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THE PRINCESS

Niahcara was royal-born, and had been falling
ever since. To some, she was the Huntress of the
Scarlet Heavens. To others, she-was an unfolding
lesson into the dangers of ego and delusion.
These detractors, of which there were many,
called*her the Princess of Dust. The Path of the
Outcast had not been kind to her, but it had been
unkinder still to her enemies. They lay dead. She
did not.

Niah'cara answered the summons when it came,
dressing in robes of layered silk cut in the colours
of her fallen Craftworld. As she made her way to
the Farseer’s chambers, she mused on one notion
above all:

The mon-keigh cannot be trusted.

She had been told so many times along the
continuum of years, and perhapssit was as true
now as it had always been. Niah’cara was born
before the galaxy tore itself in two, when one half
was left to bleed and sicken and rot in rebellion.
She had dealt with humans many times before the
dawn of these dark days. She had faced them in
the cold of the void, overseeing their destruction
from a bridge of wraithbone beneath the great
fins of solar sails. She had fought them in the
shadows of their ruined cities, hunting them as
prey, sometimes needing to clean their stinking,
primordial blood from her cameleoline cloak.

But everything changed with the rupturing of
the night sky. Her kin-band still spat the word
mon-keigh, but that curse was losing its acid edge.
Her people were past the point where they could
freely indulge in the luxury of mistrust.

To stand alone was to die alone.And so, Niah'cara
was chosen. She would journey in the company of
those whose blood she would once have spilled.

They had not yet told her this, nor could she read
it in the turning of fate’s wheel. But she did not
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need foresight to know how it would all play out.
Someone must go, and the logic of that decision
led straight to her. Others would go in time... but
someone must go first. That was why she had
been summoned.

She approached Farseer Vyriah in his meditative
garden, her tread silent on the wraithbone
pathway that wound between the precious
flora. Indulging herself, she ran her ungloved
fingers along the frond of an orange fern, the
plant lovingly cultivated from Exodite cuttings,
reseeded century after century when inevitable
age or misfortune took the tree’s life. Vyriah
had always been most diligent in the care
and preservation of his onboard gardens. The
arched walls of pale wraithbone reached up to
a transparent dome, cradling it, letting the light
of the heavens glow upon the botanical garden.

And above that dome, the stars waited. Choked in
the miasma of the warp-poison that stained the
skies and cut the galaxy in half, but shining still,
for a while longer at least. No others of Niah'cara’s
kin-band claimed chambers of such meticulous
beauty, even if that beauty had, for decades, been
blighted by celestial horror.

The seer knelt in repose, eyes closed in reflection,
but Niahcara saw through the illusion of his
serenity. The faint tension in his shoulders
betrayed him as openly as a spoken confession.

She approached without speaking, inclining her
head as she took the seventh and eighth steps,
as custom dictated. His voice outweighed hers in
matters pertaining to the ship’s function, but she
owed him no bow. She was, after all, royalty.

Vyriah’s eyes opened. His face lifted to regard
hers, and he rose to his feet a moment later.
When he greeted her by title as well as name,
her curiosity awakened. When he bowed to her,
lower than tradition’s mandate, she recognised
the degree of his politeness for what it was.
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‘You play to my vanity, she chided him, with a
flicker of amusement. ‘It is not like you to be so
- unsubtle’

Sometimes it seemed as though Vyriah was
old when the galaxy was still young. His dark
eyes alighted on hers, sharing nothing, seeing
everything.

“You know, he said. ‘You know the purpose of this
summons.

“‘How could | not? Niahcara pressed her
fingertips together before her robes, in a gesture

. of acceptance. ‘1 will go, Farseer. | will walk the
path you see before me. When do you wish me
to leave?’

THE PREACHER

To say Ilmar resented the message would be
to underplay the depths of his irritation. It was
a glitch, sent in error, and he didn't even deign
to acknowledge it at first. Ghost-messages flew
through the vox array‘in their hundreds every
day; such was the curse of so many connected
minds. Since the message was patently nonsense,
he sought to ignore it. He only’replied with a
wordless pulse of acknowledgement/refusal
when the chiming in his ‘implanted vox-rig
refused to abate.

After his return pulse, it fell silent. The following
silence was a most blessed development,and he
continued his work in péace, manipulating

the. fused connectors inside = a = A

tormented cogitae-scry relay.

However, his peéce was. short-lived.
I[lmar was still elbow deep in robotic brain-
. housing when the signal sounded a second time,

exactly forty -three seconds later. The mexact'

timing gave him far more pause than the message
itself, for it suggested impatience on behalf of
the messenger.

That couldn’t be good.

Indeed, it suggested the possibility
of urgency. Ilmar had no recollection of a
time in his existence when urgency from his
superiors had preceded something pleasant. In
his experience, which reached fifty-three years,
two months, and six days of active service (not

including mandated REM-focused downtime), the
opposite was universally true. Urgency suggested
strife. It suggested flaws and disruptions. It
suggested a breakage in the ritual order of life.

He lifted his gel-wet hands from the domed
head-bowl of the deactivated war automaton,
and tentatively tuned into the vox array.

‘Ilmar Apex 09-38, assigned to guided cranial
network regeneration. | request/demand clarity
regarding the most recently received
signal. Specify the nature of this

message and confirm its
source/origin. ,?
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The're'ply-came inastréam of binaric cant,pulsing

in quick stutters, transmitting understanding.

far more efficiently than vocalised words. Ilmar
ceased all work as comprehension dawned. If
he had been entirely human, his blood might
have run cold. Although the tech-priest didn’t
possess much blood in strictly natural terms
(with most of it replaced by a haemosynth fluid
regulating his bionic and augmetic anatomy),
_he nevertheless felt something his unmodified
ancestors would have called a chill down their
spines. This, too, was impossible, since his
spine was a steel carbofibre alloy, but even his
enhanced mind wasn’t immune to the pressure
of psychosomatic reaction.

[
‘These orders are incorrect, he sent back across
the link.

Silence answered him. That, also, couldn’t be
good.

The crashing, thudding, clanking sounds of the
forge chamber carried on around him as Ilmar
Apex 09-38 lifted his red hood into place, reached
for his axe-staff of office, and left his station
without a word.

His superiors made their lair on the nineteenth
sublevel. Ilmar secured passage. on a freight
platform “descending into the planet’s crust,
which. took one hour and fifty-two minutes.
During this time, he could do nothing but stand
and watch the rock and metal walls of the shaft
pass in agonising slowness. Usually the grind of
the elevators’ cogworks and the repetitive view
of the slowly scrolling tunnel offered a sense of
serenity.

Not this time.He had never gone this deep before.
He had never needed to, and what awaited him
at the end of the journey infected his ordered
thoughts with unfamiliar unease.

The deeper catacombs formed a labyrinth
that led to the central facility. [lmar lacked
clearance to access most of the core chambers,
including the sealed-off facilities housing the
Eternal Engines, guarded by warded bulkheads
and phalanxes of Skitarii. He intended to avoid
the barricaded districts and make haste to his
hierarchs’ chambers. He needed answers, and the
high priests and priestesses would have them.
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But he never even made it off the freight elevator.
A Skitarii Alpha, cowled_and armed, intercepted
him with an abruptness that made it clear his
arrival had been predicted.

‘You are denied, the Alpha said by way of
greeting. It held out a bionic hand, warning him
from proceeding.

Ilmar’s augmetic eye lenses met this unexpected
guardian’s machine-eyes in kind. Rank separated
the two men, as well as the quality of their sacred
bionics.

‘| must speak with one of the foundry hierarchs,
Ilmar insisted. He stated the demand vocally
and in a spurt of binaric cant at the same time,
betraying his rising discomfort. The orders | have
received are devoid of sense.

The Alpha remained impassive, implacable. “You
are denied.

Panic—or the strained echo of that too-human
emotion—began to stain Ilmars thought
processes. There was a catch in his speech, a
human hesitation that indicated his eroding self-
control as unwelcome emotion took hold.

‘These orders must be incorrect. I... | have never
left Avachrus.

‘The orders stand, declared the Alpha. ‘Return
to your district-and make ready for your journey
off-world.

Fear goaded Ilmar into speaking one last time.
‘This must be a-mistake. It must be’

The Skitarii Alpha,devoid of all emotive responses
thus far, finally bristled at the tech-priest’s words.
Bionic fingers curled tighter around the grip and
stock of its radium carbine.

‘Our masters do not make mistakes.

Ilmar knew better than to argue; blasphemy and
ill-discipline would hardly enhance his position.
So he bowed, backed away, and took his doubts
with him. He had weapons to prime and a journey
to prepare for.
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THE SLAYER

- Emerahswas the last, the onl‘y one still breathing.
Her companions and her master had passed
on without her, gone ahead to dwell forever in
glory at the God-Emperor’s side. She needed no
medicae instruments to know their spirits had
fled their bodies; gunfire and hacking blades had
carved them apart with brutal elegance. Their
blood-flecked faces and staring eyes told the only
story that mattered now.

"She was alone.

. Emerah had been alone before, but not since
coming into the Inquisitor’s service. From the
night Quintarus found her in the rain, clad in
her sacred raiment, holding her holy blades and
standing above the body of her first kill, she had

“been welcomed among his warband.

Quintarus had valued her. He had cherished her
for her“beliefs as much as for her talents. He had
seen to her further training.and granted her new
blades, stronger and better than anything her
home world’s smiths were capable of forging.
Since joining his service, she’d never set foot on
Ostia again. Twelve years. Twelve®years of service
to the vision of Inquisitor Quintarus. Twelve years
of painting her swords and her skin with the blood
of traitors. Twelve years of killing in the God-
Emperor’s name, sending apostates’ spirits to the
Master of Mankind to make up for the filthiness of
her own soul. These were the precepts of her faith,
and so she clung to them as Quintarus shaped her
from a murderéss into a slaughterer. Every man
and woman was born corrupt, and absolution was
found only in the freeing of heretical souls. Such

illing pleased the God-Emperor. Such slaughter’

cleansed the soul.

" Some of her companions had sneered at first, in

the months before theyqtoo came to value her.
Death Cultist, they called her, diminishing her
faith to the delusions of a primitive coven. Over
time, they had learned. Over time, guarded by
her swords and mindful of her beliefs, they had
become her family.

And now they were gone.
There was a contingency plan. She knew none of

the details, only the first step she’d have to take.
Quintarus had made it clear what his warband
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must do in the event of his death: Avoid their‘

headquarters, for there were others in the Most
Holy Inquisition that even the Inquisitor himself

couldn’t trust. In the event of his demise, his.

surviving companions were to make their way to
the Varonius Flotilla. He had allies there, among
the dynasty. And there, on neutral ground, they
should await contact from his trusted brethren.

This deep in the sunless hive, in this undercity
of teeming masses where the shadows were cut
by harsh red and purple lumen-strips, she was
entirely without allies. Her foes, those Quintarus
had hunted and whose souls she had promised to
her blades, were still out there. They’d know she
still lived, and they would come for her as they'd
come for her warband.

She knew it was foolish to linger, yet she stayed
long enough to crouch by each body, taking a
memento from each of her fallen companions,
and closing their eyes with the softest brush of
her gloved fingertips.

Quintarus was last. Before she could stroke his

_ staring eyes closed, she sensed the shadows

dance to her left. Emerah moved in an adrenal
blur, twisting in the air, arm outstretched, a fan of
throwing knives flashing silver into the darkness.

She heard cries of pain, and the scuffle of boots
and bodies.

Sh.e kept moving.

Into the shadows she plunged, her photovisor
down and betraying the sludgy heat smears of
her foes. Her reinforced bodysuit creaked with
explosions of movement and twists of muscle.
Her swords smacked into human meat and bit
deep into bodies, each cut birthing a hot spray
of lifeblood that saturated the air with the scent
of copper. .

Then she gtood in the darkness, as still as the
death she’d delivered, motionless in the heart
of her butchery. The five cooling bodies twitched
at her feet as their spirits flew free. The final,
involuntary tremors of the rightfully slain; their
souls now cast to the God-Emperor’s throne.

Perhaps Quintarus and her companions would
witness these fresh souls arriving, and they would
smile,knowing Emerah was fated to avenge them.
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Time was.short. More foes would come, enemies
s o . far better equipped than these scummers and
t = scouts. She returned to Quintarus, tongue-
e T cleaning the blood from her blades. After the
ritual seven licks of each sword, she wiped the
rest of the gore on her bodysuit. Another set of
sanguine stains to join the countless others.

Emerah closed her master’s eyes with a gentle
_caress of fingers still speckled by the blood of his
killers. She glanced over the body, unsure what to
take as a memento, that his shade would watch
over her forevermore. Tempting, of course, to take
his sword and pistol, but plundering his weapons
would mean he couldn’t wield them in the
afterlife and present them to the God-Emperor
in all their glory.
e o
7 No, only one trinket
made sense. She
reached into his
ruptured flak vest
andpulled free the
Inquisitorial rosette,
the stylised letter /
of his career and

calling. The fine chain looped around her arm five
times, bound tightly to her armoured bodysuit.
She would wear it from now until the day she
took final vengeance in his name.

Emerah rose, spoke a whispered prayer over the
bodies of her fallen friends, and left them in the
darkness.

THE WARRIOR

They came for him during the morning Fire Rites
aboard the warship Vow of Absolution. Boltguns
barked and kicked as the gathered brethren
fired training rounds at flickering hololithic
targets moving around the dark metal: chamber.
Distortions in the play of light marked each
impact.

Two thralls, robed in the white of the Chapter,
approached Gulkir and made their obeisance.

‘Honoured Brother, hear our words, said the first
of them. Their voices were muffled by their hoods
and half-drowned in the cacophony of gun range
thunder.

Gulkir lowered his bolter, turning to them. He bid
them rise with a curt nod.’speak,and | shall listen.

They rose as commanded. The Chapter’s chalice
showed crimson on their robed chests, its cup
marked with an ivory Aquila. They covered these
symbols briefly, as they pressed their palms
to their hearts in the traditional gesture of
discharging a grave duty.

‘You are summoned, Honoured Brother; said the
first thrall.

Gulkir had prayed for those words, and upon
hearing them, he felt adrenaline begin a slow
flood of his system, and the thud of his primary
heart beating faster. He'd craved this honour, as
had many of his brothers, and now that he stood
on the precipice of attaining it, he had to fight to
hold back a smile.

‘Inform Brother-Captain Syres that | will attend
him at once. But instead of obeying at once, the
thralls shared a glance from beneath their white
hoods. Gulkir narrowed his dark eyes, a moment
before the second thrall spoke.
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‘The summons is not from Captain Syres,
Honoured Brother. Your presence is commanded
- by Chaplain Shahin’

Shahin? The revelation offered no enlightenment,
but Gulkir nodded a second time. ‘Very well. | will
attend the Brother-Chaplain immediately.

This time,-the thralls didn’t just hesitate, they
bowed as they corrected him once more.'Chaplain
Shahin bids you to attend him in full battleplate,
“Honoured Brother. He grants you six hours to arm
and armour yourself!

. Gulkir whirled “without warning, firing on the
move, emptying his bolter across the training
chamber. Every shot struck a hololith with a
flicker of impact. Once he'd spent every training
round from his weapon, he ejected the magazine

“and left it on the ground for a servitor to deal
with later. Without another word, he stalked from
the training halls and returned to his armouring
chamber.

It took some time to don his power armour.
Servitors and slaves drill-locked each piece in
order, chanting the ritual words as they worked.
Gulkir stood the entire time, letting them bolt and
bind the layers of ceramite into place, scarcely
listening to their sacred chants. When the infusion
of strength came with the aggravated hum of his
back-mounted power pack, he took his helm from
one of the robed slaves, and clutched his boltgun
from a clawed servitor’s grip. Offering them neither
thanks nor acknowledgement, he stalked from his
armoury. 5

Shahin was waiting for him in the Reclusiam,

.armoured but not armed, the sacred white of his"

Terminator wargear showing patches of.armour
~cement, plating fusion, and other recent repairs.

The Chaplain was unhelmed, his skin dark, his

eyes darker still, and heqsaluted, fist to heart, at
Gulkir’s approach. ;

Gulkir knelt for the war-priest’s blessing, receiving
it in a guttural intonation and a light brush of
gauntleted fingertips on the top of his head.

‘You summoned me, Brother-Chaplain, the

warrior said.

Shahin inclined his head in a slow nod.l did.
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‘I have committed no sin. | have failed in none of

my duties.’ Gulkir lifted his gaze, then rose to his
feet in a drawl of armour joints. ‘Why, then, did

you wish me to come before you? Surely nothing.

| have done is worthy of chastisement.

‘You have failed in nothing, Brother Gulkir. | did
not summon you here for punishment.

Gulkir waited, twisted within by the tension. He
knew no fear, yet a nameless discomfort dawned
behind his eyes.

‘You ‘cast your name into the chalice, for
assignment to the front lines’ Shahin’s tone made
it clear this was no question.

Gulkir confirmed the truth with wordless pride,
banging his fist against the Imperialis sigil upon
his breastplate.

Yet Shahin, older than Gulkir by a century and
more, gestured to the stained glass windows
set high in the marble walls of the shipboard
Reclusiam. With no sunlight to stream through

_ them, synthetic sunshine was produced by

ancient illuminators mounted behind the walls.

Largest, proudest of all, was the scene of Tygranas
Dalir, the Emperor’s Archangel, first Chapter
Master of the Absolvers. He was a figure of white,
haloed in gold, standing upon a field of ochre and
grey at the head of a great and faithful horde.
That was the day Tygranas Dalir had pledged the
Absolvers to the defence of the subsector. The
day of the Chapter’s greatest acclaim and glory.

‘Our vigil changes, Shahin continued, as our
numbers fall. If we do not adapt, we will lose
this war. And thus, you will not be rejoining the
Company on the front line, my brother.-Captain
Syres has granted me the choice of a single
warrior to send on a mission of great import. |
have chosen you.

Gulkir commanded his face to stoic blandness,
while hope and disappointment waged war in his
heart. Denied the righteousness of waging war
alongside his brothers? Assigned elsewhere, to a
new, unique duty?

‘What are your orders, Brother-Chaplain? Where
am | to deploy?’
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T@rrﬁiﬁate.r joints rumbled as Shahin drew forth

a hololithic beamer. The prejection flickered to.

life, springing up from his palm, bathing both
warriors in the harsh blue light of a stellar map.
Runes flashed around embattled worlds. Symbols
picked out individual ships.

Shahin focused the image,zooming in to the Gilead
System and its orbiting host of worlds and moons.
_Afew moments later, he zoomed in all the way to a
gathering of vessels in the void: the smaller escorts
ringing their capital ship. Gulkir knew it at once. No
one in the system could fail to recognise the grand
cruiser Ducal Circlet.

He turhed his eyes to Shahin once more.’ls this a
jest, Brother-Chaplain?’

‘No jest, Shahin replied. ‘You have been chosen
as the Chapter’s first warrior assigned to serve
alongside the agents of the Varonius bloodline.!

THE TRACKER

Olaj Ghaiven—Lagj to his friends, who were
admittedly few and far between—leaned back
against the walls of his cell and tried to put his
head back together, figuratively speaking. Every
movement earned a grunt of effort and triggered a
fresh wave of nausea. Even his bones ached, singing
a dull, throbbing song at the joints. His thoughts
were in pieces, and his hands weren’'t much better;
they were swollen, tight, hot with infection. Bruising
had blackened all of his knuckles. Three of them
were skinned down to the bone.

Laj curled both hands into fists just to see if he
could, then growled at the pain which bloomed
in response. He opened them at once, which hurt
almost as much.

No, he thought, / won't be doing that again.

Besides, making fists was how he ended up in the
brig in the first place.

He took stock of his position and tried to reassemble
more than the vaguest memories. There’d been
a fight, of course. A nasty one. Nastier than usual.
Guardsmen thinking they were the real deal just
because they pranced around in uniforms. Knives
being pulled when someone couldn’t handle a joke
(or handle the ship-brewed piss that counted as
amasec, here).

