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CHAPTER XI:

ADVERSARIES

“Who can stand before the might of Chaos?”
—Darvenorax, Champion of the Word Bearers Legion

he way of Chaos is fraught with conflict and violence.

Even the lowliest acolyte faces death with each passing

moment. This is the way of things within the warp,
where ambition runs high and power is the currency of
trade. To survive the mutating eddies and rampant hostility
of the warp is to embrace conflict for one’s own gain. For
beings of such unchecked aggression and rapacious greed,
the vast expanse of real space offers little better conditions.
Hunted as heretics and usurpers by the forces of mankind,
the controlled space of the Imperium offers litde succor to
the hated devotees of Chaos. Likewise, though they are less
numerous, the myriad cultures of the xenos races present an
equally hostile opposition to the servants of the Dark Gods.

In Brack Crusapeg, adversaries can be divided into three

broad types: Troops, Elites, and Masters.

» Troops are basic soldiers and minor combatants. Alone
they are not incredibly dangerous, but in large groups
they are a threat. A human Disciple of Chaos can usually
handle two Troops without a problem, and Troops
generally only threaten a Traitor Legionnaire when in
a Horde. Consequentially, Troops are the most common
type of adversary to be formed into Hordes.

+ Elites are more powerful foes, dangerous adversa=s
who can be a real threat to a warband member. An =5
is roughly an equal adversary for a Traitor Legion=as
and it should take two human Disciples of Chaos = &=
one unless they are particularly well armed or s=i
combatants. Elites should only be formed into Hordes o=
rare occasions, and never against a warband that’s primas
made up of humans. Some particularly dangerous s
may require two or more Traitor Legionnaires to slay
Masters are incredibly dangerous individuals, pows=o
foes for an entire warband. They are either increzts
formidable combatants, consummate leaders who enfans
the abilities of their minions, or in some cases bot ¢
Master should require the attentions of an entire warsass
to defeat, and should never be formed into a Horde.

FORBDES

“The Legionnaire that scoffs at a lasgun bas not charged across ==
open freld against a hundred of them.”

~Maor the Scarred, Siege-Champion of the Scargres

he enemies of Chaos can attack in vast numbers—howisg
zealots, skittering Hordes, and ranked warriors. Alass
such enemies would stand no chance against a Hes
In large groups, however, they can pose an overwhelming thes
Hordes have the potential to harm Heretics by sheer weight
fire and numbers. The rules presented here are intended to &
Game Masters reflect these massed forces that the characters &




“ace in battle. It is important to note that not every enemy is
suitable to form a Horde. The GM should use his discretion to
decide whether an enemy can form a Horde. For example, it is
anlikely that 50 jungle snakes would be a threat to a Heretic, even
25 a Horde! However, 50 Tyranid Hormagaunts will certainly
shreaten a trained Cadre of Chaos Space Marines. When a creature
has a Special Quality for its attacks (e.g., Tearing or Toxic), the
default method is to apply that Quality to all of the attacks for a
Horde made up of that creature. However, the GM should use his
discretion for when the Quality should not apply (for instance,
i over half of the creatures in the Horde do not possess that
Quality). Also, certain Qualities for the Horde's attacks can make
an encounter with a Horde particularly dangerous.

USING A HORDE

4 Horde should be treated by the Games Master as a single vast
creature, The Horde has the same profile as the base creature
which makes up its numbers. A Cult Zealot Horde, for example,
has the same profile as an individual Cult Zealot on page 360.
The only exception to this is that a Horde replaces the individual
~reature’s Wounds value with its Magnitude and location based
armour with a single armour value.

MAGNITUDE

A Horde is a vast number of one type of enemy or creature
attacking in large numbers. The abstract number of enemies
making up such a Horde are reflected in the Horde's
Magnitude. This represents the Horde’s determination and
aumbers as an abstract value: one point of Magnitude does
not equal one individual enemy or creature.

HoRrDE TRAITS

A creature entry may have a Trait listed that has (Horde)
written next to it. These Traits represent the way particular
creatures fight in large numbers and only apply when that
creature is used as the basis of a Horde.

ATTACKING A HORDE
A character can damage a Horde by shooting it with ranged
weapons or attacking it in melee. These attacks are treated as if
they are against a single creature even though they may represent
mowing down ranks of enemies or scything through many foes.
Characters must still roll to hit a Horde, but a size bonus
should apply to these tests based on the Horde’s Magnitude.
Weapons that can fire on full or semi-auto cause additional
hits. These hits must be allocated against the Horde and not any
individual Lieutenants or Masters that may also be present.
Hordes do not normally Dodge or Parry Attacks. At the GM's
discretion, a Horde can Dodge or Parry attacks just as a single
creature does, representing the attacker still killing or wounding
individual members of the Horde but not enough to affect
overall Magnitude. A Horde’s melee weapons are immune to
being shattered by a weapon with Power Field Quality (see page
179) when Parried (this is an abstraction—in fact, the Horde’s
weapons are being destroyed, but there are plenty more where
those came from). Multiple enemies attacking the same Horde do
:'__ﬂoht_,_gqi_u the benefits of Ganging Up (see page 245).

TABLE 11-1: EXAMPLE HORBE ITIAGNITUDES
; Descriptive Size and To
M d
RERRHES Equivalent Hit Modifier
30 A mob Massive (+30)
60 A thronged phalanx ~ Immense (+40)
90 A massed assault Monumental (+50)
120 A tide of foes Titanic (+60)

DAMAGING A HORDE
Each hit that causes any amount of damage reduces a Horde’s
Magnitude by one. Therefore, an attack that, after accounting
for armour and Toughness Bonus, causes 15 points of
damage reduces the Horde’s Magnitude by 1. The deliberate
consequence of this is that sustained fire and blast weapons
are much more effective against Hordes than weapons which
fire only one shot; a lascannon is a weapon for destroying
tanks, not mowing down large numbers of infantry.

Weapons that inflict Explosive Damage (X) gain a bonus
against Hordes and count as having inflicted one additional
Hit per Attack after all other Hits have been applied.

Locations are not used when fighting a Horde. A Horde
has a single armour value that is applied to all damage rather
than different armour values for different locations.

Hordes may be Pinned as normal (with the entire Horde
making a single Willpower Test). However, Hordes gain a bonus
to their Willpower Tests to resist pinning equal to its Magnitude.

MELEE

When fighting against a Horde in Melee, a Space Marine
inflicts one hit for every two Degrees of Success on his
Weapon Skill Test. Melee weapons with the Power Field
Quality inflict one additional hit.

BLAST WEAPONS

A Blast weapon that hits a Horde hits a number of times equal
to its Blast value. So a grenade with Blast (4) will automatically
hit four times if successfully lobbed into the Horde.

FrLAME WEAPONS

A flame weapon used on a Horde hits it a number of times equal

to one quarter of the weapon's range (rounding up), plus 1d5. So

a flame weapon with a range of 10 hits a Horde 1d5+3 times.
A Horde cannot be set on fire and does not suffer the lingering

effects of fire (see page 257); instead, any damage and effects of

fire are assumed to be included in the Magnitude damage.

ZEAL0US HATRED AND HORDES

Zealous Hatred has no additional effect on Hordes. This is
because each hit is only affecting one individual in the larger
Horde. No matter how brutal the kill, it has little effect on the
dead individual's comrades.

PsycHic POWERS
Psychic Powers that do direct damage inflict damage against
a Horde in the same manner as ranged weapons (particularly




‘powers with the Psychic Storm and Psychic Blast qualities). At
the GM’s discretion, certain psychic powers (such as Compel)
that do not damage may still inflict “hits,” meaning that portions
of the Horde have been convinced not to attack, and so forth. In
this case, the number of hits inflicted should equal the Degrees of
Success on the Focus Power Test. Furthermore, the GM should
take care to adjudicate the eftects of certain psychic powers (such
as Rain of Corruption) in specific situations against Hordes (such
as a Horde tightly packed into a small space).

BREAKING A HORDE

When a Horde’s Magnitude is reduced by 25% in a turn, it
must make a Willpower Test when it is its turn to act again. If
it passes, it may continue to act. If it fails, it breaks and flees
at its highest move value.

If the Horde'’s Magnitude is less than 50% of its starting value,
it suffers a —10 to the Willpower Test. If the Horde's Magnitude
is less than 25% of its starting value, it will automatically break.

Hordes composed of enemies with the Fearless talent do
not have to test to see if they break as their Magnitude is
eroded: they have to be wiped out to the last.

HORDES ATTACKING

A Horde can make both melee attacks against enemies in close
proximity and ranged attacks at enemies that are at a distance in a
single turn as an attack action.

Melee: A Horde attacks all adjacent enemies, or enemies that
are in close proximity (the GM is the final arbiter of determining
if a target is in close proximity). A Horde that has multiple attacks
from being armed with two weapons or the Swift Attack or
Lightning Attack Talents may use its full number of attacks against
every eligible target. Although a Horde represents a large number
of attackers, a Horde does not gain the benefits of Ganging Up
(see page 245). Instead, the Horde’s sheer weight of numbers is
represented by the fact that its target may not Dodge or Parry.
Melee Attacks made by Hordes cannot be Parried or Dodged
unless otherwise noted.

Ranged: A Horde may make ranged attacks equal to the first
digit of its Magnitude. Thus, a Magnitude 25 Horde can make
two ranged attacks. Any additional hits from sustained fire can be
applied to any eligible target. Therefore, if the heretics hit Brother
Silas well enough that they cause an extra hit with their stub
autos, the additional hit will be applied to Brother Silas.

Modifiers of range and sustained fire apply as normal, but a
Horde can never aim. Ammo expenditure and Jamming never
applies to Hordes—they always have extra bullets.

DAMAGE CAUSED BY HORDES

Any attack from a Horde that hits has the damage it causes
increased by a number of d10s equal to the Horde’s Magnitude
divided by ten, with a maximum bonus of +2d10. This is in
addition to the normal damage dealt by the weapon that the
Horde is armed with. It will also include the Strength Bonus
added to damage caused by melee weapons. The damage is
reduced by the target’s Toughness bonus and armour as normal.
Thus, a Magnitude 25 Horde of heretics armed with axes will
add 2d10 to the normal damage that a heretic would do with its

NPC WEearoON TRAINING

In the cases of all NPC profiles, the GM should
assume that they are proficient in any weapon thes
are equipped with. There may be some NPCs whese
it makes more sense for them not to be able to use =
weapon they are carrying, but in general any weapom
an adversary possesses is one he’s prepared to use.

axe (1d10+5) and, therefore, causes 3d10+5 damage if thes =
in combat. Likewise, the same mob armed with autopistois s
cause 3d10+2 damage with its ranged attacks. This represess &
Heretic being mobbed with enemies that strike it countless s
or bullets striking like rain on a single target.

Generally, the attacks of a Horde may not be Dodges =
Parried—this represents the Horde's sheer volume of firepess
At the GM's discretion, he may choose to allow certain ===
from a Horde to be Dodged as normal.

For example, a Horde of Imperial Guardsmen may posses &
single missile launcher amongst their number. Since the =
horde is not firing missiles (they are instead firing lasss
the missile launcher does not benefit from the Horde's =i
regarding ranged attacks, and therefore receives no bonus da=as
and may be Dodged normally.

Hordes cannot inflict Zealous Hatred unless specifically e
otherwise. The damage they could deal is taken into accouns « =
the extra dice they roll.

