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Whispers on 
the Storm

A Rogue Trader’s dynasty is built on the ambition of his ancestors, be 
they dreams of glory or nightmares of failure.

–Wielding the Warrant: A Tale of the Void

Rogue Trader dynasties often span the centuries, waxing 
and waning in the light of the Imperium’s expansion 
across the void. Even the least of Rogue Traders can 

often trace his lineage back generations, citing great deeds 
and boasts of heroism and avarice in the face of an uncaring 
galaxy. Some of these stories may even contain a grain of 
truth. However, for most who carry the Warrant of Trade, 
knowledge of their ancestors is hazy at best, built on the 
lies and tall tales of their forbears. Perhaps there is a good 
reason for this. Rogue Traders live on the very edge of the 
Imperium’s authority, and their actions are often questionable 
at best. It is also said that no Rogue Trader ever grew to 
greatness on the goodwill of his peers.

Whispers on the Storm explores this darkness that lurks 
in the Explorers’ past, drawing them into a situation where 
they must confront the mistakes of their ancestors and decide 
if they will repeat them or try to make amends. It is far more 
than just a moral choice, however, and the Explorers will have 
a chance to win great prestige and profit for themselves (as 
well as the favour of an entire star system) if they are bold 
and clever.

Overview
The adventure begins when the Explorers are intercepted on 
the edges of Winterscale’s Realm by the Hand of Redemption—a 
Lunar Class Imperial cruiser. The Hand’s commander, Captain 
Keel, ‘invites’ the Explorers on board to discuss a matter of 
great importance. Keel is on a mission for the Battlefleet 
Calixis—and the shadowy powers that lurk behind its high 
command—to venture into the Expanse and rescue a missing 
Imperial Envoy. He has been chosen both because of his 
loyalty to the Imperium and because of his personal stake in 
the mission: the Envoy is his brother. As it turns out, the Envoy 
has gone missing in the Svard system, which by coincidence 
was founded by the Explorers’ dynasty. Keel wants their help 
in recovering the Envoy and dealing with whatever fate has 
befallen Svard. To this end, he offers the PCs a deal to aid 
him and re-establish their claim on the system.

The core of the adventure takes place in the Svard System 
and follows the Explorers’ efforts to help Keel find the envoy, 
make some profit, and uncover the secrets of the system’s 

founding. When they arrive, they discover a failing 
Imperial system, fallen into a state of decay and ruin. 

Spread across a series of moons orbiting a massive 
gas giant, the human inhabitants of Svard are 

barely surviving in the face of a terrible cult 
known as the Whisperers. With the help of 

Captain Keel and the Crystal Council—Svard’s last vestige of 
Imperial authority—the Explorers must try and turn to the 
system’s fortunes around and restore its moons one by one. 
They must also uncover the power behind the Whisperers 
and the darker secrets that reach back into their own past. 

The adventure concludes with the rise of the Whisperers 
and the awakening of their alien master from deep beneath 
the storm-wracked clouds of the gas giant. The Explorers are 
truly put to the test as the system descends into open war 
and they are forced to defend everything they have worked 
to restore.
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“Never argue with a Nova Cannon.”

–Ursa Fel, Lord-Captain of the Broken Promise

The adventure begins with the Explorers encountering 
Captain Keel and the Hand of Redemption, either 
near a system or station or in deep space between 

transitions into the warp. As written, the adventure assumes 
that this encounter will take place somewhere on the edge 
of Winterscale’s Realm in the Expanse, perhaps whilst the 
Explorers are on their way to or from Footfall. The GM 
should feel free to place this encounter wherever he chooses 
to best suit his campaign, as its exact location and the location 
of the system where the core of the scenario takes place are 
not vital to the plot. One suggestion is to place Svard on the 
trailing side of Foulstone (see the map on pages 338-339 of 
the Rogue TRadeR Rulebook). 

Read or paraphrase the following:

You have just completed a transition from the warp back 
into real space and the bridge teems with activity as servitors 
and specialists calibrate sensors and run intricate system checks. 
Suddenly, the air is rent with the shrieking of alarms and the 
vista-panels burst to life with images of the near void. Looming 
out of the darkness, the hard shape of an Imperial Lunar Class 
cruiser materialises, its armoured prow pointed at your ship as it 
glides across the dark on an intercept course. Even as the vessel 
moves closer, your vox crackles to life and an authoritative voice 
booms across the bridge, ‘This is the Imperial Navy vessel Hand 
of Redemption; stand to and prepare to be boarded!’

The GM should make sure the Explorers are aware of the 
unsubtle level of implied threat from the Lunar Class cruiser 
as it hangs off their port bow, weapon batteries and lance 
turrets locked on to their hull.

Naval HOspitality 
Keel will not come across personally. Instead, he sends over 
a boarding party and one of his junior officers—Ensign 
Dyna Flen. She will be courteous and professional but 
insistent about meeting the Rogue Trader and his advisors 
whilst her men secure the bridge and increase the level of 
implied violence. At this point, the Explorers will probably be 
demanding to know what is going on and waving about their 
Warrant of Trade. Once Flen is face to face with the Rogue 
Trader and the rest of the Explorers, she will be insistent 
that they ‘please’ accompany her back to the Hand to meet 
Captain Keel to discuss a matter of great importance. Whilst 
the Ensign is quite tight lipped, the GM should allow the 
Explorers a chance to try and squeeze some information out 
of her during their journey across. This will require a Hard 
(–20) Charm or Inquiry Test; Flen’s sense of duty plus 
her armed escort makes Intimidation pointless. She does not 
know much, but she will be able to let slip that she knows 
that the Hand is on route to a nearby system—under direct 
orders from the Battlefleet—and that the system is somehow 
connected to the Explorers.

It is possible that the Explorers may give Flen trouble 
by either refusing to accompany her or (in the extreme) 
kidnapping or killing her. Hopefully, the massive Imperial 
warship only a few kilometres away should help to avoid this 
outcome. However, if the PCs do begin to pursue a course 
that would lead down this path, the GM shouldn’t be afraid 
to have Keel make a show of force. He is not a patient man, 
nor does he play games—if the Explorers are uncooperative, 
he will fire on their vessel to prove to them that they are no 
match for his ship or his crew. The GM should stop short of 
doing any lasting damage to the Explorers or their vessel, but 
it should be clear that they are not going to be able to shoot 
their way out of this one.

See page 26 for the profile of the Hand of Redemption.

an auDIence wIth Keel

Once they have had some time to prepare—perhaps hiding 
weapons and making other contingency plans depending on 
their level of paranoia—Flen will escort them to the Imperial 
shuttle and take them across to the Hand. This should be 
a chance for them to once again experience the gravity of 
the situation and the GM should point out the size of the 
Hand (perhaps in reference to their own ship) as they fly into  
its shadow.

Once on board, they will be taken directly to Keel’s 
staterooms, their armed escort never leaving their side. The 
GM should point out the differences to their own vessel 
and the military bustle of crewmen and ratings as 
they ascend to the officer’s deck. Flen will not let 
them stop and will take them directly into the 
elaborate captain’s mess where she waits 

usIng thIs aDventure

This adventure is very broad in its design and assumes 
that the PCs will be making extensive use of both 
their vessel and their hirelings. For this reason it can 
be adapted fairly easily to accommodate Explorers 
of any Rank. Of more relevance to the difficulty of 
the adventure is the Explorers’ Profit Factor, and by 
extension their ability to upgrade their vessel and hire 
and equip large numbers of retainers. It is assumed that 
the group will begin the adventure with an average 
Profit Factor of about 30–45. Thus, they will have to 
undertake numerous Endeavours (presented throughout 
this adventure) to raise their Profit and increase the 
size and ability of their forces. This gives them the 
best chance of surviving the adventure’s conclusion. 
Should the Explorers start with a higher Profit Factor, 
the GM can either decrease the number of Endeavours 
available or increase the number and strength of the 
Explorers’ adversaries.
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with them. Once they have been there for a few moments, 
Keel will arrive along with a number of his higher-ranked 
officers. There will be introductions and then they can sit 
down to their meal. Keel will not be willing to talk about 
the ‘important matter’ right away, insisting that they first eat 
and relax. In reality, this is a chance for him to size them 
up—it can also be a chance for the Explorers to try and do 
the same.

The GM can run this as an Opposed Skill Test (see Chapter 
IX: Playing the Game of the Rogue TRadeR Rulebook) 
between Keel and the Explorers as they trade pleasantries and 
tales of the Expanse. The contest can either be of Willpower 
or Fellowship depending on which one the Explorers wish 
to use. Keel will use his Willpower. Any Explorer with the 
Carouse or Charm skill can make a Difficult (–10) Test to 
help win the upper hand, gaining +5 to the next Interaction 
Skill Test. The winner of the test will have scored important 
points in their first meeting and will hold the upper hand 
for the time being—in rule terms, this equates to a +10 on 
all Interaction Skill Tests used to influence their opponent. It 
will also make Keel more talkative later on.

The GM can use the Navy Officer Profile from page 372 
of the Rogue TRadeR Rulebook to represent Captain Keel, 
though he should increase all of Keel’s Characteristics by 10 
and equip him with a power sword and plasma pistol.

When the meal is done, Keel will usher the Explorers into 
an adjoining chamber where he will pour them glasses of fine 
Scintillian amasec and invite them to be at ease. Once they 
are seated, he will tell them why he has tracked them down. 

Read or paraphrase the following:

You are relaxing in a chamber filled with an eclectic collection 
of trophies. Keel wanders around the room, his hand tracing the 
designs of an ancient Eldar war banner, the broken fang of a 
Dusk Stalker and the gun batteries of a replica of the Divine 
Right before coming to rest on an ancient hellpistol. Keel then 
turns to you and smiles.

“I won’t waste your time with any more small talk or 
pleasantries, as I am sure you are keen to learn why I have 
brought you here. You see, I am on a mission for the Battlefleet, 
the Calixian Battlefleet of course, which has a vested interest in 
this area of the Expanse—and in particular, a system known as 
Svard. It seems that an Imperial Envoy on a mission to Svard 
has disappeared and I have been tasked with finding him—and 
helping him to complete whatever it was that got him sent out 
here in the first place. Of course, Svard is a long way from the 
hives of Scinitilla and I need help—specifically your help. As you 
may or may not know, your dynasty founded Svard and so has a 
connection to it—not to mention extensive records and survey 
reports which should still be on your vessel. Your presence will 
also make dealing with the locals easier—for whilst my vessel and 
crew are well equipped for confrontation, we are not a diplomatic 
or trade mission. In exchange, I would help you to re-establish 
your claim on the system and even turn a blind eye on any local 
profit you might feel is your due. So what do you say?”

gm guIDance: runnIng  
the encounter wIth Keel

Keel has tracked down the Explorers assuming that a 
combination of the promise of profit and the threat of 
his vessel will be enough to get them to accompany 
him to Svard. He is not expecting trouble. Of course, 
the PCs may have other ideas and there is always the 
chance that they might see this as a combat encounter 
rather than an adventure hook. When running this 
encounter, the GM should try and steer the players 
away from the idea that this encounter is a bad thing 
and that they have somehow been ‘caught’. This can 
most easily be achieved by having Keel be as civil as 
possible to them—he does after all need their help—
and treat the whole thing more as a polite offer than 
a demand. Remember that Keel is an Imperial Navy 
Captain and the Explorers are members of a Rogue 
Trader dynasty—this is not an encounter between 
rival hive gangs, but rather a meeting of immensely 
powerful and influential individuals, and as such it 
should be conducted with civility and respect.

alternatIve aDventure hooKs

Keel’s appearance and his coercion of/deal with the 
Explorers may not suit the GM’s campaign, so presented 
here are a few alternatives:

DIscoverIng an olD recorD

While refitting a part of the Explorers vessel, a store 
of old charts and scrolls are found, among them the 
coordinates and Writ of Claim for the Svard system. 
A little investigation will reveal that the system has 
been out of contact for decades and is likely ripe to be 
reclaimed and milked for profit.

a cry for help

The Explorers receive an Astropathic communication 
from Svard and Speaker Tal. In the message, he pleads 
with them to fulfil their dynasty’s obligations and come 
save the system from certain destruction in exchange 
for a healthy slice of its output and profit.  

a mercantIle enDeavour

The mission to restore Svard can be handled like an 
Endeavour, perhaps offered to the Explorers on behalf 
of an Imperial organisation. Details on constructing 
Endeavours can be found on page 270 of the Rogue 
TRadeR Rulebook.
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the real story

The reality of the situation is that Keel is working for the 
Inquisition through the high command of the Battlefleet 
Calixis. He was chosen for this task because of his genetic 
bonding to Kaal—ostensibly an Imperial Envoy who was 
despatched to the Svard System to investigate its falling 
output and recent troubles. What Keel doesn’t know is 
that Kaal and the Svard system have been of interest to the 
Inquisition for some time and a suspected source of a dire 
xenos threat (something that the Explorers’ dynasty has a 
hand in—see below). He believes he has been dispatched to 
Svard to find his brother and help him restore order to the 
system. Since only a handful of Keel’s crew actually know 
the real powers behind their expedition to the Expanse (most 
believe they are on deep patrol for the Battlefleet Claixis), he 
will not confide this fact in the Explorers. Should any psychic 
PCs think to try and pluck this information from his brain, 
they will discover that the state rooms are heavily warded, 
thwarting such attempts. Keel will however let them know 
that the Envoy is his brother if the Explorers impressed him at 
dinner. He will be very clear that he is willing to turn a blind 
eye to the Explorers’ profit making if they agree to help him. 
For the purposes of this adventure, the Inquisition remains in 
the shadows (as is right and proper) and so are not detailed. 

The GM can, however, add details to Keel’s shadowy masters 
as he sees fit—perhaps leading to further complications for 
the Explorers and their claim on Svard.

The GM should feel free to draw out the Explorers’ meeting 
with Keel as long as necessary. It may be that the Explorers 
agree right away and want to get underway immediately, or it 
could be that they remain suspicious and need to be convinced 
this is not all some elaborate trap. However it plays out, allow 
the Explorers a chance to question Keel about the system and 
the Envoy. He will be able to tell them the following:

The Envoy is important to the Imperium and the Navy. •	
He doesn’t know what the Envoy’s mission was, but he 
believes it was to restore order to the system and help 
re-establish trade routes.
Svard was founded about 200 years ago by the Explorers’ •	
dynasty. The GM should give the Explorers a brief 
overview of the system as it exists within their records—
i.e., before the coming of the Whisperers.

