|Int|Per

(12) - [(12)

32| — | 65|62 34|12 46|48 | —

WP | Fel

Movement: 5/10/—/— Wounds: 50
Skills: Awareness (Per), Psyniscience (WP), Tracking (Int)
+20.

Talents; Heightened Senses (Sight).

Traits: Bestial, Crawler, Daemonic (see Note), Daemonic
Presence, Dark Sight, Fear 3 (Horrifying), Flyer 20, From
Beyond, Natural Weapons (Maw and barbs), Size (Enormous),
Unnatural  Strength  (X2), Unnatural Toughness (x2),
Warp Instability.

Note: Thanks to its Unnatural Toughness and Daemonic
traits, the Rakasya has an effective TB of 24 versus normal
attacks and 12 against Holy and Force Weapons and
Psychic Damage.

Enhanced Daemonic Presence: The Daemon lets out a
continuous undulating howl that churns the stomach and fills
the mind with a overwhelming desire to flee. The howl increases
1o a maddening hurricane shriek when it attacks, filling the air
with the stench of stagnant blood and carrion. All creatures
within 100 metres take a —10 penalty to Willpower Tests.
Atheric Wings: Its blurring, multi-phased wings and the
rancorous mists it exudes make the Daemon hard to target
effectively from a distance. Ranged attacks against it gain no
bonus for the creature’s size and suffer a further —10 to hi.
Hard to Control: The Dacmon knows only insatiable
hunger and inflicts an inherent additional —10 penalty to
Daemonic Mastery Tests to control it, and will always attempt
to break Mastery if diverted from the opportunity to feast on
its victims,

Armour: None,

Weapons: Serrated maw (2d10 +157 R), lashing barbs
(1d10+6" I)—strikes once at all targets within a 10 metre
radius as a Full Action. This attack is only useable while the
Daemon is hovering in the air.

“Includes Strength Bonus.

Gear: None.

Threat Rating: Malleus Majoris.

LADY SOLACE, A FALSE PROPHET

The False Prophet identified by the Holy Ordos as using the
alias Lady Solace has been hunted by the Inquisition for more
than 50 years. She was originally responsible for orchestrating
the All Hallows Massacre which left over 1,000 clergymen
and’ celebmms dead at the Pit.sbytcry of Saint La'Mass on

ered working to subvert the embittered
underclass on Prol VI, her Pilgrims of
with the Ordo Malleus. Though her cult
:aped, slaying the famed Daemonhunter

—

Auros Varashev and an Imperial Callidus Assassin, as well 25
plunging an entire city into murderous anarchy in the process
Since then, the Ordo Malleus has pursued any lead on her
whereabouts with furious intent, but her present location and
activities remain unknown.
In her usual guise, she appears as a attractive woman of
the patrician classes in her early middle years and favours
sombre but elegant attire. She often poses as a scion of 2
noble house fallen on hard times, ministering alms and aid
to the needy, although she has also disguised herself as a
simple hive worker or widow-woman in the past. When such
pretence is thrown off, she is no less regal but insanity shines
from her shockingly ice blue eyes and she dresses herself in
opulent gowns made not from silk, but the stitched and flayed
faces of those she has betrayed and corseted in the bones
of children.

MALLEUS
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Lady Solace is an appallingly powerful sorcerer and
adversary. Her abilities are not simply limited to those
presented here either, as she knows a great many Chaos
rituals and has enslaved and indebted numerous daemons
over the years.

Lady Solace Profile pher

WS BS| S | T | Ag | Int | Per | WP | Fel
(12)

13933 /30|42 |32|48 |51 60|49

Movement: 3/6/9/18 Wounds: 25
Skills: Awareness (Per), Charm (Fel) +10, Command (Fel)’
+10, Common Lore (Ecclesiarchy, Imperial Creed, Imperium, '
Underworld) (Int) + 10, Deceive (Fel) +20, Disguise (Fel) +20,
Dodge (Ag), Forbidden Lore (Cults, Daemonology, Heresy)
(Int) +20, Forbidden Lore (Inquisition, Mutants, Warp) (Int)
+10, Invocation (WP) +20, Medicae (Int), Psyniscience (Per)
+10, Scrutiny (Per), Secret Signs (Occult) (Int) +10, Secret
Tongue (Malfian Dark Tongue, Pilgrims of Hayte) +20,
Speak Language (High Gothic, Low Gothic) (Int) +10, Trade
(Merchant) (Int).

Talents: Air of Authority, Corpus Conversion, Melee Weapon
Training (Primitive), Pistol Training (Las, SP), Fearless,
Favoured of the Warp, Decadence, Hatred (Inquisition,
Ecclesiarchy), Touched by the Fates (6 Fate Points), Resistance
(Psychic), Strong-minded, Consumed by Spite, Sublime Arts,
Master Sorcerer (effective Psy Rating 4), Minor Arcana (x3).
Major Arcana (X5).

Traits: Immunity (Aging, Peisons, Disease), Regeneration.
Unnatural Willpower (x2).

Armour: Gown of Sweet Despair (Unholy item—counts
as being Hexagramatically Warded, see page 189 of
Tue INquisitor's HANDBOOK, and confers 6 Armour Powes
on all Locations).

Weapons: The Maiming Gris (1d10+7° R; Dacmon Weapon
see description), digital laser concealed in signet sing | 10m
S/—/— 1d10+2 E; Pen 0; Clip 20; Rld -}

‘Includes Strength Bonus, x
Gear: Hell Heart (see Unhallowed Relics). a< 2 False Propher
she has access to any mundane gear she requires and may
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create or daemon-bound items as

she needs.

The Maiming Gris: This is a daemon weapon (see page

(@(@) with WP 46 that takes the shape of a fire-blackened,

i blade and has the attributes Heart Seeker
ielded) and Warp Touched (giving it the
lity). Solace has complete mastery over

acquire occult and

.
.

Sorcery (Minor Arcana): Death's Messenger (15), Déja vu
0. Endure Flames (10), Fearful Aura (9), Inflict Pain (10),
£ Flesh (13), Sense Presence (7), Suggestion (11), Time
Touch of Madness (13), Whisper of the Warp (11),
en Veil (11), White Noise (10).

Sorcery (Major Arcana): Black Channelling (25), Blood
Sail (21), Call Flame (10), Catch Projectiles (18), Compel
21), Daemon Wrack (23), Far Sight (21), Hellish Blast (22),
Incinerate (21), Push (15), Malefic Curse [(Blindness) (20),
Death (23), Hex (16)], Mind Scan (25), Projection (23), See
Me Not (16), Seed Mind (28), Soul Sight (25), Storm of
Malignancy (18), Telekinesis (13).

Note: When manifesting her Sorcery, Lady Solace may roll
up to 4d10+12 to beat the Arcana Threshold without the use
of the Invocation skill.

Threat Rating: Malleus Extremis,

SNATIV]II

'_ UnnaALLOWED RELICS OF THE PILGRIMS
OF HAYTE

‘he False Prophets and their inner disciples make extensive
3se of warp-touched and unhallowed items, which they create
st often from the remains of their victims, desecrated holy
“objects of the Imperial Faith, and other unpleasant sources.

The Books of Empty Promises

Created in mockery of the great books of the Imperial Creed,
these blasphemous texts are written by the False Prophets to
espouse their malign beliefs and may take many forms, from
folios of flayed and inked skin to works deliberately made to
be mistaken for Imperial prayer books to trap the unwary. In
any form these works are dangerous.

A Book of Empty Promises is a perilous but useful tool
for a Radical Inquisitor and confers a + 10 bonus to research
Tests involving Forbidden Lore (Daemonology) and (Cults—
Pilgrims of Hayte only). It also contains many secret rituals
for the summoning and binding of daemons.

Every time the book is read, however, the reader must
take a Difficult (-10) Willpower Test or be forced to read
the text to the end and have its evil infiltrate his mind. This
infiltration inflicts 1d 10 Insanity Points and 1d 10 Corruption
Points. This Damage only occurs once per character.

The Bloody Libation
This vile drug is ritually created from tainted blood and the
tears of the betrayed, and a few drops it have terrifying results
when d-issol_ved into drink. The libation is created by the False
hets for use by their more “disposable” cultists in suicide
nd on captive victims for sport.

the drug inflicts 1d5 Corruption Points, and
ceives a bonus of +1d10 Strength, +1d10 Agility

DARK SORCERY OF THE PILGRIMS
OF HAYTE

Brack CHANNELLING (MAJOR ARCANA)
Threshold: 25

Focus Time: Full Action

Sustain: Y

ng their power.
ith the Daemonic trait) within the

ir grip on reality and bols
nything v
1in the Regeneration Trait, +1 Initiative
18 to resist Warp Instability while this power
is in effect.
Overbleed: For every 10 points that the power’s

STORM OF MALIGNANCY (MAJOR ARCANA)

Threshold: 18

Focus Time: Full Action

Sustain: Y

Range: 50 metre radius

Drawing on psychically echoed waves of malice, paranoia,
and hatred from the w - can fill the hearts
and minds of the unsuspecting with sudden rage, panic, and
spite with lethal consequences. This surg emotion can
turn a crowd into a violent mob, triggering mass hysteria
g aught within the
must pass a Challenging

(+0) Willpower Test each Round it is sustained or become

and murderous rioting, All living
radius while this power is in

in fay their hands on or flee in terror depending on

mental state. The direct effects of succumbing to this
ned plus 1d10 Rounds.

s a psychic attack and also counts as a form

or

Overbleed: For every 10 points that the powers

Threshold is exceeded, double the radius of the power.

and +1d5 Wounds for 1d5 hours and suffers from exireme
bloodlust and destructive and sadistic impulses while its
effects last. After the effects wear off, the user suffers —1d10
permanent Toughness Damage as the brew ravages his
body, and if he survives, he has a 25% chance of developing.
1d5-3 Corrupt Mutations (see Dybuk description) withi
few hours. A

Hell Heart
This cruel device murderously exploits the

cultists of the Pilgrims of Hayte have towat
These amulets can take many forms, fro



to an actual withered heart. The use of the Hell Heart is
automatic against any Damage that the False Prophet takes
that would cause a Critical Wound on him. On a successful
Hard (-20) Willpower Test, the effects are suffered not by
him but by any single living human follower of their choice
within 50 metres. The full effects of the injury spontaneously
afflict the follower and leave the False Prophet miraculously
unscathed. These followers must have previously sworn their
lives and souls to the False Prophet for this to occur.

When the Hell Heart is used, it flares with unholy light,
giving Acolytes a chance to notice its malign presence, and
will remain active until it is destroyed (it can be targeted by
2 Called Shot and has half as many Wounds as the False
Prophet it is bound to). If the Hell Heart is destroyed, the
False Prophet immediately suffers 2d 10 Wounds,

The warpcraft involved in creating such an item is both
difficult and dangerous, and it must be bound to the wearer's
soul when made. Only a False Prophet will ever possess such
a baleful item, and he may never utilise more than one

The Maiden of Pain

A terrible new developmentin the Pilgrims’ arsenal of horrors,
this blasphemous device uses the forbidden lore normally
associated with the binding of Daemonhosts to turn a captured
psyker or witch imprisoned within its barbed embrace into an
unliving weapon in the False Prophet’s hands.

The Maiden takes the shape of an upright coffin-like cage
chamber of glittering metal. It is studded with blades and
barbs both within and without and is etched and inked with
vile runes and symbols that twist the mind and pain the eye
to read. Within is the maimed and mutilated body of a captive
psyker kept in a hideous and agonised half-life and bound to
the False Prophet's will.

Trapped in the Maiden of Pain

In game terms, the Maiden of Pain acts not unlike an Elite Package
(although not one any character would willingly take), which may
be applied to any victim with a Psy Rating of 3 or higher. The
Maiden effectively kills the character and robs him of free will,
binding his soul and rendering what's left of his consciousness
utterly insane.
Characteristics: All except Toughness, Willpower, and Wounds
are halved
Skills: Any based on Agility or Strength are lost.
Talents: Any based on Agility or Strength are lost.
Traits: Gains Daemonic, Fear 2 (Frightening), From Beyond,
Armour 10 (All—this counts as - permanently
¢ watically warded), The Stuff of Nightmares.
Pc\ghu Powers: Psy Rating is increased by 1. The victim
1ins any previous Psychic Abilities he posseses and gain the
bilities: Holocaust of Torment (see page
Warp Howl, and Weaken Veil. However, in
e Maiden’s mask-plate must be opened,
> his head from the front bypass his

Caged Psyker:

agony and servitude, ar

Maiden of Pain is bound in
lled by his own Psychic
Lr"hr: h is effectively

immobile. Enslaved to follow his master's will he cannot act

Powers or shunted around

against his master. Left to his own devices however, he is a
raving Killer whose only brief relief from torment is to inflict it

on others. Should the Maiden of Pain’s bindings be undone by &
specifically targeted Damage (a2 Hard (—20) Forbidden Lore
(Daemonology) Test would be needed to work out how) the
tormented soul inside would be released (losing its armour, but®

gaining the Incorporeal and Warp Instability traits). The freed
insane soul is uncontrollable, but will more than likely seek out its
tormentor for revenge if able.
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ATEANISIII

—Durlis Talin, Hive Infernis Prefect,
burned for heresy 265.M41

it is better not to know, things best left

uncontemplated and unconsidered, certain truths it is

better never to face. Humankind, unfortunately, has

ever been inquisitive, alw thirsting to know what secrets

lie hidden behind the curtain of ignerance. To the Ruitious
Powers, such desires are an invitation to reward the se

of truth with what he craves and in the process destroy him

utterly. The folly of Ateanism is a warning that it is not only
the malign cultist who can bring on the storm of Chaos but

1in, and the arrogant.

theory. It holds beauty and the pure achievement of the mind
above all other goals and believes that at the heatt of the drive
to perfection and purity in any field lie ingle magnificent
truth. To this end, Ateanists strive to use a set of formulae
and processes that grant them a glimpse of the majesty of the
truth that lies beneath all of man’s greatest works. Sadly for
these deluded fools, the revealed truth they seek is a lie wed
to the po ity and hubris that echo in the warp.
In applying their flawed and blasphemous patterns, Ateanists
constantly court a blind dance with corruption, destruction,
and damnation.

THE OBSESSION OF JULIUS
ATEANOS

Ateanism is named for Ateanos, the damned founder of this
school of thought. Ateanos was an archivist and scholar
whose hubris would unleash a tradition that has viclated
souls without control since his death over two centuries ago.
Scholar, savant, archivist, and illuminator, Julius Ateanos was
chief curator of the Library of Knowing on Fenksworld. The
echoing vaults of the Library were Ateanos’s home, and its
stacks of books, parchment rolls, and data stores were his
beloved charges. Yet, for all his learning and intellect, Ateanos
did not und and a fundamental truth—that to be a curator
of knowledge in the Imperium is to keep it contained and

confined from those who should not have it. Had he treated
the knowledge at his disposal with the suspicion of a gaoler,
many souls might have been saved.

first steps to damnation were the fault of his
own flawed character, his complete confidence in his own
intellectual abilities, and his belief in the purity of inteHectual
endeavour. For decades he had pored over the works in his
charge. He had read of great thinkers who had built the




UsING ATEANISM IN YOUR
GAMES

Ateanism is a threat from the warp that is s
from the usual accompaniment of cults and plotting
diabolists. Ateanism is in essence a terrible consequence of

curiosity in a universe where small-mindedness is a virtue

for a reason. How the Eris Transform changes hands is of

key interest to the Ordo Malleus, and an investigation into
an illegal illuminator or copyist could be sparked by a few
stray pages turning up amongst other works.
A copy of the Tians uld turn up in the hands of
a priest or a scholar, prompting a hunt for those he might
have passed it to. Or a ja : or magnate might
sponsor an artist to use the Transfor reate a thing of
unparalleled beauty, and so damn himself and other:

In a similar vein, an adventure could begin with a
full-blown daemonic incursion caused by the successful
application of Ateanism. Following the opening blast of
action, the Acolytes would have to race to discover who
passed the Tra

whoever else it might have been passed to before another

m to the unfortunate Ateanist and

daemonic incursion occurs.

dark watches of the night.

In his quest, Ateanos crossed the boundary of necessary
knowledge. and in time he became not simply content to
absorb the achievements of others and dreamed of being like
the ancient champions of art and truth. This dream became
Ateanos’s warm and comforting companion in the grey
drudgery of his mundane work, and it sustained him as he
obeyed the orders of what he considered to be lesser men.
After long years of discontent, he decided to follow his dream
to fruition, and took a step into nightmare, not beauty:.

Perhaps inspired by fragments of the work of an ancient
phi|osop]1cr, Ateanos came to the conclusion that a comple
but common property underpinned all great art, thoug
human expression. It was this unknown property expressed in
the form and proportion of sculpture, the cadence of poetr
or the elegance of theory, he believed, that spoke tc
depths of the soul and spurred humanity to achieve all that
was great and admirable,

What was more, Ateanos was convinced that this property
could be expressed and separated from those works of which
it was the fundamental but hidden part. It would be perfection
itself rendered to its supreme and absolute form. The means
of revealing this property would be Ateanos's great gift to

humat knowledge. He fantasised about it as the making of

his immortality and fame, and thus was the focus of a deep
and secret obsession in the last decade of his life.

Tus TruTH REVEALED

~ Unfk 1y Ateanos had stumbled upon a truth, though

ot hat he expected. As he poured himself into
bseure areas of knowledge and diverse
urred on by glimpsed snatches of his

glorious goal. Long after the departure of his underlings
from the library, Ateanos laboured by failing lights, furtively
musing over hidden works. He became a haggard figure, his
eyes hooded by fatigue, his sight ruined by long secret hours
of work. Finally, his labour was done and he basked in the
warmth of a man close to having his life’s work vindicated.

The product of his long labour was a strange formula
written in symbols almost lost to human understanding. It
was his key to the magnificence of things created by art and
contemplation, for he was sure that the strange formulae
would reveal the hidden property behind all truth and beauty,
Perhaps, buried deep beneath his obsession, he knew what he
had formulated in the symbols of dead men was something
terrible, for he delayed the final proof of his work. Instead he
laid out all he had done in a secret journal and he laboured
over rendering the Eris Transform, as he dubbed it, and the
theoretical method of its applications onto the finest Terran
vellum. Each page was a wonder of the illuminator’s craft that
gleamed with golf leaf, fractal-etched adamantine, and the
deep hues of rare inks. Once all embellishment was done came
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a moment when Ateanos could delay the proof of his work
no more. He began the first application of the Eris Transform.
What Ateanos chose to first apply the Transform to remains
unrecorded, but whether it was a renowned sculpture or the
work of a long dead poet, it had an effect more wondrous and
terrible than Ateanos could have dreamed.

As the final stroke of the Transform’s application was
completed, the world changed around and within Julius
Ateanos. A feeling of infinite doors of pessibility opened
to him, smothering his mind, and his being ran with a
understanding of the untapped beauty of all things. He heard ™
beautiful yet discordant sounds that made the soul ache and
weep at their impossibility. He felt transported to a higher,
more refined realm where things worked in different ways,
and where experience of any kind was like gazing into a
kaleidoscope in space and time from which he could not
look away.

However, even as he reached this peak of rapture he felt
li ) his bliss and the cold greasy feeling of touching
ind mocking. His surroundings blurred

e faces leered from the corners of

air became thick with the smell of sweet
aid with a thousand cloying scents, Ateanos
| experiences in his journal in a crazed, shaking
at the last that smnulhing was coming for

he fate of this foolish genius is not known. A whispered
ists amongst servants of the Ordos who chase the
ts of Ateanos’s legacy that if one were to find the

fragmer
original manuscript of the Exis Transform, he would find in the
illuminated margins a tiny robed figure, screaming.

After Ateanos vanished, the manuscript of his rendeted
work was first recorded in his successor’s papers and then
swiftly disappeared amid scandal and a spate of mysterious
deaths. Meanwhile, his journal was discevered and seized by
the Holy Ordos. Since then, the manuscript has spread:
often-incomplete copies and fragments between the hand
warp dabblers, jaded artists, and overweening scholal
original has long been lost, and its damning power ha




KNOWLEDGE OF ATEANISM

Al

Ateanism and the application of the Lris Transform is a highly restricted k
Such Tests should have a base value of Challenging (+0) further modified by circumstance.

TABLE 4-6: WHAT IS ATEANISIT?

Degrees of

_ Details Known
Success

SO TIVLL

reveals great s
the warp.

ANiS ms;ght :md p!easure undreamed of but alw can act as 4 wndul
and doorwa\,' to dacmons. :

L=}
forbidden matters. The following is what a character with Forbidden Lore (Cults or Daemonology) may know about Ateanism.

I TABLE 4-7: THE EFFECTS OF APPLIED ATEANISIT

Degrees of
Success Effects

Rapture: The Ateanist is gripped by feelings of soaring bliss. He feels the power of kinowing great s
~ and that the world around him runs with secret meanings like that of a liquid golden weave. Whe
rapture fades, the world seems incomplete and the Ateanist’s soul hankers to touch this majesty aga
experience lasts for 6d10 minutes. During this time, he is at a —20 to all Tests and will do little on h
volition but stare into space and mutter ecstatically. He gains | Corruption Point and 1 Insanity. Poin

Points and 1d5 Insanity Points.
~ Touch of the Dark Prince: The air is filled with a powerful musk, and the Ateanist
~ visions of sweeping alien beauty. However, as he strains to glimpse it more clearly, he feels
~something vast and vile. Roll on Table 6-2: Psychic Phenomena from page 162 Gf Dat
- apply the result to the character, who also gains 1d 10 Corruption Points.

Three

(or untl] it is dLstroyed) to wreak its havoc as it plt.asr.s

aemonhost generator entr
chance of a Daemonic Incursion occurring as

Mark and Remember: The applier is suffused with an understanding of beauty and truth. This revelation
passes in a flash, but he is marked by it and it guides his hand from that moment on. The Ateanist will
One compulsively spend his time creating works of art filled with such an unnatural quality that any who are
exposed to them must pass a Willpower Test or gain 1 Insanity point. The Ateanist gains 1d5 Corruption

Daemonic Incursion: The Ateanist is frozen in place and unable to move. The world sphrs open around
him, cracks of light burst over the object of the Eris Transform, and with a sound of ripping flesh; a |
breach to the raw warp opens. Warp Phenomena occur randomly over a kilometre radius, and any that i~
are trapped in the area are bedevilled with shrill laughter and purring whispers in their minds and gain {I*
1d5 Corruption Points. All those within 100 metres of the incursion suffer 1d10 Corruption points in
addition to the effects of any other phenomena they encounter. Slipping out of the rip cone six lesser
Daemons of Depravity (use the Daemonette entry on Page 351 of Dark Heresy as a default) together
with six Fiends of Rapture (sce the entry on page 136). The number of daemons of each variety can-be
increased at the GM's discretion. These daemons act independently of each other and Lach has six haurs




weakened by errors and omissions in inferior successors, but
to those with sufficient faculties and learning, its application
represents a blissful release from drudgery and mundane toil.
To 4 scribe who labours over the copying of a book that
will never be read or to the artist who's imaginative reach
goes beyond the grasp of their talent, Ateanism represents the
possibility of beauty, bliss, and rapture.

Ateanists are often desperate or jaded people who seek
out and apply its proscribed formulae compulsively to all
manner of subjects in the hope of being granted a moment
of pure perfection. Many never experience what they crave,
their application or copy of the Eris Transform being in some
way imperfect or incomplete. Some unfortunately do receive
what they desire, and from that moment forward they are
compelled to repeat the process by an infernal addiction more
powerful than that inflicted by any chemical.

THE ERIS TRANSFORM
AND ITS APPLICATION

A practitioner of Ateanism is chiefly concerned with the
application of the Eris Transform to works of art and intellect,
such as a work of literature or music. To have any use,
however, the would-be Ateanist also requires the connected
methodology
sranslation tables as well as geometrical and occult diagrams of

a cipher which is made up of a mass of strange

equivalence. These elements can appear together or separately

and occur in many forms, from scrolls to encoded data slates.

Many works also contain additional notes by previous users

and commentaries on the exact method of application.

Ateanism is not a unified movement but a chain of
individuals and small groups linked only by the passing of
copies of the Eris Transform. Those copies and the lore that
passes with them are of variable quality, and many do not
work at all or will only work with the most imaginative
handling. The quirks of practice that have crept into Ateanism
aver the centuries (over what it should be applied to, in what
. ircumstances, the use of mirrors, special accompaniments,
and so on) have even led to schism and murder between
its followers.

Almost all Ateanists are ignorant of the daemonic influence
they open themselves to by their acts, as if some external
force was preventing those involved from discovering the
sruth (which may, in fact, be the case). Instead, most think of
&teanism as the pursuit of truth and beauty in a universe of
drab repetition and crushing, philistine dogma.

Cost and Availability: Copies of the Eris Transform are
wsually exchanged between friends, fellow aesthetes, or
scademic contacts and are not generally traded items or sold
on the open market for money. If one were to try and obtain a
copy it would entail several thousand Thrones at the very least.
The Eris Transform is a highly proscribed item, and obtaining
2 copy is a matter of moving within the circles through which
# passes. It therefore has no Availability value, as obtaining it
should never be a matter of simply rolling dice.

Application: A character wishing to apply the Eris Transform
smusst have the Logic (Int) Skill 2nd be Literate in the language
the copy methodalogy he is using. he must also have an

object of intellect or creativity to apply it to. Attempting an

application takes 1d10 hours minus the applier's Intelligence
Bonus, to a minimum of one hour.

Effects: At the end of the time required for the application, the
applier makes a Logic (Int) or Trade (Artist) Test. Such Tests
should have a base value of Hard (~20), further modified by
circumstance and the quality of the Eris Transform he is using.
If the Test is failed, there are no effects. If the Test is passed,
the effects are determined by the degree of success (see Table
4-7: The Effects of Applied Ateanism). A GM may, of
course, decide on an effect that he feels to be appropriate
rather than using the chart.

Tue LIBRARY OF KNOWING

The Library of Knowing is one of the gr
of record, scholarship, and wis
> of

the Crusade and from his private collections, the Library
of Knowing is an enduring relic of the foundation of the
: s that

of Knowing its unique status that has seen

one of the liberator’s dying indulg

it remain to this day under the authority and care of House
ahkon, the ruling house of Fenksworld.

Angevin's ink-stained minions assembled a wondrous
collection of tomes, data-cores, and art from across the
Imperium, including illuminated works from distant Te
loose parchments by fo en authors, and curled scrolls
of ancient lore plun m vaults and renegade worlds.
It is this collection that forms the core s held in
though a great deal more has been added over

1kon and by numerous private
1d bequests. It is open to any who

intrigue, or inherit his w xclusive list

internal spaces d

and its open oalleries cross

wvn birthplace of the tainted Ateanist

ilosophy. Curio the library has remained largely

untouched in the of Inqui disapproval in spite

of its dubious association with this proscrib

influenced tradition, leading many to believe the library
has powerful patrons beyond just the mercurial House
Vaahkon. Perhaps there is even someone within the Holy
Ordos itself.
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e Inquisition knows of Ateanism, it knows its threat, and
it knows how it spreads. This knowledge has not stopped
teanism being one of the most subtle and persistent problems
faced by the Ordo Malleus in the Calixis Sector. There have

Transform in the centuries since Ateanos's disappearance.
Since Ateanism is not a cult in the common sense, it is even
more resistant to purging and is incredibly difficult to uproot.
All that is needed for Ateanism to continue to exist is for
copies of the Erss Transform to change hands between deluded
and willing fools. These copies are often made by hand and
- 50 preventing their production is almost impossible, which is
not to say the Inquisition is any less resolute in trying.

Like the most endemic of weeds, Ateanism is a constant
problem for the Holy Ordos that can bear the most
horrific fruit, and though its adherents are often little more
than pompous, deluded fools, their actions can have dire
consequences. Therefore, they are shown no mercy.

THE PAWNS OF THE DARK
PRINCE

Ateanists have a tendency to be a mix of bookish scholars,
tortured artists, and disenchanted scribes (the Scribe, Citizen
and Entertainer NPCs from Dark Heresy cover these with
'modlﬁcanon) Occasionally their I’dnk& will be joined

been 87 recorded incidents relating to the use of the Eris

F1END OF RAPTURE

Spawned of seductive nightmares and obscenities too dreadful
to contemplate, Fiends of Rapture are bizarre beasts thas
move with a terrible speed and sickening suppleness. They
are shifting, lascivious things somewhere between woman
and man, equine and insect. Their long tails are tipped with 2
sting like a scorpion’s that grants the most exquisite of deaths
while their sinuous claws gently click together in anticipation
of their victim's embrace. These fiends are surrounded by 2
cloud of cloying musk that overwhelms the senses of those
who taste it, stupefying the mind, and many who encountes
these infernal beings die walking willingly to their end

Fiend of Rapture Profile

Wws|BS| S | T |Ag|Int|Per | WP| Fel |
: (8) (8}
36| — |36 | 40 |45 | x4 |45 42| —|

Movement: 8/16/24/48 Wounds: 18
Skills: Ambidextrous, Dodge (Ag), Psyniscience (Per).
Talents; Heightened Senses (all), Lightning Attack
Swift Attack.

Traits: Daecmonic (TB 8), Daemonic Presence, Dark Sight
Fear 2 (Frightening), From Beyond, Hard Target, Multiple
Arms, Natural Weapons (Pincer Claws and Stinging Tail),
Soporific Musk, Toxic, Unnatural Agility (X2), Unnatural
Speed (% 2), Warp Instability:

Note: Multiple Limbs, Swift, and Lightning Attack grant
a Fiend of Rapture four attacks when it makes a Full
Attack action.

Daemonic Presence: All creatures within 20 metres take a
—10 penalty to Willpower Tests and constantly hear a crooning
purr and smell scents of cloying putrefaction overlaid with a
deep and heady musk.

Soporific Musk: Fiends of Rapture are surrounded by a
shifting, many-hued cloud of scent. The cloud imposes a
—~10 to ranged attacks against the fiend, Additionally, any
living creatures without sealed breathing apparatus within
10 meters of the fiend must pass a Challenging (+0)
Willpower Test each Round, which, if failed, limits them to
only a Half Action that Round. If the roll is failed by four or
more degrees, they may do nothing but stumble toward the
beast, smiling inanely.

The effects of Soporific Musk are ignored by those who
are immune to mind altering effects or who have no ﬂeshy ;
body to tempt. "
Weapons: Pincers and stinging tail (lle;F'
Tearing, one strike per Round is also Toxic mﬂltt g
extra Damage). :
“Includes Strength Bonus,

Gear: None.
Threat Rating: Malleus Minoris.



THE BROTHERHOOD OF
THE HORNED DARKNESS

s and bis £
ut what thing of

and highly organ

activities go back ding to some

inding of the ixis Sector and quite p

This cult has been re 1ed time and
y to appear again some year:

ship, size, form, and power m:

s recognisable in its co eliefs and the

The brotherhood, known to some as the “Pact

ar the “Black So i

s near archetypical daemon worshipping cult, although often

Detter res and more dangerous than most.

Appealing to the nobility and the ruling elite who tend
toward ambition and megalomania rather than jaded excess
or forbidden pleasure, Balphomael's supplicants are often
individuals who obey their
ings and feed his hungry demand for sacrifi

st, multiple groups worshipping the
daemon have been in existence at the same time, either kept

austere, driven, and dange
and suffering. In the

wch other or set up as rivals to prove their

nding on their daemonic mastet’s whim.

ically, cults worshipping the Horned Darkness have

Far afield as Landunder, Malfi, and Sepheris

'r, the cult’s greatest stronghold in the past,

he place where it has reared its head time and again is
mighty Scintilla itself. Here at the heart of Cali
once became

, the heresy
powerful and widespread as to threaten
to corrupt the seat of secto rnment. Some scholars of
the sidden believe that the daemon has some particular
connection to this rld, which, if it could be somehow
broken, may cast it out more permanently and end its malign
influence on the sector once and for all. Unfortunately, the
past has proven that the threat of the Horned Darkness is not

ily destroyed.
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THE NATURE OF THE CULT

"By this sacrifice, darkness, tell us,”
—The Rites of Balphomael

The Brotherhood takes the form of a secret conspiracy,
a mystery cult that takes great pains to keep its existence
hidden from the outside world. It makes extensive use of go-
betweens, ignorant hirelings, secret tongues, ciphers, and a
rigidly enforced code of silence to maintain its cover. Behind
this curtain, the cult’s structure is strongly delineated, with its
masters holding complete authority of life and death over its
lesser members.

Commonly these masters form a ruling cabal that numbers
2 ritually significant eight members. These are the “servants,”
and each has a direct pact with his daemonic master. They
often grant themselves grand titles such as high magister,
ipsisama, or mokartus, but ultimately the cult’s true master
remains Balphomael itself—none dare disobey its dark
pronouncements. In past incarnations of the cult, the secrecy
and paranoia of its members have meant that none other
than the high magister knew the identities of all the cabal
members. while to others they are only known as masked
fSgures wielding absolute power.

Below this cabal are an indeterminate number of worshipers,
would-be masters, aspirants, and favoured agents, each hoping
that they too will be deemed worthy of receiving the arch-
daemon’s notice. Openings in the ranks only occur should
ane of the members show failure or weakness, succumb to
madness, or suffer death. Assassination, as long as it does not
expose the Brotherhood or undermine its goals, is viewed as
2 perfectly acceptable avenue of advancement within the cult.
As such, the cult's membership is made up of ambitious and
driven men and women, seekers of power and wealth, and
various power-hungry nobles, criminal overlords, scheming
adepts, and avaricious guilders. Corrupt priests and enforcers
are rarer among the Brotherhood, but highly favoured as
svenues for the cult’s wider power and influence.

Serving as the Brotherhood’s foot soldiers are hired
muscle (often of some quality, given their master’s resources),
and those deemed useful to the cult who have been deluded,
duped, blackmailed, bribed, or simply cowed into service.
Although the majority of these lesser agents are not true
members of the Brotherhood, they are left by their masters
with no illusions about the price of failure or betrayal. Those
showing suitable ruthlessness and ambition may be elevated
1 the Brotherhood proper after proving themselves.

The cult’s principal goal is to further the power, wealth,
and influence of its ruling cabal, and of course to appease
its hidden patron. To this end, the gestalt capability of all
ose within the Brotherhood and those they can conttol
or influence are brought into play. Plots are hatched,
sivals destroyed, secret agreements reached, webs of deceit
maintained, and power wielded in the shadows, and the cult
dowly spreads and grows. Backing all of these more mundane
. power games is the baleful influence of the daemon and the
dark rites carried out in its name, all of which must be paid
for in blood and souls

A r———
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If the cult has a particular weakness, it is the daemon at
its heart. Sometimes the daemon’s demands outpace its cult’s
ability to covertly fulfil, and the paranoia and intrigues it can
engender, even among its own, can be counterproductive,
Ultimately, Balphomael has a tendency to break its “toys.”

TENETS, GOALS, AND
MALEFIC BELIEFES

If one motivation lies behind everything that the cult does,
it is overriding ambition. The cult's mortal masters, known
as the "Servants” (a reference to their direct relation to the
Brotherhood's daemonic patron), are characterised by their
lust for power and dominance over their fellows, principally
manifested through quite mundane means—wealth, influence,
authority, status, and fear. They desire not to bring down the
Imperium, but to rule it and wield ultimate power from behind
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the scenes—to become in effect, the secret masters of all.

The Brotherhood’s membership (which covers both sexes
despite its name) is drawn almost exclusively from the rich,
the powerful, and the ambitious, who, despite their wealth and
station, desire even more. To them, the Brotherhood's purpose
is to help them dominate others and obtain more privilege
and power. The daemon at the cult’s heart also demands
worship, which takes the form of obeisance, devotion, and
propitiation for the main part, rather than fanatical faith or
belief in its divinity.

Balphomael's creed, such as it is, breeds disdain, selfishness
and arrogance, and the Brotherhood quantifies the masses @
humanity (and the whole Imperium for that matter) as so much®
chattel to be used and disposed of at whim. The Brotherhood
is wary of rivals and threats to its secret dominion, particularly
so in the case of rival cults and other influences who would
undermine it or usurp.its goals. Thus the cult is not above
employing subtle means to destroy the competition (such
as leading on the wrath of the Imperial authorities against
a troublesome rival, etc.). The Holy Ordos, in particulat, are
seen as a threat and one which it should be vigilant against.
However, direct conflict with the Ordos should be avoided.

TuE RULE OF THE BROTHERHOOD

To many who are attracted to the cult, involvement can
seem a rational and even sensible choice, an alliance with
a powerful force that can grant them their desires, protect
them from their enemies, and see them triumph over their
rivals. They may rationalise it as a simple act of commerce
and fealty, no different in essence than swearing loyalty
to a guild or siding with a great house. For many, the fact
that recognisable strictures such as binding contracts, strict
hierarchy, and demanded obedience are all cornerstones of the -
Brotherhood’s structure make the cult merely a continuation
of what their lives already demand.

The cult fosters this lie by taking on the trappings of a
secret society dedicated to furthering its members’ interests,
Often it only reveals its true nature to aspirants onee the
have been fully tested, compromised, and tempted
power and influence the cult offers. Such sane and ci
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bloodshed when it was uncovered.

lives on somewhere in the shadows.
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“Four {or more)

constant search for them to this day.

- TABLE 4-8: INFORITIATION ON THE BROTHERHOOD

The Brotherhood of the Horned Darkness was the name given to a major daemon cult
years ago. It was said to have involved some very powerful people and to. haw. CANSG

Those at the heart of the cult were said to have sold their souls for power and wealth many years or even
decades prior to the cult’s discovery. The dark suspicion was that some great families had built their
prominence on such tainted bargains in the first place.

The cult wasn’t just limited to Scintilla; it, or something very like it, has come to light on
Some believe it is a widespread and very old malefic conspiracy, far older than Cah)us'l sel

At the heart of the cult was a daemon known as Balphomael. This entity was the true “Horned Darkness”
of the cult, and it was to this being that souls were sold for power and in whose name human sacrifices
were performed in secret unholy temples.

The cult was, and probably still is, more widespread than the Holy Ordos will reveal,

authorities. Several centuries ago, the Ordo Malleus carried out a great purge of the cult in
panic and fear destabilise the whole sector—so widespread had its corruption become. T
remains that some of the Brotherhood escaped to plot again in secret, and the Inquismon :

trappings are, of course, ultimately a deceit, and one willingly
embraced by the cult's members to conceal the dark and
festering truth at the cult’s heart, the daemon Balphomael.
[he Horned Darkness is a powerful entity able to grant great
poons to those that swear it service. However, its price is
kewise heavy, its only coins of exchange are sacrifice and
eath, and it is a jealous and unforgiving master.

The Brotherhood also sees the value in blackmail, brutality,
and the exploitation of the vices of others as effective tools to
bring the weak to heel and ensure their obedience. It prefers to
suborn, intimidate, and corrupt as an exercise of power, When
the time for killing comes, however, the Brotherhood either
employs calculated and overwhelming force so as to make a
terrifying example to others, or masks its crimes as accidents
or random acts of violence, whichever best suits its needs. It
is this high degree of self-control that has made the cult so
dangerous in the past. Its ability to operate clandestinely and
sparingly, where other less organised or more psychotic cults
often expose themselves by succumbing to their own excesses
or deluded beliefs, makes it an unusually subtle enemy for
the Ordos,

THE MytH OoF KHORAZIN

On a more than a dozen occasions through the years, the
cult has been discovered spreading corruption at the heart
of several commercial empires and noble houses on Scintilla.
It has also spread its tendrils into the apparatus of state, the
: Administratum, and even the Ecclesiarchy. Only through the
: et&rna] vigilance of the Inquisition, and with much destruction
id bloodletting has the Brotherhood been excised. In the
erilous of these cases, the Brotherhood, through the
Tellurian Combine, almost managed to co-opt
the Lord Sector's government before it was found
troyLd

This has led some within the Ordo Malleus to search for
some focus for the daemon on this world over and above its
worth as the sector capital. Some believe there is some hidden
warp-rift, tainted relic, or phenomenon on Sibellus, which if
it could be uncovered and destroyed, might provide a more
permanent solution to the problem. The Daemonhunter
Orpheus uncovered a potential name for this focus in the
secret ciphers of the cult, that of “Khorazin.” Just what this
Khorazin is—a place, artefact, allegory, or individual—
remains unproven, but evidence suggests that it is somewhere
in Scintilla’s barren wastelands.

TaE DAEMON’Ss DOMAINS

Behind the veneer of the cult’s power mongering and the
secretive machinations of its controlling cabals, Balphomael
demands its due. As a result, the cult maintains a string of
hidden shrines to its daemonic patron. These are temples
of forbidden worship where ritual murder is carried out
in Balphomael’s name, and where the cabal membets can
commune with their dark master, call down malefic curses on
their enemies, and summon daemons to do their bidding.
Such shrines and temples are constructed in secret and
hidden within noble estates or concealed in disused industrial
facilities and other forlorn and abandoned local'es'where_::thz:
cult’s business can be conducted far from prying 'cyesg_'-fﬁi'e
matter how well hidden, these structures (thanks té_. their

once constructed and consccrared and cannot be aban
or easily moved. Indeed the authorities” ..s-tumbll-ll_g :



. Tue Pact o THE HORNED DARKNESS

The daemon lord of the Brotherhood is a fell being that
demands service and sacrifice, and who enters into Dark Pacts
with those mortals with sufficient ambition, ruthlessness, and
lack of conscience to attract its interest. Indeed, the upper
echelons of the Brotherhood are exclusively made up of such
darkly favoured individuals.

More information on the game effects of Dark Pacts can
be found on page 241 of Dark Heresy, and of the pacts
illustrated there, both the pacts of Dominion and Survival
are particularly appropriate to Balphomael's infernal bargains.
Additionally, some further boons that might be granted by
the daemon are listed here.

The Boons Of Balphomael

Infernal Lure: By passing a Scrutiny Skill Test Opposed
by his subject’s Willpower, a character with this boon may
automatically know the heart’s darkest desire or secret vice
of a single individual by looking in his eyes (whether he
knows it himself or not). This information is conveyed only
in generalisations rather than in specific names or details,
but it is still sufficient to provide a +20 bonus to Charm
or Intimidate him where relevant. Particularly single-minded,
dull, or virtuous individuals may be immune to this, having
no such dark recesses to exploit.

Blood of Shadows: This boon replaces the subject’s
blood with a blackish ichor that quickly dissolves into smoke
if spilt. Other than a greyish caste to the skin (which can be
covered with cosmetics), there is no outward sign of the malefic
transformation within. The subject gains the Daemonic and
Dark Sight Traits and adds +10 to his Strength and Agility.

Daemonic Familiar: The subject is granted the boon of
a daemonic familiar or similar dark entity bound in service to
them (see page 144 for an example of such a creature).

Dark Rites: Another common boon granted to the servants
of the cabal is knowledge of certain dark rituals including
the summoning and binding of non-aligned lesser daemons,
=nd rites to foretell the future, cause disaster, manipulate fate,

Tue ENMITY OF THE MALLEUS

Although many members of the Inquisition ¢ sider

the Brotherhood of the Horne threat more
historic: some within
the Ordo

sion. For these Daemonhunters they 4

a cultand a daemonic threat that the Holy

ly dang

it been able to fully destroy, much to their shame

and vexation. There are sever:

hunting down any rumour of the Brotherhoo

greatest cause ould neglect
other duties and ¢

ungenerously, some of thur fellows bLllt\'L tlm

because were any one of them to finally and utterly purge
the cult, that Inguisitor’s elevation and status within the
Ordos would be assared

which they

and discover secrets. However, the sacrifices and cost involved
in such rituals as the Horned Darkness instructs are often
shockingly high, and so they are used relatively sparingly by
the Brotherhood.

;
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The Daemon’s Due

Balphomael’s demands on his servants are unremitting and
steep. He demands complete and unswerving allegiance to
him above all other creeds and gods, and the pledge of his
followers’ immortal souls. He also demands far more tangible
sacrifices in the form of the ritual murder of the Brotherhood's
enemies in his name and the burnt offerings of the betrayed

[TIALLEUS

and the weak to appease his hunger and fuel his darkly given
rituals of power.

For those with whom he enters into a Dark Pact, his boon
comes with this price and more: he demands true sacrifice,

the destruction of something of great personal value to the
petitioner in Balphomael's name. Just what this sacrifice entails
will vary, but commonly involves the betrayal and death of a
close friend, loved one, or cherished dream. For some cold-
hearted petitioners with no such humane foible, the dacmon
has been known to take a hand, an eye, or a handsome visage
whose loss the petitioner must suffer in payment.