10
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Yes, things had gone quite wrong, quite fast.And this
was far from his first offence aboard the Meridian
Blade. They'd threatened him with a Commissar’s
mercy if he ended up in the brig one more time.

Now, here he was.

It was during the laborious and aching process of
rebuilding his thoughts that the bulkhead ground
open on the other side of the cell. The squeal of
its hinges was a chainblade through his skull.

‘Olaj Ghaiven!

Laj had, at some point, slid sideways to lie on the
decking of his cell. He looked awkwardly up at
the speaker: a bridge officer, core crew by the look
of the ostentatious uniform. After blinking several
times, he managed to make out the man’s face.

‘Oh. Laj forced the words from his dry, thick
tongue. ‘Hello, Lieutenant Rannik. Lovely to see
you.

‘Quite, the officer said, neither agreeing nor
disagreeing. His nostrils briefly flared. "You appear
to have soiled yourself’

Laj, lying curled almost foetal in his misery,
nodded sagely. He regretted it at once, as the
motion set his head ringing again.

‘That’s entirely possible, chief. Ruling nothing out
at this point.

And | see-you’ve painted the deck with vomit
more than once’

Laj decided not to nod again. It hadn’t been much
fun. ‘Keen eyes you've got there, Rannik. You’ll
make captain one day’

The officer sighed. ‘Can you walk?’

Laj gave a bloody grin, missing three of his front
teeth. To my own execution? With this hangover?
Can't you send the. ships Commissar here?
Consider it my final wish.

The officer straightened his uniform with
exaggerated patience. ‘Despite your belligerence
and the deaths of the three loyal Guard involved
in your... altercation... you are to be spared
execution.
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Laj stopped. licking at the foul taste in his mouth,
trying to clean his teeth. He slowly—very, very

- slowly—=began the adventure of hauling himself
to sit upright. It took' some time.

‘Run that by me once more, if you please.

Lieutenant Rannik cleared his throat, though

inwardly he’d abandoned any hope of bringing
formality to this... situation. ‘You are to be spared

execution, by signed and sealed order of the
Varonius Dynasty. However, your time on this
vessel is at an end. And if you'll permit a personal
addendum to this sordid tale, | shant be sorry to
. see the-back of you’

Laj wasn’t thrilled about where this was leading.
‘| paid for passage off Gilead Primus. | paid a
bloody fortune to get out of this system.

Rannik remained unmoved. ‘If you'll indulge me
with the technicalities: You paid for passage when
the Metidian Blade would make its next attempt
to leave the system. That .was months ago. No
ship is leaving this system, Mister Ghaiven. No
more attempts. No more failures. That should
be abundantly clear by now. Your time here,
breathing our air and fouling ouf’halls with your
presence, is at an end’

Back to Gilead Primus, then. It wasn't an
execution, true, but it wasn’t much better. He'd
made a few enemies in the slums of Gulgatha
Hive. The bounty hunting was good there, but
the gangs were getting a little too organised in
odd; unnerving ways that no hunter liked to see.
A little- too close-knit. Gangers and hangers-on

showing up looking just a little wrong, somehow.

[ 3 -
Alien blood in those veins, Laj had thought. It was
. the reason he'd wanted off the planet.

‘Come, Rannik said, with no small distaste. ‘If
you're finished wallowing in your own filth, my
orders are to take you to an ablutions chamber,
and escort you onward to receive your pardon.

Laj tried to rise. He made it up on his fourth

attempt, though he swayed unsteadily. A pardon

from the dynasty. Lucky me. Who signed it?’

The bounty hunter leered, and Rannik fought
to keep his disgust from showing. ‘Lady Yaril
Varonius herself, he replied. And | recommend
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you do not keep her waiting any longer than yo,u‘

already have!
THE DYNAST

She watched them arrive, one by one. At first
none of them spoke, not to her, not to each
other. They came to the table in the stellar
cartography chamber, waiting for Yaril Varonius
to shed light on the nature of this gathering.
She wore her tricorne hat, feathered with Uscari
hawk plumage and set at a prim, proper angle, as
well as her officer’s jacket with its gold frogging
and burnished steel shoulder guards. Expensive
vambraces of Catachan leather added protection
to her forearms, and a power sabre hung from an
adamantium chain, low on her belt. She looked to
be exactly what she was: a scion of a surpassingly
wealthy family,and a woman that had earned her
rank through competence and experience as well
as the blessings of good blood.

Of the newcomers, the Space Marine dominated
the gathering. The Absolver, Gulkir. A towering
presence of white ceramite, his armour humming

_ with the flow of power from its backpack. He

blinked less often than a human would, and
stared at whatever held his attention with a
surreal focus that was somehow both ferocious
and serene. His dark skin showed curling tattoos
of white ink along his cheekbones, their meanings
unclear to anyone outside his honoured Chapter.
The seat left for him was too small to hold his
bulky weight, so he stood at the table’s opposite
end, patient the way only near-immortals could
be.

What occupied his attention most of all was the
figure seated furthest from him. He watched the
cloaked, hauntingly elegant alien with a gaze

- that held all the warmth of a target lock:

In “truth, the Aeldari woman drew everyone’s
stares moge often than not. Even Yaril, who'd
dealt with the Eldar many times in her rejuvenat-
extended lifespan, found the Ranger Niah'cara
difficult to ignore. She was too still when she
didn't move, and too smooth, too. liquid, when
she did. Her inhumanity destroyed any aesthetic
beauty she might have possessed, leaving her—in
the humans’ eyes—as a slender, alien marionette,
with skin so flawless it seemed to lack pores, and
slanted eyes that revealed no emotion.

11

Wy ? pol

e AR T b o RN T e R




Ygril had-mastered the Aeldari language to the
degreé a human could, which is to say she spoke
a barbaric dialect only giving an impression of
the true tongue. The Ranger’s name translated
poorly -into Low Gothic, with human lexicons
struggling to frame the metaphorical nature of
Eldar .naming conventions. Something relating
to hunting in skies of blood, perhaps pertaining to
her prowess with the wraithbone rifle resting by
_her seat, always guarded by one of the Ranger’s
long-fingered hands.

Niah'cara showed no discomfort at the attention.
She kept her almond-shaped eyes upon Yaril at
the head of the table, scarcely acknowledging the
others®at all.

Then there was the bounty hunter. Yaril had smelt
him almost as soon as she’d seen him; the bitter

scent of his clothes and the ingrained dirt that
his most recent bathing hadn’t managed to wash
away.Olaj Ghaiven leaned back in his chair, fingers
knitted over a belly that was slowly running to
a paunch, relaxing like a lounging king with his
filthy boots up on the table. He bristled with
weaponry from head to toe: knives, grenades,
pistols, ammunition magazines—all of it belted
and buckled to his long duster coat or bound to
his flak vest. A heavy hiking sack slumping on
the deck held the rest of his possessions, most
notably a shotgun, an autorifle, and an oversized
bolt pistol strapped to the canvas flaps. The man
was an arsenal.

They appraised each other, and he showed
yellowing teeth in a sly smile as he met Yaril's
eyes. He doffed an imaginary hat to her, in teasing
greeting. She didn’t rise to the bait.

Opposite the bounty hunter was the Inquisitorial
acolyte. A warrior claiming membership- of
some bloodsoaked reflection of Imperial faith,
armoured in a synth-hide bodysuit, wearing a
masked helmet she refused to remove. Emerah,
one of Inquisitor Tymer Quintarus’s acolytes, and
no doubt trained as an assassin.

Yaril hadn’t summoned her, and yet here she
was. Quintarus had been a good man, relative
to the rank he held. His death was a loss to the
Flotilla and another nail in the coffin of stability
within the Gilead System. Yaril's father, Jakel
Varonius, had brought the now-masterless agent
to his daughter’s attention, and Yaril welcomed
the chance to include one of Quintarus’s elite
warband.

The eye lenses of Emerah’s mask clicked and
purred as they rotated and refocused whenever
she turned her head. She was brazen in her
examinations of the others, and her gloved hands
never rested far from one of the array of blades
sheathed upon her armour.

Lastly, the tech-priest Ilmar. A young Magos
Errant, skilled in a host of craft rather than
devoting himself to a single specialisation. The
Mechanicus hierarchs of Avachrus had sent their
wayward adept with a brief (by their lengthy
and meticulous standards) document detailing
Ilmar’s achievements so far. It showed him as
an interesting prospect: promoted above the
simplistic duties of an enginseer, yet not quite
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elevated into a position to attain the arch-lore
he craved.

"
@

[lmar didn’t just watch the others, he scanned
them, recording every detail with the machinery
that replaced parts of his mind. His axe-staff
of office lay across the table, the split-coloured
skull symbol of the Opus Machina declaring
his allegiance to the principles and priesthood
of Sacred Mars. Where Gulkir's suit of ceramite
armour emitted a ceaseless thrum, Ilmar’s
_extensive bionics clicked and ticked and purred.
His hood was up, though with no attempt to hide
what remained of his face; a rebreather mask

. covered his mouth and nose, while a tri-lens array
had replaced one eye and cheekbone.

All right, Yaril thought. Time to break the silence.

| am Yaril Varonius, eldest daughter of the
Varonius rogue trader dynasty, captain of the ship
Arikella and—like all of you—trapped within the
Gilead System. You're here today because...

She faltered. In that moment, the Ranger turned
her head with silky grace to finally look over the
others; the bounty hunter scratched his belly and
spat on the deck; the Absolver afid the Avachran
tech-priest both rested their hands on their
weapons. as the Aeldari female moved; and the
acolyte thumbed the Inquisitorial rosette she
wore around her wrist, stroking its contours.

‘Well, Your Worship?’ the bounty hunter asked,‘

‘why are we here?’ ;

‘Because, Olaj— °
‘Just Laj, Your Ladyship.

Yaril inclined her head, resolved not to lose all
momentum. She even smiled at the interruption.

‘You've been brought together because the
unrest and corruption in the Gilead System grows
darker by the day. My father believes things need
to change, before it’s too late. These corruptions
can't be fought with armies and artillery. We
need...

She hesitated again, seeking the right words.

We need... what? Agents? Operatives? Allies? All
true, but not enough of the truth.

Yaril met each of her guests’ stares in turn, and
finally settled on the absolute truth. If this was
to work, better to begin from a foundation on

_ honesty.

‘We need your help!
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Wrath and ‘Glory -.and what a grand, bellicose
name that is to say aloud - is a labour of love. It is
a glittering spire on a long-standing citadel of lore
beloved to millions across the world. Its foundations
were laid down over thirty years ago, and ‘since

‘that time it has been built up, storey by storey, to

become a monstrous, beautiful cathedral of war.
It is garrisoned by countless crusading -armies,
battalions of tanks and fleets of spaceships, and it
is fought over every hour of every day. Constantly
reinforced and buttressed by the books, games,
novels and comics that support it, it is vast enough
to house an unlimited variety of sagas told by those
brave souls who venture within. It’s probably a good
idea to bring a gun, or at the least a very pointy stick.

The universe of Warhammer 40,000 is under siege
like never before. This vintage setting has been
given new urgency by the unfolding story of the Dark
Imperium, and it leads to the brink of utter disaster.
Since the great cataclysm at the end of the 41
Millennium, nothing is truly set instone. Humanity
could still overcome its daemons (literally) to ascend
to a new age of progress and conquest, or it could be
consumed utterly by the darkness.

The status quo of the God-Emperor's bloody
regime, having grown stagnant and corrupt, has
been shattered forever by the Great Rift. In the
Imperium Nihilus, cut off from the Golden Throne
of Terra by a galaxy-spanning warp storm, the
actions of the few can affect the fates of the many
as never before. Embattled worlds are stranded
without hope of reinforcement, potential saviours
are slain every day,and even simple communication
between warzones can require great sacrifice. Plot
hooks, calls to action, and deadly deeds in the
name of survival are everywhere you look. This is
where your grand adventure will likely be set.

The adepts behind the Wrath and Glory books
have earned their purity seals a dozen times
over, and know this universe like the back of their
piston-enhanced, psyker-gnarled hands. Ross and
his team have peered into the grim dark future
and delivered a spectacular vision - a sector of
space where the Chaos-worshipping scions of the
Dark Gods are ascendant. Desperate measures
are the only way to keep a glimmer of hope alive.
Who will be the deciding factor between total
ruination and hard-won victory? Yes indeed, it’s
you and your gaming friends.

14

3 Vi . :'L'_-.'_.‘_- =¥ . "'_ 51e
o Nk Y 4&‘& MA Nl

The Wrath and Glory team have taken the
notion of a ragged band of heroes and made it
more rewarding than ever before. Perhaps your
protagonists are old friends, allies of convenience,
or even natural enemies, but the situation is
so dire they have been forced to work together.
Each band of adventurers incorporates different
archetypes, talents, even species - internal
clashes and conflicting agendas will see your
character developing alongside those of your
friends, and often in unexpected ways. There are
great riches out there for those with the wit to
claim them, dreams to be had and nightmares
to overcome. In these direst of times, a single
arcane phrase or carefully aimed lasgun blast
can determine whether an entire city - or even a
world - lives to see another day.

In the Warhammer 40,000 setting, not all warriors
are created equal, but a cleverly designed tier system
allows for a free-form character design process.
There are balancing factors to ensure the mighty
Space Marines can fight alongside brave but all-
too-human Imperial Guard troopers and perfidious
Eldar outcasts on an‘even playing field. As a result
is entirely up to you what role you take as the lethal
spectacle of the Imperium Nihilus unfolds before
you — why not have a flick through the lavish pages
of this book and see what inspires you?

Whatever you choose, you can be certain it will
both challenge and reward you, allowing you to
tell a.thrilling story of your own in the process.
The universe of Warhammer 40,000 is a games
master’s paradise and a player’s delight. But be
warned; it is a setting so rich, so deep, it’s possible
to get lost in it for years or even decades at a time.
Some will never find their way out; if I'm honest
with you, after so many years of immersion | think
| might be one of them.

And you know what? With Wrath and Glory, I'm
looking forward to plunging further in.

Phil Kelly
Senior Background Writer
Games Workshop 2018
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" FOR MORE THAN A HUNDRED CENTURIES, THE EMPEROR HAS SAT
IMMOBILE ON THE GOLDEN THRONE OF EARTH. HE IS THE MASTER OF
MANKIND BY THE WILL OF THE GODS, AND MASTER OF A MILLION WORLDS
BY THE MIGHT OF HIS INEXHAUSTIBLE ARMIES. HE IS A ROTTING CARCASS
WRITHING INVISIBLY WITH POWER FROM THE DARK AGE OF TECHNOLOGY. ]
HE IS THE CARRION LORD OF THE IMPERIUM FOR WHOM A THOUSAND _ 9

SOULS ARE SACRIFICED EVERY DAY, FOR WHOM BLOOD IS DRUNK AND BT
FLESH EATEN.

HUMAN BLOOD AND HUMAN FLESH—THE STUFF OF WHICH THE IMPERIUM
IS MADE.

TO BE A MAN IN SUCH TIMES IS TO BE ONE AMONGST UNTOLD BILLIONS. IT
IS TO LIVE IN THE CRUELLEST AND MOST BLOODY REGIME IMAGINABLE.

“ IT IS A UNIVERSE YOU CAN LIVE TODAY—IF YOU DARE—FOR THIS IS A DARK
AND TERRIBLE ERA WHERE YOU WILL FIND LITTLE COMFORT OR HOPE. IF
YOU WANT TO TAKE PART IN THE ADVENTURE, THEN PREPARE YOURSELF

NOW.

FORGET THE POWER OF TECHNOLOGY, SCIENCE AND COMMON HUMANITY.
FORGET THE PROMISE OF PROGRESS AND UNDERSTANDING, FOR THERE
IS NO PEACE AMONGST‘THE STARS, ONLY AN ETERNITY OF CARNAGE AND
SLAUGHTER, AND THE LAUGHTER OF THIRSTING GODS.

BUT THE UNIVERSE IS A BIG PLACE AND, WHATEVER HAPPENS,
YOU WILL NOT BE MISSED...
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This accursed Age needs heroes more than ever
before. Shattered by the Great Rift, the galaxy is
on the brink of oblivion and madness. There are
those who fight for a-shred of hope, a glimmering
_promise that this millennium may yet endure.
What will you fight for? What will you sacrifice?
Those who challenge the growing darkness must
consider these questions.

Prepare to enter a galaxy full of danger and
mystery, plagued by the star-spanning schemes
of the Dark Gods. You will defend the last
bastions of civilisation against a rising tide of
corruption. You will explore ancient ruins of races
long-vanished. You will uncover lost secrets and
devious schemes. Welcome to Warhammer 40,000
Roleplay: Wrath & Glory.

Survival is not guaranteed; there are multitudes
of aliens, heretics, and daemons intent on
revelling in the flames as the galaxy burns,
eager to rip apart any would-be saviours who
attempt to interfere. Combat in Wrath & Glory is
not a dignified exchange of blows; it is a savage,
ultraviolent display of carnage and woe.

Using . dice and classic traits of Warhammer
40,000, your characters can accomplish goals,
slaughter-enemies, and overcome the incredible
challenges that lie in their path. This is a game
of danger and mystery. This is a game of action
and adventure. This is a game about the struggle
to hold back the doomsday clock from striking
midnight for an entire galaxy.

This is Wrath & Glory.

WHAT IS A ROLEPLAYING
GAME?

A roleplaying game is a storytelling experience
that incorporates elements of the games of
make-believe that many of us played in our youth.
However, a roleplaying game is a game that also
involves roleplay - the rules in this book provide
form and structure to the experience. The setting
of Wrath & Glory is the 415 Millennium, the grim
darkness of the far future where there is only war.
Here you will find nearly endless possibilities
for your stories and robust structure to give your
roleplay a framework within the game.

In Warhammer 40,000 Roleplay: Wrath & Glory,
you create a character and team up with other
characters created by your friends. Together,
you explore distant worlds, uncover sinister
conspiracies, and battle monstrous aliens,
daemons, or heretics. While Wrath & Glory does
use dice, maps, and miniatures, the exciting
action is born in your imagination. There, you
have no limits to create or visualise anything you
can imagine. You have effectively an unlimited
effects budget and unlimited technology to
make the most exciting and memorable “film”
starring your character and your choices.

The Game Master, or GM, is a person who is the
‘referee” of the game, the lead storyteller, and
the arbiter of any rules disputes. The GM narrates
the action of non-player characters (NPCs)
and typically creates adventures for the player
characters to explore — though there are many
pre-made adventures for Wrath & Glory that your
group can use as well. The GM makes an RPG
very flexible, because they are able to react to
the twists and turns in the story introduced by
the players. The GM can react to any situation,
crafting plot twists, special NPCs, and battles to
make any adventure exciting and fresh.

Each adventure is itself the heart of an RPG - they
are like films, novels, or comic books, except that
the characters created by the players are the stars
featured in every story.



WHAT YOU NEED TO PLAY

+ To get the most out of your'experience with the
Wrath & Glory RPG and begin your adventures in
the ‘grim darkness of the far future, it is strongly
recommended that you have access to the following:

+ Players: One Game Master and from one to
five players who control the player characters.

+ Player Characters: You may create your own
using the rules in Chapter 2 of this book, or
you may use pre-generated characters (one

_ for each player).

+ Dice: Roughly ten or more D6s for each player,
with one D6 being of a distinctly different
colour than the rest.

+ Paper and Pencil: Useful for keeping notes,
keeping track of game effects and resources,
and drawing out maps or environments.

+ Tokens or Beads: Roughly five per player to
keep track of Wrath, plus six total for Glory,
and about a dozen for the GM’s pool of Ruin.

PLAYERS

Playing Warhammer 40,000 Roleplay: Wrath &

Glory requires at least two players,and a session of .

play can comfortably include up to six. One player
is the Game Master (GM), and the other players
each control a player character as one of the main
characters in the ongoing story of the game.