HORDE VERSUS HORDE
COMBAT

Occasionally, there will be cause for two Hordes to face off azaes
each other. Whether this is an army of renegades facing Impesi
Guardsmen or two opposing factions of Chaos Zealots =
to prove whose Patron is superior, combat works similar = &
basic Horde rules. Treat each Horde as if they were an indisas
character and follow the rules outlined above for calcui=ms
their Damage. When determining the bonus To Hit modifier &
size, use the difference between them, with the smaller Hosse
receiving the benefit. For example, a Magnitude 30 Horoe &
Zealots is fighting a Magnitude 60 Horde of Guardsmen. T
Zealots would receive a +10 To Hit modifier on all attacks ===
against the Horde of Guardsmen. Individual Player-characes
involved in Horde versus Horde combat have the optos &
fighting as individuals or fighting as part of the Horde. If &
choose to fight as part of the Horde, they will still act on their ows
Initiative, but they may only use Psychic Powers or Daemass
Gifts to differentiate themselves from the Hordes basic attacks =
character may choose to leave a Horde as a Half Action.

CREATING A HORDE

To create a Horde is simply a matter of taking a low level advessass

(usually a Troops adversary, but sometimes an Elite) and replacs

its wounds with a Magnitude value desired by the GM. Use T8

11-1: Example Magnitudes to determine the desired value
The one exception is any creature with the Swarm s

Swarms are similar to Hordes, but represent groups of es

lesser enemies, and the rules do not combine.

L.
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SERVANTS OF
THE DARK GODS

“The creatures I have seen are glorious and vile in their own measure.
Their form is a perfect vision of the Gods’ dark will. None can
match the majesty of these vicious beasts.”

—Vexal Tav, Wyrd

he gods of Chaos are not forgiving masters, nor are

they caring or generous. Despite this, the power they

offer their supplicants is an enticing gift; a gift for
which many willingly flock to the servitude of Chaos. Those
who strive to earn these gifts are a dangerous lot, both to
their victims in real space and to their supposed comrades
in service. Few beings are as ambitious as those who throw
in their lot with the destructive powers of Chaos and for the
sake of their ambition they can be terrifying enemies.

DAEMONS & WARP ENTITIES

The warp is a twisted place of pure emotion and passion,
existing beyond the logic and reason of realspace. The beings
spawned in the warp are twisted and illogical creatures, devoid
of compassion or mercy and existing only to serve the whims of
their dark masters, the gods of Chaos. These beings, or daemons
as they are called by mortals, are nearly all shaped by the whims
of the Dark Gods, given forms to suit their master’s dark desires
and wicked plans. However, there are those few daemons shaped
by the violent and unpredictable winds of the warp itself. These
are often the souls of mortals, lost in the depths of the warp
thanks to the vile actions of the mortal being in life.

Daemons are creatures of the warp, only able to exist in
realspace in rare circumstances, such as when summoned by
supplicants of the dark gods through aeons-old arcane rituals
or by tearing their way through the minds of unstable psykers.
In these cases, the daemons wreak havoc on the universe
around them, seeing nothing but stifling order and unchecked
regularity about them and needing, by their very nature, to
impose their own chaotic natures on their surroundings. The
sheer malevolence of daemonic creatures is astounding to
most mortals and such monsters are rightly feared.

NETHER SWARM
There are those who believe that Furies are common daemons
formed from the souls of those mortals who would use the power
of Chaos for their own ends rather than serve any of the Dark
Powers. It is said that these souls of lesser mortals are twisted and
corrupted by the power of the warp until they are shaped into
hellish figures of death and pain. It is said that the only respite for
these wretched beasts are brief forays into realspace, where they
might inflict their horrific torment on others. On rare occasions,
a pack of Furies will become trapped in realspace, cut off from
the warp and the terrible realm which sustains their existence.
Usually in such cases the creatures would simply fade, screaming
into nothingness. When caught outside the warp in the strange
‘- ts and eddies of the Screaming Vortex, however, something

entirely inexplicable happens. In these rare cases, the pack of
daemons slowly begins to wither and atrophy, their warp-infused
bodies losing their vitality, yet they still live on, tormented by
their separation from the warp but unable to simply vanish from
existence. The only means by which the swarm of gargoyle-like
beings may remain in existence is by feasting on the misery, pain,
and torment of mortal souls. As such, these swarms of creatures
from the nether seek out groups of living beings in desperate
attacks, In combat these creatures are frenzied, driven mad by
their metaphysical hunger and without heed of their own safety.
They swarm as one, seeming to possess a single mind born of
their desolation and consuming need to inflict agony. A blur of
fang and claw, the swarm of warp-spawn tear their victims to
pieces, flaying flesh from bone and gorging themselves on the
resultant fear and torment.

Eventually these horrors, shrivelled and wizened, will cease to
exist entirely, their forms devoured by the exertion of remaining
in realspace. Should the nether swarm find a suitable locale to
inhabit, where their depredations may continue unhindered
indefinitely, this dissolution may take years to come (0 pass—
though it is inevitable, as no amount of pain and agony inflicted
can ever fully restore these vile creatures to full existence.

Nether Swarm (Troop) -,
wsiBS| S | T | Ag]Int]Per|WP| Fel Inf
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Movement: 5/10/15/30 Wounds: 60
Armour: None Total TB: 3
Skills: Awareness (Per), Dodge (Ag) +20, Stealth (Ag) +20
Talents: Heightened Sense (Smell).

Traits: Bestial, Daemonic (+1), Flyer (5), From Beyond,
Deadly Natural Weapons, Size (Puny), Swarm.

Weapons: Claws and Bites (2d10 R; Pen 1d5; Tearing).
Daemonic Presence: All enemies within 5 metres of a
Nether Swarm suffer a —5 penalty to Willpower Tests.
Withering Bites: The needle teeth of the Nether Swarm break,
festering in the wounds they inflict. Anyone who suffers one or
more Wounds from a Nether Swarm reduces their Toughness by
10 for 1d10 minutes as the teeth shards chew away at his veins.
F#The Nether Swarm is intended to be used s a Horde, as one withered
Fury is hardly a threat. If the GM needs to use an individual, each
creature has 2 Wounds.

BLOODLETTER

Bloodletters are the lesser servants of the Blood God, forming the
core of his vast Daemonic Legions. Peerless and deadly warriors,
they are amongst the most skilled warriors in the galaxy. Armed
with dreaded Hellblades, great two-handed weapons said to be
as sharp as Khorne’s own hatred, the can hew apart the stroutest
adversary in a shower of steaming gore.

The body of a Bloodletter is a deep gore-red and their
humanoid bodies are topped with bestial snarling faces,
burning pupil-less eyes, and horned elongated craniums that
seem reminiscent of great war-helms. Their long, sinewy limbs
possess an infamous strength, as renowned as the ferocity of

¢
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apart anyone who opposes them. Everywhere they go, they
are surrounded by the stench of blood.

Unlike other Daemons, Bloodletters march to war in
regimented formations, for their creator is the Lord of Battle.
Lines of the Daemons manoeuvre in ranks with supernatural
precision, advancing in disciplined maniples. However, these
echelons quickly break up after contact with the enemy;, as each
Bloodletter competes to slay as many of the foe as possible.

Bloodletter (Elite) :
WS|BS| S T | Ag | Int | Per | WP | Fel | Inf
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Movement: 4/8/12/24 Wounds: 22
Armour: None Total TB: 8
Skills: Athletics (S), Awareness (Per), Dodge (Ag), Forbidden
Lore (Daemonology) (Int), Intimidate (S) +10, Parry (WS)
+20, Survival (Per).

Talents: Battle Rage, Berserk Charge, Blademaster, Combat
Master, Crippling Strike, Crushing Blow, Frenzy, Furious
Assault, Swift Attack.

Traits: Daemonic (4), Fear (2), From Beyond, Size (Hulking),
Unnatural Strength (+3), Warp Instability.

Weapons: Hellblade (1d10 + 13 R: Pen 10; Balanced,
Power Field, weapon deals +2 damage for every foe it kills).

Daemonic Presence: All enemies within 10 metres of a
Bloodletter suffer —10 penalty to Willpower Tests.
Blood for the Blood God: Creatures of Khorne suffer
no penalties from gore and blood—all critical hit effects
involving gore and blood (such as requiring an Agility Test
not to fall over) do not apply to creatures of Khorne.

S

BrAZEN MYRMIDON

The martial legions of the Blood God struggle eternally. sias
to their own violent natures, revelling in slaughter, whether = =
of mortal beings or of their own brethren. Of these warp-sem
soldiers, Bloodletters are the most well known, their discziae
and ferocity legendary. Bloodletters compete with each e
to garner the favour of their god; they possess a twisted o
of honour among their own. This honour is based solels ==
personal prowess; those who display extraordinary martial 2=
are awarded the greatest glory. When one of these champices =
slaughter is felled and their daemonic essence banished back ==
the warp, it is a great loss for the legions of Khorne.

On the Hollows, a planet-wide war has raged for cenmes
In their drive to invent new and horrific ways to deal death: =%
smiths of Forge Castir have found a way to permanently ===
a feared warrior from the ranks of the Blood God’s armies &
forging a daemonic body out of brass and inscribing it wits +5%
runes of power, the artificers are able to bind the wayward esse==
of a slain daemon to a new and terrible form. Brazen myrmsas=
are rare, as it is incredibly difficult to create these creatures =
those that are formed are renowned and feared in equal meas=
The myrmidons appear as brass suits of hellish, baroque arma
capped with the elongated, horned skull of a powerful Bloodieme
The thick plates of the armour are etched with runes in the tonge
of Chaos and the joints weep unnaturally with the blood of =%
bound daemon’s victims. Prior to the binding process, the sms
seck to recover the Herald’s massive Hellblade from the site o =
daemon’s destruction, that the myrmidon may carry their cws
sword. Should they be unable to obtain the blade, they ins=ss
equip the myrmidon with twin blades forged of warp-infises
steel and wreathed in infernal flames.

These Myrmidons are bound within their warp-forged armaes
turning them into utterly loyal and unquestioning followers =
the Exospectre. Newly provided with their powerful, armoz==s
forms, Brazen Myrmidons wade among the foul creations =
Forge Castir, bringing death with every stroke.

Per
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Movement: 3/6/9/18 Wounds:
Armour: Brass Armour (8 All) Total TB: ©
Skills: Athletics (S), Awareness (Per), Dodge (Ag), Intimidas
(S) +10, Parry (WS) +20, Survival (Per).

Talents: Ambidextrous, Battle Rage, Berserk Charzs
Blademaster, Combat Master, Crippling Strike, Crushing
Blow, Frenzy, Furious Assault, Lightning Attack, Swift Attack.
Two-Weapon Wielder.

Traits: Daemonic (+4), Fear (2), From Beyond, Size (Hulking.
Unnatural Strength (+3).

Weapons: Hellblade (1d10 + 15 R; Pen 0; Balanced, Powss
Field, Special®) or two Flame-blades (1d10+7, Pen 3; Flam
Razor Sharp).

TThis weapon deals +2 damage for every death inflicted in comés
resetting after every encounter.