TALES TOLD IN DARKNESS

“Canon Alberic? Ab yes, one of my...more colourful predecessors as
chaplain to the House. I wouldn't believe all you hear, foolish tales
dark altars, pacts with daemons, and such. Superstitious nonsense fil
only to be repeated by the serviles! Why I use the very same libra
and apartments as he, and if there’s anything dark lurking, why I'
sure I'd have found it myself...”
—Brother Wraxall, Chaplain to Skane Keep,
Sepheris Secundus

Although the population is quite ignorant of the existence of
the Brotherhood, it has troubled the sector enough times in
the past to have merited a place in the varied occult lore and
secret histories of Calixis. Accordingly, information on the cult
is held not only by the Holy Ordos, but some references also
occur in many old and proscribed texts, court records, and
the private journals of many noble houses and the Adepta.
The table on page 140 offers the kind of information that can
be gleaned from the use of a Challenging (+0) Forbidden
Lore (Cults) Test.

SECRET HISTORY OF THE FALL OF THE

TELLURIAN COMBINE
The cult has threatened scores of worlds at various posass &
the sector’s history, and individual Brotherhoods have samaed
greatly in power and dominion, from a dozen indsasuals
a single guild to grand malefic conspiracies encomuREE
a chain of worlds with thousands of cuffiss Swssdl &8
Balphomael’s service. Without doubt though s s gesss
danger the cult ever posed was to the very hmﬂw

itself some 440 years ago. “
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In many ways, the Brotherhood offers GMs a fairly
traditional interpretation of a sec iety or cult conspiracy
for use with your games, albeit one with a foul entity from
the warp at its heart. As such,

replete with elements and plots that can be easily reworked

der literature :

to incorporate into adventures using the Brotherhood, from
classic horror conspiracies to “cold war” style paranoia and
spy thrillers with an occult twist.

The motivations of the cult’s principal members (greed,

ambition, and the lust for power) are, while morally

SNATIV]]]

reprehensible, at least understandable and relatively sane
: ‘he cult
pable of fully rounded and quite devious plots and of

0, say, those of the Pilgrims of Hayte. 1

using more subtle tactics than most (not to mention raising
or a
y its secret
empire. It can also act as a foil and hidden enemy for other
cults and dangerous groups in your games, manipulating
the Imperial authorities into doing its dirty work for it and
wiping out its rivals,
Alternatively,
villain of sh
daemonic bargains or the uncovering of corrupt ar
suildmasters presiding over dark rituals and the like. One
particularly fun 't (in gaming terms at any rate!) of the
Brotherhood is it prefers to corrupt rather than destroy, and it

is fully capable of offering an Acolyte a deal to look the other

way (or do some dirty work for it). These deals are an excellent
of introducing Dark Pac

s and simmering corruption,
and working for the “other side” into vour gam

During those days, the Brotherhood had become imbedded
in the sector’s infrastructure and even within the Lucid
Court. Meanwhile, its figurehead organisation, the Tellurian
Combine, rose to become the dominant economic force in
the sector. Faced with the dire truth when uncovered, the
Holy Ordos had a difficult choice to make. To denounce and
attack the Combine directly would have tempted anarchy in
the highest echelons of government and perhaps even risk

the sector

open civil war with

Instead, the entire resource
Calixis—Malleus, Hereticus,
brought to bear in a true shadow war i

~whole edifice of the Combine was mercilessly brought down
its ‘cabals isolated and destroyed by covert raids, exorcist-
death squads, and contract assassinations. At the

- the cult's workings and secret pawns were forced into the
f_i'ght and slaughtered in what is believed to have been the
argest deployment of Officio Assassinorum agents in the
history of the Calixis Sector.

,df'w"l_'ia'i the Inquisition knows of the Brotherhood
ark patron harkens back to this great and secret
as the famed Daemonhunter Orpheus himself, at

same time,

the head of an intercession force of Grey Knight Terminators;
that finally vanquished the avatar of the Horned Darkness
in a hidden temple in catacombs deep under the Tellurian
Chancellery in Hive Sibellus.

Although the power of the cult was broken and thousands
of unclean heretics and their duped lackeys were slain,
the Brotherhood did not die. Time and again, signs of the
Brotherhood stirring has come to light, although it has
never managed to attain even a fraction of its former power
and glory—or so the Inquisition believes. Others, however,
believe this relative silence simply means that it has become
even more subtle and adept at hiding its tracks. They fear that
unless the true root of the daemon-incursion is found, it is
only a matter of time before the Brotherhood rises once again
to corrupt the Calixis Sector from within,

Flavian Invicta: The Traitor Cardinal

Perhaps the greatest shock in the aftermath of the whole
Tellurian affair was the revelation of the identity of the
Brotherhood's greatest diabolist,
palatine of the Holy Ecclesiarchy. Invicta was a highly ranked
but otherwise undistinguished clergyman attached as part of
the Ministorum's delegation to the Lucid Court. He appeared
in public to be an affable, pious old man from an old and
respected family in the twilight of his Ecclesiastical career
but was, in fact, a ruthless power-broker and diabolist who
harboured ambitions to be the true power behind the throne

Flavian Invicta, cardinal

of the whole sector.

Invicta was thought to have sold his soul to Balphomael
while still a young man, and close inspection of his personal
history uncovered countless strange occurrences and the
mysterious deaths of many rivals and competitors. The official
record states that Invicta died suddenly of natural causes, but
rumours within the Ordo Malleus persist that he remains alive
still, cursed by the boon of longevity that his master granted,
screaming endlessly in a pain amplifier buried deep beneath
the Bastion Serpentis.

INQUISITORIAL THREAT
BRIEFING

The Ordo Malleus regards the Brotherhood of the Horned
Darkness as a clear and present danger to the Imperiuin of
Man, and one that all members of the Holy Ordos within the
Calixis Sector are aware of to some degree (although many
believe it to be but a shadow of its former self). The threat
the cult posses is considered to be twotold. The first is the
political and spiritual corruption created by its conspiracies and
infiltrations—a danger made worse as the largely elitist maketp
of the Brotherhood allows it resources, finances, capabilities,
and scope that many cult groups and daemon worshipers ¢otild

not hope to match. i

The second is the daemon Balphomael, its works andilts
warp-spawned minions—a threat rightly classified as Malleus
Abominatus Extremis by the Holy Ordes: The dacmo
powerful entity capable of generating: high-magmtu
phenomena, casting malefic curses, and investing in
mortal servants who enter into pacts wi




snclean might. Its powers are not, however, limitless, and
sheir use seems to be inextricable linked to ritual murder and
willing sacrifice by those in its service. The proven strategy
for combating the Brotherhood then is threefold: gather
mielligence to uncover the degree of corruption, destroy its
foul places of worship to limit its power, and identify those
who have sold their souls to the daemon and bring them the
mdgement of the Emperor’s wrath.

A DARK BROTHERHOOD

The Brotherhood of the Horned Darkness is a conspiracy
of the powerful and the wealthy backed by their hirelings,
lackeys, would-be aspirants, and, where needed, daemons
summoned to enact their wrath. Presented here are specific
orofiles for one of the cult's high cabal members and a
daemonic familiar of the type bound in service to them.
Other than this, the cult’s rank and file can be represented
oy the Cult Initiate, Dissolute Noble, and Merchant Magnate
from the Dramatis Personae section in Dark HErEesy. Also
present, though in fewer numbers, are skilled and highly
manked specialists drawn into the cult’s service (Cult Magus,
Recidivist, Scribe, etc.), while the kind of highly equipped
oot soldiers the cult can employ can be represented by
the Kill Squad Trooper. Daemons, when summoned, will
e at the behest of the Brotherhood's cabal and are never
employed lightly. Likewise, the base criminal scum, mutants,
and underhive dregs utilised by some cults are almost entirely
sbsent in the Brotherhood which finds them to be crude,
weale, and inferior agents.

MASTER ZENTOS CYRAN, SERVANT OF
THE HORNED DARKNESS

To all that know him, Zentos Cyran is a wealthy and
successful guild advocate who operates on behalf of numerous
mdependent commodity traders and gelt-speculators in the
commercia markets of Scintilla. A lean and austere figure in
nis middle years with a shaven head and piercing grey eyes, he
s well respected and considered to be highly connected and
skilled at his trade. He makes his home in the most exclusive

mercantile district of Ambulon, where he conducts most of

qis business. Unbeknownst to the wider world, however,
Cyran is a Servant of the Horned Darkness, and part of a
ruling cabal that seeks to rebuild the cult on Scintilla to its
former glory.

With a mind as cold and vicious as a steel-sprung
wap, Cyran's particular gift is for intelligence gathering,
bribery, and blackmail. Additionally, he sidelines as both
a connection with Ambulon’s criminal underworld and
as a trouble shooter for the cult, although he rarely dirties
fis own hands with murder. He is ably assisted (and
watched) by a daemonic familiar he knows as Malessence,
granted to him by Balphomael when he sold his soul.

| Master Zentos Cyran Profile
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=
|
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253030 |30 36|46 |43 |52 |49

Movement: 3/6/9/18 Wounds: 18
Skills: Awareness (Per), Barter (Fel) +10, Charm (Fel) +10,
Ciphers (Occult) (Int), Ciphers (Horned Darkness) (Int)
+10, Command (Fel) +10, Common Lore (Administratum,
Imperium, Local—Ambulon, Scintilla, and Markyan Marches,
Mercantile) (Int) +10, Deceive (Fel) +10, Evaluate (Int),
Forbidden Lore (Cults, Daemonology) (Int) +10, Inquiry
(Fel) +20, Scholastic Lore {Bureaucracy, Imperial Law, Oceult,
Philosophy) (Int), Scrutiny (Per) +10, Secret Tongue (Horned
Darkness) (Int) +10, Speak Language (Low Gothic, High
Gothic) (Int) +10, Trade (Commercia, Gelt-Broker, Scribe)
(Int) +10,

Talents: Foresight, Jaded, Melee Weapon Training (Primitive),
Peer (Academic, Administratum, Commercia, Govertiment,
Noble, Underworld), Pistol Training (Las, SP), Resistance
(Psychic), Strong Minded, Total Recall, Touched by the Fates
(2 Fate points).

Dark Pact: Cyran has entered into a Dark Pact with the
Daemon Balphomael and in return has been granted long :

ITIALLEUS

*
*

AV

life, a daemonic familiar to aid him, and power over others
He is subject to the following boons: he ages at a dramaticall ¢
reduced rate and counts as having Unnatural Toughness (><2
versus all forms of poisons and diseases. He also has the boot
of the Infernal Lure (see page 141), is subject to the strictures
and benefits of a Dark Pact as listed in Dark Heresy, and has -
been granted knowledge of several Chaos Rituals.

Armour: None.

Weapons: None or sacrificial mono blade (1d5+4" R;
Pen 2).

TIncludes Strength Bonus.

Gear: Very high quality but austere clothing, personally
encrypted vox, ocular catechiser, ledger data-slate, various
pass keys and ward accessors. Or, if encountered at worship,
elaborate black ritual robes and sacrificial blade. Given his
wealth, contacts, and resources, he may, of course, arm and
equip himself further as required.
Threat Rating: Hereticus Majoris.

our salvation, The

ooy, 1or 1
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MALESSENCE, DARK FAMILIAR

- The powerful daemon familiar Malessence is a servitor creature
- of Balphomael, conjured from the body of a young woman
‘ho loved Cyran and who was sacrificed by him to his dark
ord. The daemon is bound to Cyran’s soul and serves him as
-bodyguard, spy, occasional assassin, and constant reminder
f his obligations. A shape shifter, she can take several forms,
ut her preferred one is that of a pallid young woman. In this
uman guise, she masquerades publicly as Cyran’s aide. The

a daughter he and his murdered lover might have had together
is a deliberate and subtle barb on the daemon's part.

Malessence Profile LW)

WS|BS| S | T | Ag | Int | Per |WP| Fel
-

3713740 [40 |40 |37 |51 |68 37

Movement: 4/8/12/24 Wounds: 25
Skills: Awareness (Per) +10, Concealment (Ag) + 10, Deceive
(Fel) +20, Dodge {Ag) +10, Forbidden Lore (Dacmonology,
Warp) (Int) +10, Psyniscience (WP) +10, Secret Tongue
(Horned Darkness) (Int) +10, Scrutiny (per) +10, Silent
Move (Ag) +10, Speak Language (all) (Int), Trade (Valet,
~Scribe) (Int).

“Talents: Hard Target, Melee Weapon Training (Primitive),
Swift Attack.

Traits: Changeling, Daemonic (TB 8), Dark Sight, From
eyond l_n'rlatc Psyker, Soul Joined, Warp Shadow:.

: geling: A shape-shifter, the daemon may take the form
lack felid, a small onyx statue of a weeping maiden,
servo-skull, or a slight, pale young woman
hadowed eyes and a subtly mocking, sardonic

- resemblance of this last form to Cryran’s secret imaginings of

manner. Regardless of her shape, all of her forms smell faintly
of cinders and ash. She may change shapes at will as a Full
Action. In these alternate forms, she gains Talents, physical
Traits, and Characteristics as appropriate, but her Wounds
and her other abilities and Traits are not effected (she retains
the Daemonic Trait, her Intelligence Characteristic, Psychic
Powers, and so forth.)

True Form: If violence threatens, she may shift to her “true”
a charred,
smoky insubstantial wings and bloody, empty eye sockets.

In this form, her Characteristics remain unchanged and she
gains Fear 2 (Frightening), Daemonic Presence, Flyer 16,
Regeneration, and Natural Weapons in the form of long-
nailed, blackened claws that inflict 1d5+57 R Damage and
have the Warp Weapon Quality. In this form, she also is
immune to the effects of fire and flame weapons.

form, rune-branded, half-human carcass with

fIncludes Strength Bonus.
Innate Psyker: Malessence has an effective Psy Rating of
3 and the powers Call Flame (8), Far Sight (17), Fire Bolt
(11), See Me Not (14), Sense Presence (7), Suggestion (7),
Telepathy (11), Weaken Veil (9) and Whispers of the Warp
(13). She is never subject to Psychic Phenomena while using
these powers.
Soul Joined: By concentrating and passing a Routine
(+10) Willpower Test, Cyran mentally communicates with
Malessence and may see and hear what she sees and hears
with an unlimited range. Likewise, if her master is harmed
in any way, Malessence will immediately know, and she mily
unerringly locate him at will. -
Warp Shadow: She is partially concealed from. thc p_' ing.
arts of the psyker or by technological means ofscannm
all attempts to locate her or discover her true natu (by-
Presence, Psyniscience, auspex, etc.) suffer a —30 pe
Weapons and Gear: Well-tailored scribes
quality, personal vox, encrypted data- slat '
Threat Rating: Malleus Majons :
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DAEMON PLAGUE

The Vile Savants are daemonic entities who require no

*
*

cultists, nor do they answer a sorcerer’s summons when called
(unless it suits their purpose). While other cults may spread
like a disease, the Vile Savants are literally a warp spawned

reality just as mortal viruses spread from organ to organ,
choking its host with sickness until it fails and collapses.
The Vile Savants have a single and consuming desire: spread
their contagion and kill until nothing is left alive. These
horrors cannot be bargained with, reasoned with, placated,
or diverted from this task.

The Ordo Malleus believes that this most unholy contagion
is the design and will of the Ruinous Power called the Lord
of Decay, known to some as Nurgle, Father of Plagues and
Bringer of Despair. As warp entities, they serve to embody
several types of daemonic contagions that are categorised by
the Ordo Malleus as the Fydae Strain (named after the area
of the Calixis Sector where they were first encountered). The

SNATIV]I]

Savants themselves are little more than murderous vessels,
avatars of these hell-sent plagues. Each stage of a Fydae
outbreak cycle escalates the amount of death and horror
until it has reached such a weight of destruction that the
barriers between real space and the warp can be breached,
“the dead walk,
aster’s prize.

and the Vile Savants come to claim their

HEN THE DEAD Do Nort REsTt

Outbreaks of various strains of zombie plague or incidents
where the dead have been known to rise as a result of a
warp-spawned rift, fell-technology, or necromantic witchery
have been known to the Imperium for millennia but are
thankfully comparably rare. In recent decades, however, the
sectors and worlds of the Segmentum Obscurus have seen a
marked upturn in such incidents linked to disease cults and
the ancient enemy.

The involvement of the entities known as Vile Savants
in the outbreak of these awful plagues is likewise a new
development and a dangerous one. They bring a malign
intelligence to these events, making them far harder to combat
or contain. The Holy Ordos Segmentum Tabernacle believes
that the Vile Savants are responsible for various outbreaks
of plague and the massacre of settlements, ships, and cities
across the Segmentum Obscurus occurring in the Calixis,
Mandragora, Medusan, and Ixaniad Sectors. Of particular
concern to the Conclave Calixis is that in the last 50 years
there have been five confirmed contacts with what has been
named the Fydae Strain (after the Sutter’s Rock outbreak) in
- the Calixis Sector.

GAHRIONATES.AND WARP ZOMBIES

on. Animated at the bethr of fell sorcery
f the darkest of the psyker's-arts, such creatures

scheming mortal agents. They do not plot or foster nests of

contagion. They spread and multiply through the flesh of

can make for powerful and loyal servants. Forbidden science
can also bring a twitching carcass to a semblance of hungry
life. To represent such unnatural abominations, use the Plague
Zombie shown here, but remove the references to the Fydae
Strain infection and modify them to suit your nceds. For
example, ravenous daemon-bound corpses with a taste for
human flesh might have the Berserk Charge talent and +10
Strength and Agility but will be subject to Warp Instability
Alternatively, shambling creatures created from a baleful
chemical spill or forbidden bio-weapon might have the Toxic
quality to their attacks and lack the Unhallowed special rule,
but have a fear of bright light or fire and continue to rot until
they finally collapse.

The Fydae Strain Zombie Plague

Exposure and Chance of Infection:

* Skin or tissue contact with the body of the infected:
5%.

* Skin or tissue contact with infected blood or internal
body tissue from the infected: 30%.

* Bite or wound from infected individual (any Damage):
50%.

* Ingestion of heavily contaminated material (i.e., water
where plague dead have lain): 50%.

* Deep wounding by an infected individual (i.e., a Critical
Wound from a bite or mauling): 75%.

Incubation Time: Varies between 10 minutes and five
days (the GM decides).

Base Toughness Test Modifier to Resist: Hard (—10).

Effects: If the victim succumbs to any degree of failure,
he is racked by an intense fever and green marks blossom
on his flesh, which quickly withers and sloughs away. The
victim also begins to vomit foul blood. These symptoms last
for approximately an hour during which the victim suffers a
~30 penalty to all Tests. After an hour, the victim is gripped
by violent spasms and dies in agony, but may later return as
a Plague Zombie,

During this time, medicine cannot save the victim but
exorcism might (see the Purge the Unclean Talent, in The
Inquisitor’s Handbook), though this will likely leave
the victim in a precarious state suffering —1d10 permanent
Strength and Toughness Damage.

Immunities: Owing to its daemonic nature as a thing
of despair and occult corruption, individuals with the
Pure Faith or Rite of Pure Theught Talents, the From
Beyond, Machine (3+) (unless they contain considerable
living matter), or Daemonic Traits, or those with a Dark
Pact cannot be infected by the Fydae Strain. Likewise,
the Unshakable Faith Talent provides a +20 bonus o
resist infection.

Subject Zero: The first person infected by Fydae Strain
only suffers intense fever for approximately an hour After
this time, they are a contagious cartier of the disease but will
suffer no other effects from it. They are also immune :0 ‘the
effects of all other diseases and toxins.




@ Usincg THE VILE SAVANTS IN
" Your GAMES

The Vile Savants are a brutal and immediate threat
and are ideally suited to high action scenarios focusing on
character survival and the defence of innocent bystanders.
The Savants and their rotting minions are violent and
horrific antagonists, and there is unli
political subtlety in a scenario involving them! A good

ly to be much

way to approach a classic outbreak scenario is to follow the
progression of the zombie plague outbreak and then the

arrival of the Vile Savants, Such scenarios could start from
the beginning of an outbreak of an unknown dise:
ermine the nature of the

hazard, only to find themselves trapped and having to fend

Acolytes are then rushed in to d

off tides of plague zom

Alternatively, an outbreak and subsequent arrival of
the Vile Savants is a great, unexpected diversion that
can interrupt an investigation in an unconnected matter,
This last type of scenario is a classic case of the Acolyte:
just being in the wrong place at the wrong time. A third
option is to break things down and perhaps use the plague

zombies without the S

personnel in order to
is, ho
as the diseases involved in such scenarios are utterly lethal.

1. advisable to tr

It makes for a rather dull roleplay session to have the P(
drop dead as soon as they enter an area of infection! Plan
your adventures ¢
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THE PATHOLOGY OF
CORRUPTION

Like any disease, the contagion of the Vile Savants follows
2 particular pathology and path of inflection as illustrated in
the following section.

THE First StAGE: THE OCcuLr
INFECTION OF SUBJECT ZERO

The cascade of events that culminate in the arrival of the Vile
Savants begins with the infection of a single person. How this
first infection oceurs is not known for certain, as the ways of
the Chao _..GD'C]S are fickle, but the Ordo Malleus believes it
may be some deep and dark lesion within a person’s spirit
o the contagion and it responds to that call. If true,
k and macabre despair of such singular depth

and malice that it resonates in the warp and calls_t'he-diseas'c
like a moth to a flame. While the exact means of infection are
confined to theory, the Inquisition has had several confirmed
cases from which to establish how the contagion progresses
once it has infected its first victim.

At first, the only sign is a period of intense fever and
terrible nightmarish visions that passes in a matter of hours
and leaves the host apparently in perfect health. As healthy
as the person seems, his soul is now lost and he has become a
fever that walks and a vessel for unholy disaster in the shape
of the Fydae Strain. Utterly infectious and yet outwardly
healthy, he ignorantly goes about his life, not knowing that
the contagion inside him is tainting all he comes in contact
with.
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Thus, the carrier spreads the contagion with a thoroughness
that could never be achieved by obviously sick individuals, It
is with this subtlety that the Grandfather of Fever shows his
genius and his beneficence. This first subject will never be
touched by any disease or sickness ever again, but will infect
and doom all he meets and so is destined to stand at the
centre of a storm of pestilence and see all he cares for dissolve
and decay. In the terminology of the Ordo Malleus and the
Ordo Sepulturum, this blighted individual and most damned
of souls is named “Subject Zero.”

THE SECOND STAGE: THE
COLONISATION AND SPREAD OF
CONTAGION

Once Subject Zero has unwittingly begun to spread the
contagion, as time progresses, so will the spread of the plague
at an ever-accelerating rate. Unlike mundane diseases, the
contagion spread by Subject Zero can take weeks or hours to
claim its first lives, dependant on its fickle daemonic nature, It
is as if the diseasc itself is patient and willing to wait to spread
to as much of the populace of a locale as possible before it
begins the next fatal stage of its cycle. However, if tempted
by a particularly choice group of victims (such as medicae
personnel) or the threat of discovery, it will suddenly erupt
with full force. Its hunger to kill may drive it to full outbreak
sooner rather than later as the daemon will not be denied its
feast.

Once the disease begins to manifest fully, it presents as a
wild and vicious mixture of symptoms ranging from bloody
flux, vomiting, and murderous fever, blooming strange greeﬁ
marks on the skin and the rapid necrotizing of flesh, all finally
resulting in a spasm-wracked death usually within hours of
the disease’s first symptoms manifesting, Once the first lives
have been claimed, matters accelerate and worsen rapidly;
Hundreds, even thousands may die within hours causing mass
panic and civil disorder and straining any authority’s ability
to cope to the breaking point,

e
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“THE SUTTER'S ROCK OUTBREAK
SUTTERS ROCK: Asteroid mining outpost, Fydae Great Cloud.
POPULATION PRIOR TO INCIDENT: 120,000 (aperox.)

Infection of Subject Zero estimated to have ocourred on 363.724.M41 ., Subfject Lero
remains unidentified,

12 HOURS SINCE INFECTION OF SUBJECT ZERQ: Unknown to the ¢itizenry or alithorities of
Suther ‘s Rock, around 13,000 are thought to already be infected by the contamination.

Very rapid spread of infection is aided by the outpost's confined nature and recyoled
air.

BT

14 HOURS SINCE INFECTION OF SUBJECT AFRO The first symptoms begip to show amongst the
pOpulatlon In ignorance the people continue with their normal routine 5, lncreasing the
spread of che disease. The infected population likely already exceeds 20,000.

SNATIV

B 15 HOURS SINCE INFECTION OF SUBJECT %ERO: The first deaths ocour. Outpdst authorities
begin to be flosded with t8ports of deaths and people showing symptoms of the disease.
Inexperienced in such matters, no effective guarantine proceduras are immediately
enforced, allowing the contagion to spread further. Casualties estimated as 4,000
Primarily amongst the young or old and infirm.

17 HOURS SINCE INFECTION OF SUBJECT 4ERO: As casualties mount, the medical facilities
are put under martial law and armed quards posted. Panic grips much of the population
who begin to surge towards the now quarded medicae facilities or seek escape on fleei ng
ships, only to be repelled from the docking bays with lethal forae. Insuch close packed
groups, the contagion continues to spread unchecked. Casualties estimated at 10,000, and
infection rates as high as 50%.

ADDENDUM: At this point two interstellar cargo vessels fled the stations: one, the
Axmundi Conveyer, was never accounted for and the sesond, Krin-77 /3, was later destroyed
ag a precautionary measure before it could dock at Lind Orbital.

18 HOURS SINCE INFECTION OF SUBJECT ZERO: The out tpost's authorities begins to realise
the scope and nature of the problem that they are facing and respond. Water supelies and
ventilation linkg are shut down, all areas that can be sealed are, and all those showing
‘SympLtoms in the outpost’s upeer echelon are segregated. Infrastructural and government
complexes isolate themselves and switch to contained air and water process sing units.
Civil disorder beging in earnest. Casualties estimated at 23,000, some 20% of which are
likely due to containment measures and rioting.

22 HOURS SINCE INFECTION OF SUBJECT ZERC: The dead become animate and attack the
living. Enforcer units deployed throughout the colony are guickly overwhelmed. The
authorities decide to send a message requesting help and detailingeheir situation. The
eolony's only astropath, Ciridinal Zay, sends the signal as the first symptoms begin
to manifest inpeople within quarantined “safe’” areas. Casualties estimated at 42,000,
rising rapidly.

24 HOURS SINCE INFECTION OF SUBJECT %ZERO: Anarchy breaks out within the quarantined
enclaves held by the authorities, while ontside the dead reign. With no central
authority, those still alive begin ro break up into small groups fighting for their
own survival. The dead throng the streets. Warp creatures are encountered. Astropath
Zay commits suicide after sending last messages, commending his soul to the Emperor.
Casunalties estimated to be at least 60,000.

26 HOURS SINCE INFECTION OF SUBJECT ZERO: The animate dead far outnumber the living.
Credatures identified as vile Savants encountered marshalling the dead and warp creatures
rwhelm the surviving pockets of the uninfected. Fower failures, localised
iong, and sporadie fires result in the end of viable data recordings.

s'boarding parties of armsmen in sealed combat armour accompanied
igition to Sutter’s Rock. Atmosphere in Sutter’s Rock is found to
l‘u.ghly cc-ﬂtam.marec‘. Enforcer security and station control logs recovered. Vast
ntivies of dacomposed human remains are found; however, no survivors, warp entities,
ilking dead are encountered. AEtheric scans indicate severe and dangerous weakening
warp/real space boundaries in the area. Recovered data indicates one salvation pod
A+1,007 honrs; c:cupar;ts Or cause unknown. Destination of salvation podis

F ".BBJECT ZERQO: Boarding parties are withdrawn, station
ient bombardment is commenced by The Fifth Hammer of
on. B Butter ' s Rock.




Tre TriRD StAcE: THE WALKING
DEAD

In this stage, the disease does not simply attack the bodies
of the infected but moves to overwhelm the few threads that
keep humanity together in the plague’s aftermath or may
contest its decaying dominion. Rising from their graves,
the plague dead walk in search of the living, the daemonic
plague driving their corpses like the many cells of a single
vile organism,

The walking dead fall on the living, hunting them down
implacably, and each person they kill rises to join them in
turn. As the walking dead multiply, wild terror and anarchy is
the natural consequence unless the Inquisition, the Imperial
military, or some other powerful force can step in. Short of
total cleansing with fire and faith, there is now little that can
be done to avert the next stage of the cycle, save contain it
with brute force and merciless purpose.

Tus Fourrsa STAGE: COMETH THE VILE
SAVANTS

Once the dead have risen in great numbers, the hour of their
masters’ arrival has come. At the centre of the outbreak, in
2 silent, dark place bathed in death and despair, reality falls
apart to the buzzing of flies. The Vile Savants step through
into reality, and in their wake come the daemons of the Lord
of Decay.

The number of Vile Savants that appear is dependant on the
extent of the contagion’s spread. If a great city is consumed
by the contagion and the walking dead numbers are legion,
dozens of Vile Savants may come, while the death throes of
2 small settlement may bring a single savant to perform its
fnal rites. As manifestations of the contagion itself, the Vile
Savants can command the throng of walking dead, wield
diseased powers of the warp, and consume life like a hungry
coud of locusts. With a deliberate will at the centre, the
walking dead begin to destroy any remaining resistance and
2 disaster becomes a war.

Tue Firra STAGE: DISINTEGRATION
AND PROLIFERATION

The final stage of the contagion’s cycle occurs only if the
vile Savants are victorious and have brought their targets
o ruin. With death and decay holding limitless dominion,
the walking dead begin to collapse, their flesh putrefies,
snd the air is filled by the buzzing of bloated corpse flies.
In this perfect garden of decay, the Vile Savants move about,
harvesting the outpouring of death and decay and sampling
the changing contagions born by the outbreak. Not all are
Lilled. however, 4s a few people are allowed to survive and
e Vile Savants do not seek them out—for the Lord of Decay
seeds life and flesh upon which to work his wondrous diseases
aind requires witnesses {o bear testament to his all-consuming
power. Finally, the Vile Savants step back through the hell
bt made them and wait until the next outbreak, wherever
and whenever it may be

INQUISITORIALTHREAT
BRIEFING

The Vile Savants and the Fydae Strain contagion are a threat
not simply because of the destruction that they cause, but
because the Inquisition fears it is geared to some greater
dark design. It is the considered opinion of the Conclave
Calixis that is it only the gift of the Emperor’s providence
and thanks to the valiant actions of his servants that there has
not already been far greater loss of life at their hands in the
sector. All of the Holy Ordos must be ever watchful for the re-
appearance of this threat and take whatever action is needed
to confound and destroy them wherever and whenever they
are encountered. It is also the duty, particularly of the Ordo
Malleus, to further pursue these terrible creatures and learn
of their nature and limitations so that they may be more
effectively countered in the future, as the threat posed by the
Vile Savants is not only severe but perhaps eternal, They are
truly the disease that walks, always searching for a time and
place to surface and whose only goal is suffering and death.
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THE CHILDREN OF DECAY:
THE VILE SAVANTS

FYDAE STRAIN PLAGUE ZOMBIES
Fydae Strain Zombies first appear to be no more than
gaunt, dead-eyed plague victims in soiled and blood
spattered clothing, but this does litde to dim the horror
for friends and loved ones wracked with grief. As the
outbreaks worsen and the Vile Savants themselves mak
an appearance, the Fydae Zombies decay at an unnaturally ;
accelerated rate. They turn into horrific rotting husks -
of putrescent flesh, but no less active or deadly for it

Fydae Strain Plague Zombie Profile

WSL| BS| S L \ Ag \ Int | Per
| (6)
|_20 l — {40 | 30 \ 10 \ I0 | 1§

Movement: 1/2/3/— Wounds: 10
Skills: None.

Talents: None.
Traits: Dark Sight, Diseased (Fydae Strain), Fear 1
(Disturbing) (but may increase to 2 for particularly horrifically
decomposed examples), From Beyond, Natural Weapons(Dead
Hands and Teeth), Unhallowed, Unnatural Toughness (X2),
Walking Dead.
Walking Dead: An animate corpse propelled into life by
dark forces is, as might be imagined, quite difficult to “Kill."
These creatures do not need to breathe, they do not tire, and
they are immune to poisons and diseases, as well as many
environmental hazards. They do not suffer the effects of being -
Stunned or the penalties for being injured. In addition, only
Critical Wounds suffered to the head or body can destroy
them, any suffered to an arm or leg simply renders



limb wseless.
Unhallowed: Blessed and Holy weapons inflict double
- Damage to Plague Zombies.
Weapons: Dead hands and teeth (1d5+4" R; Primitive,
plus infection).

Includes Strength Bonus.
Gear: None (Zombies are able to use basic tools and weapons
if directed to so by a Vile Savant, although firearms and other
complex devices are largely beyond them).
Threat Rating: Malleus Minima.

|

*
L

THE VILE SAVANTS

SNATIVI

The Vile Savants are horrific manifestations of the daemonic
diseases that claimed the mortal lives of the putrescent
remains of the flesh they wear, and are avatars of plague and
destruction. They appear as figures wearing sealed containment
suits that are slick with filth and beaded with moisture like
sweat on fevered skin. Inside, there is nothing but putrefied
liquid flesh and writhing vermin, held together by the sagging
structure of the suit. The daemonic forces that motivate them
drive their stumbling, boneless limbs on with macabre and
aura l'.‘r uiter i".i’)l'l'if“. :':':]d

y be un

implacable purpose. A palpable

roiting miasma surrounds them, and to

enough to witness these awful things i

1s to hear their buzzing voices inside one’s |

the subjects of their experimentations in the

| Vile Savant Profile vhd~
WS | BS| S | T |Ag|Int| Per| WP| Fel

(6}

35]35/30[40 35|38 30

1ent: 3f6f9/18 Wounds: 15
areness (Per), Chem- Use (Int}, Climb (S), Common

Lore (Tech) (Int), Deceive (Fel), Evaluate (Int), Forbidden
Lore (Warp) (Int) +20, Medicae (Int) +20, Psyniscience (Pet),
Speak Language (any needed) (Int), Tech-Use (Int) +10.
Talents: Melee Weapon Training (Chain, Primitive).

Traits: Daemonic (TB 6), Dark Sight, Diseased!”, Fear 3
(Horrifying), From Beyond, Strange Physiology, The Horror
Within, The Stuff of Nightmares,

Daemonic Presence: All those within 20 meters hear
snatches of technical medicae chatter, weeping noises, and
pleading screams, all overlaid with the buzzing of insects,
while colours appear to fade, paint to blister, and metal to
rust. All creatures within this area take a —10 penalty o
Willpower Tests.

The Horror Within: A Vile Savant may peel away its
containment suit to release the daemonic essence within. This
takes a Full Action, and once complete, the Vile Savant is
replaced by a Plague Swarm. If the Vile Savant is destroyed by
mundane weaponry, this also has a 50% of occurring, rather
than the daemon being slain outright.

"Diseased: Vile Savants carry the Fydae Strain and are
infectious at will (as per a Plague Zombie}, additionally all
their attacks carry the Toxic quality, as Wounds caused by
them instantly become infected and rot.

Telepathy: The Vile Savants have no mouths to speak but
can use the Telepathy Psychic Power automatically and with
no possibility of Psychic Phenomena or Perils of the Warp.
When heard inside a person's head, a Vile Savant's voice
sounds like a buzzing swarm of insects crawling in one's
mind. Hearing this voice automatically inflicts 1d5 Insanity
Points unless a Challenging (+0) Willpower Test can be
made to resist the horror. This power is treated as a Psychic
Power in all other respects.

Zombie Mastery: Fydae Strain Plague Zombies are an
extension of the disease contained within the Vile Savants.
This connection allows them to have complete control of all
Fydae Strain Plague Zombies within 300 meters, and they
are able to perceive and act through them. Controlling the
zombies within this area is a Free Action. This power works
automatically but is treated as a Psychic Power in all other
respects.

Armour: Soiled containment suits (All 2},

Weapons: Filthy surgical blade (3m; 1d5+37 R; Pen 3;
Toxic), bone severer (1d10+4" R; Pen 2; Toxic, Unwieldy,
Tearing) or contaminated corrosive spray from its suit (10m;

Slf= ‘c‘l 0+2 E; Pen 6; Toxic, Infectious, Flame).
Includes Strength Bonus.
Gcar: .\cnu& other than rusted and contaminated

medical equipment.
Threat Rating: Malleus Majoris.

PLAGUE SWARM

A plague swarm is a daemonic force of mindless destrl_.l_cﬁ_{_'in
that materialises in the corporeal universe as a ripp_l-ing_.-'fnRSS
of locusts, beetles, flies, or other such creatures twisted
into utterly horrific form and redolent with rot and decay.
These hellish swarms move as one implacable and unholy
mass, stripping flesh from victims as they pass, tainting and
destroying everything they touch,




The following profile indicates a swarm with the
spproximate mass of an adult human being. Smaller and

much larger swarms are possible.

Plague Swarm Profile

Movement:

Skills: Aware

Talents: N

Trait: sstial, Dacmonic, Daemonic Pr

2 (Frightenin %% chance of .

ond, Natural Weapons (A Thousand Gnawing

-ature, Warp Instability.

Daemonic Presence: All creatures within 20 metres feel the

scuttling of numbe s under their skin and hear a
rom all around. All creatures
Ity to Willpower Tests.

Swarm Creature: Any attack from a weapon that does not

sound like the buzz
within this are

either have the Blast, Flame, Scatter, or Holy qualities only
circumstances, a swarm creature
: scked Down, or Pinned, and the
arm may “pour” through suitable small openings such as

ts, vents, and the like, but they may

is counted as being destroyed once all its Wounds are lost.
arm'’s attacks have a variable Penetration value (roll

time an attack lands), representing its ability to engulf

their victims and attack vulnerable areas. Because of its diffuse

nature, plague swarms suffer double Damage from Blessed
s and the effects of warp instability.

Weapons: A thousand gnawing maws (1d10 R'; Pen 1d5;

Tearing)

Includes Strength Bonus.

Threat Rating: Malleus Minoris.
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- THE
[TIENAGERIE

“‘Come and see, you must come and see.”
—Last broadcast of Eldred Krane, Acolyte
Aventine District, Malfi

Fall the threats facing the Ordo Malleus in the Calixis
Sectot, few are more dangerous, stranger, or as little
understood as that posed by the cult known as the
Menagerie. There are even those within the Inquisition that
insist the cult is a phantom—a paper threat, a thing without
substance, a conjecture woven from half truths and overactive
fear. This, in turn, has led to fears by some that even the Holy
Ordos has not been beyond the cult's corrupting reach, and a
few Daemonhunters have engaged in unsanctioned operations
in order to destroy it.
The horrific truth is far worse. The Menagerie is very real,
and its threat goes far beyond that of a few hundred lost lives,
or a thousand or a billion. It seeks to undermine the very nature

“of reality itself with its revelations and to pitch the Calixis
Sector into an abyss of Chaos from which none shall escape.

"The Menagerie has such sights to show, and all are invited to
me and see.

THE PATH OF THE
REVELATOR

The name of the Menagerie is one whispered fearfully by
warp-dabblers and those that traffic in forbidden lore; its name
is a thing of terror, a dark legend and an enemy o be more
feared than even the Holy Inquisition. It is a cult of secret and
matchless power that deals in physical corruption and madness,
whose touch blights the flesh with the twisting mutation of the
warp and whose sorceries can sunder reality and remake 1t

The Menagerie, as its name suggests, is a collection of
secrets, tangled intrigues, and horrors undreamed off. Tt is all
these things, but it is also a display, a hellish show that reveals
to its audience what it claims to be a glorious vision of the
true nature of the universe, an unveiling of glories and terrors.
Such revelations come with a terrible price to sanity, body:. and
soul, and few survive their message. Those who do are forever
changed.

The cult’s plans and workings remain obscure even to those
aware of its existence. However, the dreadful suspicion by some
within the Ordo Malleus is that the Menagerie’s seemingly
random plots and corruptions are all working to a vast and
singular plan, a plan to undermine reality itself by undermining
the sanity and altering the perceptions of humanity to better
encompass the “reality” of the warp and bring the batriers
between the real and the unreal crashing down. Few that have
survived exposure to the Menagerie doubt that the true nature
of its plan, as it unfolds, is likely to be something so tertible
that no sane mind could grasp it.




SUNDERED FLESH AND
TWISTED REALITIES

*.. . he wears no mask. .. he wedrs no mask. . .he wears—"
—Suspect apprehended after the murder of Prefect Strabo,
Gunmetal City, later declared insane and terminated

The cult of the Menagerie is a cavalcade of madmen, sorcerers,
nsane schemers, deranged murderers, and the sculptors
of flesh known as the Revelators, who are its masterminds.
They are all without doubt true believers in their cause,
fanatical adherents to a creed almost incomprehensible to
outsiders. Their beliefs are focused around the mystery of the
revelations that they have been exposed to and the wonders
and beauty of unrestrained physical and mental change. They

slot endlessly to bring about a “great revelation” so all of

Bumanity can receive the blessings of the sights they have
seen. They commit seemingly random acts of violence and
destruction, forcing events into one pattern or another, and
spark outbreaks of madness and misery by their actions. With
the fervour of true converts, they take great delight in sharing
their gifts with others, often spawning a genuine menagerie
of warped creatures and pets, many formerly human, in
the process.

The cult possesses an insane certainty in the rightness of

its cause and is more than willing to make sacrifices in the
pursuit of its goals. The cult members are able to maintain a
veil of secrecy through their power to change flesh, tamper

with minds, and even warp space to their desire. By these
means, the cult hides itself from outside eyes and avoids direct
confrontation with the Imperial authorities (unless it should
wish it). In the past, the cult has been encountered lurking
behind fronts such as theatres, hostelries, and venues in run
The cult has
even been found behind sanatoria, alms houses that cater to

down areas or at the edges of the underhive.

the dregs of humanity, side shows, and (savouring the irony)
Sven menageries and exhibits of more commonplace beasts
_-nd alien creatures.

These false fronts serve to conceal the foully
changed of the cult's numbers and allows it to select its

maost

victims from those unfortunate enough to stumble across
one of its lesser “performances.” Operating in accordance
with an unfathomable plan and timetable of its own twisted
devising, the cult reaches out and draws particular victims
to it, manipulating minds and perhaps even the flow of fate
wself to draw them in. These chosen victims, the “favoured”
as the cult names them, have been selected to carry out some
part of the Menagerie's great and secret purposes, and seldom
realise just what has befallen them. Most will go about their
business, seemingly normal but horrifically changed within,
However, they are unwitting pawns of the cult’s conspiracies
and living weapons in the service of the Revelator who has
remade them.

Suclt is the duplicity and labyrinthine skill of the Menagerie
that -&fr_én no one connects the diverse victims to having
attended a given performance of a play or having visited
nival whete they became separated from friends for a

Even someone collapsing drunk or drugged in a certain
location, waking days later with no recall of what befell

T
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them in between, is ignored. Each act of inflicted madness
is but one part of a grander design reaching out across time
and space to an unknown but doubtless malign conclusion.
However, whether they work to achieve some dark end or
prevent one, none save perhaps the Revelators know,

THE LAsT MASQUE oF HOUSE ORSINI

[t cannot be said with certainty when or how the Menagerie
first came into being, but its earliest recorded activities hail
from within the dark recesses and opulent courts of the world
of Malfi. The first mentions occur in the years of relative peace
that followed the disastrous Reign of Terror and the destruction
created by the birth of another deadly cult, the Pilgrims of
Hayte. :

Forced out on the margins of power was House Orsini, a
once great and powerful family who had had a stranglehold on
the senate and whose influence ranged wide acioss the sector,
The civil anarchy caused by the Pilgrims of Hayte's Red Solstice
had seen them vacillate and their rule found wanting. Unable
to sustain such a loss of face, their powerbase crumbled and
they barely survived the intervening decades. With the th]Sﬁ"‘
crippled and failing shadow of its former glory, the Orsi
have done anything to regain their prestige and pcwer
that when an enigmatic stranger came to them, offeri
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and truths undreamed of, they proved easy prey.

The stranger called himself the Revelator, and as he
msinpated himself into the house, he poisoned the sanity and
corrupted the bodies of the family and its servants. To the rest
of the world, the doom that had come to the Orsini remained
unknown. Then one day invitations began to arrive asking
the great and powerful of Malfi to attend a masquerade at
the Orsini's remaining palace, where “singular and wondrous
entertainments and revelations” would be provided by “The
Menagerie of Fate.” Such events and diversions among the
mtrigue-ridden and jaded nobility of Malfi were commonplace,
Sut given the Orsini's fallen status few deigned to attend. Most
that did only did so for the chance of scandalous pleasure and

mockery of what they assumed would be the dying gasp of

the once great house.

What actually occurred at the last masque of House Orsini
is sealed under the highest security protocols of the Holy
Ordos and the secret records of the great houses involved.
However, a casual study of the official record states that scores
of the nobility's lesser scions are recorded as having died
unexpectedly that year via accident or illness. Others simply
disappear from all records as if they never were. Rumours
still abound to this day, centuries later, of the great and the
beautiful driven to utter madness or warped into mutating tides
of screaming flesh. Stories are told of locked chambers in the
cellars and towers of noble estates where abominable things
were shut away to live out their lives, clawing desperately at
walls, or were put down like rabid dogs by their own kin.
In the planetary archive, all mention of the Orsini ceases,
and merely to mention their name in some circles is to court
bloodshed and vendetta. The burned-out and empty remains
of the palace of Orsini and the district surrounding it stands
still as an abandoned and shunned part of the Malfian hive, a
testament that some wishes come with too high a price.