The role of the GM is to set the scenes, describe
environments, present interesting encounters and
mysteries, and manage characters not controlled
by the other players.

PLAYERCHARACTERS

Each of the other players control a player character,the
main characters of the game’s story. The responsibility
of these players is to work together to engage with
the GM’s challenges, explain how their characters act
in any encounter or respond to their environment,
and encourage everyone involved to make sure that
having fun is at the center of the experience.

Each player character (PC or “hero”) is represented

. by a character sheet.
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DICE

Wrath* & Glory uses common 6-sided dice,

abbreviated to d6’s in this book. Making rolls in
Wrath & Glory is simple: a player puts together a
pool of dés equal to the sum of the appropriate
Skill for the situation they are rolling, and its
linked Attribute. To resolve a roll (commonly
called a test),the player counts the number of dice
_with a resutt of 4-5; each of those dice provides
1 success or “icon.” Dice with a result of 6 provide
2 icons. The total number of icons on the roll
determine whether the test succeeded or failed.
One dice is special in nearly every test, designed
by being a different colour than the other dice.
This is"the Wrath Dice, and it has special effects
in the game if its result was a 1 or a 6.

PAPER AND PENCIL

Papers and pencils are important to record
any information for the game. Some examples
include temporary benefits or impairments to a
character’s abilities, important events, clues or
hints to story elements, or the names of NPCs
that the characters encounter during their
adventures. Paper and pencils are also important
to the GM to record damage to the NPCs during
a battle, drawing maps for encounters, or writing
down notes for key things to remember about a
particular session.

TOKENS, BEADS, POKER CHIPS OR
OTHER MARKERS

Wrath & Glory uses three resources that require
some management during the course of the
game. Two are right there in the name: Wrath
(@ resource for individual players) and Glory (a
resource for the group). A third resource, Ruin, is
for the Game Master’s use.

T CERLY LAl o8 AT B A

Wrath is the key resource that players track during
each session of the game, Wrath is something that
sets the player characters apart from “normal folk”
in Warhammer 40,000. Players can spend Wrath
to succeed against the odds, achieve spectacular
results, and persevere against overwhelming
odds on the battlefields of the 41t Millennium.
Most characters begin each session with 2 Wrath
and have the opportunity to earn more over the
course of each session.

Glory is a benefit that the group can spend to help
one another in tough situations, turn almost-but-
not-quite results into a success, or perform other
impressive feats. The Glory pool begins at 0 at
the start of each game, and increases+as player
characters take actions during the game or by
choosing to “bank” bonuses from individual rolls.

Ruin is a resource that the GM uses for various
effects, often fueling NPC actions in combat. Ruin
starts with a number equal to the number of
players at the beginning of each session. The GM
may gain more Ruin for their pool over the course
of the game, depending on the players’ rolls. Some
NPCs may generate Ruin on their own, as well.

All of these resources can be tracked using a
pencil and paper, but it is strongly recommended
that you. use something physical to represent
Wrath, Glory, and Ruin in your game. Tokens and
multi-colored beads are best, but poker chips
and even other dice may also work fine for your
group. Using a physical representation of these
resources offers several advantages. It is easier to
track resources by simply adding or subtracting
tokens from the table. It is also easier for players
to understand how many resources are available
for each other and for the group. Lastly, it can be
quite stimulating to observe the GM’s pool of Ruin
steadily increasing as the game moves towards its
climax, heightening tension and building a sense
of unease as the players approach the finale!
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It is - the. forty-first millennium by mankind’s
reckoning of history,and much has transpired since
those early centuries spent cradléd on Terra. It is an
age of war, an age of loss,.an age of unfathomable
ravening darkness. And yet, it is also an age of
heroism, of sacrifice,and of triumph over impossible
odds. For ten thousand years, the Imperium of Man
has -stood as a bulwark against the Long Night
which once swallowed humanity, sometimes bowed

_by treachery or cataclysm, but never broken.

The Imperium currently stands amidst its
greatest losses since the Emperor of Mankind
was betrayed by his son and champion, Horus.
The galaxy has been sundered by a Warp rift of
unfathomable size and ferocity, a sign of the Dark
Gods’ eternal malice, and fully half of the million
worlds that fly the Imperium’s banners are all
but lost to Terra behind this curtain of baleful
unreality. What remains intact of an empire that
once spanned the galaxy is now the Imperium
Sanctus, while the swathe of worlds shrouded by
the Great Rift are known as the Imperium Nihilus,
when attention can be spared for them at all. And
yet hope endures, thanks to the unflagging spirit
of Mankind’s defenders, and the leadership of the

Imperium’s greatest champions.

THE EMPEROR PROTECTS

Nothing is more foundational to the Imperium
of Man than the sovereignty of the God-Emperor.
Once the mightiest paragon of humanity, he
travelled across the galaxy on his Great Crusade
ten thousand years ago, uniting lost and fractured
worlds under his banner.Aterrible betrayal ended
all of this,and laid low the peerless ruler. Now, his
ruined and broken body is maintained—barely—
by the arcane machinery of the Golden Throne on
Terra. From this machine his prodigious psychic
might still emanates as the Astronomican that
guides ships through the Warp, a dimension
beyond the physical that enables the Imperium’s
expansion as surely as it threatens ¢t by the
malefic wills of the Daemons therein.

Although once he stood embodied as a warrior
and king, the Emperor is now worshipped as a
god on every Imperial world. The exact tenets of
this faith can and do vary, given the vast scope
of the galaxy, but none doubt that the Emperor
protects and guides humanity, even if he must
now do so through intermediaries such as the
Living Saint, Celestine, or his returned son, the
lost Primarch Roboute Guilliman.

THE PRIMARCHS

At the dawn of the Great Crusade, the Emperor
created a score of mighty beings to lead his
armies, demigods wrought in his likeness by
genetic sorcery-and arcane tech-craft. These sons
of the Emperor, these Primarchs, were to be his
captains, the leaders of his armies. But when
the Emperor’s work was completed, the infant
demigods werescattered across the galaxy by the
power of the Dark Gods. Even the Ruinous Powers
could not unmake these mighty champions, so
they sought to deny their power to the Emperor’s
crusade, and to corrupt them.

Inthis,theypartially succeeded.Althoughthe Emperor
was eventually reunited with his lost sons, fully half
of their number that wrought his works eventually
turned to the banner of the traitorous Warmaster
Horus, once the greatest of all the Emperor’s
Primarchs. The cataclysm that followed ended the
Great Crusade and cost the Imperium greatly, with
the years to come only further diminishing its glory
as the remaining Primarchs loyal to the Emperor’s
vision were lost or slain in the dark time that came
to be known as the Horus Heresy.
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And yet, the legacy of the Primarchs endures
even after all these millennig, for good and for ill.
- Although the traitor Horus was slain by his father,
his forsaken conspirators in rebellion endured,
embraced as champions by the powers of Chaos.
Ascended to immortal Daemonhood, these arch-
heretics now stand as some of the most terrible
enemies to humanity in all existence. But they are
not the only surviving Primarchs. For millennia,
legends have endured about the possible return
of the living loyalist Primarchs, from sagas told
_of the Wolftime where Leman Russ will return,
to the search by the Salamanders Space Marines
for the artefacts of Vulkan they believe will lead
. them to their progenitor. In these waning years
of the forty-first millennium, once such legend
came true, when the stasis-entombed body of
Roboute Guilliman was revived and- restored
from its mortal wounds. Eventually returned to
“Terra, Guilliman assumed control as the Lord
Commander of the Imperium, and in the eyes
of many, now stands as humanity’s best—and
perhaps last—hope against the malice of the
Dark Gods. '

THE IMPERIAL ADEPTS

The governance of the Imperiuf does not rest
solely in the hands of the Avenging Son. Even the
incredible intellect of a Primarch would be taxed
beyond its capabilities in ordering the affairs of
so many worlds and lives without aid. For much
of the day-to-day operation of the Imperium,
rulership falls to local authorities, and the
responsibility for coordinating these countless
petty lords and governors falls to the various
branches of the Imperial Adepts, also known as
the Adeptus Terra.

o p -

The bureaucracy that makes up this body is

~ massive beyond reckoning, such that few can

even conceive of its scope. Such a ponderous
government is necessary to rule so wide an
empire as the Imperium of Man. Among the
different branches of the Adeptus are those
responsible for everything from taxation to the
waging of war to the proper veneration of the
God-Emperor. Authority is jealously hoarded by

the Adeptus Terra, and internecine squabbling

over jurisdiction is common. However, there
are two branches of the Adept’s that dwarf the
others, in size and in prominence. The scribes of
the Adeptus Administratum are among the most
prolific in the Imperium, filling whole worlds

_ Imperium
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with data-stacks and-archives to properly care

for Imperial logistics. Without Administratum
oversight, it would be nigh-impossible to

accomplish anything on the scale necessary to.

organise even a single sector.

If the Administratum’s diligence is necessary to
keep the metaphorical .gears of the Imperium
turning, then it is the Adeptus Mechanicus who
keep them moving in literal fact. In this age,
humanity relies on countless technological
marvels and lost secrets, from mighty Warp-
capable voidships and battlefield-razing Titan
war machines, to the humble lasgun and the
vox-casters by which battalions coordinate and
governors address their populations. Production
and maintenance of these technologies is the
sole province of the Tech-Priesthood of Mars.
Their binharic rites and arcane knowledge are
the ultimate basis for almost every aspect of the
Imperial war machine.

ADEPTUS ADMINISTRATUM =~

The vast and bloated bureaucracy of the
is the domain of the Adeptus
Administratum, a legion of archivists and clerks
more numerous than the stars themselves. For
every world left to the Imperium, tithes must be
assessed and regiments of troops conscripted
to maintain every other world. These resources
and levies must then be distributed across half
a galaxy, ensuring that no world is without
defenders, without food, or without industry to
aid the Imperium’s survival.

In truth, it is an impossible task. The vagaries of
the Warp-delay or redirect messages and ships,
to say nothing of the difficulty in tallying such
vast quantities of warriors, goods, and materiel.
A rounding error by a junior scribe might spell
the death of many thousands. If left uncaught for
long, such an error might doom an entire world.
Even so, the Imperium as a whole absorbs such
losses stoically, with famines and disasters that
would ruin a lesser empire simply the cost of
survival for the whole.

This  responsibility tends to leave the
Administratum adepts humorless and pedantic,
prone to checking and rechecking every
figure before the slightest bit of  forward
momentum begins. Worlds have burned while
the Administratum calculated .a response to
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ir‘]vésif)n,and retribution is often delivered years
too late to impact ongoingeconflicts. The hand
of the Imperium moves but slowly with the
Administratum’s guidance, yet it is preferable to
it not moving at all.

ADEPTUS MECHANICUS =

Alone among all the branches of the Adeptus
_Terra, the Adeptus Mechanicus is not technically
part ‘'of the Imperium, but an allied empire in
its own right. Some argue this is a distinction
without a difference, as the two nations work
together under the guidance of the Emperor and
equally rely on many common resources, such
as the®guidance of the Navis Nobilite and the
tithes gathered by the Administratum. Although
the Adeptus Mechanicus call the Emperor by the
title of Omnissiah and are ruled from Mars rather
than Terra, the argument goes, any meaningful
division from the Imperium would be doomed
to failure.

Nevertheless, the matter of independence is
not treated by any scion of the Forge Worlds,
who view the Quest for Knowledge that forms
their doctrine as paramount. This sacred task
of recovering lost knowledge from humanity’s
forgotten past is the ultimate goal of all
endeavors pursued by the scions of Mars. All
other duties are subsidiary to the Quest—at least
in theory. In practice, there is rarely a conflict,
as the stable running of the Imperium and the
fueling of its war machine serves the Adeptus
Mechanicus well in their goals.

When a dispute of doctrine or deed does arise,
a mix of careful negotiation and stubborn
brinksmanship typically follows. It is both the
duty and the exclusive power of the Tech-priests
to maintain the infrastructure of the Imperium,
but equally important in bargaining is the vast
quantity of raw material provided from Imperial
worlds that the Forge-Worlds consume to
produce their ancient technologies. Only the
most primitive Imperial worlds can survive long
without the aid of the Adeptus Mechanicus, just
as only a handful of Forge-Worlds could meet
the needs of production for any length of time
without Imperial tithes. In this, the skeptics of the
Tech-Priesthood’s sovereignty are proven at least
partially correct, but the principle of the matter
has nevertheless driven deep schisms and crises
throughout Imperial history.

WORLDS OF THE IMPERIUM

Over a million worlds made up the Imperium at its
height,and even with the galaxy sundered in half by
the Great Rift, the remains of the Imperium Sanctus
eclipse the dreams of which most conquerors
are capable. Across the planets that can still be
accounted for, uncountable billions of men and
women go about their lives as part of thousands
of cultures, each with their own purpose in service
to the Imperium. From the monotonous farming
cycles of the agri-serfs to the brutal struggle for life
amidst volcanic upheaval or deadly fungal forests,
humanity survives and even thrives in innumerable
different environs far from its ancient homeworld

For the Imperium, defending its territory from a
hostile galaxy is a matter of principle. Although
the Imperium fights for every human settlement
it can, not all worlds are equal. Some desolate
rocks on the rim of the galaxy are home to long-
forgotten listening posts, the source of reports
the Adeptus Administratum does not get around
to filing until centuries past relevance, while
other worlds are husks of civilisation curled
around played-out mines or abandoned staging
grounds for ancient crusades. The populations of
these worlds may live their whole lives without
seeing any contact with the Imperium beyond the
rare arrival of an overdue tithe-ship, but they still
worship the God-Emperor and pray for his light
to return the bounty of ancient legends to their
homes. Even these ruined worlds can serve the
Imperium’s needs, however, when conscription
crews and press-gangs for the Astra Militarum
and the Imperial Navy come calling.

Other, more vital worlds to the Imperium fill
innumerable roles, from breadbasket to factory,
with those that have greater blessings such as vast
resource deposits or ancient tech-relics fulfilling
a proportionately greater duty to the Emperor.
Among the most vital and influential worlds are
the Forge-Worlds of the Adeptus Mechanicus, or
the homes of various Chapters of the Adeptus
Astartes. From such planets rise forces such as the
Titan Legions or the Space Marines, the Emperor’s
Angels of Death, and by their blades and guns are
the battles for other worlds won.

The most important system in all the Imperium
is the Sol system, home of humanity and of its
ancient cradle on Terra. Although millennia
of exploitation and development have left
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“Terra devoid of natural resources and without
life beyond the billions of petitioners to the
Emperor’s glory, it remains the most influential
planet of all those held by humanity. Terra alone
has been home to the Emperor himself for ten
thousand years, with his palace and the Golden
Throne it houses taking up an entire continent
of its blessed soil. And yet, the Emperor is not
the only wonder of the Sol system, although
he is surely its greatest. Beyond the orbit of the
Imperium’s throneworld are the indomitable
fortress of Luna, the ancient forges of Mars, and
the secret fastnesses of Titan that secure some
of the most dangerous secrets in the galaxy. Sol
is the heart of the Imperium, a fortress held for
millennia unbroken, but in these troubled times,
even Terra is not sacrosanct against invasion. The
forces of the Dark Gods have recently dared to

assault it for the first time since the fall of Horus,

«and likely not for the last. 5

HoLy TER;RA

Terra is the birthplacé of humanity, of the

Emperor, and of the Imperium. Its past is legend,

and even its present merely a distant dream to
most in the galaxy. Words can scarcely suffice to
explain its importance, as Mankind’s origin and
as the Emperor’'s home. Once, the most ancient
records say, it was bountiful, rich in Llife and
resources, but over course of history, it has been
tapped out, with even the vast oceans consumed
by ages of industry. Now, all that remains is the
Imperial Palace, and the sprawling cities devoted
to its service.

On Terra, nothing occurs which is not meant to
serve the Emperor in some way. Pilgrims from
across the galaxy arrive to behold his glory,
tithe-processionals vast beyond reckoning bring
tribute beyond avarice, and the Black Ships bring
a harvest of psykers to fuel the Astronomican’s

. light. Amid the churning masses of humanity, the

vigils of the Adeptus Custodes, the bodyguards
of the Emperor, and the watchful eyes of the
Inquisitorial Ordos maintain the security of this
most sacred of worlds. False piety is rooted out,
self-serving bureaucrats are caught and punished,
and the guardianship of the Golden Throne never
ceases.

THEVAULTSOFMARS

What Terra is to most of Humanity, Mars is to the
Adeptus Mechanicus. On the ancient red planet,
the first steps on the Quest for Knowledge truly
began, and some of its greatest discoveries
remain buried within its ancient data-vaults

~ and archives. More knowledge has been sealed

away or lost beneath the red sands of Mars than
has ever bgen held by lesser Forge-Worlds. The
forges of Mars are peerless, and capable of more
advanced production than anywhere else in the
galaxy,and in its orbit, the shipyards known as the
Ring of the Iron construct whole fleets, squadron
by squadron.

And vyet, for all the glory of Mars’ forges and
shipyards, for all the vaunted knowledge of its

Magi, and the prowess of its Skitarii legions, its
story is one of tragedy, for it has remained on the
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W_an'e-sine.e the ancient Age of Technology, when
its greatest marvels were constructed. Everything
produced since then has been but a reflection of
those ancient glories, and many of Mars™ most
legendary heroes, such as the famous Magos
Arkhan Land, are known but for their ability to
reconstruct fragmentary secrets of the marvels
from that time.

A MILLION WORLDS, UNCOUNTABLE
LIVES

Beyond Terra, Mars, and the other wonders of
Sol are a million worlds home to humanity, each
with its own civilisation. Although cataloguing
the inhumerable societies that make up the
Imperium is all but impossible except in the
vaguest sense, the Administratum maintains
broad classifications for all Imperial worlds.

The widest class of worlds are the so-called
Civilised Worlds, also known as Imperial Worlds.
In this category fall most of the Imperium’s major
population centers, but little else unites them.The
techno-gangers that dwell in the continent-cities
of a hive world have next to nothing in common
with the primitive tribesmen of a feral world or the
dutiful serfs of a feudal world, but in lacking easy
classification, they find themselves categorised
together. From these worlds are drawn the bulk of
the Astra Militarum, and most of the Imperium’s
industry that does not come from the Forge Worlds.
Production of goods is not limited to the more
advanced- Civilised Worlds, either, for the needs
of the Imperial tithes are such that even simple
tribesmen have been put to work assembling
machinery far beyond their ken.

Vital the survival of the Civilised Worlds, and
indeed all of the Imperium, are planets such as
Agri-worlds and Mining Worlds. From these two
types of systems come vital foodstuffs and raw
materials in abundance, provided on a scale
that beggars the imagination. The produce of an
agri-world can feed much of a sector if properly
rationed, with more stored in vast granaries
in distant systems in case of an interruption in
shipments. Mining worlds are similarly devoted to
a singular purpose on a grand scale, whether that
is the extraction of common ores, the distilling of
precious promethium, or the assembly of the rare
metals that the Adeptus Mechanicus covets to
create adamantium, plasteel, ceramite, and other
necessary composites.

The products of the mining worlds eventually
make their way to the Forge-Worlds of the
Adeptus Mechanicus, where they are crafted by
Tech-Priests and work crews into all manner of
technological wonders. From vast manufactorums
arise everything from guns and tanks to voidship
engines and world-devastating torpedoes. The
Forge-Worlds are also home. to such military
forces as the Titan Legions, the Legio Cybernetica,
and the Questor Mechanicus.

For all the technological power of the Forge-Worlds,
some planets are home to dangers that can rival
even their potent weapons. On the inhospitable
Death Worlds, humanity ekes out an imperiled
existence in spite of conditions ranging from
constant tectonic activity to toxic atmospheres or
endless swarms of predators. In some cases, Death
Worlds are viewed as prime recruiting grounds for
the Astra Militarum, such as with the famous world
of Catachan, while in other cases, theyare the source
of rare and precious resources. A few Death Worlds
house human populations simply too stubborn to
die, but of little use to the Imperium at large.