CACKLING ABOMINATION

The perverse nature of the Dark Eldar is legendary among both
the thronged masses of humanity and the twisted hordes of
chaos. Even among a people so twisted, torturous and feared,
there are those who set themselves apart in such matters. The
Haemonculi of the Dark Eldar are those specialists. Twisted
figures of arcane science, the Haemonculi seek understanding
and perfection through the infliction of pain and torture. To
this end, they create vile monsters through wicked surgeries
and flesh-melding, often shattering the minds of their victims
in the process. From this awful practice, an abhorrent beast
has been brought into being and become a fierce threat in the
Screaming Vortex.

Seeking better understanding of the connection between
his own people and the Lord of Dark Delights, a truly mad
Haemonculi, whose name is lost to history, set about his
work on the pseudo-real flesh of a daemonic being. For this
experiment, he chose one of the servants of Slaanesh—a
Daemonette. It was not long before he realised that the
daemons of the warp lack not only mortality, but also lack
fear. Its flesh made of incomprehensible warp-stuff and a
mind in no way recognisable to mortal comprehension, the
Daemonette was an impossible subject for the Haemonculi’s
sadistic experimentation. In a moment of desperate genius
the Haemonculus used arcane magic to bind the spirit of the
Daemonette to the body of an Eldar slave. The internal battle
that raged within the terrified Eldar’s soul killed the wretched
captive, but not before the Daemonette took control of its
body, warping it physically and devouring what was left of its
broken mind. This new Daemonhost became the subject of
experiments so bizarre that they defy description.

The creature that remained was a perverted horror, forever
trapped in realspace—the very first Cackling Abomination.
These twisted monstrosities look like nothing so much as
contorted and stretched Eldar, their distended arms ending
in long—ﬁngercd hands, tipped with slashing talons. The
Cackling Abomination seeks only to spread its madness,
which seeps from it like a foul odour. Its face drawn tightly
into a terrifying jester’s gin, the beast creeps with eerie silence,
seeking to surprise and subdue its foes, not kill them outright.
Once it has its victims secure, the beast cavorts madly, cackling
with insane glee as it performs horrific torments upon them.

EERRRERERR

Movement: 7/14/21/42 Wounds: 35
Armour: None Total TB: 10
Skills: Athletics (S), Dodge (Ag) +10, Intimidate (S) +10,
Parry (WS), Survival (Per).

Talents: Ambidextrous, Combat Master, Die Hard, Disturbing
Voice, Hard Target, Iron Jaw, Leap Up, Lightning Attack,
Lightning Reflexes, Preternatural Speed, Swift Attack, Two
Weapon Wielder (Melee).
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Traits: Daemonic (+5), Dark Sight, Deadly Natural

Weapons, Fear (3), From Beyond, Multiple Arms (4),
Unnatural Agility (+2).
Weapons: Spindle Claws (1d10+4 R; Pen 0; Felling (2),
Tearing, Warp Weapons).
Aura of Insanity: Crazed laughter filled with mocking secrets
fll the minds of all those around a Cackling Abomination.
Anyone within 10m of a Cackling Abomination suffers a—20
penalty to all Perception and Willpower Tests.
Driven to Madness: Once per combat encounter, the
Cackling Abomination may unleash the full horror of its warp
madness, driving insanity into the very minds of its opponents
as the raw light of the warp shines through its crazed grin.
As a Free Action, it can force all creatures facing the Cackling
Abomination to make a Challenging (+0) Willpower Test.
For every Degree of Failure they gain 1 Corruption Point (if
a Heretic) or 2 Insanity Points (if something that can suffer
insanity). If a Heretic fails the Test by four or more Degrees of
Failure, they generate a Disorder as well (sce page 278).

DAEMONETTES OF SLAANESH
Desire is universal. Desire is the single thing which drives
every soul in the Galaxy—desire for position, for favour, for
power, for glory, for physical gratification, for slaughter. The
Lord of Dark Delights knows this and his power is bolstered
by each and every greedy soul. Slaanesh is made stronger
by each gluttonous excess, by each narcissistic perfection,
by every pleasure experienced at the expense of one’s soul.
To this end, the Prince of Pleasure created the Daemonettes,
beings of pure desire and temptation. Daemonettes are
twisted mockeries of both male and female forms, combined
into a hermaphroditic whole which is both alluring and
revolting. Their large, opaline eyes burn with malicious
lust and their cruel, fanged mouths water at the thought of
another corrupted soul. Despite their obviously daemonic
visage, mortals cannot help but be drawn to Daemonettes,
whose unearthly features always appear irresistibly attractive
to the viewer. Clouded by the heady musk which these
beguiling daemons exude, mortals find themselves enthralled
and driven mad by desire and passion.

Such is the allure of the Daemonettes that their victims
find themselves overcome with longing, even in the midst
of combat. Beings of Chaos and violence as much as passion
and seduction, the Daemonettes fight with otherworldly
grace and murderous bloodlust. The daemonic nature of these
creatures becomes unmistakable when provoked, as their faces
twist into terrifying snarls and cackling grins, their arms form
wicked claws and their enticing voices become shrieks of
sadistic glee. Dancing from foe to foe, packs of Daemonettes
scythe through the battlefield, their enemies defenceless as
stalks of wheat, entranced by their seductive movements and
intoxicating musk.
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Movement: 5/10/15/30 Wounds: 18
Armour: None Total TB: 8
Skills: Acrobatics (Ag), Athletics (S), Awareness (Per), Dodge
(Ag), Parry (WS), Psyniscience (Per).

Talents: Heightened Senses (All), Swift Attack.

Traits: Daemonic (4), Dark Sight, Fear 2, From Beyond,
Natural Weapon (Pincer Claw), Warp Instability.

Weapons: Pincer Claw (1d10+3 R, Pen 3, Razor Sharp,
Tearing).

Soporific Musk: The tantalising allure of the Daemonette
entrances and beguiles victims. Dodge and Parry Tests made
against attacks made by a Daemonette suffer a —10 penalty.
Daemonic Presence: All enemies within 10 metres of a
Daemonette suffer —10 penalty to Willpower Tests.

HoRRrOR

Horrors are possibly the most bizarre of all Daemons. They have
stubby, pink bodies with long, gangly arms and legs, and no
head. Though their leering faces normally appear in the middle
of their chest, they can vanish at any moment and reappear on
some random part of their anatomy. They band together on the
battlefield in cheerful, colourful mobs, dancing and cavorting
erratically across the battlefield to the rhythm of their own
cacophonous humming. As they cackle and laugh, they casually
hurl a barrage of arcane missiles of ever-changing hues to

1\ pummel their foes.

Even though they are nearly useless at fighting in mes
Horrors are difficult to eliminate. They surround themse s
with arcane protections and can regenerate missing S=is
with nonchalant ease. When they are cleaved with 2 st
placed blow, they reveal a truly unique and bizarre defemce

The Daemon simply splits into two halves, which ressass
themselves into smaller, blue-hued copies of the omg=s
These two new Daemons change personalities as we' &
colours, becoming petty and morose, constantly whining s
squabbling amongst each other about whose fault it was
they ended up Blue Horrors instead of Pink. However =5
are just as dangerous as in their original form.

Pink Horror (Elite)
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Movement: 3/6/9/18 Wounds: ©
Armour: None Total TE ¢
Skills: Awareness (Per), Dodge (Ag), Psyniscience =«

Speak Language (Any one).

Talents: None.

Traits: Daemonic (+3), Fear (2), From Beyond, Deadly Nz
Weapons Multiple Arms (1d5)", Strange Physiology, Wam
Instability:

Weapons: Warpfire (30m; S/3/—; 1d10+10 E; Pen 6), Cl=s
(1d10+5; Pen 2).

Daemonic Presence: All enemies within 10 metres = -
Pink Horror suffer a —10 penalty to Willpower Tests.

Blue Horrors: When a Pink Horror is slain, it vanishes anz =
replaced by two Blue Horrors (the Blue Horrors appear witss




Im of the Pink Horror when it was slain, assuming there is
room). Blue Horrors act as independent creatures and have the
same statistics as a Pink Horror with the following changes:
reduce Wounds to 9, reduce Strength to 20, reduce the damage
of the claws to 1d10+3. When using Pink Horrors as a Horde,
this rule applies differently; reduce all damage dealt to the
Horde's Magnitude by half, rounding up.

Blessing of Tzeentch: Pink and Blue Horrors are blessed by
their patron. This has the same effect as a Force Field (page

To master a Juggernaut is no small task, as the rider must
possess undeniable martial prowess. Some have chosen to
subdue the beast in single combat so that they might reforge
the armoured backs of the Juggernaut to form the saddle.
The devotee of the Blood God must constantly overcome the
insatiable lust for violence possessed by the behemoth. It is
the greatest of Khorne's soldiers who know when and where
to unleash this beast’s violent hate. Matched together, rider
and steed, their capacity for destruction is staggering.
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178) with a Strength of 20 that does not overload.
FAs the Pink Horror does not have Two Weapon Wielder, the value of its
Mudtiple Arms does not matter, and often changes from Round to Round.
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Juggernaut (Elite)

T

JUGGERNAUT

The warforges of Khorne are hellish places of toil and flame,
blood and death. These dread foundries have produced many
of the vilest artefacts in the galaxy. The warp-gifted artisans
who lay hammer to anvil and pump the brass bellows forge
twisted mechanical augmentations and heavy armoured plates
for the servants of Khorne’s realm. These wicked artificers
long ago mastered the binding of dacmons to their creations,
shackling warp-spawned beasts to new forms, creating
powerful steeds and living engines of Khorne’s fury.

The Juggernaut of Khorne is one such artefact. These brass
behemoths pump burning blood and breathe ash and flame.
Shaped in the vague form of a rhinoceros and a bull, these beasts
stand over two metres tall at the shoulder and their daemon-fused
brass bodies are so heavy that they are capable of smashing through
buildings in unstoppable charges. Thickly armoured, Juggernauts
can withstand even the most concentrated small-arms fire and are
all but invulnerable to mundane melee weaponry. Their bulk is
useful for more than just protection, as a charge from a Juggernaut
has been known to topple tanks and decimate lines of infantry.
Juggernauts are fierce melee combatants, goring with their horns,
throwing their massive bodies violently to pulverise those around
them, and devouring the enemy with their wickedly toothy maw.
As constructs of Khorne, these beasts of the Blood God have been
inscribed with runes to nullify magic and, as such, are even more
resilient to the attacks of psykers and xenos witches.

Many a devotee of the Lord of the Skull Throne has sought

IERRREREER

Movement: 6/12/18/36 Wounds: 20
Armour: Natural Armour (6 All) Total TB: 10
Skills: Awareness (Per) +20.

Talents: Berserk Charge, Frenzy.

Traits: Bestial, Brutal Charge, Daemonic (+5), Dark Sight,
Fear (3), From Beyond, Deadly Natural Weapons, Natural
Armour (6), Quadruped, Size (Enormous), Unnatural Strength
(+5), Warp Instability.

Weapons: Horn and Hoof (1d10+10 I; Pen 2; Concussive [2]).
Daemonic Presence: All enemies within 10 metres of a
Juggernaut suffer —10 penalty to Willpower Tests.

Blood for the Blood God: Creatures of Khorne suffer
no penalties from gore and blood—all critical hit effects
involving gore and blood (such as requiring an Agility Test
not to fall over) do not apply to creatures of Khorne.
Furious Impact: Instead of performing a normal charge, the
Juggernaut may use Furious Impact. When using Furious Impact,
the Juggernaut moves its normal charge distance in a straight line
towards a single target. If the Juggernaut engages the target, that
target and anyone, friend or foe, within one metre of the original
target suffers 1d10+10 Impact Damage with the Concussive (2)
Quality. The target and any other targets hit by this attack may
make a Dodge Reaction as normal to avoid the damage. The
Juggernaut does not need to roll to hit in order to use Furious

to master a Juggernaut and to make it their daemonic steed.