This event was the first great show attributed to the
revelations of the Menagerie in the Inquisitorial annals, but
sadly it is far from the last.

HippeN POWER

One of the most contentious claims made about the cult

of the Menagerie (and perhaps the one many members of

the Holy Ordos find most troubling) is that it actively seeks
out, consumes, or simply destroys other malefic cults. This
phenomenon is not unprecedented, as the disciples of dark
gods rarely have anything but contempt for one another
unless forced together by a stronger power. In fact, many dark
factions are in a perpetual war amongst themselves. What is
remarkable is the seeming ease with which other petty cults
are defeated, swallowed almost in a moment, or snuffed-out
n a sudden onslaught of occult power.

Likewise, local criminal gangs, hereteks, and recidivists
may all find themselves dancing to the cult's tune, at least
until madness and torment overtake them. Some Inquisitors,
seeking to build up a pattern to the cult’s operation, believe
 the Mehagene ot perhaps just the fear of it, is what has long
; nal organisation known as the Beast House
- the Malfian Sub. The Menagerie has also
ently clash with not only the Inquisition

but also more powerful cults, such as cells of the Pilgrims
of Hayte (who are not easily defeated) and numerous other

petty groups in the past. Notably this conflict is seldom of

the Menagerie's initiation, but rather spurred on by the fear
or hatred it engenders in other malefic groups. Just why this
should be the case remains unknown.

THE PANDAEMONIUM CARNIVAL

One emblematic example of an existing cult that was
seemingly absorbed or suborned by the Menagerie is the
Pandaemonium Carnival. The Carnival was a secretive,
wandering cult that hid among the travelling clans and guilds
of itinerant entertainers common in the Markayn Marches,
For several years, a group of this name served as a haven for
several petty rogue psykers and renegade mutants fleeing
Imperial justice. However, all traces of the cult disappeared
mid-persecution by the Ordo Hereticus, only to reappear a
decade later in a far more sinister form.

7@ UsiNG THE MENAGERIE IN
Your GAMES

The Menagerie is intended to be a dark conspiracy,
a thing of madness and broken reality. It represents the
power of the warp in its most literal sense, in its shocking
ability to inflict nightmarish changes on body and mind.
Unlike the Pilgrims of Hayte who wish only to destroy
or the Horned Darkness who wish to tempt the just, the
Menagerie has other, darker plans in mind. It wishe
change you, to shatter your mind and make you on
number rh(. damned. It is the insane thing lurking
end of the
darkene
It is the hidden uulh that dulrm your mind just by tasting

r knowledge. It is a carnival of horrors, and it would

s who wuh to 10Lu\ on the influence of Chaos as
a corrupting madness and something that poisons reality by
i : 1 first rate antagonist.

» intended to work well as the power behind grand

aching conspir: g term antagonist
tly each time as
another baleful

change takes place. An investigation into strange goings

that can be portr:
another layer of mystery is e

on, reported psychic phenomena, unexplained madness, or
oon lead to
a Menagerie front or plot which, once uncovered, might

even reports of an escaped be

mean that only the Acolytes have a chance of stopping it
before the cult drowns the world around it in the madness
of the warp. The cult is so powerful and unrelenting that the
Menagerie can be the perfect foil to throw up against other
cults and conspiracies or rival Inquisitorial investigations—
with your Acolytes caught in the middle. What does the
Inquisition’s deliberate blindness to the cult’s true threat

mean? Perhaps it is up to your Acolytes to find out;
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The Carnival, currently the subject of an open hunting
warrant by the Ordo Malleus edict, now operates within
the various carnivora, circus camps, entertainment zones,
and festivals on several worlds and has been sighted across
the Malfian sub and as far afield as Tocanthos and allegedly
in Hive Tarsus on Scintilla. Offering “wonders, revelations,
and horrors abounding” for those that dare to enter within,
the Carnival seemingly appears from nowhere to stage its
“shadow shows,” only to vanish, leaving madness and many
missing in its wake,

TuaE ART OF THE TWISTING PATH

Reveration of TRutH (MINOR ARCANA)

Threshold: 13
Focus Time: Half Action
Sustain: Yes
Range: 20 metre 1 S
Th erer bends reality around hir warping time
and filling the air with a tumult of daemonic whispers and
phantasmal images. Those nearby must contend with a
and mind-
bending vistas. It is quite literally enough to drive a man
insane.
Characters caught in this area must pass a Hard (-10)
Willpower Test or suffer Warp Shock as p
Test imposed by a daemonic creature. Characters with the

barrage of insults and promises, terrible se

iiling a Fear

Fearless Talent or the From Beyond Trait are immune to
this power’s ¢ ;
Overbleed: For every 5 points by which the Threshold is

beaten, the radius of the po xtends by 5 metres.

Time DistorTioN (MAJOR ARCANA)

Threshold: 20

Focus Time: Full Action
Sustain: Yes

Range: Self

The sorcerer sets himself fractionally out of phase with the
1 to blur and
shift with shadowy double images of his possible past and

flow of reality and time around him, appeati

future actions flowing around him like ghosts.

It is extremely difficult to strike the sorcerer while this

power is in effect. Attackers sufte 20 to hit him, and

any successful hit will be negated entirely if the sorcerer ¢z

roll an “odd” result on 1d10 (

the attack uses psychic energy

weapon, or has the Warp Weapon Quality.

Overbleed: For each 5 points by which the Threshold

is beaten, the power's effect lasts for an additional Round

after the sorcerer fails to sustain it.

Special: If the t S a Perils of the Warp effect,
- the temporal b sh tears into him instead, inflicting

3d10 E Damage.

al, 3,5 7 or9), unless
from a Blessed or Holy

INQUISITORIAL THREAT
BRIEFING

The Ordo Malleus, while acknowledging the existence and
threat of the Menagerie, does not (officially at any rate) accept
it as the vastly powerful and potentially reality-endangering
conspiracy that some contend it o be. As a result, while
standing orders are in place to investigate and purge the
Menagerie where discovered or suspected (as with any malefic
cult), there is no greater motion to confront the wider dangers
posed by the cult. The Ordo Malleus has left such prosecutions
entirely up to the independent remit of individual Inquisitors,
many of whom have taken to pursuing the threat of the cult as
a personal crusade. Some within the Ordos are vocal in their
contention that current “official” thinking smacks (at best) of
a dangerous lack of vision, while other more guarded and
subtle observers suspect the involvement of some shadowy
actor, such as the Tyrantine Cabal, in the decision. They
believe, instead, the overt policy toward the Menagetic and
its works hides some other hidden agenda or covert action
nestled within the dark heart of the Conclave Calixis.

THE HERALDS OF THE
RADIANT COURT

As well as the Revelators who direct the cult’s esoteric plans,
(one example of which is listed here), the cult of the Menagerie
is a diverse group of true believers and may feature the Cult
Initiate, Cult Magus, Entertainer, Recidivist, and conceivably
any other character type from Dark Heresy. Behind the
scenes of one of the cult’s many fronts, mutants of every
type labour and lurk, many hiding twisted and partly avian
features beneath concealing robes and costumes. The cult’s
masters know many rituals for warping reality, and the cult’s
lair might have seemingly twisted dimensions, warped spaces,
and mirrors that can be stepped through at a whim. The cult
is also skilled in the summoning and mastery of daemons and
warp predators, but often prefers to use its “pets” to dispose
of intruders and challengers to its plans. After all, it is such
jolly sport.

Tue FAVOURED OF THE M ENAGERIE

When the masters of the Menagerie scheme and plot, it
sometimes suits their plans to take a specific victim and hollow
out his soul. Such vietims may be taken from those drawn to
a particular carnival exhibit or entertainment zone where the
cult lurks, others seem simply to be taken at random, snatched
from their daily lives and twisted to the cult’s purpose, Other
than feelings of vague distress, the “favoured” remember
nothing of what has happened to them at the Menagerie's
less than tender mercies, until some pre-set time, condition,
or triggering signal occurs.

When this happens, the now dead-eyed victimt carties
out whatever task the Menagerie has in mind for him, be it
strange, trivial, or murderous. After his task it _c_gmﬁi_gtg, he
is often discarded, collapsing to a gibbering, mindless shell
or even returned to “normal” again with np.'rrie'i" ory: of what




%e has done. Of course, even in such a rare occurrence, this
mdividual eventually falls to madness as the echoes of his
snremembered deeds haunt his thoughts and dreams,

THE FAVOURED

Any character from the Dramatis Personae in Dark Heresy
could conceivably be one of the favoured.
Characteristics, Skills and Talents:
unchanged.

Traits: Once they are triggered, those “favoured” gain the
from Beyond Trait and cannot be Stunned (they will carry on,
ignoring injury until they are killed).

Fleshly Curse: Such victims, if altered specifically to do so, may
soontaneously mutate when they are triggered or if seriously
sarmed or psychically attacked, (consider this occurring at the
CM's pleasure), immediately gaining 1d5 Major Mutations and
seing driven irrevocably insane. Witnessing the sudden horrific
sansformation is enough to inflict a Challenging (+0) Fear
Test on bystanders causing Warp Shock.

These remain

THE REVELATORS, THE MASTERS AND
MISTRESSES OF THE M ENAGERIE

The masters and mistresses of the Menagerie are a strange
and disparate group, referred to by the cult’s adherents as the
Revelators. No two of them are alike, save for their fervent
oeliefs in the cause of Chaos and the delight they take in
revealing their warped truths to the fragile human mind.
One might appear as a jovial old scholar with glittering eyes,
another a pale and beautiful dancing girl, while a third might
act the great and flamboyant showman. In truth, they may be
all of these things and truly none, for the flesh is but another
mask to wear,

e
Revelator Profile 3 L"‘SQ*J
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Movement: 4/8/12/24 Wounds: 19
Skills: Acrobatics (Ag), Awareness (Per) +10, Blather (Fel)
=10, Carouse (T), Charm (Fel) +10, Ciphers (Astromantic,
Menagerie, Occult) (Int) +10, Command (Fel), Common Lore
Hmperium, Underworld) (Int), Dodge (Ag) + 20, Disguise (Fel)
=10, Forbidden Lore (Daemonology, Mutants, Psykers, and
Warp) {Int) +20, Gamble (Per) +10, Invocation (WP) +20,
Literacy (Int), Performer (Fel) +10, Psyniscience (Per) + 10,
Scholastic Lore (Art, Astromancy, Occult) (Int) +10, Sleight
of Hand (Ag), Speak Language (Circus Cant, High Gothic,
Low Gothic) (Int), Trade (Impresario or other) (Int) +10.
Talents: Favoured of the Warp, Foresight, Lightning Reflexes,
Major A;.-_:.a_na, Master Sorcerer (Psy 4), Minor Arcana (%3),
Sorcerer, Sublime Arts, Touched By the Fates (2 Fate Points).
Traits: From Beyond.

ind Flesh: By passing a Challenging (+0) Willpower
 Test, a Master of the Menagerie may use either the Mask of

Flesh Arcana or duplicate (at will) the effects of any single
physical mutation from the Minor or Major Mutations listed
in Dark Heresy. This ability takes a Full Action to employ
and entails no Power Roll or risk of failure. This effect will last
until the Master chooses to dismiss it or take another form.
Warping Touch: The Master’s touch is imbued with the
twisting power of the warp, able to sculpt flesh as if it were
wet clay and rip through the strongest metal like brushing
away a cobweb. The crudest use of this power cah make him
a terrifyingly effective combatant, his bare hands digging
though his enemies’ bodies like wet sand.
Mastery of the Fates: Favoured by the twisting skeins of
destiny, a Master perceives the tangled webs of possibilities
and the surface of what humans call reality for the frail and
mutable thing it truly is. A Master of the Menagerie may re-
roll a single failed Test or Damage roll per Round and may
use the equivalent of the Psychic Power Soul Sight at will as
an innate ability.
Armour: None.
Weapons: Warping touch (2d10+3" R; Warp Weapon)
"Includes Strength Bonus.
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Gear: Any as appropriate to role.
Sorcery (Minor Arcana): Revelation of Truth (13), Sense
Presence (7), Space Slip (13), Time fade (15), Touch of
Madness (13), Whisper of the Warp (13), Weaken Veil (11),
White Noise (10). :
Sorcery (Major Arcana): Compel (21), Flesh Like Iron (20),
Hellish Blast (22), Mind Scan (25), Personal Augury (16)
Time Distortion (20).

Threat Rating: Malleus Extremis.

WARP SPECTRE

Daemonic forces of raw Chaos unleashed, these strange
entities are endlessly whirling, shifting shapes of blinding
light, alive with surging energy, beyond the human eye
to fathom, as they roll, scream, and whine in a thousand
dissonant voices maddening to the senses, The “Colours,” as
the cult knows them, are terrifying things; reality is twisted
and broken as they pass, and the mere sight of them is
enough shatter the sanity of onlookers. Difficult to summon,
these daemonic forces are unleashed only against rival cults
and other powerful foes that must be destroyed to further a
Revelator’s twisted schemes.

IWarp Spectre Profile

WS} BS| § | T | Ag|Int|Per
(6)
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Movement: 3/6/9/- Wound
Skills: Awareness (Per), Psyniscience (WP) +10.
Talents: None,

Traits: Daemonic (TB 6), Fear 3 (Horrifying), F
Beyond, Incorporeal, Psychic Storm, Warp Instabili
Daemonic Presence: All creatures within
of the blinding unwholesome light and hid
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'Sc:-re;'iming produced by the entity take a
Willpower Tests.

"Incorporeal: Strong consecrated barriers and energy fields
designed to hold back the warp (such as a starship’s Geller
Field) block the passage of a Warp Spectre, and they are
valnerable to psychically charged or Holy attacks and powers.
While incorporeal, the entity may still attack through the use
of its lightning and engulfing abilities.

Psychic Storm: Reality flexes and buckles at the entity’s
passage, the air is whipped up into vortex winds, time
shudders, cogitators spit gibberish, and power fluctuates,
while psychic energy itself coils and rebels. Within 20 metres
of the entity, all rolled Psychic Phenomena are increased by
+10 to the rolled result.

Engulf: Rather than strike in a normal manner, the Warp
Spectre may try to physically engulf a victim in its coruscating
mass, counting as a Grapple attack (see page 197 of Dark
Heresy). However, instead of causing the usual effects of a
Grapple, the Warp Spectre may leach the life force from its

~10 penalty to
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victim, leaving him a brittle husk (see Weapons below).
Weapons: /ALtheric lightning (30m; —/2/—; 2d10 E; Pen 6;
Unlimited), engulf (inflicts 1d10+5 permanent Toughness
Damage per round while the Grapple is maintained).

Gear: None.

Threat Rating: Malleus Majoris.

SrawnN o CHAOS

Although the cult sees mutation as a blessing, a wondrous
joy with which flesh and soul can be rendered divine with
madness, some unfortunates are singled out for special
attention. These damned creatures become the Spawn of
Chaos, blistering, writhing hulks of pulsating flesh upon
which the worst enormities of mutation have been visited.
Beyond pain and the tawdry limitations of nature, such
creatures are utterly terrifying to behold and near impossible
to harm.

Spawn of Chaos Profile

WS|BS| S | T | Ag|Int|Per
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Movement: 2/4/6/12 Wounds: 30
Skills: Awareness (Per), Climb (S).

Talents: Furious Assault, Iron Jaw:

Traits: Bestial, Fear 2 (Frightening), From Beyond, Natural
Weapons (Various), Size (Hulking), Unnatural Strength (X2),
Unnatural Toughness (X2).

Unrestrained Mutation: Roll 1d5 Mutations choosing from
either of the lists in Dark Heresy, re-rolling where needed
as appropriate. The Spawn also has one additional mutation
from Table 4-9: Revelation Made Flesh.

Weapons: Various claws, pincers, beaks, gaping maws, etc
(1d10+12% R; Primitive, Tearing).

TIncludes Strength Bonus

Gear: None.

Threat Rating: Malleus Majoris.

TABLE 4-9: REVELATION ITIADE FLESH
Roll Result

01-20

% fuidly through the air.

Attack Action.

ob]ectq as it passes

Beast with a Thousand Eyes: The Spawn gains the ability to see in all directions at once, It als :
Perception, +2 to its Initiative rolls, and Dark Sight.
Psychic Scream: The spawn gains Daemonic Presence with a radius of 20 Metres,

‘Repulsion: The earth itself protests against the touch of the creature: it gains the. Flyer 8 Tralr,

Relentless Change: Roll a Major Mutation at the start of each Round and apply it for the durauon of that
Round only. If the mutation serves no combative purpose, then the changes were merely cosmetic that Round.

.,::'Hydra. The Spawn’s flesh is constantly irrupting in fresh mutations with which to. atta
: s and features that collapse back into its bulk moments later. 1t may strike IdS ti

Fire Born: The Spawn is alight with rippling eldritch fire; it gains a Field Arrn()ur effect that reduces all:
incoming Damage by 1d10 unless Blessed, Holy, or imbued with Psychic Energy. The Spawn’s own attack
Damage loses the Primitive Quality and changes to type E. The Spawn's constant fiery aura sets alight ﬂammable_-' :

S Immedlate random Minor Mutation and 1d10 Cormpuon Pomts This Willpower Test is mod]ﬁedb‘,’ fh'
Corrupﬁnﬂ Point total just as for a Malignancy Test (see page 238 of Dark Heresy). :




THE ITIURDER

THE RED GOD )
—Found writ in blood at the home of sub-prefect

Boaz Chaim, who remains missing along

f the Murder R
and madmen to each other in the long

. 1 myth whispered
by murder
emptiness of the night

ainly few outside of the
st forlorn halls of the sanatoria or the blackest depths

¢ Arbites’ death cells have even heard of it. The Inquisition,
, has come to the dread suspicion that the story is

no mere dusk dream or fi of the damned.

it believes that at the core of this story—repeated with
slarming consistency on worlds whole sub-sectors apart—
ies the dark truth that the Murder Room is quite real, and
is bloody leg
the warp.

/ a thing spawned in the foulest depths of

THE RED TALE

The stories speak of a terrifying and secret €, a room
drenched in the blood of countless victims, a place where a
thousanc ams linger and the air is heavy with the scent
1arp as a razor’s kiss. It is said that
every room there has ever been where blood has drenched
the walls, every ho safety w

of acrid copper and :

as shattered by terror in
the night, or defiled by murder from within—all are ¢4
yered in this one red room, the Murder Roomi.
> built from betrayal and malice, fed by blood and
death, furnished by unreasoning slaughter, and echoi rith
the unheeded pleas of the lost. More terrible yet, this
, it thirsts, and it waits.

Open
any door and you might set your foot in a room that should
not be there, a room with red ed walls and the reek of
the charnel house. Nt ave ste within,

a tomb-lid

ly attends his work n
home is filled with the bloody trophies
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‘he has taken from his secret victims, the loving family man
hat retiirns home to his hab as he has a thousand times
before, only to slaughter those that wait for him with open
rms, the killers the enforcers can’t catch, that seem to simply
vanish into thin air, perhaps one day they opened a familiar
door and found themselves lost. When something walked out
again from that very same door, it may have looked the same,
but beneath the skin was unholy murder, dying of a bloody
thirst it could never quench—or so the storytellers claim.

L
*

THE EvIDENCE

It is the business of whole divisions of Ordos savants and
adepts to collect and shift data. They consider and collate
reports on everything from the political manoeuvrings of the
great houses on Malfi and the price of the season’s grain from
Regulus, to scattered reports of strange phenomena, bizarre
murders, lost or overdue vessels in the warp, and countless
other factors. It is from the study and assessment of such data
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that many Inquisitorial investigations first originate, looking
into either specific incidents which display signs of special
note or evidence of some troubling pattern that deserves more
direct attention.

Approximately 11 years ago, a pattern began to emerge
concerning numbers of previously unconnected and often
seemingly motiveless serial murders, spree killings, and
massacres on dozens of worlds. Commonalities of victim,
‘the details of the suspected perpetrator, the method of
murder, and often the simple savagery of the killings
thiemselves were striking. In many cases, the murders sowed
fear and terror in areas usually all but untouched by such
torrors, and the killers (or suspected killers) had often led
 blameless, uneventful pasts before their murders began. Most
telling was that on investigation, the killers often evidenced
‘a period of disappearance or “dead time” in the record of
their whereabouts before the killings started. Rarely were the
killers in these cases apprehended and never were they caught
alive. Most, after a protracted bout of killing, would simply
seem to disappear without a trace, leaving authorities baffled
and a bloody legend in their wake.

Some within the Inquisition saw the pattern as too defuse,
too spurious. They suspected it to be a “false-positive,” a
phantom thrown up by the idiosynerasies of the lexmechanics’
cogitator engines, Inquisitor Hydris Bloch, however, was of
a different mind. Not aligned to any single Ordo, Bloch was
a wanderer who operated largely outside of the Conclave’s
control, and was considered something of a Radical by
soine.

He and his network of Acolytes made the killings their
primary investigation and for several years journeyed to
waorlds prominently featured in the pattern data, building a
huge catalogue of fragmentary and circumstantial evidence.
For the fitst time, they linked the “Murder Room” myth to
~the matter, Frastrated by the lack of hard fact, when a report
-reached Bloch of a spate of murdets in progress that fit the
Murder Room pattern perfectly, he dropped his painstaking
gations and made all speed to the impoverished and
orid of Sinophia. In the city of Harrow Ridge, he
that would later prove to cost him dearly.

UsinG THE MURDER Room

The Murder Room offers GMs the opportunity
to run adventures based on the murder mystery

death-trap haur )
ole plots a causes lurking bLhmd lht
Such games with a narrow and clear

) nlorl ably in

nd and stop a killer) and a focused investigation built

an make 1t and memorable ¢

or an unusual and diverting side-track in a

: > epic-minded campaign, as well as a chance
rbitrator and Scum C

w these adventure from numerous
stories of haunted houses, as \\L“ as hmmr thrillers and
hard-bitten detective fiction.
In such an adventure, the Inquisition might be called
1S can't
ted to be

nding on where and how this occurs, they

in to help solve a rash of killings that the «
seem fo stop or where malefic powe

involved. De
might [ 1tial saviours or as an
interfere here the killings are confine
poor and the powerle
m and p

, the authorities might be inclin
civil but uncooperative,

. the Acoly

wertly or risk causing further panic,

to ignore the pro

while in a city grip

advis
In this kind of plot, the Acolytes must piece together

might be best
to operate
mundane and esoteric evidence, wvisit crime
interview witnesses, and ultimately stop the killer. During

the investigation, tension should mount as they become

SCENes,

aware that there is more to the killer than meets the eve,
should culminate in a climactic battle with
ark forces have propelled the

kille killers) to their gristly crimes.

the murderer and whatever

TaE HARROW RIDGE MASSACRE

The city of Harrow Ridge was, in truth, little more than a
large, ramshackle settlement housing no more than a few
thousand inhabitants. It had grown up over the decades
from a cluster of mining camps in one of the more desolate
corners of Sinophia—a world long renowned for its moral
and physical decay. A rough and lawless place, Harrow Ridge
had long been accustomed to casual violence and the rule of
the gun, but was now gripped by a far worse terror. _' :
A murderer was stalking its alleyways, shanties, and
tenements, and whole families were being butchjcr_e_@_ mthen‘

uncaring and distant planetary auth{mm?s b
requests for aid. : ;
When Bloch and his Amlytes art




barricaded themselves in their homes. As his Acolytes fanned
out through the city, they quickly found evidence of warp-
tainted radiations and an unholy hand behind the murders.
They returned to collate the findings only to be shocked by
the discovery of their master savagely murdered in his own
lodging chambers.

Bloch's Acolytes did not succumb to despair, however, but
kept their master’s demise secret lest panic should spread.
One, the adept Septimus Golgol, took charge. Sifting through
the evidence, he traced the epicentre of the killings and the
warp disturbances to the house of a man named Edmund
Flinders. An undistinguished mineral assayer, Flinders was
a quiet family man whose absence had gone unnoticed in
the chaos. However, he had gone missing for several days
in the weeks prior to the slaughter. The record of what was
found when they confronted Flinders was sealed by order of
Inquisitor Harkness of the Ordo Malleus, but it is known that
Golgol alone survived the experience and no further murders
took place in Harrow Ridge.

GoLcoL's OBSESSION

During the six years since the Harrow Ridge incident, former
Acolyte Golgol was clevated to the rank of Inquisitor within
the Ordo Malleus by the enigmatic and infamous Inquisitor
Harkness to lead the tattered remnants of Bloch's former
aetwork. This move has not proved popular with the wider
Ordos, and the obsessed Golgol has few friends or supporters.
He continues to slavishly pursue his late master’s work under
Harkness's direction, reporting his findings regularly to
the Conclave.

He believes he has identified over 150 incidents stretching
back more than 30 years that he blames on the “Murder
Room.” Some cast doubt on his findings and indeed his
sanity. Others whisper behind closed doors that Harkness
is merely using Golgol as a disposable tool to root out the
wruth, claiming that Golgol has neither the experience nor
she stability to wield the Inquisitor’s Rosette.

INQUISITORIAL THREAT
BRIEFING

Although the Bloch-Golgol theories of the Murder Room are
widely known within the Ordo Malleus, they are greeted with
widely differing levels of credence, ranging from cautious
consideration to outright disdain by some. The theories are
sot widely circulated outside the Ordo, save for those with
s penchant for occult murder plots and intra-Inquisition
scandal. As a result, the Inquisition has no avowed position
on this threat or even its definite existence. Most wait to
be convinced.

Tue True NATURE OF THE MURDER

Room

Just wh "'Ltark truth lies behind the Murder Room and killings
g 1 's-Up to the GM, but the following section
ee different takes on just what the monstrous secret

could be. Of course some combination of all theee (or more)

is entirely possible.

with a Bloody Right Hand: Cults of Murder
Though the Ruinous Power known as Khorne, the Blood
God, is primarily considered to be a deity of battle and rage,
some also see the Skull Lord as a patron and embodiment
of violent death and murder in all of its forms—from the
spilling of blood to the screams of the dying. Cults devoted
to such a vile being are rare but not unknown. They tend
to be composed of isolated groups of deranged killers, lone
butchers, and, more rarely, organised societies devolved from
Imperial death cults or assassin brotherhoods.

Such groups might have begun killing for profit or cause
but have succumbed over time to madness, sadistic brutality;
and the addiction of dealing death for its own sake. The
Murdér Room could be a front for such a cult, or perhaps a
true phenomenon summoned by them by the very act of ritual
murder itself. It could be an altar of blood, half within reality
and half within the warp, a borderland for fitting sacrifices to
the Throne of Skulls, its victims chosen at random ot by some

[TIALLEUS

v

esoteric selection process impenetrable to a sane mind.

Echoes of Agony: Tormented Space
There are places where the barrier between corporeal reality
and the warp wear thin. Some of these weakened veils exist
for no known reason save perhaps for ancient accident or
mischance of location, whilst others are places where sorcerous
rituals have been worked or terrible atrocities committed. The
aftershocks of such incidents echo in the warp, and if, by a quirks
of cosmology or chance they become trapped in the weave of
things, their violence and anger can be reflected and amplified
back on themselves endlessly to create a Murder Room.

Like a supernatural trap waiting in the skein of reality
for the unwary to trigger it, there need not be any malign
intelligence to such a “fold” of tormented space for it to be
fatal to the sanity of those that encounter it, Such a frozen
moment of horror, caught forever in time, would be a
dangerous labyrinth to become trapped within—its reality
shaped only by suffering, grief, and pain. Such a dangerous
wound in the universe would be difficult, but not impossible,
for a servant of the Inquisition to battle and unmake.

The Wake of the Red God: Daemons of Blood
There could of course be far darker things at work than mere
human evil or twisted ruptures in the fabric of realing There
may be a daemonic intelligence, thirsting for blood, at the
centre of the Murder Room. If this is the case, then stepping
across the threshold to the Murder Room is crossing into hell
in a literal sense—it is travelling into a sinkhole of murder
immemorial and becoming the plaything of the bloody
denizens that dwell in this red abyss. What returns from such
a fate will no longer be human. It will either be corrtp
beyond reason, fused with utter wickedness, or no fess than
a daemon wearing the mask of earthly flesh: The servanis o :
the Red God will walk the world with the sole i
murder, but particular piquaticy will be had by

from the deaths of the innocent and the betrayed
in the terror left in their wake. e
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What actually causes the murderous rampage of those
caught in the Murder Room’s clutches could be one of many
things and has been left entirely for the GM to decide. The
Daemonic Blood Wraith presented here is one such option.

*
*

THE Broop WRAITH

A Blood Wraith fs a murderous parasitic entity formed from
the fusion of a daemonic manifestation and a human victim,
driven by malignant intelligence and an unquenchable thirst
for slaughter. The daemon fuses with a living host, snuffing
out the soul within and riding the body as its vessel of murder
until released by the body’s death. Although consumed by
bloodlust and hunger, the Blood Wraith is no mere berserker
or mindless beast, but patient, calculating, and cruel. It
delights in the terror that its actions sow. However, sooner or
later it will succumb to its infernal need to rip open the weak
flesh of men and bathe in the red rain.

The following profile details a Blood Wraith when it has
possessed a living host, using the Imperial Citizen from Dark
Heresy as an example of a possessed hab worker. The second
profile illustrates the daemonic essence when it has been
released from its earthly vessel.
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\ Blood Wraith Profile S
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Movement: 3/6/9/18 Wounds: 25
Skills: Awareness (Per), Common Lore (Imperium) (Int),
Concealment (Ag) +20, Deceive (Fel) +10, Dodge (Ag) +10,
Silent Move (Ag) +20, Speak Language (Any) (Int), Trade
(Manufactory Worker) (Int).
Talents: Hard Target, Lightning Reflexes, Mclee Weapon
Training (Primitive), Resistance (Psychic), Swift Attack,
Traits: Dark Sight, Fear 2 (Frightening), From Beyond,
The Stuff of Nightmares, Unnatural Agility (%2), Unnatural
Strength (X 2), Unnatural Toughness (x2).
Blood Walker: As a Full Action, the Blood Wraith can slip in
and out of the warp using any sufficiently large pool or stain
of freshly spilled blood (including a blood-daubed symbol of
its daemonic master as a gateway to the beyond). Each time it
does so, however, it loses 1d5 Wounds (with no deduction for
Toughness Bonus or armour) as it damages what mortal flesh
remains in its bodily form.
. Daemonic Presence: Everyone within 25 metres of the
Blood Wraith is filled with cold dread and the feeling that at
any moment a sharp blade will be drawn across their yielding
skin, All characters take a —10 penalty to Willpower Tests
while in the area.
Fuelled by Slaughter: When the Blood Wraith kills an
intelligent living creature by spilling its blood, it heals
5 Wounds.
of Lies: The Blood Wraith may Ssustain a human-

lowever, when it attacks its eyes become swollen,

orm, suppressing its Daemonic Presence and Fear

bloody orbs and its flesh pales as the horror of what lurks
within its skin radiates forth.

Murderous: All Critical Wounds inflicted by a Blood Wraith
in combat are increased by +3, and its attacks may inflice
Righteous Fury.

Unhallowed: The Blood Wraith suffers double Damage from
Holy and Blessed weapons and effects.

Weapons: Mono bladed butcher knife (1d5+77 R; Pen 2).
“Includes Strength Bonus.

Gear: Drab citizen’s garb stained with blood.

From Blood Born

If reduced to zero Wounds, the Blood Wraith's body collapses
and its true form manifests, rising from the blood and ripped
meat of its host’s broken body:

Blood Wraith (True Form) Profile
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Movement: 2/4/6/12
Skills: Awareness (Per).
Talents: Resistance (Psychic).
Traits: Amorphous, Daemonic (TB 10), Fear 3 (Horrifying).
From Beyond, Possession, Strange Physiology, Unnatural
Senses, Warp Instability.

Daemonic Presence: As “human” form, deseribed above,
Possession Attack: In order to possess a victim, the Blood
Wraith's essence must first make a physical attack to attempt
to engulf its victim before possession can take place, flooding
in via its victim's eyes, nose, and mouth. A victim possessed
by a Blood Wraith is killed during the process, which takes
1d5 Rounds until it is fully fused with its new body. Other
details are identical to those presented in Dark Heresy.
Threat Rating: Malleus Majoris.

Wounds: 16
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HAPTER V:
HE ENEINY
WITHIN

hilst the threats faced by mankind are manifold,

perhaps the greatest danger of all is that the

various organs of the Imperial Adepta will rip

each other and themselves apart. n within the most

1t and mighty pillars of the Imperium, the potential for

is always present, and across a million stars, differences

of opinion can lead to spilt blood or threaten the stability of

vernance across the Emperor’s realm. Factionalism, rivalry,

and millennia old feuds constantly

Imperium, akening it to the att of the heretic, the
predations of the alien, and the lure of the warp.

ossibly the worst aspects of this cancer gnawing at the

heart of the Imperium are territorialism and self-interest.

er and

with itself, ho
~and the
This chapter provides an ¢ iew of the cau
iflict, dispute, and factionalism within the authoriti
3 cern the Imperium. It gives an overvi
>st common and lamentable failings of the Adepta
the Ministorum and the troubles that can be caused by loca
corruption and misrule. In particular, the final section of this
chapter details tionalism and
Ordos of the Inquisition itself, both in terms of Radical and
Puritan philosophies, and also secr ieties and conspirac
at work within.
ing the inner divisions of the Inquisition, two
es of the Radical-

“FALTER NOT IN THE FACE OF YOUR ENEMY, WITH FATTH AS

YOUR SHIELD AND HOLY HATRED YOUR SWORD, KNOW THAT

THE EMPEROR STANDS Al YOUR SHOULDER AND YOU SHALL
NOT FAIL."




DISCORD WITHIN THE POWE
TEIMPORAL AND SPIRITUAL

Look not for pity in the houses of the Adepta, for pity is a luxury they can ill-afford. For each must go about their work with the death cries
W billions in their ears and the blood of multitudes on their hands. Look not for pity but pity them instead. Weep for they whe may shed no

sear for the suffering of mankind.”

hose who rule in the Emperor's Name are known
as the Adeptus Terra, a huge and multi-faceted
organisation. It is divided and subdivided into
countless subordinate organisations with awesome powers

over the common man. Its powers extend to every human
world, and no man, woman, or child is free from its influence
or from the strictures of its rule.

Each labyrinthine branch of the Adeptus Terra wields
wemendous power, and their individual agendas often come
mto conflict with other major factions of the Imperium,
acluding the Inquisition.

Secular, spiritual, or economic, these massive forces are
ponderous and slow to react, but are also eminent throughout
the Calixis Sector and essential to its survival.

BLIND LEVIATHAN:
THE ADMINISTRATUM

The Administratum is the vast
spanning
imperium is administered and governed. It
is responsible for the levying and measure
of the Imperial Tithe, the distribution of
the Imperium's resources, and a myriad
of other administrative functions. From
the Departmento Munitorium, whose iron
rule raises and maintains the Imperium'’s
armed forces, to countless cells of scribes
dcvoted to rccordmg the day-to-day vagaries of a hive's
ms, it is an organisation that exists to deal with
ply and demand on a truly inconceivable scale,
vhom the fate of the individual weighs little if

galaxy-

bureaucracy by which the

The apocrypha of Saint Cullgard

at all. By virtue of wider necessity, even at the sector scale
the Administratum enacts collective decisions that will affect
millions, even billions every day.

Such actions are arrived at by a simple and utterly
impersonal process of procedure, precedent, tradition, and
cold calculation based on long-establishe heedless

of the level of suftering or upheaval that they will cause at a

local level. Likewise, the absolute importance it places on the
minutiae of its nightmarishly complex bureaucratic system
and the strict adherence to regulations, forms, protocols, and
due process, can itself be the source of great friction and
dissatisfaction at all levels of Imperial society:

THE ENENMY WITHIN

Worse still can occur when error creeps into the system, such

E

as when the consequences of inaccuracy, lost data, or simple

vV

incompetence manifest themselves. Though exceedingly rat
it is quite possible for the Administratum to simply “lose a
world” thanks to administrational error, condemning it to

isolation and privation, or wrongly apply a tithe and thus
render a world an asset-stripped wasteland. It might eve
misfile

arrives years, even centuries, too late. The trouble that such

a request for emergency aid, which consequentl

errors can inflict on a personal level are not hard to imagine;
indeed, many individuals have had their records mangled,
lost, or misregistered. For such unfortunates, unless very
powerful, the consequences can be as shattering as they are
impossible to rectify,
Of course, the lack of personal enmity involved in the
Administratum’s actions means little to those who may
find their lives turned upside down, their families suddenly
displaced or shunted wholesale to a strange world, their
protections removed, their property seized, or themselves
simply left to starve. As a result, the Administratum is both
hated and feared by all strata of Imperial society. Many,
even in the other Adepta, find them hidebound, petty, and
obstructive. It is quite possible that through its work, the
Administratum will breed bitterness and discontent that can
explode into outright rebellion or provide an opening for
darker forces to gain purchase.
also a shockingly parochial
organisation, its adepts blindly ignorant of the nature of the
world around them and naive of its many pitfalls and dang :
This naiveness in itself can leave the Administratum’s myriad
local offices and workers vulnerable to individual 'caﬁker
deception, and infiltration, and in any organisation where
greed, ambition, vanity, and hubris may be found, wi
still can bloom. Ironically, the organisation’s g
against corruption is its own vast comﬁlef it
This makes it woefully difficult to derail or su

The Administratum is
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- widespread or meaningful way. If a thousand adepts have to
- be purged simply to ensure the accuracy of a particular tithe-

repository s records, so be it. For the Administratum, nothing,

‘not even the lives of its servants, is personal.

FACTIONALISM AND INTERNAL STRIFE
IN THE ADMINISTRATUM

Any complex system that relives heavily on dogma and
protocol is subject to interpretation, and differences in
stich interpretation can lead to schism and discord. The
Administratum is no exception to this. Petty bickering, internal
politics, and departmental rivalries can all cause problems
within the Administratum, both on the larger and local scales,
although the organisation is often at pains to never let such
disputes show to outsiders. While these minor disputes rarely
amount to much in the grand scheme of things, their after
effects can have wider ramifications, like the ripples spreading
from a stone dropped into a still pool.

Within the Calixis Sector, tensions exist between the

Administratum data-recitation cells on the capital world of

Scintilla and those who administer the bureaucracy of the
Malfian Sub. This is a reflection of wider political rivalries
within the sector. Meanwhile on Scintilla itself, the adepts
of the ruling Hive Sibellus and the commercial powerhouse

of Tarsus vie for prestige and primacy. At the same time,
E both look down on the “upstarts’ of Gunmetal City and

he “eccentrics” of Ambulon as “junior branches of the
rvice” that should pay them due deference. Other than
the occasional long, drawn-out delays in compliance, the

“observance of frosty formalities, and some pedantic bickering,

hese inter-departmental rivalries have little grander import,
except of course when speed is vital. In such matters, it is

~often the Inquisition that must force the matter and provoke

the Administratum’s ire.

THE WAR oF WORDS

Situated in the Markayn Marches, the planetar
the most widely known strife within the Administratum of the
and of no economic worth, the sy to the Admin
Now, at last, it is running out of
of dl]ﬂ‘. Or Never once U.‘;{‘d oar TL.'rl‘l.'l'C'd

For decades trouble h

THE LAW IN DISPUTE: THE
ADEPTUS ARBITES

The Adeptus Arbites are the chicf
enforcers of the Emperor’s law
On the countless worlds of the
Imperium, it is the steel gauntlet of
the Arbites that ensures the inviolable
law of the Emperor is followed. It
is the Arbitrators who stand ready
to enforce the law of the Tmperium
over the regulations and concerns
of planetary rulers, and it is the
Arbitrators who are the first line of defence against rebellion
and anarchy. They are the rigid, unbreakable order of the
Imperium personified.

Yet just as rust can creep into the cracks of the toughest
armour, so discord can fester in these protectors of Imperial
rule. The written law of the great Book of Judgement, or
the Dictates Imperialis as it is more properly known, is
unforgiving, but neither is it simple nor brief. The law of the
Imperium is vast and considered divine, yet it is not so great
in size that it covers every eventuality. In such cases where the
law fails to give clear guidance, a case must be judged in line
with any precedence set by previous judgements. Between
the vagaries of interpretation and the weight of precedence
fall many disputes and contradictions, some of which even an
Arbites Judge cannot reconcile. Thus, an unbending approach
to the Emperor’s law can lend authority to the indiscriminate
killer as easy as it can the guardian of order, and a judgement
once made can create licence for all manner of actions
normally beyond consideration until a greater judgement
contradicts it.

stem of Prol, known colloquially as the “Scrivener's Star,” is the site of perhaps

chronic storage problems as the currently inhabited and active world Prol 1X reaches capacity. Now the Decatalogues, split

between the Centurists who wish to relocate to the forbidden v

Prol X and ¢ rratics who wish to start anew on the

immolated remains of Prol I, have come to the prtup ce \r\'rmuinc civil war.

Whilt.‘ rhr: di

Additionally, this p.rus_.n'cup:mml and strife has meant t"h;tt the servile L‘iasses, condemned to labour under the Dccata‘logues, are
becoming increasingly restless and unruly.

The spectre of a worker's revolt is only made worse by certain factions seeking to arm their menials for use: against tf

enemies. Several cult groups have already sprung up in recent years, intent on ¢

iting the misrule and uncertainty on P o} BN

Many in the Inquisition consider the entire system now nothing more than a tmderbo x awaiting the right SP‘ll'k to ignite
- conflagration that will doom the 60 million souls that inhabit the worlds of the Scrivener’s Star,




THE CHANCELLERY COURT ON SOLOMON

Solomon is a poisoned and decrepit hive world, given over almost exclusively to meeting the demands ” e -

of the Departmiento Munitorium by millennia-old accord. The callous and unflinching needs of the Munitorium has rendered the
planet barren and despairing. Solomon was long ago chosen to house the labyrinthine edifice of the Halls of the Chancellery
. Court, resulting in the planet’s becoming the Munitorium'’s seat of power in the Calixis Sector. The Chancellery Court is a

TEIMNLLTI T ';Atmml_'lz::"./

conglomeration of legal apparatus, chambers, and archives that deals in the nightmarishly tangled business of Administratum,
Munitorium, and High Terran Civil Law.

The court is outside of the remit and control of the Lord Sector or any other petty authority. Its halls, heavy in solemnity and
| ritual, process an endless stream of claim and counter-claim, suites, actions, inquests, infractions, disputes of rights, and privileges.
| It disposes of great estates and rules on petty misdemeanours with equal gravitas and grinding implacability. It is a place where the
| flick of an auto-quill can raise up a pauper to governorship or condemn a world to starvation.

Such is the size and complexity of the Chancellery Court’s workings that a large district of Hive Gloriana on Solomon is given
over (o housing it and the infrastructure required to keep it working. Thousands of advocates, quastors, and prefects stalk its halls,
i whilst beneath them tens of thousands of scribes, notaries, clerks, runners, and menials endlessly toil.

In theory, with the direct authority of the High Lords of Terra behind it, there is no greater temporal authority in the Calixis
Sector. Even the office of the Lord Sector must obey the rulings ofits highest court, the Consistorial Chamber, without question, In
practice, however, the effect is somewhat different, as the whole system is soul-crushingly slow, pedantic, and obtuse to the point
of insanity, with cases dragged out for years, decades, or even centuries. As a rule, the more important the case, the longer will be

THE ENENTY WITHIN

spent on hearings, reflective recesses, counter-cases, and endless deliberation and ritual. Some petitioners simply die waiting for a
judgement, their whole lives simply suspended in limbo while a court decides their fate. In some infamous cases, the proceedings
have passed down through the generations.

As might be imagined, such dreadful inertia often leads those who have the means to seek to accelerate the legal process or
circumyent it entirely by unsavoury means. Certainly deception, bribery, coercion, assassination and mass murder are all tools to
be used when trying to expedite a Chancellery case. Indeed, a twilight community of reclaimators, moneylenders, and information
brokers has grown up in the Court’s long shadow.