Beyond these basic classifications are countless
other worlds fulfilling roles crucial or marginal
throughout the Imperium. The Administratum
recognises fortress worlds that guard vital Warp
passages, shrine worlds devoted to the Emperor’s
glory, and Chapter homeworlds that serve the
Adeptus Astartes, among many more too varied
and obscure to list.

THE THREAT OF THE WARP

The Immaterium. The Sea of Souls. The Empyrean.
The Realm of Chaos. All these names and more
describe a single, unknowable dimension beyond
the boundaries of what most of humanity
considers to be reality. In this strange space,
time is fluid, thoughts and dreams are real, and
nightmares take flesh. The power of the Warp
sometimes bleeds into the material universe to
a greater or lesser extent, causing everything
from the effects of psychic powers to the terrible
rift that splits the galaxy apart. And throughout
it all, there are the Warp’s own native denizens,
immortal Daemons who seek to control and
corrupt everything they can. Knowledge of the
Warp’s secrets can drive mortals to madness or
worse, but without it, the Imperium itself would
wither and die as faster-than-light travel and
communication became impossible.

; : -



THE GoDs OF CHAOS

+ The ultimate powers of thé Warp are the four
immortal beings known collectively as the
Dark Gods or the Ruinous Powers. They are
ill-understood by humanity, often perceived
as Daemonic entities of vast scope among
those who know of them at all. The truth of
their existence is much more complicated and
difficult to distill. In some ways, this perception
of the Chaos Gods can be said to be true, with
_each possessing a malign intelligence and will
in accordance with its immutable goals. But in
other ways, they are more akin to cosmic laws

. and.principles,as much a constant within the

Warp as the gravitic and electromagnetic tides of

the material universe. With the Warp as a realm

of thought made manifest, the Ruinous Powers
exist as expressions of primal desires within all
sentient life—anger, pleasure, hope, and despair.

The Chaos Gods are both more and less than the

Daemons that serve them, but it might be simpler

to say only that they are. The will of the Emperor

is said to hold them in check, but the'expansion
of the Great Rift has proven that even he cannot
overpower them entirely.

2,

KHORNE

Also known as the Blood God and the Lord of
Skulls, Khorne is the oldest of all the Ruinous
Powers. Some heretical texts claim he was born
from the first violent impulse of any thinking
being, and will endure for as long as blood is
shed. The Blood God’s power flows from violent
acts and thoughts, and all war empowers him.
Even in the defeat of his mortal servants does
Khorne grow stronger, for their spilt blood is.as

smuch a tribute to him as that of.their enemies.’

If Khorne has a weakness, it is a lack of subtlety,

_for his is the way of raw and unbridled rage.

Although c?apable of strategy, his Daemon legions

and mortal thralls alike 6refer to wade into battle

swiftly and directly, the better to offer up their
blood sacrifices.

SLAANESH

Born from the Fall of the Eldar ten thousand years
ago, Slaanesh is the youngest of the Ruinous
Powers. However, glutted on the psychic energies
of the Eldar empire and by the continued striving
of all sentient life, Slaanesh’s realms and powers
within the Warp are easily the equal of any of

his brothers. Sometimes called the Dark Prince,
Slaanesh draws strength from desire, inspiring his
thralls to always seek more from life. Aesthetes
and hedonists, the -cultists of Slaanesh are
devotees of excess whose endless search for new
experiences only serves to deaden themselves
to their current lives. It is not in the nature of
Slaanesh to be satisfied, and this is passed on to
all those whose lives he touches.

TZEENTCH

In some ways the subtlest and most inscrutable
of all the Chaos Gods, Tzeentch is called the
Architect of Fate, the Great Conspirator, and the
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Changer of Ways. It is Tzeentch who most plainly
demonstrates the infinite possibilities of the Warp,
for his is the domain of change itself. In Tzeentch’s
realm, the fractured pathways of the future wind
on endlessly as his Daemons cavort in ever-
mutating forms towards the ends their lord finds
most desirable. Mortals dedicatesthemselves to
Tzeentch seeking power, knowledge, or sorcerous
might, for all these are gifts he can grant if it
serves his ends. The servants of Tzeentch are
among the most feared psykers in all the galaxy,
but more fearsome still is the foreknowledge and
cunning his armies display, as the mists of time
unveil to their wills.

NURGLE

Although known to many as the Fly Lord, the
Master of Pestilence, and the Great Corruptor, the
servants of the God of Decay prefer to refer to
him as Grandfather Nurgle. To his followers, he
is a jovial, even kindly-seeming master, always
delighted to see his plagues spread through the
mortal realm and touch more subjects with his
carefully-concocted gifts. His apparent joviality
conceals a malice much like any of the other Dark
Gods, however, for Nurgle would Llike nothing
better than a slow, lingering descent into decay
for all that is. Although stasis is anathema to the
forces of Chaos, Nurgle nevertheless represents
the urge in thinking life to lie down and give
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into the inevitable, and to allow despair, doubt,
and lethargy to triumph over all. This places him
as the foremost rival to Tzeentch, whose ever-
changing schemes are built from the hopes and
inspirations that lie in direct opposition to those
urges. Between the two of them, they represent
the conflict between action and inaction that
underpins mortal existence.

SERVANTS OF THE DARK GODS

For all their terrible and malign power, the
powers of- Chaos cannot act on the material
universe directly. For that, they have a multitude
of servants, from the innumerable Daemons
native to the Warp, to mortals pledged to the
victory of Chaos in exchange for power, revenge,
or some other motivation.

CHAOSDAEMONS & o | .«

What mankind calls Daemons are the native
denizens of the Immaterium, given shape and
flesh by the fears and.nightmares of the mortals
whose lives they assault. Daemons come in a
bewildering array of forms and powers, but some
broad classifications have been developed by
the Ordo Malleus and servants of Chaos alike.
Greater Daemons are the most powerful, direct
servants of the Dark Gods, and the will of Chaos
made manifest. From the raw physical might
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of Khorne’s, Bloodthirsters and the devastating
sorcery of Tzeentch’s Lords of Change, to the allure

- of Slaanesh’s Keepers of Secrets and the virulent

plagues of Nurgle’s Great Unclean Ones, the
power of Greater Daemons is unmatched. Daemon
Princes are similar in might to Greater Daemons,
but of a vastly different origin, for they were once
living servants of the Dark Gods ascended to direct
service in the Warp. The most powerful of these are
the Daemon Primarchs who betrayed the Emperor
and were granted immortality by their masters

_for their treachery. Lesser Daemons are those that

serve in the rank and file of the Daemon hordes,
although they are still more terrible than all but

. the most potent mortal warriors. Finally, Daemonic

beasts exist, more akin to wild animals than
anything else, but still imbued with the immortal
malice of the Dark Gods. Lesser Daemons and
Daemonic beasts are frequently bound to serve

“mortal summoners, but Greater Daemons and

Daemon Princes brook no sorcerer’s mastery, and
instead lead heretics and weaker Daemons alike
when called into the mortal realm.

CHAOS SPACEMARINES =~~~
The foremost of the mortal servants of the
Ruinous Powers are the Spac€ Marines who
turned away from the Imperium, whether at the
dawn of the Horus Heresy or as part of some later
betrayal. Augmenting their superhuman might
with the Dark Gods’ gifts, these heretic Astartes
are capable of shattering armies and razing
worlds. The majority of Chaos Space Marines
owe allegiance to one of the Traitor Legions that
followed Horus, but the ancient warriors are

by no means the only the Adeptus Astartes to
fall prey to the lure of Chaos. As individuals. or

swhole chapters, the ranks of these arch-traitors’

have swelled over time, replacing those lost to

_the Long War against the Imperium or who have

ascended to the Dark Gods’side.
CULTSANDTRAITORS =~~~
The most numerous of all the Dark Gods servants in

the material universe are not manifested Daemons
or mighty heretic Astartes, but debased traitors

who have foresworn the Emperor for. personal

gain. Some such traitors are simply individuals
who make secret pacts, offering their souls for
power. Others are organised cults, worshipping
the Dark Gods in secret and undermining the
Imperium through their concerted efforts. Whether
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coordinated or alone, the sheer number of delude,d‘

servants of Chaos across the -Imperfum is beyond
reckoning, with only the most vigilant worlds

unmarred by their works. When these cultists are.

left to fester unchecked, they can be as much of a
threat as any direct invasion, for they spread their
heretical dogma to subvert others, and sabotage
the Imperium from within. Given the chance, like
calls to like, and such traitors eventually call upon
Daemons or Chaos warbands to assist them in
their goals. Many cults find the reward for their
service to be a swift death by the forces they have
summoned to them, but some manage to not only
survive, but gain further reward from their masters.

THE AELDARI

As vast and mighty as the Imperium is, those
learned in its prehistory say it is but the successor
to the ancient empire of the Aeldari, often
referred to as the Eldar. The Aeldari empire of
old was said to be every bit as powerful as the
Imperium “and more, capable of terraforming
worlds to paradises or obliterating stars at the
whims of their cruel princes. As the power of

_ the Aeldari grew, so did their decadence, and by

the psychic strength of their race, they brought
turmoil to the Warp. Ever-increasing displays of
debauchery, indulgence, and slaughter became
the norm for the ancient Aeldari, until the
shadow they cast in the Empyrean birthed a new
Chaos God—Slaanesh, bane of the Aeldari. The
Dark Prince’s birth pangs swallowed the heart
of the Aeldari empire and shattered much of the
labyrinthine Webway they used to traverse the
stars. Those who survived were cursed to-have
their souls slowly drawn into the waiting maw of
the newborn god, earning Slaanesh a new name
to the Aeldari—She Who Thirsts.

Escaping from the ruined remnants of the Aeldari
empire were those who had the foresight to
realise some inkling of the catastrophe to come.
The wisesg and most resilient of their kind
grasped that their empire could not survive
forever under the weight of its own decadence,
and left to seek out a new way of life. The first to
flee the Aeldari empire traveled to young worlds
devoid of the advances by which most of their
kin lived, and took up an austere and primitive
way of life. One of the few pieces of technology
they maintained were the psycho-crystalline
matrices that could preserve the wisdom of their
ancestors, which, after the Aeldari’s great fall,
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they turned towards protecting their souls from
Slaanésh. These colonies became known as the
Exodites, backwards and insular, but still proud
and capable warriors. , '

After the Exodites, the next to flee were the
Craftworlders, the forebears of the modern
Asuryani. The ancient Craftworlds were great
voidships of incredible size, and those they bore
.away did mot abandon the grandeur of their
advanced civilisation, but instead turned inwards
toward meditative pursuits amidst the stars. The
culture that came to rise aboard the Craftworlds
emphasised self-mastery above all else, following
a doctrine they call the Path. Followers of the
Path choose a single profession, craft, or facet
of life to pursue to the exclusion of all else,
perfecting artistry, warfare, or psychic prowess
until they either tire of it and move on or until
their psyche and identity becomes inextricable
from the Path they follow. The Path was said to
have been inspired by Asuryan, foremost of the
Aeldari’s gods who died in the Fall, and so its
disciples are called the Asuryani.

All who dwell aboard the Craftworlds must follow
the strictures of the Path, for its strict discipline
guards the Eldar who follow it from the predations
of She Who Thirsts. Aboard the Craftworlds, the
inhabitants are protected by those on the Path
of the Warrior, guided by those on the Path of the
Seer, housed by the works of those on the Path
of the Shaper, and likewise sheltered and served
by a tight=knit community of a thousand different
aspects of the great Path. The expertise honed by
following the Path allows the Asuryani to field
fleets of ships, that, while less numerous than
those of the Imperium, are able to strike with
incredible precision and power to achieve their
goals and defend their way of life.

However, not all born aboard the Craftworlds are
suited for life as part of the Asuryani. The young
among the Eldar do not always understand the
need for discipline and unity, buffeted as they are
by their race’s ancient passions. These malcontents
and rebels see the Path as too confining and
restrictive, and leave their people to explore
the galaxy, on their own or in small groups. The
Asuryani call this the Path of the Outcast,and those
who walk it often become pirates and vagabonds.
However, none of the Eldar ever truly forget their
origins, and when the Craftworlds are threatened,
bands of exiled rangers and corsair fleets return to

defend their homes. Some who survive on the Path
of the Qutcast for long enough gain a measure of
wisdom from it, and return to their old homes to
walk a new Path.

THE YNNARI

The descent of the Eldar since their ancient Fall
resembles in some ways the slow decline of the
Imperium since the tragic betrayals of the Horus
Heresy. However, the losses of the Eldar have
been sharper and more severe, with the ancient
and once-great race seemingly headed inexorably
for extinction. Whole Craftworlds have been lost
or crippled, and yet more have suffered losses so
terrible that the ghost-echoes of the Infinity Circuit
vastly outnumber the living. Even among the
numerous Drukhari, life proceeds largely by means
of cloning, and is short and brutal in the extreme
for almost all. However, much as the Imperium is
drawing new strength from the return of the lost
Primarch in the face of their new challenges, so
too have the Eldar gained a glimmer of hope, and
a new path to walk towards their ultimate destiny.

The legend-cycles of the Eldar tell not only of their
ancient pantheon that was destroyed by the birth
of Slaanesh, but also of a future god yet to be born.
Ynnead, the god of the dead, has been to the Eldar
both a myth and a prophecy, the ultimate victory for
their species,bought at the ultimate price.According
to the rune-castings of countless Farseers and the
subtle whisperings of the ancestors bound within
the Craftworlds’ wraithbone cores, as the Eldar race
slowly dies out, and its psychic might becomes
bound' up within the Infinity Circuits at the heart
of the surviving craftworlds, these echoes of the
dead would someday form a gestalt entity capable
of vanquishing Slaanesh forever. Unfortunately, the
point of victory was widely believed to be the same
as the ultimate end of the Eldar as a living race.

For some Eldar, this was enough, a last consolation
that should their civilisation perish, it would still
triumph in death. For Eldrad Ulthran, foremost of
the Eldar Farseers, it would not suffice. In late years
of the forty-first millennium, Eldrad prepared a
ritual on the crystal moon of Coheria in an attempt
to channel the Infinity Circuits of every Craftworld
and bring about an early birth to the Eldar’s last god.
His gambit was interrupted by the arrival of Space
Marines of the Deathwatch,and the ritual seemed to
fail. However, even his partially completed attempt
was to have vast repercussions.
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Eldrad’s stillborn ritual still mustered some of the
necessary strength for Ynnead’s awakening, and
- some fraction of the god’s power is said to have
indeed been called up. It touched upon the soul
of an Eldar warrior named Yvraine, once of the
Asuryani, then a corsair, and finally joined with
the Drukhari of Commorragh. Yvraine’s newfound
power led her to be hunted across Comorragh
and beyond, but also united her with new allies
and followers. Calling themselves the Ynnari
after their new purpose, Yvraine’s retinue came
‘to the Craftworld of Biel-Tan in an attempt to
bring word of Ynnead’s slow awakening to the
rest of the Eldar people, and to seek the ancient
. Croneswords that might speed his coming. Her
arrival was ill-omened, and coincided with the
greatest assault by the Daemons of Slaanesh
ever seen. Biel-Tan seemed lost to the hunger of
Slaanesh, but by Ynnead’s power, many souls were
“preserved, and the avatar of the God, the Yncarne,
was given form.

Yvraing, her followers, and the newborn Yncarne
ultimately left Biel-Tan for the Craftworld of
Ulthweé, home of Eldrad Ulthran, where they
received a cold welcome and were nearly made
prisoners. The great Farseer was exiled for
his meddling,. but he joined the Ynnari, who
continued their search for the Croneswords. After
great and terrible battles, the Ynnari eventually
joined with the Imperial survivors of Cadia’s fall
and led them through the Webway to Ultramar,
where the Primarch was reborn.

The Ynnari’s exact role in Guilliman’s reawakening
is known by only a few in all the galaxy. Indeed,
that they were involved at all is a closely-kept
secret. However, those who were present

«grudgingly acknowledge that, .for - whatever"

secret reasons of their own, these Eldar outcasts

_were instrumental in returning the Primarch

to an Imp’erium that desperately needed him.

For their part, the Ynnari are not truly friends

to the Imperium, but they recognise the need
for staunch allies against the threat of Chaos.
Although still as aloof and mistrusted as any of
the Eldar, the Ynnari are somewhat more inclined
to alliances of convenience with Imperial forces

where the threat of Chaos looms. Should they find

the last Cronesword and fully awaken the god of
the dead, it is unknown what would truly happen,
but their search remains the greatest hope of the
Eldar race.

THE ORKS

A scourge across the whole of the galaxy, the

green-skinned xenos race of Orks are brutal but.

cunning warriors who live for battle. To an Ork,
all else is secondary to their lust for battle, a
fascination which makes them both deadly and
limited. Orks will fight. each other as happily
as another species, but under the leadership of
determined warlords, they sometimes rise and
threaten vast swathes of the' galaxy beneath a
green tide. Such threats are not easily put down,
for Orks thrive on battle, growing stronger from
every fight until their last, and surviving all but
the most thorough and devastating defeats.

The threat of the Ork is even greater given its
prevalence, for Orks are nigh-omnipresent
throughout the galaxy. If any xenos race can be
said to rival humanity in how far it has spread, it
is surely the Orks, and for this reason, the humans
and greenskins have a long and bloody history
of conflict. Ancient and fragmentary legends
suggest some of the greatest battles of the Great
Crusade were fought against Orks, and there have

_ been countless further wars since.
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V\‘{hét little there is of Ork culture and psychology
that goes beyond simple violence largely revolves
around a few simple aspects, personified in the
Ork clans. The clans are .not political groups or
power blocs so much as philosophies, if such a
word can be applied to their crude behaviors.
Orks of the Goff clan believe in strength above all
else; and are unusually violent and belligerent,
even for their kind. The Evil Sunz have a strange
_fascination=with roaring engines and hurtling
vehicles, forming the backbone of what the Orks
call their “Kult of Speed.” The thrill of racing
along in a ramshackle wagon or scavenged
battle tank is unmatched to the Orks of this clan,
even equally their delight in battle, though they
happily combine the two. The Bad Moons are
what passes for a ‘'merchant caste among the
Orks, although given that Ork currency revolves
around the teeth shaken out of the heads of
rivals or knocked from their own jaws in a fight,
it might be more accurate to say only that the
Bad Moons care more about wealth than other
Orks. Bad Moons warlords seek the best guns and
weapons, and the most powerful vehicles to aid
them in their conquests.

The Snakebites are primitivists among the Orks,
disdaining even the crude technology their
mekaniak inventors slap together in favor of great
axes and the taming of wild beasts:Blood Axes are
perhaps the most cunning of Orks, and while most
human commanders scorn this as a low bar indeed,
they have proven. apt students of treachery and
ambush, as well as capable imitators of Imperial
tactics. The efforts of the Blood Axes are further
aided by the fact that no one expects Orks to even
try such tactics in the first place. Finally, there are
the Deathskulls, looters and thieves bound up in
superstition. What the Evil Sunz build or the Bad
Moons buy, the Deathskulls will steal, repaint, and
claim has always been theirs. Unsurprisingly, the
various Ork clans do not get along, but since this
is the default state of all Orks, it mostly gets lost in
the general havoc of Orkish life.