\

Impact. Furious Impact may only be used once per combat.

PLAGUEBEARER

For some, the greatest terror is the failure of the mortal shell.
Decay, pestilence, and rot are constants in a galaxy populated
with an uncountable number of living souls. Life begets filth
and plague, and in a twisted mockery of this fact, it is human
life which begets the lesser daemons of the Lord of Flies. When
Nurgle’s ubiquitous Rot consumes the body of a human victim,
the soul is likewise consumed. This process brings into being
the wretched Plaguebearers. These one-eyed daemons appear as
frail, wasted human bodies with bloated stomachs, long gangling
arms, and broad mouths full of broken fangs and dripping with
infectious spittle. Their foreheads are peaked with a single
ivory horn, crusted with dried blood, mucus and pus. In their
gnarled hands, they carry thick, rusty cleavers and broad slashing
blades which they use on the battlefield to spread their virulent
infections. Surrounded by a thick cloud of enormous black flies,
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" they are a horrific foe, even from across the field of battle, as

their host buzzes with the wings of the flies and rumbling with
a dolorous dirge. The body of a Plaguebearer appears weak and
fragile, but their constant exposure to the vilest concoctions of
Nurgle’s cauldron has made them unnaturally resilient. Inured
to pain, ignorant of the idea of injury, they fight on, even
laughing at the sight of their own dismemberment.

The attitude of a Plaguebearer is often more frightening to
mortals than their appearance. They solemnly drudge along,
steady in the suffering and despair they cause. This is not some
sadistic pleasure, like that of Slaanesh, but rather a determined
appreciation of Nurgle’s genius, a devotion of his art and an
acknowledgment of eventual disintegration of all things. Their
wish to spread disease is driven by their wish to share their
Father's gifts with the galaxy. As they march, they chant out
the list of poxes, plagues, and pestilence their Father has created,
ever certain in their growing number and increasing virulence.

Plaguebearer (_Elite)
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Movement: 3/6/9/18 Wounds: 20
Armour: None Total TB: 10
Skills: Awareness (Per), Psyniscience (Per), Scholastic Lore
(Numerology) (Int), Speak Language (any one) (Int).
Talents: Crippling Strike.

Traits: Daemonic (+5), Dark Sight, Fear 3, From Beyond,
Natural Weapons, Unnatural Strength (+1), Warp Instability.
Weapons: Claws and teeth (1d10+7 R; Primitive (6), Tearing,
Toxic ) or Plague Sword (1d10+8 R, Pen 4, Balanced, Toxic [2]).
Infected Wounds: Whenever a target fails the Toxic Test
from a Plaguebearer’s attacks they also suffer 1d5 Toughness

Damage. This takes into account the Plague Sword’s rules
Vomit: As a Half Action, a Plaguebearer can vomit on o
victim within five metres. It must succeed on a Ballistic S=0
Test to hit its foe. The target may Dodge the spew but ==
not Parry it. On a successful hit, the vomit deals 1d10-7
Damage. If the attack would deal Critical Damage, the voms
deals 2d10 points of Toughness Damage.

Daemonic Presence: All enemies within 10 metres of =
Juggernaut suffer —10 penalty to Willpower Tests.

SCREAMER OF TZEENTCH

The winds of Chaos carry many dangers—mutation
madness, and corruption. Unfortunately for the teemmg
masses of mankind, their immense Imperium relies on thes
warp-winds for its very survival. Careful plotting of a rows=
through the warp is necessary to avoid the more well-knows
warp-storms. The Gellar fields present in all warp-capz=e
ships protect against most other daemonic dangers whice
the ship would likely encounter. There is always a hole =
even the best defence, however, a chink in any suit of armeos
The beasts known by the common voidman as sky-sharks ==
drawn to these holes like moths to a flame.

These sky-sharks, or Screamers, sail through the warp =
immense schools, seeking out warp-translated starships. ==
which they feed. Screamers look like nothing so much =
long-bodied manta rays with viciously barbed tails, fangzes
maws, and comet tails of scintillating light. The jaws of thes
daemonic creatures are strong enough to cut through even ==
thickest areas of a starship’s hull, though it is their instincrzz
cunning that makes them truly dangerous.

Occasionally, these beasts will be brought into real space =
devotees of their master and creator, Tzeentch, to serve on toe
battlefield or to act as twisted and dangerous hunting beasts. &=
combat, Screamers earn their moniker by projecting powerfe
screeches, stunning their foes and sewing panic amongst enem
forces. They capitalise on these moments of disruption to swoos
down into enemy ranks en masse, free from retaliation. Some
devotees of Tzeentch bind these swift beasts to serve them =
infernal mounts. Warping their graceful form, the magiciz=
stretches the creature’s warp-spawned flesh onto a frame o
wicked blades and burning steel. These daemonic construcs
are known as Discs of Tzeentch and provide their riders wit
incredible speed and manoeuvrability.
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Movement: 8/16/24/48
Armour: None

Skills: Awareness (Per) +20.
Traits: Daemonic (4), Fear 2, Flyer (8), From Beyond, Deadly
Natural Weapons (Warp Maw), Warp Instability.

Armour: None.

Weapons: Warp Maw (1d10+5 E; Pen 12; Felling [3] Razor
Sharp, Tearing).

Wounds: 15
Total TB: £




GREAT UNCLEAN ONE

While the other three gods of Chaos create powerful daemonic
subjects to serve them, fight for them, and lead their armies,
Grandfather Nurgle’s daemonic followers are his children, his
beloved family. Delighting in their successes and playfully
cajoling in their failure, the Father of Plagues is ever watchful of
his offspring, encouraging them to ever greater antics in his name.
As near-facsimiles of their putrid creator, the Great Unclean Ones
are bombastic abominations of infection and decay. Despite their
truly vile existence, Great Unclean Ones possess a near limitless
capacity for joviality and morbid joy at the horrors they inflict.
Wide, leering mouths filled with cracked, stained teeth dominate
their thick, squat heads crowned with broken, ichor-covered
antlers. Long, lolling tongues hang from their jaws, dripping
with infectious saliva. Their immense bodies, often towering
over a dozen meters, are rife with weeping sores and split flesh,
spilling their bowels about their bloated abdomens. As they heft
their colossal bulk about the battlefield, their fiery buboes split
to disgorge giggling Nurglings, who tumble down the folds of
their massive bellies.

Great Unclean Ones long ago became inured to pain, a result
of their abundant infections, plagues, and virulent sores. Their
truly massive size and their ability to withstand injury and
pain make them dangerous adversaries, as they can withstand
astounding amounts of damage before finally falling to the
attacks of their foes. These daemon-lords possess a hellish
prowess, which seems at odds with their bulk and squat
stature. They barrel into their enemies, laughing boisterously,
all the while laying about them with colossal rusty cleavers
and seven-headed flails. The thick cloud of flies which feast
at their open sores disrupt the attacks of their enemies and
spread the putrid diseases of their host. All the while, the
cooing Nurglings form a hideous vanguard for their Papa
and in a playful gesture do all they can to help spread their
Father’s beloved plagues to those nearest him.

Great Unclean Ones conduct the affairs of Nurgle with
tenacity and paternal guidance. They encourage their underlings
to revel in Nurgle's decay and pestilence, while jumping on
every chance to spread new plagues. When leading the armies
of the Father of Plagues, Great Unclean Ones fight with a
- good-natured joy that suggests they know that their cause will
ly win out. They may even be right, for there is only
e constant in the galaxy: decay.

Movement: 6/12/18/32 Wounds: 232
Armour: None Total TB: 22
Skills: Awareness (Per) +10, Command (Fel), Forbidden Lore
(Daemonology) (Int) +20, Intimidate (S) +20, Logic (Int),
Medicae (Int), Parry (WS), Psyniscience (Per) +20, Scrutiny
(Per), Survival (Per).

Talents: Crippling Strike, Crushing Blow, Demagogue, Disturbing
Voice, Hammer Blow, Hardy, Swift Attack, Takedown, Thunder
Charge, Unarmed Master.

Weapons: Giant Plaguesword (2d10+12 E, Pen 4, Balanced,
Toxic [4]).

Traits: Amphibious, Daemonic (+5), Dark-sight, Fear (4),
From Beyond, Regeneration (5), Size (Immense), Sturdy,
Unnatural Strength (+5), Unnatural Toughness (+10), The
Stuff of Nightmares.

Daemonic Presence: All enemies within 20 metres of a Great
Unclean One suffer—10 penalty to Willpower Tests and Toughness
Tests (not, however, an enemy's Toughness Characteristic).
Touched By Nurgle: The Great Unclean One may use
any Nurgle Psychic Power and passes the Focus Power Test
automatically with 1d5 Degrees of Success. He counts as
having a Psy Rating of 7.

e

Lorp oF CHANGE

Constant change, mutation, and evolution are the physical
hallmarks of the servants of Tzeentch. These beings, beholden
to the God of ambition, magic and knowledge, rarely rest in
any single form for long. They exist in an eternal struggle
for perfection through change. For most, it is a material
perfection they seek. For those truly devoted to the ways of
Tzeentch, physical perfection comes as a distant second to
mental and metaphysical perfection. Among all his servants,
the Lords of Change have most closely attained this wholly
unattainable notion of perfection. Beings of overwhelming
mental acumen, commanding awe-inspiring magical powers
and possessed of peerless skills of manipulation and decei,
the Lords of Change are rightly feared throughout the galaxy.
Their reputation for twisting the ambitions of men and alien
into contorted monuments of perversion is enough to drive
even the most humble agent to paranoia and suspicion.

In realspace, these creatures appear as towering beings with
gangling limbs, vast feathered wings, and a hook-beaked head
resting on a long, crooked neck. Their hunched shoulders are
often draped with what looks like the robes of a high priest or
a court wizard from ages long-past. Their bent, bird-like legs
are scaly and end in vicious talons; their lank arms terminate in
broad, clawed hands. Their enormous wings sprout from their
shoulders and are of an indeterminate colour, seeming to change
their hue and tone with each passing second. Most Lords of
Change carry long ceremonial staves, which they use to channel
their considerable psychic power. These powerful daemonic
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servants of Tzeentch carry themselves with a regal grace, though

when driven to action their savagery is remarkable.

Few beings in the galaxy can claim to possess greater stores
of knowledge than a Lord of Change, and this holds true on
the battlefield as well. The greater daemons of Tzeentch craft
strategies and tactics as though battles were game-boards and
their forces were merely pieces. They utilise their great magic
to steer the flow of battle and bolster their own forces as well
as to annihilate their enemies. The battle plans of these beings
of supernatural genius seem to script the engagements as much
as anticipate possible events. Should a Lord of Change be
confronted with a being with psychic powers comparable to its
own, it is not unheard of for the greater daemons of Tzeentch
to wade into close-quarters combat. Their incredible reach
and sharp talons are the match of most mortals should these
powerful psykers ever resort to such a confrontation.

