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THE BATTLE FOR THE EMPEROR'S SOLUIL



faring Merawepel converted by Keith Robertson Wik finder Dine




You have been told of the !nrluiﬁiti:m: that :ii‘udnw:.r
organisation which delends Mankind and the Emperor
from the perils of hl:l‘l:ﬁ:r', possession, alien dominance and
rebellion

You have been told the lnguisition are the ultimate
defence against the phantoms of fear and terror which lurk
in the darkness between the stars.

You have been told the Inquisition are the bright saviours

in an cclipse of evil: purest and most devoted warriors of
ll:r_ Elllp:rur.

You have heen tald the fnrlui.-iiﬁnu i5 wnited in its canse
to rid the galaxy of any threat, {from without or within,

Evcrything you have been told 1s a lie!
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A single candle gutiered on an ornatc silver
stick in the centre of the room. throwing a

yellowish, fitful light over the laces of the
cowled figures stood in the dusty chamber,

“The Golden Throne works.” one said, his vowce
aged and cracked. “The Emperors life can be
sustained indefinirely.”

“His soml lives an?” another inquired, his long.
sharp nose protruding from uader the lip of hus
hood "It is not an empty husk?”

"It s ot the first confirmed “The Emperor
has ascended 1o the next p]im:. but the link
‘twixt body and spirit remains strong.”

“Then it can be brought back.” suggested the
third, 2 young woman whose flowing white hair
spilled from her hood and down to her wast.
“The Emperor nced not suffer this hideous
ciernal life in death”

“We cannot risk such a thing!" the first hassed.
"What if the spiritual link were severed” What
if the person brought back was not the man we
once knew? Changed? News of the Emperor’s..
ascepsion is already widespread. He 15 boing
revered as 2 god already oo a hundred worlds
In this time of rebuilding. we need a symbal
The Emperor has shown us the way. Anyway,
who would belicve the Emperor had retumned so
soon? It will cause a civil war more devastating
than that of the fool Horus, and even now we
have yet to start counting the cost of that. Mo,
better that this knowledge remains hidden
When we pass on to join the Emperar, it will

dic with ws”

“You cannot deny Mankind the Emperor.” a
fourth vouce, deep and slow, stated firmly. “He
and the empire he has built are Mankind's only

chance of swrvival”

The woman and the decp-voiced man both
withdrew into the shadows and 2 moment later
the door creaked open. a chill draught cavsing

the candle flame 10 fli 'ﬂ'ildl)'.

“Moriana, Promecus, wait” the first man called
out. but the door slammed shut in answer.

“We cannat let them do this” the hawk-nosed
man decided

“No. we cannot,” the first agreed. "We must act
quickly, get orgamsed and clum the initiative”

“Tt shall be done.” the other comcurred.
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CLASSIFICATION: DARK OMEGA

DATE: 657 M4l

AUTHOR: =lavilid secority classification=

SUBJECT; Report on costemporaty power fatmaticns within
the lnguisition
RECIFIENT:

|ms|=rii]i'=.

th‘a:silnri;l Representative,  Sepatorum

As requesied by you. our répresentative to the High
Lords. 1 have compiled this brief summary of the
current. politics and power formations within our great
orgasisation. More detailed mformation is available o

'I'DTI.!L";[.

As has been the €ase within our Orders since effective
records began, certain : philosophies and interpretations
of our divine task have held sway over the agents of
our. poble establishment. The popularity of different
viewpoints and belicls waxes and wanss with the
passing of the decades. and so it is imperative that
regular information fegarding these political struciures
within the loquisition is available, aad the level with
which they intecfere with the ictions of our agents and
the achievement of our goals, MNone of us wish 1 repeat
of the Donoran Heresies o the Caetris Schism, and
we all endervour to weoid 3 peturn to the methods seen
during the Anti-Crusede of Apolloch wd the Vilannia
Pogram.

As yoi know, the interpretation of the Divioe Will of
the Emperor is always fravght with division, and that
our agents, whilst wholly dedicated 1o their sk &
they sce it, are ao less prooe to personal definitions of
the Emperors Purpose, ouf manifest duty and  the
maunner in which it can or should be executed Az is
the way of Maskiad, similarly-minded individuals will
gather together on' occasion. sharing 3 commonality of
their beliefs. Tt 15 impossible to tell accorately how
many of these informal orgamisations {which 1 shall
hereafter refer to as factions’) can be found within the
Orders of the Emperor's Holy lnquisition. but | have
maniged to isolate ‘s few that currently hold moch
favoor- amongst. our agests and can Be osaid to hold
degree  of  political the
Drganisition.

As yoin will see, the disparity between the ‘beliels of
some factions is at such an extent thar they can be said
ta be fundamentally opposed to cach other. As oo one
or below the ever-watchful eye of the
Inquisitor. # © not an vsheard of occurrence for

some feversge  within

i5 above

Inquisitors of dilfering facrions to  inyestigate one
another ‘and declirs cach ather Excommunicate Traitorms.

Whilst we of the opper hicrarchy ‘must endesvour 1o
remain impartial in this, to provide clewr and consistent
guidance . and  avoid becoming  embrodled in  thesc
internecine affairs, on occasion it is necessary for us to
intervene  (Laskir's Purge s perhaps the  most
documented example of this) Such differences of
opinion ere 5o deeply. held by some of our operatives
that it pot only leads to internal moral conflics, but
physical conflict as well. The seccssary scereey with
which the Isquisition works makes this  all but
impossible to predict or forestall aad we must stand
cver trady to resposd to minimise the effects and
aftermath of these serious matters.

3 n 1
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However, we campot i all faith dicnre 1o m}i
indoctrinate our agents in this respect, for it is thi
very individuality, strength of mind and belick, andll
sense of persopal responsibility which enables them tol
peeform the dire tasks we ask of them The Inguisitiog

dees. pot need unfecling machines, it pecds -reasoni
men who have the courage to enfarce their comvictin

In the summary below [ have divided the [actios
camps. Thers arc ' thoseh
traditicnally dubbed ‘Purstans’, and the factions that arel
relerred 1o in previois reports as Radicals’  Puritans
uphold the letter of the Lore and the dictates of the
Emperor to the letter. a5 eaforced spon the pcpuh? 1
and servants of the Emperor at large where possible. |

is they who uphold the  widespread  belicls  thatl
permeate the organisations of the Imperiam. sod can bg %
taid to adhere to the traditional values s preached by '.
th: Ministorum and cnshrined at the heart of Imperil
Law. Radicals, in their favoured position as Inquisitms.
feel they are free to enforce the spirit and intent off
the Emptmrs Judgements. and it can be truby siid tha
they see the methods they employ 1o be secondary 1o
the exccution of their dities and the schicvement of
their goals. They would be considered heretics by the
vast magority of Imperial citizens for their behavious,
but we, 15 more koowledgeabls and wiser observers, 3
sec there are powerful arguments fo suppars thesr
and mcthodalogy. In either ‘case, extremism of one

o7 another must always be closcly witnessed, lest pt t
fo self-deatructive obsession.

concerned  inlo - twe . hroad

PURITAN FACTIONS

Tharians

The Thorians trace their origins 1o the Age o
Apostasy, and the overthrow of Lord Vindire by
Schastian Thor. To some Inquisitars it was ‘evident th
Thor moved with 3 divine purpose, and was: instifled
with some of the power and charisma of the Emperor
Himsclf. It is their beliel that the Emperor walks
among us. Havieg been shorn from the physical realm
by the wounds inflicted by Horus, he once agam mast
choose vessels to do. His work, a5 he did a0 before
the Agz of Strife. The flesh maintained in the Goldes
Throoe is not the Emperor. for Be travels abroad
tending to His Divine Will. instilling His power into
those who have becn chosen But these are frail, mortal®
bodies which  can ' possess only & fraction of  thelS
Emperor’s power, and are ulti:mat:l].l destined 1o dic af
ingury or ald age. But 'what if the Emperor could bl
granted 3 body that docs not wither 2od die, that could
be His vessel for all eternity o come? The Thosianels
belicve that such a thing is possible, that the Emp al
yer waits for His ncw body to be fousd or created In
s new Emperor will be ereated to Jead
Mankind 1o its destiny and conquest of the galaxy.

EESENCE,

The Thorians seck ways that cocrgy and consciousness

interact with the warp, and theit transferral from one
to the other. They delve into the secrets of posscssiog

and manifestation by dsemons and ather warp cotities
trying to decipher what rules govern the relationship
between the Warp and the material universe It & theig
dresm that one day they shall find 2 host suitable fos

15
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the Emperors magnificence, and through. prayers and

1 ritaal be able to El.lid: His 5::.»ir1'| it His sew hm‘.’i}-.

illowing the Emperor 1o once agun walk amongst His
prople:

The Thoriane can moastly be found amongst the ranks
of the Ordo Malleus. where they o study the power
of warp-based creatures 1n the material realm, gleaning
understanding aboot the Emperor's ahilities to. manifest
His Divine Will in our universe. A fair number can be
found inside the Ordo Hereticus, where the cowrse of
their duties allows them to find ‘owt a5 much as
possibie concerming Sebastian Thor and  other such
gifted Saints in the Ministorum's long histary. There
are quitt & number of Resurrcctionist cults and factions
within the Ecclesarchy, and these dreate 3 very wseful
setwork and  provide  foot  soldiers for . Thorm

b lnquismtors.  Relatively few are fousd in  the  Ordo

Kepes, though there arc some whoo belicve the answer
to_achicving the Thorians' aims can be foond in the

b sophisticated peychic technology wrilised by the Eldar

aﬂd Llﬂ'l.cr a:u'.‘i.cn.[ faCes

b The Therians' opponcots claim that seven of it were

. passible to rcsurrect the Emperor igto a mew mortal
| body, it would causc 3 schism scross the Imperinm
more dangerous than any heresy or civil war that fus

b gone before  Believers i the resurrection . and

unbelicvers would vielently clash. and 3 lirge part of
the Imperivin would be destroyed @ massive war of
o Baph Even if this does oot happen. nobody knows
what changes the Emperor's power underwest upon His
Macension, and whether he would lose them were he
onte mor: confined 1o @ physical shell - most
impotiantly, how would the Astromomican work were
the Emperor able 1o move around freely once mors?

It 15 the mek 1o these wvery [oundations of the
. Imperium that opponeets 1o the Thariass find  most
. worrping, and many believe that they arc risks oot

wofth takiog The Thorians claim that to take Mankind

ot the pext phase of evolution, the Emperor must be
able 1o lead His people. both physically snd spiritually

Muorsodominants

It was lnguisitor Golde in the third contury of the
Jid  millepnivm  who  peoned  the  treatisc
‘Monodomination - The Hight of Min to Rule the
Gulaxy in the Emperor's Holy Name” In this lengthy
document, he compiled his  many expericnces and

b tommentarics from nearly four hundred years of service

to the lmperum. His final conclusion amousted to
dechiring that the only way the Emperars loyal servants
would survive in the galixy was if everything clse was
&mnycd_ At the time this overtly pessimistic view

| ﬁud few sympathisers and was attributed 1o 5 deveol

& bt ageing Inquisitor suffering a breakdown and losing

hn faith m bumanity's ability to prevail  However,

“scveral cemturics larer, [nquisitor Jerimious of Paclutia
gevived the thems of Mosodominance apd swore 1o
“emict Goldo's wision, and it has enjoyed various: levels

b :
b ol pepulinity smongst loquisitors ever since.

Th Mosodominznts have @ smiply geal: to destroy
b doreeer the Emperor’s, enemies. Monodominants have

absolutely no  tolerance for any kind of  wayward
behavianr, There 5 fio excase for hcr\:!t:,.'. |:u::|n1:|'|:|§:l1;.[1':13
heresy or for aberting  berctics.  Heresy  includes
mutation, teligions deviation. aliens, psykers. and amy
other beings who do set conform to their view of the
loyal Imperial servant. There s only onc pumishment
for heresy imothe Mosodominant philosophy - death
Mugkind s fighting 2 war for recial suevival, and the
Moncdominants hope thar if they kill off encsgh
alicns, peykers, mutants and heretics, eveatually natoral
selection. will prevail “and  humapety will rise 1o is
position of wlimate power,

Monodominants afe very militant and will tesart 1o the
final solution of Extcrminates more than any other
Inquisttors. They are an' open faction, wsing  their
presemce to  stir widespresd - xenophobia and hateed,
leading mobs of frenzied citizenry 1o purge their own
ranks of the filthy and uwnclein heretics who threaten
their future. They are uttesly ruthless and wnforgiving,
inflexible and  intolerant. . They are  pencrally  the
voungest and most hot-headed of the Tnguisition.
charging acrogs the Imperium’ leavieg devastation m
their wake. Their confidence in their philosophy s
dlmost “unshakeable and they, more thin sy other
faction, will wige war upop Inquisiors with o alightly
less hard line view if ther paths cross — in their minds,
quite rightly, being 1 member of the Inquisition is no
excuse for heresy.

Monodominants can®be found in all Ordos of the
Tnquisition. and quitc often they will beleog 1o nonc
of the Ordos, secing all heresy a5 equally threatening,
Inquisitors -~ who  beliewe in = the  Monodostinam
philosophy are wont to sssociate with the most militast
and viclent cults end creeds within the Imperium, such
x5 Redemptionists, and can most readily draw upoa the
resources. of ‘the Ministorum to achicve their aims,

Of course, many Inquisitors find the Monodominants
mcredibly narrow-minded and rigid, and clum that
often they do mere harm  than good with  ther
excessive purges.  Inguisitors  who  believe in  the
incorporation of alien technology and warp ‘artefacts,
and  ather supposedly heretical notions, consider the
Mopodomanants to be crippling themselves by thei
fefesal fo make use of =uch tools

Amalathians

The start of the 4=t millenniem was @ time of spiriteal
and - physical rebuilding for the Imperium. A great
conclave was held on Gathalamer, at Mount Amalath,
where military. religions  and political  leaders . and
dignitarics gathered in their thousands to swear once
more their oaths of Joyilty to the Emperor and
Munkind. Tt was this pathering that sparred Macharins
1o his conqicst of nearly a thotssnd worlds, and duriog
this time there was a2 swell of optimism within. the
Inquisition  thit* everything was once more proceeding
sz the Emperor had planned. o contrast to the
widespread  pessimism that pervaded  before. and after

the Reign of Blood and Plague of Usbeliel

A large pamber of Inquisitors joined the Amalathizn
movemcht, hl:“:'l.'l:f]E that it was their sacred d|,|.|:'!|I ta let

—J !/I\ﬂ'\r'l" -F'J'ULSLE' MEI) j.‘LP f}a&uur (L] [’Epﬁ‘ L2 i’?‘ DF '141.1' viglon.
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nothing threaten the strength which the Imperinm  was
regaining. They strive to maintsin the status  quo,
seeking out amy person or agency that might destabilise
the power of the Imperivm from without and within
They arc less concerned with the more  traditional
crimes  of mutstion, witchery and religions - hesesy
except where these conflict with the isstitutions of the
Empire of Man. They try to kecp the rivalry and
politicking ‘between the various Imperial Organisations
to 1 minimum, holdiag to the Inguisition’s original
ereed of streogth theough woity. Change is considered
the most scrious threat of all. for change can herald
disaster. While other Inquisitors may endeavour to
bring sbout some grest upheaval or revelation that will
sce Mankind break from its current turmoil into 3 new
golden age. the Amalsthiins prefer o progress siowly,
if progress is pecessary at all The Amalathins accuse
Inquisitors of other philosophies of urter arrogance i
claimiog that they koow the Diane Will of the
Emperor. Amalathians trast the Emperor to work His
way and His plan as he bas always done. and it is for
the Inquisition to maintain the Imperium so that he
may do so 23 He sees fit - mortals do not try 10 guess
the Emperar's mind At its heart, the lnperivm is the
Emperor embodicd and 1o protect the Imperivm 15 1o
protect the Emperor

Amalathizns work hard to root oot factions and culis
which would destabilise and theeaten the power of the
Imperial organisations, Imperial commanders. military
leaders and 5o forth. They openly and actively suppart
these partics, ind graot them tremepdows lecway 1o
F':I'Dttl'_t their. owa Pt:ﬁ.itiu:n.". where it d-::u:u nesl 1.E|_'r:.a|.|;'|:|
the starus o power of other | orgamisations  and
individuals. They arc very wary of any change at all,
and tloscly adhere 1o the dominant belieis of their timz
and society.

The Amalsthian fection can be found in all of the
laquisition Ordos, cach striving to shield the Imperium
from the worst: ravages of = aliens, “cults, religious
schisms and mutation. They work well with agents
{rom other ' Imperial agencics, as the interests of the
Adepras  Mechanicus,  Tmperial  Commanders,
Miosstorum  and - other  organisations also  the
interests of the loquisition. They work particularly well
with the Adeptus Arhites and local sccurity forces
whosz duty it is to coforce Imperial and Jocal law, thus

arc

defending the power of the Imperiom itssif.

RADICALS

Xanthites

Xanthism is one of the oldest philasaphics of the
loquigition, named after  Toquisiter-Maser Zaranchek
Kanthus who was executed as @ heretic in the carly
JZnd milleonivm, Xanthus was accused of Chaos
worship, and although he professed  his  jonocence
strongly, he wis eventually burnt by 1 team of fellow
Inquisitors. Throughout, Xaothus had maiotained that
he remained pure, though be admitted that he did oo
occasion utilise the forces of the Warp and Chaos to
schicve his goals Tt was his firm stance that such
power could  be  haroessed  withost  the  spiritual

il.!nl"l"l.l[!lli-.:m of the wiclder that was to be later Fil_‘
up on by other Inquisitors. bt is the ultimate goal d
the Xanthites to haroess the power of Chaos fo
J"-Imkiud. EIE'L::-' beliswe that Chaos Caqpwaf e d:[:i::
for it s merely 3 reflection of humanity  irecl
However, those cocrgies and powers created by d
existence  can be tursed back for the  benpefit
hurrum:}r. rather, thas being in encmy. This docs’ ol
mean that 1|'||:3|- advacate Eiving i 1o Chaos, bot raths
to capture the csseace of Chaos and tern &t 1o usefil
rather than destructive purposes. In the same way as the
Warp  (and 5o ' Chaos) Warp
Astrotelepathy and  psykers to work on - Mankisd)
h:luh'. go too can other EJ.LI:H af Cl'u.nx [‘u; Lunl]’n]]:

tamed to the Emperor's Will by the Nanthites.
Xanthites mvestigate all aspects of the  Warp

allows travel

Chaos, investing ifs power isto  themseves whe
possiblc. destroying 1 only when occessary. They wil
use Chaos—tamnted artelacts, deemon weapons, books o
Chaos lore and other heretical items, wtilising th
powers and ahilities of these wopons and tools
combat the incursions of Chaos, heretics and aliens |

Within the Xanthites there arc those whose belizfs g

even  firther, and  are koown a5 Horusiaps.
Horusians lock fo the Primarch Horus who was
mighty being iovested with immense Chaos power. ind
fec an opporfunity wasted They belive that 2
Horus tould be created, invested with preat cocrpy
{rom the Wirp. bur one who would unite all o
Mankind for its bettcrment, rather than enslaving it 14
Chags. Most other loquisitors consider the Xanrhireg
and particularly Horusiins, to. be walking along: the

edge’ of a precipice Xanthites are commaonly seq

amongst the Inquisition a5 arrogant and  dangerou
toying with powers they da pot fully comprehend
Puritinical Inquisitors have 3 particular loathing ' fo

Herusians, who they ste as the most dire heretics wit

their belicf that they can create 2 pew Empes
However, a5 ope ol the oldest philosophics of  the
Inquisition, and ‘including smong their number some of
the mast learnsd and powerful loguisitors, it is 2 braoe
or rash Inguisitor who will steind alone against the
Xanthites: Most often, as was the case with Xanthes

himsell, 2 cell of lnquisitors will form & common caus:
against 2 particular Xanthite in an effort to expose his

perceived beresies and 1o deal justice ;

Their dealings with dsemons and the Warp leads many
Xanthites and Horusians to become members of the
Ordo Mallews, and “they quite frequently  build !:p'
associations with Chaos cults. They have been knowa
to ¢reate scets of their own which are concerned with
unravelling ancient mysteries and - delving into m.:ué
lore ‘and knowledge :

Recongregators

According  to  the  Recongregation  philosophy. the
Imperivm  has become corrupt and decaying. 1t ng
longer serves the purpose for which it exists: and
works i ﬁpi.tt of its massive |yrga|1iu1.:iu|:|.5 rather thas
because of them. Ower time the morass of politics

factions, bureascracy and the immense edifices of thi
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 lmperium must be pulled spart and reassembled i 4
new fishion thet works better for Mapkind. H the
oz fos ..Imptriuﬂl 1% :.Hl:nicd fa E:in.l'ihll.l: a H.I:agn:t:. it 'l'i.E;
(eated B eventtially falf spart and humanity will fall prey to the
b unnumbered perils that it {aces. Recongregetors attempt
o destabilise the Imperial organisations fram the inside,

il of

fit - of @ replicing corrupt and/or comservative leaders' and ‘men
¢s oot @ of power with people who have more nudical views and
rather H i[” i Eh;nac T\'iuﬁ1 are 'H-':.r,.' of toa mul:h. uph:ﬂ'a]
useful @ though. preferring not to destroy something utterly. but
a5 the B o sultly chinge it and shape it to their will Too
travel, & much direct action risks bringing about the premature
kind's & downfall of the Imperium. and the commensurate
rolled, B dissster dhat that will bring,

b As might be expected, Recongregators are. mostly found
pand & within the Ordo Hercticus, where they can leamn of
where b indviduals who  may  be useful te their  plans
y will @ Becongregators often  help  anti-lmperial  sccrs and
ks of B covens, often altering the cult’s philosophies to match
g the @ their awn il possible. They are not above extreme
ds 1o @ Getion when necessary. if this will promote the required
ens. _' response and change they desire
fs go B As s be imagincd, Recongregators have frequent

The @ run-ins with those who believe o the  Amalathian
was o @ philosophy, a5 the two belicfs are  diametrically
r. and @ oppased. This can lead 1o conflict between Inquisitors
- new @ of the two concepts. with one working to destahilise
oergy @ ar overthitow 3 particular person’s or organisation’s
Il of @ pawer. and the other striving to maintuin it
it 1o 'iﬂ.‘nuuns
hites, S8 The geeatest conflict to engulf humanity was the Great
s the Heresy which began with the Primarch Horus' virus-

SEER S bombing of Tstvaan 111 Although the Horus Heresy
rous, i E
| nd - s the destruction of eotire worlds and devastation on

Ei' : an unpreccdented and vorcpeated scale. there are some
;Wi:: * Inquisitors who ste it as onc of the moments during

,hhl:h the Imperinm and Mankind's futuee was forged
m';r' m the Horus Heresy came the great miiliary

f :: :l:hlni:s that saw the braak wp of the Spacc Marine
:;1') b Legions aod the division of Navy and Guard, the
_ ;: b Emperor's  Asceasion and  the  creation of  the

; + Minstorum and many other events which shaped the
- " Imperiom of the prescat.

Callss

e his It is the goal of the Istvaznians to strengthen humanity
throngh adversity, believing that humanity is ar its
| stropgest in times of turmoil and  conflict.  From

m:z L periods of greatest wpheaval have come the  greatess

: ! * letpe forward in  techoology, faith  and  galactic

P §  dominasce, Did not the Horus Heresy weed out thes:
m?v: disloyal to the Emperor? Did not the Age of
wit

y berald the coming of Schastian Thor and the
ion of the Ecclesisrchy? Did not the great
Honght by Macharing' armics shine like 2 great
i the dark times of the carly Alse millenniom!

the are the arguments they put forward The
g pigns cliim that only when it is hardest fested
and O daes Minkind show the troc strengeh-that lies within
thin Tn this cad, the Istvanidns endeavour to propagate

tics, |
the

and conflict for Mankind's owa greater foture
s fan the fires of war ‘and hatred so that

Thave i Hhe: reafins

Mankind will stay vigilant, that its warriors will be
skilled and ready. and so pone will believe ‘thar they
have done all they can They are & bombastic ind
obvious creed. flavatiog  their warmongéring ways,
instifling those nearby with ficry 2zal ‘to fight for
themselves and the rest of Munkind They pit Liction
against  faction, world apanst world, so thar the
survivors will be the stronger for it

Istvaanians will stie up troshle wherever they go.
working on the phobias and prejudices of Impersal
commanders, military ‘officers znd the general populace
to breed soperstition, suspicion and  violesce They
work well with destabilisation and terrorist cults and
foster - telatiomships with violent pro-lmperial colts.
Quite often they will build up the power of these
secret sotictics and sects, ooly to reveal the threat that
they pose to the anthorities, urging the faithfal 1o
bring torch and sword to purge the corruption within.
Istvaanians are found in all Ordos of the Tnquesition,
each zxtolling the tereors and daogers posed by the
forces they face,

Other. members: of  the  Inquisition do - eot  trust
Istvaanians, always questicning  their  motives  and
lg::udm me'i]:ls !]'u‘!uisill'l:rg arguc that, rather thin
strengthening  Mankied,  the  Istvaimians’  destructive
and  destzbilise * the  Imperium,
threatening the bastion on which Maskind's sarvival s
based All too often, & Toquisitor may be investigating
a heretical cult or individial who is beat on oppesiog
ot destroying the Impecium, coly to find they arc
sponsored or Jed by in lsrvaapian who hus fostered
sach rehellion  for  their  own
cototnters end o physical conflict, 2t Istvaanians are
nothing if oot callous and bloodthirsty

Primary conclusions

Fctivities  weaken

ends, 'Maml,- such

As you can imagine, tense situstions and open conflict
cas occwr when members of Fictions with opposing
viewpoints mect, and the secrctive nature in which our
agents mest operate makes all but sweeping judgements
impossible. There have been nccasions in the past when
outright war within the Toquisnion itscli has octprred,
though these are thankfelly rare aod have always heen
hidden from the populace at large. As with all such
philosophics, however, an idea can mever truly be killed,
hence the hitter extremes some lnquisitors will employ
to cradicate what they. rightly or wrongly. perceive as
heresy within our owe ranks.

In all. such dedicition s 1o be cocowraged. and
diversity of thought and initistive has always been more
valued in ot crganesation than edherence to written
erceds and rules Carcful manipulation of our ageats
and inlormation . regarding the factions 18 desired, and
we. should continge fo obscrve rather than dictate, as
has always -beeh cur way io such marters

I remain, o cver, your most Taithiel errvant snd Guardisn,
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INQUISITOR QUIXOS

y the age of one hundred and seventy sk

Incquuisicor Quixos had been responsible for the
tracking down and punlshment of | 800 heretics,
mitants and allens. In the course of camying out his
duties on Lackan XV Cuixos was wounded by a
dasmon, part of its claw shearing off and embedding
i his heare. Although he vanquished the dasmaon,
Qubins, fournd that any attempt to remove the plece
of claw would kil him. In time. he leamt that the
claw's presence acted as a link to the "Warp,
increasing his psychic potentlal,; although it also
slowly corrupted his body. intrigued by this, Quixos
rook It upon  himself to further investigare the
benefits that could beé galned throush the use of
Chaos energy, earning himself something of a
repiitation as a rogue element amongst several other
Inquisicors,

When in his marly two hundreds, Quinos encountersd
the Mystlc Path, a organisation of rraders and nobles
from Maginor, who 'were using certain Warp-related
items to improve thelr Influence and increase
demand for their goods. Rather than summarily
destroying the  carel, Quixos observed  rthelr
practices, which their forefathers had passed down
to them for several generations. Quixos was further
convinced that the energy of Chaos could be
harnessed In a correct fashion, that it was not
intrinsicaly evil in itself. but was put (o evil ends by
wrongdoers. For several years, Quixos bulle up a
relationship with the Mystic Path, handing several
other artefacts to them for investigation. It was
thede experiments that were first to fead Quixns into
direct conflict with another Inquisitor.