This section of the adventure concludes when a deal is struck 
between the Explorers and Keel and both vessels embark for 
the Svard system.
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captaIn Keel anD the hanD of reDemptIon

Captain Keel is a tall, dark, and imposing man from pure Calixian stock, and like so many noble sons before him has 
risen from beneath the shadow of his family to find a place in Battlefleet Calixis. Well into his second century, he is 
a veteran of countless engagements and fleet actions across the width and breath of the sector. His time among the 
stars and his refusal to move on from an active captaincy has, however, withered his political connections and lost 
him many friends among the core worlds. Now he finds himself as the pawn of higher powers, wasting his twilight 
years far from the action and adventure of his youth. All this has tainted his usual stoicism with bitterness, though he 
remains committed to his duty. 

gm guIDance: runnIng captaIn Keel

Keel can be both an asset and a liability for the Explorers—while his vessel, skill, and keen sense of duty to the 
Imperium can all work to make the PCs efforts easier, his devotion to his brother can make him reckless. The GM should 
allow the Explorers to foster a relationship with Keel and have the captain ostensibly act as their ally. Certainly, as long 
as the Explorers are interested in finding the source of the Whisperers (and by extension, the Envoy), Keel will be there 
to aid them on occasion. However, Keel is at the helm of a Lunar-class cruiser, which is undoubtedly more powerful than 
any vessel the Explorers will have at their disposal. This could result in the very real problem of Keel overshadowing 
the Explorer’s actions. Certainly, in any naval action, he will be much more capable than them, and the players may be 
frustrated if a NPC blasts away all the bad guys before they even get a chance to fight!

On the other hand, having Keel on hand for the final battle may mean the difference between life and death for the 
Explorers. With that in mind, here are several guidelines to follow in order to run Captain Keel and his ship without 
having them overpower the Explorers. (Note: Rules for The Hand of Redemption can be found in the Appendix on  
page 26.

Keel is well aware of just how shaky his authority is in Svard and knows he is beyond the bounds of the Imperium. •	
Therefore, he prefers to wait out of sight at the edges of the system, demanding updates from the Explorers via 
astropathic communications. Of course, he will not explain why he is unwilling to offer much in the way of aid to 
the Explorers, except perhaps some excuses along the lines of his ship is ‘too large to safely navigate the storm.’ He 
will, however, be secretly sending a few parties of trusted armsmen to conduct his own investigations on Svard.
Once the Explorers have discovered the location of Installation 23, Keel will volunteer to join them in the assault. •	
The reason, of course, is that his brother is on the station. If the Explorers have discovered this beforehand, they may 
use this to try and ‘convince’ Keel to join them in the assault. If this happens, go with it!  
When Keel joins the assault on Installation 23, he still threatens to overshadow the players. To avoid this, Keel should •	
propose something to the Explorers. As they are the ‘rightful rulers of the system, and possess a Warrent of Trade,’ he 
will ‘officially’ put his vessel under their command for the duration of the battle. The reason behind this, of course, is 
to provide Keel with a cover. He can claim he was ‘aiding the rightful Imperial rulers of the system’ when explaining 
his actions to Battlefleet Command. If the players are curious why he didn’t use this reasoning to help them earlier, 
remember, this is just a cover! Keel has his own motivations.
To represent Keel placing himself under the Explorer’s command, one Explorer should be elected to board •	 The Hand 
of Redemption as a liaison. During Combat, this Explorer should direct the actions of the ship, including manoeuvring, 
shooting, and a single Extended Action each turn. The Explorer should either use his stats, or that of Keel’s Crack 
(40) Crew. 
However, one thing the GM should always keep in mind, is that Keel is still very much in command of his ship! •	
Should the players attempt to force him to do something the GM feels would be out of character, the GM should 
have Keel re-take command of his vessel, and likely clap the offending Explorer in irons. 

the envoy: Keel’s Brother

In his youth Captain Keel and his brother Kaal where very close; even by the incestuous standards of the Scintillian 
nobility. Some even speculated that their mother had used some manner of genetic manipulation to give her two identical 
sons—a not unheard of practice. Whatever the case, they grew up close, excelling equally in the cutthroat world of the 
Calixian high born. Eventually, however, the stratified rules of Imperial society drew them apart as Keel entered the 
Navy and Kaal the echelons of the Administratum. Despite distances, their bond remained. It was not, however, until 
Keel learned of Kaal’s disappearance that he realised how deep that bond was—driving Keel to mix duty with personal 
goals. What Keel does not know is that Kaal is an Acolyte in the employ of the Calixian Ordo Xenos and was sent by 
them to investigate rumours of the Whisperers of Svard.
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State of Decay
A new world is like a blank canvas waiting for an artist’s touch. 
Who can say, however, whether or not that touch will spawn a 
masterpiece or a monstrous travesty.

–Knarlor Decanlia, Master Chronicler of the Fel Dynasty

Travelling to Svard will take several days. If the GM 
wants, he can use this short voyage to remind the 
Explorers of the perils of warp travel and also give 

them a greater sense of the vastness of the Expanse. Ideas 
for warp encounters as well as a random events table can 
be found in Chapter X: The Game Master of the Rogue 
TRadeR Rulebook. Whatever the case, after these few days 
the Explorers will make their final transition into real space 
and behold the Svard system.

Read or paraphrase the following:

With a final shudder, your vessel slips back into real space, 
the crimson vortices and boiling vista of the warp peeling away. 
Sweeping back and forth across the dark, your sensors quickly 
build up a picture of your location—complex measurements of 
solar currents and gravity shadows confirming you have reached 
the Svard system. Far in the distance you can see the system’s star, a 
bloated scarlet eye brighter that the pinpricks of light surrounding 
it. The bulk of the system stretches out from this, choked with 
asteroids and rock fields; all that remains of shattered ancient 
worlds. Only one significant solar body remains—a massive 
gas giant just beyond the star’s primary biosphere. As you draw 
closer, you can see that the gas giant seems to be surrounded by a 
halo of hazy vapour—its mass boiling off into space, creating a 
massive particle storm. Hidden within that storm are the worlds 
you have come to visit; a collection of moons settled long ago by 
your own ancestors.

If the GM is using an alternate adventure hook, the first person 
they will make contact with is Keel; this encounter playing 
out in a similar fashion to Imperial Entanglements above as 
he boards their ship and attempts to enlist their cooperation. 
After this, or if they are already in Keel’s company, they will be 
contacted by the Crystal Council on Svard welcoming them as 
savours and requesting the honour of their company.

system Overview
The Svard System is centred on an ancient star in the last 
millennia of its life. Once, it was home to numerous planetary 
bodies and flourishing biospheres. However, time and the 
brutal celestial forces of the void have reduced it to mostly 
asteroid fields and radiation clouds. Only a single true 
planet—Svard Prime—remains; a massive gas giant resting 
on the outer edge of the system’s dwindling bio-zone. As 
the star dies, however, and its gravity shadow shrinks, so too 
does its hold on the gas giant—setting off a rare sympathetic 
celestial phenomena which is diminishing the planet’s own 
mass. As a result, the gas giant is slowly losing the gravimetric 

pull to hold itself together and is gradually boiling away into 
the void. This has created the ‘storm’—an area of near void 
choked with charged particles and heavy vapours that now 
engulfs many of its moons. It is here among these moons, and 
within the storm, that the remnants of life in Svard remain.

In this section the GM will find details on the major 
moons and NPCs of the Svard system, as well as its history 
and many secrets. This information is divided into two main 
components: Antagonists and Locations, both of which the 
GM will need to familiarise himself with. These two elements 
interact with each other to give the GM a clear picture of 
what is really going on and allow him to move the action 
forward in reaction to the efforts of the Explorers.

the explorers’ Dynasty

As part of the premise for this adventure, it is stated that Svard 
was settled by the Explorers’ dynasty centuries in the past. This 
is intended to create a link to the places and people of Svard 
and to help draw them into the system’s troubles by showing 
them that they have a stake in its survival. The exact details of 
this link and the nature of the Explorers’ ancestors are left up 
to the GM. In this way, the GM can either use it (possibly with 
the help of the players) to flesh out the Explorers’ background 
or keep it vague and mysterious—after all, most Rogue Trader 
dynasties are thousands of years old, with countless branches 
and forks in their family trees. At the very minimum, it is 
worth choosing a name for this ancestor and one for his ship, 
whether or not the PCs have heard of either before.

gm guIDance: runnIng  
an open system

Svard has been presented as a set of locations and 
antagonists, rather than a series of linked encounters. 
The reason for this is to allow the Explorers to deal 
with problems, investigate locations and pursue profit 
as they see fit, reflecting the freedom of their rank as 
well as the responsibility of dealing with the fallout of 
their actions. For the players this means investigation 
and exploration of the system, while for the GM it 
means having a good idea about the antagonists and 
their motives as well as the geography of the system. 
This is actually not as daunting as it might first seem, 
as the Svard System is not really such a big place. It 
consists of only four major locales and a handful of 
antagonists, all with quite clear motivations. The GM 
can also use NPCs to nudge the Explorers in the right 
direction with leading questions or suggestions.

The GM should also encourage the PCs to take 
advantage of Profit making Endeavours, which can 
be found in each locale. This is the real reward for 
the Explorers and is likely the easiest way to motivate 
them into action. Increasing their Profit Factor will 
also directly increase their power and influence and 
have a telling effect in the adventure’s conclusion.
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aNtaGONists
There are three key antagonists in Whispers on the Storm: the 
Whisperers, Captain Keel, and Speaker Tal and the Crystal 
Council. The main adversary among these, and the one the 
PCs will spend most of their time combating, is the Whisperers. 
A strange Xenos cult, the Whisperers have infiltrated and 
overcome large sections of Svard’s population and turning 
them against their fellow citizens. There is also Captain Keel 
and Speaker Tal, ostensibly allies whose own goals intersect 
with those of the PCs. However, even they can both imperil the 
Explorers’ plans with their own scheming or reckless actions.

the whIsperers

About a decade ago, a strange phenomena began to appear 
among the citizens of Svard. People were having dreams of 
a great dark presence—always close by but always unseen—
that would whisper into their ear as they slept. No one could 
remember what this presence was or what it had whispered to 
them, but the fact that it was afflicting so many people, of all 
castes, ages and locations, prompted the system’s governing 
body—the Crystal Council—to begin an investigation 
based on fears of warp-sorcery or the emergence of a  
proscribed cult. 

Unfortunately, before any real knowledge as to the nature 
of the dreams was uncovered, the entire system began to 
suffer acts of terrorism and sabotage. Ordinary citizens 
began attacking their neighbours and striking at the very 
infrastructure of the system itself. At first, the council thought 
this was its fears of a cult confirmed, but as reports flooded in, 
they could find no plan behind the attacks beyond anarchy 
and no link between the attackers beyond the fact that most 
seemed to have dreamed of the Whisperer. 

Through increased security and screening, the council 
did manage to reduce the effects of the attacks, however, the 
Whisperers, as they became known, continued to plague the 
moons of Svard. The most terrifying thing was that there 
seemed no defence against them; a man could go to sleep 
an ordinary citizen and awaken as a Whisperer. The council 
even employed its few precious psykers to try and track the 
source of these dreams, but their skills proved too weak; only 
indicating that it was the power of the warp at work. 

The source of these dreams and the subversion of human 
minds came not from the warp (at least not directly), but from 
the system itself: the Whisperer was very real and hidden only 
a few hundred kilometres below the surface of the gas giant’s 
turbulent surface. No warp-spawned daemon or alien god, the 
Whisperer is in fact a massive Yu’vath Dark-Energy Construct; 
a blasphemous union of alien technology and raw warp power 
crafted long ago by a dead Xenos race to fight the Imperium. 

Unaware of this horror’s existence, the council continued 
to try and combat the Whisperers in more conventional ways, 

but it was a battle they were doomed to lose. Over time and 
the course of what amounted to a civil war, contact with 

outlying moons and stations was lost one by one 
as the Whisperers numbers swelled and citizen 

lost all faith in the loyalty of their fellows. 
Eventually, only the ice moon of Svard, 

furthest from the gas giant’s surface and thus the reach of the 
Whisperer, remained. It became a settlement under siege and 
paralyzed with fear. It is now only a question of what will kill 
Svard first; the cells of Whisperers that infest its hives, or the 
slow death of its resource-starved populace.

appearance
In appearance, the Whisperers are just like normal Imperial 
citizens—perfect copies of their previous selves, now completely 
and irrevocably under the control of the Whisperer. Only when 
driven to violence and rage do the Whisperers become easy to 
spot—their eyes turn black as they are filled with Yu’vath Dark-
Energy. Otherwise, Whisperers are only detectable by psychic 
means. Psychic powers that can detect Corruption Points or that 
can view either a subject’s soul or connection to the warp will 
work. This means that an Explorer could hold a conversation 
with a Whisperer, even asking him detailed questions about his 
life, and he wouldn’t be able to tell he was not interrogating 
an ordinary Imperial citizen. Whisperers will also never reveal 
their nature under torture, though they may break and tell their 
questioners everything about their lives—including any recent 
seditious activities. It then remains up to the torturer to decide 
if this is indication of a Whisperer or just a malcontent.

gm guIDance: runnIng  
the whIsperers

Throughout this adventure the Explorers will face 
countless scores of Whisperers, ordinary citizens turned 
by the subversive power of the Yu’vath vessel. They are 
the ‘cannon fodder’ for the scenario and exist in the 
hundreds of thousands—so it is unlikely that the PCs 
will be able to kill them all, unless they are willing to 
turn their vessel’s macrocannons on the whole system. 
When running the Whisperers, remember that they are 
not zombies or automatons, but rather living, breathing, 
thinking humans that will work together as a well 
trained team under the guidance of the Whisperer. They 
are also very creepy to talk to or even to be near when 
their true nature is known, for while they can counterfeit 
emotions and even show fear, they have (in a way)
had their souls scooped out and show no humanity or 
reluctance in the face of the terrifying and the amoral. 
Whisperers are also not religious fanatics—in fact, they 
do not worship the Whisperer, or even acknowledge his 
existence since they just do not think about such things. 
They are just extension of the alien construct’s will; clever 
semi-autonomous extensions that can draw on their past 
skills and memories, but extensions nevertheless. If the 
Explorers can manage to find and destroy the Whisperer, 
those turned by his dark dreams will recover—although 
they may never be trusted by their fellow citizens again.

Whisperers are, in essence, citizens of Svard turned to 
the will of the Whisperer, and so the GM can use pretty 
much any of the human Profiles from Chapter XIV: 
Adversaries & Aliens of the Rogue TRadeR Rulebook 
to represent them.
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motivation

The motivation of the Whisperers is simple; fulfill the will of 
the Whisperer. In essence, they are its puppets and enact its 
will within Svard. The motivation of the Whisperer is to repair 
its wounds and free itself from the gravity well of the gas 
giant, thus destroying the Svard System, and then to escape 
into the void to complete its ancient mission of war against 
the Imperium. To this end, it has spent years dominating the 
weakest human minds of Svard and using them to supply it 
with fabricated materials and massive amounts of raw energy. 
Needless to say, should the Whisperer manage to escape, it 
would wreak havoc across the Expanse.