One ASter)—am,
WS|BS| S| T |Ag|Int]Per|WP|Fe|lIn

f
l54 63| 45 l33l54l99 72l81l4 sls ol
Y VY Y Y

Movement: 5/10/15/30 Wounds: 180
Armour: None Total TB: 16
Skills: Awareness (Per), Command (Fel)+20, Commerce
(Int), Common Lore (All) (Int) +20, Deceive (Fel)+20,
Dodge (Ag), Forbidden Lore (All) (Int)+20, Inquiry (Fel)+10,
Interrogation (WP)+10, Intimidate (S), Logic (Int)+20,
Linguistics (Int)+20, Medicae (Int), Parry (WS), Psyniscience
(Per), Scholastic Lore (All) (Int)+20, Scrutiny (Per)+20.
Talents: Combat Master, Resistance (Psychic Powers) Swift
Attack, Strong Minded.

Traits: Daemonic (+5), Dark-sight, Fear (4), Flyer (5),
From Beyond, Sturdy, Unnatural Strength (+12), Unnatural
Toughness (+5), The Stuff of Nightmares.

Master of Plotters: All Daemons of Tzeentch are master
schemers, their very essence a primal form of deceit
and treachery, and the Lords of Change are the greatest
masterminds of all. No matter the circumstances, a Lord of
Change always has a plan. Once per session, the Lord of
Change may add a number of Degrees of Success equal to his
Intelligence Bonus to any one Test.

Supreme Sorcerer: The Lord of Change may activate any
Tzeentch or Unaligned Power; he passes the Focus Power
Test automatically with 1d5 Degrees of Success. He counts as
having a Psy Rating of 9.

Weaver of Fates: Lord of Change can turn its gaze upon a mortal
and alter their fate. Once per round, as a Reaction, the Lord of
Change may force a target to pass a Challenging (+0) Agility
or Challenging (+0) Willpower Test. If the target fails, it must
immediately spend an Infamy Point as the Lord of Change sees
fit. The target may be forced to heal themselves, reroll a failed
Test or any other use they could normally make.

Daemonic Presence: All enemies within 20 metres of a
Great Unclean One suffer —20 penalty to Willpower Tests.

DAEMON PRINCES

While the majority of daemons are created from nothingses
by one of the gods of Chaos, or spring forth from the chass
stuff of the warp unbidden, there are rare instances whes &
mortal is granted the gift of infernal immortality and formes
into the vilest of abominations. These terrifying entities
examples of the worst mankind is capable of, are raised abows
the more common daemons and placed in positions of poswe
by their patron deity. Earning the favour of the Dark Powes
is no small task and the rewards for such deeds are rare
pleasant and are deadly as often as not. With each heinces
act the mortal is granted a single gift. In time, these blessines
either elevate the devotee to power or crush him under &
weight of mutation and madness. Few have the willpower =
withstand the overwhelming blessings of the Chaos gods, &=
those who do are horrors beyond mortal understanding.
Some daemon princes rise to power through military mighe
laying waste to the forces of the Imperium one planet at a time
Others are master corruptors, twisting entire systems to the swa
of the dark gods. Still others spread malignant corruption, bos
physical and spiritual, to topple the most hardy souls. The mos
well known of the daemon princes are the Primarchs of e
traitor legions from the time of the Horus Heresy. These god-lis=
beings were the best of mankind and yet they turned to the w==
of Chaos. Those that remain lord over daemon worlds in =
Eye of Terror to this day and their power is feared by all an=
jealously coveted by only the foolish. Whatever their methocs
these masterminds, generals, and butchers represent the greates
achievement of the supplicants of Chaos, e
highest form to which a devotee can aspize
There is no standard form of a daemos
prince, as each is a monster tru
and thankfully unique to the




AX’SENAEA THE THRICE-POSSESSED, THE
ExecuTrRIX PRIMARIS OF LAODOMIDA

Few beings in the Screaming Vortex can claim to have
impressed the Lord of Dark Delights with their conceit,
their vanity, and their hubris. Those who do typically earn
the jealousy of Slaanesh, not admiration, as such things are
beneath the god of indulgence and self-obsession. However,
one being caught the eye of Slaanesh and received a nod
of true admiration. In her struggle for self-perfection and
vainglory, Ax’senaea, called the Thrice-Possessed, damned
her people to eternal anguish and impressed even the
Prince of Excess.

Long before the days of the Angevin Crusade, while the
Calixis sector languished beyond Imperial control, the planet
of Laodomida spun its lazy orbit around a star in what is now
the Drusus Marches. A system far from any other, Laodomida
was an isolated place of planetary intrigue and politics. A
world consumed with its own extravagance, the intrigues of
the ruling class were usually harmless enough, occasionally
devolving into dynastic assassinations and scandals, but rarely
all-out warfare. Into this world was born Ax'senaea, last born
child of a minor noble family.

By her third decade, the woman who would end her world
had spent her entire life among the courts and war-rooms of
her powerful kin. Oft-ignored in favour of her more aggressive
siblings, Ax'senaea was left to turn inward and ponder the darkest
regions of her own soul. Seeing her position, forgotten among
her rivals, as little more than a matter for self-improvement,
Ax’senaea quickly rose to power by mercilessly removing her
competition. In only a few years she had decimated her dynasty
and seized control, while keeping its holdings intact. It was not
enough for the newly-minted Executrix Primaris, though—she
still had too little control over her world, her own psyche.

Believing them to be manifestations of her own skills
and knowledge, she collected a court of learned sages and
strategists, putting each to death after she mastered their
knowledge. Among these men was a secret sorcerer of Chaos.
Hoping that it would end in her death, the sorcerer taught
Axsenaea the process by which to bind a powerful servant of
Slaanesh to her own soul. His plan—that the despotic woman
could not hope to command such a creature—was foiled by
her overwhelming will and self-obsession. Though the ritual
was long and exhausting, Ax’senaea was able to crush the
daemonic entity beneath the weight of her indomitable will.

Now possessed of the power of a Keeper of Secrets, the
vain woman murdered the sorcerer and slew the remainder of
her cabinet. She used her newly acquired warp-sorcery to exert
more direct control over her subjects and her enemies, twisting
their minds to her will, driving them mad with desire or jealousy,
or eviscerating them with a thought. She continued to abuse
the daemon within her for decades, draining its essence to fuel
her ambitions and maintain her youth until she consumed its
power, banishing it back into the Warp and binding a new
Keeper of Secrets within.

Over the following century she consumed a second and
third daemon entirely, and plunged her world into utter chaos
- and conflict. She corrupted the souls of the ruling class the
- over and spurred the populace to acts of subservience

and adoration, sacrifice and murder, all so that she might prove
the control she had over what she saw as her own psyche, her
own body and mind. When her world was entirely under
her own control, she spread to the other in-system planets,
conquering, dominating, and commanding the countless
billions touched by her influence. When the third daemon-
soul withered and vanished within her, Ax'senaea performed
the ritual yet again, hoping to devour the power of a fourth
greater daemon. It was then that Slaanesh granted the woman
daemonhood, both out of disdain for his most powerful
servants and in adoration of the woman who had twisted the
minds and souls of billions with her dark perfection.

Pulled into the warp by the possessive jealousy of
Ax'senaea herself, its puppet-populace living out her every
wicked excess, Laodomida now spins aimlessly through the
warp, a world re-formed daily by the fickle whims of its insane
mistress. Despite the gifts of the Prince of Pleasure, Ax’senaea
remains mad, consumed by her own self-obsession and
solipsism. Her deranged mind has now turned to the beings
of the warp, and to her mad eyes they are simply rebellious
aspects of her nature, needing to be controlled as much as any
world in realspace.
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Movement: 14/28/56/112 Wounds: 105
Armour: Flesh-fused Power Armour (8 All but Head)

Total TB: 14

Skills: Athletics (S), Dodge (Ag) +10, Intimidate (S) +10,
Parry (WS), Survival (Per).

Talents: Ambidextrous, Combat Master, Die Hard, Disturbing
Voice, Hard Target, Iron Jaw, Leap Up, Lightning Attack, Lightning
Reflexes, Preternatural Speed, Psy Rating (6), Swift Attack.
Traits: Daemonic (+3), Dark Sight, Deadly Natural Weapons,
Fear (3), Size (6), Unnatural Agility (+4), Unnatural Strength
(+6), Unnatural Toughness (+5), Warp Instability.

Weapons: Claws (2d10+8 R, Pen 0; Tearing), Whip of Perverse
Agony (1d10+8 R; Pen 3; Flexible, Razor Sharp, Special®).
Favoured by Slaanesh: Ax’senaea has access to any Slaanesh
psychic power, and may use them as a Daemonic psyker.
Subjugation at First Sight: Anyone who looks upon
Ax’senaea is so taken with her majesty that they must defend
her. Anyone who looks upon her must make an Easy (+20)
Willpower Test or be unable to move as they stare upon
Ax’senaea in dumbstruck awe. If they fail by more than two
degrees of failure, they immediately move to defend Ax'senaea
against any attackers. When attempting to fight Ax’senaea, it
is advisable that one keep their eyes closed.

FThe Whip of Perverse Agony makes Lightning Attacks at a +10
bonus, rather than a —10 penalty. Ax 'senaea may make melee attacks
against anyone within 3 meters using the whip.
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HERETICS

Among the masses of mankind there are those desperate
enough, power hungry enough, or hopeless enough to turn
away from all they are taught and beseech the Dark Powers
for aid and succour. Many do so without ever realising the
import of their actions, knowing little to nothing of the
forces with which they truck. Others face the darkness with
open eyes, fully aware of what they do and embracing their
corruption. Indeed, there are even those who were touched by
Chaos before they were even born, brought into the galaxy
bearing the malignant mark of the warp.

Mankind as a whole fears these men and women and declares
them traitors and heretics. Hunted by the Imperium and reviled
by the masses of humanity, many of those who embrace Chaos
shroud themselves in secrecy and deceit while others rise up
against the forces of the Imperium and lead great rebellions and
revolutions throughout human controlled space. Still others seek
out the maddening tumult of the warp, so they might serve their
gods directly. Only a rare few achieve greatness in the service of
the Chaos gods, but those who do are beings to be feared. These
power-hungry individuals are willing to do anything or sacrifice
anyone to attain their goals and please their dark masters.

CuLr ZEALOT
The lowliest of mortal worshippers of the Chaos gods, but
also the most numerous, are the members of the secretive
cults throughout the Imperium. Found among nearly every
strata of Imperial society, few suspect their true motivations.
These wretched cowards embrace the darkness inwardly
while performing the duties of their regular life unchanged,
refusing to make their twisted faith known for fear of torture
and death. When discovered, their true devotion exposed for
all to see, these vile souls are driven mad by the prospect of
the purge which awaits them, doing whatever it takes to flee if
possible or, if not, to silence those who know their secret.
Coming as they do from nearly any level of Imperial station,
cultists bring a variety of arms to bear. When confronted
directly, they use whatever they have at their disposal to protect
themselves and fulfil the will of their gods. Many cultists
possess a fanatical devotion to their patron deity and would
rather sacrifice themselves than see their master’s plans foiled.

Cult Zealot (Troop)
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Movement: 2/4/6/12 Wounds: 8
Armour: Flak Vest (3 Chest) Total TB: 3
Skills: Deceive (Fel), Forbidden Lore (Daemonology) (Int),
Forbidden Lore (Heresy) (Int), Intimidate (S).

Talents: Double Team, Unremarkable.