The Court’s judgments, though slow to conclude, can cause far greater strife than any single dispute or its consequences, as =
the ruling’s power is absolute and enforceable by the harshest measures. Many such rulings are enacted without exception, even
though the cause or need of them might have long ceased to be relevant. Fortunes are wiped out, populations uprooted, and
innocents condemned for the crimes of their forbearers—their fate decided at the blow of a High Jurist's gavel. —

Tae Q:U LITY OF IU GEMENT The Crime of Abstraction

The Judges of the tus Arbites are mighty lo clad i Although extremely rare, abstractionism is considered
e raiment and tra ) se. The ; oy some to be the est sin those empowered to enforce
ssolute and unforgiving I- v of th‘ Imperium with b[ur.l Imperial law may commit. For all of the wisdom accumulated
end unyielding exaction, for it is given to them to stand guard / venerable Judges, the shadow of abstraction clings to their

ainst the treachery of those beneath them and the :
d ambitions of those in power. Not least of all this includ Absn ictionism is a term applied to a condition of criminal

-voAmsein

Lords Commander and their agents who directly gove deviancy in Arbitrators who come to see the letter of the
Imperium’s many worlds. Each judge may command law inadequate to the task of executing their duties in an
his own armed forces of Arbit s and may call upon the  expedient manner. Inste come to rely on summary
resources of the Im m if he requires it. Trusting no one  judgement over evidence and due process. The worst st ay
ind nothing but the letter of the law, they are able to hold into vigilantism, meeting out punishment and death for
aslmost all within the Imperium to account. The power of
the senior Judges and High Ma s of the Adeptus Arbites  creed is considered a vile he a breaking of the Arbites
s almost equal to that of the Inquisition—except they are  oath, and a crime punishabl death if discovered.
Sound entirely by the hierarchy of the Imperium and cannot Of co , those who do fall into this heresy, feel they
step beyond the measure of the Dictates Imperialis. are on the side of the righteous and that their ewn sense
Given such power and responsibility, it is possible for the  of the law :
mdgement of these men and women to stray and for them  judgement in an uncaring universe. In the worst of ca
to find themselves following a path of conflict with other  such as the long-suppressed Cerpicia Precinct incident on
agencies of the rium. So it is that instances of heresy Hredrin, unauthorised and unmarked kill teams were setit t
and strife relating to the Adeptus Arbites most often have  execute criminals at the behest of an iflegal *star chamber”
their root in the Judges. While they may be inflexible in the  of judgement. Venerable Marshals used their :,ubardmates o

ate members of other lmptrlal ch:n-.l(s who
“must” be heretics. In suc '

from persecuting the enemies oi the Impulum to be
one can be a swift journey indeed.

*
*
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Tragically it is often the most intelligent, faithful, and
dedicated among the Judges and Marshals that fall to the
sin of abstractionism in their desire to do the Emperor’s
work. They doom themselves to a traitor’s death if they are
discovered by their fellow Arbitrators, and worse should the
Ordo Hereticus claim them,

D1sPUTES OF JURISDICTION

Conflict between the Adeptus Arbites and other Imperial
agencies most commonly occurs because of disputes over
which of them has authority to enforce Imperial law, and
which law applies in a given case. Many Judges see the
letter of Imperial law not only as absolutely unbending,
but also without boundary or limitation. It has been known
for zealous Arbitrators to seize and execute agents of the
Ministorum because they have executed heretics without
recourse to the law, or bullishly intervene on the discovery
of some cult or secret agency only to later discover that they
- have jeopardised a covert Inquisitorial investigation. To some

'-a-_N..wlgators anicient privileges or a noble's rights and title
¢ subservient to the requirements of the law. To them, the
ater weight of the law outweighs other considerations in

foa]lsh or fanatic Judges, such distinctions as the sanctity of

open warfare. On rare occasions, a senior Matshal or ]'udge
(knowing full well the risks of doing so), miglit start a secret
investigation against an agency whose immunity from the
law he cannot accept. Whether he is right or wrong in his
suspicions, bloodshed is the often inevitable result,

ENFORCER CADRES

Many worlds have their own cadres of enforcers; local
agencies provided by the Imperial Commander to enforce
their will and the common law of their world. Unlike the
mighty Arbitrators, most enforcers hold little loyalty to the
law itself or to the tradition of service (although there are
notable exceptions to this). Instead they function as the iron
hand of the Lord Governor’s rule at best, and are at worst
little more than hired thugs with some degree of official
sanction—Iloyal only to their paymaster and eminently venial
and corruptible.

Within the Calixis Sector, the role and nature of enforcer
cadres vary widely. Perhaps the most well organised and
numerous force is the Mag

force that serves as the direct agency of the office of the
Lord Governor. The Magistratum numbers tens of thousands
of armed men and women, nearly as well resourced as the
Adeptus Arbites. At the other end of the scale, worlds such as
Luggnum, whose communities are scattered across numerous
mining camps and shanty towns, make do with Regulators
and Rail Agents to maintain order and dispense rough justice.
Many of these are little better than bandits and extortionists
themselves,

Some worlds, either through culture or simple lack of
technology, do without enforcer cadres at all, the ruling
classes and their private armies being in sole charge. Although
this arrangement is most common on feudal and feral worlds,
it is not exclusive to them, and indeed Malfi, a sub-sector
capital and a hive world second only to Scintilla; is largely
governed and civil order maintained by the armsmen of its
Great Houses. Its small enforcer cadres are little more than
over-armed door wardens and palace guards.

In most cases, the Adeptus Arbites and the Inquisition view
enforcer cadres with some suspicion, if not outright distrust,
often with good reason.

A



CONFLICTS OF FAITH: THE
MINISTORUM

The Adeptus Ministorum, or Ecclesiarchy,
is the priesthood of the cult of the God-
Emperor. It is a massive organisation
that guides the worship of billions on
numberless worlds and across great
divides of distance, language, and culture.
The core of the Ecclesiarchy’s spiritual
and temporal power is known as the

Cult Imperialis, also known variously as
the Imperial Creed or Imperial Cult. The
basis of the Cult Imperialis is the belief in and worship of
the Emperor as a divine being, the power of the Emperor
% intercede in matters spiritual and temporal, the power of
peayer, and the right of mankind to rule the stars.

Though any cult or sect must adhere to the Imperial
Creed, the possibility for conflicting interpretation means that
i practice the Cult Imperialis is an agglomeration of many
differing schools of thought. Whilst agreeing in essence, cults
and sects often differ in particular tenets of belief or modes
»f worship. To many the Emperor is a god of war, to others a
saviour and bringer of light, and to some a stern judge of the
gead. Inevitably, simple differences of emphasis of faith can
Secome points of hostility and even the cause of bloodshed.
Many merciless and savage wars have resulted time and again
sver such fine points of doctrine.

THE PREROGATIVE OF THE FAITHFUL

The Imperium is pervaded and dominated by faith. It is
unsurprising that the Ecclesiarchy often bristles at the
presumption of other Imperial organisations, taking easy
offence to slights to its position and pride. As many i the
Adeptus Ministorum see themselves the keepers of the faith
that unites humanity, they often stray into the presumption of a
divine right of authority that extends further than that of other
Imperial organisations. Chief amongst those who come into
open and occasionally bloody conflict with the Ministorum's
more excessive members are the Tech Priests of Mars, and mote
rarely the Space Marines of the Adeptus Astartes.

The openly deviant faith of both these organisations has
nagged at the suspicions of the pious for millennia, Some in
their pride and zeal feel that it is their right and duty to see
the faith of these bodies brought into line and bound to the
authority of the Ministorum. Often the result is disastrous, as
both the Astartes and the Mechanicus are fiercely independent
and wicld great powers of their own. More subtly, the
Ministorum constantly flexes its secular influence over other
branches of the Adeptus Terra to varying degrees. Certainly in
the past, certain cardinals and prelates have gone so far as to use
blackmail, assassination, and even full-blown conflict to enact
what they consider the Emperor’s holy design. However, any
who would see the return to domination of an all-powerful cult
must also fear the Ordo Hereticus and its answer to such hubris
and presumption.

THE ENEMY WITHIN

*
*
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Scursmatic Farta AND HERESY

Heresy is not simply a matter of mutation, witchery, and
srafficking with warp powers. More subtly, it can be a matter of
the specifics of faith and worship. The Cult Imperialis is broad
in its accommodation of differing tones of faith. However, on
the fringe lurk numerous sects and groups who flirt with heresy
and deviate from the Imperial Creed to such a degree that their
faith is no longer sanctified. The worst cases are declared as
sbomination by the Ministorum’s authorities. The boundary
setween sanctified faith and heresy is thin, and many sects
cross it simply because the ruling centre of the Ecclesiarchy
shifts and leaves them suddenly no longer accommodated
within the Cult Imperialis. Countless times over the past ten
millennia the Ministorum has gone to war with a part of itself
over a point of dogma.

Within the Calixis Sector, the Scintillan Cult is considered
0 hold the greatest sway over the hearts and minds of the
oeople. This is not only because of its vast wealth and close
access to the governance of the sector, but also because its
many Chantries train and produce an army of confessors and
oreachers, all faithful to its doctrines, who travel throughout
the sector to tend and shepherd the faithful. Historically these
mien and women have been considerably active in admonishing
and sometimes crushing any opposition to their interpretation
of the Imperial Creed.

The Scintillan Cult is not without competition, however.
The firebrand oratory and crusading zeal of the Redemptionist
movement grows apace on several worlds, not least of all on
Scintilla itself. Meanwhile on many other worlds, local myths
and interpretations of the faith still hold sway. This holdover of
wocal beliefs is most particularly evident on the influential shrine
world of Maccabeus Quintus where the controlling ascetic
sect's beliefs differ markedly in practice from their Scintillan
orethren. Thanks in part to distance and to the Maccabeans’
disinterest in “worldly” affairs beyond their immediate borders
plus some powerful connections, including in the Ordo
Malleus), relations between Maccabeus and the Scintillan Cult
remain cool but civil, and no overt conflict of faith has broken
out...yet.

Such a war of faith, should it come, would prove disastrous
for the Calixis Sector, forcing all, from the lowest manufactory
worker to the scions of the noble houses and even members
of the Inquisition, to choose sides, This potential cataclysm is
much desired by some dark cults and agencies. They see it not
only as an achievable method of bringing Calixis to its knees,
but savour the irony of turning the faithful against each other.

More information on the dangers and nature of heresy
and some of the particular heretical groups that endanger the
Calixis Sector can be found in Chapter II: Hereticus.

THE GREAT GAME: TIES OF
BLOOD AND COMMERCE

Although not part of the Adepta proper, the intrigues
and manoeuvrings of the great houses of the nobility; the
machinations of various factions, guilds, and economic
powers that make up the Combine Commercia, and the rule
of the Imperial Commanders all have a direct bearing on the
Adepta. This influence can promote strife and discord among
their ranks just as easily as any infiltrating cult or factional
infighting, By virtue of ancient rights and raw economic clout,
these groups have the freedom and power to put into practice
all manner of plots and schemes, sometimes concealing the
most corrupt practices and beliefs benecath the armour of
wealth and position.

Ambition, greed, and the lust for power are the hallmarks
of such groups, their members usually cither devoted to
increasing what they have or preventing others from obtaining
it. In such constant rivalries, intrigues, and vendettas, the
constraints of law and even sense often fall by the wayside.
Those wishing to consolidate their power often seek to
develop their own leverage and agents within the wider
Adepta through coercion and bribery, These are used to stir
up trouble or acquire secrets for their own, often petty, ends.

Powerful aristocracies exist on many worlds in the Calixis
Sector. Most are linked by blood and a tangled web of alliances
and long-burning enmities, often bound up within the feudal
order through which the Calixis Sector is maintained. Many:
such great houses have direct links to one of the powers off
the Combine Commercia and the guilds that dominate and
administer industry on many worlds. Others have long tie
to the military, the Navy, or even to the rare and dangerous
Rogue Trader clans, by which their fortune and position in
society is maintained.

THE ENEMY WITHIN
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Within the culture of the Imperium, commerce, power,
and faith are all entangled—what affects one will soon
have an influence on others. The possession of Departmento
Munitorium arms contracts, for example, can make or break
the fortunes of a great house. Where such a great house or
commercial cartel falls or is dragged into war with others over
some point of doctrine or judgement of law, the economie
needs of a region are usually not met. Thus, the seeds of
rebellion and heresy take root in the power vacuum created,

Misruirg, Crvir REBELLION,
SUCCESSION, AND OTHER LOCAL
DIFFICULTIES

The constant conflict and interplay involved in the intrigues
and machinations of the powerful are one thing, but open
warfare and rebellion because of them is quite another. In
these cases, the reaction must be brutal and swift, but taking
such action is not without difficulties and consequences. Wise
indeed is the mind that can perceive all of the outcomes from

against such powerful forces where the fates
may be at stake. An overt and armed solation:
string of other conflicts, perhaps even set off a ful
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- After all, a surgery that kills the patient is no cure at all. .

Because of the greater risks involved, many Inquisitors

-prefer a subtle (but no less deadly) approach to the solution of
-ambitious Imperial Commanders who overstep their bounds,

noble houses who fall into depravity and heresy, and corrupt
guilds who place the pursuit of power and profit over the
needs of the Imperium. In such cases, the Holy Ordos prefer
to wield their power carefully, favouring the assassin and the
sudden, decapitation raid targeting those at the centre of the
trouble.

However, sometimes a mass purge is the only recourse. In
these cases, the act of massive attack is applied without relent
and with unremitting fury. It is these actions, which in truth
represent only a fraction of the Inquisition’s activities, that
strike the most dread and live longest in the minds of citizen
and noble alike. As a result, stories of hive spires smashed from
orbit, thousands taken in the night and summarily executed,
and wars of chastisement launched like thunderbolts from a
clear sky are all are the stuff of legend on many worlds.

DRuUSIANISM
Besides the Emperor, the figure most revered by the faithful
arrior turned saint who
y-called “Dru sm”

alixian

of Calixis is Saint Drusus—the
fought for the birth of the sector,

Druysianism is a md and uncompromising w.lr:hnn of
the Imperial Creed, emphasising the purifying quality of
suffering, the power of holy relics, and the endurance of
hardship. An ascetic and largely mystical tradition for the
main part, it is somewhat at odds with the cult authorities
on Scintilla, who hold to more traditionalist modes of
worship but also claim the sector’s saint as their own.

Importantly, Drusianism also has a strong “Calendite”
influence and so holds the Emperor to be a complete and

eternally divine being who predates even the birth of man.
At a deep level, the uncompromising scholars and priests of
the sect (in particular those trained for office on the bleak
shrine world of Maccabeus Quintus) maintain that the
Emperor’s order is the natural order of all things without
exception. To them, spiritual truth is the only truth, as it
supersedes mundane physical reality and locally imposed

temporal laws—although they do hold that the basis of
the Dictates Imperialis as “his word” is indeed divine. This
belief often leads the sect’s adherents into conflict with the
forces of authority, such as the nobility and the Combine
Commercia, whose power lies outside of the cult or the
core of the Adepta;

Many hard-line. Drusians consider the noble and
mercantile classes to be fundamentally venial and corrupt
by nature, and hold little regard for any power or supposed

tights such individuals p

THE KEYSTOTHE STARS:
THE NAVIS NOBILITE

The members of the great houses of the Navis Nobilite, the
Navigators, are the only members of humanity who can
capably chart a course across great distances through the
warp, allowing ships to journey the vast spans of the void.
Without the Navigators, no ships could hope to safely pass
through the warp, and the great Imperium of mankind would
wither and die.

Drawn from ancient families which trace their origins to
the very dawn of the Imperium, Navigators are a stable genus
of human mutation (some say the result of ancient gene-
sculpting). They form tightly knit clans linked together by
webs of intermarriage, hereditary alliance, and patronage,
using their wealth and power to remain in privileged isolation
from the bulk of humanity. All true Navigators have a third
“warp” eye that allows them to perceive the flow of the
warp. Whilst their origins and the true nature of their gifts
are shrouded myth, their singular nature and priceless
importance has ensured them a place of immense privilege
and power—no trade can be conducted, no great wars waged,
and no exploration mounted without the Navigators' aid.

Navigators are organised into families (sometimes known
as “clans”), through which both the warp eye mutation and
their esoteric knowledge of warp navigation has been passed
down through the generations. Because of their monopolies,
ancient lineages, and accorded rights, Navigator families are
usually both immensely wealthy and influential, their power
extending to all corners of the Imperium. In particular, their
influence of matters in interstellar trade is beyond that of any
other group.

Perhaps most importantly, they have an Emperor-given
right to conduct their own affairs as they see fit and thus are
effectively outside of the laws and authority of the Imperium.
I'his freedom is only void in particular circumstances of overt
rebellion or treachery, and even then great care is taken by
the Adepta in confronting and punishing such crimes. A
clan’s private retainers and bodyguards can number in the
thousands. Largely, the clans police their own, binding
themselves together in a shared culture and through lines of
alliance, fealty, and marriage. However, wary of the balance of
power, the high master of the Navis Nobilite, the Paternova,
and his agents are often merciless when one clan or family
should, by its treachery or excess, endanger the others.

AN UNPLEASANT NECESSITY

One of the fundamental tensions that exists between the
Navis Nobilite and the rest of the Imperium is the fact that
Navigators are patently mutants in a culture that does not
often suffer the mutant to live save as a brutally oppressed
underclass. Many dark legends and fables of excess, witchery,
and murderous power have grown up about them, and not all
without cause. As a result, Navigators are often shunned and
feared, and the popular dread at meeting t‘he gaze of"hei'r




also meant that over thousands of years most Navigator
families have acquired malformations, strange afflictions, or
mental abnormalities. In some Navigator families, the genetic
corruption of the line has become so severe that only a
few members of the clan can move amongst the rest of the
Imperium. The remainder remain confined to the family’s
great estates or in sealed tabernacles aboard ship, their
deformities hidden from sight,

These differences have often led to conflict in the past,
and localised factions of the Ecclesiarchy have, on a number
of occasions, burned Navigator holdings and executed
Navigators as heretics. Such incidents are often brought
wolently to heel by the Ecclesiarchy itself, before the wrath
af the High Lords of Terra is visited upon the culprits and any
sbove them in rank that allowed such action to come to pass.
After all, no one can afford to offend those who hold the key
i voyaging between the stars. The Inquisition is one of the
ew bodies that can truly move beyond the immunity of the
Navigators' charter, and its eye is ever kept on the Navigator
clans. Even the Inquisition must be circumspect and certain
o this task. However, in rare extreme cases, the Holy Ordos
has destroyed entire clans and carried their patriarchs and
matriarchs off in the Black Ships for final sanction.

Navis NoBILITE TRADE WARS

The most common conflict involving the Navis Nobilite are
e conflicts between the various Navigator houses. Each
Navigator family's power and wealth is based on the trade
¢ can control, its contracts and pledges to various mercantile
srganisations, and the courses that its Navigators can plot.
1l these matters are areas of fierce competition between the
Sifferent Navigator houses and often the focus of campaigns
't espionage, violence, and assassination. Such conflicts can
rause huge amounts of damage to the infrastructure of the
mperium, often occurring without the direct knowledge of
i5e nobility or the Imperial authorities until it is too late.
Traditionally, this damage has been controlled by the
tormal declaration of a “trade war” under the terms of the
wcient Navigator Convention. A trade war, once declared,

siows all Navigator houses involved to act against their rivals
using military and covert means. According to the terms of
s trade war, those outside of the Navigator houses involved
should not be affected or harmed by its progress. However,
= reality, subsidiaries, allies, and associates of the Navigator
wouses immersed in a trade war are uvsually dragged into
e conflict whether they want to be or not. While a trade
war is meant to control and contain competition between
Navigator houses, many houses act outside of the constraints
of a declared trade war. Such illegal actions usually involve
atermediaries, assassination guilds, or armies for hire.

THE GREAT NAVIGATOR HOUSES OF
CALIXIS

Within the Calixis Sector, the dominant Navigator houses
are those who came with the conquering and colonising

¢ of House Modar, House Yeshar, and House
Rey'a'Nor, Between them, these ies hold the rights,
and contracts for the supply of Navis

eet Calixis, as well as for the v
other branches of the Calixian A

sels belonging to

ta and the se
comme ;

However, over the centuries, the sector's needs have
outstripped the manpower that these great houses can
provide. A dozen lesser houses and a few outcast bloodlines
from distant sectors have subseq
themselves in the arca. These les
importance from House Xan'Tai who exclusively ser
powerful Machenko Dynasty, and the “pauper hou
Cedd whose Navigators are known to barter their services
to the highest bidder with few questions asked, to the
legendary, insane bloodline of Nostromo who served the

t clan of Haarlock. The three great houses
constantly vie with one another for dominance, but wary
of entering into protracted conflict (lest it weaken them and
give an advantage to a lesser house), they usually prefer to
use intermediaries to fight their petty wars by pre
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ike the hydra of ancient legend, the Inquisition is a beast
with many heads, each with its own thoughts, goals, and
preferred methods of rooting out heresy and sedition.
eyond the tenets of his Ordo or the strictures of his Conclave,
is up to each Inquisitor to decide how he must best enact the
ill of the Emperor and fulfil his sacred duty to the Imperium.
‘Most turn to the teachings of one of the many factions within
the Inquisition, embracing a school of thought to help guide
his actions and justify his deeds. A faction forms the foundation
of how an Inquisitor (and by extension his acolytes) function,
colouring his choices and determining just how he takes the
fight to the enemies of mankind.
This section covers six of the most powerful factions, as well

the myriad factions within the Inquisition is a great way to add
depth and colour to your games, and ultimately conflict and
division. After all, there are few foes more interesting than an
enemy Inquisitor and his acolytes. ..

AcCOLYTES AND FACTIONS

 inevitable that at some point while in an Inquisitor’s

service, Acolytes find themselves confronted with a specific
cts with their

ach Acolyte how

doctrine of their master’s faction that ¢

own p.EI‘SOI‘IE{] MOore r At remains up to

to-deal with such incongruity, though only the foolish

-would dare to challenge his Inquisitor openly.

" DISCORD AND CONFLICT
WITHIN THE INQUISITION

“The Inquisition is a hundred different schools of thought, divided by a single goal.”

as several of those unique to the Calixis Sector. Making use of

—Lord Inquisiter Nihilus

ORDOS, CONCLAVES,
CABALS, AND FACTIONS

The Inquisition and, by extension  its
Inquisitors, is organised into a number of
broad groupings. The first and foremost
is that of the Ordos: the Ordo Hereticus,
the Ordo Xenos and the Ordo Malleus,
each opposed to one of the Imperium's
three principal foes—the heretic, the alien,
and the daemon, respectively. There are
of course other Ordos, dedicated to other
domains of Imperial interest, but none is
quite as large or powerful as these three. Most Inquisitors

(though not all) single out one of these threats for their special
attentions and declare their allegiance to the respective Ordo
or are inducted into one because of their efforts in the field.
[t is important to note, though, while the three main Ordos

attract individuals interested in combating certain foes, they
do not predispose their Inquisitors to any kind of unity. For
example, one Ordo Xenos Inquisitor's philosophy on fighting
aliens can vary hugely from another,

The second grouping is that of the Conclaves, which are
Inquisitorial gatherings focused on sectors and segmentum.
As the three principal Ordos direct the resources and efforts
of the Inquisition against a certain foe, the Conclaves help
to organise and support all Inquisitorial activities within
an area. Conclaves, like Ordos, can contain a diverse range
of Inquisitors, as almost all areas of the Imperium contain
a variety of the Emperor’s adversaries. Similarly; there is no
formal requirement to belong to a Conclave, though it is
considered good manners for an Inquisitor to announce his
or her presence upon entering a Conclave’s environ (though
few actually do so). Conclaves are also particulatly useful in
keeping local Imperial authorities in line, acting as a constant
presence in the sector and a watchful set of eyes.

Much like a Conclave, a Cabal is a gathering of Inquisitors
within an area with a single purpose. Cabals, however, are
formed not to oversee or organise. Rather, theit p‘urpc;)s_é_::-i's- to
complete a particular mission, and they usually Iasr-3'o_f;1y as
long as their task remains undone. More so than Cdri_t:l'aves,
Cabals are comprised of Inquisitors and individuals of @
widely ranging outlooks and ideals (often to make then
effective and adaptive in their duties).""l’iie.jmoﬁ'fmi ki
Cabal within the Calixis Sector (at least in Inquisito
is the Tyrantine Cabal, formed to combat th ;
threat of the prophesied Tyrant Star. *




The foundation of nearly all groupings, however, is the
faction, Factions are specific schools of thought, some almost

the Inquisition and the ultimate intent of the Emperor's will.
They are gatherings of like-minded individuals who share a
common view of the universe and often see a specific purpose
through their unity. Some factions are almost the same in their
senets, varying only slightly on the interpretation of minor
ssues. Others are almost diametrically opposed and advocate

actions that can bring the Inquisition into conflict with itself,
pitting Inquisitor against Inquisitor—or more often, acolyte
sgainst acolyte.

At its heart, a faction reflects an Inquisitor’s intrinsic
philosophical outlook and is usually based on two common
tactors in his belief: what is the greatest enemy of the
“mperium and how is the best way to fight it.

More information on Ordos, Conclaves, and Cabals can be
“ound in Chapter X: The Inquisition in DArk HERESY.

PuUrITAN AND RADICAL FACTIONS

Most factions can be defined in terms of Puritans or Radicals.

Puritan factions extol the virtues of the Emperor’s light,
using pre

s and pnl]thS favoured by the Ministorum,
while C i

al fac
heretical philc
terms "Purita

) ind  unde ¢
d “Radical” can be misl

ing when used

to describe a faction, and many factions contain Inquisitors
who would be considered either Radical or Puritan working

is provided by the Thori
considuL purir'mi(:t] b\' most but r:

Puritans bul .iIsn a <nn[] |1umbu of Radic: als striving to

1

seek out the Emperor's avatar in their own way.

THORIANS

Sorn of the fire and ruin of the Age of Apostasy, the Thorians
are a Puritan faction who believe that the will of the Emperor
=an manifest in the hearts of pure men and in times of great

meed his avatar will appear to vanquish the foes of humanity.
They take their name from the great prophet and leader
Sebastian Thor who, during that dark time, led the movement
sgainst the corruption within the Imperial Cult and was
wiimately responsible for its cleansing and the restoration of
the Imperium that followed.

It was this single and miraculous act that led his followers
twho would later become the first Thorians) to believe
shat they had witnessed the divine will of the Emperor in
Sebastian Thor. There remains, of course, much opposition
20 this theory, especially among the Ministorum. However,
over the centuries, it has gained a strong and loyal following
1out the Imperium. The Calixis Sector is no exception,
e of the most senior Inquisitors within the Calixian
h Thorians.

as old as the Inquisition itself, that teach the true purpose of

Thorian Domains

The Thorians’ reach extends across most of the Calixis Sector,

shadowing the influence of the Conclave and following in the
footsteps of many Cabals. First and foremost, the Thorian’s
gaze settles on places where the will of man is being tested,
such as frontier worlds or those in states of strife. Here, they
believe, they will find evidence of the Emperor's presence in
the hearts of men and perhaps even clues as to whete his
avatar may rise again. For many years, the world of Tranch
has been of distinct interest to Thorian Inquisitors who have
made it their special duty to champion any Inquisitorial
business there. Whether or not this level of interest in Tranch
is merited, the Thorians intend to be ready to act should the
Emperor’s design manifest itself.

e
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Thorian Operations
[t is the Thorians’ goal to seek out places and individuals that
they believe are being “moved” or influenced by the hand of
the Emperor, aiming to discover, aid, and understand them.
This task is not as easy as it may seem, as sorting the merely
miraculous from the divine takes considerable insight and
skill. It is also a domain that the Ministorum claims to have a
monopoly on, and thus they take a very dim view of others
who would contradict them as to the will of the God-Emperor.
Therefore, during their Inquisitorial duties, Thorians spend a
great deal of time exploring records, following rumours, and
trying to validate the deeds of Imperial heroes (often many
centuries dead).

*
*
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One such example of this type of ongoing investigatio
is the general debate currently among Thorians about th
noted Admiral Forritar. Forritar was killed some 247 years
past during the Battle of the Glittering Hallows in a sizable
fleet engagement against Ork raiders deep in the Markayn
Marches. Some Thorians believe that Forritar's obsession to
cleanse the Marches of the Ork menace (which ultimately led
to his demise), is an indication of the will of the divine and
should the admiral's complete plans for the sector ever be
recovered, a precious piece of the Emperor's design will be
revealed. Of course, there are also many who view Forritar
as an old fool who didn’t have the good sense to prosecute a
sound battle line,

Thorian Inquisitors
The Calixian Conclave contains numerous advocates of the
Thorians’ faction. Perhaps the most influential of these is
Inquisitor Orannon Helgaer, who often speaks for the Calixian
members of Ordo Malleus and is said to have the ear of the
Lord Inquisitor as well. Orannon is an old man who has given
long service to the Imperium and, in the eyes of many, has
earned his place within the upper echelons of the Conclave.
He uses this power shamelessly to further the Thorians® cause,
Though he seldom leaves his estates on Quaddis, there is ligtle
that the Inquisition does within the sector that escapes |
notice, especially if Thorians are involved-—and all Thorians
know (or soon learn) that the favour of Orannon is a ve
valuable thing.
Also counted among the Thorians of the

is the newly risen Inquisitor Maganon. Recentl
Ministorum, Maganon is an example of hcw far




pefsuasive the teachings of the faction can be. Turning from
he strictures of the Imperial Cult after becoming disillusioned
‘with its prodigious bureaucracy and hypocritical practices, he
was taken by the Thorians’ purity of purpose and their belief
of the divinity within mankind. Having gathered a cadre of
like-minded acolytes, he is currently striving tirclessly to
make a name for himself within the faction, often coming

+
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to the aid of other Inquisitors in the hopes of passing on
the Thorians’ message, Maganon is an intensely driven man,
which can often be off-putting to those that first meet him.
However, beneath the fervour and rhetoric lies an honest soul
and a true servant of the Emperor. Given time, M;lg:mon’s star
niay well rise very high.

Thorian Secrets

While rumours persist of the Thorians locating individuals
touched by the Emperor and even influencing the fate of
wortlds in the quest to awaken the divinity of mankind, there
is very little hard evidence to suggest that any person or
place that the Thorians have been associated with was in fact
“touched” by the Emperor. As a result, many of those in high
places pay little attention to the rambling of the faction or
the actions of its Inquisitors—as long as they fulfil the will
of the Emperor and fight His foes, their loyalty need not be
questioned.

However, unknown to all but a select few within the faction,
its various actions over the past few years have been a cover to
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ide the Thorians’ actual purpose in the Calixis Sector, There
evidence, some whisper, taken directly from the writing of
bastian Thor himself that soon a great darkness will arise
ithin the Calixis Sector—a darkness so powerful that it will
‘threaten the very fabric of the Imperium with its existence.
Many Thorians believe that the Tyrant Star is the herald of
this darkness. It is also said that when this darkness arises, so
too will an avatar of the Emperor. Born from the same womb,
it is written, these two will tear the sector asunder in war, The
Thorians believe this time is at hand and for the sake of the
sector, they must find this avatar and protect “him” until he is
ready to make his war.

AMALATHIANS

The Amalathians believe that the Emperor’s will is unfolding
constantly across the Imperium and that ‘He has a plan
known only to Him. A strict Puritan faction, they believe in
maintaining the laws and governance of the Imperium above all
considerations, convinced that in keeping the status quo they
are in fact fulfilling the Emperor’s great vision for His domain.
They are also counted among the oldest of the factions, their
tenets first being laid down millennia ago on the sacred slopes
of Mount Amalath-—from which they take their name. The
Amalathians enjoy close ties with many Imperial organisations,
‘providing assistance, overt and otherwise, in order to maintain
their control Thiis they ensure a balance within the power of

ector, the Amalathians enjoy a special relationship
eptus. Arbites, routinely supporting them in

Amalathian Domains

All of the major worlds within the Calixis Sector lie beneath
the influence of the Amalathians. From the hives of Scintilla
to the mines of Sepheris Secundus and beyond, their
watchful eyes monitor the actions of the Emperot’s cotintless
organisations. Only as the light of the Emperor become faint
and the grasp of the Imperium weakens does their power
fade. Towards the rim, among the Halo Stars, and deep within
the empty reaches of the sector, there is little evidence of
the Amalathians and their work. After all, it is the Imperium
and its workings that are their chief concern—"better to have
power over the people than the stars,” as some would say.

Amalathian Operations

Amalathians have a direct hand in the daily operation of
several of the Calixis Sector's key Imperial organisations.
Certainly, many of the most powerful military leaders have
their operations in part directed by the faction. Whether they
know it or not, both the Imperial Navy and the Imperial
Guard have (numerous times) been redirected to further
the ends of the Amalathians. Such shifts in manpower and
vessels are sometimes so subtle as to have gone unnoticed,
and certainly being told what to do is pretty much the norm
for those within the military;

Within the Adeptus Arbites, however, members of the
faction take a far more direct and visible hand. Acting as
advisors, they work to ensure the Emperor's laws are being
enforced and guide the Imperium’s lawmen towards areas
most in need of their firm hand. This work is very important |
to the Amalathians, as many of the faction’s Inquisitors
have an almost pathological belief in the rule of law. This
conviction could be attributed to the fact that many of them ‘
believe that Imperial law is synonymous with the word of the
Emperor Himself.

i
Amalathian Inquisitors |
Thor-Malken is an old and grizzled Amalathian with an
unhealthy obsession with the law and its enforcement, Once
a High Marshal, he traded his Arbites’ badge for a rosette.
However, he still sees himself as a lawman—only now he has
the power to truly pass judgement as he sees fit. Thor-Malken
is also well known within the Conclave for his unflinching

adherence to doctrine and protocol, once executing his own
cadre of acolytes for following an illegal order and officially
reprimanding himself for issuing it. He has a distaste for
interrogation, which he views as wasteful and time consuming.
He prefers to make snap judgements about people and then
treat them accordingly. Unsurprisingly, many other Inguisitors
find his company uncomfortable, and those that have had to
work with him seldom do so again.

Worlds apart from Thor-Malken is Lady Purusha Whlle
still a devoted and loyal member of the faction, she works
to maintain the stability of the Imperium through t_he-_us_e of
subtle influence, pulling strings covertly in order to enact her
will. Still young enough to feel a connection to the mass of
humanity she is sworn to protect, she often poses as a sk
and intelligent adept or advisor. She prefers to woi
into the courts of planetary governors and |
act as an adjutant to military comman




well ensconced in such a place, she then works to set up a firm

network of informers and confidants, ensuring that when she

moves on she leaves a legacy of control in her wake. Over

nime, she hopes to create a web of suggestion and influence
| that she can use like the reins on a beast of burden to move
government policy where she pleases.

Amalathian Secrets

Like the Thorians, the Amalathians are one of the more visible
and well known factions. Certainly, within the Conclave their
actions and agents are easily recognised, and their ends are
apparent and accepted. This transparency of intent, however,
hides a significant secret, The Amalathians, being privy to vast
amounts of information gathered by the Imperium’s military
and law enforcement, have discerned a dark, deadly secret
about the Hereticus Tenebrae and what perhaps is its ultimate
meaning. This information, if it became known among the
Conclave, would most probably force radical changes among
the Inquisitiorial operations in the sector and, worse yet,
alter the Imperium’s very presence there. Thus, a small Cabal
within the faction has chosen to suppress the information and
its existence. To date, only a handful of Amalathians know
these facts, and even they are each entrusted with only a part
of the truth, perhaps not even guessing at the enormity of
the danger.

XANTHITES

The Xanthites are a powerful Radical faction who take their
name from the great Inquisitor Zaranchek Xanthus, reputed
to have had a dangerous and unhealthy amount of knowledge
of the warp and its uses. The Xanthites believe that Chaos is
but a reflection of mankind, mirroring its whims, desires, and
emotions, Therefore, with the right knowledge, mankind may
use its power. In the simplest terms, they believe that only
the power of Chaos can fight Chaos and that humans must
embrace this power or perish by it. Within the Calixis Sector;
Xanthites are more spoken of than seen, though rumours
continually persist of powerful Inquisitors and Imperial
officials who follow their ideals.

Xanthite Domains
The areas controlled by the Xanthites are less apparent than
those of many of the other factions. By their nature, Xanthite
Inquisitors have learnt to tread lightly among the ranks of the
Conclave and seldom mix with others of Ordo or Cabal, Morea
loose confederation of individuals, the faction structures itself
around the master-student model, with Xanthites usually only

THE ENEMY WITHIN

operating in pairs or alone. On the fringe and where the gaze
of Imperial authorities grows dim, members of the faction are
most commonly found, seeking out those that hide from the

*
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Emperor’s light in such shadows. Of course, it is believed that
many Xanthites also operate quietly deep within the heart of
the sector, in the depths of hives, and in the grand edifices of
the Ministorum where corruption is wont to fester, :

Xanthite Operations
Xanthites are primarily concerned with the garnering of
forbidden lore and schooling themselves in its use. They
are also, despite the views of most Inquisitors, some of the
most zealous opponents to the Ruinous Powers. Of particular
interest to the Xanthites are fallen Inquisitors and corrupted
acolytes, who they seek out not for retribution and punishment
but to better learn how to tread the path of Chaos untouched.
However, by its very essence, Chaos is an unpredictable and
dangerous power to harness, and many who seek out such
fallen agents of the Throne end up joining their ranks.

This, of course, does not stop the Xanthites from their
pursuit of proscribed texts and forbidden lore; which they
consider paramount to their cause. In recent times, the
Xanthites have been gathering lore on the nature of the
Tyrant Star and how its terrible power might be harnessed
for the Imperium. Whenever Xanthites meet, they exchange
small pieces of such information, slowly building up an
extensive amount of data on the so-called “threat” rivalled
only by the Amalathians in its breadth and accuracy: In fact
it is probably only a matter of time before they learn of the
Amalathians’ secret, and when they do, they will doubtless be
far less conservative with such knowledge.
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Xanthite Inquisitors

Records of Xanthite Inquisitors are sketchy at best, many
being surrounded in myth and rumour as much as actual fact,
Ordo Malleus Inquisitor Felroth Gelt is a good example of
this. A bold Monodominant and a Puritan, it is said that he
was once ranked high in the Conclave and the favoured of
Lord Inquisitor Caidin. However, sometime during his third

- century of life, after years of struggle and bloody conflict with

the Emperor’s foes, he became disillusioned, The strict tenets
of his faction and the hollow victories over his enemies began

to lose all of their meaning.

- Duting his time suppressing the Rebellion of the False on
Kasha he first met Inquisitor Draven and witnessed the true
f Chaos turned upon the Emperor’s foes. Over the

¢ decades Gelt and Draven travelled together, until

Felroth's eyes were finally opened to the teaching of the
Xanthites. Now Gelt travels the sector and beyond, seeking
out the tools with which to fight the Imperium’s foes, his
aging frame invigorated by the power of the warp. Of course.
whether or not Felroth Gelt truly exists is unclear, and only the
oldest and highest ranking members of the Conclave would
know for sure. His story could equally be a cautionary tale
about the perils of Chaos or a message to potential Xanthites
about the true path to man's salvation. In either case; from
time to time rumours surface of Gelt's activities, causing a stir
among both the Xanthites and their enemies.

Xanthite Secrets

The Xanthites have many secrets. Each member of the faction
is a repository of lore unto himself, and they are known
to venture further into the dark nature of Chaos than any
other arm of the Inquisition. Within the Calixis Sector, this
delving translates into an unparalleled knowledge of warp
cults, witches, and daemonic incursions. More than once has
a member of the faction flawlessly infiltrated a cult, draining
its knowledge and power before smashing it beneath the
hammer of the Inquisition.

Perhaps most interesting of the faction's secrets, however,
is the Aleph-hosts. It is rumoured among the Xanthites that
some of their number have found a way to bind several
powerful daemonic intelligencies into multiple hosts, each of
equal power and bound so that all must be killed for the
Aleph-host to to be destroyed. This hellish act requires a long
and complex ritual, the formulae of which has been the object
of many quests by Xanthite Inquisitors. Dark rumours hint
that the ritual can also be configured so that a greater being
of both materium and immaterium may be created in a single
physical host. True or not, it is a rumour that persists and
which many Xanthites are eager to pursue, if for no other
reason than to keep the knowledge from the hands of their
foes or those within the Imperium who would destroy it.

RECONGREGATORS

Another Radical faction, the Recongregators believe that only
through change can the Imperium hope to prosper, believing
that the greatest threat that humanity faces is its lack of
progress and terminal stagnation. Working quietly behind
the scenes, the Recongregators seek to influence or engineer
events that will lead to change and progress. It is a subtle
game, and of all the major factions, they are counted amongst
the least visible, keeping to the shadows whilst others charge
into the fray.

Of particular interest to the Recongregators are the
Amalathians, whom they perceive as their primary opponents.
In many parts of the Imperium, vast silent struggles are
carried out between the factions as they both strive to change
local events and bring about cither a dramatic alteration or a
return to the way things were. In recent times a number of
Recongregators have been drawn to tht:"C-aliX’i's_-S'etth,.{h.eir
interest aroused by the notion of the Hereticus Tenebrae and
the change that it may herald. : :




Recongregator Domains

Just as the Amalathians have agents spread throughout the
Administratum, military, and planetary governments of the
sector, so do the Recongregators. Of special interest to them,
sowever, are the worlds of Scintilla and Sepheris Secundus. It
% believed that only in the sector’s seat of power can the true
seeds of change be planted, and, as a result, Recongregator
inquisitors pay special attention to the hives of Scintilla.
Equally, the mining powerhouse that is Sepheris Secundus
fas been identified as having a unique significance within the
sector, and the faction suspects that there is something hidden
on or about this world of great importance to the progression
and reform of the Imperium,

Recongregator Operations

Much of the faction’s time and resources are spent in opposing
the Amalathians; where they try to halt a cascade of events that
would bring about change, the Recongregators manoeuvre to
ensure such events occur. At every turn, they seek to break
the Amalathians’ control, attempting to let events progress
“naturally” or, when necessary, to give things a “little shove”

Acreage, this very dance has been played out for countless
years. The Amalathians lry to suppress progression and
reform, maintain the line o

f'the high king, and heavily restrict
aif-world contact, At the same time, the Recongregators seed
pew ideas, hopes, and practices with the locals or smuggle
m off-world technology in the hopes of altering the world’s
destiny. All this, of course, is conducted during the execution
of their Inquisitorial duties through discreet means, and it is
unlikely that any, even within the Conclave, are aware of this
silent conflict.

Recongregator Inquisitors

Drawn to the ideals of the Recongregator, Lucius Fulcio is a
potorious firebrand of the Ordo Hereticus and a flamboyant
soice within the Conclave. His righteous zeal, however, hides

events from a single happening and determining their ultimate
sutcome. This canny knack first became apparent during the
fall of the Golden Despot on Sisk, where his action in saving
key individuals from the fire and ruin of that time lead to
the world being reborn years later into a paragon of Imperial
service. Actions like this have earned him great respect and
trust by other members of the faction, a respect he uses to
manipulate other Inquisitors and their acolytes to unwittingly
do his bidding.

Also counted among the ranks of the Recongregators is
inquisitor Llor, a minor, though long-serving, member of the
Conclave and the Ordo Xenos, Llor was first drawn to the
sector because of its proximity to the fringe and of the exciting
possibilities such closeness could offer. Through his time in
serving the Holy Ordos, he has come to realise that the Calixis
Sector could well be even more important to the future of the
Impm‘um. He believes the appearance of the Tyrant Star is
'ents are about to unfold that will spread across

and beyond. It is therefore his intention to

n how these ripples can be mastered and
he favour of the Inquisition.

10 ensure matters come to a head. On the feudal world of

2 subtle and cunning mind capable of charting the course of

Recongregator Secrets
The greatest secrel the Recongregators possess is not: theit
own at all, but rather the secret that the Amalathians have
uncovered about the Tyrant Star. Unlike the Amalathians, it is
a truth that they have only glimpsed and one that they suspect
would not be favourable to any of the Inquisition’s factions
should it become known. Thus, they are mostly concerned
with further investigation across the sector, gatheting what
pieces of information they can. They are not merely trying
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to counter the Amalathians’ ambitions, but are attempting
to discover whether behind the secret there lurks a darker,
sinister, hidden truth.

ISSTVANIANS

Even more extreme in their views than the Recongregators
is the Radical faction known as the Isstvanians. Taking their
name from the infamous bombing of Isstvan 111, said to have
been the spark that ignited the Horus Heresy, they seek to
ferment conflict and crisis wherever they tread. It is their
belief that the Imperium requires constant strife to survive
(a reasonable assumption given the galaxy’s state of near
total war), and if it were ever to find itself at total peace, it
would collapse and decay. To this end, Isstvanian Inguisitors

*
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seck conflict head on, instigating discord within and without
the Imperium, starting wars, leading invasions, and stirring
discontent into rebellion. Where the flames of war burn

v

more than likely an Isstvanian can be found fanning them
Isstvanians are not uncommon within the Calixis Sector, a8
its proximity to both the Eye of Terror and the galactic I'ring
makes it a ripe location for turmoil,

Isstvanian Domains
Like much of the Imperium, the Calixis Sector is no stranget
to war, and it is to these zones of conflict that the Isstvanians
flock. Less interested in local, isolated struggles, such as the
constant fighting on Tocanthos or the civil war on Acreage,
Isstvanians seek out places where the fighting may spill out
across star systems, setting countless worlds ablaze with
carnage and strife. Such Inquisitors commonly travel the
fringe where the rule of the Imperium is most in dispute, and
xenos forces, renegade worlds, and the slow seep of Chaos are
strongest. The Halo Stars, in particular, are a breeding ground
tfor conflict, one which the Isstvanians have been known to
nurture when it suits their purposes.