Inquisitor - Helgrund  spent nearly the first three
decades of his Inquisitorial vocation tracing the
anclent grimoire known as the Malis Codicium.
When he discoverad its resting place was deep
within the bowels of rthe Library of Othella on
Zandrini Prime, he was sure his quest was over. He
was dismayed to discover that a mysterious
individual,s only months: before; had removed the
Matus Codiciurn from the vaults, The text deals with
the conjuration of entities from Warpspace, ang the
zealous Helgrund was determined that it should be
destroyed. [f it had fallen” into. the hands of a
worshipper of the Dark  Gods, the secrets' it
contalned could unleash devastatlon and min upon
& ‘whole world, Further months of tireless endeavour
brousht Helgrund to Maginor and che Mystic Path,

What Hetgrund found appaled him. This sect
wanronly used cursed artefacts, giarifpng in their
depravity. He was sure it was they who had stolen
rhe Malus Codiclum. With a vengeance, Inquisitor
Helgrund ‘set about, destroving rhe Mysrc  Path,
rorturing and Interogacing the Chaos worshippers he
hunted down, following the trall of corruption. After
his pogrom had lasted [or a week, Helgrund Began
to run into some traly disturbing adversaries. He
fought: agalnst creatures  half-possessed by
daemaons, 4% well as cultisrs armed with weapons
that fired a bizarre, mutating projectlie thar rotted
flesh upon fmpact.

Helgrund and his foliowers fought thelt way (o the
unholy shilne. of the Mystic Pach,’ beset by mutants
and psykers and other abominatlons against. the
Emperor.  Helgrund,  aided ” by . the  several

Redemptionist Priests in his retinus and an-ag
flageliant released to him by the Cardinal of Magih
sei about cleansing the mountain fascness of
Mystic Path with fire and blade. He was utre
horrified to find, at its centre, a Tellaw Inguisit
deformed of body and driven insane by the lure
Chaos, Vowlng to rid the galaxy of such a perver
guardian of the Emperor Helgrund launched |
feroclous and merciless attack.

Quikos was astounded by this assault by such |
inexperienced Inquisitor and considered him an.
educated upstars. His great works had already bon
miuch fruit, particulary the two Dasmonhastes in
entourage; one a vessel for the dasmon Cheruba
the other for an entity he hadn't quite identified b
was known as Prophanit. They had assisted him
rhe crushing of several antl-lmperial cults in £
sector, thelr daemon-powered strength and abilii
an invaluable aid In combar, He had alsa master
the art of crearing Soulguards — individuals who we
psychic vacuums that could absorb magic a
protect those nearby from the baneful energies
Chaos.

The confrontations that foliowed were fous
bitverly, first one side than the other. gaining
advantage, until finally Quixos and Helgrund clash
in’ personal combai  Helgrund wielded a 'mig
farce hammer, charged with faith and purity, wi
Quixos”  daemonblade contained the ferocicy
Kharnagar the Deathly, a belng he had defea
same decades earlier and whose essence had be
bound ‘Into a  sword . during Quixos® rec
experiments. The two battled bong and hard, so
Inquisitors . having since ' [lkened It to the fl
berween Horus and the Emperor at the birch of
Imperium.

They traded heavy blows, each summoning mes
powets 1o blast the ather, shredding the minds
those nearby with flickering warp energles. Helgn
called upon the Emperor’s blessings and drove b
at Quibaos, his force hammer smashing throsigh
foe's peychic shlerds and warp-wards. But Qui
was not done, voking the full power of Kharna;
he drove his daemonblade inte Helgrund's g
causing him to explode into Aames and immolad

For another century, Quios continued his resea
and his findings greatly aided him in his que
against the enemies of the Emperor. On Danakir
his channeliing of the dagmaon Diabolan aflowed |
1o breach the defences of the Ork stronghold
Melerok, whitst ‘many’ a daemanic fos immune
miortal blades was felled by Kharnagar, Hnalhy
opporents within the Inquisition united against b
and Inquisitor Eisenhorn declared Quivos and alf
works Heretic and’ Extremis Dlabolus In 342.M
He was hunted down and executed by a cell of
Inguisitors led by Elsenhorn three years later.

Yet there are stlil those who would say that Cui
was right, for he slew many daemans and folios
of Chaos, some say turning their own power aga
them. But there are those who say that nothing |
or good can come from Chaos, and he was notl
more than a pawn for the warring Dark Gods, He
been cursed by Chaos from the start on Lackan
his association with dasmonic entities and mut:
were proof of his corruption.
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he distant lintern light bobbed and weve amengst the stacks of the library like 2 will-

o ~the-wisp. Inquisitor Blayde stepped silently after in. his robes brushing sgainst the
packed shelves of leather-bound tomes The flickering candle stopped tweaty yards shead
and the laguisitor's keca hearing pecked up a sshilant muttering aed the sound of a heayvy
volume thudding on to wood Hastening forward, he stopped at the edge of the circle of
light

The lamp had been placed on the edge of a nickety wooden fable. pext to the apen book.
His guarry was bent over the grimaire, face hidden behind the hood of his deep red cloak
A pale, skeletal finges traced zlong the lines of spidery writing as he read, his lips whispering
the wards

"Posssesssion 555 but the gatewiy aﬁyrinssng in one direction. Hmm..” the istruder hissed
1o himself,

“That is a forbidden text.” Blayde apncunced. stepping ite the yellow glow and laying the

blade of his wword across the opch pagcs.

“Farbidden for whom?™ the {:Eu.r: ::P]_i:-:i. 3 withered bapd reaching to his chest and rasing
i golden amulet cast in the sigil of the Tnquusition

“You caneot be trusted” Blayde told the cowled stramger. “You have. strayed”

The nther man stood up and his cowl fell sbout his shoulders to reveal a scarred faec His
£yes ﬁj':"“":':i red in the dim Iig"ﬂ and the right sade of his face was & twisted mass of
throbbing veins and opea sores.

“Sestrayed!” the hideous loguisitor replied with scorn, his voice hissing beiween pointed
fings. “You are sot old coough to even sssex the path, never mind who might be ssatrayisg”

“You are corrupted.” Bloyde told him, riiming his sword to the guard position. “You have
atcpped oo far down the path: you have been turmed by that which we seck lo destroy.”

"My boyalty remainss fism, young Adepr,” the other mun sssured him with a dismissive
wave of hiz hind "The Emperor protectsss me from thessc correptionsss 1 ussse ther
power iEIins'\dﬁ'l them - it sakesss mc ssstronger, the better to ijhT them.”

"What Chaos touches, uu'}]'rurrt\._" Blavde stated firmly, Yoo have become something
deplorable, you have betraped the Inquisition with your misgeided courss”

“Betrayed the laquisssition?” the stringer smarled "1 do not expect ome ssso young fo
underssstand my sssacrifice. Of the two of usss, which knowsss the peniliss of Chansss the
hetter? You, who hasss not l:xpl:'rl::n;'.:d itsss lure and El.‘:n‘llahr itssg 1n:mptaTiJ::n555'." Oy mysell,
whe diilv weessstlesss with the beissst we all ssstrive to defest? You cammot underssetand
the power | new control a power | can usase for the Emperor”

You cannot costral Chaos,” argued Blivde, taking 3 step back, contempt written across hus
face. "How many have you cleansed who began therr Fll.l'l to dampation with such follies
in their maind?

“They were mot protscied by the Emperos” the stranger said confidently, staring proudly at
Blayde with hizs crimson eyes. “A gen is oot cvil if 2 man choosssesss to kill another with
it. The power of the Warr! tan be a force for the benefit of the Emperor and Mankind
A force we oeed to possssessss i we are to prewail. Why fight with oaly ane arm™

“Yau arc o longer human,” Blayde accused his fellow laguisitor "How can you dare to
claim to protect 2 humanity you have forsaken yourselfl”

“] hive indeed become sssomething other than @ mere man,” the scarred man replied. turming
his chilling gaze on Blayde “Asss the Emperor himsssell ssshowsss uss, if my sssacrifice
protectsss the humanity of othersss, | am willing 1o make that trade”

“You have gose too fal” Blayde spar, sssuming an sggressive stance, swordpoint fowered
towirds the horrific face of the other man

“The Emperor ssshall decide whick of usss isss wrong!” smarled the ether, whipping a rapier
from its sheath and lungiog st Blayde
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WARRIOR BANDS

Although an legusitor is himself a mighty warrior and
scholar, be is yet a man, with 2 man's limits. Untold are
the foes that he must face, wecharted are the penls he most
dare and the obstacles to be overcome. Thus it 15 that in
Inquisitor will aftcn seck the aid and accomplice of others.
As i all things. the reasons I‘hj‘ this may be so are
uncounted, a3 wanumbered as the lnquisitors themsclves.
Many Inquisitors sce their followers as mese tools, wih
skills and abilitics which they do not posscss and so must
utilise from others Some may see their disciples as 2 band
ol compamons, brave souls who share their great burden
of the protection of the Emperor and Mankind Others yet
simply yearn for understanding, so that although they must
ever work unseen and thankless. they know that amother is
aware ol thar great works. For some, the associanon with
fellow men acts as a reminder 1o them of their duty.
embodying the people they seck to delend. reminding them
of the common humamity which they themsclves must
sacrifice 1o succeed. An Inquisitor has, in theory. the whole

of humamty to command to theit casse And yet, the

mature of his tasks mean that all too often he must rely
spon his own strengths and  resowrces H he fears a
phnetary roler o be under the iflucoce of the malign
heasts of Chaos, to whom can he turm? If the populace of
a2 world has risen in revolt against the Emperor. who will
provide him with succour? By necessity the Inquisitor
works mostly in the darkness and shadows, his presesce
not recognised. his works wnscen. Thus the Inquisitor and
his warrior band know that they must stand alone agaimst
the homors of the galaxy, for they can trust no onc clsc

There arc many ways a person’s path may cross that of an
Inguisitor and their fates become mteriwined. There are
those whe have been rescued by ther master., smatched
from death and iorfure at the hands of evil minions or vile
aliens. Some may once have fought against him but. m
sccing his grim task and ordained duty. converted to the
path of wisdom and scck redemption in his service. An
laquisitor can make use of any man or woman cven these
who are otherwisc shunned and amathematised by socacty
and their peers can find 2 purposc withi the Toquisition
Those most specialised of scrvants. and the most dedicated,
may be recruited. or even created. by the Toquisition itsell
for the ad of its servants and agents On occasion an
Inquisitor may combine [orces with 2 man or woman
whose quest or goal matches ther: own, using their
common cause to bind then o one another. Rarely, but
pot withowt precedent, the higher authorities of the
Tnquisition may assign 2 follower to an Inquisitor for a
particular task. or with 3 mission of thar own which
coincides with the Inquisitor’s And then there w5 that
fawning and sycophantic breed that latch on to the more
overtly  operating  lngquisitors. formmng 1 sometimes
wcleome, but often despised, emowrage i an Inguisitor
tkes up the grem works of another Inquisitor. who
perhaps has died before his mission is complete, he may
take on those individuals who followed his predecessor.

" Thus can it be scen that 2 complex web of fate and design

binds the Tnquisitor to s fellows and followers, cach ia
their own way recting to their situation as  their
personality and morals demand
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% ! ou are hecebp found guilty of fifteen connts of erese, thicty twe comts of

Eﬁimﬂ]mm theee counts of scbition anb twente scoen coms of icceligions uitecings,

Do hae perforimed such acts agamst the ©mpecor and the SFimstornm with maliconsness

and selfish Lack of regard for the faith and sanctite of others, Pon have shown no cemorse

b, or compunction abont these acts, and have been condemned by pone olon Cestimony. A

\-%‘ R\ therefore chavge that pou be taken from this dhapel aud placed i the hands of the Teptus

L Alechamous who will, with proper anthorie of Ertlnil.urﬂ};llllm ani with full cansent of

. \\{'\_ this cowct, aomumister the rites of Arvco-Flagellanon. Fap pou secoe the Emperar with
\ % 3 rout beath briter than rou seruch hum wilh pour Lile.
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Koron smoothed a velvet-gloved hand over the surface of the sgg-shaped crystal, marvelling at
i 4 the lucid whiteness of its surface. Taking a decp breath, he placed it into the socket at the centre
7 of the psi-constrictor, clicking it into place amidst the tangle of hundreds of coiled wires. As he
began attaching the probe cables to its surface, its white hue began to shift, breaking inlv a
rainbow of colours that glowed from within., With a tremendous bang, the double doors behind
him were flung open and slammed against the walls of the decrepit Mechanicus temple.

“Cpase this heresy immediately!” a voice like a klaxon bellowed behind him, its
metallic tones reverberating off the high walls of the chamber.

Koron murned slowly, peering into the light that now streamed through the open portal, trying to
scern the figure silhouctted in the doorway, The man stepped forward, and as Koron's eyes
justed, he could see it was a Techpriest who confronted him.

iet in this treasonous behaviour and face the Jjudgement of the
ne god!” Koron saw that the voice emanated from a circle of speakers implanted in the
1orso, hence its artificial ring. He could see why such a device was necessary — the
st's face was impaled by four pipes, two into his mouth and one over each eye. From
the coiling tubes and the scars of many surgerics, the eyes themselves, strangely tainted
B cliter of silver, regarded Koron with distaste,

mquisitor Karon," he announced, bringing forth a wax seal from his waistcoat. “De not
¢ fn my works.”

eeachery cannot go unpunished! Ewen you cannct defile the
tifices with this alien contamination!™ The Techpriest's
kd from the steel-clad walls, echoing off etched runes and Mechanicus
si1gl i f gears, the Techpricst raised his right arm, which Koron saw had been
repliged i arrelled cannon, A targeting laser sprung to life, the pinpoint of red
st g i :
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Welcome to the dark world of Inquisitor. This is a narrativé wargame that allows you to play the pé
of a bold hero or cruel villain in the horrifying universe of the 41st millennium, battling in the dar

and forgotten shadows of the galaxy.

In Inquisitor each player controls one or more characters, who are represented by large-s
miniatures that move and fight over a tabletop battlefield. The rules that follow allow you to recres
the bitter struggles fought all across the galaxy in the dark future of Warhammer 40,000.

P i i

WHAT ; -3 n NAF]HATI‘UE WAHEI’«ME"

Many of you reading this book will hmﬂ played a tabletop game
before, but you should be warned that Inguisitor is quite unlike
any Games Workshop game you may have played previously.
This is because Inquisitor is a narrative wargame, and works
considerably differently to games such as Warhammer and
Warhammer 40.000. While in Inguisitor players do have
objectives to achieve and there can be winners and losers, the
main aim of the players is to use the rules and miniatures to create
characters and a story on the tabletop.

T

You will not find any army lists or points values in laguisitor,
because with Inquisitor it is the task of one of the players to
choose the forees and work out what they are trying to achieve in
the game. This player is responsible for devising a scenario for
everyone to play using the Inguisitor rules. There are hundreds of
possible scenarios and countless different characters,
examples of which are given later, The Inquisitor rules allow the
characters in the game to try to do just about anything, and one
player adjudicates how these are resolved. As you can imagine,
this player has a lot of power and responsibility, and 1s known as
the Gamesmaster.

some

If you attempt to play Inquisitor from just a compelilive
standpoint, you will find that much of the enjoyment of playing
the game will be lost. With Inquisitor it is possible to make all-
conguering herocs who cannot be destroyed, and warrior bands
which are far supcrior to anything they might meet. But that is not
the point of playing lnguisitor. Where is the fun in a comic or
movie character who is invincible? Even Superman is susceplible
to kryptonite. Do we not enjoy seeing our action heroes on the
brink of defeat, broken and battered, only to rise against the odds
and win through! This is because the challenge of Inquisitor 1s to
create this kind of exciting story, not to win the game simply by
designing the hardest characters possible.

WHAT IS A BAMESMASTER

Put simply, the Gamesmaster is the player who runs the ga
Sometimes the Gamesmaster (or GM for short) has characters
control in the game but, more often than not, he will he
additional plaver, like an impartial referee. As noted above, |
GM writes the scenario and helps create the characters |
players will be using, and ensures that the game they have cre
runs smoothly. There are whole sections dedicated to creatl
characters and devising scenarios later in this book, which W
hopefully provide some guidance and ideas for budding GMs,

Most importantly, the GM is an adjudicator and umpire. §
decides the chances of success and failure of a characts
actions, and makes sure that the players keep up with the reced
keeping necessary for the game, Being a GM is more than bei
an administrator though. The GM may control hidden creanm
and forces, and is always aware of what is going on even wi
the other players may not be. He is the narrator in a way, guidi
the plavers through the story that unfolds as they move and fig
with their characters on the tabletop. Throughout these nules,
will find references to the GM making decisions about varid
rules, alerting the players to different options or hazards and
on. Tt may seem scary to be the GM at first; it carries a 1ol
responsibility, but it is highly rewarding and this book
provide vou with all the help you need to get started.

| iy —— 4 T R
[ HOW TO-USE THIS 800

The Inguisitor rulebook 15 divided into several distinet secti
The first part is the Core Rules which details the basic mecha
of playing a game of Inquisitor. As part of the core rules there
also rules for various special abilities and psychic powers ¥
characters may possess. The Armoury section is nexl, with
for over a hundred different weapons and pieces of cyuipme
from the humble lasgun to extravagant psychic-familiars such
the psyber-cagle.

A large part of this book is given over to showing a selecton
the strange and wondrous characters of the 41st Millenni
Included in this section are fifteen characters we have crodl
which you may like to use in your games, or fo serve
inspiration for characters of your own devising. Throughout §
book are short sections dedicated to helping budding players 3
GMs get started, with advice on creating characters and writd
scenarios, running campaigns and so on, To get you going, the
is also a scenario, High Noons, which uses a selection




answer that, with regard to heretics. two points must

ke ohserved: ome, on their own sides the other, on the

de of the Imperium. On their own side there is the
sin. whereby they deserve not only to be scparated from
the Imperiom by cxcommunication, but also to be
severed from the world by death. For it is 2 much graver
matter to corrupt the faith which quickens the soul. than
o forge money which supports temporal life. Wherefore
if forgers of moncy and other cvil-doers are forthwith
. condemned to death by the sccular authority, much more
" reason is there for heretics. as soon as they are convicted
~ of heresy, to be not cnly excommunicated but even put

death.
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. Oice Rolls

Inguisitor uses two fypes of dice, which are rolled {requently
throughout the game to determine the success ol a player's
actions, random events, etc. These are a normal six-sided dice and
a ten-sided dice (referred to as a D6 and a D10 respectively). A
D10 is usually marked with a *0" on one face, and when rolled as
a D10 this counts as a score of 10, As most of the Inquisitor game
system is based on percentage chances, players will often need to
roll a percentage dice as well (a D100} You don’t need a 10(0-
sided dice though! To roll 2 D100, you need two D10s of different
colours, or one marked 00, 10, 20, etc, One is the “tens’ dice and
the other is the ‘units’ dice, and when rolled together they will
give you a score between 1 and 100. For example, a roll ofa 3 ior
50) on the “tens’ dice and a roll of a 7 on the ‘units’ dice gives a
score of 57, while Tolls of 0 and 9 respectively will give a score
of 9. A roll of two 7eroes is a score of 100 when rolling a D100,
Sometimes you will need to modify the result of the dice roll,
This is noted as D6 or D10 plus or minus a number, such as Do+1
or D10-2. Roll the dice and add or subtract the number (o the
score to get the final result, For example, D6+2 means roll & six-
sided dice and add 2 to the score, giving a total between 3 and 8.

You may also be told to roll a number of dice together, which is
written as 2D6, 3D10 and so on. Roll the indicated number of
dice and add the scores together, so that with a 2D6 roll, two dice
are rolled and are added together for a score of between 2 and 12,
3D10 adds together the scores of three dice for a total of 3 to 30,
and so on. For example, a 2D6 roll of a 5 and a 3 are added
together to score 8. Another method sometimes used is to
multiply the score of a dice by a certain amount. Therefore, Déx5
means roll a dice and multiply the score by 5. giving a range of
between 5 to 30,

Sometimes a combination of these methods may be used, such us
2D6+5 giving a score between 7 and 17, or 3D6-3 which will
total 0 1o 15.

In a few rare circumstances you may be told to roll a D3, Since
there’s no such thing as a threc-sided dice, use the following
method for determining a score between 1 and 3. Roll a D6 and
halve the score, rounding up. Thus,a lor2=1,2a3or4 =2 and
aSor6=3

P8

gw : Scatter dice

A few weapons are fairly random in their accuracy and requi
you o roll the Scatter dice to determine where they land. TH
Scatter dice is marked on four sides with an armow, and on
sides with a special ‘Hit" symbol. Simply roll the Scatler dice n
the target point, the arrow shows in which direction the shot |
deviated. Also note that there is a small arrow on the Hil side
determine the direction.

Although we recommend a Scatter
dice as the best way for determining
random dircction, you can achieve
a similar result with a Dé. Place the
scarter diagram opposite next to
where the shot was supposed to
land and roll a TH, the shot scatrers
in the direction indicated by the
clock face. This method isn't quite
a5 random as a Scatter dice but will
suffice 1 most Circumstances,

Scatter Diagram

1 - Resrolls

k . % 2

In snme situations the rules allow you a “re-roll” of the dice. T
is exactly as it sounds — pick up the dice you wish to re-roll 4
roll them again. The sccond score counts with a re-rall, even i
means a worse result than the first, and no single dice can
re-rolled more than once, regardless of the source of the re-old

{raapd T "

Other EanthEiéﬁs
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Throughout this hook, a number of basic conventions are used

Fractions: All fractions are mathematically rounded off. Th
means that fractions of less than half are rounded down to @
nearest whole number, while fractions of hall’ or more 8
rounded up.
Distances: All distances in Inguisitor are given in yards, 3
players can adopt whichever ground scale they feel suitable.
games we play generally use a ground scale of 1 inch equalli
1 yard. We also feel it is convenient to measure all fractions
distance to the nearest yvard or half vard,
Applying Modifiers: Unless specifically stated otherwise, w
applying modifiers of any kind, multiplying or divisiod
miodifiers arc applied before additions or subtractions.
example, a player has a +10 modifier 10 a dice roll, but all t
dice rolls are halved. If they roll 4 60 on a D100, this means i
the final score is actually 40 (60 halved is 30, then add the I
than 35 (60+10 before heing halved).
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A SAMPLE INOUISITOR TURN
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NGM Graham has written a scenaric for Rowland and Phil. Rowland s
Warrior bard, consisting of the characters: Witeh Hunter Tyrus,
Sergeant Stone, Devotee Malicant and Enforcer Harbarena, are
hunting down Phil's characrers in a forge-mine on the world of Karis
Cephalon. Ph ixitor, Lichtenstein, with his followers Magos
Dhimeitri, Servitor-Warrior I'__rr_'.'_: ard the Daemonhoxy (rhausios are
anempting to commung with an ancient daemon rapped benealf the
laner’s surface. We join them as Malicant has fired on Dimitri while
B Sergeant Stone has just bounced o couple of shots off of Lichienstein,

N Graham: Lichtenstein is the fastest character. What's he up to, Phil?

Phil: I'm tempted o leave him chanling, ignoring the huollets
Whizzing past in a cool munner, but I think I'd betier do something
ahout the guy who just blasted at him. Lichtenstein's allowed five
fetions, so he'll turn on the spot, aim at Sergeant Stone and then fire
his stubber on semi auto as many Lmes as he can,

e Graham: Thal's one action to furm, ene o aim, leaving you three
W shooting actions. Make vour Action rolls, [ Phil rolls some D65

Phil: Okay I've made three pusses. That gives me the turn, aim, and

i then two shots [or semi auto. I don't sulTer any negative maodifiers for

N that because Lichtenstein has Rock Steady Aim. [He furns the

] gharacter around 1o face toward

the fargef)

Thig

Graham: Make your first roll to hit then. (Graham measures the
i il fage to the target, while Phil looks up some details on Lichrenstein's

4 ‘character sheet].

L LPhil rolls to hit with each shot, derermining thar Lichfenstein heax hif
his target in the chest and right leg, He does envugh damage 1o take
'_Sgrgcum Stone our of action],

SN Fhil: Good shooting !

i

Graham: Okay, Tyrus is next, whal do you want him to do, Rolly?

Rowland: T guess he doesn’t know what's going on outside yel, so
the'll just continue walking up through the rooms leading towards
' Lichtenstein and the Daemonhost,

{Rowland rolls sume more dice and Tyrus ends his turn just behind
ane of the doors to the outside [

Graham: Barbarerta has the neal highest Speed, so she can 2o now

Rowland: Ghaustos is geing to kill her with his psychic powers
unless she does something real quick. She’ll aim her combat shotgun
at him for one action and then spend three actions firing. [Rowland
makes hiv action rolls], She’s only got one action this tum.

Graham: She’s slowed down tfrom the Bloodireeze attack last turn |
suspect, so she only manages to aim at her foe this time around. The
aim honus will carry over to next tumn if CGhaustos stays in sight
though, T's Magos Dimitri next, | belicve.

[Phil resolves vome shooting from the Adeptus Mechanicus
characier, who fails to kit his target, Devotee Malicant].

Rowland: Malicant wants o ger over there und chop them up with
his Eviscerator! Bawling 'For the Emperor! On wings of fire 1 flv"
he legs it along the gantry and then tries to leap over to whers the
Magos and Inguisitor are. [Rowland rolls his dice and in the event
Malicant cannat jump far enough to cover the distance, which sends
him crashing to the flocr beneath, knoc

king him o).

Phil: That's a bit unheroie. ..

Graham: 1 think, spurred with such fiery zeal, Malicant would make
a hit of extra cffort. Let's say that he just about makes the jump, but
has to lel go of his pistol and is clinging precariously to the railing,
He's still in the fight for now, but he's hanging around in the open,
and is a hit of an easy langel,

Rowland: Where'd his laspistol end up?

{Graham determines a random direction and tells them the laspistol
preceded Devoree Malivant through the railings and skittered wlong

the gantry behind Dimirri],

(zraham: Right, who's next?

e
{8 WA T

Above: Phil tries lo use telepathy to convinee
Graham and Rowland that he did manage to roll a 6,



The miniatures which we use in a game of Inquisitor each represent an individual character, The
vary from mighty inquisitors of the Imperium to scabrous mutants dedicated to overthrowir
Mankind’s rule.

=T e

Every characte ightly different, with thei } 5 T
11:||._th1 1|'.=|1[1 These X -; are 5 Wi EHﬂF‘ﬂ-ETEH PHDFILES
¥4 tl-u the c ach of o : has a physical anc al |."]'\-"T||"' “rh

A charact [ 0 -'11}1::1 1l da
and four m

he is or how b

character v

somelimes _ _
I'he nine c

(frequently the




B flhgghzal Ehar‘al:terlst;;:s 1

e

Wﬂpﬂn Skill (WS): T]'n:' character’s J.bll]['\r when t]ghtmg at
elose quarters with an enemy. A competent human’s WS would be
between 50 and 60, while an expert swordsman may have 2 WS
of 80 or more.

.I'h. Ballistic Skill (BS): This is the character’s innate skill when
WIS firing a ranged weapon. Most humans would have a BS of
Between 30 and 40, though g dedicated marksman might well

_ have a BS twice this,
3 ‘Strength (5): This shows how physically strong a character 1s. It
. ~ i iffects how much damage is done when using cerlain weapons
d:'ll; h as swords and [sts, as well as a characler’s chances of

smashing down a door, cte. Particalarly helly weapons reguire a
iminimum Strength to use effectively, and if a character is not
“strong enough, his chances of hitting will be reduced. A& fit human
{such as a soldier) would he Strength 30, whilst & biclogically
cenhanced Arco-flagellant may have up o Strength 200!