Origin

The origins of the Whisperer, and by extension the Whisperers, 
can be firmly laid at the feet of the Explorers’ dynasty. In the 
aftermath of the Angevin Crusade’s bloody war with the 
Yu’vath, the remnants of Xenos slave armies and techno-warp 
constructs were scattered, broken and dying, across the near 
Expanse. For the most part, these grim reminders of the alien’s 
dark empire slunk away into the shadowy corners of the void, 
and were lost from sight forever. However, some were found 
by those who came after—explorers, treasure hunters and 
Rogue Traders. The Whisperer is one such spoil—discovered 
in a forgotten battlefield between unnamed stars by a Rogue 
Trader of the Explorers’ dynasty. Unable to return with it to the 
Calixis Sector (where Imperial powers would have been sure 
to destroy it), but also believing it too valuable to abandon, the 

Rogue Trader took it to the newly founded Svard system and 
concealed it beneath the rolling cloud layers of the gas giant. 
Here it remained, considered harmless, until such time as the 
Rogue Trader could return and learn its secrets. Unfortunately, 
he never did and was lost to the void like so many before 
him—and so the Whisperer was forgotten. 

Creating a whisperer encounter

Throughout the adventure, the Explorers will have numerous 
run-ins with groups, both large and small, of Whisperers. 
These form the most frequent obstacle to the PCs plans and 
are likely to be encountered in most locales. To keep these 
encounters challenging, exciting, and interesting, the GM 
should consider the following guidelines:

For a challenging encounter, there should be roughly •	
twice as many Whisperers as Explorers—these numbers 
can then be increased or decreased to alter difficulty.
Vary the kinds of Whisperers in encounters using •	
different Profiles chosen from those suggested above.
Vary the environment in which the Whisperers attack—•	
remember, Whisperers are not mindless assailants and 
can set ambushes, use cover, and work as a team. 
Finally, Whisperers can be used to even the odds •	
should the Explorers choose to use large numbers 
of retainers—such as mercenaries or indentured 
PDF troopers. 
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During space combats with the Whisperers, the GM •	
should remember that some ships are much less capable 
than others. As a general guideline, if the Explorers 
are using a transport or raider, the GM should halve 
the number of system ships and Void Wasps they must 
encounter. 

In addition to combat encounters, the GM may also use 
lone Whisperers, perhaps even harmless looking ones, to 
steal from the Explorers, deliver creepy messages about their 
impending demise, or murder other citizens in their presence. 
In this way, the GM can create an atmosphere of paranoia 
and hammer home the point that a Whisperer can be anyone, 
anytime, and anywhere. 

whisperers among Us

Another peril the Whisperer presents to the Explorers is that 
it might, over time, start to subvert their own crew or the crew 
of the Hand of Redemption. This can be a useful dramatic tool 
for the GM to help him build tension and also to illustrate to 
the Explorers the magnitude of the power they face. Having 
crew members turn traitor at key moments, or even perform 
assassination attempts against the Explorers on their own 
ship, are all possible. The GM should be careful to use this 
tactic sparingly, perhaps saving it for a situation where it will 
have the most effect, such as a high ranking member of their 

gunnery core opening fire before the order is given or an 
armsman sergeant sending his own men into an ambush. If 
the GM is feeling particularly sadistic he could even have one 
of the players have a dream about the Whisperer…

speaKer tal anD  
the crystal councIl

Shortly after they arrive in Svard, the Explorers will be met 
by the Crystal Council—the ruling elders of the ice moon 
and the governing body of the system as a whole. Leading 
the council is Speaker Tal, an old man dressed in furs with 
long knots of hair wrapped around his body. Though ancient 
by the standards of Svard, Tal is possessed of a strength that 
continues to hold the citizens of the besieged moon together. 
Tal is a shrewd politician and strong leader who cares only for 
the prosperity of Svard—something that in past days made 
him quite unpopular with citizens of the other moons. Because 
of this, he sees the Explorers and Keel as the opportunity he 
has been waiting for to reclaim Svard. He knows he will have 
to appease the Explorers with promises of wealth and rights, 
however he also knows that once they have these promises 
and the Whisperers are dealt with, they will leave and he will 
be in charge once more.

The council also commands Svard’s Planetary Defence 
Force (PDF), the closest thing to a standing army they 
possess. Though not as well trained or equipped as a regiment 
of the Imperial Guard, the Svard PDF are nevertheless brave 
and numerous. These men form Svard’s frontline against the 
Whisperers and represent the most likely kind of aid that 
Speaker Tal will offer the Explorers should they wish to try 
and reclaim one of the moons.

gm guIDance: runnIng tal anD 
the councIl

Speaker Tal is both the voice of reason and the font of 
information and opportunities for the players. Since he 
has near complete faith in the Explorers (unless they 
do something really terrible to Svard like bombarding 
it from orbit), he will help them in any way he can to 
restore order and defeat the threat of the Whisperers. 
The GM should use Tal as the spokesman for Svard, 
and allow the PCs to propose plans, broker deals and 
pass on messages to other citizens though him. For his 
part, Speaker Tal will treat the Explorers like returning 
royalty and offer them pretty much anything they 
desire—after all without them it is probably only a 
matter of time before Svard itself is overrun.

The GM can use the Envoy Profile to represent 
Speaker Tal and the council and the Hired Gun or 
Oathsworn Bodyguard Profile to represent the Svard 
PDF troopers, both of which can be found in Chapter 
XIV: Adversaries & Aliens of the Rogue TRadeR 
Rulebook.
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lOCatiONs
The gas giant has literally dozens of moons ranging in size 
from hunks of rock only a few kilometres across to some that 
are almost small planets in their own right. Over the centuries, 
most of these have been extensively explored, and nearly all 
bear the marks of Imperial settlement. In its current state of 
decay, however, only three of the moons remain inhabited: 
Svard—the largest moon and site of the systems’ primary 
settlement, Silence—a religious retreat and location of the 
Saint Tower, and Cog—the system’s main industrial site. The 
only other inhabited location is the orbital Installation 23, 
the promethium refinery. This section presents an overview of 
each of these locations, as well as development for adventures 
and encounters.

the storm

The storm is a constant and visually spectacular effect that 
surrounds much of the gas giant and constantly engulfs its 
moons. Caused by the diminishing gravity of the planet, it 
is literally the world bleeding into space, creating streams of 
vapour and particles some hundreds of thousands of kilometres 
long. Visually it looks like the gas giant is shrouded in fog, 
the ghostly shadows of its moons occasionally appearing 
and disappearing beneath its shifting blanket. Only Svard—
the ice moon for which the system is named—breaks the 
storm’s surface, riding across its turbulent clouds and twisting 
currents like an island caught in the onslaught of the sea. 
The storm does not, however, have a great affect on the lives 
of those that live on the moons. Apart from blotting out the 
stars and filling the skies with great crimson ribbons of cloud 
the vapour, it is mostly harmlessly deflected by what passes 
for atmospheres on Svard, Cog, and Silence. The same cannot 
be said for void-farers, like the Explorers, who must cross 
the storm to reach the moons. Such a voyage—even though 
it is only a few hundred thousand kilometres—comes with 
the perils of scrambled sensors and the constant assault of 
the storm on the vessels void shields. Helmsmen must rely 
on instinct as much as anything to guide their vessel to its 
destination, peering ahead into the gloom searching for 
shapes and shadows as they loom out of the cloud.

BravIng the storm

During their time in the Svard System, the Explorers 
will have to cross the storm to reach its various moons, 
and only when making their initial arrival on Svard will 
they be able to approach through open space. Though 
the distances are not great by even stellar standards, 
these crossings will provide the PCs with a challenge. 
Later in the adventure, when they are forced to fight the 
minions of the Yu’vath, or even the Whisperer itself, it 
will probably be within the storms turbulent embrace.

The storm will have the following effects on all 
vessels (with the exception of the Whisperer):

clouDeD sensors

All Tests when using sensors at distances between 
10 VUs and 15 VUs are at –30. All Tests at distances 
greater than 15 VUs automatically fail. Failures of tests 
when using sensors will result in sensor ghosts and 
other false readings.

sluggIsh movement

All manoeuvring tests are at –10 in addition to any 
other bonuses or penalties due to the power of the 
storm. Vessels can however ‘ride’ the storm as long 
as they are moving directly away from the gas giant. 
When a ship moving away from the gas giant makes a 
successful Adjust Speed Test, the vessel may move one 
additional VU.

fouleD targetIng

The chaos of the storm means that the penalties for 
firing at long range for any ship’s weapons are doubled, 
from –10 to –20.  Any shooting at targets beyond 15 
VUs suffer a –40 to hit instead, as the ships are basically 
firing blind. 
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Svard:  
The Ice Moon

The namesake of the system, and the gas giant’s largest 
moon, Svard is the primary settlement within the 
system. From here, the Crystal Council (so named for 

the ice hive from which they rule) commands the rest of the 
moons and maintains a tenuous tie to the Imperium. It is a 
cold and inhospitable place where survival on the surface is 
practically impossible, the moon’s thin atmosphere trapping 
precious little heat. As a result, the original settlers built vast 
domes of snow and ice, creating entire cities sheltered from 
the harsh elements. Over time, these domes grew until they 
became frozen hives clustered across the moon’s surface like 
icy stalagmites. With a population in the millions, Svard was 
once hugely prosperous, reaping the resources of the other 
moons and the fuel rich liquids of the gas giant below. Ruled 
over by the Crystal Council and protected by thousands of 
well trained and equipped PDF troopers, Svard was a picture 
of thriving Imperial power.

Now, however, the rise of the Whisperers and their crippling 
effect on the population’s morale and infrastructure has dealt 

Svard a terrible blow. Industry and trade have diminished to 
almost nothing as contact has slowly been lost with each of 
the other moons. Violence has become rife as Whisperers 
infest the hives, appearing and disappearing before the PDF 
can arrive in force, and people are scared of everyone—never 
knowing who might or might not have felt the touch of 
the Whisperer. When the Explorers arrive, they will find a 
world slipping into ruin and decay whilst its leaders stand by 
powerless to combat a threat beyond their ability to predict 
or control. It is a grim place, made grimmer by the vile frozen 
weather and its terrified, weary inhabitants.

DevelOpmeNt
As soon as the Explorers arrive on Svard they will be invited to 
an audience with Speaker Tal and the Crystal Council. Along 
the way, they will get a first hand view of the decay that is 
setting into the ice hives of Svard; crumbling tunnels, rusting 
machinery, and hungry, tired-looking citizens. Meeting with 
the council in their vast glittering chambers atop Hive Iceholm, 
they will be able to learn about the Whisperers (to the limits of 
Speaker Tal’s knowledge) and the decay afflicting the system. 
Speaker Tal will reveal the following things to the Explorers:
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Rise of the Whisperers:•	  He can relate to them what he 
knows about the coming of the Whisperers and how they 
have taken over all the moons save Svard. Though he does 
not know the source of the whispers (and the existence 
of the Whisperer), he does suspect some kind of alien 
influence at work.
Fate of the Envoy:•	  Tal does not know the fate of the 
Envoy, only that he left Svard some time ago to investigate 
the rest of the system and try and find the leaders behind 
the Whisperer uprising. He believes that the Envoy was 
going to visit Silence first—seeking out its ancient records 
of the system.
State of the System:•	  Tal will be very clear to the Explorers 
that Svard now stands alone, having lost contact with the 
other moons. He will also tell them that without the fuel 
from Installation 23 or the heavy industry of Cog, their 
economy and PDF have been crippled. 
Location of the Moons:•	  He will also be able to give 
them the locations of all known moons and installations 
in the Svard System and their purpose insofar as he knows. 
He will also enlighten the Explorers about the storm and 
its known dangers.

After the council has offered up its information, it makes 
an impassioned plea for the Explorers and Keel to help them 
restore order to their system. Speaker Tal also makes much 
of the Explorers’ dynasty returning to save ‘their’ settlement 
from destruction, and insists on throwing them an extravagant 
banquet to honour them and announce their arrival to the 
whole of the moon. During all of this, Keel remains in the 
background and out of politics, ceding control to Savrd’s 
‘rightful’ masters. All of this will, of course, come with the 
expectation that the Explorers are going to organise the defence 
and cleanse the system of the influence of the Whisperer.

Tal will even go so far as to pledge a company of 500 
Svard PDF to the Explorers. These men are now fully under 
the control of the PCs with the intention of aiding them in 
their efforts to reclaim the lost moons. Of course, when they 
are gone, no more replacements are available, and Speaker Tal 
will take a dim view if the Explorers come asking for more 
should the troopers perish horribly.

If the GM wishes, he may keep a running tally of these 500 
PDF troopers during and after any combat they are involved 
in. 

whIsperer attacK

Shortly after they arrive, the Explorers will have a run in 
with their first Whisperers. This is the Whisperer testing their 
resolve and abilities. A group of Whisperers will launch an 
ambush on them somewhere on the ice moon—either in 
the cramped tunnels of an ice hive whilst they are on route 
to see the council or even during the banquet held in their 
honour—see Creating a Whisperer Encounter above.