Isstvanian Operations
Across the sector, Isstvanians and their agents seek rto stir
up conflict and tear down weak leaders and regimes. In
the process, they have been known to invite invssions':i-l}d.-
cover up small, benign problems until they mutate into iarg
malignant ones. Isstvanians also work covertly within:
networks of the Recongregators, ostensibly appearing to aid
them in their efforts, only to send carefully engineered eve
spinning out of control at the eleventh hour. This has:
them a dire reputation among both the Re ;
and the Amalathians, who both have, inten
unintentionally, ended up working on the same
the "unpredictable” Isstvanians, :




Isstvanian Inquisitors

The Isstvanian faction attracts a certain kind of Inquisitor,
such as the merciless and cruel Amaros. Having made a name
for herself in the Ordo Xenos purging indigenous life forms in
the Josian Reach, Inquisitor Amaros was repeatedly appalled
by the lack of action that local sector authorities were taking
to combat what she saw as the spread of potentially dangerous
xeno-forms, To remedy this problem, she manipulated a cabal
of smugglers and bio-pirates into modifying and distributing
gene-engineered aliens as pets and guard-forms. The result
was the Trygor Xeno Plague, which led to the deaths of
countless citizens and the Euthanous Edict which in turn
led to the purging on a dozen worlds of all non-human life.
Amaros’s whereabouts are currently unknown.
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Isstvanian Secrets

The Isstvanians prefer not to waste excessive efforts on
concealment or moving behind the scenes in the same way
the Recongregators or Amalathians are known to do, Rather,
they act swiftly and decisively, bringing with them fire and
ruin. In years past, Ork invasions have cut through the Calixis
Sector, spreading destruction in their wake and rallying the
sector’s forces against them. Some Isstvanians believe that
the time is almost ripe for another such invasion. Through
rumour and divination, they have begun to get an idea of
where and when a strike might occur. Rather than try to avert
the disaster, they are, of course, creating havoc in its path.
They are destabilising worlds that they perceive as weak and
idiverting questionable military commanders to the area. Thus,
hen the hammer blow of the Ork attack is felt, it will ring-
ut loudly across the entire sector.
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MONODOMINANTS

Next to the Thorians, the Monodominants are counted among
the most powerful of the Inquisitorial factions. Certainly this
Puritan faction is believed to be the oldest, tracing its origins
back to a time shortly after the creation of the Inquisition
itself sometime in the 33rd Millennium. Monodominants
are the most hard-line of all the Puritans, believing in the
complete destruction of all non-humans (including mutants
and psykers) and those not willing to swear eternal allegiance
to the Emperor. Of course, they understand that this lofty
goal will take time and, in the interim, though they might
despise them, the Imperium must make use of mutants and
psykers for its survival. Monodominants are also well known
for their excessive use of force when purging corrupted
worlds, even resorting to exterminatus rather than risk leaving
even the barest hint of heresy behind. In the Calixis Sector,
Monodominants can be found throughout the Conclave
at all levels of power, though especially among the older

Inguisitors.

Monodominant Domains

Wherever the shadow of the Inquisition falls, Monodominants
an be found. More than any of the other major factions, they
ave a presence and a power that spans both the Conclave
the Holy Ordos. In many ways, they are the heart of the
isition’s beliefs and core structure and, as a result, can be

found throughout the Calixis Sector where the Imperium s
presence is strong. Scintilla is often a meeting place for
the faction simply because it is the sector’s seat of power.
Monodominants also have a special interest in the Misericord,
which they use as a convenient platform to monitor the core
worlds of the sector. However, Monodominants can equally
be found at the forefront of the Imperium’s struggle against
its enemies, fighting aliens on the fringe or purging. heresy
from within.

Monodominant Operations

Monodominants are constantly engaged in purges of aliens,
heretics, and mutants. In places where their power is without
question, such as the world of Dreah, they openly exterminate
local mutant populations. Few miss these mutants and fewer
still would question the Inquisition's right to eliminate them.
In other places, such as the world of Sepheris Secundus, the
mutant workforce forms a vital part of that world’s economy
and therefore its ability to meet Imperial tithes, and is not
so easily rargeted. Of course, this does not stop the faction
from working to slowly erode the mutants’ place within that
society and sway the queen to do away with them once and
for all.

Monodominant Inquisitors
It has been argued that eventually all Inquisitors are drawn
to the beliefs of the Monodominant. Often the older
an Inquisitor gets and the more he has seen, the more he
comes to despise everything that is not human and, as a
result, becomes more heavy handed in his dealings with his
enemies. Mordant Crimson is such an Inquisitor, a harsh and
remorseless member of the Ordo Hereticus. His actions on
the world of Veran, where he became known as the Bloody
Brand, certainly added to his infamy. It was on this world
that after crushing a rebellion, he had the survivors of both
sides branded so that they would not forget the treachery
they had committed or had allowed to occur. Crimson, like
most Monodominants, makes use of only those acolytes he
deems pure enough for the Emperor’s service, scorning those
who employ psykers or mutants.

It is also rumoured that Lord Inquisitor Caidin himself is
a Monodominant, though he appears diplomatic enough not
to let his suspected loyalty to this faction conflict with his
loyalty to the Conclave.

Monodominant Secrets
Monodominants do not often keep secrets, using information
as they find it and punishing guilt as soon as it is uncovered.
That being said, Monodominants are said to keep exteﬂsive
records on all of the important personages within the sector,
above and beyond what the Inquisition would normally be
concerned with, This truly impressive archive charts each
person’s worth in the eyes of the Emperor, or more accurately
the eyes of the Monodominants, This information is continually
updated and assessed by an army of Administratum adepts in
the faction’s employ who are constantly searching fot even
the merest hint of corruption or treachery. It is w}usgered
among the Conclave that the Monodominants also k
hidden archive especially for members of the Inquisitior




CALIXTAN FACTIONS

You do not need to lnok to the stars to find the greatest obstacle this
Conclave faces, my brothers. Simply gaze around this room and you
will find such a sea of discord as to make our foes cackle with glee.”
—Inquisitor Eistus Gracker in address

to the Calixian Conclave

In addition to the six most well known factions, scores of
others are whispered to exist across the Imperium. These
are rumoured to be splinter groups of the larger factions,
fractured from their parents by extreme views or differing
beliefs, such as the Puranthius or Antus-psykeer who seek to
cleanse the Imperium by targeting specific foes or practices.
Alternatively, they may be a result of local phenomena, such
as the Clavianus of the Eastern Fringe, dedicated to the
understanding the unique philosophies of the Tau.

In the Calixis Sector, there are several of these splinter
factions. Some are mere shadows of greater schools of belief,
while others are genuine organisations in their own right,
with no small amount of power and influence within the
boundaries of the sector.

XENO HYBRIS

The Xeno Hybris is a Radical faction that has existed within
the Calixis Sector for almost as long as it has been a part of
the Imperium. It is speculated that the faction grew out of
a gathering of Radical Ordo Xenos Inquisitors and agents
drawn to the sector in search of clues to lost alien civilizations.
Whatever the case, today the faction works diligently to
uncover alien technology and better understand the alien
mind, Inquisitors of this faction believe that there is much to
learn from the aliens of the galaxy and only by cooperation
with the other races can the true enemy of all sentient life be
defeated. Needless to say, these beliefs often bring them into
conflict with Monodominants and their followers, who view
any dealing with xenos as an abomination.

Xeno Hybris Domains

Xeno Hybris Inqgiusitors spend much of their time along the
rim and amid the Halo Stars, seeking contact with undiscovered
aliens or investigating the ruins of their civilizations. They are
known to take up with Rogue Traders and even Explorator
teams plunging deeper and deeper into the void in their
search of the unknown. Occasionally, however, they can be
encountered within the core worlds, picking over ruins long
buried beneath human cities and hives. Such work is a much
rarer arena of operations for them, as it can bring them into
close contact with their enemies and is seldom worth the risk
for the poor opportunities such places offer. There are also
rumours that some members of the faction even dwell amid
alien civilizations as guests and unofficial ambassadors on
xenos home worlds, alien vessels, and even eldar craftworlds.

Xeno Hybris Operations

Much of the faction’s operations centre on the investigation
of al:en civilizations so that members might better understand
andmulate them. This understanding is important to the
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faction as adherents believe that mankind’s understanding o
the universe is incomplete and dangerously flawed when it
comes to combating its true foes. For most faction members,
this kind of scholarly endeavour represents their total
involvement in the faction, with members gathering together
from time to time to share and compile information and
present new theories.

The second major undertaking of the faction is the
recovery of xenos tech. While some artefacts are recovered as
part of the faction’s involvement in archaeological missions,
most must be stolen, purchased, or traded for. The more
adventurous faction members often take considerable risks in
the pursuit of such things, especially when trying to bring
xenos items back into Imperial space. They also maintain ties
with “benign” alien races that have nominal contact with the
Imperium and only limited hostilities to date. This contact is
often performed under the cover of Rogue Trader activity:

Xeno Hybris Inquisitors
Among the alien scholars of the Xeno Hybris is Inquisitor
Arcturos, an ancient and enigmatic individual of considerable
intellect. Arcturos was a diligent and focused member of the
Ordo Xenos for many years, initially drawn to the Calixis
Sector in his study of the eldar and their influence within
the Segmentum Obscurus. However, his first true step
toward understanding began, when he was rescued by elda



Exactly what transpired there and which craftworld it was is
knt}wn only to Arcturos. What is known is that when Arcturos
-retutned, he was a changed man and has since become one
of the faction’s most valued and active members. Arcturos is
also reputed to count a number of xenos, including an eldar,
among his acolytes, though this may be pure fabrication.
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Xeno Hybris Secrets

For many years, Xeno Hybris has been exploring the uses
of xenos tech with a view to understanding its potential
for application within the Imperium. With the help of
wayward elements of the Adeptus Mechanicus, it has begun
a programme to create pieces of hybrid xenos-human tech.
The first such device that it is rumoured to have created is
known as the Immaterios Novis. Fashioned into the shape of
a gigantic brass eye whose pupil continually swirls and pulses
with reddish light, it is said to possess the power to allow a
ship to navigate the warp over short distances without the aid
of a Navigator. If this claim is even remotely true, then there
will be a great many parties interested in either securing it or
destroying all traces of it.

SECULOS ATTENDOUS

No other organisation within the Imperium has as much freedom
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from the interference of the Ministorum as the Inquisition.
‘Some within the Inquisition view this as a weakness, and there
e many Inquisitors that keep close personal ties with the Cult
Bof the Emperor and its followers. Others, such as the Seculos
A ttendous within the Calixis Sector, sees this separation as a
arogression of mankind’s freedom from the Ecclesiarchy. They
 believe that the hulking dogma and doctrine of the Ministorum
is slowly corrupting man and hampering his growth, and that
the light of the Emperor does not need the hand of the cult
to reach those who wish to embrace it. As yet, the faction has
remained very quiet about its intentions and goals, no doubt to
avoid immediate censure and the risk of excommunication.

Seculos Attendous Domains

For many years, members of the Seculos Attendous have been
spreading their influence beneath the watchful eye of the
Ministorum. Often posing as members of other factions or
Ordos sympathetic to the cult, they have been working to place
themselves into positions where they can monitor and subvert
its activities. OF course, the Ecclesiarchy is a massive ponderous
organisation that spans the length and breadth of the galaxy and
the Seculos Attendous is but a relative handful of Inquisitors, so
members cannot hope to exert any kind of real control over its
actions—vyet. However, what they can do is to make sure that they
are in the right place at the right time in order to set larger events
'_l.'n_to motion. With this in mind, Seculos Attendous members
“spend 4 great deal of time on Shrine Worlds and other places
‘whiere the cult's power is almost absolute and where the ripples of
hange will have the greatest effect.

Seculos Attendous Operations

ations of the faction are twofold. First they seek to twist
"fthf's power from within, making small alterations
mtion that will ultimately help to weaken its power

over the masses, while still maintaining' the populace’s firm
faith in the Emperor and His glory. The second is managing
the cult’s contact with new worlds and remote frontiers; places
where a freer, more natural worship of the Emperor is easier
to perform. In both cases, the faction must tread very lightly
as the power of the cult is not to be casually trifled with and
should even the barest hint of its subversion come to light
retribution would be swift and final.

Seculos Attendous Inquisitors

Like many Radicals, Eursa Kine was once a blind and unquestioning
servant of the Ministorum, content to deal out judgement on any
who opposed its will. Over time, he found himself embroiled
in an inner conflict over his actions—the teachings of the cult
seeming to be at odds with his faith in the Emperor. Finally
during the purging of a settlement for the sacrilegious folly of
its local clerie, he changed. Staring into the eyes of citizens who
could not understand what t

hey had done to deserve their beloved
Emperor’s wrath, he turned on his own kill-team. Since that time
he has worked against both corruption within the Ecclesiarchy
and the Ecclesiarchy itself, all of the time preaching the true word
of the Emperor to those who will listen.

Seculos Attendous Secrets

Over its time infiltrating the cult, the faction has learnt a great
many things about the Ministorum and its dealings within the
Calixis Sector. Some of this information has been used to bring
down powerful priests and clergymen involved in corrupt
dealings and unspeakable acts. The fall of these clergymen has
had the dual effect of destroying the Emperor’s foes, as well as
weakening the cult from within. The most damning picce of
information that the faction has come across, however, pertains
to Saint Drusus. The faction has uncovered ancient accounts
that hint at the saint's dealings with the arch-traitor Feldrus
Xorth, a nefarious individual responsible for the destruction
of Heed during the Crusade’s first years within the sector. If
proof could be found to support these suspicions, then the
Seculos Attendous would have a powerful weapon with which
to propagate distrust and anger against the Ministorum,

POLYPSYKANA

An offshoot of the Xanthites, based in the Calixis Sector, the
Polypsykana is a Radical faction obsessed with the power of
psykers. Members believe that the psyker is a natural evolution of
man’s development into a higher being. After all, the Emperor is
the greatest psyker of all, who keeps the Imperium intact through
His immeasurable strength of will, even guiding ships safely
through the warp by igniting the blazing beacon knawn as the
Astronomincan. The faction believes that this transfoﬁnati@n of
humanity is inevitable and wltimately humanity’s only salvation.
To this end, members work to protect and nurture psykers and
increase the role they play within the sector. In addition, they work
in secret on psy-tech, psy-breeding and other, more questi nable,
activities, all intended to spread what they see as the psy-gene to
as much of humanity as possible. : :




Polypsykana Domains

Polypsykana members work within the core worlds, spending
their time shepherding and protecting psykers from the
teeming throng of humanity on such worlds as Scintilla,
Tranch, and Malfi. This is not to say that they contravene
Imperial doctrine and keep these psykers for themselves; they
ensure that as many psykers as possible survive to board the
Black Ships. They also work to guarantee that those who take
the journey to Terra are as prepared as possible for the terrible
ordeal they must face. The faction has an equal interest in
feral and frontier worlds, places where the touch of the warp
is little understood and almost universally feared. In these
places, they work to uncover new psykers and place them in
positions of safety and power.

Polypsykana Operations

The "awakening” of psykers is primary to the goals of
the faction. Despite the dangers, members believe that a
true evolution will only take place should enough psykers
emerge among humanity. They refer to this event as the
“consciousness,” a time when there will be more humans born
with psychic powers than without. If this event is to come
about, they must ensure that as many psykers as possible
live to develop their powers and pass their gifts on to the
next generation. They must also try to better understand just
why some people are born with the gift and some without, a
process still little understood within the Imperium.

Polypsykana Inquisitors

Once a teacher in the Scholastic Psykana, Hettesh Kane
became a dedicated member of the Ordo Hereticus, using his
considerable psychic powers to root out and destroy rogue
psykers, His experiences and his own personal belief, however,
led Kane to become more and more convinced that psykers,
properly trained and of substantial moral fibre, could achieve
almost anything. He took to schooling and developing those
he captured rather than destroying them and, though he was
not always successful, began to turn some of those who were
once foes into acolytes and agents. Kane continues his work
within the Calixis Sector, and though he does not hate or
despise those without psychic ability, he certainly pities them.
His gaze is firmly fixed on a time when all mankind will be
able to shape the warp to their will.

Polypsykana Secrets

The Polypsykana has developed and successfully tested a drug
known as "vision.” Based on the more common drug, spook,
but at least four times as powerful, vision awakens more of
a person’s mind to the warp and allows him to truly tap
into that vast reservoir of energy. Users of vision can exhibit
multiple Minor Psychic Powers and, on rare occasions, crude
versions of major powers. Unfortunately, the side effects are
even more severe than spook. Repeated use in even the most
strong willed of individuals can lead to mutation and, in some
cases, even possession.
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INQUISITOR GLAVIUS
WROTH

Glavius Wroth is a staunch Amalathian, an outspoken
champion of order and unity in the face of the manifold
threats that the Imperium faces. Unaligned to a specific Ordo,
Wroth is a powerful and experienced operator within the
Ordos Calixis, well-connected to the pillars of Imperial order
across the sector. However, he has arguably as many enemies
as he has allies within the Holy Ordos and must maintain 2
careful balance in order to survive—chiefly through knowing
far too many secrets to casily move against. Wroth is a tough
and robust figure with a subtle mind and a blunt tongue. His
bearing and manner give the impression of a no-nonsense
Arbites Investigator, and this bluff exterior conceals much
of his true depth and intellect. Little is known: of Wroth's
distant past or apprenticeship within the Inquisition, a state
that he undoubtedly deliberately maintains, but his present
reputation rests in no small part on the excoriation :
execution for heresy of his fellow Inquisitor Eustis: fe
and his network, =
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Giravius WRoTH

Gravius WRoTH PROFILE ! %“*ﬂ$
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Movement: 3/6/9/18 Wounds: 16 _
Skills: Awareness (Per)+10, Barter (Fel), +10, Charm (Fel), Ciphers (Acolyte, Underworld, War Cant) (Int) 420, Ciphers (Inquisition)
(Int) +10, Command (Fel) +20, Common Lore (Adeptus Arbites, Administratum, Ecclesiarchy, Imperial Creed, Imperial Guard,
Imperium, Underworld) (Int) +20, Common Lore (Machine Cult, Tech, War) (Int), Deceive (Fel) +20, Dodge (Ag) +10, Drive (Ground
Vehicle, Hover Vehicle) (Ag), Evaluate (Int), Forbidden Lore (Cults, Heresy, Inquisition, Ordos) (Int) 420, Forbidden Lore (Mutants)
(Int) +10, Forbidden Lore (Daemonology, Psykers, Warp) (Int), Inquiry (Fel) +20, Interrogation (WP) +10, Intimidate (Stt), Literacy
(Int) +20, Logic (Int) +10, Navigation (Surface) (Int), Scholastic Lore (Archaic, Bureaucracy, Cryptology, Legend) (Int) +20, Scholastic
Lore (Imperial Creed, Judgement, Philosophy) (Int) +10, Scrutiny (Per) +20, Search (Per) +10, Secret Tongue (Acolyte, Administratun)
(Int) +20, Secret Tongue (Ecclesiarchy) (Int) +10, Secret Tongue (Gutter, Military) (Int), Security (Ag) +10, Shadowing (Ag) +10, Speak
Language (High Gothic, Low Gothic) (Int) +20, Swim (S).

Talents: Air of Authority, Armour of Contempt, Basic Weapon Training (Bolt, Las, SP), Fearless, Foresight, Good Reputatiot
(Administratum, Inquisition), Hardy, Heightened Sense (sight), Into the Jaws of Hell, Iron Discipline, Iron Jaw, Light Sleeper, Melee
Weapon Training (Power, Primitive), Mental Fortress, Peer (Adeptus Arbites, Administratum, Government, Inquisition), Pistol Training
(Bolt, Las, SP), Resistance (Poisons, Psychic), Strong Minded, Touched by the Fates' (3 Fate Points), True Grit.

 See Page 188 for details of this new Talent

Armour: Best quality enforcer light carapace (Arms 6, Body 6, Legs 6) with Hexagramatic Wards and Rosarius (see page 189 of The
Inquisitor’s Handbook for full details).

Weapons: Best Quality Boltgun (90m; S/2/-; 1d10+5 X; Pen 4; Clip 24; Rld Full; Never Jams), one spare clip, good quality power
sword (1d10+8"7E, Pen 6; Balanced, Powerfield, +5 to attack Tests).

Gear: Auto quill, antique chron, heavy robes, filtration plugs, micro bead, data slates, 3 doses of de-tox with injector, seal of office as an
Inquisitor.

FIncludes Strength Bonus.

IN THE SERVICE OF GrAvius WROTH SECRET AGENDAS AND HIDDEN TRUTHS

Wroth is usually concerned with multiple investigations : Glavius Wroth is much concerned by the activities of his
jork f fellow Inquisitors, spending much of his time covertly

studyi ing their affairs. As a result, he has many who wish him

7 ( ncerns is Lord Inquisitor Zerbe, the
changing to suit the needs of his current c ‘. . These aster of the Tyrantine . Wroth suspects him of heretical
operations tend to focus on threats en ¢ body CO and of covertly building a shadow network of

answer to the inner circle of the Tyrantine Cabal
Terra, though he does not limit his concern simply to a  alone. Wroth has come to believe that the worst rumours of
particular source of threat. a mysterious organisation called the Tenebrae Collegium are
Wroth rarely intervenes personally in an investigation, rue and has put much effort into discovering the extent and
preferring to use the skills of his acolytes save where only intentions of this phantom organisation. He aims to instigate
the weight of his personal presence will do. Among his its eventual do however, he knows that he will need
acolytes, Wroth values those that are autonomous and who  both incontrovertible proof and powerful backing to make
shate both his outlook and fearless devotion to their high  his charges stick.
callings. Above all, Wroth looks for loyalty and rewards that
loyalty in equal measure. Wroth personally vets his acolytes
“with paramount care and diligence, and as a result trusts them
- to act without his direct guidance, essentially offering them
“a‘free rein under his authority, To those that have met him
crsonally, Wroth seems to be the Inquisition personified,
and charismatic leader who inspires devotion md i BESE AR UR A ATV AT GO e
unshakeable purpose and faith, whose gaze misses . OF A GUN.
d whese only mercy is a swiftly granted demise.




INQUISITOR ANTONIA
MESMERON

Antonia Mesmeron is a follower of the obscure Oblationist
school of Radicalism. She believes that the powers of the
warp, the weapons of the alien, and the devices of the unclean
are utterly corrupting and any who truck with them must face
the ultimate sanction. Yet to the Oblationist, only through
the weapons of the enemy can the enemy be defeated and so
those of pure soul must embrace the damnation and sacrifice
themselves for the future of the Imperium.

Her unknown master passed this doctrine to Mesmeron
long ago, and her conviction in its truth has only deepened
in the years that she has roamed the stars secking out the
weak and misguided who have fallen to the temptations of
the warp or the whispers of the alien. Her approach is that
of a righteous executioner who rips out heresy root and
branch when it is discovered without remorse or distinction
of innocence. Wielding weapons of unspeakable horror and
sorcerous power, she usually personally removes the root of
a heresy and instigates a storm of purges that removes any
possibility of corruption remaining. Then, as quickly as it
began, the storm passes and Mesmeron is gone.

IN THE SERVICE OF ANTONIA
MESMERON

Mesmeron works from the shadows, and those who serve her
usually do so in ignorance of the identity of their master,
nor do most know that they are acolytes of the Inquisition.
She has no qualms about sacrificing their lives or worse as
she feels necessary. Indeed, Mesmeron is believed long lost
by most in the Holy Ordos that have heard of her name,
and, even in Ordo Malleus where she once served openly, she
is thought to be dead—although some no doubt know the
truth. Many of those agents that the rogue Daemonhunter
employs operate on the fringe of the Imperium as freelance
infiltrators, mercenaries, and assassins.

Mesmeron has many links to extremist sects and fanatic
vigilante groups of the Imperial Creed. Very few truly know
just what and who they serve, and these act as Mesmeron's
St d":a'ger-lts-. organizing the activities of her unwitting pawns

THE ENEMY WITHIN

*
*

vV

and hirelings. Mesmeron has good reason for this extreme
level of secrecy—her presence and activities in Calixis must
remain secret, as the depth of Radicalism to which she has
descended could well begin a sector-wide manhunt were they
to become known to the wider Inquisition,

SECRET AGENDAS AND HipDDEN TRUTHS

Though Mesmeron and her trusted acolytes go to some
lengths to keep her activities and existence hidden; a
slew of dead cultists, murdered noble families, and gutted
organizations cannot go unnoticed by the Holy Ordos, Other.
Inquisitors operating within Calixis have begun to .sqspé'c:t_f
that something or someone is at work. Linking several such
bloodbaths together, they have concluded that there is mc
than just a murder cult or freelance enterprise behi
activities. e
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~ ANTONIA MESMERON

Ag

'ANTONIA MESMERON PROFILE @ %‘Q&T§ : % i
WS|BS|S | T Int | Per | WP | Fel 2‘*« -

52 142 |38 137 |37 |43 | 42 | 53 | ST
Movement: 3/6/9/18 Wounds: 17
Skills: Awareness (Per), Barter (Fel) +20, Chem-Use (Int) +20, Ciphers (Acolyte, Occult, Underworld) (Int) +20, Command (Fel),
Common Lore (Ecclesiarchy, Imperial Creed, Imperium, Underworld) (Int) +20, Common Lore (Adeptus Arbites, Administratum)
(Int) +10, Common Lore (War) (Int), Deceive (Fel) +20, Dodge (Ag) +10, Drive (Ground Vehicle) (Ag), Evaluate (Int) +20,
Forbidden Lore (Cults, Daemonology, Heresy, Inquisition, Psykers, Warp) (Int) +20, Forbidden Lore (Archeotech, Mutants,
Ordos, Xenos) (Int) +10, Interrogation (Fel) +20, Intimidate (S) +20, Invocation (WP) +20, Literacy (Int) +20, Logic (Int) +20,
Medicae (Int), Psyniscience (Per) 410, Scholastic Lore (Archaic, Chymistry, Cryptology, Imperial Creed, Legend, Numerology,
Oceult, Philosophy) (Int) +20, Scholastic Lore (Astromancy) (Int) +10, Scholastic Lore (Beasts, Bureaucracy) (Int), Scrutiny (Per),
Search (Per) +20, Secret Tongue (Acolyte, Ecclesiarchy) (Int) +20, Security (Ag), Speak Language (High Gothic, Low Gothic) (Int)
+20, Swim (S), Tech-Use (Int), Trade (Apothecary, Copyist, Embalmer) (Int).

Talents: Armour of Contempt, Basic Weapon Training (Bolt, Las, SP), Blademaster, Combat Master, Dark Soul, Disturbing
Voice, Fearless, Furious Assault, Hatred (Dacmons, Heretics, Mutants, Psykers ), Master Sorcerer” (Psy Rating 4), Melee Weapon
Training (Chain, Power, Primitive), Pistol Training (Bolt, Las, SP), Sorcerer, Swift Attack, Touched by the Fates™ (3 Fate Poinits).
!See Page 116 for details of Sorcery.

1See Page 188 for details of this new Lalent.

Sorcery (Minor Arcana): Call Item (7), Deaths Messenger (15), Fearful Aura (9), Precognition (8), Resist Possession (8), Sense
Presence (9), Whispers of the Warp (11).

Sorcery (Major Arcana): Bio-lightning (16), Compel (19) Constrict (15), Daemon Wrack (23), Dominate (26), Fire Bolt (13),
Seed Mind (28).

Armour: Light flak coat (Arms 2, Legs 2), carapace breast plate (Body 5)

Weapons: Dacmon sword (1d10+6 E'"; WP 31, Aetheric Render, Balanced, Dark Fire, The Beast Within, Uncanny Resilience,
Warp Touched). For full details of Daemonic weapons see page 120 of Chapter I'V: Malleus. Bolt pistol fitted with a red-dot
laser sight (30m; S/2/—; 1d10+5 X; Pen 4; Clip 8; R1d Full) loaded with inferno shells, 1 spare clip of inferno rounds, Fra'al glass
knife (1d5+5"" R; Pen 4; Toxic (1d10) see page 73). '

b

Gear: Greater Malefic Codex, good quality cybernetic eyes (includes Dark Sight system), respirator, writing Kit.
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his chapter showcases seven of the most notorious
and dangerous heretics at large in the Calixis Sector.
These heretics are infamous amongst the Inquisition,
and their apprehension and the termination of any associated
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with them is a top priority for those who serve the Holy Ordos.
These villains range widely in scope, nature, and goals, but
differ in most cases from the cults and other threats detailed
in this book in that they are largely solo operators. When
they do gather followers around them, it is only to serve them
rather than to further any cause or long term goal.

These enemies have all been declared Excommunicate
Tratoris by the Holy Ordos and are marked for death.

EMESIS, I NAME THEE

nemesis is a reoccurring villain whose schemes the Acolytes
lave thwarted and whose vengeance spitefully dogs their steps.
A nemesis is a classic plot device for a long-term campaign; few
things motivate players more than discovering that their nemesis
is behind the conspiracy that they have uncovered, and nothing
is more satisfying for those players than when they finally bring

UsiNG TH1S CHAPTER

CHAPTER VI: THE HUNTED:
WANTED HERETICS OF THE
CALIXIS SECTO

“If you set yourself against me you will die, it is mevitable.”

— Coriolanus Vestra

their nemesis down. To help you introduce and use a nemesis
in your game, there are a few guidelines that are worth bearing
in mind:

A nemesis should not be behind every heresy: While it
is important that a nemesis reoccurs in your campaign, if he is
omnipresent his impact is lessened—better to save him for the
main events.

A nemesis should hurt the Player Characters: For a
nemesis to be an effective threat, he must genuinely have the
potential and the motivation to damage, undermine, or kill the
Acolytes, their allies and friends, etc. More to the point, he also
has the power to get away with it, at least for a time, This way a
nemesis can easily become a genuinely loathed figure that players
will do almost anything to destroy, a villain the players love to
hate.

A nemesis should escape until the final showdown: In
order to be an eftective focus of the PCs’ thirst for vengeance,
they must confront their nemesis several times and have him slip
through their fingers (or defeat him only to find out someone
else was pulling his strings—the real nemesis!). This makes the
satisfaction when they finally triumph all the greater.

Each of these men and women is a monster in human form; their crimes are legion and their atrocities many. Each is

intended to be a worthy ry for any group

Acolytes, and any one of them can become the arch-nemesis for o

ign or simply provide a memorable villain for a single adventure.

PRrOFILES FOR THE MoOsT WANTED?

Profiles for the most wanted heretics in the €
danger, abilit nd powers of these heret
to your games; th
cludes a new Talent, Tou wy the Fates, that is ide:
bolter round to take down

Toucuep By THE Fates (TALENT)

Prerequisites: Non Player Characters only, they must have fiee v

creatures.
The NPC has a numbe

this should always happen “off cai

xis Sector are not included in this chapter. This omission is quite deliberate, as the -
ave not been pinned down or specified. These factors are for the GM to decide
“an be moulded into as powerful a villain as your particular game demands. To help you, this section

Acolytes” favour, the NPC will return mnthu da} {prubabl\ for revengel). In ac

“this NPC.




THE NOBLE ART OF
VILLAIN DESIGN

One of the best things about roleplaying games from both a
player’ 's point of view is the memorable villains and
opponents who can appear during games. The best of the

be talked about fondly o afterward, and their re

over the course of a campaign can provide tension in the g
greatly increasing the pl: ; sense of satisfaction when the
villain is finally bested. Dark Heresy is nc ption to this, and
the milicu of the 41st Millennium h very wide selecti

which to oppose your players— ins
demagogues, renegade Inquisitors
possessed killers, lunatic scientists, hardened merce
bosses, alien warlords, star pira issolute nobl
religious zealots—the list is almost endless and the choice is
YOurs, 3

Several of the cults and organisations within this book contain
powerful villains, such as Lady Solace of the Pilgrims of Hayte,
that you can use ‘as a template for particularly powerful NPCs,

s simply to pick a well

One of the best tricks to

od narrative, a back-

a style of his own, and his own motivations,

» so far as to give him a “signature” in the shape

1 visual style, or an exclusive

rate villain, not simply

1me mechanics. Once

0" your villain is to be, then

up a rule book and lend him some definition; not
und!

THE HUNTED

*
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FERRAN GHAST

Ferran Ghast is a heretic and renegade from the Inquisition. Acolyte, Explicator,
and personal pupil of Cassilda Cognos, he was one of the finest servants of
the Ordos Calixis, and his history of service had been both valourous
and renowned. A breath away from ascension to full Inquisitorial rank
and becoming a leading force in the Conclave, he was sent into the
Adrantis Ncbula following intelligence indicating the presence of
the renegade Coriolanus Vestra. Ghast, and a team of acolytes
sent with him, disappeared without a trace. In later years, many
would wonder whether Vestra was responsible for corrupting

IA
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Ghast or whether his soul had begun to rot long before his
disappearance.

Seven years later, Ghast resurfaced on Solomon under

a near-perfect false identity, only being detected and
recognised by chance. An Ordos-backed Arbitrator
execution team was sent after him and were killed with
ruthless efficiency for their trouble. Following this atrocity,
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Ghast once more disappeared, and the Inquisition
declared him Excommunicate Traitoris. Since then,
he has been reportedly involved in numerous
heresies, assassinations, and even the loss of
an Imperial Spite class cruiser through
sabotage in dry-dock.

The Inquisition has confirmed
that Ghast uses highly capable and
dangerous vassals to support his
considerable abilities. He is also
| suspected of forming a highly
dangerous organisation of

infiltrators and assassins
that answers personally
to him. Every Acolyte
and Ordos vassal
has a standing
order to pursue
Ferran Ghast to
his death should e
any lead or clue to
his whereabouts be
discovered.

Ghast’s goals, beyond mayhem and murder, remain
unclear. Current opinion is divided. The majority believe

Ghast to be a genius madman who serves only his own petty spite, whilst a minority suspect that there is
some other hidden agenda or other grand design at work.




MYRCHELLA SINDERFELL X

Lady Myrchella Sinderfell is one of the most cllusive and destructive
heretics active in the Calixis Sector. Intelligent, resourceful, and cruel, over
the centuries Myrchella Sinderfell has sampled blasphemous pleasures,
dallied with diverse heresies, and committed atrocities of the most
vile nature for no other reason than her own gratification,
Born into the high Sinderfell family of Scintilla,
Myrehella Sinderfell was raised as part of a lincage
whose wealth and holdings spanned the Calixis
Sector. It is said that in her younger years she
showed exceptional promises in all arcas of
education, with no sign of the madness to come
in the first decades of her life. When she came of
age, Myrchella used the Sinderfell wealth to assemble
a vile court of sorcerers, xenophiles, flesh crafters, and
corrupt savants in the seclusion of the Sinderfell manse
on Quaddis, collecting them and their knowledge
like a true dilettante of the vile. The corruption
of Lady Sinderfell was finally betrayed to the
Inquisition by one of her mistreated servant

ot
The Holy Ordos razed the Sinderfell manse in
a single night—it is said that the fury of the
assault could be scen from the balconies of far
Xacarph.

Lady Sinderfell escaped the wrath of the
Imperium to recreate her blood-soaked court
of blasphemy over and over again. On Malfi
she suborned the leadership of a sanguinary
cult and bathed in blood every day for a year.
On Kalf she and her entourage burned town
after town, hunted the survivors through
the night, and unleashed unclean spirits to
plague any who remained.

Myrchella Sinderfell is known to draw
around her a court comprised of heretics. These
heretics have included rogue psykers, warp
dabblers, xenophiles, hereteks, dissolute nobles,
corrupt Navigators, scholars of the proscribed,
and dealers with daemons. These courts are ... SORSEIIGGGINNISSSEL S
rarely enduring and are often discarded in
flight or destroyed for diversion by Lady
Sinderfell herself.

Sinderfell prefers to assume the identity of others and corrupt families,
cu]ts,:mdorg;misationsmherowncnds(usu:n!lyincludingmurder;mdwzmmninﬂictionofp:lin}.Shcisknowntofavournl.nnerous
devices of forbidden technology, some of xenos design, to further her proclivities. Though reported as killed on board the
Phoenix’s Ransom by Judge Uzzriah, and again in the Castigation of the Red Vaults of Luggnum, Lady Myrchella Sinderfell
is still believed at large in the Calixis Sector.

Myrchella Sinderfell’s avarice, spite, narcissism and sadism are obvious and reflected in every part of the heresies that
have made her nototious. She has wallowed in gore, inflicted pain, and darkened her fractured soul not for an ideal but
simply because it makes her “happy.”

THE HUNTED

*
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MAGos VATHEK

The facts of Magos Vathek’s career, before he was cast
out from the Adeptus Mechanicus and became a
hunted renegade are entirely unknown, and the

IA
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tech-priest authorities have been singularly
unforthcoming in this regard. It is thought
that he was attached to the Explorator fleets
of Archmagos Thule before some incident
or event drove him mad, turning him into a
renegade hunted equally by the Inquisition
and the forces of the Machine Cult.
Vathek is obsessed with acquiring
and perfecting dark technological lore.
In particular, he desires the technological
means to restore full life to dead tissue,

PIFR iy

although he is also known to have
created forbidden weaponry, crafted flesh
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gholams, and experimented with a variety

of prohibited alchemical and energy systems.
His forbidden experiments are already reckoned

to have cost upwards of 3,000 lives, most notably
in a mass casualty event known as the “Morningside
Incident” on Solomon, and on a smaller scale during
the “dockside ripper” murders on Dreah. At the end
of the latter, Vathek slew a Mechanicus force
sent to destroy him and escaped off-

world. He is also known to have
attacked a previously unknown
resurrectionist cult on the
cemetery world of Pilgrim's
Pause and left great slaughter

in his wake, plundering the
cult’s own dark secrets. Vathek’s
current  whereabouts  and
activities remain unknown.

In appearance, Vathek looks
to be a heavily augmented
tech-priest, habitually robed
in tattered black, surrounded by
a multitude of black-iron and brass
mechadendrites fitted with surgical tools, callipers,
and energy coils. He is known to have incorporated the forbidden

technology of a Sarkossan wave generator into his own carapace, and his face is covered by a silver skull mask grafted onto
necrotic muscle and bone. He is believed to be no longer “alive” in any meaningful sense, but propelled by the power of his
own dark technology. He has proven extremely difficult to slow or destroy with conventional weapons fire, and extreme
measures are to be advised when confronting him.

Aside from his drive for dark scientific lore, Vathek appears to have no known goals or plans. He also does not cooperate
with or serve others, fashioning only unliving servitors as his needs arise. Some theorise that Vathak's true obsession is
somehow discovering a means to restore biological life to his own decaying flesh,




THE BURNING PRINCESS

The life and true nature of this appallingly
powerful ‘rogue psyker, known by rumour
and dark repute over the last few

years (since her first recorded
appearance  during  an
uprising  on  Pellucida
[X) as the “Burning
Princess,” remains a
mystery to the Holy
Ordos. It is a mystery

made all the more
poignant and galling

by the clear presence

of a witch hunter’s brand

on her cheek.

The Burning Princess
is an alpha-plus level rogue
psyker and by some estimates
the most powerful currently at large
in the Calixis Sector. She still appears
to be a young woman in her late
teens, and if this is true, it may be
possible that her powers will
only increase with maturity
should she survive.

Already a pyrokinetic
of extraordinary ability,
she can transform herself
seemingly without effort or
risk into a walking holocaust of
flames, able to focus her abilities
with pinpoint accuracy to char a hole
through warship armour. A wanderer,
she has been encountered
working alongside several
renegade  and  mutant
groups, and even for a time
upon a pirate raider vessel operating out of
the Hazeroth Abyss. Such is her threat that a specially equipped taskforce under the
noted Witch Hunter Fhendahl was founded to trace and apprehend her. It successfully tracked her to an abandoned settlement on
the ill-reputed world of Dusk, where she prevailed and everyone in Fhendahl's mission burned. She is still at liberty, and her current
whereabouts remain unknown.

This witch's motivations remain as mysterious as her identity and true origins. After-action reports by traumatised survivors
have claimed her both to be a dead-eyed marionette, seemingly uninterested in the horrors she inflicts, while others paint her as a
laughing devil, filled with malice and sadistic glee. The truth remains unproven.

THE HUNTED

VI



_CorioLANUS VESTRA

Brother Missionary Coriolanus Vestra was a loyal, even revered,
Imperial Missionary who fought to bring the light of the
Emperor to those who knew it not. His zea
marked by his superiors—Cardinal Fortis noted
on several occasions how Vestra undertook
missions in totally uncharted regions
of space, always returning to
bring news of thousands of new
followers of the Imperial Creed.
The final mission undertaken by

Coriolanus Vestra records that

he ventured into the Halo Stars
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was

in search of human communities
lost for millennia. He did not
return and was presumed to have
perished.

What exactly occurred to
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Vestra on his journey into the
Halo Stars is not known, but
it can be easily inferred that
something occurred that caused
him to break his faith and turn
him against the Imperium that

he had so devoutly served. The

fact that Vestra uses the phrase

“bathed in the light of
the black sun” in some
of his blasphemous
addresses, has been
the focus of much
analysis and may
pertain to some
dark revelation that
turned Vestra into the
arch-heretic he is today.
Fifty years after his disappearance, Coriolanus

Vestra secretly returned to Imperial space. He slipped onto the world of Lassiv in distant Hecuba, a dishevelled shadow
among many. Two years of meticulous and brutal endeavour saw Vestra dedicating Lassiv and the souls of its people to the
ruination of the Emperor’s realm from beneath a banner topped with the planetary governor’s severed head. It was not,
however, until after ten more years, three befouled worlds, and countless acts of heresy that the true identity of this arch-
corruptor was uncovered. The anger and shame of the Ecclesiarchy has not abated in the eight decades that have passed
since that revelation.

Coriolanus Vestra's chief treachery is his association with a great number of cults and heretical organisations, including
the Serrated Query, the Brotherhood of the Horned Darkness, the Pale Throng, and the Masqued of Malfi amongst many
more, He is, however, only ever a peripheral figure and an intermediary who prefers to work alone as a freelance agent of
sorts for the duration of a particular task or objective. He often incites rebellion through demagoguery and acts as a go-
between and facilitator for different heretical and malefic cults in order to create a larger force of disorder. :
Coriolanus Vestra's spite and zeal in persecuting his personal war against the Imperium cannot be doubted. It is unknown :
if Vestra, beyond a desire to simply bring anarchy and destruction, has any discernable grand scheme.
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Tosias Berasco

Tobias. Belasco was born the third son to an
impoverished wing of the powerful House
Belasco on Malfi and is another example of
the ability of certain noble lines to breed
unpardonable monsters. Reportedly a sly
and deceitful glutton from an early age,
Tobias railed against the gentle poverty
in which he was raised and the fallen
status of his line. As he grew, he put
his remarkable intellect and cunning
to work and quickly displaced or
murdered his way to control of his
family's line, restoring its fortunes
in the process. He was quickly taken
into the service of the Belasco Great
House, where he acted as a dealer in
rare antiguities and brokered many
profitable deals for his clan.

This elevation appears not to have
been enough for him. Soon he took
to seeking thrills by dalliances with
petty cult groups, fellow epicures,
and jaded wantons, living far beyond
even his prodigious means. Rather
than risk embezzling funds from his
notorious clan, he took to blackmail,
murder, and the Cold Trade to fund
his notorious life of excesses, eventually
leading him to dealing in slavery. However,
as the years passed, not even this was enough to
alleviate his boredom. By what means he finally descended into complete criminal insanity

buse no doubt played some part in it. Not satisfied with killing
1g them slowly, one piece at a time.

ed too much for his infamous noble house to stand. Tobias
his wealth and his tamily’s assassin cadre at his heels. For more

is unknown, although a lifetime of immorality and substan

his enemies, he instead took to abducting them in secret and ¢

When these shocking crimes finally came to
fled Malfi via his Cold Trade connections with a
than 50 years he has been on the run, turning
his former clan.

He is also a fugitive of the Ordo Xenos, whose ire he provoked when he killed and ate several of Inquisitor Van Vuygens’
acolytes who were investigating a xenos-slavery ring th id instigated on Snowden’s World. Torn between his desire
to remain hidden and a desire to continue his opulent lifestyle through black marketeering, deception, and murder, Tobias

of worlds and using many aliases to stay one step ahead of

has managed to remain one step ahead of his many hunters over the years thanks to his quick wits, formidable intelligence,
and a thoroughly nasty imagination. Now in his late nineties, his past is catching up with him—his obscenely fat bulk must
be held up by a suspensor chair and he is rapidly reaching the limits of how long his wrecked constitution can be kept alive
through black marker implants and chem treatments.