“Jonghness (T): This is the character’s ability to withstand
ge, including his capacity to ignore pain as well as his
‘physical hardiness. A normal human might have a Toughness of
4l 10 50, while a Space Marine would have a Toughness of well
‘aver 100.

ive (I): Initiative is probably the most important
gcteristic in Inquisitor. Tt is a combination of many factors,
ding the character’s reaction time, his observational ahilities
il peneral dexterity and agility. It is used to determine how
iekly & character can act, and how much he can do. It is also
g for determining if he can react to a sudden threar and how
he is at performing physical activities, such as jumping
d dodging. Initiative is a measure of a character’s general
ility to perform any physical acrivity. A normal human would
an Initiative of 30 to 40, a trained soldier 50 to 60, whilst a
per-fast assassin might have an lnitative of 100 or more.
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{“p] This is the character’s strength of rmnd It is
tly uw:l to unleash and resist psychic powers. but is
ionally called into play when trying to intimidate an enemy,
An ordinary Imperial citizen would have a Willpower of
d 35 (fairly weak-willed), while a hardened leader would
a Willpower of 80 or more. A powerful Inguisitor would
likely have a Willpower even higher than this.

ity (Sg): This is the character's intelligence, education and
t¢ of problem-solving. When faced with a lock code to
her, or an unfamiliar weapon, it is the character’s Sagacity
gk will be used. Most cducated humans of the 4151 millennium

Characters
{who are guite fow and far between!) would have a Sagacity of
500 to 60. A Tech-adept or military commander might have a
Sagacity of 80 or more.

Nerve (Nv): Nerve is the character’s ability to keep calm in
stressful situations. Tt is used when a character wishes to ignore
danger and continue with a task. or to test to see if he ducks
behind cover when shot at, Most ordinary folks would have a
Nerve of 20 or less, a trained Imperial Guardsman would be in the
40 to 60 range, whilst & character in & chemically-induced frenzy
has a Nerve value of 120 or more.

Leadership (Ld): Leadership serves a two-lold purpose, Firstly,
it represents a character’s own discipline, and therefore his ability
ton follow orders, stay inoa [ght, In essence, when a
character's Nerve fails, his Leadership comes into effect. It also
shows the character’s ability o command others, An average
Imperial soldier would have a Leadership of about 70, while a
Space Marine Captain might have & Leadership of up 1o 100,

e,
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Quite often a plaver will be called wpon to make a
characteristic test for one of their characters. To make this test,
the player rolls a D100 and compares it to the charactenstic being
tested. If the roll is equal to or lower than the charactenistic score
then the test is passed; if it is higher, the test is failed.
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Dther E!Etari-s

The characteristics khmﬂ- the hah'll'_ mdh -up of a character, E:rl.h
there are a couple of other factors that need to be known aboul a
character,

Speed: Each character has a Speed value, which determunes when
they can act in a turn and how gquickly. Spcud 15 egual o the
character’s Tnitiative divided by 20, plus 1. For example a
character with Initiative 76 has Speed 5 f?h =4+1=5). A
character’s speed can change quite a lof during maost
usually it goes down due o injuries,

a game:

Handedness: Most characters will be right or left handed. It is
imporiant 1o know which hand your character favours, as any
actions he tries to perform with his off-hand will be a little bit
harder (fry writing with vour off-hand and you'll sce what a
difference it makes?),

For each character you also need to keep track of things such as
their weapons and equipment (including ammunition lell and
what tvpe/s of armour they are wearing). the injuries they have
received, and any special skills or psychic powers they may have.
A character sheet 15 given later for you to photocopy and use for
your games {see page 181}
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prq.ﬁfﬂ We can e m Ehylogue 5 @ fairfy vemmir wachamﬂer H.ss.f.r gﬂodsg.dau combar.and quite an
shiot. He is not as sirong and iough as sd},dSkace Maring, but can wrminh”cmhm worse injuries r.imu a normal.
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The following sections deal with the basic rules systems and mechanics that enable you to p]aj'
game of Inquisitor. Here you will find out how characters move around the battlefield, shoot at eaf
other, get injured and perform all the other actions that might happen in bitter close-quarter comb

thet e
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"SEQUENCE . |
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In a real-life combat a lot can happen in a short space of time,
much of it almost simultaneously. However, 1o ry and play a
zame like this would he extremely difficult, For this reason a
game of Inquisitor is hroken down into turns during which the
characters move and fight, Each turn represents roughly ten
seconds of ‘real time’. Once everv character has had the
opportunity o move and fight then the tum ends.

Although much of a combat appears to happen at the same ime,
much of it is actions and reactions thar happen in a sequence
Characters who are guicker on the uptake and physically faster
can do more in a turm than a slower adversary. To represent this,
each character has a Speed value, which shows how soon they
can act and how much they can do. During the turn, the players
count down the Spead values of the characters, from highest to
lowest. When a character’s Speed or lower is called out, he can
act (a character ¢an choose o delay his actions until a lowser
Speed value is called out). If opposing players wish for two or
maore characters 1o act at the same time, the characters act in order
of their Initiative, from highest 1o lowest (roll & D6 each if there
is still a tie, the highest scoring player can go first).

Once a character has completed his actions, continue with the
other characters who can act at that Speed and then move on to
the next Speed down. Once you declare Speed 1, this is the last
chance for any character to act that tum. A character can only be
‘activated” once per tum. Once every character has had the
opportunity to act, then proceed to the between turns segment and
then the next turm starts, starting with the highest Speed character
and working down again. It's a good idea for the GM to check at
the end of the turn to ensure that all the characters have had the
opportunity to act, starting with the highest Speed character,

Example: Inquisitor Shvlogue, with Initiative 70, can perform
his aotions any time after Speed 3 is called. He may want o
act as soon as possible, or e could wait until later in the turn
ta see what happens. If another character wishes to act al the
same time as him, he will go after a character with Initiative
71 or higher, while characters with Initiative of 69 or lower
will take their turn after him.

i e e o s Py : g |

Hetween Turns i

There is a tidying up period at the end of every tum for things

such as recovering from injuries, working out sdditional damage

on burning characlers, ete, Onee these “between tum” events are

resolved the next turm starts. In the reference section at the hack

of this book is a list of things that you should work our between
turms.

g ~ACTION ROLLS

When it comes to 8 character’s chance to act, he can perford
number of actions. This could be walking a certain distan
finng a weapon, leaping over a wall, climbing a ladder
hundreds of other things. Within the ten or s0 seconds a i
takes, some characters will spend a lot of the time working g
what to do, hesitating and changing their mind, while others 9
react instantly and guickly, The characters' differing Spee
reflect this. A character with a high Speed acts guickly a
decisively and so can do quite & lol during the turn, while slo
Speed characters will dither around and perform proportionaé
fewer actions.

The number of actions a characler may attempt 1o perform
equal to his current Speed, so that higher Speed characters
atternpt to0 do more in 4 twm than lower Speed charactd
However, a characler cannot attempt more than six actions i
turtt, regardless of what his Speed is

In this book are muany, many examples of the different actions
character will want Lo allermnpt in the course of a game, Howsey
players are inventive people and are bound 1o want the
characters to do things nol covered here, in which case it is
task of the Gamesmasler 1o adjudicate how many actions it
take. In these rules, it is assumed that each action is rwo or (b
seconds ol actvily, which is & good guide for how many actig
a particular activity will take.

The player declares all of the actions the character wants
atternpl thal urn, in the order they will be performed. The pla
then rolls a number of D6 equal to the character’s current Sped
T'his is called an Action roll. For each D6 score of 4 or more,
character performs one of the declared actions, in the order th
were declared. The required Action roll may be modified up
down due lo a character's special abilities and other factors.

Note that the player rolls a number of dice equal 1o the characts
Speed, not the number of actions attempted. This means f
although characters with a Speed of 7 or higher can still o
perform six actions per mrn, they are rolling more dice and 502
more likely to succeed.,

Example: Shvioque may perform five actiony when it o5 hij
. The player declares thar Shyloguee is going to open a do
and move through it {one action), close the door behind hig
{ene detionk, ready his bolt pisial (one action) and then cover d
window on the other side of the streer {one aiming action). He
does not use his final action. Ay Shylogue is Speed 3, the playes
rolls five D6 and scores 2,3, 4, 4 and 6, This ix three succesgfi
acrions, fo Shylogue marages to go through & close the donl
and ready his bolt pistol. However, he doesn t have tinte to start
aiming tovards the window this turn.

=4




Actiorns
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Sum actions are more likely to go disastrously wrong than
ithers, certain weapons use highly unstable energy sources which
might explode, and so on, Performing such an action or using
‘guch an item carrics an element of risk, and so0 is known,
Lpbviously enough, as 1 Risky action. If the player rolls more 1s
than he does 65 when a character is atlempting to perform a Risky
‘action, then the character has fouled up. It is up to the
\Gamesmaster to point out if a character is allempting & Risky
Paction. Some examples include:
Sprinting across ruhble, debris, slippery ice, ete.
The character falls flat on his face! The character is prone and
stumned for the rest of the tum.
- Firing a plasma weapon
The weapon catastrophically misfires. Roll a Dé:
Df  Resulr
I-2  Explodes! The character counts as shooting himself in
the firing arm. Resolve damage and
normal way. The plasma weapan iv destraved.

injuries in the

Critical overfieat. The character drops the wegpon and
takes 2D6 damage 1o his firing arm. The weapon is oo
hot to be picked up for (10 furns.

256 Overheal. The character draps the weapon,

Throwing a grenade
The grenade pocs ofl premarrely! Roll a Dé:

D Result

d-2  The grenade explodes in the character’s hand, Resolve
its effects centred on the character.

g4 The character drops the grenade. It scatters D10 vards
in a random direction from the character hefore
exploding.

58  The grenade is o dud and does not explode,

Other things may happen such as a character burning out the
Seircuits on an clectronic lock he is trving to break, or a character
Sstumbling whilst jumping through a window is perhaps stuck as
hE jumps through, and so forth.

0F @ character is performing normal actions before the
WRisky action (such as moving before firing a plasma weapon)
‘fhen these actions are completed successfully before the Risky
Saction fails (in this instance the character would move before the
plasma gun explodes). I the player doesn’t pass enough Action
Crolls fo reach the Risky action (cg, they succeed with two Action
Solls, but their Risky action is the third action) there 1s no
‘pdditional downside — the character simply performs the number
- of normal actions al lowed.

[_I:Irawing & changing weapons
Nurmally a character has two hands (some aliens may have more,
while wounded characters may have less). Generally a character
can carry something in ach hand, which you should note on the
character's playsheet. Some items listed later in the Armoury
require both hands w hold, or use to full effect, and this is noted
in the description of the ilem

It normally takes one action to change what the character is
holding or using. Somc parlicular weapons of wargear may
require maore than this, us noted in their description. A character
can swap which weapons are in which hand as part of this action.

Example: Shvlogue is holding a plasma pistal in his right
hand, which needs 1o spend the next four turns recharging. He
draws his bolt pistol with his left hand, but as he is right-
handed, he would prefer to have the bolt pistol in his right
hand. He is allowed to swap the pistols as part of the same
draw action, so that ke ends up with his bolt pistol in his right
hand and his plasma pistol in his left hand. If Shyloque later
wanted to swap the pistols back agam this would také one
cemplete action to do.

Alternarively, as a single action Shyloque could holsier the
plasma pistol and draw both his bols pistol and his power
sword, and is free to decide which weapon is bemg held in
which hand.

ke
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Tt is guile possible for a character to combine actions together,
such as shooting and jumping, or opening a door whilst sending
a telepathic message. Performing another action whilst moving 1s
dealt with in the next section.

Tf a character is combining an action which requires some kind of
test, his chances of success are halved if he tries it whilst
performing another action, Obviously only certain actions can be
combined together, for example, a character using his hands to
climh a ladder cannot reload a gun at the same time, As vsual, the
(M should adjudicate whether a character would be physically
capahle of performing the combined action.

Example: Shyiogue is trving to use his choke psychic power
on an enemy, which normally would have a 76% chance of
success. However, he is trving to do this whilst climbing up a
wobbling ladder, which requires much of his concentration.
His chance of using n’u choke pawzr is halved 1o 8%,




Actions

i o 1
Pause for breath - 1

No matter how many actions are declared, the player still mal
the Action roll with one dice per point of the character's Speed
determine how many actions will be available that to
Obviously, pausing for breath is most useful for higher Spes
characters who are likely to have the sparc actions at the end
their turn,

Pause for breath is a special type of action that represents the
character pausing for a moment to look around and take stock of
what 15 going on before proceeding. Each pause for breath allows
the player to suspend nominating any remaining actions for that
turn. The player does not need to declare any actions thar the rre———— — e
character will perform after the pause for breath, until all of the f Changing actions
preceding actions have been resolved :

Sometimes things won't happen as a character expected

gun jams, their grenade goes off next to them, their largel
knocked out of sight, etc. On occasion it will be ridiculous fig
character to carry on with their declared actions — for example
he declares all of his actions shooting a particular target, which
then knocked out of sight, In these circumstances the GM
allow the character to change his actions. The character must pd
an lnitiative test and, if successiul, he can re-declare any acti
ool yel spent this lurm, but must spend his next action as a pa
for breath action, If it is failed, then the sudden mrn of eve
Nummuoxes him and his turn ends. GMs should be wary abg
letting players change their characters’ actions too often;
players should learn to plan for the consequences of their actid
rather than rely on the goodwill of the GM!

Example: Shviogue is fucing a renegade Space Marine
charging towards him with o vicious chain-axe. He wamts o
shoot him with his plasma pistal, but if thar fails to stop the
brute, he wants to leave his options epen. The player decides
to shoot the plasma pistol and then panse for breath. This will
allow him to decide Shylogue s ather actions after finding oul
what effect the plasma pistol shot had. I the event, Shvloeue
misses with the plasma pistol and then punses for breaik. The
player opts for Shvlogue 1o run away, drowing his power
sword as he does so,

A character can pause for breath as many times as they like, in
effect using a pause for breath action to declare a subseguent
action as a pause for breath. A character could therefore perform 4
an action, pause for breath, perform another action, pause for The Turnm SECIUEHEE
breath again and then execute another action, and so on. Characters act in order of Speed value.
Characters with same Speed value acl in order of Initiative,
Characters with the same Initiative value roll a dice 10 see
wha acts first. 1
A character can apt to delay his actions anidl a lower Speed,

Acrions

Declare the actions you want your character o perform thal
tern (maximon aumber of acrions is equal 1o Speed, v @
maximum gf 61, I

Make an Action roll. Roll a number af Dy equal to the
character s Speed value, Egch score of 4 or more medans ong
af the declared actions may be performed in the order they
were declaved. : 3

Pause for breath

Making 'a puuse for breath acrion alfows you 1o delul
declaring what actions the character is going 1o do unil alf
preceding acrions have been resolved.




Interrogator Grawvier and his former master the heretic
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In Inquisitor, our characters are likely to move around quite a lot, trying to get a good shot at t
enemy, charging into close combat or leaping from roof to roof in a daring chase. In this section an
the rules for regulating how our characters move across the battlefield.

. STANCE

e T

i EﬂEELAHINE MOVEMENT ACTIONS

The dynamically posed Inquisitor miniatures we use to represent  Movement actions work slightly differently to other actiod
our characters are not capable of the full range of movement of  because the player declares where he wants the character to me
that & real person has — they cannot duck behind walls, lean out  to, and how fast, rather than how many actions he will speg
of a window, jump down from a ledge, etc. However, just because  performing the movement. For example, you may declare thal
the miniatures cannot do this, this does not prevent our characters  character is going o sprint to the corner of a particular buildi
doing so! or run across a room, rather than saying he will walk for &
actions. Onee the characier’s actions have been declared and
Action roll made, measure how far it is to the specifi
destination and, using the movement rates given opposite, wi
out how many of the character’s actions the movement has s
up. The character then conlinues with any other declared action
up to the number of actions allowed by his Action roll,

A character can be in one of three positions: standing,
kneeling/crouching or prone. It takes one action to change
stance, and this may be freely performed as part of a combinad
action with no penalty to the chances of the other action. This
means that normally a character can decide what stance his
character is in ar the end of each action.
For example, it a player declares that his character is going to :
sprint to a wall and dive to the ground, the character will end up Example 1: The player declares that Shylogue is going to ru
prone at the end of the action. The next tarn the character could to the corner of a building furthér up the street, and then firg
stand up and shoot, or some other combination. his bolt pistol as many times as possible at an enemy aroung
the corner. After making Shyloguwes Action rolf, the plaves
JSinds thar Shylogue can perform four actions, The distance i

sl s i the corner of the building is 11 vards, so Shyl s il
Faeirg '; of the building ya vlogue must rug

for two actions to reach it (each runping aclion covers
yards). He then has twe actions remaining in which fo shool

A character can obviously only face in one direction at a time. If :
at his foe,

a character moves, he will end wp facing in the direction he
moves in unless the player specifically states that he is going to Example 2; If Slvlogue had declared he was running to
stop at the end of the action and turm around. corner, firing twice and then ducking back, hiy four actions
waould be to move to the corner of the building (two actio _
and fire twice {twp actions). He wouldn be able o duck
back.

Similarly, a character shooting at someone will face in the
direction he fired towards unless the player specifically states
otherwise.

This character is sprinting fo q wall and craouching down.-
If he has insufficient aotions 1o redeh the wall he would still be standing (AJ, otherwise ke can crouch (B}




DUEMENT FlﬂTES

are the distances covered in one action of various tvpes of

ment.

pAkInE

& A character can try and move quietly, to avoid detection by
the enemy and maximise the available cover. A sncaking
character takes one action (o cover every 2 yards. Sneaking
s & Risky action and if the action is failed, the character
will be heard and seen as if walking normally. Sneaking
“around is dealt with in more detail in the Awareness scetion

ater (page 32).

Crawling

‘The character gets down on his belly and wriggles like a
snake! Crawling is very slow, but the character can muke
Mthe most use of whatever cover is around. and presents a
difficult target even when in the open. Il takes one action to
“erawl 2 yards.

¥ f ||
“The normal method of moving, the character proceeds at a
‘reasomable pace, and is very aware of his surroundings.
"Note the character will make use of available cover — he is
“not out for a pleasant evening stroll! A character takes ome
S ietion Lo walk 4 yards,

vading (dodging and weaving)
4 character evades to avoid incoming shots, ducking and
ng to throw off the enemy's aim. He is aware of his
mediate surroundings, looking for uselul ¢over and
pies, but is concentrating on being o hard larget rather
“than what else is happening around him. Il vosis one action
i move 5 yards when evading

o
mewhere between walking and sprinting, a characrer
is running can cross the ground quickly, and still
gin reasonably aware of what's going on. A running

er uses one aclion for 6 yards covered.

LT l
8 character puts his head down and legs ! A character
is sprinting is only really aware of whal's directly in
of him, and makes little use of cover along the way, A
ing character moves 10 yards per action and cannot
ghine this movement with any other action (see

ambined actions later).

2 yards
2 yards
4 vards
5 yards
6 vards

H) yards

Mowerment

WWerrse s aEae

A character can jump horizontally a number of vards equal to his
Strength divided by 20, Add 50% il (he action before the jump
was spent sprinting. For example, a Strength 80 character who
spends an action sprinting before the jump can therefore go
4+2= 6 vards, Jumping is a Risky action and if it is funbled the
character only jumps a distance equal to a percentage roll ol the
maximum distance thev could achieve. Following the previous
example, if the character messed up the jump and then rolled 48%
on a DI0O, he would only jump 3 wards instead of
6 yards (potentially very dangerous when trying to jump over a
deep drop!).

For details of jumping up onto and off of things, see the Terrain
section overleaf.

‘Dragging
A character can drag a prone character or heavy object 1 yard per
gction. It two or more characters are dragging the same object,
then all the characters move in each character’s turm. Normally a
maximum of three characters can drag an object at any one time.

r —

Example: Two characters are dragging a stunned comrade.
In the first character’s turn, the character gers
three successful actions, and all three of them move 3 yards.
In the second character’s turn, the character gels two
.smenﬁd ac:ton.r duii sa the whole group moves o further
2 yardy that furn.,

The GM may want to increase or decrease the distance an ohject
can be dragged depending on its size and weight (dragging a
stunnad Space Marine in his power armour is a lot harder than
pulling a robed adepl into cover, for example). Also the
character's own position will be important, so characters who are
rying 1o drag an object whilst prone (¢rawling, in other words)
can only move 1/2 yard per action. A character who is dragging
something along the ground will obviously be bent over or
crouched, and so may not be seen {or be able to see) if behind a
wall or other ohstacle.




Combats don't normally take place over flat featureless plains,
and so vour Inquisitor battletield is likely to be littered with all
kinds of obstacles and terrain. Terrain can seriously allect
movement, but provides cover and, when used well, will greatly

expectancy of your character. There are all sorts of
pieces of terrain, the most common examples of which are
covered below. As you might expect, it is the GM who must
decide what different effects the terrain has on movement, and
must ensure that the plavers are aware of this start of the
game,

Ground

of rough terrain

; acree, stecp

Difficult ground is a term which covers all kit
that may slow movement. This includes scrub, rock)
slopes, woods and undergrowth. With the prion of crawling,
reduce all movement rates by 1 vard per action when a character
is moving through difficult terrain. Also, remember that sprinting
across or through difficult terrain is a Risky action and the
character will fall over if they bodge it

Distinct vertical features such as walls, fences, rock fac
cles. [t takes one action to jump ove
le {up to 2 5 1.1t takes two actions to ju
irh obstacle (up to 4 yards tall) — one action o get on
and another to drop down. C & these sonts
ohstacles arc Risky acti nd the character will fall prone on
side they started from if they mess it up,
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biek would be -20 or so, while a complex keypad

ilarly, picking a lock requires a Sagacity test, with appropriate
ifiers for the complexity of the lock. A straightforward key
would tax the
ridest brains and would be -BI,

B Eharacter can jump through a closed window as a Risky action.

eased up, the character will end up prone on the vther side of
window and be stunned for D3 wrns (he may also suffer

amage from falling depending on how far up the window isl).

|

Water can have a whole gamut of effects on characlers, depending
i how decp it is, whether it is flowing (like a river) or still (like
ppool), and so on. Water which is no deeper than half a yard is
fed just like difficult ground. Water that is up to chest height
it a vard and a half) can be waded across at a rate of 2 yards
for each successful action, or it may be swam. Water deeper than
& must be swum across, A ﬁwimm]ru character moves 3 vards
r action, However, swimming is a Risky action and if lailed
ans that the character [ounders around for the mrn and does
nothing.

Lchamu:ler who is pinned whilst swimming or wading 15 not
hlncked prone, bul must spend his next action recovering as
mormal. A character stunned whilst wading or swimming
ndem around on the spot but suffers no additional i1l effects,
chura:::ter who falls unconscious whilst in water s assumned o
il, but see the panel on drowning below, A stumned or
peonscious character can be fished out of the water using the
al rules for dragging other characters. A character cannot be
ked back whilst swimming, and will halve any knockback

ces if wading.

i assumes that the character is swimming across a pool or
&, A stream or river (or sewer effluent ourflow pipe perhaps!)
fh & strong current will move a swimming character D3 yards
eam at the start of every turn (or D6 vards for rapids and

et raging torrents). A character wading across such a feature

VEMENT SUMMARY

stunid, knselicrouch or lie prone. Changing stance may be
with an action with no penalty.

vement Actions
whq: .,hnra.cner iz mnvmg 1. Onee his actions huve been
tion roll made, messure distance moved znd work ont
it thok, depending on sctions’ movement rates.

crawling: 2 yards; Welking: 4 yards: Evading: 3 yards;
Sprinting: W yards,
of yards cqual i St/20. Add 30% if action before jump
g. Risky wetion. IT failed character only jumps distence
rolt of the maximam distance he could achieve.
ar churacter of heavy object can be dragged | yard per action.
reduces all movement {except crawling) by 1 yard per
across difficult groond is & Risky action {character falls

. mrm:mmt [Ales ZOINg up, mua:pi L:m!ang Maving
i slope faster than walking is & Risky. muun{charmfsllnwm'
] Wm pi&!cn‘!& l:l.m'lmr every 5 yands mimhied).
Ak
i

Mowverment
must pass 4 Strength test or he loses his [voting and must swim,
drifting as described (take the test before declaring actions for the
character). He can spend actions attempling to right himself, in
which case he must pass another Strength Lest to be successtul,

Drowning e
Dirowning isn't a very heroic way o go, and so I'd recommend
that GMs don’t worry about it. However, for those GMs whe
like such niggly details, a character who is stunned or
unconscious whilst in warer must pess a Toughness test at the
ene of every turn or drown.

= o 7.
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A character ¢an often perform some other type of action whilst
moving, such as firing a weapon, loading a weapon, unsheathing
4 sword, talking on a comm-link, and so forth. 1f the character 1s
trying to move other than at a sneak, walk or run, (eg, trying to
crawl, jump, evade or perform some other movement action) then
the normal rules for combined actions apply — that is, all
percentage chances of performing the other action are halved. If
the character is sneaking, walking or running, then rather thun
being halved, the chances of perfurming the combined action are
reduced by 2% for every yard already moved this turn. Note that
this is based on the total distance moved this turn, not just during
the same action, so a character who spent one action walking and
then another action walking and using a psychic power would
suffer -16% (8 yards moved) to his action,

Example: Inguisitor Shyloque is leaping over the gap
between two gantries and firing his bolt pistol ar a cultist
beneath him. Standing stilf, his chance of hiting the cultist.
woudd normally be 70%, but this is halved fo 35% for being a
combined action.

Takes one ectivn o jump over low obstacke (up to 2 yards high). Takes two
actions to jump over high ohsiacle (up 0 4 yards high}. Risky action to cross
{character falls prone if failed).

Cine action to jump down up to 4 yards, Risky aclion (character falls).

Chstacles over 4 yands must be climbed. (2 yands per action), Climbing
anything withaut rungs, rope, ete, is a Risky action (charecter falls if failed).
1f pinned whilst climbing, characier cannot mave. If knocked buck or
stenned whilst climbing, charmecier falls,

Water nio deeper than half a yerd is counted as difficult ground. Water up (o
chess height cin be waded across (2 yards per action) or swam. Decper wiler
triisst be swum neross (3 yards per welion). Risky action (character fioundérs
if Tailed}. ; :

A pinned swimmer is not knocked prone, hut must spend next turn
recavering. Character smnned while swimming flounders, A character whe
falls unconcious will simply float.

Character cannot be knocked buck whilst swimming and halves knockback
distances if wading. :

Combined Actions with Mmrumnt

If sneeking, walking or running, the chances of performing a combined
agmugmhm than shu.m.ngare reduced by 2% per vard that hus already been
moved this tu.m

pdl'.'rfﬁmmmhm::e of performing oiher action is




In this section, we’ll look at how our characters can shoot at one another with rifles, pists
grenades, rocket launchers and other ranged weapons.

WEAPON PRO I-_ILI'-___S

Some weapons have a higher rate of fire than normal. others are
more accurale at long range, while some need to be reloaded
frequently. Just as with characters, these individual traits and
characteristics are listed in a weapon's profile, The profile is
broken down into:

TYPE: There are three types of ranged weapon: pistel, basic and
heavy. Pistol weapons are fired in one hand and may be used in
close combat, Basic weapons are normally fired two-handed but
can be fired one-handed usually with less chance of hitting.
Heavy weapons weigh so much they require two hands to firc.

RANGE TYPE: Each weapon has a range type, used to
determine how accurate it is when [iring at a distance. Different
range types have varying characteristics, so that certain weapons
may suffer a consistent loss of accuracy while others have a
dramatic drop in effectiveness past a certain range. Some, such as
sniper rifles and heavy weapons, can actually be more accurate
over long distances than close up. Certain weapons have a
maximum range, in which case this is given in brackets after the
range ype.

FIRING MODE: This is either single shot, semi-automatie
fully automatic,

A single shot weapon fires once per shooting action.