Whilst on Svard, the Explorers can also investigate 
additional avenues of profit and ways to restore the 
productivity of the planet—see Endeavours below.

enDeavours

These are Endeavour seeds that the GM can fully flesh out 
using the rules for Endeavours from Chapter IX: Playing 
the Game of the Rogue TRadeR Rulebook. 

refuel the Fleet  
(Greater, military)

Svard’s fleet of system ships is rusting at anchor around 
Svard—lacking the parts from Cog or the fuel from Installation 
23 to fly. On behalf of the PDF, and by extension the council, 
the Explorers can attempt to remedy this situation, though 
it will involve seizing control of (or raiding!) both Cog and 
Installation 23 for resources.

restore the trade routes  
(Greater, trade)

Without resources or trade, Svard is slowly dying. The 
Explorers can attempted to restore a trade route to a nearby 
system or even Footfall—though Svard has a reputation as 
dangerous, so they will need to broker very favourable deal 
to get merchants to make the trip. Even a few such shipments, 
however, could make all the difference.

luxuries for the Council  
(lesser, Criminal)

In hard times there are those, especially the rich and powerful, 
who refuse to suffer. Either during the banquet or after, the 
Explorers will be approached by councillors interested in 
the procurement of luxury items now unavailable in Svard. 
Agreeing to help will mean importing them somehow and 
keeping it quiet—but the councillors are willing to pay well.
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aDDItIonal locatIons

Svard is a big place, and in this adventure, only a few of its most important moons have been detailed. If the GM wishes, 
there is certainly room to add additional locations. Over the course of the system’s existence, settlements have come and 
gone, leaving behind decaying orbital stations, empty mining facilities, and the ruins of industrial installations. If the 
GM wants, he can have Speaker Tal and the council tell the Explorers about these locations and provide them with a 
rough idea of where they might be found. Some possible ideas for additional location in Svard could include:

the cItaDel of psyKers

An ancient solar station and its void born inhabitants have become lost within the storm. As a result of the gas giant’s 
diminished and erratic gravity shadow, the station’s orbit has strayed far from the rest of the moons of Svard. Alone 
and cut off, the void born are facing constant raids by Whisperers from Installation 23, though they themselves, thanks 
to their psychic heritage, have resisted the call of the Whisperer itself. If the Explorers can find and rescue them, their 
council of psykers could be quite an asset.

the hollow worlDs

Many of the smaller moons of Svard have been mined hollow over the centuries and then abandoned. When the 
Whisperers began to plague the system, some citizens fled to these ancient empty mines hoping to escape notice and 
outlast the troubles. Unfortunately, there is no place in Svard to hide from the Whisperer, and eventually its influence 
turned the citizens against each other in bloody battles to the death. Left behind is their horded equipment, making a 
tempting cache for any Explorer bold enough to venture into the dark caverns to find it.  

the hIDDen Jungle

Svard’s many moons provide plenty of privacy for those who seek it, and more than one enterprising individual has laid 
claim to one for his illicit cargos or secret experiments. One such moon is Kybu, its subterranean tunnels teeming with a 
jungle of alien fungus created by one of Cog’s magos. Filled with floral horrors such as leech-weeds and splinter-vines, 
the subterranean jungle is also a source of rare and powerful drugs, which the Explorers could harvest for profit or use 
to boost the fighting prowess of their soldiers.

The GM can also give the Explorers a reason to visit these places by creating Endeavours associated with them. For 
information and ideas on Endeavours, see Chapter IX: Playing the Game of the Rogue TRadeR Rulebook.
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Silence: The 
Saints Tower

Wherever traces of the Imperium can be found, so too 
can the shadow of the Imperial Cult and the faithful 
of the God-Emperor. In Svard, these faithful have 

created the Saints Tower. Whilst the Ministorum maintains 
numerous shrines and temples on the moon of Svard, more 
extreme elements of the faith, led by a master sculptor named 
Quiva, decided to settle one of the nearby moons for their own 
purposes. Dubbed Silence, the moon is, in reality, just a large 
asteroid perhaps a few hundred kilometres in diameter. With 
no atmosphere or gravity to speak of, Quiva and his followers 
constructed a tower fortress, shielded from the void by energy 
fields and held firm to the rock by powerful gravity sinks. 
Obsessed with perfection, Quiva used the tower as a workshop 
as he and his followers strove to create a statue of one of the 
Emperor’s saints to rival the greatest works of the Ecclesiarchy 
and prove his lasting devotion. Quiva died before his work was 
ever completed. However, his followers and their descendants 
carry on the quest. So far, they have not been successful, and 
Silence is littered with their mistakes. Scribes and attendants 
scour the tower’s vast libraries for new saints for the faithful 
artisans to sculpt—each time, hoping that this saint’s statue 
will contain the inner light and perfection to make Quiva’s 
vision a reality.

Saints Tower is also the oldest continually maintained 
settlement within the Svard System, and among the reams of 
volumes on saints and the Imperial Cults can be found records 
dating back to the settlement of the moons. It is here that the 
Explorers will find the most information on their ancestors 
in meticulously kept tomes written by Quiva himself during 
the founding. Unfortunately for the Explorers, with the rise of 
the Whisperers, contact with Silence has been lost. It has been 
years since anyone from Svard has had contact with the tower. 

DevelOpmeNt
The Explorers will likely go to Silence to find the Envoy or 
to try and find detailed records of their ancestors and the 
founding of the system. Keel will also be keen to investigate 
Silence for evidence of his brother. Crossing the storm and 
landing on Silence is easier said than done, and the GM 
should emphasize the dangers of even such a short voyage as 
their ship is tossed about in the particle wash. The GM could 
also have the Explorers have a brief run in with a Void Wasp 
(see page 26) which will make a few strafing passes and then 
vanish into the storm leaving the Explorers to wonder what 
it was.

When the Explorers arrive at Silence, they will see its 
tower looming out of the storm, the waves of gas and vapour 
rolling off its pressure dome. To land, they will need to take 
a shuttle, setting down just inside the dome where the air is 
thin but breathable. There are no Whisperers on Silence—in 
fact, there is no life at all. The whole tower is under the effects 
of a Yu’vath Dark Lament which has been installed by the 
Whisperer to defend it. A Dark-Energy construct, the Lament 
has infused itself within the very structure of the tower and its 
contents, turning the very environment into a weapon against 
intruders. See page 18 for more on the Dark Lament.

Saints Tower is divided into four sections, each with its 
own perils:

garDen of BroKen saInts

This is the first thing the Explorers will see as they leave their 
shuttle. Before them will be the broken remains of Quiva’s 
failures stretching out for hundreds of metres all around 
the base of the tower. If they come in force then they will 
be in for quite a battle to even reach the base of the tower. 
The Lament will begin with a measured response, animating 
statues in equal amount to the trespassers. This means that 
if the Explorers send 100 PDF troopers to ‘secure the area’ 
they are likely to start a full-scale battle. Few of the statues 
are whole, often missing heads, limbs, or even most of their 
torsos, and so they will create a limping, crawling mass of 
stone which is terrifying to behold. 

Guidelines for running mass battles can be found on page 
292 of the Rogue TRadeR Rulebook.
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statues of the DarK lament

Brought to life by the will of the Dark Lament, these are 
juggernauts of living stone with but a single purpose: to kill. 

Dark lament (statue) profile

ws Bs s t ag int per wp Fel
(8) (8)

43 — 44 41 11 37 32 40 ––

Movement: 1/2/3/6    Wounds: 15
Traits: From Beyond, Improved Natural Weapons, Natural 
Armour (4), Natural Weapons, Unnatural Strength (x2), 
Unnatural Toughness (x2). 
Weapons: Fists and Stone Blades (Damage: 1d10+8)
Armour: 4 (All)

sIlent heart

These are the servants’ quarters and stores of the tower. It is 
known as the Silent Heart for the mute lay priests who met the 
sculptors’ needs. The GM can build up the tension here after 
the carnage of the battle outside; it is silent and still, littered 
with broken bodies and shattered furniture. This was also the 
place where the inhabitants of the tower made their initial 
stand against the Whisperers, and it is still littered with the 
detritus of battle—desiccated corpses, spent casings, and scorch 
marks. Since the Explorers managed to defeat the statues and 
gain entrance, the Lament will only be observing them whilst 
they make their way through these levels, only keeping them 
on edge by creating shadows, rattling doors, and smashing 
glass. Though Explorers are made of sterner stuff, the GM can 
have any retainers become badly rattled, perhaps even firing 
at shadows or refusing to go unless persuaded otherwise (this 
could be reflected with an Explorer making a Difficult (–10) 
Command Test to push his men on).

Beyond the upper most level of the Silent Heart, stairs will 
lead the Explorers (and those retainers not mangled by traps) 
into the Hall of Names.

hall of names

This area is a huge library with towering stacks of books 
and scrolls creating narrow valleys for scribes and scholars to 
pass. There is far too much information here (mostly records 
of Imperial Saints and their exploits) for the Explorers to 
process. However, with a Challenging (+0) Search Test 
they will be able to learn from one of the library indexes that 
the volumes they seek are held in the Nave above.

Whilst they explore this area, the Lament will once again 
make its presence known. If the Explorers are still with a 

large group of retainers, the Lament will try and isolate 
small groups, crushing them with animated shelves 

and desks or by flinging books. The GM shouldn’t 
feel the need to play out these combats, and the 

Explorers can arrive just in time to find only 
bloody bodies. The Lament will try at least 

one major attack against the Explorers however, creating an 
avalanche of books and scrolls and then sending in a pair 
of hulking animated spiral pillars. Use the profiles for Dark-
Energy statues above. However, increase its Strength by 10 
and its Agility by 30. Because of the waist-deep layers of paper 
and tomes, the Explorers will have their movement halved 
until they can defeat the snakelike pillars or free themselves 
from the area. Using flame weapons here is also a very, very 
bad idea. If the piles of papers ignite and the Explorers do not 
work quickly to extinguish them, the room becomes engulfed 
in flame in less than a minute (see page 260 of the Rogue 
TRadeR Rulebook for the rules of catching on fire).

sculptors nave

The Nave is a giant vaulted chamber crafted to the glory of the 
Emperor. This was where the sculptors performed their holy 
work, and also where they made their final stand against the 
Whisperers. The large circular room is about 60 metres across 
and filled with a forest of pillars—each covered from floor 
to ceiling with the faces of saints. It is also littered with the 
desiccated remains of sculptors and Whisperers alike, heaped 
around the grand altar to the Emperor, behind which stands a 
massive 7 metre tall statue of the Emperor wielding a sword. 
Probably as no surprise to the Explorers, this massive statue will 
begin to glow with a black light and shudder to life. Mustering 
its power, the Lament will animate the statue and attempt to lay 
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waste to the Explorers. Use the profile for Dark-Energy Statues 
above. However, increase all its Characteristics by 20, and add 
30 more wounds. In addition, its blade possesses the Warp 
Weapon Trait. Ironically, when the Dark Lament takes control 
of the Emperor’s statue, it gives the PCs a chance to destroy 
it forever, as it must invest its total energised form to animate 
such a large object. This means that it is then vulnerable to both 
psychic powers and massive damaging attacks. The GM may 
also wish to allow particularly pious members of the group to 
invoke the power the Emperor in the face of the blasphemy 
of an alien horror possessing His image. This can be achieved 
with either a Difficult (–10) Willpower Test or a suitably 
impassioned prayer by a player. The exact effects of this are up to 
the GM, but could include a +10 bonus to the pious Explorer’s 
damage or even a reduction of the Lament’s Characteristics 
by 10 as its power is diminished. As the Lament fights, the 
faces will also scream, defying the Explorers and making verbal 
communication near impossible beyond a few metres. Once the 
Lament has been dealt with, the Explorers can then have a 
better look around. If they search the Nave, they will uncover 
the tomes they are seeking which contain some enlightening 
information about the nature of the Whisperer—essentially, the 
GM can tell them the tale of their ancestor’s misdeed.

enDeavours

These are Endeavour seeds that the GM can fully flesh out 
using the rules for Endeavours from Chapter IX: Playing 
the Game of the Rogue TRadeR Rulebook. 

plunder the library  
(lesser, Criminal)

Once the Lament has been purged, the Explorers will be free 
to plunder the tower—assuming they have not damaged it 
too greatly. Of greatest value is a collection of proscribed 
texts hidden in the library. However, finding buyers can be 
difficult, as many of those who would seek such works are 
dangerous to know.

the perfect statue  
(lesser, Creed)

The Explorers may learn about Quiva’s work from the texts 
and stories he has left behind. With the sculptors scattered 
and their leaders dead, the Calixian Ecclesiarchy would still 
pay well for examples of their work—some of which may 
still exist either hidden within the Nave of buried out in the 
Garden of Broken Saints.

missing sculptors  
(lesser, exploration)

On learning of the fate of Silence, Speaker Tal will offer a 
bounty for the return of any sculptors still alive and hiding 
elsewhere in the system. Some may have fled to abandoned 
moons, or even been taken by the influence of the Whisperer 
and ended up on Cog or Installation 23, whilst others may 
not even be in the system anymore.

Cog: The 
Industrial 

Moon
When Svard was settled, the ice moon was deemed 

unsuitable for heavy Imperial industry—its ice 
covered mantle too weak and constantly shifting. 

There was also a fear that the waste caused by such industry 
could even melt the world itself ! To combat this, the settlers 
moved the bulk of their heavy manufacturing to a smaller, 
rocky moon nearby. On this moon they built a huge factory, 
which became known as the Cog, since it was the cog in the 
gears that made Svard turn. Years after its creation however, 
the settlers discovered that Cog created too much waste for 
the moon’s weak atmosphere to process, to the point where it 
was beginning to damage the factory itself. Too expensive to 
ship off-world, they instead settled on a more lasting solution, 
and moved the factory to another part of the moon away 
from the corrosive slag heaps it has spawned. Inevitably, the 
problem returned with the waste, and the factory was moved 
again. At this time, they also discovered that the waste at the 
original factory site was no longer so lethal and thus no longer 
hazardous to the factory. This situation led to the creation of 
a system of tracks, carved into the surface of the moon along 
which the factory could travel—always staying ahead of its 
prodigious and volatile waste and returning years later once 
that waste was no longer harmful. To maintain the Cog, a 
small cadre of Tech-Priests led by Magos Tevla are in constant 
attendance, overseeing the army of servitors and regular 
workers and monitoring its output. They also decide when 
the corrosion levels get too high and supervise the Cog’s 
lumbering journey to its new site.

At the time of the Explorers arrival, Svard has 
had little contact with Cog for several years, and 
few ships that venture to the moon in search 

yu’vath DarK-energy 
constructs

Of far greater danger to the Explorers than the hordes 
of Whisperers infesting Svard are the Yu’vath Dark-
Energy Constructs. These are the forgotten weapons of 
the ancient war that raged across the Expanse during 
the time of Saint Drusus and the Angevin Crusade. 
Of these, the Whisperer is the most powerful, an 
alien battleship shaped from warp energy and dark 
technology. However, there are others scattered across 
the system. These include the Dark Lament; a complex 
warp energy web that the Yu’vath would lay over ground 
or structures to turn the very environment against their 
attackers and the Void Wasps; Yu’vath interceptors.

For more details on the Yu’vath, refer to page 359 of 
the Rogue TRadeR Rulebook.
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of goods and materials ever return. It is generally feared that 
Cog is now completely in the hands of the Whisperers and that 
Magos Tevla has been slain—though even the Crystal Council 
cannot know for sure. More than any of the other moons, Cog 
is vital to the survival of Svard, and if the Explorers can reopen 
trade with it, the benefits will be great indeed.