- Despite his debased and corpulent exterior, Tobias Belasco is a genius-level intellect who has a talent for deception,
|l commerce, and murder that borders on the supernatural. He is marked for death not only by the Inquisition but also by his
";'f'or.mer family, and attempts to maintain a veil of secrecy at all times.
~ Tobias Belasco's only motivation is to continue his life of wickedness and feed his dread addictions. Rumours have reached

“that Tobias is searching for a more radical solution to his problems in the shape of a forbidden Halo Device.

THE HUNTED

*
*
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Tre UnknowN HERETIC

releasing and confirming a capture/termination

Lord Inquisitor Caidin has taken the unusual step of

warrant against a party whose true name,
nature;, ahd activities remain unconfirmed.
The existence of this “unknown heretic”
has never been definitively proven,
except perhaps by a telling absence
of perpetrator, evidence, or motive
in certain cases of great concern

to the Inquisition. Like a dark
void hiding amid the blackness

of night, his existence can
be inferred from instances
of mystery and apparent
coincidence linking together

a telling string of mysterious
deaths and disappearances
over the last decade and a
half.

These deaths have

uniformly occurred
among the contacts or
affiliates of Inquisitors,
and, as o2 resulr,
operations have been
repeatedly compromised
or crippled through the
termination of vital agents,
data-sabotage, theft, and
entire  covert operation
cells simply vanishing,
Forensic examinations
reveal nothing, Alone, each
incident could be dismissed
as coincidence, but together
they form a web that darkly
hints that there is a traitor
in the Inquisition’s midst.
This unknown individual
appears able to move and kill
at will within the Imperium, leaving no trace behind.
Recently, the deaths of Inquisitors Chalan and Severon are believed to be the work of the faceless traitor—both died
when pursuing operations based on intelligence thought to have originated from within the ranks of the Ordos Calixis. In
both cases, the method of killing took the form of ambushes that appeared to mimic the methods of well known heretical
or blasphemous organisations. This alone indicates that the unknown heretic has access to the highest quality information
and materiel. For example, the psychic wracking of Inquisitor Severon was carefully hallmarked to replicate the horrors
perpetrated by the Pilgrims of Hayte, a subterfuge that could only be orchestrated by one who is intimate with the details
of the Pilgrims of Hayte’s modus operandi. Worryingly, Inquisitor Chalan was notoriously circumspect, to the degree that
he couid anly have been drawn out by someone that he trusted.

.0 'fﬁc unknown hcrem as if the Wl'IU|L 1m‘ldu1r has been sn‘np]y rlppLd from hlstory, leaving a rent in ._Lhe.fab :;:'
. This void has consequently added an even darker dimension to the investigation. : ;
tivations and goals are unknown, but it seems the foundations of the Holy Ordos are thc dlrec :




W,

THE
HOUSE o
DUST ano
ASH

OVERVIEW OF THE
ADVENTURE
: .
EPART ONE: THE MASTER!
oF CHAMBER XIII 8
[ ]
ParTt Two: A VOYAGE |
OVER A POISONED SEA

IPART THREE: THE Houss
or DusTt AND AsH

AFTERMATH

PCs AND ANTOG-.QNIS




*e

_HAPTER VII:
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“He was a man that voyaged into the darkness further than any man
before him, but what he found there never equalled the blackness in
his own soul.”

A

*
+*

—Lord Sector Marhanus Sult
speaking about Erasmus Haarlock

he House of Dust and Ash is an adventure intended
for use with experienced Acolytes (suggested to be
around their 4th or 5th Career Rank), set around
the auction of several rare relics and curios belonging to the
infamous Rogue Trader Erasmus Haarlock. Malign forces move
behind this auction, and through it a conspiracy of revenge
from beyond the grave will ensnare a number of powerful
and dangerous antagonists. Thanks to the machinations of an
infamous Inquisitor, it will entrap the Acolytes as well. Drawn
into this deadly intrigue, it is up to the Acolytes to unlock the
crets of the Haarlock legacy in order to survive.

OVERVIEW OF THE
ADVENTURE

As the adventure begins the Player Characters are transferred
temporarily into the service of a shadowy and notorious figure in
the Holy Ordos, Inquisitor Silas Marr, on the bleak and poisonotus
industrialised hive world of Solomon. Marr has in mind to use
the Acolytes to perform a covert investigation and observation
mission by having them attend, under false identities, the auction
of several artefacts belonging to the estate of Erasmus Haarlock,
a Rogue Trader long believed lost. The auction, one of several to
disperse his goods from properties across the sector, is being held
at the House of Dust and Ash—a huge and ancient crematoria
and tomb complex that dominates a volcanic promontory set
amid Solomon’s toxic Balemire Sea known as the Burning Isle.
Thanks to Marr’s intervention, the long hand of Inquisitorial
authority has covertly held back the auction with legal wrangling
until a small team of Throne agents (the Acolytes) could be
planted at the sale. Their job is to observe events and look for
- wanted heretics and potential conspirators among the bidders
dangerous individuals and groups who might be drawn by
- the promise of forbidden items among the Rogue Trader's
'B'c'lo_ngings. This, at least, is what Marr has informed the Holy
s and the Acolytes' Inquisitor. However, it is not the whole
/ log haﬁ a secret agenda.

lieves that Erasmus Haarlock (see Player Handout 3 on

ther dead nor lost, and that he has arranged the
w ot his enemies and entrap them. This suspicion
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USsING THIS ADVENTURE

This adventure is intended for a group of three to six
Acolytes, who should be somewhere around Ranks 4 to 6.
The group should preferably represent a good mix of Career
Paths, with those suited for investigation a

well as combative types needed for suce

also con bly accommodates more tul characters,
as the plot and its resolution are a challenging one. As

of the adventure’s narrative, the Acolytes are inducted into

the temporary service of another Inquisitor, and se lhe

adventure can be easi ullLd into an on
Alternati
' “previously published adventures

of Darkness, Illumination, and those within

Iso intended in no small part as an
introduction to the darker forces and intra-Inquisition
s might encounter as they progress

politics that the Acol
: board to further

oviding a spri
ns. The House of Dust and Ash

in pow
conspiracies and camp
is also deliber

with hooks and leads that can be

later used by the GM for adventures yet to come.

is the reason he has used his influence to requisition the Acolytes
help. He prefers to risk them rather than lose his own servants
in what he thinks could be a potential death trap. However, not
even Inquisitor Marr fully suspects just what is about to transpire
or what monsters will be drawn to Haarlock’s legacy. ..

STRUCTURE

The adventure itself is divided into four parts that should be
played in the order that they are presented. The adventure
has numerous optional encounters and room for expansion. It
might take as little as two or three sessions of play to complete,
although it will likely be longer, depending in part on: how
much interaction or investigation the Acolytes undertake of
their own accord—and how much opposition the GM throws
at them in the adventure’s finale!

The adventure has a large cast of Non Player' Characters
that the GM will need to represent. For brevity, these have
been grouped into several Dramatis Personae sections, and the
GM is recommended to thoroughly familiarise himself with
these characters, their roles, and their motivations before play.
Detailed statistics for several important NPCs and antagonists
can be found grouped together in the Appendices at the
of the adventure, along with a planetary datafax for the
of Solomon and a basic map readout of the Housc ofDust 0
Ash for use during play. T

The adventure breaks down as follows.

Part One: The Master of Chamber 3
The Acolytes are unexpectedly inducted into thi
sinister Inquisitor Marr and learn of th
events that surround it. a5




ApVICE FOR THE GAMES MASTER

The House of Dust and Ash plunges the Acolytes into the heart of a number of ongoing intrigues and the power
plays of several powerful cults and dark forces moving in the Calixis Sector. Rather than focus on a specific mystery or
investigation, or even a direct conflict against a known or suspected enemy, this adventure instead focuses on what happens when
the Acolytes are caught up in plots and events over which they have littde knowledge or direct control. The Acolytes” principal
goal is to survive. In order to do this, it will not be enough for them to simply battle with blade and bolt round— although there
will be a good deal of that too. They will have to use their wits 1o sncover the true nature of what is going on, and if they don't,
they won't survive.

This is a very plot-driven adventure, and you must take care 30 thoroughly familiarise yourself with the ins-and-outs of what's
going on before proceeding. Most importantly, you should decide exactly who the Scion of Haarlock will be—see page (@ (@ for
more details.

Running this adventure might seem to be a daunting prospect for the GM. but though it might seem a complex juggling act at
first, it essentially boils down to two tasks. The first is the crgamisation and portrayal of the numerous factions and NPCs gathered
for the auction, and the second is driving forward the advenue’s marraive.

To help you with this, several detailed Dramatis Persomae sext bowes (see pages (@)@ and (@(@) have been included to help
frame and portray the major NPCs. The adventusre atself operses om 2 broad event-driven timeline, regardless of any wild tangents
that the Acolytes might pursue—of course, feel free o follow the Scobytes lead if it suits your style of play. Lastly, we recommend
that you endeavour to make notes during play so thar wow dows foeger what's going on and the state of various NPCS.

A DARK AND TURBULENT STAGE

This adventure drops the Acolytes “in at the desp emd”™ They soon find themselves caught up in events as they evolve and are
manipulated and endangered by the deadly amd mysicrious fowoes 2t work around them. Although narrow in physical scope
(the adventure chiefly occurs at three self-contamed locamions{, this adventure’s setup is extremely open in terms of action and
interaction for the players. The cvents can be sesobued im 2 mumiber of ways, and they may well have deadly consequences for the
Acolytes if they fail to navigate them successfilliy. I Ioweser. ey should triumph and escape, thwarting Haarlock’s vengeance,
they can take pride in a considerable accompliskumenn and willl hawe their eyes opened to new horrors, mysteries, and aspects of the
Inquisition’s shadow war previously snguessed ar

ApjustiNG THE ADVENTURE'S Powes Lever axm Lersarmy

It is important to note that The House of Drust amd Sy s e weritsen as an unashamedly dangerous adventure and at times an
unforgiving one, although of course you, s the G cam e 25 farsh or forgiving as you deem necessary and appropriate in your
own game. Indeed, we encourage you 1o madifiy e adwenmue 25 you see fit in this regard. You may, for instance, lower the number
or power levels of the adversaries imvobved

For less experienced Acolytes, the easiess weny o dlo s i i semowe the character of Master Nonesuch at the auction, as he and
his followers are casily the most dangesous of e appuomenns dhar dhe Acolytes must face. You may also want to decrease the number
of Wreckers in the skyship attack and e mumiber of ciesmmes wmilleashed in the adventure's final act.

Buirpine oNn WHAT 1s Writrex Hens

Much of this scenario is open-ended, rebyimg om e G no fill-in his own details where needed, and you are positively encouraged
to do s0. Make this adventure an axis poan im wour campaigm and set up all your plans and plots o come; make the intrigues,
enemics, and conspiracies within your own or exdiange tiem for ones of your own devising, It will only increase the enjoyment
both for yourself and your players and add depui no tie grme

THE MOUSE OF DUST AND ASH

Part Two: A Voyage Over a Poisoned Sez

The Acolytes, travelling incognito, 1
; fartyr along with se
ed to the auction. The intr
murder; culminating in an ambus]
: - reach the Burning Isle.

_ Part Three: The House of Dust and Ash
= artival at the great crematoria, the man

the auction lots on offer and the potential bidders

ed before the main event.
Part Four: Death Trap

e auction commences and Haarlock’s trap s sprung,
Il within its deadly embrace. From this point

tes have 13 hours to five as the great

s trap and survive the attentions of their
es if they are to escape with their life i

L
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- PART ONE:

THE ITIASTE

OF CHANIBE
XIIT

his adventure begins with the Acolytes being

temporarily being reassigned from their usual duties

to the service of Inquisitor Marr, a mysterious and
sinister figure within the Inquisition. They are drawn first
to a meeting with Marr in his chambers in the Halls of the
Chancellery Court on the world of Solomon, before he sends
them on their mission,

ACOLYTES, INTERRUPTED

For the Acolytes, entering into Marr’s service should be a
jarring moment, a clear indication that something unusual or
not within the normal bounds of protocol has occurred. Just
how this effect is achieved is up to the GM to fit into his
ongoing campaign, but it is suggested that either a journey
being made by the Acolytes or a routine task, such as a courier
Ission or prisoner escort, is interrupted and they are abruptly
iverted to Solomon with only the most perfunctory notice.
Iternatively, you could fabricate another mission for their
tsual Inquisitor that takes them to Solomon and proves to be
a dead end (perhaps suspiciously so), leaving them already set
up and waiting for Marr's order.
In any case, a trusted associate of their master who is
already known and well-disposed to the Acolytes should
make the first approach to them. He or she has gathered them

together in a private chamber of a spire in the hive-citadel of

Gloriana, the capitol of the bleak world of Solomon, If you
already have such a trusted NPC in your campaign, use him,
if not introduce the character of Lorelii Dekanta (see sidebar).
Once they are together, the agent signals the importance and
authority of her mission by the use of high level ciphers before

LoreLII DEKANTA

rice of your master, Lorelii

ng woman in her late

1 1d translator, Dekanta

is an adept trained by the Sororitas Dialogous and is an

expert negotiator and experienced acolyte who serves as

one of your Inquisitor’s close advisors. You have worked

with her before and know she is well-respected by her
peers, having a reputation for steadfastness and wisdom.”

informing them that they are being assigned to the service of
another Inquisitor here on Solomon. He requires them for
a mission of some urgency, with their own Inquisitor’s full
agreement.

The agent reveals to them that Marr may be found acting
in the public guise as a notary and script-broker, He is
located in the thirteenth chamber of the thirty-ninth level
of the outer ward, at the Halls of the Chancellery Court, a
vast Administratum legal complex that dominates the Jargan
Prefecture of the city. The agent has obtained for them
a speeder-carriage, which waits to take them to the Coutt
as soon as their meeting has concluded. If they are new to
Solomon, at the GMs discretion, the Agent will give each of
them a copy of the Solomon planetary datafax on a data-slate
(see Player Handout 11 on page 228-229).

QUESTIONING THE AGENT FURTHER

A Challenging (+0) Scrutiny Test, if successful, will
reveal that the agent has some disquiet about the matter.
A further Challenging (+0) Charm Test, a well role-
played interaction, or prevailing on some past relationship
on the Acolytes’ part may elicit the following responses
(sce Table 7-1: What the Agent Knows). This information,
with some supposition and deduction, might also be gleaned
by an Acolyte through the use of the Forbidden Lore
(Inquisition) Skill. The agent does not, however, know
anything else about the particulars of their mission, nor will
the agent accompany them. Instead, the agent must contine
the task the Acolytes have been diverted from..

TABLE 7-1: WHAT THE AGENT KNOWS

Degrees of

Details Known
Success_

- One or Two
- Degrees

“This matter is somewhat irregular, to say the least. It is unusual for such a. reque '
citcle of an Inquisitor’s close allies, let alone outside his Ordo.” R
"1 know little of Inquisitor Marr, but his reputation is a mysterious one, and:1 do-tiot know him to:
of our mastet’s allies. However, I do know that he was already aware of your presence and requestcd y
id specifically. Arrangements were made in haste to accommodate him.” 85
guard for though it is wrong to speak ill of one of ¢
eputation. 1 have heard many powerfu

rs and glance over thclr shoulder fearfu




THE HALLS OFTHE
CHANCELLERY COURT

After a flight lasting half an hour or so through the smog-
filled and twilight skies of Hive Gloriana, passing between
the soaring jagged black metal architecture and blade-like
peaks of its spires, the speeder-carriage sets the Acolytes

down on a platform before a vast, hulking building of

gargantuan proportions. This frightening, cathedral-like
structure stands fully a kilometre wide, and its upper reaches
are lost in a shrouding mirk of polluted fog. Carved from
black volcanic basalt, its sheer faces are illuminated by the
arcs of greenish stab-lights and its facade is almost entirely
devoid of ornamentation, save for a huge clock face marking
Solomon’s 13 hour cycles. This edifice is the Halls of the
Chancellery Court.

Once inside, the Acolytes find a |
cold and dimly lit chambers, stairways, court
and ‘archives, all facing into a vast ech

Their weapons are not allowed bey h the gated and b
guarded portico. The weapons are indiv y tagged and
for storage for the duration of the Acolyte
who they:claim to be or what business they claim
Once past the barrier, they find tf
the busy rush of hundreds, possibly
clerks, sombrely robed advocates, hoveri
- scurrying menials, all conducting business under the watcht
- eyes of carapace armoured guards with
élms. Here and there, supplicants and ¢
anceivable origin and station can be found v y wait
alkmg arguing, and queuing, many adding some trace
olour to the dark and solemn proceedings.
Although more maligh GMs may wish to draw out getting
viar _by?']:'drc'i-ng the Acolytes to wade through interminable
rand red tape, it is recommended that after some
g at the immensity of it all, a grey-faced, silent
i clet‘k be sent to lead them to his master’s

:'br'i"rhc Chancellery Court and its
nd on Page 167.

A MEETING WITH MARR

Read aloud or paraphrase the following:

THE HOUSE OF DUST AND ASH

After an interminably slow and meandering journey
following the grey clerk, you arrive on a particularly
dilapidated and almost abandoned mezzanine level high
up in the shadows of the great vault. You are led to a
non-descript and battered looking door with a small
brass plate labelled “XII1.”

The door opens automatically, and you are ushered
into a dark and dusty room, furnished in black wood
and stacked from floor to ceiling with crack-spined
books, roll upon roll of parchment, and heaps of
yellowing documents. A feeble fire gutters in a hearth
in one corner, and grimy glow-lamps set in recesses
in the walls shed flickering light. A second grey-faced
clerk appears soundlessly from a side door bearing a
tarnished looking silver tray on which are piled wax-
sealed parchment envelopes. He offers one to each of

you before soundlessly retreating again.

At this point, give each of the players a copy of Player
Handout I, Marr’s writ of authority. The clerks are as dead-
eyed and vacant as servitors (and indeed suffer from frequent
mind-cleansings) and will answer no questions. Marr will
leave them waiting a while to read the writ and mull oves
its contents before making an entrance. When he does. read
aloud or paraphrase the following:

A large set of

wall swings open and wunched £

L 3
L

2 gaunt young woman in a heavy stiff-

sedan  chair s ered before you, and the
g rigs and stand impassively
figure is that of a withered

VII

derly ma ith long, lank hair and a narrow, sharp face.
| layers of threadbare and soiled-
1 moth-eaten fur shawl covers his

€ Succu

mbs to a wracking fit of coughing
d dabbed from his mouth afterward by the

gaunt young woman. Silently he examines you with
ily intense amber eyes that seem to shine with a

erish light before he speaks to you in a bitter, rasping

VOICE.

"I am Silas Marr,” he says, pointing at the letters in your

hands, “and it would seem that you. .. are mine.”




ges to his authority or attempts at levity or banter with
asping amusement as long as they do not go too far. The
an at his side is an appallingly powerful psyker and will
mieet any éttémpts to use psychic powers by the Acolytes, no
- matter how subtle, with a painful telepathic intrusion that
will leave them in no doubt of the consequences involved,

A

*
+*

: Marr is a consummate deceiver, and the persona he is

presenting the Acolytes is no more nor less than just what
he wishes them to see. Any attempt to discern any hidden
purpose behind his facade (through the Scrutiny Skill, etc.)
‘must make an Opposed Test versus his Deceive Skill of 78,
and even then the Acolytes will learn no more than that he is
withholding facts from them.

THE MATTER AT HAND

Once Marr has dealt with the matter of the Acolyte's service
he will move directly on to the mission that he would have
- them undertake. Read aloud or paraphrase the following:

T called upon your assistance because an unexpected matter
has arisen, the action that your master spoke of in the writ.
My own Acolytes whom I would trust to carry this out are all
otherwise engaged with tasks I cannot lightly withdraw them
[from, and your arrival in the area has been fortuitous to say the

least. The auction is to be beld at a place called the House of

Dust and Ash, a preat crematoria and tomb complex set on an
island some 900 kilometres distant from the southern edge of the
hive, over the Balemire Sea. The island is exempted from many
laws by ancient right and from prying eves by iis isolation, and
50 d perfect place for renegades to gather.

I require you to undertake this task for me. You will be my
agents at the auction, gathering intelligence about those who
attend it, discerning their desives and true nature. See what rats
are drawn to the stench of Haarlock’s carrion feast. Unless you
discover a heretic whose destruction warrants breaking your
cover or a threat too dire to ignore, you need do nothing else but
be my eyes and ears.
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“Twill not mislead you, it is to a saurian infested jungle I am
sending you, and there may be those in attendance who would
do you harm simply because you might be a rival. Indeed, such
people would kill you if they knew vour true allegiance. So 1
trust to your skill and judgement. You bave not failed your master
in the past, and I trust you will offer me the same measure of
worth. .. Do this for me and you will find me a grateful master,
however temporary, and such debis I do not forget...”

THE ARRANGEMENTS

€ is pressing. Since having discovered word of the private
ott, Marr has ma naged to stall matters with some legal
gling from the Administratum, but now the auction

: .Rﬂg}m-.l‘rader called Ezekiel Sunder, has
ned the Haarlock estate for entry into

select one from their number to serve as a “principal :
and that the others should act the parts of experts, ad\rlsors‘ :
or bodyguards as most appropriate to their talents:

Marr provides the Acolytes with the relevant identity
documents: an auction invitation, respirators, = corrosion
resistant vapour cloaks, a medi-pack, and formal livery for the
auction. He also gives them a data-slate detailing numerous
wanted heretics suspected to be in the sub-sector, a thousand
Thrones each in petty cash, and a credit block drawn on the
Chancellery Bank valid for sums up to one million Thrones,
The credit block may only be accessed by code from a valid
Chancellery matriculation engine, such as the ones used at
the auction. This gear (and any other personal items they may
have left elsewhere) is inside a speeder-carriage waiting to
take them to the skyport, where the vessel Cygnan Martyr has
been chartered to take them (and others) to the auction by the
Haarlock estate. Time is of the essence, and they should leave
within the hour.

SoOME PERTINENT QUESTIONS

The Acolytes will no doubt have some questions about the
mission specifics, and you can have Marr answer these off-the-
cuff or provide them with details based on the information
found at various points in this adventure. Here are a few likely
questions and answers:

What can you tell us of the House of Dust
and Ash?
The House of Dust and Ash is a huge funeral and crematoria
complex whose origins are somewhat vague. It has existed
for millennia and pre-dates the mass pollution of the planet.
It exists and runs largely autonomously by rights granted to it
under Solomon's ancient laws. It is considered to be a mark of
renown and privilege among many of the world’s elites to be
cremated and interred there, and there are thousands of vaults
and tombs in the complex.

The House is also traditionally considered to be “neutral
ground” by many factions on Solomon, often hosting private
meetings, negotiations, and, as in this case, auctions over the
years. The island facility is run and maintained by a religious
order known as the Sorrowful Guild. However, there is also
a small Administratum and Chancellery presence maintained
there as well, which in recent years has been forced on the
Sorrowful Guild who run the place. The Guild’s job is to
ensure that the proprieties of contract and commerce ate
observed, acting in accordance with the House’s Iang- j
standing rights and laws.

Who was Erasmus Haarlock?

Erasmus Haarlock was the last in a long line of infamous R
Traders, one of whom was said to be the first to ch
stars of what would later become the Calixis Sector. Ha
himself had a dark reputation and is said to have
into the Halo Stars and seen a great

things. He was last seen more than a’

believed to be dead. The private auct

agents of his estate for reasons that rema




What are the items on sale?
-~ The precise contents of the auction are closed until the event
itself, but are said to contain “wondrous objects and relics from
stars-bevond the Emperor’s light.” Marr, however, has a contact on
the inside, an Chancellery Advocate called Mayweather, who
has managed a cursory study of the items. From his reports,
Marr has determined that they pose no obvious gt

though many of the items are extremely valuable

are proscribed. The Acolytes should feel free to

putchase any they deem fit in order to maint
“particularly innocuous seeming written matier
were always ones for ciphers and such irickery,” Marr will add
particular, they should feel free to purct

consider too dangerous for others to obtain

Who is expected to attend?

A private auction of this type will gather attention iz
quarters, including collectors, the idle rich, those erested
in xenos-lore and arcana, and most likel
combines and commercial interests, as
parties. Haatlock's infamy will no de
shadowed interests as well.

Why not simply raid the place?

Marr’s answer is simply that he beli

information will ultimately lead to more valuable results,
and subsequently far more important investigations and
persecutions. “If any of you are hunters, think of it as laying in
ambush by a watering hole in the desert, and taking your pick of the
kill,” Marr explains.

What are we expected to do?

The Acolytes are expected to gather intelligence, bid at the
atiction, monitor who buys and bids, guard themselves from
harm. and exercise their own judgement as to more direct
methods, but to be wary of the consequences of doing so.

SizAs MARR’S AGENDA

Just who and what Inquisitor Silas Marr is, is a matter
not closely dealt with by this adventure. Suffice to

he is a powerful and shadowy figure in the Inquis
seemingly beholden to no single Ordo, nor is he ur
the direct control of the Conclave itself (to any meaningful
degree). From his base of operations on Solomon, Marr’
information gathering network spins out across the Calixi

Sector and beyond. None but he knows just how far his

power extends, The fate of the anci ‘rader clan
of Haarlock is one of the many matters that interest him.
He believes that the last page in the history of their deeds,
both bloody a eat, has not yet been written—and he
is not wrong.
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PART TWO:
A VOYAGE
OVER A
POISONED
SEA

fter a lengthy flight during the hours of night in an
unmarked and servitor-controlled speeder-carriage,
the Acolytes travel to the outskirts of Hive Gloriana.
For a time, hissing corrosive rain splatters the resistant glass
of the carriage and the air-scrubbers work to remove the acrid
tang from the air. Read or
approach the skyship:

A

*
*

paraphrase the following as they

Dawn is rapidly approaching as the speeder touches
down on the landing pad of the air dock. A red haze of
light is starting to creep across the horizon, illuminating
the incongruous shapes of the skyships docked to their
mooring masts. A turbulent, green-black sea stretches
out southward. The wind blowing from the sea is heavy
with acrid vapour, and you can see twisted masses of
corroded metal and the upper floors of decayed buildings
jutting out from the dark waters like the bones of titanic
skeletons. The Cygnan Mariyr is easily located, and you
can see that the crew are already preparing to depart
with the dawn.
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THE FLIGHT OF THE
CYGNAN MARTYR

The Cygnan Martyris a privately owned skyship transport, one
of several that have been chartered by the Haarlock estate to
ferry interested parties to the auction. Having taken aboard its
_passengers, it expects to make relatively good time traversing
the Balemire Sea southwards to the Burning Isle, a journey
its-eaptain estimates will take around thirty hours at cruising
speed.

~In addition to the Acolytes’ party, there are around a dozen
other passengers on board, as well as the skyship's crew,
“ luggage, and supplies. During the voyage, they will see
r traffic moving distantly, encounter occasional flybys by
trolling Munitorium gunships (checking their clearance),
towering columns of flame reaching into the
I:'tyer far above from a bulk tanker landing
rizon. Gradually the traffic will dwindle
alone save for the black poisonous seas below

THE SKYSHIPS OF SOLOMON

citadels,
s not follow
that of the great atomic steam-turbine rails that tie together

is quite widespread for journeys outside the

especially where the travel hosen path do

7 systems
iively common on \nlnmonj and the hazards of
vel through

environment which makes ground

yship is
ids the turbulence of Solomon's ever-

conventional lighter-than-air cylinder dirigible, but its skin

is metal and the interior of the upper '-md lower quart(’rs

med into plOplI]RlOﬂ engines |thL
and cargo

come in numerous cl: 7
small courier vessels to opulent pleasure-barges of its jaded

guild and noble patriarchs.

and the angry storms above, picking their way across a bleak
and lifeless vista, heading ever southward.

Tue SkysHip AND CREW

The Cygnan Martyr is a medium sized transport. It looks
somewhat like a tarnished, gunmetal-coloured fish some 40
metres long by 14 metres wide, terminating in a high steering
fin and a cluster of directional thruster units at the rear, with
an iris-like control dome and a cluster of arc-lamps at the
front. A ridge of tall lightning-conduct spines run long its
back. The mid-decks hold several staterooms and passenger
cabins, and two windowed observation decks leading out
onto air-balconies on either side of the ship. Upon boarding,
the Acolytes are directed to a single cabin with several bunks
which has been assigned to them. Aside from the cabins and
the observation decks, the rest of the ship is off-limits for
their journey. :
The most important members of the skyship's 15 CrEwW
are its Captain Elias Shadrack and the first mate and stew:
Nahun Grist, who also doubles as the ship’s cargo master.
Grist has also been charged with looking after the passengers.
See the Dramatis Personae on page 205 for more deta

TuE PASSENGERS

There are four other parties, totalling 13 passen;
Acolytes aboard the Cygnan Martyr.
include: a scholarly looking adept named
his young assistant and scribe named Wi
middle aged men with the ]oé_'_k of I
the names of Vymer and Quill, and a



attire called Octavia Nile accompanied by her two silent

: 'B@'djfgﬁ'ﬂ'fd& and a hooded adept. The last party is that of a

3 _.-_g.l;-n_ssly overweight cleric in opulent Ministorum robes, Abbot
~ Tamas of Shale, who is trailed by four mendicant looking

- journeyman-clerics whose dishevelled appearance only serves
" to make their master seern more florid.

THE OBSERVATION DECK

The observation deck is where (other than in their cabins) the

fitted with retractable brass shutters on eithe
doors lead to the ship’s open balcony p
is furnished with a number of chairs, tabl
small bar area, along with numerous railin;

strategically placed crash padding (in case of rough sk
The décor is by no means lavish; howe i

been made to elevate the bare metal
mural depicting the triumphs of th
are served on the observation deck g
jourtiey, and at least two of the crew are present at all times
day or night.

Tue BALEMIRE SEA

The Balemire Sea over which the Cygnan Martyr flies is a
heaving, angry mass of polluted water, intermittently pierced
by the jutting spires of sunken cities and the wreckage of
past industrial exploitation. Highly corrosive and utterly
toxic, an unprotected human immersed in its waters would
last agonised seconds at best. The sea appears utterly dead
except for the occasional shadows of strange and vast shapes
moving through the depths.

DRAMATIS PERSONAE OF
THE CYGNAN MARTYR

The following details the roles, personality and motivations
of the NPCs to be found on board the skyship

CAPTAIN ELIAS SHADRACK

A dour, no-nonsense man with hard eyes that have seen much,
- Shadrack is a former Imperial Guard Lieutenant who
- broken in body and spirit from the Margin Crimade 11 years

ago {il‘id. who spent a full year rccm-‘tring in a }-l.?‘s_:‘-i:;l'afi'r

returned

'e, if it means ke'cping_, his ship ﬂyinc He means to
‘fp. stay in the air am:l compiele his contract—in

stateroom below it, but he will greet the passengers as they
come aboard and dine with them and the crew: o
Captain Elias Shadrack’s profile can be found on page 222.

NAHUN GRIST

Nominally given the job of the ship’s steward and cargo
master, Grist is a bald, paunchy man who habitually wears
a strapped down hand cannon at his side. His manner gives

- impression of crudity and ignorance, but he is never the
. k-witted and a hard bargainer, He is also a proficient
-ardsharp and regicide player who will happily entertain a
game with any passenger who offers, and be well disposed to
v s and valiant losers alike.

has the task of looking after the passengers on the

Il readily talk to the Acolytes, but will not do
r anything that he thinks might endanger the ship or
sage is paid for, however the meal and
drinks are not, and he will make sure that the passengers

THE HOUSE OF PDUST AND ASH

on page (@(a.

Lanus CisTeEN

Woefully out of h nd actually every bit as innocent as

he appears, Cister lomon’s guilder §
academiza and

lore. Ancient history is one of his passions, and tales of Rogue

families who hdb duuud hl nself to a life of

Traders and their voyages have always held a fascination o
him. Independently wealthy and getting on in years, Cistent
sees this auction as a once in a lifetime chance to own a piece®
of the things he has dreamt of and studied for years—purely %

for research, of course. Though he will not admit it, Cisten
will grow increasing frightened as matters progress and he
will be happy to talk to and befriend anyone who flatters
his expertise. Indeed, he can provide a great deal of helpful
background knowledge if he becomes an ally of the Acolytes
in what is to come. In particular, he has come across garbled
and contradictory stories of the Gilded Widow and other
great and perilous treasures the Haarlocks are supposed to
have possessed.

Cisten is accompanied and assisted by a young junior
scribe called Whent, who fetches and carries for him. Whent
is a somewhat feckless and stolid young man, mutely terrified
of absolutely everything since leaving the hive-citadel. He
will be useless in a fight and is liable to scream and generally
get in the way.

Lanus Cisten's profile can be found on page 222.

*
L

VI

VYMER AND QUILL

These are two middle-aged, largely nondescript men, well
armed and dressed in rugged, well worn clothes. They watch
everything, reply with bland civility if questioned, and give
next to nothing away. They state their names and describe
themselves as “bonded agents representing a party who wishes to
remain anonymous,” if asked, and astute observes will deteet
hint of Malfi in their otherwise neutral accents (a R
(+30) Scrutiny Test). They will not start any tmublel'

e
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E -m pur&mt of thelr goal, but will stand for none either—they
will, for example, actively defend the skyship if it is attacked,
and both are highly skilled and remorseless killers.

The truth of the matter is that they are Malfian Bloodsworn,
deadly bounty hunters drawn to the auction not to bid but to
kill one of the participants. The identity of their target is up to
the GM, but it is suggested that they will need confirmation
of their target’s identity from a blood-sample, rather than
having definite information on the target who they are after.
How they obtain this positive identification is another matter.
Alternatively, they might take a more direct approach and use
a literal process of elimination, killing everyone they suspect
of being their true target.

Vymer and Quill’s profiles can be found on page 223.

OctaviA NILE

Octavia is an attractive young woman dressed in formal
business attire, with fine manners and a cool, easy charm
She happily and smoothly engages the other passengers tc

find out who they are and their business at the auction. Her

primary putpose is to find who amongst them are her direct
sivals for the purchase of the Greyskin Psalter (one of the
items in the sale, see page 218), so she can have them done
away with in the most expeditious fashion.

Although she will claim to be working for an undisclosed
guild cartel, she actually works for the Logician cult. Her
silent, equally well turned-out bodyguards are never far away,
but stay discreetly back to let her work. The hooded and
robed adept that accompanies her party is actually an extra
level of insurance for her mission’s success in the shape of an
Ashen Tear Assassin.

Octavia is a quick-thinking opportunist and not above
attempting to bribe a likely looking Acolyte for further
information on the group's intentions. She might also covertly
poison anybody she thinks she can get away with by rainting
their drinks ot have one of her bodyguards put
rival’s back during any suitable distraction

Octavia Nile's profile can be found on

a bullet i

Aot TAMAS OF SHALE

A heaving, sweat-stained cleric with blotchy skin and fingers
like writhing meat-worms, Tamas is a loud, highly-strung
missionary who repeats loudly at length to any that will listen
that he has received a divine vision that has led him here to
bid on a holy saint’s relic. Whilst he has no definite proof,

~ he believes that the relic is included the auction. His journey

~ has been funded by his congregation, who have all given
generously so that Tamas can secure the holy artefact,

 The ""abbo't” however is nothing of the kind; he is a daemon-

' arsh;ppmg cult: magus bound to the entity known as Tsyiak,

yw Father—the same daemon that the Acolytes may

fought against and thwarted in the adventure
which can be found in the Dark Heresy Core

and his own nagging insanity and malevolence, which he is
struggling to keep in check.

The daemon has sent him a dream image of the prophetic
device known as the Gilded Widow, an item that will be
the centrepiece of the auction, and charged him to acquire
it at all cost in order that he might use it to free the daemon
once more. If one or more of the Acolytes were responsible
for ending the daemon’s last attempt to enter the physical
universe, the magus will immediately recognise them from the
fevered dreams sent by his otherworldly master and will have
the second goal of murdering them as painfully as possible.
But until the Gilded Widow is in his hands or sectecy nio
longer matters, he will attempt his master’s revenge as covertly
as he

Tamas’s fellow “believers” are an unwholesome looking

can man 1lgt‘,

lot, and a mantle of piety doesn't sit well on them. Sallow
and feral looking, they will have great difficulty staying out
of trouble in the skyship’s confined space. One in particular,
a stick-thin man with scabrous, bandaged hands named Arko,
may be encountered at night alone on the deck, draining
bottle after bottle of gorsk-white. Arko has a vicious temper'
and a sadistic streak and will cause trouble.

Abbot Tamas's profile, and that of his followers, can be
found on page 223.

TaE CREW

The remaining crew of the Cygnan Martyr are tough, hardy
professionals, many of them ex-servicemen recruited by
Shadrack. Aside from their duties, they eat and spend somel
of their off-duty time on the observation deck (or at leas®
smoking lho-sticks on the balconies), but keep largely to
themselves. If suitably approached or bribed, they will talk,
but will not act against the safety of the skyship or turn on
the captain.

The Crew’s profile can be found on page 222.

THE MOUSE OF DUST AND ASH
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ALL ABOARD FORTHE
BURNING ISLE

It is up to the GM how much detail and how many events

VII

go into making up the Acolytes, journey to the House of
Dust and Ash. He may wish to cut “straight to the chase”
and only deal in cursory terms with the Acolytes’ fellow
passengers and the voyage itself—perhaps throwing in a 11tt1£:
bad weather to keep everyone in their cabins for the length
of the voyage. However, it is recommended that you try to
make the journey something of an adventure in and of itself,
spicing things up with a few encounters to foreshadow the
trouble ahead, as well as convey that they are trcweﬂed to'
a distant and dangerous place far removed from S@ieman
more civilised heartlands. _

With this longer, more in-depth approach, you can sperfd
one or two sessions of play on the voyage, usi :
tension, seed plot information, and have the
with their fellow passengers and discow



Acolytes for the tangle of plots and murderous intrigues that
they are walking into on the Burning Isle. Hopefully it will
also prepare them to face the events yet to come.

A

*
*

CONVERSATION, BRIBERY,
ASSASSINATION, AND OTHER PASTIMES

Over the course of the thirty-hour yoyage, the GM has
ample time to have the Acolytes interact with the crew and
their fellow passengers, allowing them to dig around for
information and size up the potential opposition, and maybe
éven get into a spot of trouble. Any number of situations could
happen around mealtimes, which are served communally on
the observation deck from the galley bellow. The Dramatis
Personae for this section of the adventure details the NPCs
onboard and their motivations.

The following section outlines some of the potential events
and encounters that could take place during the voyage of
the Cygnan Martyr. Table 7-2: The Echoes of What Was
provides suggestions on what the Acolytes might learn about
the Burning Isle from the steward, the crew, or even from
fellow passengers on successful Charm or Inquiry Tests.

STORM WARNING

Sudden, vielent storms of squalling winds and heavy,
corrosive rain are far from uncommon over the Balemire Sea,
forcing the skyship to slow to half speed in order to keep
gltitude, which makes for a very bumpy ride. Such a storm,
ith its incessant howling winds, cacophonies of thunder,
and hissing rain, confines most passengers to their cabins
“and distracts the crew, making a perfect cover for a variety of
nefarious purposes. ..

Each hour that the storm lasts, the Acolytes must pass
a Challenging (+0) Toughness Test or suffer a level of
Fatigue. If this Test is failed by three or more degrees, the
Acolyte is incapacitated with nausea and vomiting. Carrying
out any delicate action or Agility related task while the storm
rages has its Difficulty increased by one level.
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Storms like this can happen at any time but are most lethal
when combined with other events, such as the Wrecker attack
detailed below.

THE WRECKERS OF THE SHARD

So far from the harsh rule of Solomon's hive-citadels, foul
weather is not the only threat to a lone skyship travelling
southwards. When the Cygnan Martyr is no more than four
or five hours out from her destination, the first mate, Loom,
directs crewmen to set up a drum-fed heavy stubber on each
balcony rail. The weapons are manned by a gunner and a
scope-carrying spotter. The crew seems somewhat nonchalant
about this and if challenged will reply, “This s wrecker territory,
the patrols don't sweep this far out. I wouldn't werry though, there’s
not much risk of an attack down this way, not enough traffic.” The
crew’s confidence, however, proves unfounded.

The skyship passes close to the rusted skeletal ruins of
what looks to have once been a great hive spire jutting from
the black waters. This navigational marker, known locally
as the southern shard, is harbouring a wrecker vessel which
attacks the Cygnan Martyr.

The Wrecker Skyship

The wrecker’s craft is a salvaged skyship, somewhat larger
than the Cygnan Martyr but in far worse condition. It is a
fire-blackened shell that has much of its hull skin ripped
away from its structure, and its overtaxed suspensors ate
imbalanced, producing an eerie discordant moan as it flies.
Nevertheless it is fast, its scavenged impellor units belching
fire and smoke as it gains rapidly on the Martyr, “flving like
madmen,” as one crewman will observe. Unless the Acolytes
have the capability, the skyship has no armament of sufficient
strength to stop the huge wrecker ship before they attempt
a boarding action. Note that targeted fire from the heavy
stubber and sniping by the Acolytes may well reduce the
impact of the coming assault.

TABLE 7-2: THE ECHOES OF WHAT WAS
Degrees of

Success

. dock and you'll find a barter-town down by the western edge of the rock, down in the caves. Ne
- look at, a few scavengers and reclaimators mostly, but they've got a gyn-sink, and they're bett
~than those cold corpses in their marble tomb. .. Deadtown they call it, and why not, eh?

Details Known

“We've put in there once before, carrying passengers, but I never set foot on the place. A gre
of smoking rock. It’s far from anything, all alone in the poisonous seas, Nothing I:mt rui
and worse. | was glad when we put our rudder fin to it.”

“The House of Dust and Ash is the only thing of note on that rock, and that place has bLen lhert. Forcwr
Some say it's stood on that isle long before the sky was blackened and the poison sea rose. A palace of
tombs, vaults of the high and ml&hry going back longer than any knows. They get vmrors too more than
you'd think... some for the dead, and some on other business...like yourselves I suppose.”
“It’s an ill-omened place if you ask me, nothing but the dead and the ashes tha
high vents. We had an adept on here once, she said the House takes power
tinto light and energy. If you're rich enough you can even have’ '
g molten flame.” ¢

Oh it's ot just a great tomb on the Isle. If you know where to iook

F I]ow the rock round from gl




The Boarding Action

The wrecker skyship closes with the M. and the captain
issues the order for all crew to stand by to repel boarders. The
Acolytes (and the other passengers) at this point can help in the
ish, but regardless the
yuns and

defence or hide in their cabin:
attack continues. The crew arms themselves with |
gaff-hooks, and thermal cutters are brought up to cut
wreckage or grapple-lines as needed.
The wreckers be firing rocket-propelled grenades at
own and breach its shutters.
apples and slam side ro side with the
vied boarding action.
e are 30 wreckers on the enemy ship, savage

who expect no quarter and give none. Th
stitched together chem-suits with insect-like
breathing tubes jutting from their masks. They are well armed
and do not retreat unless they suffer heavy losses (50%). Their
simple goal is to kill everyone on board and plunder the ship.

Should they be defeated, their vessel likely veers \
erratically and plunges burning into the black Damaged
but unbowed, the 7
Any prisoners taken f
dregs and minor mutants who spit their defiance. However, if
sufficiently “persuac

ff to the coming

r limps on to its destination.
» sickly and poisoned looking

" they reveal that the wre s chief
“a rich prize to the area, but
\ 10w by whom. Their fate at the captain’s hands
is the same as that of their dead comrades—a walk oft the
skyship’s balcony.

Profiles for the Wreckers can be found on page

RUNNING THE SKYSHIP BATTLE

When running the boarding action, there is no need ©
roll for every blow struck by both sides, just the parts
that directly affect the PCs. This should not be a battle
of attrition, but a frenzied, confused melee. The wreckers
board in waves over the balcony in an all-or-nothing
attempt to overwhelm the defenders. They come in fast
and hard with guns blazing. Good use of cover and “smart”
fighting by the Acolytes is needed if they are to prevail. The
wrecker's assault should leave the Martyr badly damaged
and several crewman, and possibly passengers, dead. Left
to chance, the skyship will be overwhelmed The Acolytes’
actions are needed to tip the balance, and the better they
perform, the fewer defenders should die.

As for the other passengers, it is suggested that the abbot
and his followers hole themselves up below deck and take
no part, Cistan likely gets injured trying to help, and Vymer
should be knocked out by an initial rocket-propelled
grenade strike on the hull, taking him out of the fight.
Finally, Quill (after pulling his companion to safety) and
Nile's bodyguards fight defensively from cover.