A semi-automatic shot fires the number of times given in
brackets in its descriplion, Some semi-aulo weapons have §
numbers, divided by a slash (eg, 2/6) which indicates
minimum and maximum number of shots available when Om
SETmi-auto,

Fully automatic shots ane resolved slightly dillerently Lo nom
shooting and 15 dealt with in the Special Weapon Types rule
the end of this scetion,

Some weapons have multiple lining modes, and the player
state which mode s sclected when declaring the characts
actions for the turn (on some weapons it may require an actio
change the setting, as noted in the individual descriprions). B
each shot fired, remember to mark off a shot from the weapd
loaded ammunition.

ACCURACY: This is the weapon™s innate accuracy and o
improve or reduce the character’s chance of hitting the targel
DAMAGE: This is the number of Damage dice rolled if
target is hit (see the Injuries section later),

SHOTS: This is the number of shots the weapon can fire beli
it negds reloading. For example, 2 how has one shot, whilg
balter may have a magazine of 200 shots.

RELOAD: This is the number of actions thar must be sg
reloading the weapon, I the number 15 in brackets, this 15
number of shots that may be reloaded per action (a character§
reload two combat shotgun shells per action, for example). If
number is underlined, then it needs to recharge, in which case
number is the number of furas that the weapon cannot be used§
Howewver, recharging normally happens automatically and
does not require any of the character’s actions to compld
Reloading actions can be split over a number of turns. B
example, most weapons require two actions w reload — ong
remove the magazine/power pack and one mors to insert a
one., Therefore 1t is possible (o spend one action in one [
reloading. and then finish the reload at a later point if necessd
Where thus is inpossible, it is noted in the weapon's descriptid
Il & weapon cannot be reloaded, an X is given in
characteristic,

WEIGHT: This is how heavy a weapon is. If a weapon's weig
15 higher than the character’s Strength, his chances of hitting W
it are reduced.

In addition to this basic profile, 2 weapon may have 2 numbe
special rules, For example, some weapons may suffer no penalf
to their chances of hitting due to the character moving, wh
others may use the Special Weapon Types mles on page 37.




LINE OF SIGHT

IThe most basic principle of shooting is that vou need to be able
i see your target to shoot at it! Actually, some weapons don't, but
Hiey're an exception. Being able to see your target is called
having a line of sight. If a character does not have a line of sight
i his target, then he cannot shoot at it! Line of sight is fairly
gimple to work out — draw an imaginary line from the character
i the target. If there's anything blocking this line, then the target
gannot be seen! Much of the tme it will be obvious if a target can
he seen. though sometimes iUl be necessary to get down and
fiave a ‘model’s cyc’ view 1o see if it has a line of sight. If you can

1atic or

e only a small part of the enemy, such as the tip of a weapon, or
i foot poking around a building, then this isn't really enough for
i line of sight. If you can sec at least the whole of one hit location
{8ee the Injuries section on page 46 for details of hit locations), or
MTJJM one hit location, then the character has line of sight, but
Cover on page 47)

i the
ve [

es

3 e tarpet will be hﬂn‘lf‘:l to hit (see

1 firing
normal
riles dl
=r s
racier’
tion i
s). Fag . .
.apon g T dnguisizor in this
photo can't really be
Mg — he's unlikely
nd Wil wave his sword
get. around if he was
| if hiding hehind a wall!

=

5
. i
ler of
). If
ASe
sedd fa
and &
mplete
o
one o
a new
e 1t
(o
iplions
n th

Here the Inguisitor

| can clearly be seen,

MRemember, though, that since the miniatures we use in Inguisitor
Site not capable of the same range of movernent as the characters,
degree of imagination and interpretation is required. For
ReRample. it may be clear that a line can be drawn o a character
it an intervening wall, but if the character 15 supposed to IJE
hm,g there’s a good chance he won't be seen. Sumlarly,

gcter can look around the corner of a building, through
and so on without exposing himself fully. On page 471
Injuries section are a collection of diagrams which show !'luu
Smiich of a character can be seen whilst doing commaon actions,
i you should use these as a guide for derermining line of sight.
§always, the GM is the final arbiter of any decisions regarding
line of sight or a lack thereof,

weight
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Some terrain obscure line of sight but not block it
completely. The most commaon terrain of this type are trees and
bushes which, although individually might not ¢over up a
character, may completely hide a character from view if he is
deep enough within a cluster of bushes or a wood, Basically, such
terrain can be broken down into three ypes of density: light,
medium and heavy. Light density terrain can be seen into up to
8 yards: medium density terrain blocks line of sight after 6 yards;
heavy densiry terrain blocks line of sight after 4 yards.

may

Other types of terrain will normally either block line of sight
totally or provide some kind of cover to the character, as
discussed later. For more details about what characters can and
can't see, see the section on Awareness on page 52

PR T T = i e

Arc of visiar and fac:ng

s

k

Our Inguisitor characters don’t have eyes
in the back of their heads (well, not many
do!) and so are restricted in what they can
see and shoot at by the direction they are
leoking in. This arc of vision extends out
45* the direction the character is
facing, and any targets must lie within
this arc. A character can tum and [ire as
part of the same action withoul penalty

in
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When firing as part of a combined action with movement,
each yard the firing character has walked. sneaked or ran §
action, there is 4 -3% o hit penalty. For example. a characler 8
walks 4 yards as they are shooting will suffer a -20% chany

hitting. If the character evaded or moved in any other way, I
follow the normal tules for combined actions — the chance of
shot hitting is halved, regardless of the type of movement,

modifier is doubled if the character is {iring a heavy weapon,

The target’s movement also affects the chances of hitting, |
modifier is determined by the target’s last action, If he did
move at all or only crawled in his last action, then there s
modifier. If he walked, the firer suffers a -85 chance ol hiti

e e B T e
HI'TT'INE_ TH_E TﬁHEET him, if he ran or sprinted there is a -12% modifier to hit him

B

a -20% penalty if the larget evaded. If the target moved in
other [ashion (he jumped for example) then the modifier is eg
1o -2% for every vard the target moved in his last action,

Being able to see a target doesn't necessarily mean you'll hit it!
If a character wants lo shoot another character, he must make a
successful To Hit roll. A character’s BS gives the basic percentage
chance of hitfing a target at range. This chance 1s modified as  FT i i
detailed below. Once the modified To Hit roll has been worked | : Alming'
out, you must roll equal to or less than this score on a D100 to hit
If the roll is over the required score, the shot misses.

The firing procedure opposite shows 2 character loosing off ad
with his weapon without taking any particular time to aim it. T
surt of shooting is often referred to as a snap shot, and is not
Salvoes af Fire aceurate but can be done quickly. A character can, however, |
The results of a single firing action are taken to happen more time over his shot, to increase his chances of hitting. Thi
almaost simultaneously, and so any effects from firing (such as done by spending actions aiming before taking a shol
injury or knockback) are applied at the end of the action, This number of actions spent aiming represents varying degress
means that any hits from a character firing on full auto or preparcdness on the part of the character.

semi-aute can all potentiafly hit the target, even if the target
is subsequently knocked out of sight or otherwise becomes an
ineligible targer. :

(Ine aiming action shows the character raising his weapon i
level before shooring (as opposed to firing “from the hp’).

Two aiming actions represents the character bringing his weid
up and then spending a couple of seconds aiming at the tarpe

bl i S T T T e ¥ e Pp—
Automatic hits and _miE}.EES’Wg@ Three or more aiming actions shows that the character is tracs
. k = o 4 the target over quite a period of time (in combat conditions,

In some cases, blind luck will help more than any amount of  ten seconds is a long timel).
aiming and preparation, on the other hand, there is no such thing
as a sure shot, To represent this, any unmodified To Hit roll of
01-05 always hits the target. regardless of the required score,
Similarly, any unmodified roll of G6-100 will always miss the

target.

Aiming gives a character a +20% bonus to his To Hitroll. T

cumulative. so if a character aims twice before shooting he @

a +40% bonus 1o his to hit chance, and so on., Aiming bonuse

carry over from mrm to turm,

[f there is a closer cnemy character within 5 yards, and
i i EESTE  haracler is not aiming al that character, he must pass a Nerve

TO HIT MEDIFIERS 1o aim (with a - 10% modifier for each additional enemy chari§

within 3 yards).

When shooting, read through the following list and apply all
relevant modifiers w your BS. All penalties and bonuses are
cumulative.

If the test is failed. the character immediately fires at the clod
enemy in sight, counting it as a snap shot.

Covering fire/overwatch
As well as aiming ar a target in sight, a characler can also cha
to cowver an area of the hattlefield, waiting for an enemy 10 pre
himself. This is often referrad to as overwatch. The charg
must specify which area within his line of sight he is aiming
This arca could be anything. such as & window, a gap beiM
B : e two huildings, even the space arpund a friendly charactes,
ﬁ'aﬁge ' 1; shouldn’t be more than about 4 yards across. If covering an @
: | the character may take a shot s 500N as 4 Targel appears i
Measure the distance between the character and the target — this  area he is aiming at. This shot is treated in all respecls as 14

Weapon Accuracy ;

Add or deduct the Accuracy modifier as shown in the Weapon s
profile.

is the range. Cross-reference the range with the Range type, shot, so the aiming does not granl aiy positive modilier i
given in the weapon's profile, on the Range Modifiers chart  shot, and the chances of a nlaced shot are not increased §
(see page 36). The result is the modifier w your To Hir roll. Placed Shots on page 37)
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Example: In the photo above, ‘Slick’ Devign apts 1 aim at the
on the opposite side of the street.

MR the photo below, as soon as Damien 1427 moves i view

Wirough the pap, “Slick' vpens fire,
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5. evdl LOSing vour amm

spon as the aiming character moves, or fails a Nerve rest, is hit
By an encmy or shot. or does anything other than aim or fire a

gle shot at the target, any aiming bonuses are lost. Note that as
Hong as the target does not spend more than one action out of
Siew, aiming is not lost due to enemy movement (although any
tmavement will incur the usual to hit penalties for the distance
nd thelmoved). If the targel spends more than one action outside the
iming character’s view, the benefits of aiming are lost

This i
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erimg an areq or tracking o distant target, it is
worthwhile writing down or telling the GM who or
being aimed ar rather than declaring this out lowd. If
you can alye make the Action roll in secret, under the

il Jr-.
§ thay the other plaver(s) do-not know for sure where
ters are aiming, or if at afl, and helps them resist the

cluses

“hiong
TCSENl
iracta

ing al . :

_u;' § In make their chargefers aci in response o
h they don 't have — this avoids characters walking the

T, b

W}.ﬂfﬂ butlding, for example, rather than coming ow

sy being covered by an enemy character, If this it

i dont have an independent GM, for example, then

r that their characters may not be aware of

iy enemy is aiming or if they are being targeted. This is
ore detall in the Awareness section later on.
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SHhootirg

he Archeaoxcnan is a treasure-huster who secks out

lost alien techoology in the hope of trading it with
Imperial officials and the Priesthood of Mars. He is an
expert on alien histories. and has 2 view of the cosmology
of the galaxy that frequently gets him dubbed a heretic
by the Ministorum, or dangerously well-informed by the
Inquisition. He is not adverse to breaking 2 few Imperial
laws if it gets him where he wants to go. Frequently
caught smuggling forbidden artefacts. he normally has
powerful patrons to lock after him.
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Rested weapon

A character may spend one action resting his weapon against a
suitable surfuce. Note that this may be a horizontal surface such
as a window sill or crate, but can easily be a vertical edge as well,
such as a doorway or the corner of a building. A character with
his weapon rested gains a +10% chance to hit. If the character
moves at all, changes weapon or fires anything other than a single
shot, then his weapon no longer counts as being rested at the end
of the action. The benefits of resting a weapon can be combined
with aiming,

A S =

fé'r'gl_at Size

e ez
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Obviously, shooting a barn door 1s easier than trying to pick off a
fly, and the size of the target will alfect a character’s chances of
hitting . Target modifiers for specific creatures or other things the
characters will want to shoot should be decided by the GM. As a
rule of thumb, if the target ix roughly 10-30% of the size of a
human, there should be a -30% to hil medifier. Conversely,
targets over 50% bigger than a human are easier to hit with a
+30% modifier. Targets bigger or smaller than this should be
adjudicated by the GM. Note that this does not mean a character
can attempt to aim at a specific location on an ¢nemy character
and suffer the small target modifier!

F TRSTTTTTY

| Other madifiers

The burst of fire from a semi-automatic shot can produce a lot of
recoil, and so is less accurate than a single, well-placed shot.
However, this is often more than made up for by the weight of
fire! A semi-aulo shot suffers a to hit modifier equal to -10% for
every shot taken, For example, when fining semi-auto (4), ull four
shots suffer a -40% chance of hitting.

If the character is firing with their off-hand, they suffer a -20%
chance of hitting.

A character can firc a weapon in each hand as part of a single
action. However, if they do so, they suffer an additional -20%
chance of hitting with both weapons.

A weapon's weight can also affect the accuracy of a shot.
Compare its weight with the Strength of the character. 1f the
weight is higher, the character suffers -1% for each additional
point of weight, When firing with one hand, halve the character’s
Strength when working out this modifier (as you will see,

weapons intended to be used in both hands can be quite heavy).

as



Shooting
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To hit madifiers summanry

Weapon's Accuracy : P ; +H-5%

I Range modifier (see table ".‘ulu'v! -
.

| leﬂwmmﬁdlﬂers i v
| Each yard firingicharacter wm.mr i as part of mmhmﬂé action. B -5%
| Firing L'1.1T.1Lt|:" |'u:'-|"'r|| ms some other combined shooting action Halved (after all other modifiers)
Target Muveﬁéilfhndiﬂers _::‘_' e

i

Target walked last action s N I - i T 8%

W
S

Target ran or sprinted last action -12%
! Target evaded Jast action it i -20%:

For every yard moved if other type of movement excepr crawling -2%
Stability modifiers e
Each successful action spent aiming + 2015

Weapon is rested ! +10%

Per shot on semi-aulo -10%

; Target size modiﬂars

] Large tarzet (50% bigger than human size) +30%
A Small target (less than 30% of hiuman size) F s 309,
Other targets at GM's discretion gl

Other modifiers
Firing with off-hand -2
Firing with two weapons asmem.tmn i R f -2

Character "_'ll.TLT'Jth less than weight of weapon (Half Strength if firing one- h inded) -1% per point difference

Range modifiers
~ Range {yards}

1-5 6-10 11-15 lﬁ-Zﬂ 21-25 26-30 31 35 36-40 41-45 SE-SI] 51-35 56-60 61-65 66-70 71+
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the calamitousness of these times,
I,hm'g'mﬁ::'uf the heretics, that
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M.a and teach the true and Imperial
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B i5 & chance that a character lands a hit just where they
it. This is called a placed shot. A character scores a

d shot if his To Hit roll was egual to or less than one tenth
Ta Hit number required. For example, if a character has a
chance of hitting, any To Hit roll of 7% or less is a placed
[66/10=T). When a character scores a placed shot the player
add or deduct up o 20% from the Hit Location roll {scc
46 in the Injurics scction). They may decide how much to
deduct after they have made the Hit Location roll and
out where the shot landed (this is very useful for hitting
gters behind lots of cover!). Note that a character who can
it with the minimum 5% chance detailed above (becausc
he would need less than 5% ) cannot make placed shots.

lition, a character’s odds of making a placed shot after
is greatly increased. Instead of 1/10th of the To Hit
being a placed shot, when the character has aimed at least
gl his tarpet before shooting, this chance is increased, The
% of a placed shot then becomes the To Hil number
éd minus the range to the target. For example. if the target
ards away, and the To Hit number 1s 73%, then any roll of
bor leas (73-23) indicates a placed shot,

Wery time a character is fired at by enemy shooting, he must pass
V. test or be pinned. If the shot failed w it the character
blocked by cover for example, or simply missed), there is a
modifier to their Nerve value for the test. The Pinning test
taken after the effects of the hit have been resolved. A character
o is pinned will dive D6 vards towards the nearest cover (if in
bopen) and fall prone. Note that the character is pinned on his
jaracter sheet. Pinned characters must spend their nest
action recovering from pinning, and this cannot be

mbined with any other action. Later actions in the wrn they
ber must be declared at the start as normal. Note that there is
pmatic failure for Pinning tests, so characters with a Nerve

Ju of 100 or more will never be pinned unless other modifiers

Shiooting

A plaver can normally opt for a character t automatically fail a
Pinning test, in which case they will act as if they had failed their
Nerve test, although characters under the influence of certain
psychic powers and psychological effects may be not be allowed
this option. This is noted in the relevant descriptions,

e T "

' SPECIAL WEAPON TYPES
The shooting rules presented up uniil now have been for fairly
standard weapons that fire a single shot. The following rules
cover weapons with a higher rate of fire, that fire explosive
munitions or shoot in some other exotic manner. Some of these
weapon types alter the way that shooting is resolved.

e prmp—
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Semi-automartic weapons allow the character o fire a burst of
shots in rapid succession, laying down a hail of fire, The recoil
fram such shooting is harder to compensate for, and so individual
semi-automatic shots are less accurate than a single shot, but
overall the massed effect can be more effective al close range.
When firing on semi-automartic, the weapon fires a number of
times equal to the semi-auto value. If the weapon has a spread of
semi-auto rates, the player must declare how many shots are fired
when it comes to the shooting action (they don’t have to declare
the exact number at the start of the character’s turn). Each shot
suffers a -10% to hit penalty for every shot fired (so a sermu-auto
{3) weapon suffers a -30% chance of hirting ). A character can aim
befoere firing on semi-auto, but any aiming bonuses are lost after
the first semi-automatic shooting action. The rules for placed
shots apply to semi-auto aimed and snap shots as normal.

ol S ;
- Full auto.

[

Firing on full autn means squeczing the trigger and letting rip in
a pretty random fashion. This works in a very different way to
normal firing, o represent its particular advantages and
disadvantages, To fire on full auto, nominate a target group. All
characters in the target group must be within 2 yards of another
character in the group, and they must be within the character’s arc
of fire. If you wish, vou may elect to fire at ‘spaces’, in which
case the empty space counts as another character in the target
group, Obwviously, the space cannot be hit and any shots against 1t
are wasted. This can he seen in the diagram below:

II| B

|| A )/gyards \E’yards
' SPACE

Targetr B is 2 vards from target A, and 4 yards from arger C.
| T include C in the target group, the pluyer can elect 1o fire
af the 'space’ berween B and C, treating the target group as
4 characters instead of 3.

A yaras




Shooting

Once the target group has been established, roll to hit against cach
character in the target group. Bach weapon has a full auto value
in brackets, which is the number of shots fired in a full aulo
action, The number of shots must be divided as evenly as possible
between the characters (and spaces) in the target group, starting
with the closest character.

2 yaras
yards £ yards

SPACE

If a full anto (10) weapon were fired at
this group, characiers A and B would
be fired ai three times each, while the
space and character  would be shot

ab twice gach,

_
——

The To Hit roll needed is equal to the firer's BS divided by 5, with
no other modifiers. If a character has a full auto weapon, iU's a
good idea to note their full auto To Hit roll in the notes box of
their character sheet.

Once any hits have been determined, proceed as normal with rolls
for hit location and injury. All characters in the target group musl
take a Pinning test when fired at by a full auto weapon (the spray
of fire would make anyone nearby duck for coverl), and
characters who were not hit do not gain the normal +20%
modifier to their Nerve.

Full auto shots never make placed shots.

Flame WEE]’JE}T‘IS A 33

Some weapons, instead of firing a projectile or bolt of energy,
spray a fountain of liguid over an arca. The most common
examples of these are flamers, which goul burning incendiary
fuel, though some rarer ones may fire clouds of acid, gas or other
substances,

Due to their nature, it is highly inadvisablz to fire flame weapons
whilst moving quickly, and so they may only be fired as parl ol a
combined action if the character 15 walking.

n the Senatorum Imperialis was convensd on the

first apmiversary of the Emperor's Asceosion, none

dared question the grim-faced man who joined them for

the first time. None were brave eaoogh 1o ask what exactly

were these Holy Orders of Emperor's lnquisitors’ he

represeated. [t was coough that the Primarchs avowed he
had the Emperor’s blessings

T

Flame weapons are worked out in a similar fashion to full
weapons, in that a single shooting action can be used 1o targs
group of enemies. All of the same restrictions on target groupl
apply. but only roll to hit each potential target once. The chs
of hitting are equal to one quarter of the firer's BS with no of
modifiers. Any character hit actually takes a number of hits
the sheet of flame or cloud of toxins, as determined by the ra
and noted on the Flame Weapons chart below. Roll locations
damage for cach hit individvally. Any character within a taf
group must test for pinning, and characters who are not hit do
gain the normal +20% modifier to their Nerve.

Ammunition is counted off for each burst of fire, and 15 not
on the number of characters targeted or the number of |
inflicted. A character firing a flame weapon cannot make plig
shiors!

Flame Weapons chart
Range (yards)

=5

0

| _Elél'Et WEapons

4

i

Some weapons fire explosive shots, such as grenades and rod
launchers. These work in a slightly different fashion from no
firing, as it’s more important to know where an exploding sl
has landed if it missed its target! Designate the targel pomt

character is aiming for with a counter, coin or some other mard
This target point can be a character, a terrain plece or cvon an d
of empty ground. Roll 1o hit as normal. Tf the weapon hits,

blast explodes centred on the target point, If it fails, it scatters
a random direction D10 vards, plus 1 yard for every [0%, org
of 10%, that the character failed their To Hit roll by. The b

cannot scatter by more than one quarter of the range to the tag
point.

Example: If the character had a 43% chance af hitting an
rolled 78, this is a difference of 33%, or D104 yard
seatter, If the character was firtng at a point 30 yards away,
the shot could not scatter by more than 7'z yards {une
quarter af the total range), '

Blast weapons have rwo additional characteristics: arca and b
valug, These show how big and devastaling an explosion
make, The area is the distance from the aiming point that
grenade’s blast extends. Any charscter within the blast o
automatically suffers a pumber of hits equal to the blast val
minus the character’s distance from the centre of the blast, 5
character 3 vards from the centre of an explosion with a
value of & would suffer 6-3=3 hits. The toral number of hit
halved if the character is prone. Roll location and damage
each hit as normal. All characters within the area of effect o
blast weapon are automatically pinned, regardless of their Naj
value or any other special rules — they are thrown to the grou
s0 violently, being brave doesn’t come into it!
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Mthoush the 41st millennium has given rise 0 many awesome
ipons of destruction, often 2 well placed throwing axe can end
Reviant's heresy as surely as a plasma gun! Thrown weapons are
solved exactly like other shooting with the cxceplion that a
rcler can draw and throw such weapons with a froe hand as
it of a single action. In addition. thrown weapons have
Max range equal 1o half of the character’s Strength minus
e weapon's weight, (A weapon with Weight 10 thrown by a
aracter with Strength 50 would therefore have a A X T
inge of 50/2-10=15 vards). This is the range at which they have
g reasonable chance at hitting: at further ranges the attack
jomatically misses. If characters wish o throw other things
8, barrels, small alien mammals) then the GM should give
dem a weight characteristic and probably a hefty accuracy
jalty and a poor Range characteristic (such as an A, E or J).

§ may want characters o be able to pick up a thrown weapon
il use it themselves, or they can be recovered by their original
er. 1f this is the case, a thrown weapon which hits is assumed
b€ lying next to (or in!) the target. If it misses, mark a spot D6
jitls away in a random direction o show where it has ended up.

g rgtgnacies & c:ther Expiuaues E
demn]:tmn charges and qlmllar WEADOMS ATe 8 VECIant
weapons, known as thrown blast weapons. Churaviers
pped with these may throw them a distance up to no more
hall their Strength minus the grenade’s weight in yards, It
one action o draw and prime a grenade, and one action Lo
o ik, Throwing a grenade is a Risky action, If the Risky action
ailed, the grenade goes off prematurely! Roll a [4:

Resuilt

The grenade explodes in the character’s hand.
Resolve its effects centred on the characrer.

The character drops the grenade. It scatters D10
vardys in g random direction from the character
before exploding.

The grenade is o dud and does not explode,

SHOOTING SUMMARY

have line of sight to sh-:m al ;.argﬁ
derisi urram 2 wn;h hhdnn;a density tesmin: 6 yards; Heavy
m

bnve 45° are nf\'is'iun. Clan turn & fire as partof seme sction,

bl roll. Roll equal to o less than chatacter's BS after modifications
o e
that th
ST A
t valug
t. Sof
13 _h i character walked, eneaked or ran this turn incurs & -5%
- hits combited action.

I Iul'ﬂl-ﬂﬁ alwuys hits, Umodified mill of 96- H00 always misses.

See weapons profile. ;
e range with he weapun_‘.-rﬂmgcm on Range Maodifiers

age i' any other typg of muve, chance of hifting with weapon 15 halved.
xct ol & doabled if character is firing a heavy weapon,

+20% 1 T Hic roll. Cumulative. If there is a cluser enemy within

r Neni .
miist imake _.: Merve test if he wants oo aim al another targer

LT

Shooting
Assuming that the character doesn’t blow himself sky-high with
his own grenade, mark the target point which the character 1s
aiming for as you would with other blast weapons, then measure
the range,

If this is greater than the character’™s maximum range with the
grenade (half his Strength minus the grenade’s Weight). the throw
automatically misses. In this case, move the aiming point directly
back towards the throwing character until it is in range. The
grenade then scatters 2010 yards from this point. Assuming the
target point is in range, follow the normal fo hit procedure for
hlast weapons given above.

F Indirect fire
Some weapons can be fired or lobbed at a trajectory that takes
them over intervening terrain, allowing the character to fire at
points outside their line of sight. Such weapons are said Lo be
capable of indirect fire. Indirect fire is resolved as normal blast
weapon fire (or thrown blast weapon fire). except that the shul
automatically scatters D10 yards. Add +1 to the D10 roll for
every 10% or part that the To Hit roll is failed by. and deduct
| from the D10 roll for every 10% or part that the To Hit roll is
passed by, For example, if you need a 76% to hit and roll a 54,
this is a difference of 22. so the shot only scatters D103 yards.
Treat totals of less than zero as no scarter.

Scattering resfrictions
The GM should be prepared to use a bir of judgement and
conmon sense when calcularing scatter jor blast and thrown
weapons. For example, generally it Is assumed that such
artacks won't scatter out of line of .ngh.r of the firer -
grenades don't pass magically through walls, In this
chrcumstance, move the centre of the blast back towards rhe
aiming point until the firing character can see il.

With indirect fire, this isnt necessary, although vou should
lvok oui for other obstructions to such plunging fire, for
example, walkways, bridges, etc_ It is possible that scantering.
indirect fire will land on these instead of the ground (or vice
versa if aiming ot a character on a roof. for example ).

{-10% modifier per exira enemy within 3 yards). If charscter fails this test he
immediately fires a snap shot at the closest encry instead.

Chernatch: Characier may specify un umen 1o aim at, not mare than 4 yards
ALTORS. Mnymammnmnsmcm;ﬂmmzm

Rested weapon: £105%,

Target size: Less then hlfmu\fh:mn -30%. More than 50% bigger than
homan +304%. :

Semi-giomatic: -10% pr.rsh.ul wken for cach shot.

Frring aff-hamd; R

Firing wmponi.wbmﬁm -20%: 1o hit with both weapons.

Wiepon s weight Righer than character s Sm;m 1% for each additional point
of weight. :

IMaced Shots

1 the To Hit roll is equal to or less than metenmnftbcmwmhermqmmdlhm
the pliver iy wid or deduce up to 20% from the Hit Location roll.

An aiming chamcler scores 4 placed shot if his roll To Hil is equal to or kess than
ﬂ::mmunﬂmfeqmmdmmsmmgcmtbemrgﬂ

Pinning

Each time & character is fired at he must make 8 Nerve test or bé pinted. If shot
fuiledd to hit e character, add +20% to his Nerve for the test.