DevelOpmeNt
The Explorers will have to travel to Cog if they wish to 
restart Svard’s industry. Reclaiming Cog will also go a long 
way to diminishing the Whisperers’ power in Svard as well as 
presenting them with the chance to make some useful allies in 
the form of the Mechanicus Magos. Unlike Silence, however, 
taking Cog is no easy feat. Thousands of Whisperers infest the 
factory, and several Void Wasps and Whisperer system ships 
protect it from orbit. Aware that there may be stiff resistance, 
Keel will suggest some kind of recon before making a landing 
in force—however, the GM should let the Explorers devise 
their own plans. It is possible that they may be able sneak in 
if they can successfully slip past the Whisperer vessels in the 
storm by taking a small vessel like a guncutter, though this will 
require a Hard (–20) Pilot (Spacecraft) Test.

Approaching the toxic moon in force will prompt immediate 
action from the Whisperers. Three system ships and two Void 
Wasps (see page 26) will move out to intercept, whilst the 
Whisperers in the factory will be put on alert. See Braving the 
Storm on page 13 for the effects of fighting in the storm. 

Once the Explorers reach the polluted upper atmosphere of 
Cog (either by stealth or force), they will discover a grey world 
of slag and refuse. To find the factory they will need to first 
find the tracks it runs along—requiring a Hard (–20) Search 
Test, which they may retry every 10 minutes of searching. 
(If they are on their vessel, they may use its scanners. In this 
case the test is a Scrutiny+Detection Test) This search will be 
complicated by two factors:

Hunters in the Storm: •	 The Whisperers will be actively 
looking for the Explorers. There should be a 30% chance 
(10% if they arrived with stealth in a small vessel) every 
5 minutes of searching that they will be intercepted by a 
system ship or Void Wasp. Even if they do not run afoul of 
enemy vessels, the GM can build the tension with sensor 
ghosts and brief contacts at extreme range.
Acidic Atmosphere: •	 Cog’s atmosphere is so volatile that 
if the Explorers choose to leave their main ship and proceed 
to the surface in a shuttle, the atmosphere will begin to 
corrode it. Every hour their shuttle is unprotected in the 
atmosphere, its control systems will begin to degrade. 
This will increase the difficulty of all Piloting Tests for the 
shuttle by one degree per hour, and if the shuttle remains 
in the atmosphere for more than five hours, it will become 
unusable (and may crash!). The Explorers should be aware 
of this slow degradation as they watch the outside of their 
vessel start to rot away, reminding them that they are on a 

tight time limit.
Once they locate Cog, a lumbering tower of 
machinery, gantries and cranes rising up almost 

500 metres from the slag below, they will need 
to decide how to get in. There are three 

outer areas to the macro-factory. When the Explorers get close 
enough to see the factory, they will also be able to pick up a 
weak vox transmission from Magos Tevla. This is a repeating 
message in Mechanicus binary (Mechanicus characters and 
those with any appropriate skill will be able to decipher it at 
the GM’s discretion—the Whisperers have not) that will tell 
the PCs that the Mechanicus still holds the central control 
chambers against the Whisperers and that they should not try 
a frontal assault. It suggests they use the lower workings of the 
factory, where it rests upon the tracks, as a way in.

upper worKIngs

The upper decks of Cog are covered with huge shielding 
plates and cloud-vanes to help deflect the atmosphere. There 
are a number of shuttle and transport hangers—though all 
have been sealed tight with heavy suspensor locks and would 
require significant firepower to open.

welDIng DecKs

Below the Upper Workings are a honeycomb of tunnels and 
accessways sealed off from the atmosphere by pressure doors 
and void-seals. This is where most of the Whisperers can 
be found, maintaining the basic function of the factory and 
guarding its entrances.

Sneaking into either of these areas will be extremely difficult 
as there are regular Whisperer patrols—heavy suited Whisperers 
walking the landing points and upper dome armed with heavy 
weapons such as lascannons and missile launchers. An all out 
assault will also prove costly, not least because without heavy 
void-suits or their equivalent, a human can only last a few 
minutes outside (this equates to 2d10 points of damage every 
10 seconds, only reduced by AP once—after which the armour 
is destroyed—and not reduced for TB). Once inside the maze 
of corridors, it will take hours (if not days) to clear.

Finally, even if the Explorers should clear the Upper 
Workings and Welding Decks, the Whisperers will retreat into 
the core of factory and seal the suspensor locks behind them 
before starting to systematically destroy it from within. The 
GM should allow the PCs plenty of warning when this is about 
to happen—and unless they have come up with a very good 
plan to swiftly eradicate the Whisperers, they will need the 
Magos’ help.

the great carrIage

The base of the factory is, in essence, a giant train carriage; a 
tower of suspension bars and coils some several stories high, 
all resting on hundreds of massive iron wheels. Even from a 
distance, the Explorers should be able to see that the carriage 
has numerous gaps between the suspension and wheels at its 
base, all of which could be potential entrances to Cog. To get 
in, however (assuming they are in a shuttle), they will need to 
make a Challenging (+0) Pilot (Spacecraft) Test to swoop 
in past the machinery. Once inside, there are numerous areas 
to land, though they will need to proceed on foot (and brave 
the atmosphere), climbing the workings that tower dark and 
rusting above them.
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If the GM wants to make things more difficult for the 
Explorers, he can have them run into a group of Whisperers 
here, creating a tense battle as the atmosphere eats away at 
their suits or armour. (See Creating a Whisperer Encounter 
on pages 11-12) 

 At the top of these workings, they will find sealed entrances 
to the lower workings, just below the welding decks. The 
access locks to this area will need to be breached. This can 
be accomplished with a Challenging (–10) Security Test 
or by destroying the security doors. This is easier said than 
done, however. Consider the doors to have 20 armour and 10 
wounds for these purposes. Once beyond these, the Explorers 
will be protected from the corrosive atmosphere (unless they 
breach them in a particularly violent manner!). 

heart of Iron

Climbing up through the gantries and ladders of the lower 
workings, the Explorers will find the oil feeds for the inner 
workings of the Great Carriage. This is their way into the 
core of Cog. It will, however, require a few hours of trudging 
through slimy dark tunnels. Once in the inner corridors of 
Cog, the Explorers will be able to meet with Magos Tevla and 
the Mechanicus, probably through an internal vox whilst being 
targeted by heavy bolter turrets. It will then fall to the Explorers 
to convince the Magos they are there in his best interests. The 
Explorers might also be suspicious of Tevla and whether he 
has fallen to the Whisperers. The GM can role-play this out, 
and should encourage the Explorers to use Interaction skills to 
sway the Magos. Of course, the best argument they can give 
him is that they will save his installation and bring it back to 
working order. 

pUrGiNG tHe 
wHisperers
To fully take control of Cog, the Explorers will need to purge 
the Whisperers. There are a few ways to do this:

Massive Attack:•	  If the Explorers can commit a few 
thousand men and heavy weapons to the fight, then over 
time they will back able to clear out the Whisperers. The 
GM can have the losses of the PC’s troops based on how 
well they are commanded. Assume that there will be 50% 
causalities. Then have one Explorer, acting as the general, 
make a Challenging (+0) Command Test. Each degree 
of success reduces this number by 10% whilst each degree 
of failure adds 10% to it. Alternatively, the GM can run 
this as an Exploration Challenge (see page 263 in the 
Rogue Trader Rulebook), combining the efforts of several 
characters and allowing the use of the Command Skill as 
an Exploration Skill in this instance.
Point Defence:•	  If the Explorers make contact and gain 
the trust of Tevla, he will be able to help them out by 
activating the factory’s internal defensive weapons—
concealed turrets, energy webs and detection grids. Not 
enough to completely purge the Whisperers (hence why 
he has not used them so far), it will make the job of any 
attacking troops much easier.

Opening the Storm Shields:•	  A risky but effective tactic 
is, with Tevla’s help, to open the storm shields and void-
seals and let the corrosive atmosphere rage throughout the 
factory. Over the course of about a day this should kill all 
unprotected life, though it will also cause extensive damage 
to Cog’s inner workings, requiring weeks if not months to 
repair even with the full support of the Explorers.

There is, of course, no reason that several of these options 
cannot be combined, and the GM can allow clever plans and 
combinations of tactics to clear out Cog sooner with less 
damage to the structure.

enDeavours

These are Endeavour seeds that the GM can fully flesh out 
using the rules for Endeavours from Chapter IX: Playing 
the Game of the Rogue TRadeR Rulebook. 

repair the track  
(lesser, exploration)

During the reign of the Whisperers, the great tracks that Cog 
runs on have fallen into disrepair and become fractured. The 
Magos no longer have the manpower to find and repair all 
the breaks and want the Explorers to do a low orbit sweep. 
To succeed, they will need to find a way of surviving the 
atmosphere and avoiding those Whisperers that remain.

survey the system  
(lesser, exploration)

Since the rise of the Whisperers, the Magos have noted changes 
in the storm’s intensity. They believe this might be affecting 
the orbits of the moons and need the Explorers to do a survey. 
This is not without danger, as it involves extended periods 
within the chaos of the particle wash and the possibility of 
running into Whisperers, Void Wasps or worse. 

artefacts of the yu’vath  
(Greater, Criminal)

If the Explorers spend any time on Cog speaking with the 
Magos, they will meet a group of tech-priests dedicated to the 
study of Yu’vath artefacts. If they can secure these artefacts 
(such as the remains of a Void Wasp or a Bone Warden), and 
then sneak them out of the system to a secure location, the 
Tech-Priests are willing to pay well.
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Installation 23 is a massive low orbital station and promethium 
refinery (located only a few thousand kilometres from the 
gas giant’s surface and well below even the lowest of the 

moons). About two kilometres in length, the station looks like a 
great irregular disk dotted with fuel silos and filtration tanks. In 
its centre, a great command and control dome rises up, providing 
living quarters for its crew and a foundation for its huge void 
shield emitter. Without this, the particle wash coming off the 
gas giant would rip the station apart. Built shortly after the 
system was settled, it quickly became Svard’s primary source of 
promethium and heavy plasma fuel production. 

It was placed so far from the other moons for two reasons: 
the first was so that its fleet of vapour mining vessels would be 
close to the rich base of the storm, and the second was so that if 
there was any kind of accident it would be far from the nearest 
settlement. There were fears that, if exploded, the resulting 
fireball could ignite the hydrogen rich storm and literally set 
the sky on fire. No one knows for sure what this would mean 
and if such a firestorm could burn long enough to reach even 
the closet moon—but it was considered dangerous enough to 
the survival of the system not to risk.

By the time the Explorers arrive, Svard will have had 
no contact with the station for many years. What was once 
the pride of the system and its seemingly endless source of 
energy has become a dark secret to be muttered about behind 
closed doors. Even the Crystal Council are uncomfortable 
when speaking of Installation 23. It was there that the first 
Whisperers appeared, and it was there that some of the greatest 
atrocities in their name were committed. At first, the Council 
tired to send men and ships to protect the station, but so many 
of these were turned by the Whisperer that they soon gave up, 
surrendering the installation to its new masters. There was even 
a plan by Speaker Tal to destroy the station, though the council 
was fearful of the effects this plan might cause. It was scrapped 
when they realised the Whisperers didn’t seem to be using it as 
a base to stage attacks or to fuel a fleet for the invasion of Svard. 
Whatever the Whisperers have been doing on Installation 23, 
the council has no idea. If the Explorers want to find out, they 
will have to go and see for themselves. 

DevelOpmeNt
Reaching Installation 23 is a significant challenge in itself. 
This is in part due to the ferocity of the storm this close to 
the gas giant and also because the Whisperers have altered its 
orbit, changing its charted location.

a raInDrop In the wInD

Here are a few ways the Explorers can locate Installation 23:
Interrogation: •	 The Explorers may be able to squeeze 
the information out of the mind of a captured Whisperer. 
This is not easy, however. Any relevant tests, be they 
Interrogation Skills or psychic powers, should suffer at 
least a –20 penalty with failure resulting in the death 
of the Whisperer. Of course, if the Explorers have no 
qualms, there are plenty more to question…
Exploration: •	 Making forays into the depths of the storm, 
it is also possible that the PCs may find the station. Once 
again, this will require psychic skill, navigator powers or 
several Very Hard (–30) Navigation Tests, with each 
failure resulting in more empty space. This task may also 
be complicated by frequent attacks by Void Wasps and 
Whisperer system ships. 
Annihilation:•	  Finally ,the Explorers could simply purge 
all the moons, asteroids, and orbitals of Whisperers, 
and shoot down every Void Wasp or system ship they 
encounter. After a while, they should be able to deduce 
where reinforcements are coming from and follow the 
trail back down through the storm to the doorstep of 
Installation 23.

Once the Explorers are able to recon the station, the 
GM can show them Map on page 23 so they can plan their 
attack.

assault on InstallatIon 23
An attack on the promethium refinery will prove even more 
difficult than the taking of Cog; something the GM should 
make sure the PCs are aware of. This is the main Whisperer 
stronghold in Svard, the concentration of their military power 
and the direct link to whatever is controlling them. As with 
Cog, it is possible to sneak in if the Explorers use a small enough 
ship and have a good pilot. However, once on board, they will 
discover themselves surrounded by thousands of Whisperers. 
They may wish to do this if they want to either find the Envoy 
or take out vital systems like the void-shield array.

An assault on the station is, however, the only real way to 
take it back. To do this, they will need to neutralise the four 
system ships and three Void Wasps that are defending it, as well 
as silence the station’s guns. 

The four system ships are deployed close to the station 
(within five Void Units), and are currently in the process of 
taking on supplies or are docked with the station. When (or if ) 
combat ensues, they will suffer the effects of Surprise during 
their first turn as they scramble frantically to prepare for combat. 
The Void Wasps are patrolling around a perimeter to intercept 
opponents before they can close with the station. Each one 
should be at least 10 VUs from the station and each other. 

Installation 23:  
The Promethium Refinery



2323

W
hi

sp
er

s 
on

 t
he

 S
to

rm



242424

W
hispers on the Storm

One way to capture the station is to close with it and attempt 
to board it using the space combat rules. At that point, it is up 
to the GM whether he wants to use the abbreviated rules for 
resolving boarding actions, or make things a little more detailed. 
If the Explorers want to get in on the action, the GM should 
consider running them through a series of running battles and 
missions. Meanwhile, the larger boarding action can be going 
on in the background. Remember, rounds in space combat are 
longer than regular combat rounds. The Explorers may be able 
to fight several short, intense combats in the time it takes to 
resolve one round of the larger boarding action. 

The main boarding action should focus on assaulting and 
capturing the Tanker Dock and then storming the Primary 
Biosphere and Control Sector. If the GM wants to give the 
Explorers specific objectives they wish to accomplish personally, 
here are some possibilities:

The Primary Biosphere Control Centre will be heavily •	
guarded. However, controlling it will give the Explorers 
control over the main living quarters on the station. They 
can seal off whole sections with blast doors, trapping the 
Whisperers inside—or, they can simply vent them into  
the void...
The station’s central command bastion will also be heavily •	
guarded. It is protected with blast doors and other, more 
esoteric defences. If the Explorers can find an alternate 
way around those defences (say, through air ducts or 
up a transit shaft), they may be able to take the bastion 
by surprise. Once in control, they can raise or lower the 
shields and control its guns. 