If all appears lost and one or more of the Acolytes are
down, a generous GM might choose this as the right time
to unveil the true nature of Octavia Nile’s “adept” who
will butcher the remaining wreckers. This will, of course,
shift the balance of power onboard the Cyenan Martyr
considerably. ..

i
i
—/
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LANDING AT THE GREAT
CREMATORIA

As the Cygnan Martyr approaches the Burning Isle, a pall of
heavy black smoke flows up incessantly from it like a city
aflame. Drawing closer, the Acolytes discover a volcanic
peak, perhaps three kilometres across, dominated by a cluster
of huge windowless domed structures, each covered in
thick grey-white layers of soot. The largest central dome is
bracketed by three immensely tall obelisks, which channel
the smoking volcanic fumes high into the sky above. This
structure is the House of Dust and Ash.

The Martyr docks beside three other skyships at 2 berth

at the foot of the volcanic mound, near some prefabricated

buildings that are clearly more recent additions to the area
A dozen figures move about between the buildings and the
gantries. Notably, two other skyhooks and landing gantrics
have been prepared but stand vacant.

If the Acolytes fought well during the wrecker am
either Captain Shadrack or Grist will take them privasely
aside to thank them, offering a last piece of advice befos
docking. Read or paraphrase the following

“I don't know who you reall
this forsaken place, but I've a fee
You've helped save me and mine,
debts so I'll tell you this and you

“Some say this place is a tomb, but it’s more ¢
ask me. It's a place for burying a
dead. .. Its old and dark and all the
won't warm the hearts of those that
this ship and others like it were b
mourners to fetch folk to this ‘auction,” but I don
of us was hired to feich anybody back
s it takes to patch up this old girl anyway. Just mind
bere when we fly.”

\

PART THREE:
THE HOUSE

OF DUST AND

ASH

“the Acolytes wait long enough or start off up toward the

fouse themselves, they are eventually met before they

reach the doors by a harassed-looking middle-aged man

the hooded mantle and robes of a senior adept, followed

by a PDF trooper. The man wears half-moon, wire framed

glasses and sports a starched, high-collar shirt and a severe
black cravat under his robes.

Read or paraphrase the following:

DISEMBARKATION
Disembarking down the gantry stairs, the first thing thar th
Acolytes notice is that it appears to be lightly snowing
will quickly realise this is not snow at all, but a soft, sparse
continuous fall of greasy ash.

After setting foot on the brittle, hard ground, they are lef
to their own devices for some time as gaunt-looking workers

indenture sluggishly unload the skyship of luggage and
supplies under the bored eyes of a handful of PDF troog
The abbot and his followers impatiently stalk off up the hill,
while Vymer and Quill nonchalantly walk away past
prefabs in the direction of Deadtown. The others are content
- to wait.

If questioned, the PDF troopers show disinterest and tell
them that "Somebody will be along soon,” if pressed. The ash
continues to fall,

I am the senior provost here. My name is Hiram Bland,
servant of the Adeptus Terra. I bave the honour of administering
the Haarlock estate auction. I am glad to see that you arrived
safely and in time for tonight’s reception. If 1 might have your |3

ntials?”

Upon checking their particulars, Bland gives them a datas
slate containing a map of the great crematoria, marking
mportant locations of note, including the lodging chambers *

they have been assigned. Having established this, he will

hurry them along.
Read out or paraphrase the following:

u have the run of the place, except where you'll find a

cked door. The main gate is always open. .. Sadly it is not as
sccurate a map as we would like. . .so try not to stray too far. ..
lex is surprising large, and er. . .very old.
Feel free to ask assistance of any of my...adepts, or the
pers who guard us bere. We are not many and confine

rselves to the auction area marked on your map. There are
hers of course....the ones in the black shrouds, they are the
rowful Guild. .. the caretakers of this place I suppose, but I

you'll get much out of them. . .and their servitors. .. A few
the place. . .visitors, pilgrims and such. . .but I can’t

s thet
) [ndl

Bland will answer any other reasonable questions the
Acolytes may have about the auction, the attendees (he knows
names but nothing else), the staff, the timetable of events, and
the House itself. He is clearly nervous and keen to be back in
his offices. As soon as politely possible, he will break away
from them and leave them to their own devices.

-+
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Degrees of

“Success Information

*
L

1A

Golden Throne.

TABLE 7-3: FRAGIIENTS OF THE MAARLOCK LINE

e Haarlock line is a family of ancient and powerful Rogue T mdefs, w!wse o :
the bloody days of the Age of Apostasy where the Imperium turned on itself in featricl

Even among their kind, the Haarlock have always been noted as sinister and vengeful fi gura& There 4 are numerous
apoctyphal stories of murderous intrigues and the sadistic revenge that they have inflicted on those who have

wronged them. Some tales even claim that they were able to entrap the souls of those who oftended them in
everlasting torment, or were able to loose the blackest horrots enslaved from the voids beyond the light of the

According to some sources, the world of Solomon is named after Solomon Haarlock, wh
the first to chart the region of space now known as the Calixis Sector. The House of Dust and
“to have once been the site of his outpost long before the world was colonised b
‘maintained by unknown arts gleaned on the Haarlocks' long and deadly voyages.
By ancient accord, the powerful families of Solomon paid deference and tithe to the Hd"lT’IO(.k Imc in a tribute
payable when one of the heads of the great houses died. Each family made ritual offerings and propitiation, even
over the long years when the Haarlocks were absent from Solomon
a terrible vengeance on the world. Over time, these ritual observances changed, and the custom of the “death gift”
to the Haarlocks evolved into the funerary rites of the House of Dust and Ash.

~lest the returning Rogue Trader fleets wreak

THE STRUCTURE OF THE
GREAT CREMATORIA

E The Acolytes map (see page 210) is at best somewhat
- inaceurate and more likely substantially or even deliberately
wrong, supplied as it is by the Sorrowful Guild. Just how
& easily the Acolytes can find their way around (and make it
ck) if they go exploring is left up to the GM, as is the
gontents of the House of Dust and Ash's many rooms and the
part they may play in the adventure.

Here are some brief descriptions of the locations that may
come into play during the course of the adventure:

THE ENTRANCE HALL

The entrance doors of the House of Dust and Ash are broad
enough to drive a super-heavy tank through and twice again
as high. They lead on to a cathedral like space, flanked on
either side by rows of 20 metre tall statues of saints bearing
aloft braziers of pure volcanic fire, Two emaciated-looking
gun servitors of ancient design guard the inner doorways.
Here and there, adepts, indentured workers, and servitor
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thetr own. Numerous doorways, staircases, and landings lead
off the hall to other parts of the complex.

Tae ApMINISTRATUM CELLS

- A chain of rooms immediately to the left of the entryway
have been taken over by the Administratum to oversee its
bualness on the island, 0ve1seemg d1sp0§|t10m and \trugglmg

] d several senior advocates. Day or night,
‘guarded by shifts of four PDF troopers.

drones crisscross the vast and shadowy hall on errands of

THE REceIviNG RooMs

Set on the second floor of the entrance hall and accessed by
several staircases from the ground are a number of formal
reception rooms, librariums, shrines, and refectories. Somewhat
dusty and dimly lit by gas-lamps and fire jets set into ornate
hearths, these rooms are decorated in a high, archaic style
giving an overall impression of ancient and faded grandeur.
These rooms are filled with strange curios, memento mori,
relics, and a great deal of portraiture and statuary, neatly all
either eulogising the loved dead or dwelling on the theme of
the grave. Several of the rooms have bells which may be rung
for the somewhat sluggish attention of silent servitor drones
who scurry away through concealed passageways to bring
drab food, strong wine, and other refreshments.

Several guests and even a few off-duty adepts can be
found scattered around these rooms (there’s not a lot else to
do) when other more portentous events are not transpiring,
and a number of these rooms have unlocked doors which lead
to the vaults beyond.

TIMETABLE OF THE ADVENTURE

This social
d by the-

time period on Selomon) rbllcr\\-‘ing this event is the Day

215), during which the items onsale.

» page 219), starting with lots of the lesser items
by the sale of the “greater items™—those judo;

o bt'- the rarest or most \'qimb e The -:lli(;'{il}l‘l culn

(;1Ided W IdO\\




The librarium holds a great many rare and valuable books,

- although many in a lamentable condition. Many deal with
“ancient or apocryphal histories and genealogies, several
of which concern the line of the Haarlock clan. Acolytes
undertaking a thorough search must pass a Difficult (-10)
Search Test to find several items of interest. If they can
comprehend these archaic tomes, requiring a Challenging
(+0) Literacy Skill Test, they may discover important
information about the Harrlock lineage which will come in
handy later. See Table 7-3: Fragments of the Haarlock
Line for details.

In addition, a relatively new-looking volume lies open on a
reading table and looks as if it has only been written recently.
It details some of the lore of the last scion of the line, Erasmus
Haarlock (see Player Handout 111 on page 230).

HaArLOCK'S CRYPT

At the end of the great hall is a single huge black mausoleum,
its high flat sides ornately carved with skulls, saints, conflict,
blasted starships, and burning worlds without number.
This, the cipher and the inscription at the head of the tomb
proclaims in High Gothic, is the tomb of Solomon Haarlock.

Detailed examination, requiring a Challenging (+0)
Tech-Use or Security Test, reveals that the black granite
tomb contains two separate doors set flush to its sides with
no visible means of opening them. The one on the left side
contains a an engraving of a blazing, black sun etched into the
black marble that reads, “Death is but a Door,” with a recessed
space at the centre in the shape of a hollowed out sunburst.
The one on the right is carved with a mass of screaming,
distorted faces and reads, “Here Dwell the Children of the
Kingdom.”

Should the Acolytes loiter here a while, an impossibly
tall-seeming figure clad in a heavy black winding-sheet
and shroud approaches soundlessly from the shadows. This
personage is Greel, the High Mourner. He addresses them in
a rasping voice and asks them who they are and their business
in the House of Dust and Ash, ushering them to leave unless
they have a very good reason not to.

For more information about Haarlock's Crypt see Exit
Strategy on page 221.

PRIVATE CHAMBERS

Accessed from the right of the entrance hall, there are
~ several levels of sleeping chambers. Private and austere, these
- windowless suites are arranged in concentric circles around a

‘Series of spiral staircases and can potentially house hundreds.
‘One staircase is being used by the adepts and troopers, while
nother has been set aside for the auction patrons. The patrons
wvestactfully been placed in a random order on different
s there i more than enough rooms to accommodate

'._f'.ch'ambers has a single, unique iron key that
. clockwork locking mechanism requiring 2
alt (—10) Security Test to breach.

—

THE ALTAR OF FIRE

A metallic staircase leads down from the great hall the walls
of which change from polished stone to volcanic rock ¢
the heat steadily increases. Following the scent of scorched
metal ever downwards, the steps eventually arrive at 2 vast
vaulted chamber filled with an immense conglomeration of
thundering and sparking ancient technology, perched over 2

THE HOUSE OF DUST AND ASH

is the island’s burning heart,

THE GARDEN OF LOST SAINTS

A spacious circular chamber that occupies much of the domed
upper portion of the main structure, this area is where the
formal reception (see page 214) and eventually the auction
itself will be held. It takes the form of a huge, open gallery
several hundred metres across, filled with arbours of stone
flowers, statuary, and
sculpture. The roof of the dome is painted in a great star map
of the Calixis Sector. Astute observers will note it is at least a
thousand years out of date.

spiralling ornamental walkways,

THE AUDITORIUM

At the very centre of the Garden of Lost Saints is a circular,
tiered auditorium of spectacularly white marble set with
graven carvings of mathematical symbols and strange scripts,
It is here that the auction (see page 219) will be held, wi
the auctioneer on the raised dais at the centre, while thes
bidders and their parties fill out the stone biers that surroun
the space.

Tue VAULTS

The House of Dust and Ash is a vast and maze-like structire,
Beyond the private chambers, reception rooms, and high
vaulted doors of its interior is what seems another world of
endless, curving white marble corridors that wind and snake
along, lit by a dim, omnipresent white radiance. Stretching out
seamlessly from the rest of the complex and disappearing into
the rock below, without rhyme or reason within this white
labyrinth are living chambers, crematoria, mortuaries, tombs,
reliquaries, and sepulchres, many of widely differing forms,
decor, and function. Some are covered in dust and others are
spotless as if newly furnished. Hidden here are the ancient
vaults of Solomon’s great families, most long gone now to dust
with none but the Sorrowful Guild to mourn or remember
them.

The effects of these blankly curving white corridors and the
unfailing steady light and silence can be extremely disorienting,
Acolytes must make a Challenging (+0) Awareness or
Tracking Test to find their way around down here and the
adepts and troopers have learned to stay in the easily accessed
chain of staterooms and chambers set aside for them near
the main entrance. Here, before the funerary complex proper |
begins, the walls are plain stone and the rooms lir with standard
luiminem lamps, and it is easier to believe that you lﬂth
straight into some purgatorial realm of the dead.

L
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LOCUTOR MAYWEATHER

:The Aco!yt&.s contact, the advocate Locutor Mayweather,
quickly makes himself known to them on their arrival,
probably as they are shown to their rooms. He is visibly
desperate and afraid, and as soon as they are alone and he
is satisfied with their identity, read aloud or paraphrase the
following (Mayweather rants and slowly edges into screaming
hysteria);

A

L
*

“Forgive me if 1 seem frustrated but I admit I was hoping for
a few squads of stormtroopers at least, Maybe the blessed Astartes
or perbaps even for that old monster to leave his damn dusty
chamber or send that pet witch of his.. I speak out of turn, I
know, but terror it seems has made me brave or desperate. .. Ab,
but I see from your faces you have no clue either. . .do you?!
“Let me put it succinctly. Things have changed since I made
my last report. A second group of items have unexpectedly
entered the auction, and I dare not imagine what they are. Marr
would smash this rock apart if be knew of them I'm sure! Do you
know that two of the skyships haven't made it here? No word. ..
they just disappeared. I was terrified that you were lost too. . . but
the ones that bave arrived, dear God-Emperor! They're beretics
and killers all. ..

Mayweather will carry on screaming and break down
obbing unless the Acolytes can snap him out of it. Sufficiently
almed, he can be more carefully questioned, able to relate
e following:

“That’s not all, in the last few days, there have been
disappearances. .. deaths. .. Yesterday, a trooper was found dead
in the atrium, bis head ripped open and bis brain gone. .. gone!
And that fool, Bland, he doesn't know what else to do but carry
on as if nothing was happening! All of a sudden the mourners
are everywhere, watching, silent and patient, with their white
Jaces and their black tears. . .waiting for something. We have to
get out, do you understand? We have to get out!”
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Communications: He can no longer raise Marr on his
private vox because of the storm fronts closing in, nor to his
knowledge can anyone else on the island.

The Missing and the Dead: There are two adepts, one
trooper, and four indentures that have gone missing without
trace in the last five days plus two confirmed deaths. The
first is the trepanned trooper he spoke of and the second an
ndenture who was crushed when a statue (an auction exhibit)
slipped unexpectedly.

~ The Auction: He can also give his impressions of the
r attendees and staff (see the Dramatis Personae) but
ws'r{mhmg of any of their hidden natures. He is able to
escribe the new “greater exhibits,” but again knows
hat they truly are, save for the fact that he was

THE EVENTS ASTHEY
UNFOLD

Having been deposited at the House of Dust and Ash at the
behest of Inquisitor Marr, confronted with the grim reality of
the place, and given Mayweather’s disquieting news, it is up
to the Acolytes to absorb events and decide what they think
is really going on and how they should respond.

At this stage, it is up to the Acolytes to investigate matters,
talking to the various NPCs and determining what their
motivations might be, while the GMs task is to respond
appropriately to the PCs actions (using the adventure setup
and the Dramatis Personae as guides). How the Acolyes
behave and what they do next may be of vital importance
later. Indeed, the more they can uncover about what's going
on here and the true nature and goals of the other attendees,
the more chance they will have in the adventure’s desperate
final act. Their actions may also have a direct influence on
the outcome of events, as they have the opportunity to not
only size up their potential enemies, but also make allies—
perhaps getting Bland and his staff on their side. However,
if they are less successful or less circumspect in their actions,
they will probably provoke suspicion and conflict with equal
measure—suffering attempts on their lives or prompting one
of the many factions to act prematurely in order to get what
they want.

1 addition to the consequences of the Acolytes’ own
choices and actions, the auction itself will go ahead in the
order prescribed for it. Certainly Bland and Greel will try to
stick to this timetable regardless of whatever else transpires
around them, each for their own individual reasons. The first
stage for this sequence of events is the formal reception, held
on the night of the Acolyte’s arrival.

TuaE FORMAL RECEPTION

This event will be held in the Garden of Lost Saints (see page
213) and attended by all of the bidders, advocates, and adepts,
while PDF troopers in parade dress stand guard. Chairs, tables,
and a lectern have been set up, with hand lanterns providing
light in the largely darkened chamber. It will feature a formal
announcement of the auction and its rules by Provost Bland,
a portentous culogy to the dead, and a cryptic prayer to “He
who beld stars and wonders in the palm of his band,” which will
leave the listeners unsure of just who is being praised—the
God-Emperor or Haarlock.

This prologue will be followed by a somewhat surreal (and
not a little sinister) social event where drinks and food will
be served on silver platters by Mourners in formal black robes
and blank white ceramic masks, while mournful choral and
organ music drifts in from some unseen source. The reception
lasts for a few hours in which the Acolytes have the perfect
opportunity to size up and interact with their fellow bidders
and the adepts. See the Dramatis Personae for more details.




TABLE 7-4: DEADTOWN RUIMOURS

Degrees of
Success

Chenshan’s Information

“Oh there’s a surprising amount of traffic dow
- but not so far out as to be all the way off the m
fronters. .

business, very bad.”

. even off-worlders like your good selves. You'd be surprised the folk you see out here.”

“We don't have much to do with that black hou
‘Side for a little business here and there, you un

One here and even a quill pusher or two on the sly
stray too far out of line! It seems they too have
didn’t oblige?”

“Oh there's been a few jonnies in the past, t

Two of scavs finding a way in through some an:

i heard making it back out again. No, th
“A bad business, I've heard there’s son
Three or house. The weepers are acting strange, 2
more spires talking to some shrouded kill F

NSRRI S S

n here, nice and off the beaten path you see. Past the p@tr:als
ap, you understand? Scavengers mutos, du}lers b

indeed do the weepers have much to do thr*; us.
i. But we get a few of those trooper boys down
to that they stay safe...long as they don't
rrows to drown these days. Who would I be if 1

[ S seen

lace by force or cunning. Evena f'ews’idrréé:
her, and you know? Not a single ane I ever
1 written for the idle of brain and bedy

hers who just plain vanished up at thc
f them was seen out on the rock
ou understand? Some say a bad

THE DAY OF VIEWING

After the reception is over, the garden is seale

for the viewing and auction, with the item

cases on biers and plinths all along th
is marked with a lot number and b
lhe glerltf_'r ltLTTi"x arrs i|-|ULd W P"u'l'l
During this time, none may ¢
without being scanned for weaps
devices, none of which,
items of interest, may be taken withis

nter

ns

except

The area is guarded by
up by watchful gun and cc
Sorrowful Guild. Servo-skulls
waxy cherubim perch, leering

backs of statues while warc!
During the day, the A
they wish to study the lots

same. Lanus Cisten,

shi

attack, spends all day here 5
ift well disposed from
accompanies the Acolytes anc
anything they ask.

their

TeN LitTLE ADEPTS

From their arrival right
only the Acolytes who

the bidders are quite |
to increase their own chance
up their rivals, indulging in
of the private chambers,
behaviour, provoking fights, att

r, it is not
Many of
attempting

the time

ion through sizing

IUCT

ing and entering

orea

coercion, threatening
pted theft, accessing the
Administratum records, and even an outright assassination.
Parallel 1o all of this, members of the Sorrowful Guild are
: _nmkmg secret preparations for what is to come and getting
rfd sf-anyone they encounter who is straying from the path.

: up to the GM just how much or little to make of these

-and motivations in the space of time allowed. If your

around the

are of a more

DEAD TOW’\T

ietre around the volcanic cliffs of the Burning
1all settlement known colloquially as Deadtown.
series of caverns along the shoreline, the
ramshackle

THE HOUSE OF DUST AND ASH

is a place and home to various
1gers and dregs. Primarily Deadtown is used as a black

rading post for the local area, with many wrecker

*
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crews, reclaimators, skyship erews, and even off-duty troopers
to be found drowning their sorrows here.

VII

[t is a dangerous and largely lawless place; however, its
dangers are more of an obvious kind as opposed to the ones
that the Acolytes will face in the House of Dust and Ash.
The folk of Deadtown have little to do with “the house” and
roundly think it accursed, believing the Sorrowful Guild
(with whom they sometimes grudgingly trade) unnatural
and cursed as well. The locals do keep a weather eye on the
comings and goings of the place, however, peddling tales
and stories of strange comings and goings if a little coin is
spread around. The best information and the best trade can
be gleaned from Chenshan, the proprietor of the settlement's
only drinking hall and its unofficial boss.

Chenshan is a stocky, weathered looking man with a sour
demeanour and eyes like chips of flint. He wears a faded
frock coat over a reclamator’s worn coveralls, and one would
think him just another scavenger but for the wary resp
others give him and his trailing bodyguard of silent, sl
muscled and iron-masked heavies, In fact, Chenshan
undisputed master of Deadtown, with a score of ston



at his aisposa]. He sees his cut from every scavenger deal, vice
payment, and illicit transaction that goes on here, and is not
man to be crossed.

If approached for trade or information he is amenable
to hard currency but precious little else, and any attempt
to threaten or harm him will be met with immediate lethal
vielence.

A

*

MuscLE AND GUNS

Deadtown can also serve another purpose, providing a place
for the Acolytes to trade and get hold of some extra firepower
and gear. Despite its out of the way location, the town has
a thriving black market of salvaged and stolen goods, in
patticular drugs and weapons. For the right price, the Acolytes
might even be able to hire one or two extra armed heavies to
back them up (use the Wrecker profile) but this will be costly
and depend upon good negotitation skills.

DRAMATIS PERSONAE OF
THE HOUSE OF DUST AND
ASH

In addition to the many parties that survived the journey to
the auction onboard the Cygnan Martyr, several other bidders
are in attendance, having arrived on the other surviving
yships. These are Magyar Marshrek, Captain Rubio of the
zmandius, and Master Nonesuch. Additionally, the GM
encouraged to further fill out the auction’s roster with
additional NPCs and potential antagonists both fair and
foul of his own devising. Perhaps these NPCs will lay the
seeds for future investigations and adventures. The preceding
chapters of this book are filled with potential cults, factions,
and groups that could have members drawn to the auction.
If you already have an established long-term villain or cult
in your campaign, why not have one of his agents attend
as well?
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Feel free to throw in as many bystanders, effete noble
collectors, merchants’ factors, and other persons for the
adventure as you are comfortable with. You may simply
“sketch in” these characters, keeping them as window dressing
for the unfolding events, or run-up full profiles, motivations,
and goals as you see fit.

THE ATTENDEES

Captain Rubio of the “Ozmandius”

A tall handsome man, whose looks and appearance have much
to do with surgery and a great deal of money, Rubio is dressed
as the very epitome of what he imagines a Rogue Trader to
‘be: He wears an ornate silvered breastplate, high saurian-
' , & démi-cape of crimson silk, a rakish hat, and a
erblade at his side, He has an annoying tendency

__:':"&_ppalliing ego. If engaged in conversation, he
us heavy hints about being a far-travelled voyager,
number of fat-fetched tales up his sleeve to back-up

e

his claims. .
In truth, he is the spoiled third son of a-Chartist 'C';_tp[ai'ﬂ,'.
the Ozmandius is his private yacht-launch; and he has never
seen any stars but those of his family’s lucrative trade route,
He is constantly surrounded by “loyal® crew and various
who are loyal only to his coin. He is a eoward
but has a braggart’s pride, and if he finds offence, he will

hangers-on

order one of his lackeys to provoke a fight with the individual
involved. Rubio has begun to actually believe his own lies
and coming to the auction is, in all certainty, a step too far.
Rubio is unlikely to survive his folly,

Captain Rubio and the crew of the Ozmandius's profiles can
be found on page 225.

Magyar Marshrek

This man, attending the auction alone and without entourage,
has the lethal air of a stalking beast. He wears battered-
looking but functional armour with an old sabre-wolf pelt
across his shoulders. His hair and beard is worn ragged
and long. Marshrek is, in fact, a Rogue Trader, although he
does not advertise the fact. He is a holder of a lesser charter
who has been eking out an existence as a beast hunter and.
mercenary on the fringes of the sector,

Marshrek has just traded a ransom in proscribed creatures
to Solomon’s Beast House and is hoping to find something
in Haarlock's auction that will open up greater fortunes for
him. If caught in Haarlock’s trap, Marshrek will revert to his
instincts as a hunter, slipping away on his own to stalk and
kill, looking for a way out.

Magyar Marshrek has the same profile of a Beast Slaver
found on page 89,

Master Nonesuch
A charming, patrician man of indeterminate age, Master

Nonesuch dresses in the high quality but sober clothes of one

of Solomon’s Guildmasters and walks with an ornate cane.

He claims to be an interested party, a dilettante “collector”

indulging a highly priced hobby. Nonesuch is here to bid on

“such items as I can afford.” He personally meets and greets

all who attend the auction, exchanging pleasantries and small
talk with any disposed to do so. He is attended by a small,

well dressed, and perfectly comported staff composed of three

flak-coated bodyguards and a young female private secretary

who wears a severe-looking whalebone-ridged dress, All of
Nonesuch'’s staft appear effortlessly polite and civilised, but at
the same time somewhat distant and emotionless.

When an Acolyte comes into close coritact with Nonesuch,
the GM should make a secret Hard (—20) Perception Test,
unless they are a psyker, in which case they should.'_mk{_{*a'_'
Difficult (~10) Psyniscience Test. On a success, the Acolyte
is filled with a sudden sense that something is unaccourlf oy
and terrifyingly wrong about this man, who to all other
appeammes seems outwardly normal and qmte charmmg

dangerous xenos race known.as the Sia_ugrh He
Overseers currently constrained within a hollo
of flesh, while his “staff” are fashion m
bodies invaded and piloted by Slatgt



- Nonesuch is here because his kind has had dealings
with the line of Haarlock in the past. The Slaugth want to
be certain that the Haarlock line is dead as members of that
family are one of the few powers in the sector with enough
knowledge to recongize the Slaugth’s current plans (see the
Amaranthine Syndicate entry on page 75). Nonesuch will
perhaps be amused by the turn of events at the auction,
and as matters worsen, he will, at first, take great delight in
observing the trapped humans turning on each other. When
the temptation becomes too great, he will slip his stolen skin
in order to feed.

Master Nonesuch has the same profile as a Slaugth
Overseer found on page 80.

THE STAFF AND OTHERS

Locutor Mayweather, the Contact

Mayweather is Marr's inside man. A Chancellery Advocate
assigned to the Administratum staff, he is every inch the small-
minded, unctuous, officious pedant his calling in life requires.
Small in stature, he has a fidgety, breathless, nervous energy
that should remind the Acolytes of vermin when dealing with
him. No acolyte himself, Mayweather has fallen into Marr’s
service through blackmail over certain financial irregularities
he was party to some years ago, and he consequently stays
loyal through mortal terror of the Inquisitor.

When the Acolytes arrive, he is a troubled, frightened

man, He would like nothing more than to flee the House of

Dust and Ash, but is prevented from doing so by his service
to Marr.
Locutor Mayweather's profile can be found on page 224,

Greel, the Head Mourner

An immensely tall man, swathed in a black cloak and robes,

with a sallow face and sunken eyes, around which are tattooed
rivers of black tears flowing across his cheeks. He looks every
inch a spectre of death.

Greel is the head of the Sorrowful
religious order that maintains the
the only one of its number who is prepared to speak read
to those attending the auction. Greel is not only the defac
governor of the island, but also the appointed representam
of the Haarlock estate. He is dismissive of any alk of missing
yisitors or Administratum staff, and he will be singularl
unhelpful in general, preferring to answer questions in riddles
and portentous statements, if he chooses to answer at all

The Mourners of the Sorrowful Guild number around a

- hundred individuals. They are silent, grim, anc
__&ﬁfh(_) move about the Crematoria soundlessly and shrouded in
~ black, so very like the shades they clearly seek to imitate. The
- Mournets can often be found conducting inscrutable rituals

figures

_'emaforia's-gates and forbidden areas, and a
lls and dead-eyed cherubim.
vers have kept fa;rh with the Haarlock

clan—the secret masters of the House of Dust and Ash—over
the long centuries, and he and his guild are more than willing
to die to see Haarlock’s will done.

Important Note; Greel wears a black iron amulet in the
shape of a sunburst around his neck as a symbol of his
office. This amulet is a key that opens the door in the side of
Haarlock’s vault, and is one of the only means of escape.

Profiles for Greel and the Mourners can be found on
page 226.

Hiram Bland, the Provost
Bland is the Administratum provost assigned to the House
of Dust and Ash to manage the auction and se¢ the legal
requirements are carried out. His command, such as it is,
consists of 12 advocates, 40 scribes and clerks, a 25 strong
platoon of PDF troopers, and the same number again of
indentured Munitorium labourers, few of which desire
anything more than to be assigned away from this grim and
sinister posting when their tour of duty is complete,

He is a harassed, fearful man, frightened enough to spend
every hour guarded by a PDF trooper. Several of his staff
have gone missing in recent days, and, as events unfold, he
will try his best to carry on with the formalities, no matter
how bad things become. He has no liking or trust for the
Sorrowful Guild and is one of the few NPCs that would
welcome the Inquisition’s involvement, should the Acolyres
reveal who they are.

Hiram Bland’s profile can be found on page 224.

RELICS FROM BEYOND

The lesser items from Haarlock’s estate include all manner of &

relics and curios, many of which are mere

deal are of un-pr

. _n_‘ -t

€S Or rarities,

although a good
The GM is enco
consist of almost anythin;
Rare from Dark Heresy

as the Cold Trade entry on page

Df Xenos origin.
£ 1is—this could
bly rated Rare or Very
r Thc Inqutsﬂor s Handbook,
72 of this book.
Enterprising GMs may also want to “stack the deck” and
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quipment on sale that may help the

AColytes th whnat 1S to come.

he following are items in the “greater” auction.

A Booxk UNBOUND

An apparently leather folio filled with loose parchment pages.
The leather is, in fact, xenos-hide, and the loose leaves inside
contain fragments of various archaic and proscribed works,
interspersed with fragments of a personal journal.
Effects: The contents of the folio, if put into some order,
will grant the reader +10 to Forbidden Lore (Xenos) with
regards to the arts of the eldar corsairs and the forgotten =
inhabitants of the Halo Stars. The folio also contains unrelated
lore and partial instructions on the creation of Dybuk. The first
time that anyone reads more than a small pottion of the folio,
he gains 1 Corruption Point. Anyone who reads all of the
contents of the folio gains 1d5+1 Corruption Poi
includes the 1 Corruption Point for reading a sa



Biooby SEAL

This gilt seal, the width of a human palm, shows the symbol
of the aquila clasping keys in its claws. Anyone who passes
a Challenging (+0) Forbidden Lore (Heresy) Test will
recognise this as a symbol of the pre-Thorian Ecclesiarchy.
The seal is still stained with dried blood that will not come
off.

Effects: When the rim of the seal is twisted, it projects
a hololith of the face of Gorge Vandire, once marking the
bearer as his personal emissary. Contained within the seal are
engrams to unlock all pre-Thorian and archaic ciphers used
in Imperial records. Owning such a thing is considered heresy
in itself.

A

L
*
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S1iver Key

A large and ornate key made of tarnished silver, inscribed
with archaic human symbols that can be translated by anyone
with Speak Language (Archaic). The symbols translate as
“shown me the portals of sleep.”

Effects: Up to the GM to decide.

GREYSKIN PSALTER

. A battered but sizable prayer book of archaic style and design,
“bound in unidentifiable grey skin. The book is displayed
pen, and anyone looking at the text who is able to read
ligh Gothic and who has Knowledge (Imperial Creed)
vill realise that it is gibberish, with words and phrases in
entirely the wrong order.

Effects: The Psalter is actually an encoded navigational
- codebook, describing worlds and journeys beyond the light
" of the Golden Throne, undertaken millennia before the
Calixis Sector was founded. Included within are the location
of things thought to be mythical. It is priceless to those who
covet its secrets.

A SHATTERED PAULDRON

An Adeptus Astartes shoulder plate, torn and badly damaged.
It is crimson in colour with the symbol of a black, fanged
skull blazoned on it. Origin unknown.

Effect: None, but as a relic of the Astartes, it has great
value and the mystery of which Chapter it belonged to might
prove a dark one.

A XENOFLESH MASK

A vile looking hood-like mask of withered grey-green flesh,
featureless but for a wide, circular, lamprey-like mouth.
Marked: Xenotype Unknown.

- Effect: None, except that psychic senses directed at it
.:genecate a queasy feeling of crawling horror and dank
gotien -places 1t is, in fact, the skinned face of one of the
.named “the Children of the Kingdom,” of
exa_mples will later be encountered.

S —Y

AN ONYX STATUTE

A beautifully carved statue of a three-eyed, bat-winged felid,
around a metre tall. At the statue’s neck is a strange gorget of
what appears to be tarnished copper.

Effects: The statue is a xenos-relic, older than mankind.
The gorget, which may be detached from its neck, is a Halo
Device (sce page 97).

AN UNKNOWN PORTRAIT

A somewhat disturbing, blurred looking portrait, about half
a metre square, encased in a solid block of crystal, Etched in
azure lettering at the bottom, in High Gothic, is the phrase
“The Mirror of my Blood.”

Effects: The portrait is designed to capture the image
of one of Haarlock’s bloodline. Six hours after a scion of
Haarlock has looked at the portrait, it will change to show
their likeness. Of course, such a person may attempt to
vandalise the portrait (should he discover its effect) in order
to prevent discovery of who he really is.

A PrimiTIvE DoLL IN A GLASS JAR

A small rag and stick doll, trapped in a dusty, stoppered
bell jar. The air within the jar seems somewhat smoky and
looking at the stitched eyes of the doll will fill any onlooker
with unease.

Effects: A tormented and particularly vicious Astral
Spectre is trapped within the jar (see page 350 of the Dark
Heresy Core Rulebook). Use of the Psyniscience Skill will
reveal this fact. Breaking the jar, which is ordinary glass, will
free the spectre, An unscrupulous or desperate Acolyte might
use this as a weapon.

Tue Girpep Wipow

A life-size automaton formed from gold and encrusted with
agates and rubies, dressed in an archaic gown of crimson and
purple silks. The automaton has an open aperture in its chest,
revealing an intricate clockwork mechanism of staggering
complexity. The figure is seated on a high-backed throne
with an inbuilt table set before the figure, all carved with
geometric and occult symbols. The gilded figure’s head rests
on its chest, and in its right hand it holds a ruby chalice,
whilst in its left hand is an ivory set of the Emperor’s Tarot
in a silvered slip-case. The label reads “The Most Sacred and
Wondrous Oracular Device, Known to Men as the Gilded Widaw.

Effects: The device is extremely unnerving to look at,
even when inert. Chronometers malfunction nearby, auspex
systems register malfunctions, and any Psychic Power
attempted nearby suffers Psychic Phenomena on any roll of
a “double” number, The device is also entirely imperyious to
harm. The aqumg of the Gilded W1dow tnggersthc fast B
of the :




- PART FOUR:
DEATH TRAP

he day after the viewing, the auction proper begins

with the surviving bidders seated on the tiers of the

auditorium while Bland conducts the business of the
day. Each item appears on a hololith projector beside Bland—
the physical objects are still arrayed around the gardens with
the security measures as before. The auction of the le
items takes a couple of hours, during which the Acc
bid on what they wish—up to their credit limit, of course
Before the sale of the greater items, the earlier purchases go 1
the hands of their new owners and refreshments are served

number of Mourners drift silently into attendance, including
Greel, who leans on a very heavy and ornate c i

Before matters resume, there is some comn
mourners and advocates, and eventually a trouble king
Bland returns to the podium to speak

Read aloud or paraphrase the following

"Before bidding is comy
parties have requested. ..a

against my wishes, that a d
sale, of the oracular device known «
Carried reverentially on a litter by six Mourners

the Gilded Widow on her throne is brought to the dais
beside Bland. Greel removes a heart-sha
that pulses slowly with a crimson

his robes and fits the “heart” into the Widow's chest. The

transformation is sudden and remarkable, and the gilded
figure shudders to life. El d spi

the cards from the tarot deck, as C

back away from the dais, be

murmurs escape the crowd

face and eyes of uttermost cold da
crowded auditorium.

ASK AND BE ANSWERED,” the gilded Widow states
in an empty, mocking voice

The acolytes may, of cc .
that something awful is aboutr 1o tr

Iready guessed

1 | PC
with the Psyniscience Skill, a Dark Pac Faith
will know immediately and without doubt thar the whole

auditorium has been filled with a presence of ancient and

implacable evil.

THE RIDDLES OFTHE
GILDED WIDOW

How the GM handles the next section depends very much on

how the Acolytes react. Unless they have managed to sneak
something past the guards, the Acolytes are unarmed. If the

-y soon, however, someone will shout the fateful
question, s Haarlock dead?” At that, all hell will break loose,

GiLpED QUESTIONS AND ANSWERS

Q: What Are You?
A: T am she who my father froze in her beauty and her
ooy aleme and weeping forever 1 shall sit, cursed to foretell

ract or feel, save for the void that bungers

THE HOUSE OF DUST AND ASH

A= f' .I ?

| g
ones torn from the outer dark. All this [ :
stars.”

Q: Is Haarlock Truly Dead?
A: "The traveller and the scion both do live, one

and the other within. Blood of his blood, born of his line, flesh
so frail caught in this web, death shall be their inberitance.
Haarlock returns and bell follows with him!”

*
*

THE TRAP IS SPRUNG

At this last pronouncement, the Mourners fall to their knees
wailing and screaming as the whole structure starts to shake
and a roar echoes up from the bowels of the earth. The lights
flicker and distant explosions can be heard, servo-skulls

VI

drop from the air, and servitors collapse lifeless. After a few
moments, the complex stops shaking and the roar steadies
down to a continuous low rumble.

Read aloud or paraphrase the following as the Gilded
Widow speaks:




“Know this, the traveller has set our course and the ship
cannot be turned. Thirteen hours you have, thirteen hours until

A

his wrath drowns you all in fire and ash, sealed here in the tomb
that has been prepared. Fitting punishment for you who would
take from him what is his. Never do you learn the lessons of the
past, doomed to repeat history’s sins. But first you will suffer, first
you will be shriven!

L 2
*

“You have but one chance and one chance alone to placate the
traveller. One gift will assuage his just fury: Give me the blood of
the scion of Haarlock, let it flow to fill this chalice and vou shall
live, but if my cup remains empty the Children of the Kingdom
will gnaw your flesh and darkness will bury your bones.”

There will be a few moments of shocked silence, followed
by Master Nonesuch smiling and slowly applauding, whilst
some of the more quick-witted attendees begin to flee, and
a lot of people pick themselves up off the floor,
confused by the shocking turn of events.

Provost Bland staggers dazed to his feet and cries out,

dazed and

asking what it all means, at which point Greel rears up behind
him screaming:

“Fools! You are trapped here, buried alive! Death to the
defilers of the tombs! Death to those who profane his name by
stealing from our master!”

At which point a power blade springs from his staff to
form a scythe and he cuts Provost Bland in two in a welter
of gore. At his command, his brethren, those still not on the
ground wailing, “We are the dead!”, draw silver blades from
beneath their robes and fall upon the bystanders and guards,
attacking indiscriminately. The chaos spreads as all over the
complex the Moutners attack the adepts and guards in a series
of bloody ambushes and running battles.

The adventure’s last bloody 13 hours have begun.
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THE HOUSE OF THE DEAD

From this point forward, the adventure turns suddenly into
a death trap, as the countdown to destruction occurs. The
Acolytes have 13 hours to escape the House of Dust and Ash
ot the firestorm program will complete—inducing an eruption
from the volcano on which the House sits, killing everyone
Making matters worse (if they could be any worsel) is the
insane death obsessed cult (the Mourners) and the various
‘monsters and villains who have also been trapped inside, all
vying to get out and spill the scion’s blood for the Gilded

letting their own true colours show. The Acolytes m’thC able
to forge impromptu alliances or rally help—it zili"-depeﬁds-i
upon what they have done previously and how they choose
to handle the ensuing chaos. It is not just the predations of
their fellow auction attendees they have to fear, but Haarlocks i
trap as well, as it has a few more surprises in store.

COUNTDOWN TO DESTRUCTION

Things go bad and get progressively worse during Haarlock's
thirteen hour game of torment:

* —13 hours: The Gilded Widow makes her
pronouncement, the House is sealed, and a void shield
materialises around it, preventing any escape by violent
means. The servitors shut down, and all the mechanical
locks on the internal doors open and jam. The Mourners
go berserk, attacking anyone they can find.

* —9 hours: The servitors wake, acting erratically, moving
randomly to attack and self-destruct, as if driven insane,

* —7 hours: Haarlock's crypt opens, unleashing the
Children of the Kingdom to devour anyone left alive.

* -3 hours: The power, light and air cleansing systems
fail throughout the complex as the generator systems
begin to overload.

* 0 hour: The firestorm program is complete, and the
volcano erupts, its force contained briefly by the void
shield around the complex, annihilating everything

inside.

RunNinG THE Last 13 HOURS

The last stage of this adventure is unashamedly violent and

ions from your players and keeg

n ti(‘king_r clock—feel free to announce the

o are i;‘.(ll.lg]'lt '

up in rhn mess d into their
is the time for
1bbing, betrayal, and

own d

ile or the bounty hunters may be open to reason and

ration (while it suits them, ¢ rse), others such 4s

Abbot Tamas and the Slaugth will give their true natures
free reign.

The adventure has been deliberately designed to provide
(and a few hundred
) the PCs will - §
now be familiar with, and the GM has carte blanch to kil
ety of spectacularly gruesome, heroic, of

the GM with a large cast of characters

them off in a

C()\\-"ill'dly Ways as muatters worsen.



WILL THE REAL TARGET PLEASE
Stanp Up...

The principal purpose for this elaborate and sadistic death trap is
for Erasmus Haarlock to draw=in and kill any surviving members
of his own bloodline. The auction, held long years after his
supposed death by Greel and his servants, was intended solely
to bring out into the open any such scions that had escaped his
decades long fratricidal campaign to destroy every other kin and
claimant to the mantle of the Haarlock Charter but himself.

There is indeed a member of the Haarlock bloodline attending
the auction, and the only apparent way to shut off the slaughter is
to find the Haarlock scion and present him to the Gilded Widow
before the thirteenth hour has arrived. The identity of the scion
18 a mystery left up to the GM to determine. Any of the human
NPCs provided are possible candidates. A particularly vicious GM
may choose to have more than one, or even make the scion one
of the Acolytes.

Sowing the Seeds
There are a number of ways before this point where the GM
can sow the seeds to identify the scion. You can use subtle clues
like familial resemblance in the various statuary and portraiture
around the House, descriptive passages in old books found in the
library, and certain doors and access panels opening for them but
not for others. In the final catastrophe, you can have the servitors
(responding to ancient protocols) either refuse to attack the scion
or even rush to his defence if he is attacked. However, the best
tool for determining the scion’s identity is the family portrait in
the greater auction lots (see the relic description on page 218).
Sowing the seeds and clues as to who is the Haarlock scion
requires the GM to do a little preparatory work before running

the scenario. Time spent designing a handful of clues will pay-off

in the long run.

EXIT STRATEGY

Thereare two ways out of the trap. The &
Widow the blood she requires. If she
to her lips and drinks, provoking 2 shocking tras
metal casing shatters, releasing the triumph
who will be raised up in a blazing f :
as her word, she she unlocks
shield. and re-channels the firestorm 10 ¢
the house vents, spreading fires that ev
but leaving those within just enos
departsin a blaze of light. If the p e foc
to stop her, treat her as an unbound Daemonh
The second option is using the door wit
~accessed by the amulet worn by his chief

them, They may then wish to flee the L].md as soon
the waiting skyship—before it too is turned into

AFTERITIATH

Acolytes who successfully make it out alive, possibly clutching
all sorts of trinkets and prizes from the auction, will have
quite a tale to tell to Inquisitor Marr on their return. They will
also possess a sizeable amount of intelligence on those who
were drawn to the auction. In particular, they have obtained a
single piece of information massively important to the future
safety of the entire Calixis Sector—Erasmus Haarlock is not
dead, and forces long thought silent are now in motion once
more. The question as to what Haarlock is planning will
tax Inquisitor Marr and the Ordos Calixis for some time to

come...