Despite their general inability to cooperate,
their limited intellect, and even more limited
attention spans, Orks have proven surprisingly
capable of warfare on a tremendous scale.
Several explanations for Orkish success have
been advanced by Imperial xenobiologists, each
more improbably than the last. However, there
is evidence that the impossible is nevertheless
true where Orks are concerned. Firstly, as near

as can be told, Orks do not research or develop
technology, instead relying on a caste of “meks”
who instinctively know how to build weapons,
armor and other implements of battle. Their
medical needs are similarly. met by an instinctive
caste of “doks” or “painboyz,” along with the
incredible native resilience of the Orkish body.
Thus, as soon as an Ork warband arises, the
infrastructure it needs to wage war is already in
place without any effort. But perhaps strangest of
all is the claim that the gestalt of Orkish psychic
abilities enhances their technology, allowing
impossibly-constructed guns to fire effectively, or
making vehicles swifter simply because the Orks
believe they ought to go faster after a fresh coat
of red paint. The exact limits of this ability are not
known, even to those who acknowledge it may
actually be real, but the idea of Orks being able to
wish things true is a terrible one indeed.

THE T’AU EMPIRE

The young, dynamic T'au species have emerged
on the galactic stage as a budding threat to the
Imperium across the Eastern Fringe of the galaxy.
Although less populous than the Orks or Tyranids
and less advanced than the Eldar or Necrons,
the Tau have . nevertheless rapidly become a
force to be reckoned with in their arena. Imperial
xenologists credit the meteoric rise of the Tau
Empire to several factors, all ultimately stemming
from the philosophical doctrine of their kind—the
Tau’va, translated as “the Greater Good.”

The Greater Good, as the Tau define it, places the
benefit of all over the benefit of a few. While the
Imperium is accustomed to making sacrifices of
this kind, where-the Tau differ is in their inclusive
definition of “all,” as the T'au welcome even other
species to serve the T'au’va. Xenologists have noted
that the T'au’'va’s embrace is sometimes extended
at gunpoint to recalcitrant recruits, but the Tau
have never found a species they were unwilling to
attempt bringing into the fold, even making several
fruitless efforts to teach diplomacy to the Orks.

This grand effort at creating a unified hegemony
is spearheaded by what the Tau call the
Ethereals, foremost of their five castes. Each
caste of the T'au is almost its own species, having
evolved in slightly different ways over cultural
and genetic divergence since their communal
prehistory. Under the strictures of the Tau'va,
each caste serves a specific purpose. The Earth
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caste are builders and technologists, the Air Caste
are pilots and explorers, Water Caste Tau serve

- as administrators and negotiators, and the Fire

Caste make up the Tau Empire’s military core.
The" Ethereals stand separate and above all of
these, as beloved philosophers, statesmen, and
governors. It was the arrival of the previously
unheard-of Ethereal Caste that ended the ancient
strife between the different T'au caste cultures,
and brought them together under the Tau’va.
Since that time, the Ethereals have relentlessly
_pursued the goal of bringing the Greater Good
to the galaxy, seeking to enlighten all by its
precepts, whether they seek it or not.

The spread of the Tau civilisation is divided

by their historians into different spheres of
expansion, of which the fifth has only recently
begun. Their-first great push out into the stars

“saw the Tau colonise numerous. worlds, only

to eventually slow in a mire of wars against
Ork warbands that saw the species’ burgeoning
technotogy pushed to its limits. Perhaps its
greatest success was an alliance with the Kroot,
a species of carnivorous avians who joined the
Tau in war against the Orks. The second sphere
expansion was thus buoyed by alien auxiliaries,
the first great.success of the T'dU'va, only for it
to end in the meeting of the young race’s most
implacable nemesis—the Imperium of Man. The
Tau’s contact with the Imperium was limited,
sheltered as their Empire was by the forbidding
Damocles ‘Gulf. However, when the xenos began
to encroach on Imperial worlds with their
heretical philosophy, the Imperium eventually
responded, and” the sheer scale of their brutal
retaliation left the Tau reeling. Ultimately the
Imperium’s reprisal was stymied as its forces

spushed onwards into the T'au sept worlds, but’

their efforts ended the second sphere expansion.

~ The third SHJhere was longer in coming than the
second, delayed by further intrusion by the Qrks,

but when it occurred, it was executed with the
lessons of the Imperium’s Damocles Gulf Crusade
well in mind. The third sphere was a resounding
success—almost too much so, for it roused an
even greater Imperial response than before, one
that the T-au, for all their technological advances,
could barely withstand. When the
forces found it impossible to drive the xenos
back further, the Adeptus Mechanicus unleashed
terrible archaeotech weapons that drew a curtain
of fire across the T'au advance, denying them
travel across the space it covered.

Imperial
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As the T'au pressed up against the limits of their‘

borders with the deployment of this terrible
weapon, the Ethereals authorised a dangerous

plan for the fourth sphere of expansion. Up until.

this point, T'au spaceflight had been ponderous
and slow by galactic standards, as the species had
no psykers capable of delivering them through
the Warp. Using reverse-engineered Imperial
technology, however, the Tau believed they
could overcome this limitation, and even cross
the barrier the Imperium had created. They were
gravely mistaken, and their entire fourth sphere
expedition was lost in an instant. Or so they
thought, for contact was eventually reestablished
through a space-twisting wormhole with the
now traumatised and Warp-scarred survivors of
the fourth sphere. The Ethereals severely limited
contact with the fourth sphere survivors, who had
become xenophobic and violent, but nevertheless
made use of the expansion opportunities this
new, hard-won passage offered. With the true
details of the fourth sphere’s losses suppressed
and replaced with propaganda of their triumph,
the fifth sphere of expansion had finally begun.
It remains to be seen how the young Tau will

_endure in the newly ravaged galaxy, but the

fire of the T'au’va continues to drive them on to
greater heights.

TYRANIDS

The Tyranids represent a unique threat to the
Imperium. They do not seek battle or conquest,
nor do they fight to hold territory and claim
worlds. When the Tyranids assault the Imperial
planets, they do so out of a great and terrible
hunger, and when they are done feeding, they
move on, leaving behind a lifeless rock in the void.
Where the Tyranid hive fleets pass, the barest
hint of biological matter is stripped down and
consumed to fuel their spread. If their advance
across the galaxy is left unchecked, Tyranids have
the potential to be an existential threat not only
to the Impgrium, but to all life in the galaxy. And
yet, stopping that advance grows more desperate
and difficult with each world they consume.

The Tyranids themselves are not native to this
galaxy, as all other known xenos are believed to
be. It is unknown how they sustained themselves,
travelling across the vast intergalactic void, but
wherever they came from, they arrived without
warning and without mercy. Initially, dozens
of isolated worlds were lost without a trace,
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theif pleas for help lost in the psychic shadows
of Tydanid bio-ships. Eventwally, the unknown
menace came to the world of Tyran, an Explorator
base of the Adeptus Mechanicus. The war-engines
there eould not prevail against the perfectly
evolved monstrosities disgorged against them,
but they bought enough time for the Tech-Priests
present to record a log of what happened, the
first such account of-the new alien threat. When
_Tyran was =next visited by the Imperium, the
recovered account revealed a new horror, and the
dead world became the source of a new name for
its devourers. '

The Tyranid threat was code-named Behemoth
after ah ancient protocol, and a great fleet was
mustered to war against it. The battles were fierce,
and much of the Eastern Fringe was embroiled in
terrible conflict, with the Ultramarine homeworld
of Macragge nearly lost. Eventually, the firepower
of the Imperial Navy, the superhuman might of
the Adeptus Astartes, and the valiant sacrifice
of countless lives in the Astra ‘Militarum and
elsewhere hurled back the threat, with only
a few fleeing splinter fleets remaining of the
once-unstoppable Behemoth. These too, caused
great devastation, needing to be hunted down
and exterminated lest they regrow themselves
on stolen biomass and become a new threat, but
it was believed the Tyranid threatswas over. Then
the next hive fleet arrived.

Since the defeat of Behemoth, the Imperium
has learned much more of Tyranids, but what
knowledge it has gained only emphasises how
much there is still to learn. In addition to the
new assaults by hive fleets now labeled Kraken
and Leviathan, the Imperium learned that xenos
empires had also suffered the assaults of the
Tyranids, with the Eldar of Craftworld lyanden
nearly wiped out their depredations. Genestealers
were originally believed to have been a species
propagated across the galaxy from the Moons
of Ymgarl. Only later was the link between the
Genestealers and Tyranids pieced together,
raising the question of just how long ago the first
Tyranids truly arrived. Investigation of the scope
of the hive fleets only led to more questions, with
the most pessimistic forecasts suggesting the
possibility of several more full-scale hive fleets
yet to arrive in the galaxy. With Behemoth barely
fended off, and Leviathan only stalled by the
opening of the Great Rift itself, this notion proves
most uncomfortable for those who consider it.

The Tyranid hive fleets are unlike any other
force the Imperium has fought. Although the
psychic direction of the hive mind is capable
of directing complex battle tactics, the Tyranids
themselves resemble feral beasts more than
soldiers, with terrible rending claws, hungry,
fang-filled gullets, and biological weapon-
symbiotes instead of swords and guns. This
comparison holds even truer when the Tyranid
hordes are denied the guidance of the hive
mind by the death of the synapse creatures
that relay its commands, for then they revert to
animalistic instincts instead of the inhumanly
cunning battle plans that guide them normally.
But unlike any normal species, Tyranids come in
a bewildering variety of shapes and sizes, from
tiny rippers and winged gargoyles to the vast
bio-titans calved from the mightiest of the hive
ships. Every Tyranid lifeform is shaped within
the biological foundry-wombs of the hive fleet
to serve a specific purpose, with countless new
sub-species and variants birthed since their
arrival in the galaxy for the specific needs of war
against the native species. Perhaps most terrible
of all, some xenobiologists believe the Tyranids
assimilate genetic traits from those they devour,
gaining strengths from their defeated enemies
even as they purge all weakness from the
haphazard designs of natural evolution.

DRUKHARI

The Drukhari, or the so-called Dark Eldar, are
arguably nothing more than the true remnants
and inheritors of the ancient Aeldari empire.
Yet they are not representative of the Aeldari
at their height of power, but at the pinnacle of
their decadence and corruption. The Drukhari are
descended from those among the ancient Aeldari
who dwelled within the labyrinth dimension
of the Webway, and who were thus insulated
from the shock of Slaanesh’s birth. Amidst the
incredible perversity of their lives, the rise of a
Chaos God seemed but one more bit of horror
amid a vast ocean of incomprehensible cruelty,
and they attempted to ride it out as they had so
many other calamities. The collapse of much of
the Webway and the eternal gnawing hunger of
She Who Thirsts have proven this difficult, but
their arrogance is unmatched, and the Drukhari
have continued to thrive within the nightmarish
folded spaces of Commorragh, greatest of the
Webway ports.
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The* primary impact of Slaanesh’s rise upon 3 . y ey
Drukhari society has been the slow draining away —_—h A # :
- of Drukhari souls into the warp. Unwilling to chain . i v b
their desires to the Eldar path as the Asuryani do, THE HORUS HERESY ' ]':
or to bind their souls within spirit stones and | : ¢
Infinity Circuits upon death, the Drukhari deal Although no loyal Imperial scholar would consider it such,the Horus
with Slaanesh’s hunger with a hunger of their = Heresy was a foundational event for the Imperium, as defining
own, renewing their drained spirits by feeding on  to history in its own way as the Great Crusade that preceded it.
the suffering of others. In the arenas and torture  This dark and terrible epoch shaped the society that survived it,
dens of Commorragh, thousands, if not millions, leading to the division of authority among a thousand different 0
of other lives are lost daily to slake the thirst of  sources, and a constant fear of treason and rebellion from within. 27
“the Drukhari and spare them from consumption  In countless ways both vast and small, the Imperium was reshaped .
by She Who Thirsts. As their lives wear on over in an attempt to prevent such an event from ever occurring again.
centuries and millennia, it becomes harder . E
. and harder for the Drukhari to continue in this Although the exact origins of Horus’ treachery are not known, the
way, and whole planets have suffered the most  Heresy that bears his name is widely held to start with the virus
exquisite torments to provide a few moments bombing of Istvaan Ill, a world already under pacification by the
respite to the great Archons of Commoragh. Space Marine legions. By the death of this world, he declared hjs
dedication to the Dark Gods, and his defiance of the Emperor’s laws,
“These Archons are the true rulers of Commorragh, as well as taking the opportunity to rid the legions that swore -
and the greatest of them, Asdrubael Vect, is the themselves to his banner of any dissenters still clinging to their old
closest the fractious Drukhari have to a leader.Bythe  loyalties. This event was followed by betrayal after further betrayal,
commands of the Archons are the Kabalite warhosts ~ with the full scope of those lost to the Imperium revealing itself,
arrayed for the raids that filled the dark city with when a portion of the Legions sent to bring him to justice turned
plunder and slaves. Once, Commorragh was ruled = against each other at the battle of Isstvan V, later known as the
by noble bloodlines from the days of the ancient _ Dropsite Massacre.
Aeldari, but where such scions have survived, they
have done so by adapting to the®changing times  Following the battles in the Isstvan system, the Imperium became
and taking up the trappings of the Kabals. The riven with all-out war, with brother against brother and legion
bulk of the Kabalite ranks are filled by vat-born  against legion. Horus’ followers eventually managed to lay siege
warriors cloned for battle and strife, with the rare  to Terra itself, and it was in this final, climactic conflict that the
“trueborn” Drukhari largely limited to the elite. Few fate of the Imperium was decided. The Emperor himself led the
in the Kabals can afford the vulnerability of raising  counter-attack against his treacherous son, and teleported aboard’ .
a newborn infant or child, so those who dare it and  Horus’ battle barge alongside Rogal Dorn of the Imperial Fists and N
survive the treachery of their peers are among the  Sanguinius of the Blood Angels, the two loyalist Primarchs who L)
strongest and best placed of all the Kabalites. assisted in leading the Defence. The forces of Chaos scattered the 4\1
: boarding party, leading to Sanguinius’ death alone at his brother’s . * .
After the Kabals, the most widespread fixtures hands, and to a duel between the Master of Mankind and the Arch- i
«of Commorrite life are the Wych Cults, in whose™ heretic, in which the latter was slain,and the former-crippled. Rogal
gladiatorial arenas the thirst of the Drukhari is Dorn was able to bear the Emperor’s broken body back to Terra,
_ slaked. The Wych Cults hone their reflexes and  where it has remained since.
prowess to incredible edges, turning every battle (
into a performance, and making combat into a In the wake of Horus death, his forces retreated from the brink .
lethal and graceful dance. The Wych Cults are  of their vigtory, broken by the loss of their godlike leader. The %
numerous, and include daredevil pilots and Imperium struggled to rebuild, never achieving the glories held ,
ruthless beastmasters amidst their ranks. before Horus’ betrayal, and his followers have remained a thorn & e
in the side of the Imperium ever since. For ten thousand years,‘ e ¢
The lastand most secretive ofthe greattriumvirate  aided by the time-twisting effects of the Warp, they have stewed on ey
of Drukhari power are the Haemonculi covens. their defeat, swearing vengeance against the corpse-god who they :
By their arcane sciences, slain warriors can be failed to slay. Among the traitor legionnaires, the entire history of
reborn from a fragment of essence kept in stasis  the Imperium is considered nothing but an extension of the battles
against that very eventuality. Their knowledge of  they fought so long ago, a long war they plan to one day win.
pain is likewise unmatched, and the Haemonculi i
are the master torturers or a race of unmatched i . AT AR Y
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sadists, earning them a dark and fearsome
reputadtion even by the standards of Commorragh.
Most among the covens are insular, wishing only
to be left to their research and experiments, and
relying-on contracts with the Kabals to keep them
well-stocked with victims for their craft.

And-yet, the Haemonculi- are not the strangest
group in Commorragh by any means. Below
_the three great pillars of the dark city, there
are countless strange groups with their own
traditions and designs. The warrior-shrines of the
Incubi align themselves to no political faction,
but hire themselves as bodyguards and defenders
to any who can meet their prices. None of the
Drukhari truly trust any of their kind, but the
devotion of the Incubi is foremost to the craft of
death, and so they are given responsibilities that
no Archon would dare assign to his own Kabal, for
fear of being usurped. In dark alleys and twisting
hidden spaces, the Shades deal in contract
killing and secret terror for strange, ephemeral
wonders. Those who would leave the skull of a an
ancient warrior by this shrine, or place such and
such a grisly relic in that crevice find that their
enemies die horrible deaths in the midst of their
secure fastnesses, though nothing but their own
shadows could penetrate the Defences they hide
behind. From winged Scourges to gangs of half-
feral Hellions, these and more fill out the winding
depths of Commorragh, the nightmare city.

THE NECRON DYNASTIES

Long ago, before even the Eldar were travelling
the stars, the Necrontyr considered themselves
the most advanced civilisation in the galaxy.
Although born onto a harsh and inhospitable
world, their science was without peer, and by
arcane arts they spread across the stars in vast
stasis chamber-equipped colony ships until
every corner of the galaxy knew their footfalls.
And vyet, the Necrontyr were not truly the lords
of space and time they believed themselves to
be, for another species, now known only as the
Old Ones, claimed that title with their mastery of
the Warp and its wonders. In time, the Necrontyr
grew jealous of the Old Ones, and especially of
their seeming immortality, a gift the short-lived
Necrontyr greatly coveted.

The two species eventually turned to war, with the
Necrontyr as clear aggressors, but it was not war
as the galaxy now knows it. The Old Ones easily

cast back the Necrontyr assaults, and had they
been so inclined, could have wiped their rivals out
entirely. Their mercy proved misguided when the
Necrontyr received envoys from another species,
one as far beyond them as the Old Ones, if not
more so, but in a wholly different way. These
Ctan, or star-gods, as the Necrontyr named them,
were beings of vast and unfathomable personal
power, fundamentally tied to the basic functions
of reality, and capable of reshaping and molding
space just as the Old Ones mastered the Warp.
The Ctan offered an alliance that would grant the
Necrontyr power enough to take down their hated
rivals, and further, that would grant them the
immortality they had so long been denied. In this,
the C'tan told truth of a sort,and by their power the
Necrontyr were transformed into something else,
a new, soulless force of living metal that lacked
the frailties of flesh. With this gift and others, the
new Necrons returned reinvigorated to their war,
and this time, it was they who held the upper
hand. Other species flocked to one side or another
throughout the long conflict, later immortalised by
the rising Eldar as the War in Heaven. But at last,
the Old Ones were cast down.

In time, the Ctan followed them, for the
biotransference that created the Necrons had left
them hollow in ways beyond the physical. The
price of immortality and victory had been their
souls, and the leaders of their species realised
too late how high a price they had paid. The new
weapons they had been given were turned on
the C'tan who created them in a sudden betrayal,
although they were incapable of destroying the
star-gods. Instead, the Necrons fragmented their
essence and contained the shards of the Ctan in
dimensional prisons.

Thus spent by their twin victories, the Necron
leaders realised they could no longer hold the
dominion they sought in their current state.
Trusting to the frailties of mortal flesh, the
Necrons entered slumber in deeply buried stasis
tombs to await the day when the works of their
rivals would have long since crumbled to dust.
Over the millions of years they slept, some tomb
worlds were lost to malfunction or stellar mishap,
while others became unknowing hosts to the
colonies of newly risen species. But even after
all this time, some sixty million years of waiting,
many worlds endured, and now the Necron
dynasties have begun to emerge into a galaxy
where they have no equals.
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Necrontyr . technology was unfathomably
advanced even before the gifts of the C’tan. Since
- the advent of biotransference and the birth of
the Necrons, it seems to the eyes of younger
races to have more in common with reality-
defying warp sorcery than anything else. By the
arts of the cryptek artisans, matter is unbound
or reconstituted, space folded, and even time
itself wound back. Only two obstacles prevent
the power of the Necrons from claiming the
galaxy entire. Firstly, they lack unity, with tomb
“worlds that once hailed only the commands the
Silent King of the old empire now jockeying for
dominance and treating each other as rivals to
. be brought to heel or destroyed. Secondly is the
threat of the Warp, greater now than even at the
height of the Old One’s sorcerous power. By their
technological prowess, the Necrons. may have
answers to even this threat,but some secrets have
“been forgotten or lost over the aeons, while most
resources are directed first towards reclaiming
ancient territories over new conquests.