Weapons: Makeshift Sword (1d10+2 R; Pen 0; Unbalanced),
Stub Automatic (Psitol; 30m; 1d10+3 1, Pen 0, S/3/-, Clip
9, Reload Full).

Gear: Small Charm, cheap clothes or unwashed robes, 2 clips.

MUTANT DEVOTEE

Despite their best efforts, the powers of the Imperium ==
unable to curb the forces of Chaos from acting on the mass
of humanity. Throughout the whole of humankind, twis==
creatures exist, the result of Chaos’ manipulations. Prima==
found in the lower levels of Imperial society, these mutants sceae
by in an existence both reviled and tenuous. Many such “rwis=
as they are often called by their betters, embrace their warpes
form, believing themselves true children of Chaos and deves=g
themselves to the will of the dark gods out of desperation ===
despair. Many cults and traitor militia include mutants sucs =
these, filling out the rank and file, as well as being utilised =
shock troopers thanks to their hearty and resilient forms.

with twisted and malformed limbs and visages, though so=e
are truly horrific beings, blessed with the worst mutatio=s
the nightmare intelligence of the warp can offer. These
creatures might possess snapping claws, thickened, chitinos
hides, vestigial limbs and eyes, lashing, venomous tails ===
tongues, or worse. Rhyme and reason play no part in &
shaping of these wretched creatures and the possible for=s
are limitless. Many bear arms in the service of their maste=
though without exception these are makeshift and shoddw

Mutant Devotee (Troop) /
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Movement: 2/4/6/12 Wounds: 12
Armour: Tough Hide (2 All) Total TB: =
Skills: Forbidden Lore (Daemonology) (Int), Forbidden Lo
(Heresy) (Int), Intimidate (S), Parry (WS).

Talents: Frenzy, Lightning Attack”

Traits: Natural Weapons, Natural Armour (2 All), Unnatur=
Toughness (+2).

Weapons: Chitinous Appendage (1d10+6 [; Pen O; Primitive
[9]) or Venamous Barb (1d10+4 R; Pen 3; Primitive [&
Toxic), Shoddy Shotgun (Basic; 20m; S/—/— 1d10+4 [; Pe=
0; Clip 6; Reload Full; Innacurate; Scatter, Unreliable).

Gear: Foul meat, fouled clothing, rope belt, 2d10 shotgun shells
7-Note that a Mutant Devotee may not make a Swift Attack.

CURSED ORACLE

The gods of Chaos are unpredictable with their gifts, and while
some may seem the greatest of blessings, their reality may be 2
foul curse. It is well known that psykers possess abilities which
both allow them access to the powers of the warp and put both
their soul and sanity at risk. Occasionally, a chaos psyker will be
given a truly magnificent gift, but one few mortals are capable
of handling—glimpses into the strands of future fate. Such
knowledge can unravel even the strongest mind and those blessed
with this gift are often driven mad by it. Despite this, their insane
mutterings come to pass with relative frequency and few can deny
the power of their knowledge. If discovered by a more powerful
source, these babbling mystics are often made into advisers :
their powers channelled to direct the actions of their new |




In addition to their foresight, being so blessedly open a vessel
to the powers of Chaos grants these oracles impressive psychic
abilities. In the rare case that an oracle masters his visions without
being driven mad, they are a truly fearsome force, utilising their
psychic powers to direct the course of entire empires.

Cursed Oracle (Elite)
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Movement: 2/4/6/12 Wounds: 12
Armour: Reinforced Robes (3 All but Head) — Total TB: 3
Skills: Forbidden Lore (Daemonology, Heresy) (Int),
Intimidate (S), Parry (WS), Psyniscience (WP) +10.

Talents: Psy Rating 4, Strong Minded, Warp Sense.
Weapons: Sword (1d10+3 R, Pen 0).
Psychic Powers: Doombolt, Precognition,
Dodge, Glimpse.

Precognitive

FALLEN DEMAGOGUE
Among the teeming masses of the Imperium, it is the rare man
who walks a lighted path. Ignorance is a virtue and knowledge
only breeds doubt. For citizens of the Imperium, the words of
a powerful orator are worth far more than enlightenment and
whole crusades have begun on the passionate words of a blazing
zealot. That the populace of the Imperium is so easily swayed by
such speeches is both a blessing and a curse, for such zealotry can
easily be turned against mankind. When a great persuader of men
falls from his standing within the Imperium to the worship of the
dark powers, he becomes a powerful force for his new masters,
fomenting rebellion and sedition throughout entire systems.
When bolstered by the powers of Chaos, these agitators become
forces of change, infecting the minds of their listeners with visions
of glorious anarchy and destruction. Demagogues command the
fanatical loyalty of dozens, if not thousands, of devotees, each
of whom would rush headlong into the flame should he merely
suggest it. This level of control can be far more dangerous than
even the most powerful weaponry or sorcery, and few of the great
rebellions and heresies throughout Imperial history have come to
pass without the igniting spark of such instigators. However, only
the most cunning agitators can provoke the masses from behind
the scenes, inspiring chaos and rebellion in their followers while
remaining hidden from the burning gaze of the Inquisition.

Fallen Demagogue {'Mastex}a. :
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Movement: 3/6/9/18 Wounds: 35
Armour: Xenos Mesh (4 all) Total TB: 4
Skills: Awareness (Per), Commerce (Fel) +10, Charm +20,
Command (Fel)+20, Common Lore (Daemonology, The
~ Warp) (Int), Dodge (Ag), Intimidate (S) +10, Interrogation
m,pplo Parry (WS).

Talents: Air of Authority. Demagogue, Inspire Wrath, Hatred (Any)
Traits: Unnatural Fellowship (+3), Fear (1).

Weapons: Xenos Altered Pistol (Pistol; 30m; S/3/—
1d10+5 E; Pen 4; Clip 20; Reload 2Full), Barbed Neural
Whip (1d10+5; Pen 4; Flexible, Shocking, Tearing).

Gear: 1d10x1000 Thrones, heretical tracts, countless
followers, 3 clips for pistol.

My Dear Child: The Fallen Demagogue commands followers
with unswerving loyalty, their obedience assured unto death. The
Fallen Demagogue may gently rebuke those under his command
with but a word, causing 1 Wound to each (roll once for all those
affected, Hordes suffer 1d5 Magnitude damage instead). Those
so rebuked are immune to Fear (3) and lower, and Pinning.
Defend Me!: Whenever the Fallen Demagogue is targeted by a
ranged attack, he may make a Challenging (+0) Fellowship
Test. On a success, one ally within 3 metres moves up to 3
metres to intercept the attack and becomes the target instead.
Minions: The Fallen Demagogue is always accompanied by
1d10+10 Mutant Devotees or equivalent Troops, as well as a
Magnitude 50 Horde of Cult Zealots. The GM may provide
more competent minions as the situation warrants.

APOSTATE PARAGON

A fiery demagogue might turn the hearts of men from the
commands of their masters and a powerful witch might wreak
havoc throughout an entire system, but there are few men more
able to demoralise an entire people than a hero turned traitor.
The Imperium has its fair share of heroes—fighting men
and women whose grit and daring have foiled evil, crushed
rebellion, and spread the dominion of man through the stars.
Stories of such figures are told throughout the Imperium, and
local heroes gain the stature of saints among the people of
their system. These heroes are often said to be without flaw,
peerless in their devotion to mankind and above reproach.
Despite the stories of their heroics, all men have weaknesses;
all men have desires and dark dreams, It is just these sorts of
men whom the powers of Chaos most enjoy preying upon,
twisting their sense of pride and self-aggrandisement until
they are little more than slaves to their own jealous ambitions.
Figures such as Horus and Goge Vandire still stand in the
minds of the populace, sewing doubt and paranoia to counter
the hope and faith in such heroes.

Prior to their fall, figures of such reputation and standing
are afforded every luxury. When they finally turn on their one-
time allies, they often bring the full might of those resources
to bear, wielding mighty weaponry and armour against their
new foes. These paragons of war match skill and armament
with the gifts granted them by their new masters.

Apostate Paragon (M-alstt.-*:r-.)..a--«_r.L v

nt Trec Twe T et
sﬁswssa u&ogﬂ SR

Movement:4/8/12/24 Wounds: 35
Armour: Light Power Armour (7 All) Total TB: 5
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(Fel) +30, Dodge (Ag), Intimidate (S) +20, Parry (WS) +20,
Survival (Per).

Talents: Blademaster, Combat Master, Crippling Strike,
Crushing Blow, Swift Attack.

Traits: Unnatural Strength (2), Unnatural Toughness (1),
Unnatural Weapon Skill (2)

Weapons: Chainglaive (1d10+12 R, Pen 5, Tearing),
Bolter (Basic; 100m; S/3/— 1d10+5 X; Pen 4; Clip 24;
Reload Full; Tearing)

Gear: 5 bolter clips, any items of Extremely Rare scarcity or
lower, as appropriate to the character. May possess a voidship.

TECH-ASSASSINS

The tools of war crafted by the Adeptus Mechanicus vary
wildly, including such extremes as tiny weapons the size of a
single finger to massive Ordinatus engines capable of levelling
entire mountains. Those Magi who have turned their backs
upon the orthodox Cult Mechanicus are often even more
inventive. The designs of these traitor tech-heretics often create
bizarre fusions of technology and the corruptive energies of
the warp. In the Screaming Vortex, one such invention is the
Tech-Assassin. No two Tech-Assassins are alike; each one is
an individual hand-crafted masterpiece, tuned and optimized
for a particular style of murder. Because of their specialised
nature, Tech-Assassins are subtle but significant factors on the
battlefield. They scout ahead of the main force, ghosting into
an enemy position to remove an important leader or sabotage
a vital resource.

On the half-world of the Hollows, the Dark Magos known
only as the Exospectre has spent centuries perfecting his
preferred weapon of choice: the Maestro pattern Tech-Assassin.
These swift and lethal servants are his most fiendish designs
and are armed with all manner of unspeakably lethal weapons.

Maestro pattern Tech-Assassins are gaunt, spindly creatures,
swathed in ragged robes and notable for the cruel gleam of
their tripartite hunter-optics from beneath their hoods. Far
more autonomous and capable than any servitor, Tech-
Assassins ceaselessly hunt their prey once on the trail of their
assigned target. A Tech-Assassin may lie in wait for weeks at a
time, patiently motionless, until the chosen enemy is detected
by inbuilt augur arrays. Only then does the creature explode
into motion, its robes flaring like the wings of a raptor as it
stoops to the strike. Gravity plates allow the Tech-Assassin to
move effortlessly over nearly any terrain. Its torso contains a
powerful quantum field generator that shrouds the creature from
detection, confounding tech-sensors and confusing the naked
eye with shifting patterns that blend with its surroundings.

The Maestro pattern’s hands contain a series of serrated,
retractable power-blades and it is usually equipped with an MIU-
linked shoulder-mounted hellgun. However, the most dangerous
weapon employed by the Maestro pattern is the tesseract bomb.
When activated, this devastating weapon shunts a portion of its
surroundings into a pocket dimension, violently disrupting the
molecular structure of anything caught in the blast.

In addition, the Exospectre commonly installs a command
circuit into the Maestro pattern and accompanies it with a
pack of hell-constructs named Velocireapers. These beast-like
creatures are a form of lobo-chipped servitor, built around

% [ S|
AT

a sophisticated sentinel array and armed with razor-sharp

fangs and claws. Savage and feral, the Velocireapers must be

precisely controlled by the Tech-Assassin’s command circuiz
lest they frenzy and attack anyone nearby.