REWARDS

The House of Dust and Ash is a particularly challenging
adventure, and for its successful completion the GM should
be looking to hand out 200-400 xp per game session,
depending on what happened and the dangers faced by the
Acolytes. Particular sharp thinking, bloody heroics, or cunning
plans should also be rewarded with further xp bonuses in the
region of 50-100 xp. Additionally, if the PCs poured the
scion’s blood into the Gilded Widow's chalice or opened the
void gate, having turned the wheel of destiny
gain an additional permanent Fate Point.
It is also worth noting that there is a co
of loot available to the Acolytes

chaotic 13 hours of the adventure i \P\_.\

considerable sums of cash, and it is probably a2 sood idea

nost of the items 2nd cash remain the hands of

is goal can be achieved by Inquisitor Marr
of the Inquisition to
blocks and the like.
to escape with their
oe 25 GM may have Marr allow them

THE HOUSE OF DUST AND ASH

*
*

mount of funds or equipment or may allow
eneath his notice.

VIl

THE HAARLOCK LEGACY
AND OTHER DARK
CONSPIRACIES

— - &

s free to spin no end of further adventures from the
. one, and there are a great many leads to follow:
What of the other auction attendees and the powers they

s

What of the fate of the Gilded Widow?
What shadowy forces helped Haarlock arrange the auction
in the first place?
What secrets do the relics salvaged from the auction hold?
Perhaps the most worrying—what of Haarlock's legacy on
other worlds, and what of his return?
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ABOARD THE SKYSHIP

CAPTAIN ELIAS SHADRACK

()
Elias Shadrack Profile s
WS|BS| S | T | Ag|Int|Per |WP| Fel

37 149 (3635134 |35|36|42|30

Movement: 3/6/9/18 Wounds: 15
Skills: Awareness (Per), Carouse (T), Ciphers (War Cant) (Int),
Climb (S), Command (Fel) +10, Common Lore (Imperial
Guard, Imperium, Tech) (Int), Deceive (Fel), Dodge (Ag), Drive
(Ground Vehicle) (Ag), Gamble (Per), Inquiry (Fel), Intimidate
(S), Navigation (Ground) (Int), Pilot (Civilian Craft) (Ag)
+10, Secret Tongue (Military) (Int), Speak Language (Low
Gathic) (Int), Survival (Int), Tech Use (Int), Trade (Merchant,
- Officer) (Int).

alents: Basic Weapon Training (Las, SP), Jaded, Melee
eapon- Training (Primitive), Nerves of Steel, Pistol Training
as, SP), Quick Draw, Rapid Reload, Sound Constitution
(x3), Swift Attack.

‘Armour: Reinforced coveralls with flak panelling (Body 3,
‘Arms 2, Legs 2).

Weapons: Mono knife (3m; 1d5+3% R; Pen 2), heavy
laspistol with overcharge pack (30m; $/2/—; 1d10+4 E; Pen
0; Clip 15; Full).

“Includes Strength Bonus.

Gear: 2 spare overcharge clips for laspistol, master command
key for the Cygnan Martyr, battered copy of the Imperial
Infantryman’s Uplifting Primer (Margin Crusade edition), key to
the ship’s vault, 30 Thrones.
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NAHUN GRIST

Nahun Grist Profile
WSIBS| S | T | Ag|Int| Per

&

WP | Fel

| 37135|35/35|30/37[37|31]|36

‘Movement: 3/6/9/18

Wounds: 14

“{Fel), Common Lore (Imperium, Underworld),
Fel) +10, Dodge (Ag), Evaluate (+10), Intimidate

Training (Primitive), Pistol Training (Las, SP), Nerves of
Steel, Street Fighting.

Armour: Reinforced coveralls (Body 2, Arms 2, Legs 2,
Primitive—keeps value against corrosives).

Weapons: Mono knife (3m; 1d5+3" R; Pen 2), hand cannon
(35m; S/—/—; 1d10+4 [; Pen 2; Clip 5; Rld 2Full), pump
shotgun (30m; S/—/— 1d10+4 I; Pen 0; Clip 8; Rld 2Full;
Scatter).

fIncludes Strength Bonus.

Gear: Respirator, tool belt, cargo manifest, spare clip for
hand cannon, 20 Thrones, lucky charm.

SKyYsHIP CREWMAN

Skyship Creman Profile

WS|BS| S | T | Ag | Int | Per | WP | Fel

28 |28 35/35|30 |26 (27|25 |30

Movement: 3/6/9/18 Wounds: 10
Skills: Awareness (Per), Carouse (T), Deceive (Fel), Dodge
(Ag), Intimidate (S), Speak Language (Low Gothic) (Int),
Trade (Crewman) (Int).

Talents: Basic Weapon Training (Las),
Training (Primitive), Pistol Training (SP).
Armour; Reinforced coveralls (Body 2, Arms 2, Legs 2,
Primitive—keeps value against corrosives).

Weapons: Club (1d10+37 I; Primitive) or knife (3m; 1d5+3f
R; Primitive), and when armed to repel boarders either
stub revolver (30m; S/—/—; 1d10+3 [; Shots 6; Rld 2Full:
Reliable) or lasgun (100m; S/3/— 1d10+3 E; Pen 0; Clip
60; Rld Full; Reliable).

TIncludes Strength Bonus.

Gear: Respirator, tool belt, 1d10 Thrones, lucky charm.

Melee Weapon

LANus CISTEN

Lanus Cisten Profile

WS|BS| S | T | Ag|Int|Per

WP

23 |30 | 25|30 |26 |42 | 30|34 |30

Movement: 2/4/8/16 Wounds: 11
Skills: Awareness (Per), Charm (Fel)) Common Lote
(Administratum, Imperium, Tech, War) (Int) +10, Evaluate
(Int), Forbidden Lore (Cults, Heresy, Xenos) (Int), Literacy
(Int) +10, Medicae (Int), Navigation (Stellar) (Int), Pilot
(Civilian Craft) (Ag), Speak Language (High Gothic, Low
Gothic) (Int), Scholastic Lore (Archaic, Cryptology, Heraldry,
Legend, Philosophy) (Int) +10, Trade (Archivist, Author,
Copyist) (Int).

Talents: Foresight, Peer (Academic, Government), Pistol
Training (SP),

Armour: Concealed xeno-mesh vest {Body 4. 3 e
Weapons: Unarmed (1d5-1" I; Primitive), stub automatic




(30m; §/3/—; 1d10+3 I; Pen 0; Clip 9; Rld Full).

“Includes Strength Bonus.

Gear: Fine quality robes, respirator, vapour cloak, data-slates,
writing kit, journal, antique chron, 700 Thrones, familial
signet rig, personal vox, credit block for 450,000 Thrones,
also various textbooks, medi-kit, and four spare clips for
automatic kept in baggage.

WHENT

Whent Profile @
WS|BS| S | T | Ag | Int|Per | WP Fel
20|20 /33 (30 |30|28 30|20 33
Movement; 3/6/9/18 Wounds: !

Skills: Awareness (Per), Common Lote (Imperium
Literacy (Int) +10, Speak Language (High Gothic
Gothic) (Int), Trade (Copyist) (Int).

Talents: Paranoia.

Weapons: Unarmed (1d5" I; Primitive), stub revolver
S/=/~; 1d10+3 L Pen 0; Clip 6; Rld 2Full; Relizble
that he is unskilled in this weapon’s use (20 BS
TIncludes Strength Bonus.

Gear: Robes, respirator, vapour cloak, data-slate, pict rec
satchel of writing supplies, 5 Thrones, lucky pen

VYMER AND QuILL

The two Bloodsworn have a common profile

Vymer and Quill Profile =

WS BS| S | T

AgIInt Per | WP Fel

45|45 |3540 |35 |30

38 | 40 25

Movement: 4/8/12/24 Wounds

Skills: Awareness (Per) +10, Common Lore (Imperium

Concealment (Ag), Dodge (Ag), Drive (Ground Vehicle

Inquiry (Fel), Interrogation (WP), Intimidate (S) + 10, Medicae
{Int), Security (Ag), Shadowing (Ag), Silent Move (Ag), Speak
Language (Dreg Cant, Low Gothic) (Int), Tracking (Int)
Talents: Basic Weapon Training (Las, SP), Disarm, Heavy
Weapon Training (Launcher, SP), Hip Shooting, Iron Ja
Jaded, Melee Weapon Training (Chain, Primitive, Shock)
Nerves of Steel, Pistol Training (Bolt, Las, SP), Rapid
Reaction.

Armour: Light carapace and flak (Head 3, Arms 3, Body 5

Legs 3).

- Weapons: Hand cannon (35m; S/—/—; 1d10+4 I; Pen 2; Clip
5;: Rld 2Full), combat shotgun (30m; S/3/—; 1d10+4 I: Pen

clips and 1 clip of inferno shells for shotgun, photo-visor,
respirator, 300 Thrones, data-slate of bounties, bloodsworn
charter, medi-kit (Quill only), credit block with 300,000

Thrones (Vymer only).

Octavia NI1LE

=2

Octavia Nile Profile

WS/ BS| S | T .Ag Int | Per | WP | Fel
28 |35 /30|30 |35 40|35 45|40
Movement: 3/6/9/18 Wounds: 13
Skills: Awareness (Per), Barter (Fel) +10, Charm (Fel) +10,

sem-Use (Int), Ciphers (Logician) (Int) +10, Command
-ommon Lore (Imperium, Tech) (Int), Deceive (Fel) +10,
siuate (Int) +10, Forbidden Lore (Archeaotech, Heresy,
Int) +10, Literacy (Int), Logic (Int) +10, Scrutiny
), Speak Language (High Gothic, Low Gothic) (Int),
-Use (Int), Trade (Merchant) (Int) +10.
Talents: Jaded, Melee Weapon Training (Primitive), Pistol
ng (Las, SP), Touched by the Fates (2 Fate Points),
Armour: Concealed mesh (Body 3, Arms 2, Legs 2).
Weapons: Compact Laspistol (15m; S/—/— 1d10+1 E: Pen
Clip 15; Rld Full; Reliable).
Gear: Good quality clothes, auspex, filtration plugs, personal
crypted micro-bead, data-slate, spare clip for laspist
stshot pack for laspistol, a cerebral annihilator (see pa
48), ring with a concealed compartment of poison, portable

ier, magnoculars, injector with two doses of stimm and
{ panimmune, 1000 Thrones, credit block for 3 million

Ncs

THE HOUSE OF DUST AND ASH

NI1LE'Ss BODYGUARDS

*
+*

cs bodyguards are Logician Crucible Agents (see page
Their cover identity skills are Shadowing (Ag) and Pilot
vilian Craft) (Ag). They are wearing flak armour (All 4) and

wre armed with autopistols loaded with manstopper rounds
and fitted with red dot sights (30m; S/-/6; 1d10+2 §; Pen
“lip 18; Rld Full). They carry four spare clips, mirco-beads,
photo-visors, respirators, and vapour cloaks.

VII

N1e's “Apepr”

Nile's Adept is actually an Ashen Tear Assassin (see Page 51).

ABBOT TAMAS OF SHALE

'Abbot Tamas of Shale Profile

WS|BS| S | T | Ag [Int | Per

352840 40|22 3833|4523




- Movement: 2/4/8/16 Wounds: 23
-_-Skil'l's:. Awareness (Per), Blather (Fel), Carouse (T), Ciphers
- (Occult) (Int), Command (Fel), Common Lore (Imperial Creed,
Imperium) (Int), Deceive (Fel) +10, Forbidden Lore (Cults,
Daemonology) (Int) +10, Intimidate (S) +10, Invocation
(WP) +10, Psyniscience (Per), Secret Tongue (Crowfather)
(Int), Speak Language (Low Gothic) (Int), Trade (Skinner,
Seer) (Int).

Talents: Melee Weapon Training (Primitive), Pistol Training
(SP), Resistance (Disease, Poisons, Psychic), Sorcery (effective
Psy Rating 2) Strong Minded, Unshakeable Faith.

Traits: Dark Pact, Mutation (Corpulent Flesh).

Dark Rituals: Tamas knows several dark rituals, including
ones to receive messages via dream sending from his master
and to summon Unclean Spirits.

Crow-Belly: Should Tamas be killed, his corpulent flesh will
splits open and a flock of murderous Shale Crows pours forth
(see page 391 of Dark HERresy).

Sorcery: Compel (19), Fearful Aura (9), Inflict Pain (10),
Psychic Crush (18), Weaken Veil (11), Whispers of the
Warp (11).

Armour: Natural armour (All 4).

Weapons: Sacrificial blade (3m; 1d5+4" R; Primitive), stub
automatic (30m; S/3/— 1d10+3 I; Pen 0; Clip 9; Rld Full).
- "Includes Strength Bonus.

* Gear: Lavish Ministorum robes, Malefic Codex, 30 Thrones,
redit block for 800,000 Thrones.

A

*
*

HALE'S BELIEVERS

amas's followers are Cult Initiates (see page 337 of the Dark
" Heresy Core RULEBOOK).

Tae WRECKERS

&

WS BS| S | T | Ag |Int | Per | WP | Fel

| Wrecker Profile
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35 /28 35|30|33|20/|30|30|20

Movement: 3/6/9/18 Wounds: 10
Skills: Awareness (Per), Carouse (T), Chem-Use (Int),
Common Lore (Imperium, Underworld) (Int), Deceive (Fel),
Daodge (Ag), Intimidate (S), Speak Language (Dreg Cant, Low
Gothie) (Int), Trade (Scavenger).

Talents: Basic Weapon Training (SP), Melee Weapon Training
(Primitive), Pistol Training (Las, SP), Nerves of Steel.
Armour: Patchwork chem-robes (All 2, Primitive—keeps
- value against corrosives and flame).

Weapons: Blade (1d5+3%; Primitive), crude stub revolver
- (20m; S/—~/=; 1d10+3; Pen 0; Clip 6; Rld 2Full) and cither a
 boarding axe (1d10-+41 R; Primitive, Unbalanced) or autogun
9 $8/3/10; 1d10+3 I; Pen O: Clip 30; Rld Full).

THE HOUSE OF DUST
AND ASH

Provost HiIrRAM BLAND

&

WS|BS| S | T | Ag |Int | Per [ WP | Fel

Hiram Bland Profile

18 24 28 30/30|35|32 36|36

Movement: 3/6/9/18 Wounds: 10
Skills: Awareness (Per), Barter (Fel), Charm (Fel), Ciphers
(Chancellery Court) (Int), Command (Fel), Common Lore
(Administratum, Imperium) (Int) +10, Deceive (Fel), Evaluate
(Int) +10, Literacy (Int), Logic (Int), Serutiny (Per), Speak
Language (High Gothic, Low Gothic) (Int), Trade (Assessor,
Auctioneer, Copyist) (Int) +10.

Talents: Pistol Training (Las).

Armour: None.

Weapons: Compact laspistol (15m; S/—/— 1d10+1 E; Pen
0; Clip 15; Rld Full; Reliable).

Gear: Provost’s hooded robes, personal vox, Administratum
signet ring coder, data-slate, respirator, auto-quill.

ADVOCATE LOCUTOR M AYWEATHER

‘ Locutor Mayweather Profile
|WS|BS| S | T | Ag |Int|Per |WP| Fel

_' 28 (283513530 |26|27 25|30

Movement: 3/6/9/18 Wounds: 11
Skills: Awareness (Per) +10, Barter (Fel) +10, Charm
(Fel), Ciphers (Chancellery Court, Inquisition) (Int) +10,),
Common Lore (Administratum, Imperium) (Int) +10, Deceive
(Fel) +20, Evaluate (Int) +10, Literacy (Int) + 10, Logic (Int},
Scrutiny (Per) +10, Scholastic law (Judgement) (Int), Security
(Ag), Search (Per), Speak Language (High Gothic, Low
Gothic) (Int), Trade (Advocate) (Int) +10.

Talents: Paranoia, Pistol Training (Las).

Armour: None.

Weapons: Compact laspistol (15m; S/—/— 1d10+1 E; Pen
0; Clip 15; Rld Full; Reliable).

Gear: Encrypted long-range vox, spare clip for lasplsml :
data-slate, respirator, auto-quill, hip flask of amasec, mu_ln; ;

key, 1 dose of stimm and injector, 300 Thrones,




_ ADEPTS AND ADVOCATE

&2

Per | WP | Fel

- | Adept and Advocate Profile
WS BS| S | T |Ag

Int

20|22 (30|30|30|30|25|25|25

Wounds: 9

(Administratum,

Movement: 3/6/9/18
Skills: Awareness (Per),
Imperium) (Int), Speak Language (High Gothic
(Int), Trade (any one) (Int).

Talents: None.

Armour: None.

Weapons: Unarmed (1d57; Primitive).
“Includes Strength Bonus.

Gear: Data-slate or writing kit.

Common Lore
Low Gothic)

PDF TROOPERS

&

PDE Trooper Profile
WS|BS| S | T | Ag | Int | Per | WP | Fel
| 25 | 30| 35 35‘30'26 30 | 30 | 30

Movement: 3/6/9/18 Wounds: |
Skills: Awareness (Per), Common Lore (Imperium, War
Dodge (Ag), Interrogation (WP), Speak Language (1

(Int).

Talents: Basic Weapon Training (Las, SP)

Training (Primitive), Pistol Training (Las, SP), Nerves of Steel
Armour: Imperial Guard flak (All 4

Weapons: Lasgun (100m; S/3/— 1d10+3 E; Pen 0; Clip 60;

Rld Full; Reliable), knife (1m; 1d5+37 R; Pr1.1,-.-uu ).

“Ineludes Strength Bonus.

Gear: 2 spare clips, micro-bead, lamp pack, respirator, 1d10
thrones,

CAPTAIN RUBIO OF THE OZMANDIUS

&

Fel

Sibio Profile
WS|{BS| S | T |Ag

1

Int | Per | WP

 Movement: 3/6/9/18 Wounds: 10

- Skills: Awareness (Per), Blather (Fel), Carouse (T) +10, Charm

{Fel), Command (Fel), Common Lore (Imperium, Tech) (Int),
 Deceive (Fel), Forbidden Lore (The Warp) (Int), Gamble (Int),
Literacy (Int), Nawgation (Stellar) (Int), Pilot (Civilian Craft)
(Ag), Sleight of Hand (Ag), Speak Language (High Gothic,
Low Gothic, Ship Cant) (Int), Trade (Merchant) (Int).

. Talents: Decadence, Melee Weapon Training (Power,

tive,), Pistol Training (Las, SP), Quick Draw.

Armour: Mesh combat cloak (Arms 4, Body 4).

Weapons: Xeno-las pistol (40m; S/3/— 1d10+3 E; Pen
2: Clip 12; Rld Half), power sword (1d10+8" E; Pen 6
Balanced, Power Field).

“Includes Strength Bonus.

Gear: High-fashion clothes, vox-bead, Jewellery worth 5,000
Thrones, filtration plugs, 3,000 Thrones in cash, credit block
for 1.5 million Thrones, 3 doses of night dust.

RUBIO’S HANGERS ON

Rubio has a sizable entourage, most of them fops and pointless
lackeys. Of these, the only ones of note are three bodyguards
from his family’s armsmen cadre and his “champion” {use
the Kill Squad Trooper and the Heavy from page 341 of the
Dark Heresy Core RULEBOOK respectively).

MARSHREK

Marshrek has the same profile as a Beast Slaver found on
page 89. He is also equipped with a credit block for 800,000
Thrones.

ev—

MASTER NONESUCH

h Overseer (see page §

CTOIC sceptre (see

THE FLESH PARASITES

ssistants are harvested human bodies

o-constructs, a fact that will become

apparent if substantial injury is done to thun-—parmuhrly to
the I]L ad, where a semi-insectile “mass” replaces the victim's
brain. Driven by these vile creatures, the bodies must be

&

*
*

MTHE HOUSE OF DUST AND ASH

completely destroyed in order to stop them.

VII

Flesh Parasite Profile

WS | BS | S T | Ag | Int | Per | WP | Fel
: o) :

| 40 | 40 | 40 | 35 30 |30 | 40 | 30 | 15§

Movement: 3/6/9/18 Wounds: 30
Skills: Awareness (Per), Common Lore (Imperium, Tech) (Int),
Speak Language (Low Gothic) (Int), Trade (any one) (Int).
Talents: Pistol Training (Las, SP), Resistance (Psychic).
Traits: Fear | (Disturbing)-only when their bodies have
become damaged, From Beyond, The Stuff of Nightmares
Unnatural Toughness (%3).
Weapons: Unarmed (1d5+1" I; Primitive). stub assomasic
(30m; §/3/—; 1d10+3 I; Pen 0; Clip 9; Rid Fulll
"ncludes Strength Bonus,

Gear: Sombre clothing, mirco-bead. respirator, dats slase 2 3
spare clips. .



EEL, THE HEAD MOURNER

HA

==

Ci'ee'l Profile

.
-

WS BS| S | T \Agl‘lnt Per
35 [ 20 | 40 40L30 \ 32 |38 |50 3(:1

Movement: 3/6/9/18 Wounds: 13
Skills: Awareness (Per), Charm (Fel), Common Lore (Imperial
Creed, Imperium, Tech) (Int), Deceive (Fel) + 10, Intimidate
(S) + 10, Literacy (Int) +10, Scholastic Lore (Archaic, Legend)
(Int) +10, Speak Language (High Gothic, Low Gothic) (Int).
Talents: Air of Authority, Fearless, Master Orator, Melee
Weapon Training (Power, Primitive).

Weapons: In the final part of the adventure, he carries a
power scythe (2d10+9" E; Pen 6; Power Field, Unwieldy).
“Includes Strength Bonus.

Gear: Shrouding robes, black sunburst amulet, keys. In the
final part, he is also be equipped with a rosarius (All—reduces
ranged weapon Damage by 2d 10, except on roll of “11” (see
page 189 of Tue INQUISITOR’S HANDBOOK).

Tae SorrOWFUL GUILD

& The Mourners of the Sorrowful Guild can be represented by
B the profile of the Cult Fanatic on page 337 of DARk HERESY,
uipped solely with sacrificial blades.

HE HOUSE SERVITORS

“The House is served by numerous servitors of the standard
types listed in the Dark Heresy Core RULEBOOK and THE
InquisiTor’s Hanpeook; however, the House's Gun Servitors
are equipped with cut-down heavy stubbers (80m; —/—/10;
1d10+4 [; Pen 3; Clip 200) and, in a handful of cases, melta
guns (20m; S/—/—; 2d10+4 E; Pen 12; Clip 15).

HSY ANV .LSN@ 40 dSNOH dH L

Tug CHILDREN OF THE KINGDOM

If the count down progresses far enough, the Children of the s
Kingdom are unleashed. They are a monstrous and savage
xeno-form Haarlock encountered slithering through a world -
of ruined cities out in the Halo Stars. Awakened from their -
sleep, these blind, groping, semi-humanoid creatures spill -
out from the crypt and keep doing so in numbers left up to
the GM. ;

’Ehildren of the Kingdom Profile

WS|BS| S | T |Ag mt\Per WP

B (8

|35 | — |40 38

20l40

50 20

Movement: 2/4/6/12 Wounds: 12
Skills: Awareness (Per), Climb (S) +10, Silent Move (Ag)
+10, Tracking (Int) +20.

Talents: None.

Traits: Bestial, Crawler, Fear 1 (Disturbing), From Beyond,
Natural Armour (4), Natural Weapon (Bite), Sonar Sense,
Strange Physiology, Toxic (Bite), Unnatural Strength (%2).
Armour: Natural armour (All 4),

Weapons: Bite (1d10+8 R; Toxic—take a Difficult (-10)
Toughness Test or become paralysed for 1d5 Rounds).
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- PLAYER HANDOUT I1: DATASLATE ON SOLOMON

1A

*
*

-//Query results for “solomon, world”™
//Default: Display most relevent match executed

Solomon

4 ignornmc is a }Jicﬁaiug not
Population: 13-billon. to be disdained by the wise ++
Tithe Grade: Exactus Extremis (Special).

Geography/Demography: Super-continental hive and industrial structure, which has lead
to:the eradication of all natural landscape, interspersed with polluted seas. High level

of environmental toxicity, highly turbulent weather patterns with corrosive rainstorms
“and electrical disturbances common. Conditions on Solomon are at the limits of human
“sustainability and only maintained by a network of macro-atmosphere processing units.
Population in steady decline.

Governmental Type: Parliamentary Oligarchy under the supervision of the Departmento
Munitorium.

Planetary Governor: Archprefect Garth Jarndyce.

Adept Presence: Very High. Widespread Departmento Munitorium and Administratum
presence dominate this world’s political- and economic structures. Important centres of power
include the Halls of the Chancellery Court, the Planetary Overwatch Orbital, and the Central
Tithe Census Fortress. Presence of Adeptus Arbities and Ministorum classified as Below
Average for a hive world with Solomon'’s population and importance.

Military: Munitorium Security Forces, Parliamentary Guard {local PDF), numerous small private
armies of the individual tithe guilds. Medium Quality. As an important military transhipping
and supply point, Solomon also has a considerable orbital defence network.

Description: By Lord Militant Angevin's Sector Edict A-B7635.597. Solomon was declared a
client-state of the Departmento Munitorium, with the majority of Solomon's industrial output
tithed directly to that arm of the Adepta. Fulfilling this tithe is the duty of the planet’s guilds,
who comprise Solomon'’s upper classes. This responsibility gives the guilds the second highest
level of political power on Solomon, beneath the Departmento Munitorium. This is:in contrast
to most planets within the Calixis Sector, where industrial-feudal and hereditary governments
are the norm:

The high tithe rating has resulted in Solomon's natural resources being almost completely
consumed. Centurles of extreme manufacturing processes have destroyed the planet’s
biosphere, killing most native life-forms: and limiting the majority of human habitation to
protected hive cities.

There are five hive-citadels that cover the majority of Solomon's main continent and house
most of the planetary population: Gloriana, Atropos, Morrigan, Albia, and Wrath. Between
the hives, much of the landscape is occupied by industrial infastructure: pipe-farms, refinery
complexes, chem-processing works, pyro-vent towers, foundries, and storage facilities.
Although some of this is still in use, much has been abandoned due to decay. The rest

is deserted wasteland, toxic seas, and abandoned urban zones and cities, much of which

is classified as unsuitable for long-term human survival. These areas, which cover tens of
thousands of square kilometres, are officially designated as the Interior Industrialized and
Infastructural Zones by the Departmento Muniterium [See Section 23/u: Topographical and
Zoning Maps of the Planetary Surface]. Local parlance refers to them as the “Interior.”
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[more]




PLAYER HANDOUT III: DATASLATE ON SOLOMON (CONT.)

“[cont from prev]

‘Solomon

++ lgnomance is a blessing not.

lo be disdained by the wise +%°

Discord and the Rule of Law: Solomon’s population is in terminal decline due to the
continuously increasing toxicity of their enviroment. and must be regularly replenished e
by forced immigration through the Admini th the relocation of low-class =
populations from other hive worlds, this in th of penitentiary labour
“camps: for off-world prisoners and the organization of e mutant population
into'an indentured workforce. Introduc
in‘high levels of discord and many ms
from the penitentiary camps and inde
population of outlaws in the Interior

Order within the hive-citadels is mainta
controlled and funded by Solomon
Departmento Munitorium’s Qua
Guardl. Both the Adeptus and guild law € HTimE
order and production levels. Protecting Solomon's citizenry Is
this has resulted in the general population’s lack of trust in local and planetary authorities. and
possibly contributed to civil discontent within the hive-citadels. There is also a arge oiminal
underclass within the lower wards of all five hives, which the civil authorities have been unebie
to subdue.

ofcement are

The power of the Ministorum and Imperial Cult-on Solomon is dlso weak, something the sector
Ecclesiarchy has attempted to rectify without success. Ministorum investigations have revealed
that the general citizenry regard the Imperial Cult as a “tool” of Solomon’s upper classes and
planetary government. This belief is considered to be a direct threat to civil stability. In turn,
the tithe-guilds and Administratum have established some of the most severe penalties for
sedition and civil disobedience in the sector. Despite this, the planetary populace has shown

a marked tendency for rebellion, and local outbreaks of violence and rioting occur with some
regularity [See Section 270/b;: Civil Enforcement Statistics]. Members of the Adepta with
business in the main industrial sectors are advised not to aclvertise their identity.

THE HOUSE OF DUST AND ASH

The general hopelessness, resentment, and morbidity of the general population also has
given rise to the possibility of heretical outbreaks of various types. Investigations by Im perial
authorities have turned up many legends of a possibly deviant nature [See Section 543/
Curse of Solomon], as well as evidence of numerous cults, secret societies, and heretical
followings [See Sections 578/r-611/b: Cryptographers, Sleepers of Solomon; Clockwork
Watchers, Red Fist Revolution, Silent Death, Other Heretical Organizations]. This has on
occasion become serious enough to merit investigation and purges from the Holy Ordos.

-
*

VII

Relics of the Ancient History: Human habitation on Solomeon predates the Angevin Crusace:
that founded the Calixis Sector. The planet’s current name is believed to be attributed to the

Rogue Trader Solomon Haarlock, who some sources accredit with using the world as & base of

operations during his explorations of the sector in late M36. The pre-Imperial human habitation
of the planet is often thought to have attributed to certain anomalies of culture and technology
evident on Solomon and not present on other worlds in the sector, and consequently the catise’
of occasional finds of previously unknown archeaotech on the planet [See Section 789/w: Void




PIAYER HANDOUT IV: ERASMUS HAARLOCK
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TRICORN INQUISITORIAL ARCHIVE SCINTILLA
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the wrath of the Imperium teo regreate Her hilgod=scaked
and over again. Dn Malii -she suborneéd:the leadership of
ned vin-blood every o day £or g year. 0n Ezlf sho and -her
wed T town. after Sown; hunneo thesurvivorss thiough

night and
o remained. Though feported as killed on
in -the

Jastigation the

wderfell is still believed at large: in the

avaric

S B e o o
g, ohe ‘has bathed herself
fiot for an ideal but

reflected in every part of her

ed pain and darkened her SEacturet

e TNV el A
her “"happy.
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TRICORN INQUISITORIAL ARCHIV]E SCINTILLA :
L p T 3 T THoUGHY For the Day:
Lot ie=({rumousr

¢ S HEEIYame

QOENCe MAY -Mma sk

HRKNOWR) .

Known Aliases: The Burning Princesa. I guintessence of horrors.”

XIANdddV

matus Covenant (former), the pirate crew

us uprisings and revolts of recidiwist

Confirmed Heresies: Witchcraft, torture, multiple
violation, wart

of murder and mental

=ls and vessels of L

ledestruction, pirecy dgainst C
Commercia, bhHe death @fsWitch
Acrtdge_ﬁaﬁ' deEal Mount' Figestorm,
Preferred Methods of Operation: Kncwn
herel hdLLhﬁgini?ﬁfjﬁﬁﬁ seemingly at random.
Threat Ratingi-iersticus Extramis.

Encounter Protocol: Termination by

Hunter Fhendanl, ed responsible for the

operate with pirate, repnegade, and

special measur

Rfe and tr ELEAE

eimature of this appallingly powerful rogus psyker, knowi by

over thé'lasi LoW e {sir her first recorded appearance during
an uprdsing on Pell uc"da I¥Fras the “Burning Princess’” remains a . mystery to the
Holsy Grdog. It is a m¥ystery made all the more polignant and galling by the clear
presence ofea witch#hunter’s brand

T

O el Chaes:

transform herself seemingly without

able to focus her abilities with

r]\

racy to char a hele through warship armour. B wanderer, sh
n
the Hazeroth Abyss.

encountered working

& time upon a pirate
“”HrH_Iq Bfince
telepathic abilities
tobe a wyoung woman in Her

il

E

ide several renegade and mutant groups,
1 B

out of

vessel operating

55 ig olas 34 as an alpha-plus 1 rker . Bhe has strong

prodigious power 1s as ‘a pyrokine. She appears

xowers will on

and it 18 possi

increa

with maturity.

Such is her thr

2t the notedWitch Hunter
Fhendahl was founded to: trace .and apprehend her. It successfully tracked her to
an- abandoned seftlement on the 1ill world of Dusk, where she prevailed and
everyone in Fhendafl’s miss he is still at ‘liberty, and her current
whereabouts remain unknown.

=5t Ehat o spe

cially eguipped taskforce

Known Motivations and Goals: This witch’s motivations
Qrts
ngly uninterested. i the horrors sShe
filled with malice and =zadis

lgentity and true origins. After-action rep
claimed her as

a dead-eyed marionetle, Seemi

inflicts,wwhile others paint her as a laughing devil,
gleedi Thee truth remains unproven.
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TRICORN II\QUISITORIAI_ ARCHIVE SCNTILLA

Thought For the Day:

Known All;s I
fmf‘ﬁﬁr} ) \I f(

| *The sword that you sherpen

can e tnrned o yous

Known Associates or Organisations: Multiple cults and heretical organisations,
incliding the BSerrated O v, the Brotherhood of the Horned Darkness, ths Pale

Throng, and the Masgued of Malfi amongst many more. However, Vestra is only ever =z
heral :
Sorts Lor L i1 ilon of a particular task or objective.

as a freelance agent

rermediary who prefers to work al

Confirmed Herefies: Thesdeath of the planet Lassiv with all of its inhabitants in
the Hecubs
fﬁundinq.ﬁf
Lost “off Bapesy:
Preferred Methods of Operatlon' Incitement: of  rebel

Segfor, the B@rruption of the Adorian sect of the Cult Imperialis,

"hé Bearers G% ;rro:ea Visgge,-dnciting the sSecond rebellion of The

demagocguery,
m_.eﬁc cults An

Brother*#issicnary Coriolany

2 en revered, Imperial Missionarny
to bring#Fthe . of the Emperor te those who knew it not. His zeal
rked Byehds. superiors—Cardinal Fortig noted on several occasions Vestra
undertook missions in totally unchatted regitns of .space, always returning o
bring news of thousands of new followers of the Imperial Creed. The limal mission
undertaken by Coriclanus Vestra records that he wventuyed into the Halo Stars in

who Toughe

Was i

search of human communities lost for millennia. He didunot retprn apd was presumed
to have perished.

stra en’his Journey into the Halo Btars is not knoown;
inferred that something cccurred that caused him'to bregk hisg
against the Imperium that he had so devoutly serwved. The fa

g& “bathed “in-the light the black sun” in .some of His
focus o much amalysis and may perkain .

into thedaréh-heretic he istkoday,

What exactly occurred to V

t it can ke
ith and turr
that Vestra

=) P

blasphemous

revelat

Coriclanug Vestra secretly returned to Imperial
Lassiv: in distant Hecuba, a dishevelled shadow
and brutal endeavour saw

Vestra dedicati
the ruination of .tae Empercor’s realm
ary governog!s: severed head. 1t was
befoul

ad worlds, and'countless

tor was uncovered. The

ated in the eight decades that h

Known Motivations and Goals: anus Vestra’'s spite and zedl in . pe ing
p@r%ontl war against the Imperium Cieot be doubted. It is unknown if Vestra,
¥ .wyorld a : ] 1 i

sghame.,
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TRICORN INQUISITORIAL ARCHIV}E SCI‘\ITILLA

Name: Ferran Ghast. Thought For the Day:
Known Aliases: Numercus and unknown.

i “The worst enemi
wWe Make ourse o

XIANAddV

Confirmed use of highly capal
A_qhiy dangerous organisation
ally Eo: him.

Confirmed Heresies: Ee Lraylnj the
eam under his

Holy Ordos, includi
Adrantis Nebula,

of the acolyte
unknown and

command !
2iis skl ling Arbitrator execution sam. on: Solomen, murder
ronius on Vaxanide, destruction
dack.

5hods of Operatlon' D1 st
g o have experic

iser War Child in

sgination, ambush, and
echniques, blackmail, and

irfiltration,
in mind-cleansing t

itoris-Hereti
1 extreme pre associae

h "3 commani cat

ad, rogate.

Ferram Ghast 15 a he¥gbic and
and persofml pupil B Cassilds
Qrdos-CalixT9and hid" history of service had

renowned.

becoming a 1

B -breath away from ascension to full Inqui ading

farcesia the Coneclave, he was sent into the following intelligence
indicating the
acolyt sent , disappear

wonder whether Vestra was resy

Coriolanus Vestra. Ghast, and a _ team of
out & trace. In later years, many would
whether his scul had

of the rensgade
WIE
sible for cmrruptinq
begun to rot long before his disappearanc

Seven years later, Ghast resurfaced on lomon under a
detected and recognised by chance. An Ordos
1fter him and were ruthl
Following this atrogity, Gh

ot false Tdantityy
rLlan
T

- perte
ked Arbitrator gxe
iency for their T'j't
1d the Tnguis
en ropurtmcly

him Excommunicate Traitoris.

numerous hergsigs, sssassinations, and aven ‘he
cruiser throught sabotage in dry-dock

of ‘an Imperial

Every Rcolyte®and @Ordos vassal has a irsue Ferran Ghast to his

death:oshould amy lead or clue to hisg wher

gerad.

Known Motivations and Goals: S :
unélear. Current gpinion is divided, the majority believe Ghast to be a genius
madman who serves only his own petty spite, wh lst & mingrity suspect that there
ither hidden agenda cor other grand design at work.

em’ and ‘mirder, remain

ot F e ~
a8t & L5,




APPENDIX

TRICORN INQUIS‘ITORLLL ARC HIVE: SCINTILLA

k- _Thought For the Day:

Known Aliases: Br
Hearo—5age;, the Undy3 I eath: - 1s-but & dooktway.?
Dockside Ripper,

Known Associates or Organisations

Confirmed Her95195'

rderx : tomb robbery,  multiple
r nor Maniple,

Vi
of Malygrisian L‘ 2

Preferred Methods of ODer:-_-" - erinen
homicide infaFth

en the dead, ‘acts of mass
lore. KEnown to defend himself

oG
—ICJ

ith deagd®y fopce wi oo -
Threat RatimgiiHereticus Temm:
Encounter Protocol: 8 - = force at safe remave,

The fects @ W

e he was ¢ast out iirow th; Edeptius
chdfii cus! an tirely unknown, and the tegdh=priest
auth@rities han > £ ing in this Fegard it i LhDtht that
he wastattached to the Exmplorat : ~hma Thule before some ing

B8 dent or
gant @Grove him mad, EUEs I poe ie hunted egually by the Inguisition

angdithiesforces of thes iT - 'i izt M“JS,/I]MMEMW&L--‘

i rfe g dark technhoclogical - lore. In
rticular, t store full life to dead tissue,
though he C forbi ¥, crafted flesh gholams,

t =d al L and energy systems. His

to ha upwards of 3,000 1ives,

3 s the “Morningside Tracldent’ on

on,cand on a smalle cale i tEs dockside ripper” murders on Dreah.
At the end t 1s foressent fo destrey - hint ang
- 3 uhknown resurrecticndst’ ot

its dark secrets. Valthekls

ily = ted tech-priest robed in tattered

brass mechadendrites fitted with

= s. He i1is krgwn:to-have:  incorporated

= into his own carapace and

senge, but propelled by
extremelir diFficult " to slow
meastrss’ are advised when

the power of his eown
gr destroy with conventional weapons fire, = =X T reme

confronting him.

Known Motivations and Goals: from his drive for dark scientificilore, he
appeREg o Nave Ao known goalsior- plans. He also d
= hiorning only un

ot " Copperate orF serve

Ors as = needs arise. Some théorise that
Wering a means to rgépare bioglogical life

3




XIAN2ddV

-gF the<inquisition that

TRICORN INQUISITORIAL ARCHIVE SCINTILLA

ra Tobias UrfRawthic of the “_ThqugEE_Egi‘tyg_Pﬁy;_q

1

Wi

Known Allases. Lord Gault, Ma wallow in sin

They

Prelate Trace, numercus

deserve mercy of the

Known Associates or Organisations: (outcast), agqued (former),

st House (prochable), hires

lackeys as

cannibalism;,
on prohibit
nistratum ¢

ot ho

iraud, bf'ﬁ' mpersonating an &

y; thegg, de

genius—-level in
talentdfior j&“FFLlD", commerae, . and murder

ural

Herar icus Extremis.
Terminatigh or capture for trial, as appropriate.

o} waSLﬁan the third son to an impoverished wing of the powerfiil: House
on: Malfi. Répertedly ‘asly and deceitful glutton from an early age, Tobias
i peverty ir sty raised and ‘the fallen ‘status
ha@put his ! xllect and cunping to work and

rail >
of his TEne. he giew
quickly t@bk:control of
The Belasco CF

he breokered many p

Wil

ti

fort

in rare angi

Unsatisfied, soon

: Lo seeking thrills by
fellow epicures, and jaded wantons, living far

Rather than risk embezzling funds from his not
i the

with petty
s has prodig -
3 s clan, he took to blackmail,
cold Trade, and eventually slavery to fund hHis exce
d, not even this was eno alles
gab;endod into complete criminal
of immorality and substance abuse )
his enemies, he instead toock to abhdu

. HOWBVer,

riate his boredom. Why he
although a tifetime
isfied with killing

in secret and slowly eating them.

When these shocgking crimes finally came to light, it proved teoco much for his infa
noble House 15 stagd. Tobias fled Malfi via His Cold Trads
of his wealth and his family’'s assa
he has been @nstheirun, turning up dozens of worlds and wsing many ali
sStay Qhe steprgheas of his former: clan.

} ons with a g
in cadre at his heels. Fer mere than )

orn between his desire toiremain “hidden -.and 2 d

1 ‘ ire-tocentinue his opulent
lifestyle through black marketeering, deception, and mirder, Tobids has
to remain one step ahead of his many c
fm4dap1ﬂ intelligence,
His past 1s cate
by a2 ouspﬂpcor chair and
constitution can be kept

hunte yedrs thHanks to' h

Now in his

and a thorocugh
Bing up with him-his
is rapidly re:

ive through img

nasty imagination.
obscenely fat 'bulk must be held
ching the limits of how long his wrecked

il chem treatments.

_.Motivations and Goals: Tobias Belasco’s cnly VrrL ration 18 to centipue his
LEfd of edness and feed his

hed the ears
solutiersie::his

obias is searching for:-a ‘more rad

proble in the shape of a Fforbidden

TEFELT
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RAITORIS R A e

_Thougnt For thi Day:

sl bthat which Iutrketh

APPENDIX

Known Associates or Organisations: No

) : : ’ (4 ghe.
Confirmed Heresies: e 4 F-W’% ﬂM“f’ hw;&' i qe:?a’n{'f /I; ’HE

Preferred Methods of Operation: oW -
Suspected Activities: ze file att
Threat Rating: Qbscuro Terminus.
Encounter Protecol: Capture or termination at discretion.

Laken the usual step of  and confirning this
a party whose Lrue name, nature, and activities
tic®” has
perpetrator, ¢

ﬂ

agains
fernge of €

nkrnown here

ever been definitively

idence, or motive
Inguisition. Like a dark void hiding a
can.-be inferred fron instancesioffimystery
sterious

nights,
incldengs. Linking
over the dast

ether a telling atring of

Ade and a half.

opﬂrrnui. Worryi

Lhalb he coulc

'Qtsly.circun
that he tru

S EEDIESS arrangemaiit, o mare e3¢ anestiqa:ign

Revently at Lord
beensindertaken. :
: impenetrable void around events nurluunﬂiuq Lhe &
heretic—as if the whole incident has been simply ripped from history,
in the fabric of things in i1ts place. This void has conseguently
ﬁtiqatiof.

=5 and divinations by the most potent seers have revealec

ackivit

i)
17
T

b
o
4

D
ol

darker dimension to

the “founddations of the Holy

Known Motivations and Goals: T
Yedes are the direct targest:

KTIDOWTL ¢




: s of the Reich turn to the oce :
The Obscura Kn , unde: irect personal command of Marguis Hermann von
Hc‘l‘zingﬂ. d:""m-'enzd one of the Cardinal Cornerstones, If they're not stopped, the Reich will soon
unlock the of Hell.

The Union has -hance. C '1ptaln John MacNeal’s 42nd Marine Special Forces are on their way t
d. Armed w 1ti1 1.hL most ad\ anced v nry in the

P
Pathfinding system, Tannhduser 1s just rh~ hepnnmu 0
ever seen. ..
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A COLLECTION OF THE DARKEST
THREATS TOTHE CALIXIS SECTOR!

The Ruinous Powers of Chaos take delight in
seducing mortals to become sorcerers and cultists.
Sinister secrets and conspiracies place entire worlds
in peril. These dangers are kept in check only by the
courage and iron determination of the Inquisition.

= From the savage blood-soaked arenas of the Beast
Houses, to the apocalyptic terror of the Tyrant Star, a
wealth of detailed challenges for Acolytes to confront

*» Profiles of the Calixis Sector’s Most Wanted—a
collection of cunning and dangerous foes who
seek the downfall of the Golden Throne

* Additional character options and new Psychic
Powers, along with forbidden technology of
the alien and the corrupting path of sorcery

* A full-length adventure that introduces the Acolytes
to the affairs of a notorious Rogue Trader

DISCOVERTHE TRUE HORRORS
LURKING IN THE SHADOWS
OFTHE CALIXIS SECTOR.

Suitable for players of all skill levels. A
copy of the Dark Heresy Core Rulebook
is necessary to use this supplement.

. ? N
s it

www.FANTASYFLIGHTGAMES.COM
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