The GM can play this out as a series of battles along corridors 
and through void-locks. If the Explorers choose to lead from 
the front or over a vox link, the GM can use the guidelines for 
mass combats in the same manner as the attack on Silence or a 
Command skill check as detailed in the assault on Cog. 

The GM should use the Profile for a Wayfarer Station from 
Chapter VIII: Starships of the Rogue TRadeR Rulebook to 
represent Installation 23. 

Flash! Bang!

The primary danger in any fighting in or around Installation 
23 is that the station might suffer a critical hit and explode. 
This will be very bad for all involved. All the GM needs to 
remember is:

The station will explode if it suffers ANY critical hits.•	
The Explosion counts as a Plasma Drive Explosion •	
critical as detailed on page 222 of the Rogue TRadeR 
Rulebook.

meetIng wIth the envoy

Once they reach the station’s control room, or if they are 
about to blow the station into atoms with their ship, the 

Whisperer will speak to them through the Envoy. 
The Envoy is Keel’s brother, and physically looks 
very similar. However, the cold light of the warp 

shines through his eyes, and his will has been 
totally dominated by the Whisperer. Should 

the Explorers come across him personally, 

he will be unarmed and will not fight them. He is more 
than willing to surrender, and speak to the Explorers for the 
Whisperer. 

This is the point where they will discover the nature of the 
Whisperer and its plans. The GM should run the Whisperer as 
completely alien, devoid of hate or fear; it is simply following 
its master’s will in the destruction of the Imperium. The most 
disturbing thing is that it will recognise them and the marking 
on their vessel and welcome them back—even thanking them 
for saving it from the dark. Ultimately, it is just stalling for 
time, and cannot be reasoned with. The Whisperer-controlled 
Envoy finishes by simply telling the Explorers that their fates 
were long ago sealed by the will of the Yu’vath.

tHe wHisperer 
awakeNs
With the taking or destruction of Installation 23, the Whisperer 
knows it must intervene directly against the Explorers, and 
even though it is not fully repaired, it will rise up out of the 
storm to wipe them out of existence and lay waste to all of 
Svard. This is all-out war. The exact timing of this attack 
is up to the GM, though it should take place shortly after 
the battle for Installation 23. The Explorer’s vessel may even 
detect the disturbances in the cloud deck far below them as 
the Explorers speak to the Envoy, prompting them to race 
back to their vessel and hurriedly prepare for battle. Read 
aloud or paraphrase the following:

As you congratulate yourself on a hard-fought battle well-
won, one of your sub-officers looks up from his cogitator display. 
“Sir! You need to see this!”

The display shows a panoramic visage of the planet below, the 
storm-cloud breaking up below you to reveal an immeasurably 
vast grey-green cloudscape that stretches in all directions. As you 
watch, the clouds begin to roil and twist, as if they are being rent 
and torn by some giant, invisible hand. 

The centre of the disturbance bulges upwards, and a black 
crystal point pierces the cloud-deck. More crystals follow, 
and a huge leviathan shoulders its way up, out of the depths 
of the planet. Cloud vapour streams away from the shards, and 
violent bolts of energy arc between the orbiting crystals and the 
impossibly dark, spherical core as it accelerates towards you.

It appears, at long last, that you have found what has plagued 
the Svard System for so long. 

The Whisperer, accompanied by a half dozen Void Wasps, 
will begin with an assault on the station. Meanwhile, any 
surviving Whisperers will rise up on each of the moons and 
attempt to launch an attack on Svard itself. First among these 
is the destruction of the Explorers—and Installation 23 if it 
still stands.

 The GM can also complicate matters by having Keel turn 
on the Explorers once he knows the Envoy is alive (although 
this is not at all recommended unless the Explorers have a ship 
at least as large as a light cruiser. Anything smaller is unlikely 
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to survive a confrontation with The Hand of Redemption). 
Ultimately, how long and hard the GM wishes to make this 
battle is up to him, and it can either be a bloody space battle 
around the ruins of Installation 23 or a roving war across the 
whole system where the Explorers must use their hard won 
Profit Factor to raise more men, repair system ships, and push 
back the Whisperers once and for all. Once the Whisperer is 
destroyed, any remaining Void Wasps shatter apart and are 
consumed by warp-fire from within.  

CONClUsiON
With the Whisperer destroyed and Svard saved—hopefully 
mostly intact—the Explorers can take a well earned rest and 
enjoy the profits of their work (though there still may be a 
few outstanding Endeavours to finish up). Even though it will 
take years before the damage of the Whisperer War is healed, 
Speaker Tal will be overjoyed with the Explorers efforts and 
insist on more celebrations and banquets, as well as a parting 
gift of the surviving PDF Company. If Keel is still alive, he 
will disappear with little fanfare—either taking his brother 
with him or slinking off into the void. In either case, he will 
return to the Calixis Sector. The Explorers may even cross his 
path again…

rewarDs

If the Explorers have defeated the Whisperer and reclaimed 
Svard, then they have achieved a mighty task and should 
be rewarded accordingly. The GM should award players 
experience per session using either the abstract or detailed 
methods found on page 291 of the Rogue TRadeR Rulebook. 
In addition, he may also award the following bonus rewards 
to all PCs:

500xp—If any of the PDF Troopers gifted them by •	
Speaker Tal survived.
500xp—They actively tried to save any Whisperers •	
(capturing rather than killing) to free later.
1,000xp—If the Explorers managed to defeat the •	
Whisperer before it could destroy Installation 23.

The Explorers should also have garnered considerable 
Profit Factor from completing Endeavours along the way as 
detailed in each of the Locations. However, if they manage 
to capture and keep the promethium refinery intact (meaning 
that the refinery is still operational to service the Svard system 
moons), the GM should award them an additional +3 to their  
Profit Factor.
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Ships of the 
Svard System

The following are some of the starships commonly found 
in the Svard System, belonging to the Crystal Council, 
the Imperium, the Whisperers, and the Yu’vath. 

the hanD of reDemptIon

Hull: Cruiser
Class: Lunar-class cruiser
Dimensions: 5 km long, 0.8 km abeam at fins approx.
Mass: 28 megatonnes approx.
Crew: 95000 crew, approx. 
Accel: 2.5 gravities max sustainable acceleration
This Lunar-class cruiser is an incredibly powerful warship, a 
testament to the might of the Imperium. It has served with 
distinction in Battlefleet Calixis for the last five hundred 
years, before her captain, Keel, decided to take the ship into 
the Expanse to find his missing brother. 
Speed: 5   Manoeuvrability: +10
Detection: +15  Hull Integrity: 70
Armour: 20   Turret Rating: 2
Void Shields: 2
Weapon Capacity: Prow 1, Port 2, Starboard 2
Space: 75  Power: 75
Morale: 101  Crew Population: 100

essential Components

Jovian Pattern Class 4 Drive
Strelov 2 Warp Engine 
Geller Field 
Multiple Void Shield Array 
Ship Master’s Bridge 
M–1.r Life Sustainer 
Pressed-crew Quarters 
M–201.b Auger Array 

supplemental Components

Port Mars Pattern Macrocannon Broadside 
Starboard Mars Pattern Macrocannon Broadside 
Port Titanforge Lance Battery 
Starboard Titanforge Lance Battery 
Prow Torpedo Tubes* 
Armoured Prow 
Munitorium 
Temple-shrine to the God Emperor 
* The Hand of Redemption has been on extended deployment for 

almost a year. In that time, it has exhausted its stock of torpedoes, 
and may not use this Weapon Component in battle. 

system shIp

Hull: Transport
Class: any number of a variety of tankers, bulk transports, or 
void-freighters
Dimensions: .65 km long, 0.45 km abeam at fins approx.
Mass: 4.5 megatonnes approx.
Crew: 2,000 to 5,000 crew, approx. 
Accel: 1.5 gravities max sustainable acceleration 
The intersystem ships of the Svard system are slow and 
unwieldy craft, ill suited for battle, and chronically under-
crewed. Even armed with macro-weapons, they are dangerous 
to a true warship only in mass. 
Speed: 3   Manoeuvrability: –15
Detection: +0  Hull Integrity: 20
Armour: 12   Turret Rating: 1
Void Shields: 1
Weapon Capacity: Prow 1, Dorsal 1
Space: 25  Power: 20
Morale: 85  Crew Population: 85

essential Components

Class D Plasma Drive
Single Void Shield Array
Mark 1.r Life Sustainer
Voidsmen Quarters
M–100 Auger Array

supplemental Components

Main Cargo Hold
Prow Thunderstrike Macrocannons
Dorsal Thunderstrike Macrocannons
Intersystem Vessel: This vessel cannot travel through the 
warp, and does not require a Warp Drive or Geller Field. 
Intersystem ships have a Standard (30) Crew. 

voID wasp

Hull: Unknown
Class: Unknown
Dimensions: .9 km long, .3 km abeam approx
Crew: Unknown
Mass: Unknown
Accel: Unknown max acceleration
Bizarre craft have plagued the Svard system in increasing 
numbers of late. The strange and sleek craft referred to as 
void wasps are sinister amalgamations of black crystal shards 
bound together with a pulsating dark energy. The craft move 
with a bizarre grace, and their weapons are both terrible and 
powerful. 
Speed: 10  Manoeuvrability: +30
Detection: +30  Hull Integrity: 20
Armour: 18  Turret Rating: 0
Void Shields: 1
Weapon Capacity: Dorsal 1, Keel 1
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essential Components 
None identifiable via Imperial auspex devices.

supplemental Components: 

Dorsal Void-skein Rupture Cannon
Keel Void-skein Rupture Cannon
Yu’vath Gravity Sails*
*Benefits included in profile
Incomprehensible Construction: The ships of the Yu’vath 
do not seem to require the same components that more mundane 
vessels do. This vessel may not be boarded or targeted by hit-
and-run attacks, and cannot make hit-and-run attacks or board 
other vessels. Its Essential Components, if they exist, cannot 
be affected by critical hits. If the vessel is reduced to zero hull 
integrity, it is not crippled—instead it breaks up and counts as 
destroyed. This vessel has no actual crew population and no 
morale, and suffers no penalties for either in any way.

For all space combat actions, this vessel counts as having a 
crew with a statistic of 50 in all relevant skills. This vessel cannot 
perform any extended actions except Emergency Repairs.

the whIsperer

Hull: Unknown
Class: Unknown
Dimensions: approx 3 km in diameter, crystal orbit out to 6 km
Crew: Unknown
Mass: Unknown
Acceleration: Unknown
An ancient device of the Yu’vath, the Whisperer was created 
from dark warp magics and cold alien technology. Easily a 
match for most Imperial ships of the line, it also has the power 
to subvert minds and bend the weak-willed to his cause. In 
appearance, it is a massive ball of dark, reflective energy several 
kilometres across. Around it orbits a collection of monolithic 
rounded crystals, power constantly arcing between them.
Speed: 4   Manoeuvrability: +10
Detection: +30  Hull Integrity: 100
Armour: 24  Turret Rating: 0
Void Shields: 3
Weapon Capacity: Prow 2, Port 2, Starboard 2, Aft 2*, Keel 2

essential Components: 

None identifiable via Imperial auspex devices.

supplemental Components: 

2x Prow Void-skein Rupture Cannons
2x Port Void-skein Rupture Cannons
2x Starboard Void-skein Rupture Cannons
2x Aft Void-skein Rupture Cannons
2x Keel Immaterium Energy Arcs
Yu’vath Gravity Sails**
*The Aft firing arc covers the 90 degree arc facing directly to the rear 
of the Whisperer.
**Benefits included in profile

Incomprehensible Construction: The ships of the Yu’vath 
do not seem to require the same components that more mundane 
vessels do. This vessel may not be boarded or targeted by hit-
and-run attacks, and cannot make hit-and-run attacks or board 
other vessels. Its Essential Components, if they exist, cannot 
be affected by critical hits. If the vessel is reduced to zero hull 
integrity, it is not crippled—instead it breaks up and counts as 
destroyed. This vessel has no actual crew population and no 
morale, and suffers no penalties for either in any way.

For all space combat actions, this vessel counts as having a 
crew with a statistic of 50 in all relevant skills. This vessel cannot 
perform any extended actions except Emergency Repairs.

yU’vatH warp 
teCHNOlOGy
The following are some of the few identifiable Components 
for Yu’vath starships. Yu’vath Components are not powered 
in ways humans could understand, and do not have space or 
power requirements. They also cannot be added to human 
vessels unless the GM decides otherwise, in which case he will 
have to make up power and space stats for the Components. 

yu’vath gravIty saIls 
Gravity sails can touch the forces that bind stellar systems 
together, allowing their ship to move with agility and grace. 
As long as they are connected to their ship, they add +1 to 
the ship’s speed and +5 to its manoeuvrability. 

ImmaterIum energy-arc

Far worse than the rupture cannons, these energy-arcs seem 
to be generated from the cores of Yu-vath vessels, and no 
armour can withstand them. 
Type Strength Damage Crit Rating Range
Lance 1 1d10+3 2 6

Warp Munitions: Whenever these weapon’s hits are blocked 
by void shields, roll 1d10. On an 8 or higher, the munitions 
emerge in real space behind the void shield, and the void 
shield does not cancel the hit. 

voID-sKeIn rupture cannon

A strange and terrible abomination of a macrobattery, little 
is known about these weapons. They seem to fire munitions 
through the warp, with the warheads only emerging into 
realspace just before they strike their target. 
Type Strength Damage Crit Rating Range
Macrobattery 3 1d10+2 4 5

Warp Munitions: Whenever these weapon’s hits are 
blocked by void shields, roll 1d10. On an 8 or higher, 
the munitions emerge in real space behind the 
void shield, and the void shield does not cancel  
the hit. 
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Tools
“I’ve seen things you wouldn’t believe. Worlds of pure energy alight 
against the blackness of space, creatures so alien that they would 
break your mind to look upon them, and riches so grand as to turn 
even the most pious of men mad with greed.”

–Helix Gnaris, sole survivor of the Divine Truth 

The Imperium is a vast and diverse place, filled with 
almost anything that can be imagined. It is this epic 
stage upon which a Rogue Trader treads, traversing 

the void in search of wealth, power and the unknown. It 
is the Game Master’s role to shape and populate this vast 
universe for his players to explore. Presented in this section 
are a number of tables and charts designed to aid the GM in 
fleshing out the void.

star system GeNeratiON
The following is a series of tables that the GM can use to 
quickly generate a star system. Simply follow the four steps, 
rolling on each of the tables in turn, to create the framework 
for a star system. The process is intentionally left simple so 
that the GM can fill in the details to suit his own plots and 
adventures.

step 1: the star

Every system has a star, or something like a star, at its centre. 
The nature of this celestial body will often determine what 
else may be found in the system.

step 2: celestIal oBJects

Once the star has been generated, the next step is generating 
celestial objects, such as planets, asteroid fields, and debris 
clouds. Roll 1d5 to see how many celestial objects the system 
contains and then roll that many times of the table below.