THE GREAT RIFT.

No event since the Horus Heresy has shaken the
Imperium as much as the eruption of the Great
Rift, officially labelled the CicatriX Maledictum on
those reports that dare to mention it at all. But
in truth, the Great Rift has been long in coming,
part of a devious master plan laid millennia ago
by arch-heretic Abaddon the Despoiler. Before
the Great Rift, Abaddon’s forces were confined to
the Eye of Terror, the greatest Warp storm to that
point known in the Imperium’s history. Although
he led expeditions out in the Imperium, and
even terrible Black Crusades, full-scale incursion
was barred by the fortress-world of Cadia that

straddled the one route of stable. Space outside’

the Eye.

~Asthe only’reliable passage in or out of the Eyé of

Terror, the Cadia system was heavily fortified and
reinforced by the Imperium, considered second
in strategic importance only to the Sol system by
many. Even so, its importance was greater than
any knew, for Cadia was home to a network of
mysterious alien monoliths that were the secret
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source of the system’s resilience to the Warp. The

Imperium did not Llearn of their value until too (ate,
when the Magos Belisarius Cawl put together data
from Abaddon’s past Black Crusades and realised.
the arch-heretic’s perceived failures had been but
fragments of a single grand design—to destroy
the network of pylons centered on Cadia, and thus
weaken the fortress world for a killing blow.

When Abaddon’s most recent assault came, it
was greater than any before."What was initially
thought to be a Black Crusade in full was
revealed as a mere vanguard of Abaddon’s forces,
and terrible weapons were -unleashed on both
sides, from the Blackstone Fortresses Abaddon
had plundered from the Gothic Sector long ago,
to the massive juggernaut Phalanx, a mobile star
fortress deployed by the Imperial Fists in Cadia’s
Defence, its weapon batteries burning as fiercely
as they did in the ancient battle over Terra during
Horus’ siege. Despite the valiant sacrifices and
heroic resilience displayed by Cadia’s defenders,
the planet was shattered by Abaddon’s last
gambit, the'hurtling wreck of a ruined Blackstone
Fortress sent collapsing into it like a meteor.

~ With Cadia’s fall, so too fell the last of the pylon

network, and the roiling power of the Eye of
Terror began to expand as never before.

The fate of the Imperium hinged upon the
desperate flight of Cadia’s last survivors. Among
them was Magos Cawl, who bore a secret burden
that offered a chance of deliverance. Abaddon’s
forces pursued the evacuees relentlessly,
seemingly aware of the Imperium’s last hope, but
the arrival of the Ynnari Eldar allowed them not
only escape, but swift transport to Cawl’s goal,
the realm-of Ultramar in the Eastern Fringe, home
to proud Adeptus Astartes of the Ultramarines
chapter. There, the ravaged band of unlikely allies
made their way to the shrine of the Primarch, and
restored Roboute Guilliman to glory by means
of the Magos’ ancient -technology. Though the
Imperium was weakened by Cadia’s fall, and the
spreading of the Great Rift, it now had a new fire
of hope unseen for ages, inspiring those who
learned of the miracle as surely as the rising
doom had disheartened them.
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he vast spread of the galaxy contains an estimated
Tfour hundred thousand million stars. The total

number of planets in orbit across all these star
systems is beyond measure, but approximately one

million worlds are claimed beneath the dominion of the
Imperium and ruled by the Emperor of Mankind.

To govern and protect the galaxy, the High Lords of Terra
originally divided it into five zones of control known

as the Segmentae Majoris. These are the Segmentum
Solar (home of Terra), the Segmentum Obscurus, the
Ultima Segmentum, the Segmentum Tempestus and the
Segmentum Pacificus. The Cicatrix Maledictum, or Great
Rift, necessitated the addition of a further classification:
the Imperium Nihilus - the portion of the galaxy cut off
from the guiding light of the Astronomican.
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Each segmentum is further divided into sectors and
sub-sectors. Although space is three-dimensional, the
pgalaxy is largely planar, and so Astrocartographers refer
to galactic locations using cardinal directions derived
from those of Holy Terra. Thus, the Eastern Fringe was so
named as it was far to the galactic east of Terra.




The Imperium has stood unbowed for ten
thousand years. Ever since the Emperor was
interred upon the Golden Throne in the
aftermath of the Horus Heresy, it has endured, by
_sheer inertia if nothing else. Crises have come
and gone, from the Age of Apostasy and the
Black Crusades to the rise and fall of countless
rebellions or xenos empires. Some threats have
been great and dire,and others barely noticeable

on the galactic scale. None of them have tried
the Imperium as sorely as the emergence of the
Great Rift. When the Cicatrix. Maledictum tore
open, fully half the galaxy was effectively lost.
Contact with the northern reaches of the galaxy
is intermittent, when it occurs at all, and little
returns but tales of horror and woe.

The Great Rift now exists as a much-reviled
obstacle, sundering the Imperium of Man which
once laid claim to the whole of the galaxy. Nearer
Terra and within the light of the Astronomican
there exists the Imperium Sanctus, which is still
protected by the full force of the Imperium’s
war engines and soldiery. The worlds lost to the
Great Rift are referred to as part of the Imperium
Nihilus, or the Dark Imperium. Little is known of
life beyond the Emperor’s light, but it is said the
Daemons roam free and the warbands of Chaos
raid wherever they like without fear.

IMPERIUM NIHILUS

The Dark Imperium consists largely of the galactic
regions referred to as Segmentum Obscurus and
Ultima Segmentum, in the north and east of
the galaxy’s spiral. In Segmentum Obscurus, the
ancient Eye of Terror anchors the Great Rift at
one end, and in Ultima Segmentum, it emerges
from the space-warping Hadex Anomaly. Any
attempt tor circumvent the rift must traverse the
unexplored Halo Stars at the edge of the galaxy,
or else dare the maddening warp storms that
comprise it. As such, few even make the attempt,
and far fewer still succeed. Though this limitation
on contact with Terra and the Imperium Sanctus
is a terrible strain, denying the deployment of the
Astra Miliatum and preventing the black ships
from culling rogue psykers, it is not.the worst of
the troubles that plague the Imperium Nihilus.
The most terrible threat of the rift is that it blocks
the blessed light of the Emperor’s Astronomican,
making Warp travel and astro-telepathy all but
impossible within the Dark Imperium. Every world
is an isolated stronghold, unsure of anything
beyond its borders, unable to ascertain whether
anything still exists of the Imperium that cannot
be beheld with the naked eye.



' : “ " .
!

Roboute Guilliman led the great Indomitus
Crusade into the Dark Imperium, and triumphed

- over many of the threats there despite impossible
odds, for a time restoring a degree of hope for the
Imperium and rekindling faith in the Emperor’s
rule. But each world he saved soon passed
beyond contact once more, and it quickly became
nearly impossible to track whether any of them
remained in the state they were left. Worse yet, an
assault on the realm of Ultramar forced Guilliman
to return to the Imperium Sanctus, denying the
_crusade his great tactical and logistical genius,
and paving the way for lesser commanders to
return to their own domains as well.

In place of Guilliman, Chapter Master Dante of
the Blood Angels was declared regent of the
Imperium Nihilus during the Indomitus Crusade.
His is a thankless and nigh-impossible task, to

“protect a vast realm from' infinite.enemies, and
to coordinate the Imperium’s forces with his
Navigators blinded and his astropaths silenced,
but the scions of Sanguinius are not so easily
daunted. The hope of the Imperium Nihilus rests
on Dante’s shoulders, and he bears it as proudly
as the wings of his angelic forebear. Where he
can reach, he strikes at the forces of Chaos and
parts the howling madness of tfle Warp, cowing
traitors and opportunistic xenos alike. Although
his grasp is limited, every impossible victory he
wins serves to inspire when he has moved on to
the next battle.

IMPERIUM SANCTUS
Those portions of the Imperium that still operate

in an approximation of their old order and are still
illumined by the light of Terra have been deemed

she Imperium Sanctus. The name is‘a hollow one,’

for even beyond ‘the influence of the Great Rift,

_the dire edge of the times can be felt. Daemons

and traitor armadas have struck at Holy Terra
itself,and the expansive reach of the Warp storms
throughout the galaxy enable the forces of Chaos
to strike without warning from nearly any quarter.
The tithes continue to flow from most worlds, but
although efforts have been redoubled to produce
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machines of war and to call forth regiments of

troops, they are barely sufficient to the needs
of the Imperium’s current state. Shrinking the

Imperium’s size by half has,not made it easier to.

supply, but instead has doubled the dangers to
every world. '

Amidst the war and desolation of the new age,
there is little to be celebrated, but the return
of the Primarch nevertheless has rekindled
faith and hope like never before. Guilliman’s
miraculous revival has enabled the Imperium to
fight off terrible threats with limited resources,
and inspired all of humanity. The new Chapters
of Primaris warriors from the Ultima Founding
have likewise brought new and much-needed
strength to the ranks of the Imperium’s defenders,
matching the waxing power of Chaos with the
resurgent light of the Emperor’s finest. The loss of
resources from the worlds of the Dark Imperium
have made every defeat suffered a greater one,
but such is the strength of the Imperium Sanctus
that the forces of Chaos are made to pay in equal
measure.

_ The forces arrayed against the threat of Chaos

are not limited to the Imperium Sanctus alone.
Reports circulate across many worlds that the
Eldar have become more daring and bold of late,
yet their conflicts with humanity have grown
fewer as their attention turns towards the ancient
enemy that felled their empire of old. Nothing so
dramatic as peace between the two species exists,
and any understandings reached are temporary
at best, but even so, the Eldar have often become
allies of convenience to Imperial troops, if only
by prioritising killing their shared enemies. In the
highest halls of Imperial leadership, the question
of the Eldar is raised with a frequency second only
to the threat of the Ruinous Powers, but for now,
it serves the High Lords to let matters remain as
they are. Grave threats abound, and the Imperium
can little spare its carefully-husbanded strength
to deal with the enemy of its enemy, but neither
do any trust in the possibility of friendship with
the alien. Now, more than ever, the Imperium
stands alone.
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THE GILEAD SYSTEM ' . .

Located in the coreward region near the border
of the Segmentum Solar and the Segmentum
Obseurus, the worlds of the Gilead system have
stood for millennia as a beacon of Imperial order.

_Possessings numerous habitable planets and

moons, those who settled this region found it
surprisingly welcoming to human Llife. Originally
discovered by an Adeptus Mechanicus Explorator
fleet, the system was claimed for the Imperium

after a brief period of war against heretics and
Chaos Space Marines who had begun to infest
the region.

Until the dawning of the Dark Imperium, these
worlds thrived and prospered. It was considered
one of the greatest successes of iits sector of
space, a gleaming example of the Imperium’s
majesty and righteousness. However, the Noctis
Aeterna isolated the system, casting down
Gilead’s successes and wreathing the-<region in
the warp-storms of the Great Rift.

THE VARONIUS DYNASTY AND
THE STRAITS OF ANDRASTE

The tides of the Great Rift shifted and roiled,
forming what seemed at first to be a stable
corridor that might offer passage to the
Imperium Sanctus. However, this appearance was
a treacherous lie, luring dozens of vessels to their
doom as they broke apart or were lost forever
upon the warp shoals. Only after many decades
had passed and all hope seemed lost was the
promise of this dangerous journey fulfilled.

Rogue Trader Jakel Varonius and his fleet
managed to cross the Great Rift, dubbing the
passage the Straits of Andraste after the name
of his scout frigate who initially located the way
through. Aboard the Rogue Trader’s flagship was
an ancient and skilled Navigator, an elder of
the renowned«House Omincara. Only through
the Navigator’s impressive power and a healthy
portion of good fortune was the fleet able to
arrive in the Gilead system. Once there, the Rogue
Trader’s charismatic leadership, his influential
Warrant of Trade, and the weight of House
Omincara’s aid convinced the Imperial officials
of the system to bow to the Varonius dynasty as
their saviour and guardian.

THE HEARTWORLDS

The capital world of the system bears the same
name. The planet of Gilead Primus is a Hive World
of over sixteen billion souls. Its tiered hive-cities
rise above banks of eternal fog, its entire surface
given over to manufactorums, hab-stacks, slums,
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and* the industry of the Imperium. A massive
orbital plate hovers overhead, and the world is
« circled by several moons.

The' Forge World of Avachrus lies punishingly
close to the system’s sun, utterly hostile to human
life, yet prized by the Adeptus Mechanicus for its
numerous ‘precious resources. It also possesses
an orbital-ring and shipyard that services the
Varonius flotilla. Nethreus a Knight World, home
to High King Vilmaar and several Knight Houses.
The Imperial Knights often prove their worth by
battling the local megafauna. Ostia is an Agri-
World whose harvests feed most of the system.

. A series of orbital Defence platforms, stations,
and kill-satellites known as the Crown of Blades
rings Ostia and serves as the seat of power for
the system’s Astra Militarum regiments. Lastly,
the dusty, desert-ridden Shrine World of Enoch

“is swollen with stranded pilgrims.and refugees,
barely able to handle a teeming population that
they were in no way prepared to host.

Lord-Militant Tyleria Fylamon has taken direct,
military governance of most of the Gilead System

prior to the Varonius’ dynasty’s arrival. Possessing

atyrannical aggressive personality, Fylamon often
clashes with the Rogue Trader and other Imperial
factions. Her fervour and zealous schemes to
secure the system have required many of the
influential Imperium leaders to choose between
her and Varonius.

THE REACH

Beyond the Heartworlds Llies the outermost
portions of the system. Here in the Reach, aliens,
pirates, and worse thrive amongst this remote

Jegion. Many of the ships lost .attempting to’

cross the Straits' of Andraste end up as debris

~and wreckage, filling a large region of space

now called’the Voidmire. Eldar Corsairs claim.the
Voidmire as their territor}y.These corsairs practice
both piracy and diplomacy seemingly at random,
controlled by the whims of their mercurial leader,
Ferianwyr the Emerald Princess.

Across the system lies Persephone’s Regret, a

tumbling space hulk formed of dozens of ships.

This gargantuan conglomerate wildly different
void-craft serves as a battleground between
several groups of Orks and the alien predators
known as genestealers.
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THE MEMBRANE WORLDS

When the Great Rift appeared, a few rogue worlds

emerged from the warp storms. These exoplanets.

are new additions to the Gilead system, their
orbits erratic and confined—at least, for now—to
the fringes of the region. Like fresh poison injected
into a healthy host, it has yet to be determined how
deadly and dangerous these worlds may prove.
Vulkaris is a frozen planet, its surface dotted with
what appear to be abandoned Imperial shrines.
Plague and decay frost every surface on Vulkaris,
and it is considered a quarantined world forbidden
to any to land there. Troilus at first appears to be
simple hive world—empty and silent. However,
it appeared directly in the path of the. Eldar
Craftworld Ul-Khari, causing that massive vessel
to crash with a devastating impact. The Eldar of
that Craftworld struggle to survive and pick up the
pieces of their shattered home.

4 SR iy W €T S Y

USING GILEAD IN YOUR
CAMPAIGN

The Gilead systemis presented here asa launching
point for your adventures in Warhammer 40,000
Roleplay: Wrath & Glory. The worlds of this region
provide fertile ground for numerous stories,
challenges, and enemies. Rogue Trader Jakel
Varonius is designed to serve as a patron for your
heroes, sending them out on missions to deal
with threats to the system from within or without.

It is not required that you set the framework
for your campaign here, but we have set up this
region of space as an optimal place to begin
your experiences in the grim darkness of the far
future. Check out page 390 for other frameworks
and campaign options that you can tailor for your
game. .

This chaptgr describes a basic overview of the
Gilead system—for more details, check out the
Imperium Nihilus campaign books for the Wrath
& Glory game line. More campaigns—and along
with them, more locations in the Warhammer
40,000 universe—are coming soon as well!
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“The flames of hatred rage across the galaxy. Like a

_ forest, humanity stands before it all but ready to be

consumed. Despite the darkness that has cut our galaxy

-in twain, we must find unity in faith, and stand against

those that would destroy us, our weapons roaring our

defiance. We will cross the scar of chaos and reunite
humanity step by bloody step.”

—Commissar Konrad at the
launch of the Indomitus Crusade
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In Warhammer 40,000 Roleplay: Wrath & Glory,
players and Game Masters take part in adventures
that see the players’ characters—or heroes—
embark on perilous journeys, face terrifying foes,
and engage in epic conflicts in the grim darkness
of the 41st Millennium. All of this combines to
tell a thrilling story with the characters at the
centre of their own heroic tales.

Within the game, characters attempt a wide
range of actions—anything from communing
with the machine spirit of a vehicle, to
convincing an Astropath to send an important
message, to throwing a grenade into the mouth
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of a Tyranid Carnifex as it charges towards them.
Heroes may be pitted against one another in a
duel or battle of wills. No matter how big or
small, characters can attempt any action they
wish to perform.

You determine the outcome of these actions
using dice rolls called tests. To determine if a
test is successful or not, compare the results of a
dice roll to a Difficulty Number (DN) dictated by a
character’s attributes or set by the Game Master.
Modifiers can be applied to both increase the
number of dice a player gets to roll and to the
DN of the test they are trying to beat. A mighty
Space Marine of the Ultramarines chapter would
have no difficulty hitting an Aeldari-Guardian
with his Bolter under optimal conditions, but if
the Guardian is darting from cover to cover in the
ruins of a manufactorum as he closes the distance
with the Ultramarine, the xenos becomes much
more difficult to hit.

Rolling dice, however, is just the beginning.
Players can inject their heroes’ actions with their
own creative ideas to make the dice rolls more
dramatic and meaningful. Saying your Imperial
Guardsman makes a Ballistic Skill test suffices
to describe your action, but saying he leaps from
cover as he draws his las pistol and fires it on
full-auto- whilst screaming a war cry at the Ork
Boyz ahead is much more cinematic. This kind of
detail really adds to the gameplay and makes for
more memorable experiences.

Sometimes the dice will not roll in your favour.
With that-in mind, Wrath & Glory is not just
about fighting xenos and cleansing heretics—
it's about the-pursuit of a flickering hope in
the face of sacrifice and suffering. To this end,
there is as much to be explored in failure as in
success.

Many great roleplaying opportunities can be
found through failure in Wrath & Glory. Although
a character may not succeed in a task, players can
use their heroes’ background to drive the type
of failure and enable the Game Master to weave
more character development into the narrative. A
test that fails to meet the requirements doesn’t
mean complete failure; it’s up to the Game Master
to determine how the action plays out and what
the results are based upon the needs of the story
and scene.



The*chapters that follow act as a guide to playing
adventures in the deadly, war-torn galaxy of

- the 41st Millennium. ALl you need to play is

your character sheet, a pencil, and a handful of
6-sided dice (d6). Once you familiarise yourself
with the core rules that follow, you'll be able

The 41st Millennium is a brutal and unforgiving
. time to-be alive. Every day is a constant struggle
for survival, and threats lurk in every shadow. It
is difficult enough to try and lead a basic life, but
to be a hero in such dangerous times is more
often a path to pain and death as opposed to
“honour and glory. Challenges present themselves
at every step in the character’s journey. These
challenges take many forms, but all require that
the player roll dice to calculate how successful or
unsuccessful they were at any given action.

GAME D;CE

Dice rolls in Wrath & Glory use the common
six-sided polyhedral dice, also known as a D6.
While only using one dice at the core of the
game experience, there are multiple ways for
this single dice type to represent different kinds
of values.

D6 Roll: To determine the outcome of tasks, the
player or GM rolls a number of Dés indicated
by the task attempted and the attributes being
used to perform the task. For example, if a

«Character attempts to persuade an NPC to give"

them information, the player consults their

_ character sheet and checks the relevant attribute

(Fellowship) and skill (Persuasion) values

associated with making this kind of test.