A pinned character dives D6 yards towards nearest cover if in the open and falls
prone. Mext sucesslul petion must be spent recovering,
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Though the warriors of the 41st millennium can wield highly destructive ranged weapons, a bat
will often be resolved by a bitter face-to-face struggle with swords, chain-axes and pistols.

section deals with such close combat.

< = o Ty

WEAPON PROFILES

As with guns and grenades, close combat weapons are rated by a
series of characteristics:

Reach: This is an indication of how long the weapaon is, or from
how far away the character can make s amack, The longer a
weapon's reach, the harder it is for an enemy with a shotter
weapon to defend aganst it. Weapons with Reach 4 or more may
be used to attack when the combatants are at arm’s length (see
Stepback later for details of fighting at arm’s length)

Damage: This is the number and type of Damage dice rolled if
the target is hit

Parry penalty: Some weapons are hetter designed for hlocking
enemy attacks and launching a counter-attack. The parry penalty
of a weapon reduces a character’s chances of parrying a
successtul enemy attack and launching a counter-anack

o T T Y T P s e
INITIATING CLOSE COMBAT
Warriors don't just wander into close combat with each other, one
of them will purposefully initiate the [ighting. In Inguisitor, a
character can elect to make a special charge action, i order (o
initiate a close combat. A character who is charging makes run
actions until they are within range of the declared cnemy, and
then makes one close combat attack as part of the last run action.
A character who is armed with a weapon of Reach 4 or greater
can stop once they are within 3 yards of their enemy and fight at
arm’s length (see Step Back opposite). Characters without such a

weapon must get within | yard of their cnemy.

MNote that this s like any other run action and the character is
treated as running in all respects, even if they only start 1 couple
of vards away from their target. During a charge, the “free’ artack
suffers no penalty for being a combined action, and in fact gains
a +10% chance of hitting, as noted below,

A character can change weapons as part of a charge acrion
idrawing a sword for example) but it he does so he loses the
+10% charge bonus.

' Continuing close combats

Ty

When two characters are within | vard of cach other, they are §
to be in close combat. Once a character is engaged in €
combat, the action sequence is altered slightly.

A character which is in close combat does not have o declarg
of his actions at the start of his turn. instead he may declae
action after the last action has been resolved. This means (h
character who declares a charge as an action while part
through a tren does not have 1o declare any other actions ford
mrn just vet.

At the start of a turn in which a character is already in cld
combat, roll the character’s Action dice as normal to see |
many actions he can perform that wmm. Then declare his &
action and resolve it, then the sccond and resolve its effects,

S0 U1,

In close combat, there are far fewer options available @
character. The most common are listed below, though a pla
may devise something new and interesting which he would

e allempl, which the GM should adjudicate as normal. T
charscler who s laking his actions 15 known as the attack
while the other character is the defender.

[ — -
| ;1 Attacks -

The most siraightforward close combat action — the charad
simply atternpts o hir his opponent! If a character 15 carrymg
close combat weapon in ¢ach hand. he may artack with both)
part of one action, though his chances of hiting are reduced
explained in the section on (0 hit modifiers. A character who 1§
arm’s length may only make attacks with weapons with Reac
or maore,

iy il g o

T b R " P -t
i Circle -
L = = )

The character sidesteps quickly to attack the exposed side or g
of their enemy. A character who circles may be moved up
2 yards to their left or rght, but may not move further away frl
or closer to his cnemy. It is easier to hit the enemy when attacki
from the side or rear, as shown in the To Hit modifiers given lal
Note that the attack must be made as another action, you do
get to attack as part of a circle action.

|§: Advance and attaciks
A character who is at arm's length can bound forward to §
within striking range. When he advances and attacks, d
character closes in 2 yards on the defender and may make anod
attack as part of a single action with no penalty, The combatag
are no longer at arm's length
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¢ character takes a couple of steps back to put a little more
Mistance between him and his adversary. This is vsually prior o
fifing & pistol or trying to break from combat, When a characrer
glects o step back, he is moved 2 yards directly away from [h-r:"
efender. Also, a character may dodge when being attacked. In
Winch case the combatants will end up more than 1 vard apart. In
s situation, the characters are still engaged in close combat, but
e too far apart to attack each other except with pistols and very

png weapons. Thoy are said lo be fighting "ar arm’s length’.

SStepping back docsn’t finish a close combar — the only way to end

combat is to make a specific break from combat action, as
Mesenibed later. You cannot simply step back and then step back
Mithe characters arc at arm’s length, the attacker may either break
Mffom combat, circle, fire a pistol, altack with a weapon of
“Reach 4 or more, or advance and attack,

e

Fire ]:nsl:r:ll

s may only be fired ar the enemy in close combat when the
éunlntanl- are at arm’s length, Firing 2 pistol in such close
onfines requires a cool head more than accuracy, and so the
Ker rolls to hit using his WS rather than BS. Other than this,
hl'e are no modifiers. The defender may only parry using a
Wodge, and he moves 2 yards 1o the left or right ichosen by the
Iﬁfmdiﬂg plaver) instead of away [rom the atracker (hecause they
Bie already at arm's length), The defender gains the +20% dodge
gus to his parry (see page 43), but no other modifiers are
spplied for weapons, higher ground, etc, There are no placed
shots when firing a pistol in close combat,

- Break off AR

Weharacter may spend an action breaking off from combat. To do
he must pass an Initiative test and adds +20% to his Initiative
E ihe combatants are at arm's length. If the character passes. he
g6 one run action out of the combat, in a direction nominated
the attacking player but not taking him past his foes unless this
ptherwise impossible.

Llosse Combat

If this break off move is used to take the character within | yard
of another encmy (or 3 yards if armed with a Reach 4 or greater
weapon), it is treated as a charge and he may make an altack

against this fresh foe just as 1l he had charged

1f the test is failed, the character fails w [ind an opportunity to get
away and the action is wasted. In addition, breaking from combat
can sometimes invite disaster, If the character scores mome than
double his Initiative for the test, he fails as described and the
enemy gets a free action. just as it he had made a counter-attack
A defender can always elect 1o allow the attacker to break from
combat without a test once the opposing pl

their intentions

aver has announced

Tp— L

Fa:::nrg anrnd pmsitiﬁﬁiu—lg

The attacker can automatically tarm to face his opponent as parf
of an action, without any penalty, A defender will turn to face the
character who last attacked him, after the artack To Hit roll is
made, A character who is prone must spend an action getting to
his feet hefore he can make any attacks, A character who is prone
at arm’s length may still fire a pistel

Example close combat actions

Shvlogue elects to fire his pistol at his enemy and then charge
into close combai. Since ke is initiating close combal there is
na nieed o declare any further actions.

On rofling the Action dice, the player manages to score three
acriong, so Shyvlogue fires his pistol and then charges. He does
not _have to-declare the final aciion ax he is entering close
combai.

Shvlogne runs to within I vard of the enemy and makes an
attack, Assuming the rarger survives, Shyloque can now
deciare and make his third action.,

In their next nurn, both plavers simply roll their Action dice at
the start of their character’s furn and nominate each of their
actions as and when they perform them.

NSlick" com break off past his foe av he hay no other route.

Slick” cannot break off past his foe.




Clo=se Combat

his to hit chance, A character who is at least 1/2 yard higher

MAKING CLOSE COMBAT ATTACKS |  than the defender bencits from a +10% to hit modifier

Note that a character does not also gain the highcr gro
advanlage against a prong opponent. Remember, unless he
Reach 4 weapon, a character cannot attack from a distance mi
than | yard away

A character may make one close combat attack for cach action he
spends. He can only make attacks within the 45% arc of vision 10
his front. A character holding a close combat weapon In gach
hand can make one attack with each weapon as part of a single
attack action, with the penalty noted below. The basic pereentage
chance of a close combat attack hitting is equal to the character’s
WS_This to hit chance is modified as shown below. If the altacker
rolls equal or less than the required score he has scored a hit.

irj[‘wuf WE.'E_ll:ID.r‘IJE & off-handed attach
i ;

Only the most skilled fighters can fight effectively with

weapons, of with a weapon In their off-hand. To represent thi
g - e e i character attacking with his off-hand sulfers a -20% chance
Autormatic hits and MmMISSesS | hiuing, and suffers a 0% hit modifier il he attacks with o

: : : ! : than ane weapon as part of a single artack action.
As with shooting, there's always some luck involved in hitmmg k E i

your enemy in close combat, regardless of how skilled you are. : ; e —
Any unmodified close combat To Hit roll of 01-05 always hits, | ; Ernermy =Size
regardless of the score needed, and one of 96- 100 alwuys misses,

As vou can imaging, the larger your encmy is, the easier it I8
: - | put @ sword into him, Similarly, smaller foes are harder to st
Charging : | Target modifiers for specific creatures or other things

s y characters will want 1o hit should be decided on by the GM.

rule of thumb, if the target is roughly 10-50% of the size of

human. there should be a -30% 1o hit modifier, Converst

The shock and sheer impetus gained when charging into an
enemy allows a character to literally bow] his enemy over, giving
him a distinct adw:ilnm,s_-_-:. A character’s chance 1o hit is improved  puppets over 509 bigger than a human are easier to hit, wi
10 f the artack is 2 AT AC e il ¢ : - : ; : :
by 105 if the attack 18 part of a charge action and he did not draw 305 modifier. Targets bigger or smaller than this should
a weapon as part of his charge action. adjudicated by the GM. Note that this does not mean 4 charad
i v can attempt to aim al a specific location on an enemy charag
WE&E:;IDI‘I Reach i and suffer the small target modifier!

It is easier Lo hit your encmy if the weapon you are using is longer [ T o
than theirs. For every point of Reach which the attacker’s weapon | Er't“:a.l h".:'_:'

has over the defender, he gains a +111% chance to hitting, or. for
every point lower, he suffers a -10% to hit penalty. For example.

et L A Lo 5 canhk A eulfere 3 i " i 4 : 3
o Weapon _“"h Reﬂmh 2 against a weapon with Reach 3 suflers 8 .hupce of a critical hit is one tenth of the attacker's requi
-10% to hit modifier.

CEPET st — R To Hit number. For example, if a character has a 55% chancé

Positioning | hitting, any To Hit roll of 6% or less inflicts a crirical hit, Critig

: _ ' | hits do double damage, doubled after any dice are rolled &

Being higher than your adversary is a distinct advantage in close  modifications for Strength and weapon are made, but before 3

combat, cspecially if your opponent is lying on the ground. 1t the deductions for armour, etc. Characters that can only score
defender is pronc. the attacking character gains a +20% bonus to with the minimum 5% chance cannot inflict critical hits.

There is a chance that a close combat attack will strike home 9
particularly deadly force, and this is known as a critical hit. B

Close combat modifiers summarnry
Reach Modifiers :
Each point of weapon Reach difference

Charging Modifiers
Character charged this action {without drawing a weapon)

Positioning modifiers
Defender is prone +20%
Attacker is on higher ground ; +10%

Target size modifiers

Large target — 50% bigger than human size +30%
Small target — 10%-50% of human size -30%
(ther sizes GM's discretion

Other modifiers
Attacking with off-hand -20%
Anacking with two weapons et ] ,,._




hter doesn’t stand idly by while a frothing berserker allempls
0P his limbs off with a chain-axe! To represent this, a character
{ a close combat attack has a chance to parry it. The chance
ing an attack is cqual to the defender’s WS for the first
ey in & turn. The defender’s basic WS is then halved again for
successive parry in one turn, so that the second pary 15 at
WS, the third is at a quarter of his W3, and so on. Thus is
er malified as shown below. If the defender rolls equal to or
5 than the required number then the close combat attack is
_--.- &l and has no effect.

o L oy - e i i
aticparries and misses !

iy unmodified parry roll of 01-05 always stops the attack.
eandless of the required score, Any unmodified roll of 96- 100
5 fails to stop the attack,

R 1;

¢ weapons are intrinsically better or worse for parrying with.
example, the long, balanced blade of a sword is excellent for
g off enemy blows, while a heavy, clumsy axe is much
difficult to wield defensively. To represent this, all weapons
a parry penalty which is applied 1o all attempts 1o parry with
hie weapon.

. Parry penalty

-

L 'FIEE_IE-]_I.

e el

jth hitting the enemy, a character atempring o parry gains
doses 10% for every point of difference berween the Reach
of his weapon and that of the attacker’s,

PEE ¥ - e

Pasitioning : é
gharacter who is at least 1/2 yard higher up than his attacker
5 +10% to his chance of parrying. A defending character who

gprone suffers -20% to his chance of parrying.

- ey

‘eharacter who has to twm before parrving is ar a severe
vantage, and will be hard-pressed to stop a surprise blow, A
[ ter who is attacked outside of an arc %7 to his front must
flim to face his attacker if he wishes to parry. If the character has
M tum, be suffers a -20% chance of parrying, while if he has to
m over 90°, he suffers an additional -20% chance, for a total
p modifier of -40%.

Clo== Combat

F : OffF-harnd .
A character attempting to parry with a weapon in his off-hand
suffers a -20% chance of doing so.

i

A character can elect to dodge as part of a parry, in which case the
procedure for parrving is followed as normal except that the
defender does not use the parry penalry of his weapon and gets a
+20% modifier w his chance of success.

A character who dodges is moved 2 vards direetly away from his
attacker and may not make a counter-attack. If the defender is
prone, he rolls 1 yard to the left or fght, (controlling player's
choice). If a character dodges while at arm'’s length (see above)
he is moved 2 yards to the left or right instead, but must remain
within 3 yards of the attacker.

This movement takes place whether the defender avoids the
attack or not, If a character successfully dodges, he does not count
4s parrying the attack (for example, against power weapons
which ¢an destroy weapons which parry them).

fparrgfﬁg with two weapons

A character with two ¢lose combat weapons has a choice of
different ways to parry. He may parry with both at the sume ume,
in which case toll to parry once, but with a +20% chance of
parrying. Use the best reach and parry penalty for determining the
parry chance, and the best counter-attack chance {see overleaf for
details of counter-attacking). Alternatively, the character may use
ofie weapon at a time, in which case he makes a normal parry.
However, in this case, you count the number of parries made by
each weapon in the turn, rather than the character, to determine
what proportion of the defender’s WS is used. For example, a
character with a sword and short sword who parmies with the short
sword can stll use his full WS w parry the next attack with the
sword. The second parry with each weapon would be at hall WS,
and so on,

If a character elects to parry with one weapon against one atack,
and both weapons against the next attack, both weapons count as
being used the same number of times that turn, using the highest
number of times, Following the above example, if the character
parried with the short sword and then with two weapons, both the
short sword and the sword count as having already been used
once that tumn.

Parry modifiers summary

Reach +{-10% per point of Reach difference
Weapon's parry penalty 1%
Detender on higher ground +10%
Defender prone -20%
Turned to parry -20%
Turned over 907 1o parry -20%
Parrving with two weapons +20%
Parrying with off-hand i -20%
Dodging +20% (no weapon penalties)
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Closs Combat

COUNTER=-ATTALCKS ""’3
It is possible that a character will parry so well that he makes an
opening for a counter-attack, The chance of a counter-attack is
equal to the Parry roll which is required minus the weapon's party
penalty. For example, a character armed with an axe (parry
penalty -13%), who has a 33% chance of parrying, will counter-
attack if he rolls 409% or less on his parry roll (55-15=4{1}.

A counter-attack s worked out just like an ordinary close combat
action, so you can attack, fire a pistol (if at arms” length), advance
and attack, step back, break from combat. and so on. If vou clect
to attack, roll to hit as normal, the enemy gefs a chance to parry,
has a chance to counter-attack himself, and so on, A counter-
attack, just like a parry, is a free action and does not use up any
of the character’s actions that turn and can be done even if the
character has already used all of their actions for that tum, The
counter-attack does not have to be with the same weapon that
made the parry. For example, a character could parry with a
sword in one hand and anack with an axe in the other as a
counter-atlack, Note that a character who can only parry with the
minimum 3% chance detailed above (because normally he would
need less than 3% cannot make counter-attacks.

SHOOTING .INTO CLOSE COMBAT %

Firing into a close combat is a risky business, as the characters
fighting dodge back and forth and get mixed up with cach other.
If a character fires into a close combat and hits, randomise which
of the combatants have acrually been struck. When the characters
are at close quarters (within 1 yard of each other) there is an even
chance for every character involved. For example, if
characters fighting roll a [, On a 1-3: the other character is hit,
on a 4-6: the target takes the shot, If one of the characters were
prone there is less chance of hitting him so this roll hecomes
1-2: the prone character is hit, 3-6: the other character is struck.

there are two

This can be adjusted in a number of ways depending on how
many characters are fighting and how close they are to the target.
S0, with three combatants all at close quarters, on the roll of a
1-2 the target is hit; on a 3-4 enemy 1 is hir; on a 3-6, enemy 2 is
hit. If fighting at arm’s length there is only a one-in-three chance
of the wrong target being hit, so a roll of 1-4 means that the target
is hit; on a 5-6, their adversary. If fighting more than one
opponent at arms' length, randomise which opponent is hit on a
roll of Sorh

There are no placed shots when firing into close combat,

T T T T

ENDINE A EDME&T

There are two ways in which a close combat will end: a char
breaks from combat, or a character is defeated. When a com
ends and a character has actions left that turn, the character’sg
action must be spent as a pause for breath action. This then allg
him to declare any other unused actions for the turn, as descrl
Ar the start of the next turmn, a character can declare

perform actions as normal.

carlier.
Additionally, if the combatants end up more than 3 yards ag
tbecause of knockback for example), the attacker has a chol
He can either end the combat as described above, or he can

his next action o charge. following the normal rules for chargi

L b e e e rispacerRe bt

*Unarmed attacks & |m;|r1:|w5Ed WEEIpﬂ

Lnless specially trained, a character not armed with a dedicas
close combat weapon can be at a real disadvantage againd
properly armed opponent. A character who 15 not holding @
kind of weapon, or just 2 pistol, is considered to be unarmed,
unarmed attacks have Reach 0. Unarmed characters can @
parry armed attacks (including improvised attacks) with a dodg

A character who 15 carrying 2 basic weapon or other si
solid object has an improvised weapon — he can attack with
butt of his rifle, hit the enemy with a chair, etc, Similarlg
character with a weapon of Reach 4 or higher who is not fightl
al arm’s length and this is not the first round of a combat coul
s having an improvised weapon (they can only use the s
hall, ele), A character with an improvised weapon has a Res
of 1 and a -30% parry penalty.

Example: Close combat

Shylogue (WS 76} ix fighting with his power swond againstd
ex-Imperial Guard Sergeant armed with a halberd, who
Jollowing a rival Inquisitor. The Sergeant charges him and K
ane extra action left. Ax part.of his cherge, the Sergeant mak
hix danack. He has a WS of 63, is charging and has a°
regch weapon. This takes his rotal 1o hit chance to
(63 =10+ 10}, Unsurprisingly, the Sergeant hits Shylogue.

As this is hix first parry, Shvlegue wses his full W8 of 76,
parry penalry for a power sword iy -15, and he has a shor
weapon. This gives him a parry chance of 31 % (76-13-10), o
i courter-aftack chance of 36% (51 minus a further 13
Shyvloque gers lucky and rolls under his counter-attack chaned
and will hit the Guardsman on a roll of 66 or less (WS 76-10fi
shorter reach). He hits and the Guardsman must parry.
Gugrdsman'’s parry chance is his full WS minus the halben
parry penalty. plus the bonus for having a longer Réach,
gives kim o tolal of 58 (63-15+10) and a counter-antack chan
of 48, Rolling a 50, the Guardsman parries the mumer—a fa
but does not get o cointer-aftack himself, :

The Sergeunt still has one action left and decides 1o a
again. This time he has no charging honus, so ke simpiy

+ 1 (F% to hix To-Hit roll for his longer weapon, giving Hima
chance of g hit, which he duly makes. This is Shvlogue s secan
parry this turn so he staris with only half aof his W3 (38 befod
applying any medifiers. This takes his parry chance to 13% (&
5= 10 with no chance of a counter-attack, As vou might expe '
Shylogue Jails lo parey this time and is kit 3
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Lift wmﬂd bea lut more ilmple for the GM if all of the characters
gnmesquarednu one-against-ome, but unfertunately, a canny
fiver will probably want to jump on an enemy wilth mere than

:hurauer at a time. When more than two characlers are

ing cach other, this is known as a multiple combat. Muluple
jmbats can get quite mixed up, but if you follow the guidelines
L things should hopefully go smnothly.

A8 you might expect, a degree of improvisation or interpretation

the part of the GM may be necessary now and then

[he easiest way of dealing with a multiple combat is to view it as
of ordinary close combats happening in the same place. A
fiatacter who is attacking can divide his actions between any of
i other combatants, and so might choose to attack one enemy
his first action and then another with the second, and 50 on

NSE COMBAT SUMMARY
Mtombut

action. A charactor with & wespon wits Reach 4 of more can
of the enemy and fights at arm’s Jength, {Mm’charm:tm
i1 yand of the enemy.
ﬂme combat declures dulions oné at a time. Roll the Action
many actioms he can perform that tmm.
can he performed in combat
characler 41 arm's length may only make aftacks with weapons
or preater ;
we character 2 yards to his left or right, bul: not farther away frum
b his enemy.
wm.rml: Character at arm’s length cloges in 2 vards amd mu.lu:;.
k. Combatants are no longer at arm's length.
uck: Move character 2 vands away from enemy. Combatants are mow
e
mistel: May only be fired ai arm's fength. Attucker rolls wsing WS rather
Defender may only parry by wsing o dodge; and moves
ft or right instead of away from atacker.
Character must pass an Initiative tost (+2045 1f ot ann's length), It
makes one run acon out of combat, If he rolls mon: tin doable
m:rq. gen & free action,
stomatically tern to face his opponent as part of an action
must spend an action getring o his feet befure bt piacks.
fer ut arm's lenath mav firé a pistol.
e Combat Attacks
et action. Attacks may be made only against enemy 457 1o the

i 0f less than W5 after modifiers 1o scom a hit.

of 0105 always hits. Unmodified rall of 96-100 always

- For every point of Reach which the attacker’s weapan has
he gains +10% o hit. For every point lower he suffers -10%

defender is pronc amacker gains +20% 1o hit. A chamcter who
highee up than defender has o +10% 1o hit.
and offhand attacks: -20% if atacking with off-hand
W0 Weapons, :
than halt size of human: -30%. Moge than 3% bigger than

hits
it scored if roll one tenth of the attacker’s required 1o hit number.

Closse Combal

To count as being at arm’s length, a character must be more than
1 vard away from all the enemies he is fighting. However, he can
attack an enemy at urm’s length with a weapon of Reach 4 or
more even if he is within 1 yard of another opponent. Tt i
important to remember that an attacker faces
character he last attacked.

towards the

Similarly, when being attacked by more than one character, a
defender fullows all of the normal rules. This means thal he can
only parry or counter-attack if he is the target, Tt also means that
he counts the number of parries that turn for working out his
parry chance. nol the number of parries against a particular
opponent.

his means that it is possible to swamp an enemy who would
otherwise be very hard for vour characters to hit in close combat,

(X

Critical hits do double durmage, doubled after dice are rolled and modifiers
addded, but before deductions for armour, by
Parrving i
Parry an attack by rolling cqual to defender’s W for first purry. WS halved
for sepomd parry and halved again for each subscquent purry.

Unmodified roll of 01-05 always succeeds, Unmodified moll of 96-100
always fails.

Deduct wespon's parry penalty from percentage score peeded 1o
successfully parry.

Weipen reach: For every point of Reach which the defender’s weapon has
wver attacker he gains +10% to parry. For every point lower he suffers -1
£ pASTY.

Positioning: 1f defender is prone he loses -20% to parry. A character wiu:r is
ut least a yard higher up than aitecker has a +10% to pary.

Sicde qeied vear artacks: T character is attacked outside of an arc 90% to his
front he-must turm W0 pary and suffers -20% to parry, I he has @ tum over
1 he suffers -40% 10 parry.

Off-Fuand: -20% 1o parry with a weapon held in of-hand,

Dodging

Can eleet 10 dodge as part of e parry. Does not vse parry: penalty of wedpon
but adds +20% to chance of success. Whether suceessful or not, dodging
character moved 2 yards direelly away from attacker. May nol counter-
attack. If defender is prone. he rulls | yaed left or right. If a charactes dodges
at arm’s length, he moves 2 yands left or right, remaining within 3 yards of
artacker,

Parrying with two weapons: May parry with both at same time (+20%) ar
TEY e 06 WeApon at a time. Cmmlnmlber of parmics made by each
weapon in thie turn eather than ol rirmber of parrics made by the character
to deterniing proportion of WS used.

Counter-Attacks

If & parrying character rolis equal o or bess than the score he needs to pary
minus his weapon's pary medifer, h:ma,:.rmum-a.tmck This is a free
dction, worked vut just like an ordinary close combat action.

Ending a Combat

Combat cnds when a character breaks from combat, is defeated or if the
combatants end ep more than 3 yards apart.

When combat ends and a charscter has any actions Jeft that tum, kis next
action must be o pause for breathe action.

Unarmed attacks and improvised weapons

A character not holding any weapon or just a pistol is considercd unarmied.
He has Reach 0 and can only parry armed attacks with a dodge,

A character with u basic weapon or improvised weapon has 2 Reach | anda
-3)% parry penially, A character with a wedpon with Reach 4 or more not
fighting st arm's length and not in first round of combat counts us harving ai
improvised weapod.

a5




A character hit by a bullet or sword may only suffer a scratch or might be seriously incapacitate
In this section we look at how the results of being injured affect the characters.

T R S T

HIT LOCATION ;

Being shot in the arm and being shot in the head are two very
different things, and it can mean the difference between lile and
death! When a target is hit you musi determine where they have
been hit and what damage they have suffered. To determine the
hit location, roll 2 D100 and consult the Hit Location table below.

Cla=e combat hit location

A character whao hits his opponent in close combar is more likely
to strike him in the upper body or head, and so adds +20°% 10 the
Hit Location roll. If the defender is at a lower level, add a further
10% to the dice roll. If the defender is at a higher level, make the
rofl without modification

—_— k]

DAMAGE ROLLS . |

]
A blow may only inflict a glancing hit or it may be a solid impact
which causcs considerable damage, Inguisitor represents these
vagaries by giving weapons a random Damage value, specificd in
their profilc as a number of dice to roll. Once wyou have
determined where the target has been hit, roll the number of dice
indicated to determine how much damage has been inflicted on
the character.

e

‘Damage from ciose combat & thrown wﬁﬁsﬁnsi

Most close combat weapons have a Damage value such as guns.
However, unless otherwise noted, an additional point of damage
is done for every full 10 points of Strength over 30 the character
has. le, a Strength 80 character would do an amount of damage
equal 1o the weapon's damage value plus 3,

Unarmed close combat attacks inflict D3+] damage for
additional Strength as noted above. Improvised weapons do
D3+2 damage, plus the Strength bonus.

Thrown weapons such as daggers and spears also gain this
Strength bonus.