Table 1–1: The Star
Roll Star

1–2

Ancient and Bloated: The star is a decaying giant, 
swollen and vivid against the blackness of the void. 
On worlds in this system, the star dominates the sky 
like the lidless eye of a malevolent god.

3–4

Young and Weak: The star is a tiny pinprick of 
light against the veil of space, its weak gleam feeble 
to behold. What life might prosper here does so only 
barely nourished by the star’s watery sustenance.

5–7

Strong and Bright: Healthy and full of colour, the 
star bathes the system in an even light and warmth. 
Not unlike the sun of ancient Terra this star blazes 
out across space strong and unwavering.

8–9
Dark and Brooding: Vile and dark, the star is only 
faintly visible against the void, its corrupted purple 
outline blotting out the light from distant systems.

10

Celestial Anomaly: This system is centred on a 
terrible anomaly and no true star at all. Perhaps it is 
a crushing black hole, an ancient xenos construct or 
even a flickering warp bubble soaking the system in 
baleful energies. Alternatively this could indicate that 
the system is a binary or trinary star (roll again to see 
which type(s) of star).

Table 1–2: Celestial Objects
Roll Celestial Object

1–2
Nothing: There is nothing here but the 
emptiness of the void.

3
Dust Cloud: A huge particle cloud covers 
part of the system, confounding sensors and 
peppering ships with tiny debris.

4

Asteroid Field: A dense band of broken rock 
that stretches for millions of kilometres circles 
the star. Dangerous to navigate, asteroid fields 
also make excellent hiding places for pirates 
and raiders.

5–6

Gas Giant: Vast worlds of vapour and gas, 
these behemoths are sometimes mined for 
their chemical particles. Gas Giants also often 
have moons, some of which may be habitable 
(a system will only have a single gas giant).

7–8
Barren World: A lifeless ball of rock, ice, or 
fire, these worlds are usually only home to 
mining or penal colonies.

9-10 Habitable World (Roll again):

(1–5)
Death World: A toxic jungle, volcanic 
wasteland, or frozen hell where life is only 
barely possible.

(6–8) Temperate World: A Terran-like world.

9
Ruined World: The remains of a civilization 
now blasted and gone.

10
Paradise World: A rare Eden, ripe for 
exploitation.
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step 3: InhaBItants

The next step after determining celestial objects is to roll on 
the inhabitants table to see if the system is inhabited. Usually, 
the GM only needs to roll on this table once. However, if he 
wants more than one kind of inhabitant in the system, he can 
roll for each celestial object already generated. 

step 4: stellar secrets

Finally, the GM can see if the system has any secrets, such as 
hidden cults, ship graveyards, or pirate bases.

Table 1–3: Inhabitants
Roll Inhabitants
1–4 Nothing: There is no life here.

5–6
Primitives: A tribe of primitive and feral 
humans call one of the worlds of this system 
their home.

7
Industrialists: There is an industrial human 
civilization here, perhaps even spreading 
slowly beyond their home world.

8

Warp Empire: A human empire with warp 
capable ships, perhaps with control over other 
nearby systems, lost to the Imperium for 
possibly thousands of years.

9-0
Xenos!: Vile xenos inhabit this system.  
Roll again:

(1–5)
It is some form of indigenous bestial creatures 
that inhabit one or more of the worlds—easily 
contained and destroyed.

(6–8) 
Indigenous and intelligent, the xenos may 
be advanced or even spacefaring—far more 
dangerous and difficult to combat.

(9-0)
The system is an outpost for a powerful alien 
race, such as Orks or Eldar—this is a job for 
the Imperial Fleet.

Table 1–4: Stellar Secrets
Roll Secret

1
Warp Rift: There is a rift in the very fabric of 
space here, loosing creatures of the warp upon 
those that venture too close.

2

Ship Graveyard: A vast junkyard of lost, 
damaged, and broken ships exists here. Its 
rusted space hulks are possibly home to 
countless lost secrets and dark creatures.

3
Pirate Base: This system is home to a band of 
pirates who take a dim view on trespassers.

4–7
Nothing: There are no secrets here. At least 
none visiting captains will ever discover.

8
Hidden Cult: A foul Chaos or xenos cult has 
taken root here, using it as either a hideout or a 
place to infiltrate the local population.

9
Xenos Ruins: The remains of an ancient xenos 
civilisation can be found here, its secrets and 
wealth possibly still intact. 

10
Void Beast: A ship-devouring horror of the 
void calls this system home, and it is always 
hungry…
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Adversary 
Starship 

Generator 

A GM can quickly tire of sending his players up against 
the same pirate raiders or Ork frigates. This series of 
charts allows a GM to easily generate a wide variety 

of unique vessels to send his Explorers against. 
To generate a starship, the GM should complete each of the 
following steps:

Step 1: •	 Roll 1d10 and compare the result to Table 2–1. 
Each result has a different starship hull. 
Step 2:•	  Roll 1d10 and compare the result to the 
appropriate section on Table 2–2, according to hull 
type. Each result will provide the hull with all Essential 
Components, and how much Power and Space the 
Components require. 
Step 3:•	  Roll 1d10 once for each Weapon Capacity Slot 
on the starship, comparing the results to Table 2–3, to 
equip the starship with weapons. Once the Weapon 
Components are generated, fill them into the appropriate 
slots, discarding any results of the GM’s choice if the 
starship runs out of space and power. 
Step 4: •	 If the starship still has remaining space and power, 
roll 1d10 once and compare the result to Table 2–4 to 
equip the starship with additional, unique Components. 

Table 2–1 NPC Vessel Hull Types
Roll Result
1 Jericho-class pilgrim vessel (see page 194 in the Rogue TRadeR Rulebook) 
2–3 Vagabond-class trader (see page 194 in the Rogue TRadeR Rulebook) 
4–5 Hazeroth-class privateer (see page 194 in the Rogue TRadeR Rulebook) 
6 Havoc-class merchant raider (see page 195 in the Rogue TRadeR Rulebook)
7 Sword-class frigate (see page 195 in the Rogue TRadeR Rulebook) 
8 Tempest-class strike frigate (see page 195 in the Rogue TRadeR Rulebook)
9 Dauntless-class light cruiser (see page 196 in the Rogue TRadeR Rulebook)

10
Wolfpack: 2 Wolfpack raiders (see page 209 in the Rogue TRadeR Rulebook), 1 Vagabond-class trader (see 
page 194 in the Rogue TRadeR Rulebook), 1 Havoc-class merchant raider (see page 195 in the Rogue TRadeR 
Rulebook)

Table 2–2 NPC Vessel Essential Components
Transports
All Strelov 1 Warp Engine, Geller Field, Single Void Shield Array, Voidsmen Quarters 
Plus:
Roll Result

1–4
Jovian pattern Class 1 Drive, Commerce Bridge, Vitae Pattern Life Sustainer, Mark–100 Auger Array, Main 
Cargo Hold

5–10 Lathe pattern Class 1 Drive, Combat Bridge, M–1.r Life Sustainer, Mark–201.b Auger Array, Main Cargo Hold
Raiders & Frigates
All Jovian Pattern Class 2 Drive, Strelov 1 Warp Engine, Geller Field, Single Void Shield Array
Plus:
Roll Result
1–3 Armoured Command Bridge, M–1.r Life Sustainer, Pressed-crew Quarters, Mark–100 Auger Array
4–8 Command Bridge, M–1.r Life Sustainer, Pressed-crew Quarters, Mark–201.b Auger Array
9–10 Combat Bridge, Vitae Pattern Life Sustainer, Voidsmen Quarters, R–50 Auspex Multiband
Light Cruisers
All Jovian Pattern Class 3 Drive, Strelov 2 Warp Engine, Geller Field, Single Void Shield Array
Plus: 
Roll Result
1–7 Armoured Command Bridge, M–1.r Life Sustainer, Pressed-crew Quarters, M–201.b Auger Array
8–10 Command Bridge, Vitae Pattern Life Sustainer, Voidsmen Quarters, R–50 Auspex Multi-band
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eNCOUNter DiFFiCUlty 
levels
This system is not designed to necessarily generate encounters 
that are within the Explorer’s capabilities to overcome. Just 
like in the real world, some foes may be much too strong 
for the Explorers to handle, forcing them to deal with the 
situation by other means. 

If the GM would prefer to generate a challenge within his 
players’ difficulty level, there are several simple modifications 
he can use to adjust the starship generator. When rolling on 
Table 2–1, subtract 3 from the rolled result (to a minimum of 
1) if the Explorer’s vessel is a transport, and 2 from the rolled 
result (to a minimum of 1) if the Explorer’s vessel is a raider 
or frigate. If the Explorer’s vessel is a light cruiser or larger, 
add 2 to the rolled result (to a maximum of 10). 

Table 2–3: NPC Vessel Weapon 
Components
Roll Result
1–2 Thunderstrike Macrocannons
3–5 Mars Pattern Macrocannons
6 Sunsear Laser Battery
7 Ryza Pattern Plasma Battery
8 Starbreaker Lance Weapon
9 Mars Pattern Macrocannon Broadside
10 Titanforge Lance Battery

Table 2–4: NPC Vessel Additional 
Components

Roll Result

1 Cargo Hold and Lighter Bay

2 Augmented Retro-Thrusters

3 Reinforced Interior Bulkheads

4 Armoured Prow 

5 Crew Reclamation Facility

6 Munitorium

7 Murder Servitors

8 Auto-stabilized Logis-targeter

9 Teleportatrium

10 Gravity Sails





Weapon Special Qualities
Accurate: Additional +10 to hit when used with an Aim Action.
Balanced: +10 to Parry.
Blast (X): All within the weapon’s blast radius in metres is hit. Roll Hit Location and Damage individually for each person affected.
Customised: Reloading takes 1/2 the listed time, rounding up the next full action, with a minimum of 1/2 action.
Defensive: +15 to Parry, –10 to hit.
Flame: No BS Test. All creatures in a 30 degree arc make Agility Test or be struck by flame and take Damage. If Damage is taken, the target must 

succeed on second Agility Test or catch fire.
Flexible: Cannot be Parried.
Inaccurate: No bonus gained from Aim Action.
Overheats: Unmodified roll of 91 or more on to hit roll causes Overheat, see page 129.
Power Field: When Parrying an attack made with a weapon that lacks this quality, there is a 75% chance of destroying the attacker’s weapon.
Primitive: AP doubled, unless armour also has Primitive quality.
Recharge: Can only fire every-other Round.
Reliable: If Jam, roll 1d10 and only on roll of 10 has it Jammed.
Scatter: At Point Blank range, each 2 degrees of success scores another hit. AP doubled at Long and Extreme ranges.
Shocking: If weapon causes Damage, Test Toughness or Stunned (+10 bonus per AP).
Smoke: Creates smoke screen 3d10 metres in diameter, lasts 2d10 Rounds.
Snare: The target must make an Agility Test or be immobilised. An immobilised target can attempt no other Actions except to try to escape the bonds. 

He can attempt to burst the bonds (a Strength Test) or wriggle free (an Agility Test) in his Turn. The target is considered helpless until he 
escapes.

Storm: Doubles the number of hits inflicted on the target.
Tearing: Roll two dice for Damage, take the best result.
Toxic: If weapon causes Damage, Test Toughness at –5 for every point of Damage taken, if failed take extra 1d10 Impact Damage (no reduction for 

armour or Toughness).
Twin-linked: +20% to hit, may score one additional hit if the attack roll succeeds by two or more degrees of success.
Unbalanced: –10 when used to Parry.
Unreliable: Jams on roll of 91–00.
Unstable: On a successful hit, roll 1d10: 1: Inflicts half Damage, 2–9: Inflicts normal Damage, 10: Inflicts double Damage.
Unwieldy: Cannot be used to Parry.

Semi-Automatic Weapons
+10 BS, for every 2 degrees of success gain another hit, as indicated on 
Multiple Hits Table (page 239), or can be allocated to another target within 
2m. Result of 94–00 on BS test indicates weapon has Jammed.

Full Automatic Weapons
+20 BS, for every degree of success gain another hit, as indicated on 
Multiple Hits Table (page 239), or can be allocated to another target within 
2m. Result of 94–00 on BS Test indicates weapon has Jammed.

Overwatch
You take a Full Action to establish a kill zone 45-degrees from your facing 
and up to the Range of the weapon. You may spend subsequent Turns 
waiting for targets to enter the zone. You may take the Full Auto Burst 
Action, Semi-Auto Burst Action, or Suppressing Fire to shoot any targets 
entering the zone, targets must make a Hard (–20) Willpower Test or 
become Pinned. Overwatch may be maintained up to your WP Bonus in 
hours, or until the Full Burst Action has been used.

Suppressive Fire
You can suppress an area 45-degrees from your facing and up to half the 
Range of the weapon. Targets within this area must make a Hard (–20) 
Willpower Test or become Pinned. Make a Hard (–20) Ballistic Skill Test to 
determine if anyone in area has been hit, GM assigns hit to random target. 
An extra hit is scored for every 2 degrees of success. Result of 94–00 on 
BS test indicates weapon has Jammed.

Pinning
Pinned targets have Half Action only and suffer –20 BS and must keep 
cover between them and the shooter. Test Willpower to recover at the end 
of the Turn, +30 if not shot at. If engaged in melee, automatically escape.

Multiple Hits From 
Semi and Full auto fire

Location Second Third Fourth Fifth Each 

     Additional Hit

Head Head Arm Body Arm Body

Arm Arm Body Head Body Arm

Body Body Arm Head Arm Body

Leg Leg Body Arm Head Body

Weapon Jams
An unmodified roll of 96–00 weapon Jams. Full 
Action and BS Test to clear. Semi- and Full Auto 
Fire Jams on a 94–00.

Two-Weapon Fighting
Only one-handed weapons. Either make a single 
attack with either weapon (–20 for off-hand), or if 
you have the Two Weapon Wielder Talent, spend 
a Full Action to attack with both weapons, but 
at –20 to each (drops to –10 with Ambidextrous 
Talent). If shooting with a gun in each hand, your 
targets must be within 10m of each other.

Using Weapons without Talent
–20 penalty when using a weapon without 
the appropriate Talent. In the case of Flame 
weapons, targets receive +30 to Agility Test to 
avoid being hit.