D3 Roll: Sometimes a player may be required to
roll a D3.This kind of roll still uses a standard D6,
but the values are altered. A roll of 1-2 equals a
result of 1, a roll of 3—-4 equals a result of 2, and
aroll of 5-6 equals a result of 3.

to begin adventuring with Wrath & Glory. Soon-

you’ll explore inhospitable death v:/orlds, defend
a hive city from a xenos invasion, and negotiate
the surrender of a Planetary Governor who has
been corrupted by a foul Chaos Sorcerer.

“THE CORE RULES
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RULE ZERO

One of the most important rules of Wrath & Glory
is that the rules aren’t as important as the fun of
the game. The Game Master’s job is to steer the
experience in a fun and satisfying way. While it is
always good to help the Game Master with rules
clarifications and game knowledge (this is, after all
a rather weighty tome), no one wants to halt the

_ natural flow of the game with lengthy and often

boring rules discussions. During the game, let the
Game Master run things how they see fit, and trust
that they know what theyre doing. It is always better
to come up with a way to resolve an issue and move
on, then it is to slow down the game .to check the
rules—even if the decision doesn’t follow the precise
wording in this book.

That said, a good Game Master never uses this rule
to justify decisions that keep the game from being a
fun experience for their players. GMs who break the
rules too often to rule against their players often find
themselves without players. The goal of Wrath &
Glory is for everyone to have a great time and share
in a fun roleplaying experience. The Game Master is
there to facilitate the adventure the players embark
upon, not to dictate how the characters act or
interpret the results of rolls as they see fit. The best
policy is to have clear and open communication
between all members of your playgroup—just try
not to have discussions mid-session.

E¢ﬁ==

a7

Wy ? o

e AR T b o RN, R

Caniadieann iy gy 8

I



D66 Roll: When required to make a D66 roll, the
player or GM generates a number between 11
and 66 by rolling two six-sided dice. One dice
(designated before the roll) represents tens; the
other dice represents ones. Rolling these dice
together generates a random result with much
more numerical variation than the standard 2 to
12 of a conventional 2D6 roll. This most common
use of this method is for generating a result from
_a table of outcomes.
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FAILURE AND
° CONSEQUENCES

In Wrath & Glory, the heroes are not guaranteed
to win. Warhammer 40,000 is famously known as
the grim darkness of the far future, and part of
that definition is that the odds are against you.
Victories take work to earn, and the galaxy is full
of dangerous enemies who pose a serious threat
to characters at every point in their adventures.
Failure is part of the game because failure
matters.

Struggle to achieve your goals. Defy the odds.
Learn from your mistakes.

This is a universe of difficult choices, where no
place is completely safe, where the dark gulfs of
space are filled with the laughter of the Dark Gods.

m#m

KEYWORDS

Throughout this book, you will see mention of
and examples of keywords. These words are used
in Wrath & Glory as a descriptor for the character’s
home culture, allegiance, or faction. There: is
a huge range of keywords, and everything in
Wrath & Glory has them. Characters, weapons,
vehicles, abilities, and actions all use keywords to
communicate how they interact with each other
and the game mechanics.

Keywords are important because they help
the Game Master determine what is the most

appropriate Difficulty Number or bonus to apply
in any given task that_ relates to your -hero’s
keywords. For example, a character with the
“Inquisition” keyword is likely to have an easier
time dealing with Imperial Bureaucracy, while
a character with the “Aeldari” keyword is more
likely to gain a bonus from using a wraithbone
key to try and unlock a sealed.door in an Aeldari
ship.

Keywords are also useful for determining whether
certain game effects apply or not to specific
characters. A Ministorum Priest’s “Fiery Invective”
ability, for example, only benefits allies with the
“Imperium” keyword. A specific Adversary ability
that grants a bonus to characters with the “Ork”
keyword won't affect Eldar, and so on.

Certain weapon categories and psychic powers
also have keywords. These keywords represent
the intrinsic nature of the weapon and how it
deals damage. Weapons with the “Melta” keyword
are more effective against heavy armour and
vehicles—especially at close range.

Characters can gain new personal keywords as
they progress during a campaign. Depending on
circumstances, these keywords could replace an
existing one or simply be added to the character’s
keyword-list. When a hero ascends to a higher
Escalation Tier, they gain a new keyword to
represent what they’ve been doing in the recent
past to change their lot in life.

Some characters and items have a wild card
keyword known as <Any>.This keyword is typically
defined as a personal keyword and is chosen
from any keyweords that the Game Master deems
appropriate. The <Any> keyword is also used as a
wild card for Threatening Task Resolution—when
a card is drawn with the <Any> keyword, any hero
may attempt to complete a step in that round.

Game Masters are encouraged to take keywords
into account whenever it is meaningful in their
campaigns. A player possessing the right keyword
at the right time could gain access to a special
sealed room, discover hidden secrets, or gain the
friendship of an otherwise hostile NPC.



Attribute: A character’s intrinsic mental and
physical abilities and aptitudes, such as
Strength, Agility, Intellect, or Willpower.

Bonus Dice: Any dice added to the dice pool
outside of Attribute + Skill. The amount of
bonus dice you can add to any test are limited
by your Escalation Tier.

Complication: Something added to the scene that
has a cost for the protagonists or otherwise
acts as a hindrance, activated by rolling a 1 on
the Wrath Dice.

Critical Hit (and the Wrath Deck): If you succeed
on a test to hit your opponent in ranged
or melee combat, and you roll a 6 on your
Wrath Dice, you score a critical hit—inflicting
additional effects on the target. Determine the
effect of critical hits by revealing the top card
of the Wrath Deck. If you wish, you may instead
use the Critical Hit chart on page 224

-

Dice Pool: A collection of dés aSsembled when
making a test, usually by adding the rating of a
skill to.the rating of its linked attribute.

Difficulty Number (DN).: The target number of
Icons required to achieve the goal.

Escalation Tier: Different difficulty and power
levels available for Wrath & Glory campaigns.
Every character archetype is given a Tier
level based upon their equipment, skills, and

» attributes. The Escalation Tier "dictates the’

number of bonus dice you can receive,and the
difﬁculty-increase that can be applied to tests.

Extra Damage Dice (EDf: Dice rolled as par;c of

determining the damage value of an attack:
Abbreviated as ED: for example, +1 ED

Failure: A failure is a dice result of 1, 2, or 3. A
test is considered a failure if the test does not
attain enough Icons to meet or exceed the
Difficulty Number.

Game Master (GM): The person who acts as an
organiser for the game, officiates and arbitrates
rules, and moderates the game session.
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Glory: A group resource "players can create by
banking Exalted Icons from tests or by rolling
a 6 on the Wrath Dice. Glory can be spent to
create various effects during the game to
benefit the group.

Icon (and Exalted Icon): A result of 4-5 on a dé6 in
your dice pool. Dice with a result of a 6 add two
Icons (called an Exalted Icon) instead of one.

Non-Player Character (NPC): The characters
created and controlled by the Game Master.

Player Character (PC or hero): The characters
created and controlled by the players.

Rank and Rank Bonus (+Rank): Rank represents
the degree of aptitude that a character has
attained within the campaign’s Tier. This
bestows a bonus on certain rolls.

. Roll: Like a test, this is when you must roll a

number of dice and either consult a chart (such

*as a d3, d6, or d66 roll) or count icons (such as

- when making a Soak roll). Unlike tests, rolls do
not have a DN.

Round: A segment of time approximately six
seconds long.

Ruin: A resource used by the Game Master to
activate NPC abilities, interrupt PC actions, re-
roll failures.

Scene: A segment of the game session defined by
the Game Master. Scenes typically last until the
adventure takes a significant turn, the player
characters achieve a milestone, they suffer a
significant setback, or until the game session
ends. o

Shift: The act of moving Exalted Icons (dice result
of a 6) from a test to enhance the effect of that
test. A “shift” is when one such dice with the
result of 6 has been moved from the test to the
effect.

Skill: Knowledge and techniques possessed
by a character. Skills are things like Athletics,
Stealth, or Survival.
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Test: -Done to accomplish something in the
game by rolling your dice pool against a target
Difficulty Number: If your Icons equal or exceed
the DN, you have accomplished what you set
out te do with the test.

Turn: A player’s action during the round. Each
combatant in a combat may take one (and only
one) turn.

Wrath: A personal resource for players. Wrath may
be spent for various effects during the game,
commonly to re-roll failures on a test.

Wrath Dice: A dice in the dice pool of a different
colotir that can have effects on a test, both
good and bad.

THE CORE MECHANIC

Wrath & Glory uses a pool of dé dice to resolve
tests and other random factors. When your
character wants to try and accomplish something,
you roll a number of d6 to determine the outcome.
This is called a test.

Follow these steps to perform any action in Wrath
& Glory:

+ Determine Dice Pool: Determine which skill
and attribute should be used for the task. This
provides the basic number of dice used in
the dice pool. One dice in the pool is always
converted into a Wrath Dice.

+ Add Bonus Dice: Apply any modifiers to the
dice pool from items, talents, or any other
source of modification that affects the test.

Determine Difficulty Number: Discuss with
the Game Master what the DN for the test will
be. Include any penalties that may be relevant
to the test based on circumstances.

Roll Dice: Roll your dice. Any dice resulting
in a B or a BR count as one icon; a
representation of success. A dice that results
in a @8 is called an exalted icon, and counts
as two icons. Count your total icons; if the
number of Icons equals or beats the DN,
then the attempt is successful. If the number
of Icons is below the Difficulty Number,
then the attempt has failed in some way
determined by the Game Master.

MAKING TESTS

Whenever a character is faced with a challenge,
obstacle,or social situation they wish to overcome,
they must perform a test. When a player makes
a test, they roll a number of dice equal to their
dice pool—one of which is always the Wrath Dice
(see Wrath Dice on page 58). The dice pool is the
sum of the relevant skill plus its linked attribute,
plus or minus any modifiers that may apply. For
every [ or BR rolled, you gain an Icon. For every

rolled, you gain an exalted icon which counts
as two Icons; it also has additional effects. Each
icon represents a success. Any rolls of a [, M8,
or ﬂ do not generate Icons, and so do not count
towards beating the Difficulty Number.



Note: You do not use a Wrath Dice when making a
roll (see the glossary on page 49)—only during tests!
3 s .
Example: Elena is attempting a Persuasion
(Fellowship) test for her character in order to
convince a Planetary Governor to grant her access to
his considerable network of resources. She assembles
a dice pool equal to her character’s Persuasion skill
(a value of-3) and adds her character’s Fellowship
value for a total of 7 dice. She rolls the dice, gaining
the following results: [, BN, K&, K&, BR. BB
~and B8. with this roll, Elena has one Icon and
two Exalted Icons; since the Game Master set the
Difficulty Number at 3, three Icons are required to
. successfully pass the test. Each Exalted Icon counts
as two, and so Elena has a total of 5 Icons meaning
she has succeeded.

DIFFICULTY NUMBERS

The Difficulty Number (DN) is the number of
Icons needed to pass a skill test. The DN for a
standard test is 3, and is altered based on the
circumstances.

If a character attempts an action that is difficult

for the character, the DN is higher than 3. If the
character attempts to perform & simple action,
but one that the GM deems a test is necessary for,
then the Difficulty Number is lower than 3.

As a Game Master, you are free to decide what
would be best for the DN of a task, but we have
included a table (Table 2-1) with sample dlfﬁculty
ratlngs asa frame of reference.

Example: Francine’s character is attempting to
jump across a rooftop. She tells the Game Master

Jwhat she wants to do, and he decides that the jump”

is a relatively normal distance and the weather

conditions are fine, so he sets the Difficulty Number

 for the test at 3. He tells Francme this information,
and her warband hold their breath in antlapat/on
to see if she rolls 3 successes or not.
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Modifier Adjusted DN  Difficulty of Test

=2 1 Routine

= 3 Standard

+2 5 Challenging

+4 7 Difficult

+6 9 Extreme

+8 11 Near Impossible

=¢=‘=‘=E‘=.
DEFAULT DIFFICULTY

Unless another difficulty is listed, the default
difficulty rating is Standard (DN 3) whenever a rule
or section mentions the need to perform a test.
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DETERMINING DIFFICULTY

As a Game Master, you must set the Difficulty
Number for each test. This can be a tricky thing
to do when players are attempting to do various
actions that may be unexpected and not fully
covered in the core rules. It can also be difficult
when a group of players are all trying to do
different tests at the same time, and the GM
must quickly decide what DN all those tests will
be set against.

Many factors can affect the difficulty of the
test, such as distractions, adverse conditions,
complexities, or nearby threats. The GM takes
these factors into consideration when deciding
upon a Difficulty Number for a given test.
Sometimes,the hero may wish to attempt a very
difficult action that requires a high-difficulty test,
or they may attempt a test which is affected by
past decisions the hero or warband made.

The Tier of your campaign—a representation
of its overall power level—can also influence
Difficulty Numbers. Tests that challenge less
experienced, less powerful lower Tier heroes
may not challenge higher Tier characters. Try
and ensure that the tests heroes perform befit
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the level of difficulty their Tier should represent.
Adjusting the DNs of tests to make more basic
actions simpler for battle-hardened heroes may
help higher Tier campaigns.Atest that would have
a DN of 4 for a Tier 1 hero could easily have a DN
2 for a Tier 4 hero, and this should be considered
when determining a Difficulty Number.

Example: Gary is playing a hero in a Tier 2 campaign.
_His warband-arrive on a hostile alien world and explore
a series of ancient ruins. During the expedition, Gary
finds a strange device. He checks his character sheet
and discovers he has some points in the Tech (Intellect)
skill. He asks the GM if he can try to activate the alien
device. The GM decides that the DN would be a standard
3, but then adds 1 because it’s a device belonging to
a race different to the hero’s, and adds an additional
point for the fact the conditions aren't ideal for carefully
examining something. The GM adds the values together
and informs Gary that the DN for his test is 5.
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O DN TESTS

There will always be situations where an action
is so menial for a character that no Difficulty
Number is required. These actions could include
such things as operating a basic piece of
machinery, asking an old ally for some help, or
opening a simple lock.

These trivial actions are considered to have a DN
of 0 and don’t require a roll to succeed. Any task
that has a DN of O doesn’t invoke complications,
and doesn’t generate Glory. If'a Game Master
decides a test would have a Difficulty Number of
0, then the test is simply passed automatically.

IMPOSSIBLE TESTS

The Game Master may—rarely—decide an action
has no chance whatsoever to succeed. In cases
such as these, the GM should clearly explain
that the desired outcome is impossible or simply
declare the action a failure before moving
forward with the game. Carefully consider the
consequences of allowing or disallowing an
action before judging whether it is impossible or
not.
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BONUSES AND PENALTIES

Any test can have -a number of bonuses and
penalties applied to it based on circumstances.
While both change the values of the test, they do
so in slightly different ways:

Bonus Dice: Any dice added .to the dice pool,
outside of Attribute + Skill. You can gain bonus
dice from multiple sources, but the amount that
can be added to any test is limited by your Tier
(see Escalation Tiers on page 57).

Extra Damage Dice: Dice that are added to the
damage value of a successful attack. These are
abbreviated as + X ED, with X being the number.
For example, a laspistol has a damage value of
7+1ED, meaning you roll one Extra Damage dice
and add the lcons from that dice to the damage
value of 7 for your total.

Penalties: Unless otherwise noted, penalties
always add to the Difficulty Number. These are
abbreviated as +X DN, with X being the number.
Long range, for example, adds to the target’s
Defence. This raises the DN of the shot by 1.
Penalties never subtract dice from the pool but
instead only add to the DN.

Example: Jordan is attempting to make a Willpower
test for his character to resist a rogue psyker from
infiltrating his mind. Jordan assembles a dice pool
equal to his character’s Willpower for a total of 6 dice.
The Game Master sets the Difficulty Number at 3, but
they add a penalty of 1 due to the corrupting effect
of the-ritual surrounding the character. Jordan rolls
the dice, gaining the following results: K, K&, BB,
BH. BR. and BR. Jordan has four Icons; since the DN
is set to 4, the test is successful. Jordan’s character
manages to resist the cultist’s psychic intrusion, but
only just.

COMBINED ACTIONS

Sometimes a character may wish to assist another
when performing a difficult task; this is called a
combined action. During a combined action, one
character is the “lead” and the others are the
“assistants.” Assisting characters nominate a skill
to use that is appropriate to the task; this skill
need not be identical to the lead skill, but the
Game Master has the final say as to which skills
are appropriate for any given task. Depending on
the circumstances, the GM may rule that some

; : -
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characters may not be able to participate (for
example, if some characters are in an entirely

- different location):

Once all assistants have declared the skills they
will use, the GM sets the DN for the tests (this
may be different DNs for different skills at the
GM’s discretion), and the assisting characters
then make a skill test based upon the action
being attempted. If the test is successful, then
the lead character may add 1 bonus dice for
_every assistant that passes their own assist test.
Assistants do not use Wrath dice for this test.
Exalted Icons from an assistant’s test may be

. shifted to the lead as bonus dice (one bonus dice

per shift, up to the Limit for the Tier) or donated
as Glory (up to one per test) as normal.

Example: Dan’s character attempts to manually

“override a blast door’s controls to seal it and slow

down the Genestealer advance through the ship.
He breaks open the control panel and begins to try
and override the security protocols, which requires
a Tech (Intellect) test according to the Game Master:
The rest of his warband rush to the door and use

their brute force to try and manually force the doors

closed. The Game Master decides to treat this as a
combined action and asks the hero®s trying to close
the door to perform a Strength test (DN 3). Two of
the three heroes succeed and so pass a dice each to
Dan who adds the additional dice to his pool for the
Tech (Intellect) test.

Another "hero in the warband attempts to use a
Scholar test, reasoning that giving Dan’s character
some context for the ship’s command structure
could help him override -the security. The-GM sets
this Difficulty Number at 5, since the ship is very old

«and information about its construction would not”

be easily recalled. The hero succeeds (+1 dice) and is

_ able to shift one Exalted Icon as well (+1d), adding a

total of two dice to Dan’s pool.
OPPOSED ROLLS
Sometimes two characters tryand perform actions

that directly oppose each other. When this occurs,
it is called an opposed roll. Both characters roll

their respective tests; the one who scores the

greatest number of icons is declared victorious
whilst the other fails in their attempt.

Anything that would raise the difficulty for
the player character is instead bonus dice to
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the opponent, and vice versa. If there is a tig,

the victory goes to the side that initiated the
situation that caused the opposed test; thus, if

one character attempts to.grapple another and.

the opposed Strength roll is a tie, the character
who began the grapple is considered the winner.

Example: Simon’s Space Wolf Scout challenges an
NPC Ogryn to an arm wrestling match, the winner
getting a cask of Fenrisian Ale. The Game Master
decides opposed Strength rolls should decide this
contest. Simon gathers his dice pool and manages
to roll three Icons and one Exalted Icon. The Game
Master rolls for the Ogryn and gets two Icons. Simon
lets out a cheer as his Space Wolf Scout wins the
opposed roll and claims his prize.

Later, Simon’s Space Wolf Scout is attempting to
convince an Eldar Farseer to assist the warband,
opposed by an Eldar Corsair arguing against him.
Both are using Persuasion tests, but the GM rules
that Simon has a +2DN penalty to his roll due to his
status as an outsider. Since this is an opposed roll,
the +2 DN penalty instead becomes a +2d bonus to
the Eldar Corsair’s Persuasion roll.

ROUNDING

For any circumstances in which a number would
need to be rounded to the nearest whole, always
round up.

TEST FLOWCHART

1. Assemble dice pool: Bring together a number

_of dice equal to the attribute (or attribute +

skill) necessary for the test. Any bonus dice for
the test are included in this pool.

2. Roll and count icons: results of 1, 2, or 3 are
failures; results of 4 or 5 equal 1 icon; results
of 6 are exalted icons and count as 2 icons.