Hit Location Table
1-15 Right Leg
Left Lep

Groin

Right arm
Laft arm

Abdomen

Chest
Head

g Artmour

Few warriors go into battle without some form of protecil
Armour offers some measure of this 1o a location thar it covl
and the protection it offers is represented by its value. The high
the Armour value on a location, the less damage will be suffe
if that location is hil. Once the amount of damage has been roli
deduct the Armour value of the location from this to find outd
number of Damage points thal have actually penstrated throg
the armour to hit the character,

Example: A character has a carapace breasiplate, which hd
an Armour value of 6. If he suffers a hit o his chest, doing |
Damage points, this is reduced by 6, so that only 7 poinis §
damage actually go throigh and hits the character in b
chest. :

Sample Armour Values
Robes, heavy coat, cte

Flak

Carapace

Powered

Shiald

Open helmet

Closed helmet
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Force fields

ilor all armour uses physical means with which w protect its

garer. Some characiers are protected by special wards,
it shields and wother energy defences, all categorised as

foree fields.

se are treated exactly like armour, bur have a random value
ich 1s generated for every hit, Simply roll the ind d number

Gfthice every time the location takes a hit,

farce fields usually extend several feet from the character’s body,

g 50 provide no protection in close combat unless the
5 are at arm's length,

e Force Field Values

sion field

I %2 W A

Imnjuries & Ascovery

Cowver

If the location hit is behind some form of cover, then the shot may
be blocked or deflected by the intervening feature. What locations
are covered depends upon the character’s position and pose. The
most common situations are shown in the disgrams below, and
the GM should decide which locations are covered if necessary.
Cover is essentially another layver of armour, and works in exactly
the same way. Some examples include:

Type of Cover Armour Value
Wooden fence

Crate

Barrel

Brickistone wall

Rockrete

Plasteel

Armaplas

COVERED LOCATIONS

Lonking around corner
— head exposed

Firing arownd corner —
chest, head
and arm exposed

Firing prone — one leg
and groin hidden

Standing in window —
ahdomen, ame arm,
cirest and head exposed

Croniched behind cover —
abdomen, groin and legs hidden

Crouched in window —
abdomen, groin,
and teps hidden
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i Some injuries or attacks may stun a character. A stunned chara

immediately falls prone. He misses the indicated number of i

{if he has not vet acted this turn, then this tuwm counts as the i
turn missed). During this time he may perform no actions &

Location injury is representative of the amount of physi but may defend himself in close combat, When defending, i

irauma suffered by each of the character’s hit locations. While 4t half his normal W5 and may parry and dodge as normak

injury total represents his ov erall state of health, blood loss, pain - may not make counter-attacks, Stunned characters do not

Being injured has a number of different effects on a character.
These are splil into two main types: location injury and injury
total.

and other general discomfort Pinning tests (unfortunately for them sometimes).

Lacation injury } i lesding -4

b r
A character can sustain a certain amount of injury to a location  Some injury results indicate that the character 15 bleeding. In
before his abilities are impaired. The amount of damage he can  the character was probably bleeding a long tme ago, but
withstand is based upon his Toughness, and is known as his Base  represents heavy bleeding that could evenmally kill the chars
Injury value. This value is cqual to the character’s Toughness  if allowed to carry on unchecked, A bleeding characier adds
divided by 10, s0 a character with Toughness 76 has a Base Injury  additional D3 Damage points to his injury total at the end of 8
value of 8. rumm. after rolls for recovery are made (see Recovery later),
that this does not do additional damage to the location, et
character will receive D3 damage (rom each and every local
that 15 bleeding at the end of every turn.

In addition, each location has a number of injury levels which
may be inflicted: Light, Heavy, Serious, Acute and Crippled
{Mote: The head and groin do not have a Serivus injury level). i3
a hit inflicts damage up to the character’s Base Injury value it

does one level of damage, if it inflicts damage up 1o twice their INCH ]H$“ ﬂTﬂL S

Base Injury value it does two levels of damage, and 50 on

So whal happens to all those Damage points? Well, &
Example: Shyloque has Toughness 62, and so has a Base Injury character has an injury total, where you record all of
value of 6. A bolter hit does 13 Damage points fo his chest. The Damage points suffered by the character. This represen
first 6 points of damage inflict a light worngd whilse the second overall pain and disablement.
6 Damage poinis toke this up to a heavy wound and the
remaining [ Damage point knocks this over into a serious f
it i

Effects of injuries

As well as the effects given on the Location Injury tables, i

. : s : are three other ways for injury to allect a character:
Injury levels are caleulated from Damage points inflicted from three other ways for injury to aflect a characte

individual hits. Therefore it is only the injury level which needs System shock

i be recorded on a location, not the individual Damage points More often than not, a character suffering a lot of damage wil
inflicted., snconscious from instant pain and shock, This is knows
system shock and 15 the most likely cause of a character fall
casualty. Divide the character’s Toughness by 5. The result

System Shock value. If he suffers a number of Damage po
from one hit equal to or greater than hus System Shock valus
must pass a Toughness test or be taken out of action for
remainder of the game. Mote that this is damage which i5 al
to his injury total, after deductions for armour, etc. It is posi
for a character 1o test for system shock several timas in the§

turm, due to receiving multiple hits or injury resulis,

Example: To follew on from the first example above,
Shylogue now has a serious wound lo the chesi. It doesnl
make any difference whether he hay 13 Damage points oF
18 Damage points in his chest, only thar he is sertously
wounded. If Shylogque was later hit in the chest again, up o 6
Damage points would take him up fo an acule injury and
7 or aver would elevate his injury to crippled.

immediate & persistent injury effects

The effects of location injury are split into immediate and
persistent effects.

Immediate effects are applied as soon as the injury is inflicted
hut, unce applied, are not applied again.

Persistent effects continue to affect the character for the rest of
the game, unless the injury is recoversd from (see Recovermg
later). Note that only the persistent effects from the current injury
Jevel are applied, although in some cases the specific location
may state that there is a comulative effect on top ol any lesser
injury resoles.




USNESS

& if he does not succumb to system shock, sooner or later
gin and loss of blood will cause g character W black out if he
mintes to be injured. A character’s Consciousness value is
#gual to half his Toughness value. If the character’s injury total
‘exceeds his Consciousness value, then he passes out and is

s 8 'm out of action.
r, he o
12l b Instant Death

Sometimes, a character will suffer so much injury that he will
simply die — his mangled corpse a testimony to his stubbornness
@ give in, if nothing else! If a character’s injury total is ever
than his Toughness then he is dead, with no chance of
‘recovery at all!

[n fach = |
Ul L
rachel

:‘.h'_js “SNWEED & character falls casualty he is said 1o be out of action. This
- CYe Sin happen in 4 number of ways — by failing a System Shock test,
- Iy 1 by falling unconscious or by suffering automatic system shock
s 1 Because of a location imjury. A character who is out of action
AT - :

ot normally recover and plays no further part in the game,
ggh his position may be pertinent and so the miniature
poiild be left lving in place where the character fell. A character
0 is out of action is at the mercy of other characters, and can
1 € Capmred, executed or otherwise suffer immense mischief at
EVETY hands of the enemy, 50 be careful. Remember that sometimes
: e better to run away and fight another day!

|§!4.|: .

e

GOING OUT OF ACTION

Weharacter who is out of action can be dragged away as noted in
Movement section, A character out of action who is artacked
eloee combat is hit automatically in a location chosen by the
HACker, counting every hit as a critical hit,

R Y i " TR o Y
RECOVERY

pigh a character may be injured, some effects may be
parary, or he may receive medical treatment to aid him. To
gsent this, characters get a chance to recover from their
i&s. At the end of every tum, an injured character may take a
lghness test. This test represents the character’s raw fortitude
ind determination — disregarding his suffering to get on with the
fighting! If he passes this Recovery test, D3 Damage points are
pved from his injury total. Add +1 to this score for every full
points his Toughness value is over 50 (a character with a
ghness value between &)-69 recovers D341 Damage points, a
aeter with a Toughness value between 70-79 removes 12342
ints, and =0 on). This automatic recovery has no effect on
gation injury effects.

Whamacter may also spend actions endeavouring W Tecowver,
senting him using improvised bandaging, tying a tourmiguet
i@ belt, or just gritting his teeth and ignoring the pain! You
specify a location he is trying to recover first and then make
Poughness test. If this test is passed, the character recovers
migge from his injury total as detailed above. In addition, the
geified location is healed hack one injury level. A character
ot normally reduce a location’s injury level by more than twa
im the worst injury suffered to that lecation so far during the
pame. For instance, once a location has been injured o Acute
gl the best it'll ever get in that game is a Heavy wound.

Qihier characters may help an injured character to recover by
fnding actions as above.

Injurie= B Aecovery

Unless otherwise noted, a character can always attempt to recover
at the end of the tum, cven if stunned or otherwise unable to
perform any actions. An out of action character does not normally
get to recover — when a character’s down, he stays down!

S S e . : '
'i nppl:_._png injury EfrE:CtE from recovery
‘hen & character recovers an injury level from a damaged
location he does not suffer any immediate effects again, and his
level of persistent effects drops to that given for the injury level
he has recovered to. For example, if a character recovers from a
Serious arm injury o a Heavy arm injury, he does not have 1o test
for dropping his weapon. In the same vein, g character who 1s
recovering to a light head wound would not be immediately
stunned for D3 turmns.

What do the injury levels mean?

The different injury levels represent various amounis of
damage . Of course the exact type of damage depends an the
location hit and the weapon being used.

Light damage represents fairly minor cuis, abrasions and
bruising. nothing that will bother a hardened warrior much.
Heavy damage is nastier, representing a_serious cut, Sprains
arid torn ninscle,

Serious injuries include damage 1a bxme, internal organs and
so on, and may well include heavy bleeding.

Acute injuries uré those which render the character almost
incapable, and may well be serious fraciures, dislocations,
vicious exit wounds and extensive muscle damage,

Crippling injuries are just that - crippling! A character who
suffers a crippling injury is likely to become a casualty, and
in some cases will die immediately. The Er'mb'ﬂ'r' internal
organs are o seriously damaged they cease to work, and the
character will be severely stunned from the shock, even if he
manages 1o hold on to consciousness. ;
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DAMAGE

Head Damage Table

TABLES

Ehegt Damage Table

Any character that is hit in r.&r #g'aii, regardless of the
damage actually :nj%red st pa.ss ﬁTnughnfs.r fest or i
stunned for one mm
Injury Eﬁm :
Light

Heavy

S

Immediate — Character is stun n.:‘::'. for D3 turns.
Tmmediate - As Light plus character adds D6
to his injury total, !

Persistent — Cllﬂmﬁw suffers -1 Spr.cﬂ

Acute Immediate — Character JL.Iu.mum.l_» sullers

svstem shock.

Crippled Immediate — Characte is dead dead. dead!

Injury
Light
Heavy

Seriou

CAcule

Critical

5 Immediate — As lLight.

Effects i

Immediate — Character falls prone

Immediare — As Light,
. Persistent — Character is af -1 Speed.
Character stunned forl
turns and adds TX3 o his injury total
Persistenr — As Heavy
fmmediare — As Serious, 1
Fersistent. — As Serious plus character is bleedd

Immediate — Character automatically suffers

system shock,

Abdomen Damage Table
Effects ;

Immediare

Injury
Light
Heavy

- ilflz:lrau,l-\:r add

Immediate. — As Light plus character falls prone.,

Pérsistent | — Character is at - Speed.

— As Heavy

— Ajx Heavy & character

Immeqdmle ~ As Heavy plits character is stunined
“for D3 tums,

— As Serious.

- As Acute.

- Az Senous & cf
prone and may

s D3 to injury total,

Serious  [mmediate

Persistent iz bleeding.

Acute

Psmr‘srmr
Crippled Immediare

Persistent cter is knocked

Groin Damage Table

Injury
Light
Heavy

Acute

Crippl

Ft‘fects

fmmediate — Character falls prone

fmmr{h’u!e — As Light plas the character is
stunned for D3 turns,
Persistent ﬂhﬂﬁﬁ.ﬁr snffers -1 Speed.
Immediate = As Heavy
Fersistent - As Heavy, Character
his injury total and is bleeding

adds D3 to

ed [mmediate — Character antomatically sufters
system shock,

Arm Oamage TEII:IIE
Effects

Tis nothing!

Injury

Light Character suffers from no
additional effects

Heavy Immediqre — Character must immediately pass a
Strength test or drop any object held. If it is
only held in this hand, halve his Stength fur
the test.

Immediare avy.

Persisrent — Character’s WS and BS
when using the injured arm (either
with the other arm. Also add +D3 damage to his
injury total. His Strength for this arm is halved,
which means that when using both hands, the

Serious
are: halved

on 1ls wm Or

character's Strength is three quarters of its normal

value, and when using this ar
quarter (rather than half}.

111 \.".'Ii._'-. 1l 15 one

. ﬁnmga‘m;e — Characier aummmmlly dmps ¢

e S anvthing held e Seiiil
e -
i _isalso biceding.
[’rmpli:l:i Imm te = Character must test
Persistent As Acute

for system :-.]uLL.

[Injury

Light

Heavy

Serious

Acute

Crippl

LEg D-‘amage Tahle
Effects

Just a scrarch! - Character suffers from no
additional effects

Character reduces Speed by -1 3

1d adds +D§

Persistent —

Immedinte — Character falls prons ar
to his injury total.
Persistent — As Heavy plus the charactler has
his movement rates halved
Persisfent - As Serious & character may. onl§
crawh, Characier's leg is bleeding
ate — Character must test immediately fif
system shock,
— Az Acule,

ed [mmedi

Persistent

Charactér’s anm:ambe lmadﬁﬁ
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He may only defond himself in close combat, at half normal WS, and
may nob counter-attack. Stonned characters cannol be pinned.

did D3 Damage points to & chamcte
for each bleeding wound.

A character maly spe
location’ aftempting 16 -be Bealed and ms
e poinisias  ahove ant

duce injury level by more than twao levels
from the waorst injury suffered in that location.

‘i charaster may Spend actions to help another characier recover




As well as charging about with guns blazing, your characters may want to sneak around, trying
to be seen or heard. This section deals with how characters can be aware of each other’s present

or not...

Awareness is one of the most difficult things to write rules for. In
essence, a person can only react to things which he is aware of,
However, a gamer is omniscienl and omnipresent
everything that is going on all across the tabletop, The principle
behind these awareness rules is that players should not move and
perform actions with their characters which draws upon their
knowledge as a player rather than what the character would
reasonably know. Good intentions are the best start, but it is still
easy to get carried away in the hear of battle and starl reacting as
a player rather than from a character’s point of view. In this
respect, the GM must be strict about how players perform actions
with their characters,

able to see

The most common aspect of awareness that players forget a8
is the most basic one — does this character know where §
else is7 For example, a player may know that an enemy bers
is charging around a hill 1o the right, but does the character knd
Is it reasonable that he would decide to go on overwatch jud
case a mad berserker comes charging around the com
Probably not. On the other hand, if he heard someone scufl
across a slate rool, or pounding over rockrete, he would |
reason to be suspicious,

Overall, a character shouldn’t do anything concerning o
characters unless he is aware of them and what they are dof
Note that this applies to friendly characters as well as enemic§

ko R v o

VISION

A character will be aware of everything in the open and tha
has a line of sight to, vnless he is shooting, aiming, fighting
close combat or olherwise engaged in some activity which wa
reguire all of his attention,

a) A character may be aware of a character that is within ling
sight, but who is not in the open, depending on how much
other character is moving and whether he 15 specifis
looking around. A character can spend one or more actl
specifically looking around, in which case he can take
Initiative test, A character is automatically assumed to dod
as part of a pause for breath action. If the Initiative teS
passed, he will be aware of characters in cover nearby ani
forth. He may see some characters and not others -
example, a character who is crouched still behind 4 8
would be harder wo see than a character running through i
wonds. The more actions the character spends looking,
maore likely he 1s to see someons

The amount of cover a character is in will determine how &
he is to spot, A good rule of thumb is w apply a -3% modi
to the enemy's Initiative test for every location a characterl
hidden behind cover. For example, a character crouching doj
behind a wall is hiding his legs (-10%), groin (-3%) @
abdomen (-3%) for a total modificr of -20% to spot hi
only his head were poking over the wall this would beco
total of -35% to spot him (2 x arms, 2 x legs, groin, chest }
abdomen)

The speed a character is moving at will make him more of
visible - movement carches the eye more than anything
Add 2% to a character's chance of spotting someone foré
vard the other character moved this turm (or last tum i
hasn't acted vet this tum).

d) The range w a character will also affect how easily he ca

seen. For every full 10 yards over 20 yards, apply a 4
modifier o the chance of spotting a character,




) A character looking in a specific direction or into a certain
] piece of terrain has more chance of spotting someonc hidden
there. GMs should be careful with this though, so that players
have & good reason for their charucters searching somewhere
particular, avoiding the “my character's poing 1o look closely
iite those woods with the Tnguisitor in' routine, A character
lpoking at a particular feature has an additional +20% chance
of spotting anyone inside or behind it.
Il Looking around can be combined like other actions, bt
remember that his chances of seeing anyone will be halved
because it is a combined action {or reduced by 2% for every
ward moved if walking, sneaking or running).
gl Distances at which cther charaviers can be seen vary according
S io conditions, and should be outlined by the GM at the start of
the game — eg, if st at night, during heavy rain, in a hadly lit
rerground catacomb, cte. Some example effects are:
Night time — All line of sight is reduced 10 one tenth of the
character’s Initiative.
Weather - Depending on the severity of weather
conditions, range modifiers can be doubled, tripled or even
Yuadrupled. Te, light rain is double range, heavy rain triple
range, and a raging thunderstorm quadruple.
tharacter who is aiming is only aware of things between him
i his target or within 2 vards of his target,
dcters in close combat are only aware of their opponent(s).
i character immediately becomes aware of any character who
res within his line of sight, unless the firer is firing a weapon
led with a flash suppressor or similar device.

HEARING

acter can hear other characters up o certain ranges. This is

range at which he can determine the approximate location of

poise’s origin. He may well be able to hear this noise at longer

s, but will be wnable o determine from which direction it
from.

§ith vision, hearing is affected by other factors — a character
@ gun on full auto 1s unlikely to hear someone running
him, a thunderstorm will halve all of these ranges, and so
ilarly, a character running across meral decking will make
noise than one sncsking through a snow drift, As with
around, a character can spend actions listening, in which
g takes an Initiative test. Tf passed, the range at which he
ir sumething 15 increased by 50095,

100 yards

150 yards

weapon shot 200 yards

B i ied

acter walking/crawling 5 vards
it 10 yards
sprinting/evading 15 yards
g i 50 vards

30 vards

ing understood 20 yards

ﬂmmm between talking characters

Avvareness

- m_ T ._ i
£ Hairrlabs. Ei: % areness
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Although they offer ddxied protection 1o the most vital area on the
body, helmets do have their downsides wo. They restrict a
character’s field of vision, muking it harder to spot foes, as wel|
as mulfling sound so that enemies out of sight cannor be heard,
For these reasons, many characters forego the protection of a
helmet in favour of being more able 1o respond 1o the movements
of the enemy.

In game terms, helmets
churacters abilities:

have the following effects on a

A character in an open helm suffers an additional -
vision-bascd awareness tests,

o [0 any

If they are wearing a closed helm this increases o -23% 1o any
vision-hased awareness tesis,

A character in an open helm suffers -25% to all hearing-based
AWArSNess [e5]s,

This is increased to -35% for characters with closed helms.

Also, deduct one guarter (rounding to the nearest half yard) to all
hearing disrances. This is the same for both closed and open
helms.

For example, a character with a helmet on will only hear & pistol
shat up to 73 yards away rather than 100 vards.

?Ir e o ; e
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Characters may also smell or feel other characters (an Ork
upwind is very distinctive!) but this is unlikely to be used very
often, The GM shoeuld adjudicate when such circumstances are
appropriate,

Other tyvpes of awareness

Characters can call 1o one another (or use a comm-link or similar
device), in which case they can make other characters aware of
things that they can see and hear, Each action spent
communicating in such a fashion would allow the character about
two to three seconds of speech. For example, one action might
allow “There s one up on the ower!” while it would require two
actions W say “Theres a cultist with a missile launcher climbing
up the ladder to the third storev of the wower,”

Eazhstanumg

Nnrmdllv a character can only initiate a bluu combat wnh d
charge acrion. However, there is one other way to attack a
character in close combat and that is to backstab, Because the
only way a character can get within 1 vard of the enemy without
them becoming aware is to sneak, a character can only backstab
an cnemy by sneaking into close combat with them from outside
their arc of vision. If the sneak action is successiul and the encmy
remains unaware, the character can make a special backstab
attack. Roll to hit using the attacker’s WS as normal, but with no
modifiers. If the roll is missed, the character still hits, with normal
rells for damage, and so on. If the attacker successfully hits, they
automatically inflict a entical hit (double damage) and can add or
deduct up to 20% from their Hit Location roll, just as with a
placed shol in shooting (in addition to any other modifiers),
Backstab aitacks cannot be parried! If the defender survives the
backstab and 15 stll standing (lucky them!) they immediately turn
1o face their attacker and normal close combat ensues.
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Special abilities show innate talents, learnt skil

Is and other capahili'ti'é_s a character may poss

which cannot be reflected in his profile. This section includes many examples of different spe
abilities, but GMs should feel free to invent their own for characters they have created for a scena

There are three basic categories of special abilities, Talents arc
skills which the character may have been bhorn with, or has
learned through experience and training. Psychic abilities are

L

special powers of the mind which a character can use.
ahilities are innate gifts or strange mutations possessed by
character which are truly amazing and bizarre!

R e e R

ACROBATIC

The character is highly agile and is able to leap a startlingly far
distance, performing somersaults and other astounding feats. An
acrobatic character adds another D6 yards when jumping. and
may jump over other characters. The character can leap directly
upwards D3+3 yards and reduces the percentage chance of an
action combined with a jump by 2 quarter rather than by half.

A character with this talent may also jump over his opponent as &
close combat action (like an extravagant circle move] — place him
on the opposite sides of his opponent, 2 yards away.

AMBIDEXTROUS

The character can use his left and right hands with equal
effectiveness and so suffers no extra penalty for performing an
action with his off-hand (in fact, he doesn’t have an off-hand he's
s0 good!).

BLADEMASTER

The character has superh knife-fighting skills, able to do things
with a blade that make it deadlier than a sword. A blademaster
can dart in and out of combat with astounding speed. cutting deep
gouges into the enemy. Il a character with this talent 1 artacking
or parrying with knives he counts as having a Reach 4 weapon
and all hits count as critical hits.

CATFALL

A character who can catfall is adept ar twisting and turmng o
land on his feet, or is able to roll to reduce damage when he hits
the ground. A character with catfall rolls a D100 when he takes
falling damage, the result as a percentage is the amount of
damage actually taken (eg, if he rolls 50 then he only takes half
damage).

In addition, the character has a percentage chance of landing on
his feet, rather than prone, equal 1o his Initiative characteristic. A
chatracter who lands on his feet is not stunned.

DEADEYE SHOT

The character is an expert with fircarms, and is able to fire a shot
with startling precision, picking out encmies from behind cover
or targeting weak points in their armour. A deadeye shot can
always add or deduct up to 10% from a shooting Hit Locauon
roll. Tf the character succeeds in making a placed shot this 1s
cumulative, so he may add or deduct up to 30% from the Hit
Location roll.

TALENTS

w3 - R I e A e T

DEFLECT SHOT

The character uses his extremely fast reflexes to deflect incof
fire with a parry fram his weapon. A character can only
deflect shat when armed with a power weapon or force wei
If the character is hit by encmy shooting, he can try to defled
If he can roll under the enemy s To Hit roll on a D100, the shd
deflected and has no effect. For example, if the opposing pl
rolls 56 to hit, a roll of 55 or less will deflect the shot.
deflecting character can rall 1/10th or less of the enemy’s Tod
roll, the shot is rebounded straight back at the firer who
instead! To follow the previous example, any Deflect roll o
less will rebound the shot, A character cun attempt to defl
number of shooting hits per tum equal o his Speed. A char
cannot deflect a deflected shot!

Dieflect shot may be used against pistol shots in close cork

instead of dodging, but nof against shooting hits from outsidel
close combat.

DOTME

The character can throw himself out of the path of laser boltss
hullets. He may attempt to dodge one enemy shooting actio
turn (all of the shots from a single action). If the charactses
pass an Initiative test, the amount he passes by is a fus
negative modifier to the firer’s chances of hitting. Declare that
character is rying w dodge before the enemy makes a shoatl
To Hir roll,

A character who has both dedge and deflecr shor must use
ahility or the other; he cannot try to use both against the 8
shot.

FAST DRAW

Ihis character's hand moves as a rapid blut, slipping a pistol f#
his holster and loosing off a shot in the blinking of an 28
character wha is able w fiust draw may ready and fire a pisi
omne action,

FEINT

The character has perfected the art of deceiving his oppons
close combat, with u misture of body language and [ake
Omnce per turn the character may make a fein! instead of ang
close combat action. The character rolls (o hit s normal, &
the fein hits it 15 successful. No damage is done but a succes
feint means that the enemy counts as having attempted
additional parries that turn, A feinr may not be parried or dod
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STRIKE

Sharacter with first strike can draw und strike with a blade in
& smooth attack. He may ready and attack with a close combat
p as one action, and still gains the +10% to hit bonus for
-._m g even if he changed weapons during the charge.

fu

E OF WILL

e character is stubborn and determined, able to face down foes
il ereatures that would furn normal men insane or flesing in
mor. A character with force of will is immune to the effects
msed by fearsome and terrifying opponents (see pages 62 and
4N the Exotic abilitics section) and automatically passes any
joh fests required.

OUS ASSAULT

character can launch himself into close combat with startling
and ferocity, unleashing a storm of wild blows upon the
. A character with ferocious assault can make 1wo attacks
combat for every attack he could normally make when he
5. If he does this he loses the normal +10% To Hit borws,

GHTER

er who is a punfighter has great coordination and
exes. He may fire two weapons at once without penalty, one
h hand, although normal modifiers for using a weapon in
afi-hand still apply. Both weapons must be fired at the same
If combined with fasi draw. the character may draw and
ife two pistols as one action

{EROTC

character i= a natural hero, willing 1o brave tasks (hat would
g normal mortals quivering in fear. A herofc characler may
bll a single “ 1" rolled on his Action dice. For example, if the
meier rolls two 1s and a 6, the first 1 may be re-rulled. The
It of the re-roll, even if it is another 1, is the final score,

HOOTING

B8 character is adept at firing on the move, able to draw a bead
target with unerring accuracy. A character with fipshooring
Bes ot suffer any shooting to hit penalties for moving during a
ned movement and shooting action,

DER

e character is able to inspire courage in those around him,
urging them on with brilliant speeches, good advice or outright
figeats. Any other friendly character within 6 yards of a Leader
use the Leader's Leadership value instead of their own
\ characteristic when taking Pinning and similar Nerve
jmsed tests.

Shmilarly, any friendly character within 6 yards of a Leader
8 a5 having a Leadership equal to the Leader's. A Leader
use their own Nerve characteristic for Pinning and other
 fests.

ING REFLEXES

racter with lighming reflexes thinks on his feet with
ding speed, able to assess a combal situation and come up
the best course of action in moments. A character with
ing reflexes gets a free pause for breath action every turn. in
jom to his pormal actions, He must still declare when he’ll be
this free action at the start of the turn, but, as with other
Mite for breath actions, he can wait until that point during the
m before declaring any subsequent actions.

Spacial ADilities

MEDIC

The character is wise in the ways of lirst aid and healing. If the
character attempts a recovery action on another character, the
character may add +10 to his Toughness for the test.

NERVES OF STEEL

The character is completely unperturbed by danger, free of
thoughts concerning his personal safety, A character with nerves
of steel will never rake a Pinning test.

QUICKLOAD

This character can pluck a magazine or fuel cell from a gun, take
one from his belt and slam it into place in one easy action, &
character with gquickload takes half as many actions as normal to
reload a weapon. With weapons that load a certain number of
shots per action (like a shorgun) the ¢character may load twice as
many shots per action than normal. Obviously, this skill has no
eltect on weapons which need o recharge,

ROCK STEADY AIM

The character can keep a careful aim, even in the most intense
and dangerous simations. A character with rock steady aim can
keep his weapon aimed and still move at a walk (no faster and no
jumping or crawling). Tf he uses this skill. he is assurned o only
have 3 maximum of one ‘level” of aiming (e, a +20% to hit)
regardless of how many actions he spent aiming before moving.
He also does not lose his aim for firmg on semi-auto but the
above limit of +20% 1o hit applies. He will still lose his aim if any
af the other situations listed in the Shooting section arise (failing
a Nerve Lest, for example).