Tech-Assassin (Master) st -
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Movement: 6/12/18/36 Wounds: 35
Armour: Machine Trait (6 All) Total TB: 8
Skills: Acrobatics (Ag) +20, Athletics (S) +20, Awareness
(Per) +20, Common Lore (Tech, War) (Int), Dodge (Ag)
+20, Forbidden Lore (Adeptus Mechanicus, the Warp) (Int),
Interrogation (WP), Logic (Int), Linguistics (Techna-lingua)
(Int), Navigation (Surface) (Int), Operate (Aeronautica) (Ag),
Parry (WS), Scrutiny (Per), Security (Int) +10, Stealth (Ag)
+20, Survival (Per) +10, Tech-Use (Int) +20.

Talents: Ambidextrous, Assassin Strike, Blade Dancer, Cold
Hearted, Combat Master, Deadeye Shot, Disturbing Voice,
Hard Target, Leap Up, Lightning Attack, Lightning Reflexes,
Rapid Reaction, Step Aside, Swift Attack, Total Recall, Two-
Weapon Wielder (Melee), Whirlwind of Death.

Traits: Dark-sight, Fear 1 (Disturbing), Hoverer (6), Machine
(6), Mechanicus Implants, Unnatural Strength (+4), ].[nnatural’ 5
Toughness (+4). ' ¢
Armour: None (All 6).




IneaMY, FATE PoINTS, AND NON-HERETICS

In previous Warhammer 40,000 Roleplay games, the role of Infamy Points was taken by a similar mechanic called Fate Points.
In Brack CRUSADE, certain Imperial Characters do possess Infamy Characteristics (they are infamous to the Heretics, if nothing

else!). However, instead of Infamy Points, they have Fate Points, signs of the God-Emperor’s blessing. These work mechanically

the same as Infamy Points, and may be used as if they were Infamy Points at level 2 (providing the +1 Degree of Suc:

, 1d5+1

wounds, or re-roll failed Tests). In addition, NPCs with Fate Points may permanently lose one Fate Point (rather than burn

Infamy) to survive otherwise deadly situations

Ineamy FOR NPCs

although GMs should be wary of using this if it doesn't fit the plot!

Certain powerful NPCs possess Infamy, representing their particularly potent abilities and dread reputations. An NPC
with Infamy has Infamy Points equal to his Infamy Bonus, and may be used as if they were Infamy Points at Level 2.

Weapons: Two Implanted power-blades (1d10-+8 E; Pen
8; Balanced, Power Field), MIU-linked shoulder-mounted
hellgun (Basic; 50m; S/ 2/— 1d10+4 E; Pen 7; Clip 40;
Reload Full; Reliable, Tearing), Tesseract Bomb (Thrown;
24m: S/—/—; 4d10+6 E; Pen 6; Clip — Reload —; Blast [5],
Concussive [2], Crippling [1d5]).

Cybernetics: Black blood, blade-tines, embedded auspex,
interface port, flesh replenishment.

Gear: Ragged robes, multi-key, bandolier with three tesseract
bombs, 1d5+2 Velocireapers, 4 clips for Hellgun.

Quantum Field: The quantum field makes the Tech-Assassin
difficult to locate or target for ranged fire. The Tech-Assassin
gains a +20 bonus to all Stealth Tests and may make a Stealth
Test even whilst being directly observed. In addition, all
ranged attacks against the Tech-assassin suffer a -20 penalty.

Velocireaper (Elite)
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Movement: 10/20/30/60 Wounds: 20

Armour: Machine Trait (4 All) Total TB: 6

Skills: Athletics (S) +20, Awareness (Per) +20, Dodge (Ag)

+30, Stealth (Ag) +20, Survival (Per) +20.

Talents: Assassin Strike, Hard Target, Lightning Reflexes,

Swift Attack.

Traits: Bestial, Blind, Deadly Natural Weapons (Fangs and

Claws), Quadruped, Machine (4), Unnatural Toughness (2).
Armour: None (All 4).
Weapons: Fangs and claws (1d10+5 R; Pen 4; Razor Sharp).
Hollows Pattern Sentinel Array: This device allows the user
to “se¢” in all directions, and may detect targets through walls,
undergrowth, trees, or other obstructions, or in darkness or other
conditions when normal sight would be obscured. Solid walls
at least one metre thick (and without openings) block the Array.
This counteracts the Blind Trait, but the Array may be targeted
with a Called Shot Action. If the Called Shot hits and deals
damage, the Velocireaper reverts to being blind.

The user may also use the array to “lock on” to a specific target
as a Half Action (or he may load a specific bio-metric readout
into the Array beforehand, in which case the Array locks on

.~ automatically). The Array may track that target up to 100 metres

FORCES OF THE
[MPERIUIT

“Long have the snivelling masses of mankind confounded our plans.
Not today, my friends. Today the teeming billions of this world will
be our instrument of victory!”

—Greval Truchalt, Cult Magos.

he Imperium of man is a behemoth of human achievement.

The teeming hordes of mankind are so vast that it can

appear that the xenos races and devotees of Chaos border
extinction by comparison. Due to their numbers alone, mankind
is a grave threat to the plots of the denizens of the warp. The
forces arrayed against the acolytes of Chaos run the gamut from
lowly civilian to mighty Grey Knight and the agents of the Dark
Powers are beset on all sides within the Imperium.

ADMINISTRATUM ADEPT

A galactic empire as vast as the Imperium of Man is not a simple
thing to manage. The Administratum exists on nearly all of
the billions of planets under Imperial control, collecting taxes,
managing resources, and conducting near-infinite number of
other administrative duties each world requires for support and
inclusion in the Imperial whole. For these tasks, there are hundreds
of thousands of adepts in the employ of the Administratum on
each planet. These adepts are largely collectors and counters and
certainly not warriors. When confronted with violence, flight
and panic are the most common response.

Administratum Adept(Troophs. -
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Movement: 2/4/6/12 Wounds: 5

Armour: None Total TB: 3

Skills: Awareness (Per), Common Lore (Imperium) (Int),

Linguistics (Int)+ 10, Trade (any one).

Talents: None.

Weapons: Unarmed (1d5-1 I; Pen 0).

Gear: Robes, data-slate, 1d5 Thrones, auto-quill, parchment.
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IMPERIAL GUARDSMAN

The largest military force in the Imperium, spanning the
breadth of human-space, is the Imperial Guard. This behemoth
of manpower and military might is responsible for countless
military victories throughout the centuries. Employing massed
infantry, armoured companies of battle tanks, and barrages of
artillery, the Imperial Guard is deployed to grind the enemies
of man out of existence. The Imperial Guard is not a precision
military instrument; it is a blunt hammer with which the
Adeptus Terra crushes its foes. The sheer numbers involved in
an Imperial Guard engagement are often staggering, hundreds
of thousands of soldiers and support personnel directed to one
purpose in any given theatre of war.

Most Guardsmen are soldiers trained with a baseline of
combat skills, though veterans of even a single campaign
are treated with incredible respect by their peers. Many
Guardsman platoons are made up of citizen-conscripts or
even penal world inmates sentenced to years of service for
their crimes. All told, the average Guardsman is a mediocre
soldier at best, armed with the common lasgun or autogun
and armoured in inexpensive flak armour. Their training
affords them the bare minimum in battlefield manoeuvres and
coordination, though when faced en masse, this is usually all
that is needed for victory.
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Movement: 3/6/9/18
Armour: Guard Flak Armour (4 All)

Wounds: 10
Total TB: 3
Skills: Awareness (Per), Athletics (S), Common Lore
(Imperium, War) (Int), Dodge (Ag), Operate (Ground) (Ag),
Speak Language (Low Gothic) (Int), Stealth (Ag).

Talents: Nerves of Steel, Rapid Reload, Takedown.
Weapons: Guard Issue Lasgun (Basic; 100m; S/3/—;
1d10+3 E; Pen 0; Clip 60; Reload Full, Variable Setting),
Combat Knife (1d5+3; Pen 0), 3 Frag Grenades (Thrown;
9m; S/—/— 2d10 X; Pen 0; Clip 1; Reload —; Blast [3]).
Gear: Guard Uniform, micro-bead, respirator, 4 clips for
lasgun, Imperial Infantryman’s Uplifting Primer.

Bounty HUNTER

The members of the Inquisition guard their secrets jealously for
fear that the knowledge of what horrors they face may corrupt
the hearts and distort the minds of lesser men. Despite this,
there are those who have seen the darkness and faced corruption
willingly and come out the other side unscathed. The threats
faced by the Calixian Inquisition are beyond counting and
there are vast stretches of void where the official agents of the
Inquisition hold no sway. There comes a time when the services
of such men is needed for the safety of the masses. When a
rogue psyker or fugitive heretic flees the bounds of Imperial
space into the frontier regions of the galaxy, the agents of the
Calixian Inquisition, few as they are, are likely to employ an
experienced bounty hunter to retrieve them.

There are a near-infinite variety of Bounty Hunters in &%
galaxy, from cold-hearted individuals who work only for Throse
and kill anyone who stands in their way, to doughty and refizs
veterans who behave according to their own code of honour. Th=
work for an equally varied assortment of clients, from the Impe=a
Adeptus and planetary nobles to merchant factors and even e
agents. However, to be successful in a dangerous profession, ca=
must have proven themselves capable of dangerous and potenzats
fatal tasks. The bounty hunters employed by the Ordo Caus
are often reliable and resolute, willing to use whatever mez=s
methods, and tactics necessary to recover their prey and b
them to the fearsome punishments of their Inquisitorial mases
within the Tricorn Palace on Scintilla. Existing on the fringes &
Imperial law, bounty hunters of this sort may possess strange ame
fantastic technology, sometimes even of xenos origin. It is for &5
reason that the services of such men are typically employes =
those Inquisitors of a more radical bent.

Fel
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Movement: 4/8/12/24 Wounds: * ¢
Armour: Light Carapace (5 All) Total TB: =
Skills: Awareness (Per) +10, Common Lore (Imperium) (I==
Concealment (Ag), Dodge (Ag)+20, Drive (Ground Vehicis
(Ag), Inquiry (Fel), Interrogation (WP), Intimidate (S) —1°

Medicae (Int), Parry (WS) +20, Security (Ag), Shadowing
(Ag), Silent Move (Ag), Speak Language (Low Gothic) (f==

Tracking (Int).

Talents: Deadeye Shot, Disarm, Hip Shooting, Quick Dr=+

Marksman, Nerves of Steel, Rapid Reaction, Sharpshoo=
Swift Attack, Takedown, Unarmed Warrior.

Weapons: Chainsword (1d10+6 R; Pen 2; Balances
Tearing), Semi-Auto Hand Cannon with amputator rounc
(Pistol, 35m; S/2/—; 1d10+6 [; Pen 2; Clip 8; Reload 2 Fu

or Splinter Rifle (Basic; 60m; S/3/5; 1d10+2 R; Pen 3; Ciz
200; Reload 2 Full; Toxic [4]), 3 Stun Grenades (Throw=
12m; S/~/—; —; Blast [3], Concussive [2]).
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Gear: 3 clips for ranged weapon, respirator, manacles, data
slate of bounties, Good Craftsmanship bionic eye.