3. Comparg icons to Difficulty Number: Take into
account any penalties to the DN.

4. If successful, shift any exalted icons for
additional effect: Only exalted icons may be
shifted, and you must maintain enough icons
in the dice pool to equal or exceed the DN.

5. Check Wrath Dice result: Resolve any
Complications, Glory, or Critical Hits.
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E’g(ah1ple:-.For Step 1, Mario’s character is about to
make an Awareness test (DN 4). Mario assembles a
dice pool equal to his character’s Intellect rating
plus the rating of the character’s Awareness skill, for
a total of 6 dice. The character possesses an Auspex,
granting +2 bonus dice to Awareness tests, so Mario
adds those as well, for a total of 8 dice.

Step 2: Mario then rolls his dice pool, gaining the
following results: [, K8, BN, K&, AR, B&, BR, and
B8. Mario then counts the total icons. Any dice with
a result of B, MR, or B are discarded. The dice
with a result of B, B, and BR generate 1 icon
each, and the dice with the result of m generates
an exalted icon (counting as 2 icons). Thus, the total
icons for the test is 5.

Step 3: Mario compares his total icons (5) to the
Difficulty Number of the test (4). Because Mario has
a number of icons greater than the DN, his character
succeeds at the Awareness test. If Mario’s character
had been heavily wounded (suffering a +2DN
penalty), the DN would have been 6, and the test
would have failed.

Step 4: Having succeeded at the Awareness test,
Mario may now shift any exalted icons for bonus
effects. Mario has enough icons to succeed (5), but
he cannot shift his exalted icon, because doing so
would reduce the number of total icons to 3,which is
lower than the test’s DN. If Mario had an additional
exalted icon, he could then shift it from the dice pool
to gain additional benefits (see page 55).

Step 5:Mario now knows his character has succeeded
at the Awareness test. Looking at his Wrath Dice, it is
a result of a 6. This means that Mario has generated
a point of Glory for the group’s Glory pool (see page
60). If Mario’s roll had been an attack roll, a result of
a 6 on the Wrath Dice would indicate a Critical Hit
(see page 223). If Mario had rolled a 1 on the Wrath
Dice, it would mean that a Complication occurs (see
page 232).

TYPES OF TESTS

When a test is required to overcome a challenge,
consult the following definitions.

ATTRIBUTE TESTS
Sometimes the character must make a test using

only a specific attribute without a complimentary
skill. For example, a character wishing to bash

open a locked door would need to pass a Strength
test. The Game Master_should take note that
attribute tests are often more difficult than other
tests, because there is no skill added to such a test.

CORRUPTION TESTS

The insidious forces of Chaos' lurk nearly
everywhere in the galaxy of Warhammer 40,000.
To pass a Corruption test, a character uses their
Conviction attribute. See page 364 for full
information on Corruption and Corruption tests.

FEAR TESTS

A character confronted by a horrifying encounter
or a creature that causes fear or terror may have
to make a Fear test. To do so, the character rolls
their Resolve. See page 230 for more details on
fear, terror, and Fear tests.

SKILL TESTS

Whenever a character is called upon to make a
skill test, they roll the appropriate dice pool for
that skill (skill + attribute).

INTERACTION SKILLS AND INTERACTION
TESTS

Certain skills are applicable to social scenes—
these are called interaction skills, and tests
that use them in a social situation are called
interaction tests. Skills that belong in this
category include:

+ Cunning

+ Deception

+ Intimidation

+ Persuasion

Certain other skills, such as Tech when used
amongst members of the Adeptus Mechanicus,
may also apply as interaction skills at the Game

Master’s discretion.

INTERACTION PENALTIES AND SKILLS =~

Penalties to Interaction tests do not apply to
Intimidation unless the Game Master deems the
circumstances require it.
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ATTACKS

- When making an attack roll: the character must
attempt to roll a number of Icons equal to or
greater than the target’s Defence—a number
representing how difficult it is to hit the character.

Melee Attacks: Melee attacks are close-combat
attacks performed with melee weapons,including
swords, axes, hammers, daggers, or any natural
weapons like claws, fangs, or spikes. You must be
“engaged with your opponent to make a melee
attack (see Engaged on page 218). Melee attacks
require a Weapon Skill test.

Ranged Attacks: Ranged attacks require the use
of a ranged weapon or ranged ability. When using
a ranged attack, you can shoot at any.target that
is within line of sight and within the weapon’s

“maximum range (see Range on page 218).Ranged
attacks require a Ballistic Skill test.

Psychic Attacks: Some psychic powers are direct
attacks against an opponent’s body or mind.
When making a psychic attack roll, the roll to

activate the power must generaté a number

of Icons equal to or greater than the target’s
Defence. Any shifted Exalted Icohs may then be
used to enhance the psychic power’s potency
(see Psychic Powers on page 185). Unless
otherwise ‘stated, psychic attacks require a
Psychic Mastery test.

SHIFTING

When you roll a“test, take note of any results that
are Exalted Icons (the result when a ‘6’ is rolled).
Set aside dice granting Icons and Exalted lcons

suntil the required Icons are in place for the test’

to beat the Difficulty Number and succeed. You

~may then move any remaining Exalted Icons for

additional’bonuses; this is called a “shift.” The
effects of these bonuses depend on the type of
test. Alternatively, you can bank the shifted dice
to add Glory (see Glory on page 60).

You may only shift Exalted Icons if you have
enough Icons in your dice pool for the test to
be successful. If you roll an Exalted Icon on the
Wrath Dice, you still gain the other benefits of
doing so (such as gaining a point of Glory and
activating a Critical Hit in combat), even if you
shift the dice.

Example: Daniel is attempting to make an Athletics
(Strength) test for his character as he attempts to
leap from a gantry in a manufactorum onto a nearby
walkway. He assembles a dice pool equal to his
character’s Athletics and Strength for a total of 7 dice.
The Game Master sets the DN at 3. Daniel rolls his
dice for a result of [, NS, K&, BB, BX. B8 and BB
. He has two Icons and two Exalted Icons; since three
Icons are required to pass the test successfully, Daniel
must use one of the Exalted Icons. He may then shift
the other Exalted Icon to receive an additional effect.

USING SHIFTS

The playergcan use shifted dice to gain various
benefits. If the test was an attack roll, the shifted
dice become Extra Damage dice (see Damage on
page 226). For other kinds of tests, the shifted
dice can be spent to gain varying effects, such as
additional information, completing a task faster,
or making a better impression during a social
encounter. Whilst the GM often narrates the
effect of spending a shift, which dice are shifted
and what they are shifted for is entirely up to the
player’s choice.

55

Pl A A d‘.\,--'.i‘h o - .\“-\.a il .




The GM should work with the players to create
interesting ways to spend shifts'in a scene. Any
opportunity to- advance a character’s personal
storyline or the campaign’s story, interact with the
environment in an interesting way, or otherwise
take advantage of possibilities in the scene are
all great uses. Some-examples of ways to spend
_shifts are owtlined below:

+ Gain Information: Each shift spent may either
get one answer to a question or provide a
piece of information that would otherwise be
difficult to discern.

[

+ Improve Quality: Making forged documents
more convincing, ensuring that you've
convinced the Imperial Navy commander
to lend aid, or increasing the effects of your
impassioned speech upon an Eldar Farseer—
these are examples of spending shifts to
improve the quality of a task.

+ Improve Speed: Each shift spent may increase
the speed of a given task. The Game Master
should determine an appropriate interval of
time (5 minutes, one hour, one day, etc.) based
on how long the original task would need to be
completed. Each shift spent tosincrease speed
reduces one interval of the required time. A
task that ordinarily requires 15 minutes could

be completed in 5 minutes after two shifts are

spent,or a task that requires six hours may be
finished in only two after spending four shifts.

Example: James’ Tech-Priest is confronted with a
sealed door leading into the depths of an ancient
data-vault. James rolls a Tech test to unlock the
door, using his character’s Intellect of 5 and Tech
skill of 4, meaning that he has a dice pool of 9. The
GM determines that the machine-spirit of the data-
vault’s door system is old and cantankerous, setting
a DN of 5 to succeed. James rolls.and gets three dice
with a result of B, two dice with a result of B, and
three with a result of B (the Wrath Dice is a result
of B, adding no Icons). James can shift all three of
his 6’s—the Exalted Icons—to the effect of his roll.

James wants to use these shifted dice to gain more
information from his test. The GM decides that the
Tech-Priest learns three important facts—one for
each shifted dice. The Tech-Priest discovers that the
data-vault has been accessed previously, that it was
opened no more than six hours ago, and that xenos
technology was involved in the breach—something
that would be normally be difficult to detect.

SHIFTING FOR EXTRADAMAGE =

When you shift Exalted Icons as part of an attack,
the shifted dice become Extra Damage dice. Extra
Damage dice are rolled as part of determining
damage (see page 226).

ADDING GLORY

A single shifted Exalted Icon per test can also
be banked for later use by other characters by
placing it into the group Glory pool. The shifted
Exalted Icon creates one point of Glory for the
group to use as they see fit. For more on Glory
see page 60.

BUYING SUCCESS

Sometimes, a situation may call for a character’s
particular skills but there is no drama or
consequence for failure. When a hero is faced
with such a task, the player may choose to “buy
success” rather than rolling. In this circumstance,
the player adds up the total dice pool necessary
for the test, divides the pool in half, and uses the
result as the number of icons he would generate.

The Game Master is the ultimate arbiter of
whether a situation is appropriate for a character
to buy success instead of rolling. Buying success
may avoid a complication, but it never awards
glory. Similarly, buying success should only ever
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conte into play when the task is necessary but the

risks for failure are low. Often, buying success is an
- option when a skill test is required for the scene

to progress, but rolling would slow things down.

The maximum icons a hero may buy are equal to
the game’s Tier x2.

Example: Hansreiner's character, Virgil, is faced with
investigating a series of scrolls to locate a particular
route through the hive city. The GM has deemed that
_rolling dice in this circumstance is not necessary,
but success would allow the warband to reach their
destination faster. Therefore, Hansreiner assembles
. Virgil’s Investigation skill dice pool for a total of 12.
The game’s Tier is 3, therefore Hansreiner can buy
success—12 dice, divided by 2, equals 6 icons, the
maximum he is allowed to gain at the campaign’s Tier.

*ESCALATION TIERS

The galaxy is a dangerous place, and not all that
dwell within it are created equal. A warband can
consist of all manner of colourful characters—it
could be a band of pirates brought together from

all walks of life and various races, or it could

be a battle-hardened team of Astartes from the
Deathwatch. No matter what kiffld of characters
you choose to play, the Game Master will be
able to ensure that the game always remains
challenging and rewarding.

Wrath & Glory uses an Escalation Tier of difficulty
levels. Every character archetype is given a
Tier level based upon their equipment, skills,
and- attributes. “Tier 1 includes characters like
underhive gangers and newly recruited Imperial
Guardsmen, while Tier 3 includes Space Marines

«and Eldar Warlocks. Once your.Game Master’

knows what characters will be used, they can

_ reference Table 2-2: Escalation Tiers to calculate

what difﬁcalty will be bgst and what that means
for the gameplay.

The Escalation Tier dictates the number of bonus
dice you can receive, and the difficulty increase
that can be applied to tests. These modifications
are capped based on the Tier being played. Thus,
any additional bonus dice beyond the maximum
are lost. Any penalties beyond the maximum are
ignored, and characters may not take actions that
would incur a penalty beyond the maximum.

-y .;'_ -
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RESOURCES: GETTING
STARTED

Here are some helpful notes to assist you in play:

Campaign Cards: Each player begins a session
with 1 Campaign Card.

Wrath: Each character begins a session with 2
Wrath (Unless they have a talent or ability that
modifies this).

Glory: The glory pool starts at O for the group at
the beginning of the session.

Ruin: The Game Masters begins with a number of
Ruin in his pool equal to the number of players.

=¢#=

JABLE2-2: ESCAIATIONTIERS

Escalation Maximum Maximum Penal-
Tier Bonus Dice  ty Increase
i +4 +4
2 +5 +5
3 +6 +6
4 +7 +7
55 +8 +8

Example: Mario and Sarah are taking part in a
Tier 2 campaign. The maximum bonus dice for
Tier 2 are +5, and the maximum DN penalty is +5.
Sarah’s character has gained a total of 4 bonus
dice to her melee attack roll (one for charging, two
from her master-crafted weapon, and one from her
Hatred talegt). If Sarah chooses the All-out Attack
combat option (see page 221), she would normally
gain +2 bonus dice. However, this would exceed the
maximum for Tier 2. Therefore, she can still take
the option if she wishes, but she only gains one
additional bonus dice.

Mario’s character has been heavily wounded (+2
DN penalty) and is hindered (see page 231, +1 DN
penalty). Mario chooses to have his character take a
multi-action this round to reload.his weapon (one
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a’_ctibn) and fire (@nother action, at a +2 DN penalty).
Mario fcannot choose the Called Shot combat option,
(see page 221), because it would add a minimum +2
DN penalty, which would exceed the maximum for a
Tier 2 campaign. If Mario’s character were to suffer
any additional DN penalties, they would be ignored
since he is already at the maximum for the Tier.

THE WRATH DICE
Wrath & Glory is filled with heroic moments and
epic action. Each test feels important, and each
dice roll matters because it can directly influence
future rolls and outcomes. All of this dramatic
tension is enabled by the Wrath Dice.

[
For the majority “of tests and activities—
including attack, attribute, corruption, fear, and
skill tests—one of the dice in your dice pool
counts as the Wrath Dice. This dice should be
a different colour or size from the other dice to
help it stand out. If for some reason you are only
rolling one dice for a test, then that one dice
is the Wrath Dice. Certain other rolls, such as
Extra Damage dice (see Damage on page 226)
or soaking (see Soaking on page 227), do not
use the Wrath Dice.

The Wrath Dice result can be beneficial or
detrimental, depending on the. result. When
you roll a result of a HB on your Wrath Dice,
you gain a point of Glory (see Glory on page
60) and score a Critical Hit in combat (see
Critical Hits on page 223). On a result of a 1,
a complication is added to the scene instead.
These complications are negative outcomes
that impact the scene or the character directly
(see Complications on page 58 and Combat
Complications on page 232).

It's important to note that complications and
gaining Glory on the Wrath Dice occur regardless
of whether the test succeeds or not.

Wrath Dice that result in a complication are
separated from the rest of the dice pool, and are
not re-rolled if a Wrath Point is spent to re-roll
failures (see Wrath on page 59). When a result of
2 or 3 is rolled on the Wrath Dice, it can be re-
rolled along with other failures if a Wrath point
is spent.
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WRATH & TRIVIAL TESTS

If a Game Master decides that a test is too simple,
easy, or trivial for such mighty heroes as the
player characters, then they may opt to not allow
Glory to be gained by rolling a 6 on the Wrath
Dice. This is designed to ensure that Glory cannot
be accrued rapidly and in quick succession by
heroes performing a lot of minor or menial tests.

W

NPCs AND WRATH DICE

Threats and other NPCs also roll a Wrath Dice
for all their tests, though they do not earn Glory.
In general, Troop-level threats do not suffer
complications and do not inflict Critical Hits
based on the result of the Wrath Dice. Elites and
Adversaries, however, follow the same rules as
heroes. For more information on NPCs and their
mechanics (see Characters and Threats section
on page 207).

COMPLICATIONS

Whenever a player rolls a complication, this acts
as a narrative prompt for the player and the GM
to work together to add something to the scene.
The purpose of‘a complication is never to punish
a player for bad luck; instead, it is an opportunity
to add unexpected drama to the scene. deally, the
complication should add something to the scene
that involves the character’s story in some way.
The character’s concept and background provide
fertile grounds for inventing complications.

COMPLICATIONS AND OUTCOMES

Typically, a complication means that the action
involving the test you rolled has a cost for your
character. That cost can be represented by many
things, ranging from.something minor in the
environment changing for the worse (yes, you
spot the orks waiting in ambush—but it turns out
theyre also behind cover!) to a detrimental plot
twist (you successfully pick the lock on the ship’s
entryway—but on the other side is an active
cyber-mastiff!).
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You*can think of a complication as a modifier to
the original result of your test. Complications

- add a new layer to the old idea of dice deciding
success or failure. With a complication, the dice
may answer the question of “did you succeed?”
with “Yes, but..” (on a successful test with a
complication) or “No, and...” (on a failed test with
a complication). Complications mean that tests in
Wrath & Glory have a larger spectrum, meaning
that you have not only success and failure, but
you also can have a partial success, or a failure
~with an additional consequence. For additional
thoughts on consequences of failure, see Fail-
forward on page 63.

If it is difficult to think of anything appropriate to
the scene, the players may elect to give the GM
a Ruin instead. Ruin gained in this manner may
allow the GM to exceed the normal maximum
“gained per scene or per round in combat. For
more information on Ruin see page 60.

WRATH POINTS

Characters in Wrath & Glory may affect the
outcome of any test they make using Wrath Points
(abbreviated simply as Wrath). Wrath represents a
hero’s inner fire, their resolve, theft determination
to succeed, or their anger at the universe for
daring to.oppose them.

Heroes start with 2 Wrath Points at the beginning
of each session. Wrath does not carry over from
one session to the next, so use it or lose it!

SPENDING WRATH

During a test, you may spend a Wrath point.to

«gain one of the following effects: .

~+ Re-Roll Failures: You rhay spend one Wrath

point to re-roll failures on the character’s
current test. You mé’y use also this option
to re-roll failures on the damage dice for a
successful attack. This re-roll only affects
failures, meaning dice with a result of 1, 2,
or 3. This re-roll is limited to once per test or
damage roll. Complications on the Wrath Dice
(see page 58) may not be re-rolled.

+ Restore Shock: You may spend one Wrath
point to restore 1D3+3 shock. Wrath may not
be spent for this effect if the character is
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unconscious. This is limited to once per round

and counts as an action.

»®

+ Improve a Defiance Check: You may spend one.

Wrath point to gain a bonus on a Defiance
Check (see Defiance Checks on page 228).

+ Narrative Declaration: You may spend one
Wrath point to add a minor narrative element
to the current scene or action. The Game
Master has the final say, but is encouraged to
incorporate this element to the benefit of the
story and the fun of all involved.

Example: Melissa and her warband are attempting
to escape from a fortress. They reach a. large
hangar—their only way out—and they need some
way to signal the waiting Arvus lighter to pick
them up. Melissa spends a Wrath point and then
states that there is a refuelling point with barrels of
promethium stacked near the hangar door. The GM
agrees, and Melissa then fires her lasgun into the
barrels, lighting them on fire to create a beacon for
the lighter to land and retrieve her warband.

- GAINING WRATH

While players start every session with a fixed
number of Wrath Points, more can be earned
through the following methods:

+ Good Roleplaying: Memorable, exciting, and
_active role-playing in accordance with the
character’s nature should be rewarded with
Wrath.

+ Accomplishing Objectives: Each character’s
archetype provides a list of Objectives, and
players may add their own. Once per game
session, the player earns one Wrath when the
character achieves one of their Objectives.
(See Objectives on page 102.)

+ Campaign Cards: Some campaign cards
provide Wrath when they are played (amount
varies per card). ;

Ultimately, the GM decides when Wrath is
awarded and for what. The three methods above
are not the only reasons why a GM could decide
to award Wrath, but they are likely to be the most
common.
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Glory is a representation of the heroes’ will to
win, their collective determination and resolve,
and a general drive to overcome the challenges
in their path. Glory is a group resource and does
not belong to any one player; rather, it belongs to
the group as a whole.

_Glory is used to empower the warband to aid
them in striving for greater feats of heroism,
and to aid them in overcoming more dangerous
challenges, and terrifying adversaries. Glory is
unique in that it is a warband resource, not an
individual character one. Every character can use
Glory, but the pool is finite; every time it's used,
there is less to use g