TRUE GRIT

A character with frue grir has enormous reserves of courage and
an indomitahle constitution, which means he will battle to his last
breath. A character with (rue griv can attempt to recover even after
going out of action. I he passes out due to his injury total passing
his Consciousness level, then roll for recovery at the end of each
turn as normal. If his injury total passes below his Consclousness
level then he regains consciousness and can carry on {rom the
start of the next mwen. If he went out of action due to system shock,
then make a Recovery test as normal, except that on a successful
test he does not regain any points from his injury total. Instead he
recovers his wits and may act normally from the following tarm.
All other injury results and effects remain the same.

=1 =1
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F'EYEHIE AEILITIES

There is a class of special abilities called p:y-:hu: abilities, or
psychic powers, These represent the many and varied powers of
the mind which a character can use by tapping into the power of

warpspace, The powers available (o a particular charactag
specified as part of the scenario — even the most powerful psy
won't know all of the following psychic powers.

Gl - T T " 3

UElng, Pagthu: pnwers : ,1

A character can spend one or more actions using a psychic power.
Such a power requires one action to use, unless otherwise stated
in the individual descriptions that follow. A character can spend
additional actions previous to using an ahility 10 concentrate,
improving his chances of using the power successfully (like
aiming before taking a shaot),

As with shooting and close combat, a test is required to
successfully employ a psychic ability. The basic percentage
chance of an ability working is based upon the character’s
Willpower. This chance is increased and decreased as [ollows.
Many psychic ahilities have additional modifiers, as noted in their
mndividual descriptions,

Concentration

Characters can concentrate before using a psychic power, much
like aiming before a shooting action. Each action spent
concentrating adds +10% 1o the character’s chance of success. A
character can concentrate for several actions, even from turn to
turn, but his concentration is lost as soon as he performs any other
action, 15 pinned or stunned, or does anything else other than
comcentrate,

Ranged

Maost psychic powers can work over a distance, but the further
from a target the character is. the harder the psychic power is to
unleash accurately. Powers which are described as ranged suffer
a -1% penalty for every vard berween the psyker and the target,

Line of sight

It is easler to target a psychic power al an cnemy vou can actually
see. If a character has line of sight to his target, he has an extra
20% chance of using the power successfully. If the ahility has o
be at a target within line of sight, this modifier does not apply.

Difficulty rating

Some powers require more energy from the warp, are harder to
channel or difficult to control once summoned. This is
representad by the psychic power having a difficulty rating. Some
have a rating of 0, in which case there is no modifier, otherwise
deduct the difficulty of the power from the chances of success,

Psychic Test Modifiers Summary
_Each action spent concentrating +10%
Ranged Power -1% per yard between psyker & target
Target in line of sight +200%
{Chnely for abilities thar deo not require line of sight)
Difficulty rating i _ : 1%
ey —— Lk

Autnrnﬂtn:: suz:ess E: Faliurﬁr I

-".n‘-' unmodified roll of I'Jl -5 always qu:\_eeds regardless of the
psyker’s Willpower and modifications, while a natural roll of
L5-100 always fails.

5

r — Psychic overloads

£ = =L P : A

If a psyker fails a Lest, there is a chance that he will suffer me

damage from the powers unleashed in his mind. For every
%% that a psyker [ails a Psvchic test by, he loses D10 from]

Willpower characteristic.

Fl.‘ial-f.g aa:tn:n

E' . TRy i

Using any pb}uhlt power is @ Riah-. aclion, as detdl]ed in
Actions section earlier. Tf a psychic power is not achieved,
psychic power automatically fails and the psvker immedial
loses D10 Willpower.

E % : PElzlchIE EI:FH.’.S =

Psychic bnlta are a special lype of shooting artack. "s]] af
normal shooting rules apply to a psvchic bolt, unless otheny
stated in the individual description.

{_ : : d NL'IIIiI"i'I'_;::-"f:lthI'I"'l_

Psychic abilities can be nullified - thwarted by the menl
encrgics of another psyker. Any enemy psyker may atlempt
nullify the power. This is a free action and so does not stopd
enemy character from taking any further actions that turn and g
be done even if the psyker has already used up all of his act
for the turn. The other player must declare that he 1 attempting
nullify the power when you declare that your psyker is using
psychic ability, The nullifying psyker takes a Willpower test,
amount he passes the test by is a negative modifier to the psykes
chances of using his power. For example, if a psyker with
Willpower of 75 rolls 36, this is a negative modifier of -19 tof
enemy payker’s Willpower roll. Nullifying a power has the sap
risk of psychic overload (see above) as using a psychic powen

e

Ferr_-f-:sl:enl: At:lilkhes

Some pr‘-}ThIE abilities are described as persistent. These havel
continuing effect from tum to turn, rather than being resolyve
instantanecusly. Al the start of every subsequent tumm, the psyks
must pass an unmodificd Willpower fest 1o keep the abili
working. If the lest is failed then the power’s effects ef
immediately. This test does not use up the psyker’s actions in ag
way, and the psvker is [ree to perform any other actions dusig
the turn.

As 500N as a psyker is taken out of action, any persistznt powed
which he currently has in effect are automatically ended
imumnediately.

An cnemy psyker may spend actions attempting to nullif
persistent powers which are currently in effect. He tukes
Willpower test and, il he is successful, the ability immediate]
ceases o function,

=
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Rlihough the powers of psvkers are many and varied, they

ally fall nto one of several disciplines. Psykers usually
pecialise in one type, but can lean powers from other categories
% well. The GM should bear this in mind when creating a
haracter for a scenario, but shouldn't be bound by it — the
fisciplines help to theme a character’s psychic abilities and
houldn't be seen a5 constraints if you waunt to creale a more
mixed characier,

b W.pq:hic.bhnis.'ﬁhhjtlnm 00 registering

in warpspace. rendering them virtually immunc to

. powers, But similarly they arc soulless individuzls whose
gives those mearby 2 disturbed fecling The most
- Ust hables arc the Parishs who have 2 scgative
in the warp, absorbiog psychic energy. They cause fear
all who meet them and are used by the Culexus

Officio Ammlm to annihilate enemy

Sk

% E' - Miscellaneous Powers.

i e s

Mot all psychic abilities can be placed within a single discipline.
some are commonly found amongst psykers of all different

backgrounds and skill.

DETECTION - Difficulty: 0

The character scans his surroundings for the mental signature of
his enemies. The character is immediately aware of everyone
within 2D6 yards. This can be increased, adding +5 to the
Difficulty level for every extra D6 vards the characters wishes
Detection to cover.

GAZE OF DEATH - Difficulty: 10
Dark bolts of encrgy spring from the psyker’'s eyes, scything
through the enemy. Gaze of Death is a psychic holt with the
following profile:

Type Rng Mode Ace Dam Shots Reload Weight

Gaze of Death  Specinl 5 semi(5) - 2D6+3 -

5 X % V

ek |

e R T

Bamancers specialise in manipulaling biglogical energy and
pocesses with the power of their mind. This allows them to
thange or influence the physical form of themselves or their
enemies.

BLOOD BOIL - Difficulty: 1/2 target’s Toughness
pavker reaches into his enemy’s body with his mind, rapidly
erating the target’s pulse and pushing his blood pressure Lo
Jethal levels. In the most spectacular successes, the victim's
and brain explodes! This is & ranged ability. Pick an enemy
er who is within sight of the psyker. The victim suffers
to the head and chest equal to one level on the Damage
s for every 20% or part that the fest is passed by. Ior
le, if the psyker passes by 329, this would be level two on
Head and Chest damage tables — Heavy wound to the chest

an Heavy wound to the head!

rmour and force fields have no effect on bload boil.

SHOKE - Difficulty: 1/2 target’s Toughness

Nith a simple gesture. the psyker reaches out with his powers and

pinches tight on the enemy’s windpipe, choking him of breath.
i is a ranged power. The victim is stunned for D6 tums. 1f the
mber of turns rolled is greater than the victim’s Toughness
fivided by 10 then he falls unconscious for the remainder of the

EEBLE — Difficulty: 1/2 target's Toughness
Biomancer drains the vigour from his victim, making him
jgel weak and incapable. This is 2 ranged and persistent pOwer.
he amount the psyker passcs his Psychic test by is the amount
educted from the victim's Strength while the power affects him.
o example, if the Biomancer passed by 33%, the victim is at -
3 Strength until the power is nullified.

haracters reduced to Strength O or less collapse unconscious
mediately,

o

Biomancy

HAMMERHAND - Difficulty: 5

The character uses his innate knowledge to harden the flesh and
skin of his fist, strengthening the tendons and muscles in his
arms. A character may only use this persistent power on himself.

When the character makes an unarmed attack, he counts as using
an improvised weapon and his Strength s doubled.

REGENERATE - Difficulty: 20

Reaching into the very cells of the recipient, the psyker knits
together flesh and binds wounds with his mental power. The
psyker must touch the characler he wishes to casl regenerate ofl,
and so must be within 1 yard {or use it on himself). If this is used
successfully, the recipient counts as having just made a successful
recaovery action (ie, one location healed one level and D3 from his
Injury total).

STORM OF LIGHTNING - Difficulty: 5
Bolts of bio-electrical energy leap from the psyker's fingertips,
jumping frum enemy (o enemy. Siarm of lightning is a psychic
bolt with the following profile:

Type Rng Mode Acc Dam Shots Reload Weight
Storm of Lightaing Special 10 fullauo (8] — 206+ - - =

WARP STRENGTH - Difficulty: 5

The psyker invigorates the target with psychic energy, letting the
power of the warp flow through muscles, tendons and bones,
giving him amazing strength. This is a persisient power, Tf used
successtully, the recipient increases his Strength by a value equal
to the amount the Psychic lest was passed by. For example, if the
test was passed by 129 the recipient increases his Strength by 12
whilst the power lasts.
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Telepaths are psykers whose expertise lies with influencing the
minds of others. They can send psychic messages, create emotion
in their targels or read the thoughts of their adversaries,

DEMORALISE - Difficulty: 0

Using his incredible empathic abilities, the psyker reaches inlo
the mind of his victim and fills him with thoughts of panic and
fear. This is a ranged power. The victim must pass a Nerve Lest
or be pinned, just as if he had been hit with a shooting atack,
with an additional negative modifier to his Nerve value equal 1o
the amount the Psychic test was passed by,

DISTRACTION - Dilficulty: 10

The psyker interferes with his target’s perceptions, causing him
to see something in the shadows and distracting him from the
battle, The victim counts as being stunned for one wm, but does
not fall prone,

EMBOLDEN - Difficulty: 15

The psyker bolsters the courage of a nearby character by
instilling images of heroic action into his mind. This is a
persistent and ranged ability. Pick a friendly character, This
character adds +50 to its Nerve characteristic. The psyker may
not declare himself as the target for this power,

ENFORCE WILL - Difficulty: 1/2 target’s Willpower

The psyker uses mental prompting to force an enemy to perform
a simple action against his will. This is a ranged power. Choose
an enemy character, if the Psychic test is successiul the psyker
may force the cnemy character to immediately perform one
action. This [orced action cannot be something that would
dircctly kill or injure the target character. such as shooting
himself or stepping off a cliff, bur it could force him to fire on his
comrades, step into view or drop his weapon.

MESMERISM - Difficulty: 20

The psyker reaches into the mind of the victim, using his mental
powers to entrance the enemy. This power is 4 ramged and
persistent ability which can be used on one enemy charscter
within line of sight of the psyker. Whilst the power is in effect,
the targeted character may do nothing at all and counts as being
stunned (he does not fall prone). He may attempt (o bresk frec of
the psyker's control at the start of every subseguent lurn and will
succeed if he can pass a Willpower test.

MIND SCAN - Difficulty: 10

The psyker reaches into the enemy’s thoughts, discovering his
intended course of action. This power is used on a single enemy
character and 15 a ranged ability. The psyker counts as having the
dodge special ability against any shooting attacks made by the
target, until the end of the next turn.

In addition, the psyker doubles his chances of parrying close
combar artacks by the character until the end of the next turn. Tn
some scenarios a successful ming scan may reveal information
relevant to the psyker’s objective, such as revealing the holding
place of a prisoner, location of a secret entrance to the enemy
camp, efc.

& Nover long distances. They are physically blind but possess a

i

epath

o i i

Y

PSYCHIC SHRIEK - Difficulty: 3

The psyker musters the power of his mind and then launches
inte the cnemy’s brain, overloading his senses and ne
syslemn. Pyychic shriek is a ranged power. The enemy must §
a Willpower test. If he fails, he is stunned for one turn for ey
[0% (or part) that he fails by, If he rolls more than double
Willpower then he collapses and become a casualry.

PSI-TRACK - Difficulty: 15

The character can use his mental powers o trace the minds)
others nearby. When psi-track is vsed, the character immedial
becomes aware of all the characters currently on the tal
including those who are hidden, tracking down one in parti
This is a persisient power and the playver must nominate o
character lor the psi-tracker to focus on. Whilst the power I
the psi-tracker is constantly aware of the targeted characts
location and actions, and also becomes aware of any acti
perfommed previously (ie, he'll know where he has been and w
he has done). He Inses contact with other characters immediag
(ie, he'll be unaware of any actions performed subsequent)
using the power). Note that it can only detect creatures witl
living mind, and will also tell him if the character is dasmonig
psyker or has psychic equipment (such as a force weapos)
daemonblade),

PUPPET MASTER - Difficulty: 20

Reaching out with his mind, the psyker tres to manipulate
actions of his victim, Puppet master is a persistent powes,
addition the psvker may do nothing clse whilst using pugg
master. The victim must take a Willpower test, and if he fails
15 partially taken over by the psyker, He may attempt to bg
Iree of the psyker’s control at the starl of every subsequent 1
and will succead if he can pass a Willpower test. Whilst under
psvker’s control, the victim counts as being on the same sided
the psyker. However, the control is not complete and
controlled character deducts | from his Speed and has §
additional -23% from any rolls required to perform actions whi
under the influence of the psyker.

TELEPATHY - Difficulty: 5

The psyker can place messages directly into the minds of the
around him. There are two ways to use releparhy — plag
sending and broadeasting, When using placed sending,
telepath picks out an individual and transmits his mental mess
to him and him alone. A placed sending is a ranged ability and)
successful, the psyker may communicate a message he wol
normally be able to say.in a single action (see the Awarcns
section for suggestions of how much can be said in an actiof
When broadeasting, the psyker sends out a general signal fhi
can be picked up by everyone within range, When broadoasti
the range of the message is a number of vards egual 1o the amo
the test was passed by - eg, if the Willpower test was passed
38, everyone within 38 yards would “hear’ the message.
player may specify a maximum range belore the test is taken, b
this incurs an additional -10% modilier o the test.
TERRIFY — Dufficulty: 10

The psyker places images of the target’s worst nightmare into §i
mind, causing him to flee in terror, This is a ranged ahility,
target must take a Nerve test immediately as if he was confroni
by a terrifving character (sec the Exotic abilities section, pag
63}, with a negative modilier equal to the success of the test
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Telekinesis

Psvkers who are adept ar telekinesis are able to manipulare the
material aniverse, breaking the laws of physics to meave
themselves and other objects around. The powers af telekineric
pavkers vary tremendously, from those whoe can hurl vehicles
about, to psvkers who have the foces and control to jam gun
trigpery and other small mechanical partys,

MACHINE EMPATHY - Difficulty: 5

A psychic power often associated with the machina-mentors of
the Adeptus Mechanicus, Machine empathy allows the psyvker o
use his mind to tamper with mechanical, electrical and electronic
systems. The most common use is to cause enemies’ wedpons to

B0

malfunction. Machine empathy is a ranged power. Pig
weapon or piece of equipment as the target. For every 108§
part that the Psychic test is passed, the target object is rendd
totally useless for that many tumns, If the psyker’s Willpos
test is 1/10th or less than the required score, the targs
permanently affected, Machine empathy can also be usél
open of lock mechanical doors, operate machinery and
emplaced weapons, and so on, at the GMs discretion. The 8
complex the activity attempted, the greater the difficl
modifier the GM should impose on the Psychic test.
PSYCHIC IMPEL - Difficulty: 0

The psyker uses a powerful telekinetic push to {ling the eng
to the ground, This is 8 ranged attack that can be wsed o
single enemy character within line of sight. The tarzet suff§
2D10 yards of knockhack and falls prone (see the Additiol
Rules section on page 180 for details of how knockback work

PSYCHIC SHIELD - Difficulty: 15

The psyker summons a corona of psychic power to ward 2
any incoming shots and blows, This is a persistent power. 1l
psyker counts as having an extra 1010 force field armour o
hit locations.

PSYCHIC WARD - Difficulry: 10

The psyker shields himsell i a psychic aura that deflectsd
enemy’s altacks, This 15 a persistent power. The psyker

as having an extra 1 D6 force field armour on all locations,
TELEKINESIS — Difficulty: Object’s weight

The character can move physical objects around with the poy
of his mind, moving them aside or hurling them at opponenl
This is a ranged ability, The GM must decide how much il
object to be picked up weighs, as this affects how difficult i
to move. Inguisitor uses an abstract Weight value for weapo
but the Weight for other objects can be found by compan
them with weapons of an equivalent size, so a pistol-weighlg
ohject would be around about 10 1o 15, an object the size off
rifle, anything between 20 and 50, and so on, The weight of (8
ilem 15 the Difficulty level for modifier purposes, The objé
can be moved a distance up o 4 number of vards equal o
peyker's Willpower divided by 100 Allernatively, the object
be hurled through the air, in which case use the rules for th
weapons in the Shooling section on page 39, using the starty
point of the object and the psyker's Willpower instead of B
Strength. Such an object that hits someone does damage agqu
to its weight on the chart below, with a Strength damage bon
using his Willpower (+1 for every full 10 points aver 30).

For example, if someone with a Willpower of 88 hits someos
with a thrown crate, which the GM rules to weigh &0, it dog
2136+3 damage,

Telekinesis ilamage Tab

Damage Ca L
D3
D6
DN
2D6
3Da
20
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er iy a master of fire and flame, able 1o create
out of thin air. Pyvromancy is one of the most common
stacular forms of psychic ability, although ity uses are

by limired.

INDING FLASH - Difficulty; O

B peyker summons up his mental cnergy and releases it in a
g of power, blinding anyome unlorfunate enough 10 he
gt him. Pick a point anywherc within line of sight of the
as the source of the Blinding flash, This is a ranged ability.
character, friend or foe, who has a line of sight 1o the
nding lash (not mcluding the psyker) must pass an Initiative
gover their eyes or be stunned for D3 twrns (note that he is

ked prone).

_'l NG FIST - Difficulty: O
characier's hands are wreathed m spittng flames, which can
tﬂrgﬂts they hit to catch fire, This is a persisient power. Any
@imed close combat allacks made by the psyker while he hus
fists can set fire o his target using the rules for a flamer
page 70,

l‘lREB"LLL Difficulty: 5
The psvker’s hands are engulfed with writhing [ames, which he
can hurl at the enemy. Fireball is a psychic boll and has the
following profile:

Type Rng Mode Acc Dam Shots Reload Weight

Fireball single e - -

FIRESTORM - Difficulty: 10

This is a more spectacular form of Fireball, causing a raging
inferno to explode around the target. This is a psychic bolt with
with Area: 4 and Blast: 5 and has the following profile:

Type Rng Mode Ace Dam Shots Reload Weight
Specisl B Single - DIO - =

Special ©

Firestorm

AW:rpScztm;pmghmwﬁnmthm—dtﬂurmni
the warp to foretell the future, in co-ordination with the

surm.ﬁqlm:mmmghhtdulhgpapk
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Daemnnmlmgg

Emanoiogisis study all things fo dv with Chaos and the warp.
B @re masters o manipulating the interactions belween
ace and realspace, allowing them to do amazing fears

@s teleportation. However, duemonology [s the most difficuls
e to master, and many who have wied have perished or

Bl driven insane.

ANISHMENT — Difficulry: 20
§ dacmonologist opens up a temporary portal (o the warp
will draw power from psyvkers and banish daemonic beasts
to the swff of chaos they sprang from. Banishmen! is 2
ad ability. If successfully used. it has the following aflects on
get, Dacmnonic creatures must pass a Willpower test, with a
e modifier equal to the amount the Psychic test was pass
failed, the daemonic character automatically adds D3 to his
total for every 10 points or part he failed the test by. If he
more than double the roll required he is banished back to
arp instantly. Against a psyker there is a chance, equal to the
it the test was passed by, of the target losing a random
ability,
ABILITY - Difficulty: 20
ker can ‘phase’ the molecules of his body slightly into
ge, enabling him to pass through solid objects. This is a
igtent power. Whilst unstable, the psyker does not interact
i the physical world in any way at all. He may move through
jlects, even other characters, and cannot be hil by shooting or
¥ other normal attacks. Psychic attacks and weapons (such as
nons) alfect the unstable psyker as normal. However, he is
Cotally unable to attack himself, operate machinery or
) icate wilh other characters. The unstable psyker cannot
8 any other psychic abilities whilst unstable, as the resultant
gk-flows of warp energy would tear him apart. An unstable
glows slightly, adding +20% to the chances ol any
e spotting him.

SANCTUARY - Difficulty: 10

The psyker creales a zone of power around him which can repel
daemonic creatures. Sanctuary is a persistent power, If
successfully invuked, it creates an area around the psyker with a
radius equal to the psyker's Willpower divided by 10. Any
Daemonic crealure inside the zone or trying to enter 1L must pass
a Willpower test. If failed, he immediately adds D3 to his injury
total, is knocked to the outside edge of the zone away from the
caster and stunned for the rest of the turn. Any daemonic creature
within the range of Sanctuary at the end of a turn suffers D3
additional points to its injury total.

TELEPORTATION — Difficulty 20

The psvker uses the power of the warp to displace himself or
another persom (or an iranimate ohject up to man-sized in weighl
and volume) to another part of the battlefield. This is a ranged
ability. In addition, deduct | from the chance of success for every
half vard the character wants to move the target. However, if the
test is failed, the targer is teleported in a random direction from
his current position, for a distance of 1 yard for every 10%, or part
of, by which the test was missed. Tf this would result in the target
finishing in impassable terrain {such as inside a solid object) it is
destroyed outright.

VORTEX OF CHAOS - Difficulty: 25

The psyker opens up a gateway between the real world and warp
space, creating a swirling vortex that sucks in everything in the
surrounding area, Vortex af Chaos is a ranged power. Mark the
target point, the vortex extends D3+1 vards out from that point.
Any character even partially within the area of effect must pass a
Strength test (rolfls of Y6+ automatically fail) or be sucked in. A
character trapped by the Vorfex of Chaos has a 10% chance of
being ripped apart and destroyed, otherwise he is deposited back
onto the tabletop 2D 10 vards away in & random direction, and is
stunned for D6 tums.
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Daemons are creatures of the warp, not the marerial realm, and
are bound to the flow and flux of Chaos. They are fantastical
beasts which do not adhere to the normal laws of physics and
nature. Similarly, individuals possessed by a dacmon gain some
of their powers, and some of their weaknesses.

Dasmonic characters have one or more daemonic attributes, some
examples of which are given below,

Invulnerable: The character is almost impervious to harm except
from blows to the heart or head. The character counts double
Toughness when working out damage to any location other than
the chest or head. However, his Toughness is halved when
working out damage 1o these locations,

Shadow: The character is not wholly corporeal, being partly
present in the warp and realspace at the same tume. The character
counts as having D6 force field armour on every location except
when against psychic attacks. All psychic attacks do douhle
damage, after any deductions for armour, etc,

Impervious: The character is highly resistant to normal attacks,
but very vulnerable to attacks from silver andfor holy weapons.
Excepl against silver and/or holy attacks, the character can never
suffer more than one level of damage from any one hit, and never
has more than +10 points added to their injury total from a single
hit. However, silver and/or blessed attacks always do an extra
level of location injury and an additional D10 points are added o
the character’s injury total.

Claak af Darkness: The character is surrounded by a swirling
miasma of power, frequently referred to by Inguisitors as a cloak
of darkness, A character with a cloak of darkness is near
impossible to spot in dark conditions, and even in ordinary light
all enemy are at half chance to see him. However, sunlight harms
him, so at the end of every turn that the character is in direct
daylight. he adds D6 points to his injury total. Photon flash flares
count as frag grenades against characlers with this ahiliry,

Void-chill: Some daemonic creatures posscss a characteristic
which has been described as ‘the icy chill of the void®, Their
blood is frozen in their veins, and the air is misty and freezing
nearty, Such creatures do not show up on heatl-detection auspexes
and sights, and any character fighting them in close combat must
past & Toughness test at the end of every wm or add D6 1o his
injury total from frostbite. These dacmonically cold creatures, as
might be expected, are easily hurt by heat-hased weaponry such
as flamers, plasma and melta weapons, and pyromancy psychic
attacks, Such altacks do an extra D10 damage to the creature,

Tb: infil-traitor has been adapted h;r mind-scrub. tnthmiogv
mthﬂ,ﬁishmzut’ohk.mdmh:pﬂthmﬁy
~implanted with the thoughts and memorics of another, Unsil a
* pre-designated trigger, such as 2 keyword, psychic message or
* event, he will believe that be is the personality implanted, and
mmﬁmcpnhagwmmmgﬂmu&prm
atherwise, Wn the tnm:;_n given, he will mEkMd]y
w&.m - the mission objective that has beea lmp}méd:
‘!mnibwmus. usually sabotage. assassination ar mmmg
’h}hﬁwvﬁﬂh the mlamuumh:ﬁulwud_
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Some charscters gain this ability by being possessed by an g
of Chaos. I they are no longer possessed for any reason (s
the daemon being hanished) the character is stunned for D&
and permanently loses any associated abilities
FAMILIAR

I'he character has a psychic-symbiote called a familiar, ¥
often takes the form of an animal, bird of prev or cybernetig
avgmented or mechanical creaturc. The character is menk
linked with the familior, and so can command i, see and B
through its senses and vse ils powers, Some examples of thes
given in the Armoury section later. The controlling character
spend one action every tumn ordering the familiar, otherwis
does nothing that tumn. The master is aware of everythingl
familinr is, and vice versa. If the familiar is injured, psy8
feedback will hurt the master as well, Everv time the famil
suffers damage, add +123 to the main character's Injury total,

FEARSOME

The character is immensely fearsome to fighl against, either
his hideous appearance. g psychic projection ur the sheer a
dangerous menace that surrounds hini, An cnemy character w
wishes to charge a fearsome character musl pass a Nerve testl
do so. Tf he fails, he stands rooted to the spot for the rest of
turn, Characters charged by a fearsome .i{"‘-""l“u;'ll"x or fights
against one at the start of a turn, must pass a Nerve test. If the
fail , they reduce their WS by 20 for the remainder of the tum
character who is fearsome 1s immune to the effects of of
fearsome characters, and treats terrifving characters (see belg
as if they were fearsome.

FRENZY
Frenzy is not so much 4 special ahility as a psychological effed
which a character may suffer from for a varicty of reasons,
as combat drugs. psychic attack or mental conditioning. 8
character with frenzy must alwavs move as rapidly as possibl
towards the closest visible enemy and attack him in close combal
He can only altack in close combat (or step forward and attack]
necessary | and must continue to fight until his opponent has e
tuken out of action, If there are no enemies within sight, a frenzi
character will act at hall Speed until an enemy can be seen.

REGENERATION
The character can heal wounds and injuries that would |avg
ardinary mortals crippled and dying, His (lesh and bonedcan kil
themselves together, sealing gaping culs and restoring mangled
limbs, A& character with regererate gels 4 free Incarion recovery
acrion at the end of every turn he is still conscious (see Recovery
in the Injuries section on page 49). Also, a character with
regenerate 1s not limited to healing himself to a maximum of
injury levels below the worst injury on a lncation — it is possible
for a location to go from being crippled to undamaged!