Unarmed Combat
WS to hit, inflicts 1d5–3 I+SB. Armour Points 
count as  double. In addition, inflicting damage 
greater than or equal to your target’s Toughness 
Bonus  also inflicts 1 level of Fatigue.

Damage
When a character has sustained Damage equal 

to their Wounds, all further Damage is Critical 

Damage. When Critical Damage is suffered, 

consult the relevant Critical Table (pages 252–

259), determined by the type of Damage (Energy, 

Impact, Rending or Explosive) and the Hit 

Location of the attack, and apply the effect. All 

Critical Damage is cumulative.

Fatigue
Can suffer a number Fatigue equal to TB. Fatigued 

characters –10 all Tests. If you suffer more Fatigue 

than TB, fall unconscious for 10–TB minutes. 

Each hour of complete rest removes 1 level of 

Fatigue; after 8 hours, Fatigue is reduced to 0.

Stunned
Stunned characters cannot take Actions (including 

free ones), opponents receive +20 to hit.

Lightly Damaged
If Damage taken is equal or less than twice TB. 

Heavily Damaged
If Damage taken is more than twice TB.

Blood Loss
10% chance of death each Round unless treated.

Movement (metres/round)
 AB Half Move  Full Move Charge Run
 0 1/2 1 2 3
 1 1 2 3 6
 2 2 4 6 12
 3 3 6 9 18
 4 4 8 12 24
 5 5 10 15 30
 6 6 12 18 36
 7 7 14 21 42
 8 8 16 24 48
 9 9 18 27 54
 10 10 20 30 60

© Games Workshop Ltd. All rights reserved.

Hit Locations 
 

Roll Location
01–10 Head

11–20 Right Arm

21–30 Left Arm

31–70 Body

71–85 Right Leg

86–00 Left Leg

Combat Actions
Action Type Subtype(s) Description

Aim Half/Full Concentration
+10 bonus to hit as a Half Action or +20 to hit as a Full Action on your next 
attack.

All Out Attack Full Attack, Melee +20 to WS, cannot Dodge or Parry.

Brace Heavy Weapon Half Miscellaneous Prepare to fire a heavy weapon.

Called Shot Full
Attack, Concentration, Melee 
or Ranged

Attack a specific location on your target with a –20 to WS or BS.

Charge Full Attack, Melee, Movement Must move 4 metres, +10 to WS.

Defensive Stance Full Concentration, Melee Gain an additional Reaction, opponents suffer –20 to WS.

Delay Half Miscellaneous Before your next Turn take any Half Action.

Disengage Full Movement Break off from melee and move.

Dodge Reaction Movement Test Dodge to negate a hit.

Feint Half Attack, Melee Opposed WS Test, if you win, your next attack cannot be Dodged or Parried.

Focus Power Varies Varies Use a Psychic Power.

Full Auto Burst Full Attack, Ranged +20 to BS, additional hit for every degree of success.

Grapple Half/Full Attack, Melee Affect a Grappled opponent or escape from a Grapple.

Guarded Attack Full Attack, Concentration, Melee –10 WS, +10 to Parry and Dodge.

Jump or Leap Full Movement Jump vertically or leap horizontally.

Knock-Down Half Attack, Melee Try and knock an opponent to the ground.

Manoeuvre Half Attack, Melee, Movement Opposed WS Test, if you win, move enemy 1 metre.

Move Half/Full Movement
Move up to your movement as a Half Action or twice your movement as a Full 
Action.

Multiple Attacks Full Attack, Melee or Ranged Attack more than once in the same round—requires two weapons or a talent.

Overwatch Full Attack, Concentration, Ranged Shoot targets coming into a set kill zone, –20 to BS.

Parry Reaction Defence, Melee Test Weapon Skill to negate a hit.

Ready Half Miscellaneous Ready a weapon or item.

Reload Varies Miscellaneous Reload a ranged weapon.

Run Full Movement Move triple, enemies –20 BS and +20 WS.

Semi-Auto Burst Full Attack, Ranged +10 to BS, additional hit for every two degrees of success.

Stand/Mount Half Movement Stand up or mount a riding animal.

Standard Attack Half Attack, Melee or Ranged Make one melee or ranged attack.

Stun Full Attack, Melee Try to Stun an opponent.

Suppressing Fire Full Attack, Ranged Force opponents to take cover, –20 to BS.

Tactical Advance Full Concentration, Movement Move from cover to cover.

Use a Skill Varies Concentration, Miscellaneous You may use a Skill.

Combat Difficulty Summary
Difficulty Skill Modifier Example

Easy +30
Attacking a Surprised or Unaware target. 
Shooting a Massive target. 
Shooting a target at Point Blank Range.

Routine +20

Melee attacks against a foe who is outnumbered three to 
one or more. 
Attacking a Stunned opponent. 
Shooting an Enormous target.

Ordinary +10

Melee attacks against a foe who is outnumbered two to one. 
Attacking a Prone opponent with a melee weapon. 
Attacking from higher ground. 
Shooting a Hulking target. 
Shooting a target at Short Range.

Challenging +0 A Standard Attack.

Difficult –10

Any test whilst Fatigued. 
Attacking or Dodging whilst in the mud or heavy rain. 
Shooting a target at Long Range. 
Shooting a Prone target.
Shooting a Scrawny target.

Hard –20

Shooting into melee combat. 
Dodging whilst Prone. 
Making an unarmed attack against an armed opponent. 
Melee attacks in darkness. 
Shooting at a target in fog, mist, shadow or smoke. 
Shooting a Puny target. 
Using a weapon without the correct Talent.

Very Hard –30

Attacking or Dodging in deep snow. 
Firing a heavy weapon that has not been Braced.
Shooting a Minuscule target. 
Shooting a target at Extreme range. 
Shooting at a completely concealed target. 
Shooting at a target in darkness.

Ranged Weapons
Las Weapons

Name Class Range RoF Damage Pen Clip Rld Special

Archeotech Laspistol Pistol 90m S/3/– 1d10+3 E 2 70 Full Accurate, Reliable

Belasco Dueling Pistol Pistol 45m S/–/– 1d10+5 E 4 1 Full Accurate

Hellpistol (Lucius) Pistol 35m S/2/– 1d10+4 E 7 40 2 Full

Hellgun (Lucius) Basic 110m S/3/– 1d10+4 E 7 30 2 Full

Las Gauntlets Pistol 50m S/4/– 1d10+4 E 1 20 Full Reliable

Lascarbine (Locke) Basic 60m S/2/– 1d10+3 E 0 40 2 Full Reliable

Lasgun Basic 100m S/3/– 1d10+3 E 0 60 Full Reliable

Laspistol Pistol 30m S/–/– 1d10+2 E 0 30 Full Reliable

Long-las Basic 150m S/–/– 1d10+3 E 1 40 Full Accurate, Reliable

Man Portable Lascannon Heavy 300m S/–/– 5d10+10 E 10 5 2 Full

Solid Projectile Weapons

Autogun Basic 90m S/3/10 1d10+3 I 0 30 2 Full –

Autopistol Pistol 30m S/–/6 1d10+2 I 0 18 Full –

Hand Cannon Pistol 35m S/–/– 1d10+4 I 2 5 2 Full –

Heavy Stubber (Orthlack) Heavy 120m –/–/10 1d10+5 I 3 200 2 Full –

Heavy Stubber (Ursid) Heavy 120m –/–/10 1d10+5 I 3 40 Full –

Naval Pistol (Mars) Pistol 20m S/3/– 1d10+4 I 0 6 Full Tearing

Naval Shotcannon Heavy 40m S/3/– 2d10+4 I 0 24 2 Full Scatter, Unreliable

Pump-Action Shotgun Basic 30m S/–/– 1d10+4 I 0 8 2 Full Scatter

Shotgun Basic 30m S/–/– 1d10+4 I 0 2 2 Full Scatter

Shotgun Pistol Pistol 10m S/–/– 1d10+4 I 0 1 Full Reliable, Scatter

Stub Automatic Pistol 30m S/3/– 1d10+3 I 0 9 Full –

Stub Revolver Pistol 30m S/–/– 1d10+3 I 0 6 2 Full Reliable

Bolt Weapons

Boltgun (Locke) Basic 90m S/2/4 1d10+5 X 4 24 Full Tearing

Bolt Pistol (Ceres) Pistol 30m S/2/– 1d10+5 X 4 8 Full Tearing

Storm Bolter (Mars) Basic 90m S/2/4 1d10+5 X 4 60 Full Storm, Tearing

Heavy Bolter (Solar) Heavy 120m –/–/10 2d10+2 X 5 60 Full Tearing

Melta Weapons

Inferno Pistol (Mars) Pistol 10m S/–/– 2d10+8 E 13 3 Full 

Meltagun (Mars) Basic 20m S/–/– 2d10+8 E 13 5 2 Full 

Meltagun (Mezoa) Basic 20m S/–/– 2d10+8 E 13 10 3 Full  

Thermal Lance (Mars) Heavy 10m S/–/– 2d10+10 E 12 2 2 Full Accurate

Multi-Melta (Mars) Heavy 60m S/3/– 4d10+5 E 13 10 2 Full Blast (1)

Plasma Weapons

Plasma Pistol (Ryza) Pistol 30m S/2/– 1d10+6 E 6 10 3 Full Overheat

Plasma Gun (Mezoa) Basic 90m S/2/– 1d10+7 E 6 40 5 Full Overheat

Plasma Cannon (Ryza) Heavy 120m S/–/– 2d10+10 E 8 16 5 Full 
Blast (1), 
Overheat, 
Unreliable

Flame Weapons

Hand Flamer (Mezoa) Pistol 10m S/–/– 1d10+4 E 2 2 2 Full Flame

Flamer (Mezoa) Basic 20m S/–/– 1d10+4 E 2 6 2 Full Flame

Heavy Flamer (Locke) Heavy 30m S/–/– 2d10+4 E 4 10 2 Full FlameCover Types 
Adds extra AP to locations 
hidden by cover.

Cover Type AP
Light Wood, Armour-glas, 
Light Metal

4

Heavy Wood, Flakboard, 
Sandbags, Ice

8

Rockcrete, Thick Iron, 
Stone

16

Plasteel, Armaplas 32

Melee Weapons
Name Class Range Damage Pen Special
Chain Axe Melee — 1d10+4 R 2 Tearing

Chainsword (Hecate) Melee — 1d10+2 R 2 Tearing, Balanced

Omnissian Axe (Sollex) Melee — 2d10+4 E 6 Power Field, Unbalanced

Power Axe (Mezoa) Melee — 1d10+7 E 7 Power Field, Unbalanced

Power Fist (Mezoa) Melee — 2d10† E 9 Power Field, Unwieldy

Power Maul (High) Melee — 1d10+5 E 4 Power Field, Shocking

Power Maul (Low) Melee — 1d10+1 E 2 Shocking

Power Sword (Mordian) Melee — 1d10+5 E 5 Power Field, Balanced
† Power Fists add the users SB×2 to the Damage.

Officer’s Cutlass Melee — 1d10 R 0 Shocking

Shock Glove Melee — 1d10 I 0 Shocking

Shock-Staff Melee — 1d5+3 I 0 Shocking

Great Weapon Melee — 2d10 R 0 Primitive, Unbalanced

Groxwhip Melee 3m 1d10+3 R 0
Flexible, Tearing, 
Primitive

Improvised Melee — 1d10–2 I 0 Primitive, Unbalanced

Knife Melee, Thrown 5m 1d5 R 0 Primitive

Spear Melee — 1d10 R 0 Primitive

Staff Melee — 1d10 I 0 Balanced, Primitive

Sword Melee — 1d10 R 0 Balanced, Primitive

Truncheon Melee — 1d10 I 0 Primitive

Warhammer Melee — 1d10+2 I 1 Primitive

Note: Characters using melee weapons add their SB to the Damage they inflict.

Armour 
Name Locations Covered AP

Primitive Armour
Heavy Leathers/Furs Arms, Body, Legs 2

Grox Hide/Chainmail Arms, Body, Legs 3

Feudal World Plate All 5

Burnscour Beast Hide Body 6

Flak Armour
Flak Helmet Head 2

Flak Cloak Arms, Body, Legs 3

Flak Coat Arms, Body, Legs 3

Guard Flak Armour All 4

Mesh Armour
Mesh Cowl Head 3

Xeno Mesh Arms, Body, Legs 3

Mesh Combat Cloak Arms, Body, Legs 4

Mesh Vest Body 4

Carapace Armour
Carapace Helm Head 4

Enforcer Light 
Carapace

All 5

Carapace Chestplate Body 6

Storm Trooper 
Carapace

All 6

Other Armours
Armoured Bodyglove Arms, Body, Legs 3

Power Armour
Light Power Armour All 7

Power Armour All 8

NPC Crew Ratings
Crew Rating Skills and Characteristics
Incompetent 20

Competent 30

Crack 40

Veteran 50

Elite 60

Extended Actions
Action Test Benefit
Active Augury Scrutiny + Detection Scans the area

Aid the Machine 
Spirit

Tech-Use
Bonus to Detection or 
Manoeuvrability

Disinformation Deceive or Blather Raises Morale

Emergency 
Repairs

Tech-Use
Repair damaged, 
depressurised, or unpowered 
Components

Flank Speed Tech-Use Gain additional movement

Focused Augury Scrutiny + Detection Detailed scan of one target

Hail the Enemy Interaction Skill
Communicates with another 
ship

Hit and Run
Pilot (Space Craft), 
Command

Board enemy ship, cause 
damage, and return

Hold Fast! Willpower Reduces Morale Damage

Jam 
Communications

Tech-Use
Stops target from sending 
vox signals

Lock on Target Scrutiny + Detection
Bonus to Ballistic Skill Tests 
with one weapon component

Prepare to Repel 
Boarders!

Command
Bonus to Command Test vs. 
enemy boarding actions

Put Your Backs 
Into It!

Intimidate or Charm Bonus to various actions

Triage Medicae
Reduces Crew Population 
Damage

Target

1 2 3

4 5

86-7 9-0
Scatter Diagram

Critical Tables 
 

Energy (page 252 to 253)

Explosive (page 254 to 255)

Impact (page 256 to 257)

Rending (page 258 to 259)

Test Difficulty 
 

Difficulty
Test 
Modifier

Trivial +60
Elementary +50
Simple +40
Easy +30
Routine +20
Ordinary +10
Challenging +0
Difficult –10
Hard –20
Very Hard –30
Arduous –40
Punishing –50
Hellish –60

Weapon 
Craftsmanship 

Poor
–10 to hit. Jam on 
any failed to hit roll.

Good +5 to hit.

Best
+10 tow hit, +1 
Damage.
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