SPIT ACID
The character produces toxic and corrosive saliva, which can bé
used to attack opponents. A character with spit acid can use (s
skill as a cluse combat action. Roll to hit as normal, counting the
spit as having a Reach of 4 (50 it can be used at arm’s length). 1§
van be dodged but not parried. Roll for hit location in the same
way as other close combat attacks. The attack docs an amount of
damage equal to D6, plus the character’s Strength divided by 20,
tie. a Strength 80 character does D6+4 damage).
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lick Devlin dived behinel the stack of crates a5 the ground where he had been stood 2 mere [rcis
Sui a sccond earlicr was peppered wath bullets. That was too close for combor! H he hadu't sees th
bricl glimt of metal rellested by the bright sun, he would now be eiddled with holes. Taking [ull
atvantage of the cover that the sturdy ammunition boxes provided. he risked a glance 10 sec of he coils
spot his would be assassin. From 2 second Jevel window Slick caught a flash of movement. Looking i
his left he sow thar Tnquisitor Erenborn had scen the stranger too and was swiftly runeing across the
deserted plaza to intercept him. Slick rarsed both of his gens and fired 3 short volley of shots powsd:
where he hud seem the mysterions sniper. He knew that the figare would have long since gone. beot a1
feast it would provide some form of covering fire for the vencrable Inquisitor. This guy wis apcient al
Slick was always amared at the specd with which he covered the open square, he dowbtcd even be coull
run that fass He'd heard some wild rumours speculating on the Inquisitor's age and evea though
Eiccnhorn had confirmed these fabes. Shick found it hard to believe that the man was hundreds of yor
ald.

A puezled frows crossed his [ace, why would asyosc come to this deserted hell hole. The rendezvous
had supposedly been a seerct. or ar least that i what he'd wsumed A quict scuffling behind Sleck b
his tmin of thooght and with lightning quick relleses he span round, a5 be did sn he bet his goms Bl
in a fury of fircpower. I someone was sucaking up [rom behind they'd not live 1o regrer it His shas
hit home into the leg of a large grizzled looking man wiclding an even deadlicr looking glive His
assailant went down and Shick aimed his twin pistols 1o finish this beast of 3 haman aff. Shoot [irst. =
._.Mw Jater - that was Slick’s way ol 1|1_i.|-|lg_i-r|.!, This man was l.'l'll'r' F] lmlﬁ:l EUY. even with a I':H i1
ol lad he stood back up and Jooked more anmoyed than mortally wounded.

“Goodbyc frieadl” Slick said, has sights lined wp squarcly at the scamred mans forchead, Not even the
thuy would get back op with his brans spread acmss the dusty Hoor he mused to himscli, gently
squccring the triggers A look of homar crossed his Tace as the firing cock clicked ominousky asto o
empty chamber. His opponent starcd him i the cye. 3 grim smile crssing his battle savaped face Riio
hix gleve mesacingly he charged straight at the hired gunslinges..

iSR! I

shors reached ihc concrete arched doorway pawsing for 2 briel moment 1o carch his breath Frou

the crached stone plaque ahove the main cotrance he could just make out that the building once vz

i be the Judicial Chambers. That had been before the people of Galdas hael risce wp in rebellion s

the corrupt tyrannical government. Even now in its suinous state. the building was ol vital importasce |

the Imperivm and by the looks of things whoever had fred at him kncw of the secrets comtained wilh
Whacver it was had 10 he stopped belore they pesed a danger 1o Eisenhorn's misdon.

The stranger had locked the door from inside. ot ot posed little problem to the lnguisitor, Awmisg 2
well placed kick at the thick wooden heams, the bioaic callipers supporting his aped legs smashed the
doot open with a lood crack. Sprinting up the dust covered marhle stairs he made his way to the ud
office located on the upper level. Bowading throagh the door his suspicioas as 1o the eatity of the

mysteriows assailint were confirmed...

“Crusd” Eiscahorn's voice betrayed his decp contempt for the Machine Cod Cultist. Before him stacd
wll, red robed being, the cog wheel symbol of the Adeptus Mechanicus boag [rom chain aroued ks
peck Four metallic temtacles sprang out from under his robes. They moved mdcpendently ol each otk
writhing like some strange steel scrpents they comnccted themselves 1o a series of sockess located on il
far wall "Cood afterneon Eiseohorn So good of you to join vs” Magos Delphan Gross's ymice we
metallic in tonc coming [rom a small synthesier wired info o 2 speaker system na his chest

“Give me one reason why 1 shouldn't cut you down you where you stand trastor” Eisenhorn shouted =
the Tech Pricst deswing a sharp steel blade of ancicnt design.

“You nced me. Eiscohorn 1 you stand any chance of getting gast the secwrity ficlds to the lower lo
then you'll be wis b keep your distance” As much s it caraged Eicohorn he koew that these was
some truth-in Grusss words The secret passage to the wnderground vaulis was boand to have sme b
nf sccuity defence Only the Tech Pricst would have the necessary emcryplion decoder scouences neede:
to shut it down As Eiscohorn sicpped hack from the red robed priest he poticed 2 shadow cros b |
wall Spinning round with remarkable speed he raised his blade just in umé to parry the dvweward
3 ghive. Even hefore the sparks from the veo blades impacting bad died Eiscnhoen's lightning scmscs wlf
him this brute of 3 man was far two strong 1o fight. Reaching decp within the chasncls of his psythe |
conceatsated on finding a pathway into this warsior’s ssheonscious. Pushing fust the strowg mental burs
that his oppoacal had [ormed he sent & suggestmon into the warrine's mind.
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In this part of Inguisitor you will find the rules and profiles for a greatn
weapons and items of wargear used in the galaxy of the 41st Millennium,

Although the following descriptions of weapons and equipment are extensi
they are in no way exhaustive. GMs should feel free to invent new weg
variants, wargear and armour types for specific scenarios and characters,

SPECIAL AM MUHIT[DN -3
Some weapons can be loaded with special ammunition variants for Cof
circumstances or targets. Special ammunition 1s normally taken on a round-by-o8
basis rather than as complete reloads. There are three ways in which spet
ammunition can be used. Firstly, individual special rounds can be loaded as an
reload action and the special ammunition is fired with the next shot. Secondly, 18
can be pre-loaded into a magazine, in which case the player needs to note dof
which shots in & magarine are special ammunition so they will be fired whenh
are reached. For example, a character with a combat shotgun may note that the
and fifth rounds in the chamber are Executioner rounds. A character can remoye
move the position of a special round as a reload action. Thirdly, a few Rare weap
may have multiple magarines and a shot selector, in which case it takes one gl
to use the shot selector and the player declares what type of ammunition from i
loaded will be fired next.

'AANGED WEAPONS

LAS WEAPONS

Las weapons are the most common type of weaponry found in the Imperivm, asth
are cheap to manufacture and easy to maintain, They also benefit from being easyl
recharge, and ammunition shortage is rarely a problem. Las weapons work by fin
a blast of highly charged light which transforms into heat and kinetic energy ug
impact, causing tissue damage and burning.

Las weapons Type Range Mode Ace Dam Shots Rld W

Laspistol Pistal E single 206 30

Lasgun Basic C single 26 &l
(MP)

Lasgun Basic . singled 2D
(NP sermi (243

Lasgun Busic 3 single D6
(TP

Long rifle Basic single 45 D10

Multi-laser Heavy semi (461 -10 DG
full {121

Lascannon Heavy single  -10  4D10 20 6

MP - Mars Pattern NP = Necrominda Partern TP - Triplex Pastern

* Triplex patiern lasguns have different energy setings. You may increase the da.!.raage
20643 but the shot counts as iwo shots of amme, or up to 26435 at the cost of four s
of energy per shot fired. This is the maximunt damage a Triplex patteérn lasgun can ds
takes one gotion to ¢ F:mge the. EHErgy Selting.

=1=1
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ROJECTILE WEAPONS
Wfter las weapons, bullet or shell-firing
jeapons are the most popular sidearm

thoice amongst Tmperial servants and
putlaws alike. Some put up with the
Bigher cost of ammunition and
maintenance  difficulties  for  the

Sychological effect caused by the rear
o Battle they make when fired!

pecial ammunition
ghette — Upon firing. flechette
nds fragment into jagged shards that
plinter across the target. Flechette
inds hit D3 locations and do D6

" 'm — These bullets are designed to
filter inside the victim, causing
Bitible damage. Any location wounded
i dumdum round antomatically starts
leeding as well (see puge 48 of the
'-~-\ section).

gn-stopper — Shaped 1o provide
@ximum penetration, these bullets are
fén made from denser materials than
pemal bullets. A man-stopper round
jes an additional D6 damage but has
fetina -5% accuracy modifier,

tgun ammunition
(2 A standard  shotgun
imunition variant, scatter shells spray
Wide area with small picces of shot. A
tacter hit by a scatter shot takes
fiage to D3 locations. Maximum
fiEe 15 25 vards, accuracy goes down
L damage is D6+3,

Cllioner — Execotioner rounds are
gommonly used by agents of the
lug Arbites. They contain a tiny

[ guidance systemn that allows

M to home in on their target, but it

B8 & moment for them to acquire their

g8t and so are more accurale at longer

@es. Executioner rounds have

ge H and 3D6 damage.

fifire — These bullets contain a small
8l of acidic toxins that burn the flesh
faffect the victim's nervous system.
lfie ammunition does an extra

mage if not stopped by armour,

! =

Bfmo — Containing a phosphorous gel
Pignites on contact, Inferno shells
Whset a character on fire, using the
B mles for a hand flamer (see

e 70).

Standard weapons

Type

Range Mode

Ace  Dam  Shots

Arrrioury

Rld

Wit

Autopistol

Autogun

Revolver

Stubber

Heavy siubber

Assault cannon

Hunting rifle
Naval pistol®
Duelling pistol
Shotgun**

Sawn-off
shotgun™*

Pump action
combat shotgun

Automatic
combat shotgun

Pistol

Basic

Pistol

Pistol

Heavy

Heavy

Basic
Pisrol
Pistol

Basic

Basic

Basic

Basic

A single/

2D6 20
serrl (4)

¢ osingled - 2D6s2

sermi (4)/fall (10)

2D6+2

2D6+2

single
single
semi (2)
C semu (4/6) - DG
full {10}
semi (6 2D10+2
full (15)
single 2D6+4
single 2D6+4

2D6
2D6+2

single

single

D62

single
single/ 2D6+2
sermi (2/3)

single/ 2D642

semi (2/5)

-

20

30

* A Naval pistol is very solid and can be used as an improvised weapon in close

combial.

w# Dauble-barrelled shoteuns can fire af semi (. 21, have shots: 2 and reload: (2).




ROLT WEAPONS

Bolt weapons launch a projectile with a mass-reactive warhead, Each bolt is rog
propelled and explodes inside the target, causing considerable damage will$
distinctive cracking detonation, Almost exclusively used by the shock troops off
Legiones Astartes, bolters can occasionally be found in the hands of other Impg
servants. Bolt ammunition is fairly rare, and only a criminal with good connec
would be able 1o maintain a bolter or bolr pistol.

Special bolt ammunition

Kraken Penetrator round — Containing 4 solid adamantium tip, penatrator rounds)
designed to punch through even the toughest armour with ease. Halve the Am
value of any location hit by a kraken shell, before making deductions from
damage inflicted.

Metal Storm frag shell - Rather than exploding inside 1s target, the frag sl
detonates a few wards from impact, showering the target with shrap
A metal storm round hits D3 locations on the target, and does D10 damage.

Inferno shell — Inferno shells ignite on detonation, and targets hit may catch firg @8
as with a flamer hit (see page 70). Inferno shells do 210 damage.

Hellfire shell — Hellfire is the name for a varety of toxic acids that can ca
horrendous tssue damage. Hellfire bolt rounds do an extra D10 damage i8S
stopped by armour, cover, etc. Hellfire shells do 2210 damage.

Stalker silenced shell — Stalker shells replace thewr explosive charge with a 28
powered ignition, making them silent and removing any muzzle tlare. Stalker shel
do 2D10 damage, but do not reveal the the Orer’s location (sce the scchion

Awareness, pages 52-53).

Bolt weapons Type Range Mode Ace Dam Shots Rld

Bolter (Mk 11 Basic D single! 2D10+4 15
straight mag) semi (2]

Bolter (Mk 111 Basic : simgle! 11044
belt feed)* semi (2/4)

Bolter (Mk IV Basic : single/ 2D10+4
sickle mag) semi (2}

Bolter (Mk IV Basic single/ 2D10+4
drum mag)* semi (2)

Bolt pistol Pistol single/ D0
semi (2]

Storm holter Basic ¥ germi (2/4) 2D10+4
Bolt carbine Basic i single 2D 0+4

Heavy bolter Heavy single/ 3D1o
semi (4)

* Firing a drum-fed or belt feed bolter ix a Risky action. If failed, the bolier jam
~ the shot is wasted and it takes two actions to clear. ;
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HELTA WEAPONS
liese weapons use a magnetic containment beam to create mictowave agitation
'_;.. th vapourises the target in u blast of intense heat. They are inaccurate, get few
lBots and are difficult to reload, but are immensely destructive at short range.

ta weapons lose 1D10 of damage for every full 10 yards to the target. For
" mple, @ meltagun does ST damage. At 32 vards it loses 3D10, and therefore
ges 2010 damage.

o
Helta weapons Type Mode Dam Shots Rild

Meltagun Basic single SD10
ferno pistol Pistal . single 4D10

Multi-melta Heavy : single 7D10
[hermal lance Basic single 4D10

Plasma weapons

Plasma gun Basic single 301045

Plasma pistol Pistol A single 5 3D10

Plasma blaster Basic B single 5 3DI0+5

PLASMA WEAPONS

flasma weapons store highly unstable energised photohydrogen, which is unleashed

Jith & devastating blast of energy. They are difficult to manufacture. arduous o
intain and frequently malfunction. Even if the weapon doesn’t explode, cooling

jats are built in to cvacuate excess heated gases, which can cause considerable

famage to an pnarmoured user.

lRsma weapons can be fired on a sustained setting, Lo this case they fire at semi (2)

nd have Shots: 2, but do D10 less damage. Tt takes one action (o change the setting.

firing & plasma weapon is a Risky action. If it goes wrong, roll & D6 and consult the

Plasma Malfunction Table
RESULT
Explodes! :
The character counts as shooting himself in his firing arm. Resolve damage
and injuries in the normal way. The plasma weapon is destroyed.
Critical overheat.
The character drops the weapon and takes 2D6 damage fo his firing arm. -
The weapon is too hot to be picked up for D10 tumns,

B
-

\ The character drops the weapon,




FLAMER WEAPONS

Flamers gout a burning incendiary fuel, dousing their targets in white-hot flam
They are useful for {lushing enemies out of cover, and the liguid chemical Lhey
can adhere to the target, setling it alight,

Flamers are 2 flame weapon. In addition, each location hit by a flamer weapon i
a 30% chance of being set on fire. If a force field absorbs all the damage from
flamer weapon, there is no chance of the target catching fire,

Al the end of every turn, there is & 25% chance that the location stops burning (8
before recovery). If it does not. then the location suffers damage again (usel
Damage value of the weapon that set them alight), with the usual deductions§
armour (but not force fields). In addition, there is a 25% chance that the fire spre
to another random location (it can he imagined that the fire can leap across the bl
as the character flails around).

A burning character may do nothing clse except put the fire out. Each action spé
putting the fire out has a 25% chance of succeeding. Specify the location §
character is trying to smother before rolling any dice for the success of the acii
Other characters within | yard may also spend actions to help the burning charac
and they too have a 25% chance of putting each fire out,

Flamer weapons| Type Range Mode Ace Dam Shots Rld

Hand Namer Pistol . (15) flame - 2D4G 4

Flamer Basic (23)  flame 2 5]
H

Heavy flamer Heavy (35}  flame
Flame cannon Basic 3 flame

Exterminator * ¥y flame

*An exterminator must be fitted to a basic weapon and adds + 10 to its wei ghty
a Necromunda Pattern lasgun with an attached exterminator becomes Weight 4

o live is to sin, and fo be a sinper is to be cleansed. Only the fie
wrath of the Emperor, as pronounced and executed by his mor
followers, can save humanity from destroying itself in a morass of carnal
wantonness and tolerant scrvitude to those who have been corrupted, The
Redemptionists will bring fire and they will bring desth, and those wlm
opposc them are sinners themselves for they shicld the dark and unhol}f
from the rightcous works of the Redemptionists. Repent and join. or he

cursed and dic.
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THROWING WEAPONS

SSophisticated weapons such as plasma guns and melta weapons are not always

Wailable and are hard to maintain, and when caught in a tight spot a well-thrown

Knife can be just as effective. Such weapons arouse little suspicion on many Imperial
lds and so are frequently carmied by individuals who must on occasion operate

;:huut attracting the authorities’ atienion

Throwing weapons| Type Range Mode Acc Dam Shots Rld Wt
- Throwing axe - Thrown  E single ) Din -

Mhrowing knife ' | Thrown  E single
b

hrowing star ' Thrown L single D3+l
sernd (2} °

Thrown . single

Thrown single

"PRIMITIVE WEAPONS

800 many worlds of the Imperium, technology has almost been completely lost. In
figse places, the lasgun is replaced by the bow, and the crossbow replaces the bolter.

s crude as they may scermn. these weapons can still be dangerous in the right hands.

mitive weapons| Tvpe Range Mode Ace Dam Shots Rld Wit

Basic F single -5 2D3 1 I

Basic B single 5 2D342 I 2

Muosket Basic . single . D3

ackpowder ¥ [t = el
Pistel : single D3+

ing axes, knives and stars can be used in close combat as improvised

cter may throw up to ‘two throwing stars per action following the rules
-aurcmaric shooting.

ling used in close combar count as short spears,

@ balas hits, it has o 75% chance of entangling the location. If it entangles the
the target is knocked prone. If it entangles an arm, that arm cannot be used.
head is entangled, the bolas causes an additional D6 damdge ai the end of
turn (before recovery) die 1o choking. This damage ignores up to 4 points
wour. Other locations are not entangled, although they take damage as
matd from the kit It takes one acrion o disentangle a bolus,

can never be fired one-handed!

crowshove can either be hand drawn or cranked . It fakes one action to-draw the
ard cnother to load the bolr, For hand drawn crossbows the character must
Strength test to successfully set the string, otherwise he must try again with
gitent actions until the string is drawn.

suffer iriple the normal penalties for moving and shooting as a combined
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Exotic weapons Type Mode Shots Rld

Needle rifle Basic single ¢ 6 4
Needle pistol Rasic . single ]
Graviton gun Busic ; single

Webher Basic 5 flame

Web pistol Basic (10 flame

EXOTIC WEAPONS

The following are a selection of
miscellaneous weapons which can
occasionally be found in the hands
of Inguisition agents and their
enemies.

Needle weapons

These weapons are the preferred

choice of snipers, as they are silent

and give off no muzzle flash whatsoever, Instead needle weapons fire a crystallig
sliver into the target which delivers a paralysing or lethal toxin, rendering the
paralysed or dead in a matter of seconds.

Needle ammunition contwims a toxin or viral agent. 1f a target suffers
Damage points from a needle shot (ie, after deductions for armour and so forl
then he must test to see if he is affected by the toxin, in addition 1o any normal in
effects. See the section on gases and roxins on page 89,

Graviton gun

Using sophisticated field technology o create a localised snomaly in the gra
field, a graviton gun pins the firer's target to the ground. These weapons are high
unreliahle though, and many prefer the surety of a definite kill to this weapos
unprediclable effects.

A character hit by a graviton gun suffers no damage. However, he counts as beif
stunned for a nember of tums equal to 3D10 minus one-tenth of his Strength,
minimum of one tum. For example, a Strength 75 character whao ralls 12 on 300
15 stunned for four turms (12-3=4).

Web guns
Web guns (or stranglers as they are known in some regions) fire 2 mass of shek
filaments that rapidly expand to entangle their rarget. The more the victl
struggles, the more the filaments contract. tightening their grip.

Any arm or leg that 1% hit by # webber or weh pistol has a 75% chanced
hecoming entangled and rendered wseless (treat as crippled, except th
the character will not lose any additional Damage points, worlt bles
and doesn’t have to test for system shock). This is reduced 1o 25% il

character has any tyvpe of force field on the location.

Hits to the head, chest, ahdomen and groin can cause addition
damage from asphyxiation and constriction. At the end of every (8
each such webbed location has a 50% chance of suffeny
I3 damage, which ignores up to 4 points of armour, 1

A character can spend actions in an attempt to tear the web of
in which case he must pass a Strength test with a -235 modif§
(rolls of 01-05 always succead, 36-100 always fail).

If this test is failed, the webbing reacts and does D6 damagel
the location, ignoring up to 4 points of armour. Other characts
may also spend actions trying to pull webbing free, using &
same rules as above,




Bxotic weupons | Type Range Mode Acc  Dam Shots Rid Wt

Handbow Pistol E  single 2D3+2 | 7

launcher Basic A single D

redder

Pistol (200 flame x

Psycannon Basic F semiiZdy - 2D10+4 30 45

Handbow
orm of small crossbow, the handbow is favoured by many assassins because it 1s
to conceal as separate components before being assemnbled, Quite often a
ndbow will fire poisonous or explosive-tipped quarrels.

[l
plas launcher

gently used by law enforcement agents and bounty hunters alike, a bolas
incher enables the firer to take an enemy in alive for guestioning, ransom or

i bolas hits its target, it has a 75% chance of entangling the location, If it cntangles
hig legs, the target is knocked prone. If it entangles an arm, that arm cannot be used.
ffthe head is entangled, the bolas causcs an additional D6 damage at the end of
Bery turn (before recovery) due to choking. This damage ignores up to 4 points of
imour. Other locations are not entangled, although they take damage ax normal
from the hit.

takes one action to disentangle a bolas,

Neural shredder

Bometimes called a neuro-disruptor, the neural shredder projects a resonant
g of electromagnetism that is pitched to scramble the electrical signals of

e target's brain, incapacitating or even killing him outright.

'!:argr,t that is hit by a neural shredder must pass a Willpower test for every
b taken. If failed (rolls of 96+ always fail) the target loses 4010 Willpower
i Sagacity (roll separately for each) and 2D10 Initiative (remember that this
My reduce his Speed). A target who is reduced to 0 Willpower or less is
gendercd unconscious.

Rmour has no effect on a neural shredder, but the amount rolled for force fields
s a5 & bonus to the character’s Willpower. If a target is hil more than once by a
ole shot (because it is a flame weapon), the tests are taken sequentially — in other

ds. if the target loses Willpower, his reduced Willpower is used for subsequent
tests from the same shot.

Psyvcannon
Using modified bolter
technology, a psycannon
is named after its
special  ammunition,
Much like psyk-out
grenades, e
pEyCAnnon uses n
anti-psychic
substance  {some
it is a by-product of the Golden Throne that sustains the Emperor) to
s¢ serious injury to targets of a psychic disposition. It 1s almost a badge
office for the daemon-hunting Ordo Malleus, who make the widest use of
g “‘E&pﬂl’l.
& psycannon causes triple damage against daemnonic creatures, and
puble damage against psykers, after deductions for armour, ele.




Alien weapons

Mode

Ace Dam Shots Rid

Hrud Fusil |

Kroot
long rifle

Necronfyr |
gauss flayer
3

Xenarch
death-arc ¢

Eldar shurikeh
catapult

ALIEN WEAPONS

Some agents within the Ordo Xenos
godUite WEeapons
non-human origin and are prepared to
use them. Also, some aliens are willing
to trade their armaments with humans
who care more about survival than
lezalities.

Hrud fusil

The Hrud “are & mysterious, nocturnal
race who use a warp-plasma based
weapon known as a fusil.

The Hrud fusil follows the same rules as
are given for a plasma weapon (see
Page 69).

Kroot long rifle

An entire race of mercenaries, the Kroot
employ 4 mange of basic but effective
weaponry, using 3 laser-based charge to
deliver a pgwerful punch.

Kroot long-rifles are fitted with combal
blades which: means that they can be
wielded in close combat just like a
halberd (see page 76).

RS

. Emperor shall come again Once

A morc His mortal shell shall be
invigorated by His Divine Will His great
_ spirit can be brought back from heaven ind
- he shall throw away the shackles of the
. Golden Throne and step forth onee more to
 finish the Grest Crusade 1o make the galany

bumanity's foreves.”

single  -10}

single

single

{ g full (&)

semi (48 -
full (16)

which are of

D15 ]

b6

D1

D10

2D6

Necrontyr gauss flayer

Little is known about the ancient race of
the MNecrontyr cxcepl that they are
highly advanced. The gauss flayer
appears to  operate by atomic
disintegration, smripping away armour
and flesh in molecule-thick layers uneil
the target is wholly atomised.

A gauss flayer causes permanent and
irreversible damage. The first points o
damage inflicted on a location will
remove points of armour, as if it were
ablative armour (see page 54 of the
Armour section). Any location imjury,
and Damage points on a character’s
injury wotal caused by a pauss flayer
cannot be recovered or healed except by
characters who can regencrate.

Xenarch death-are

The Imperium has had little contact with
the shadowy Xenarch of the Northern
Rim. but their electrical weapons are
highly prized, utilising charge cells and
capacitors [ur beyond anyihing that the
Adeprus Mechanicus can manufacture,

The Resurrectionists, one of the oldest and
most  heretical colts, springing  from 32
common  foundastion  with the Holy
Inquisition itsclf, follow this creed They
believe that certain rites and ritmals can
return the Emperot’s soul to his body,

imbuing it with troe life again.

All of the hits on a character from
death-arc  combine  their  damag
together against a single location -
once for location, roll all of the dam
and then make deductions (ie, 3.0
causes 3D10 damage against a si
location).

Eldar shuriken catapult

The ancient Eldar race are maste
many forms of technology. One of i
more comman Eldar sidearms Lo turl
in the hands of an arms dealer is i
shuriken catapult. It fires a rapid haill
razor-sharp discs that slice throd
flesh, its magazine containing solid ¢l
ammunition, good for several bursts
fire,

Digital weapons

Drgital weapons, ot digi-weapons |
they are commonly known,
mintaturised” guns  which :
advanced that they can be worn on
finger like a large ring, vet pack
punch of a pistal, The most compact
those manufactured by the bright
haired, ape-like  alicns  knows
Jokaero, whose creations are sougl
after across the Imperium.

You can get digi-versions of b
flamers, inferno pistols, las pistols'as
needle pistols. However, their Shg
characteristics are halved and
cannot be reloaded.

A character can wear up to one dig
weapon per finger (not thumbs), ol
they can be fired even if the charactes
holding something else in the sam
hand. The Weighr is equal to 4 for eve
digi-weapon on that hand, plus anythin
glse heing carried. For exampled
character with three digi-weapons ang
bolt pistol would fire any of @
weapons with a Weight of®

(254+4+444). A character may only fi
one digi-weapon per action. Other thi
this, they follow all of the normal l’:'
lor pistols and so can be used in cle
combat, etc.

Such an occurrence. should it sver ha
would be Mankind's downfall, as 2 schis
of belicvers and dishelicvers would te
the Imperivm apart. The Resursectio i
have powerlul allics, in the Ecclesi chy
the Adeptus Terra and even amongst |
Inquisition iself. :
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E [iLEISE EEIMEA.T WEAPBNS

STANDARD “ E ﬂLPCNS

Blades and bludgeoning weapons are common all across the Imperium, and mag
conflicts are resolved using three feet of well-placed steel.

CHAIN WEAPONS

Chain weapons have a set of motorised biting teeth that saw and slash throught
enemy, and a blow can cause termble damage.

Standard weapons

Reach

Damage

Parry penali

Knife

Short sword
Sword

Axe

Flail !

Spear *

Staff *

Halberd
Hammer *
Falchion '
Great axe *
Great hammer *
Bastard sword
Knuckle dusters
Armoured gauntlet

Improvised
(rifle butt, etc)

Chain weapons

D6
D10
2D45

2D6+2
D+
D10
D6 :
Di+2
D642
D6
3D6+2
2D6+2