Low Blow: Bounty Hunters are practiced in hitting their
opponents in their vitals. Whenever they make a Called
Shot Attack, their attack gains the Razor Sharp and Tearing
. Qualities (if it didn't have them already).

GREeY KNIGHT
As the Space Marines are angels of death, ready to face any threat
to mankind, the Grey Knights are the shining paladins who
defend the Imperium against the daemon, the stalwart bulwark
against the darkness of the warp. Selected from only the most
= promising psykers taken by the Black Ships of the Inquisition,
' the Grey Knights are Space Marines said to have received their
_ geneseed directly from the Emperor himself. Each is a holy
¥ warrior and psyker as far beyond the Space Marines as those
mighty warriors are beyond mankind. To the common man, the
Grey Knights are beyond legend, no folk tales are told to ease the
cares of a fearful populace. Few ever have the chance to witness
these mythic figures in the flesh and fewer still live to tell the tale.
Amongst the tides of the Immaterium, the Grey Knight is a feared
legend, terrifying those to whom fear is otherwise unknown.
Few can boast the arsenal of a Grey Knight, as they are
provided with the finest equipment and supported by the
multitude of Forge worlds throughout the Imperium. Each
member of the Grey Knights wades into battle in the finest
suits of Aegis Terminator Armour, each a masterpiece of
armour-craft and a holy relic of the Inquisition. Each suit
is adorned with holy amulets, anointed with sacred oils,
carved with arcane runes of warding, and laced through
with psycho-conductive latticework. In this way, the wearer
is girded against the attacks of psykers and warp-spawn in
addition to the incredible physical resilience offered by the
ceramite and adamantine shell. The sacred incense which
burns in the braziers hung from the armour’s massive frame is
cloying and heady, disorienting to daemons and witches alike.
The Nemesis Force Weapons of the Grey Knights are nearly
unique throughout the Imperium and feared throughout
the warp. These psychically-attuned weapons are fashioned
in all manner of shapes and vicious forms, and each glows
with fierce light and is capable of cleaving through even the
thickest daemon-hide. Each Grey Knight is also armed with a
blessed storm bolter, often loaded with psycho-reactive shells
which shred the resilient husks of daemonic entities.

ERRRZERERR

Movement: 3/6/9/18 Wounds: 25
Armour: Terminator Armour (14 All) Total TB: 8
Fate Points: 2

Skills: Athletics (S), Awareness (Per)+10, Common Lore
(War), Dodge(Ag)+20, Forbidden Lore (Adeptus Astartes),
Linguistics, Navigate (Surface), Operate (Surface), Parry
-S)+20, Psyniscience (Per) +20.

Talents: Ambidextrous, Bulging Biceps, Hatred (Daemons),
Hatred (Chaos Space Marines), Heightened Senses (Hearing,
Sight), Nerves of Steel, Quick Draw, Resistance (Cold, Heat,
Poisons, Psychic Powers), Psy Rating 2, Swift Attack, True
Grit, Unarmed Warrior.

Traits: Amphibious, Unnatural Strength (4), Unnatural
Toughness (4).

Weapons: Astartes Storm Bolter (100m, §/2/4, 1d10+9 X,
Pen 4, Clip 60, Rld Full, Reliable, Tearing, Storm), Nemesis
Force Sword (1d10+13 R, Pen 8, Balanced, Force, Sanctified).
Gear: 5 Bolter Clips, Force Field (Field Rating 35).
Astartes Enhancements: Space Marines have all the organs
and other enhancements of Chaos Space Marines found on
page 49.

Grey Knight Psyker: Grey Knights are psykers, and have
access to Psychic Powers from the Divination and Telepathy
Disciplines as the GM sees fit. In general they do not use
offensive Psychic Powers from these Disciplines, relying on
their Force Weapons and Nemesis Hammer Hand.

Nemesis Hammer Hand: The Pysker hardens his muscles
and brings down the wrath of the God-Emperor of Mankind
in powerful strikes with his melee weapon. This is a Psychic
Power that requires a Challenging (+0) Willpower Test,
requires a Half Action to manifest and is a Free Action to
Sustain. While active, this power adds 4 to the Unnatural
Strength trait of any Grey Knight allies within 10 metres.
7The Grey Knight's Strength includes the +30 Strength from the Grey
Knight's Terminator Armour.
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MiNisTORUM CLERIC

Throughout the Imperium, men and women toil in the service
of the corpse-emperor, committing themselves to lifelong tasks
which inwardly they know to be meaningless. The despair and
contempt this futility causes among the masses is only blunted by
the vain words of hope and immortality preached by the members
of the Ministorum, the monolithic institution devoted to the
worship and praise of the Emperor of Man. Tending the souls
of so many billions of Imperial citizens is no easy matter and the
Ministorum is a spiritual and administrative juggernaut as a result.
The clerics who perform the daily rites and prayers in the name of
their corpse-emperor are devoted slaves to their church, men and
women whose faith is unwavering and contagious. These clerics
fill a number of roles from planetary minister, to guard or naval
chaplain, to frontier missionary. Their theological rhetoric can
stir the masses from the desperate toil of Imperial life and reassure
them of the purpose of their work and the glory of the Emperor.
Their prayers in battle are a blow to the forces of Chaos, and their
faith makes them fearless before the darkness.
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Movement: 2/4/6/12 Wounds: 14
Armour: Chain Reinforced Robes (3 All except Head)
Total TB: 4

Skills: Awareness (Per), Charm (Fel), Common Lore (Imperial
Creed) (Int), Linguistics (Int), Parry (WS) +10, Scholastic Lore
(Imperial Creed) (Int) +10, Speak Language (High Gothic,
Low Gothic) (Int).

Talents: Air of Authority, Demagogue, Hatred (Chaos Space
Marines, Daemons, Heretics, Mutants, Psykers, Renegades,
Xenos [All], Unshakable Faith (counts as Unshakable Will).
Weapons: Chainsword (1d10+5 R; Pen 3; Balanced,
Tearing), Shotgun (Basic; 30m; S/—/— 1d10+4 I; Pen O;
Clip 8; Reload 2 Full; Scatter).

Gear: Ecclesiastical robes, prayer book.

Confessor

On the field of battle, the soldiers of the Imperium are faced with
horrors which can drive a jaded mind mad, twist a courageous
heart to cowardice and wrench a faithful man to heresy. To guard
against such terrors, the servants of the corpse-emperor employ
men and women whose devotion to the Ecclesiarchy is fanatical
in the extreme. Though they are also clerics of the Adeptus
Ministorum, these champions of the faith inspire their charges to
acts of incredible daring and fervour, their righteousness acting
as a beacon of hope to those around them. Their prayers gird
their followers against physical harm from the creatures of the
warp and the psychic lashing of errant witches.

As a sign of their courage and faith, these spiritual soldiers
of the Imperium wield powerful melee weaponry, rushing
headlong into the enemy, firm in their belief that the Emperor
will guard them from harm. Indeed, the prayers and rites of
these blessed warriors spell doom for the daemons of the

.

warp, their blades wreathed in holy flames and their sesis
armoured with words of faith. Believing battle to be an 2=
of true faith, these faithful servants anoint their weapons wits
the shed blood of the enemies of mankind and lay low thoss
who would harm the men and women in their care.

Confessors are Elite foes that use the Ministorum Clese
Profile, with the following changes:

* Increase WS and S by +10.

+ Add Dodge (Ag) +20 to their Skill List.

» Add Blademaster, Crushing Blow, Frenzy, Iron Jaw an&
Resistance (Psychic Powers) to their Talent List. The bos==
for Crushing Blow is included in their weapon profile
Replace their weapons with a Chain Greatsword (2d10-%
R; Pen 3; Sanctified, Tearing, Unwieldy).

[n addition, Confessors gain the following special abiliz
Litany of Hate: The Confessor’s loud condemnation of =&
things Anti-Imperial allow him to share his Hatred with thass
around him. So long as he is able to speak, all allies withs
earshot count as possessing all of his Hatred Talents.

SPACE MARINE

The most impressive fighting force of the Imperium of M=

these Angels of Death are the most feared warriors in huma=

controlled space. The corpse-emperor created the Space Marines
to take his Great Crusade to the farthest reaches of the galass
to push the boundaries of human-space far beyond anythime
attempted previously. To lead these soldiers in their eterma
warfare, the Emperor created the Primarchs, clones of his ow=
genetic material and warriors of mythic proportions. The Spaz
Marines themselves are genetically modified super-soldiers whess
genes have been enhanced by those of the Primarchs. As a resz
Space Marines possess incredible strength, vigour, and reflexss
In addition, they have endured rigourous psycho-conditioning ==
make them fearless shock troops, merciless and unquestioning’
loyal to their Imperial masters. Now the Space Marines, bere=
of their Primarchs and their Emperor, their legions fractures
into mere chapters, hopelessly guard the floundering masses =
humanity from the teeming threats of the Void.

In addition to their training and genetic modifications, the
Space Marines are outfitted with the finest wargear, weapont
and armour. Their iconic power armour is the epitome &
Imperial armour-craft. Worn as a second skin, the Space Marine
moves swiftly and comfortably in his armour, as if it were lirie
more than sackcloth. The reverence with which the Space
Marines hold the boltgun is a sign of their intensive training.
The boltgun is an indispensable tool in the hands of the Space
Marine, used to protect mankind from the manifold dangess
of the galaxy, without as well as within. The Angels of Deats
are skilled in all manner of warfare, in every theatre of war
in every style of engagement. They toil endlessly within thes
fortress monasteries and battle barges to prepare themselves for
every possible combat scenario. As a result, the Space Marines
are adaptable in the extreme, capable of changing their tactics
at a moment's notice to overcome any situation. There are few
threats more dangerous to a Heretic than a Space Marine.
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Movement: 5/10/15/30 Wounds: 20

Armour: Power Armour (8 All, 10 Body) Total TB: 8

Skills: Athletics, Awareness, Common Lore (War), Dodge,

=arbidden Lore (Adeptus Astartes, War), Linguistics, Navigate
Surface), Operate (Surface), Parry.

Talents: Ambidextrous, Bulging Biceps, Heightened Senses
Hearing, Sight), Nerves of Steel, Quick Draw, Resistance
Cold, Heat, Poisons), True Grit, Unarmed Warrior.

Traits: Amphibious, Unnatural Strength (4), Unnatural

Toughness (4).

Weapons: Astartes Bolter (100m, S/3/-, 1d10+9 X, Pen

£ Clip 24, Rld Full, Reliable, Tearing), Astartes Bolt Pistol
100m, S/2/—, 1d10+9 X, Pen 4, Clip 8, RId Full, Reliable,
Tearing), Astartes Combat Knife (1d10 +8R, Pen 0).

Gear: Four Bolt Clips.

Astartes Enhancements: Space Marines have all the organs
and enhancements of Chaos Space Marines found on page 49.
#Strength includes the bonus from the Space Marine’s Power Armour:

INQUISITOR VICTORIA ALDRICH

Victoria Aldrich has never been a woman to take her work lightly.
Even as a lowly acolyte, Aldrich was well known for her verve
and vigour. Her master, a venerable and cunning Ordo Hereticus
Inquisitor named Yusuph Trevar, brought Aldrich under his wing
specifically for the enthusiasm with which she approached the
job of rooting out heretical and daemonic infestation. Trevar
had spent his centuries-long career battling the horrors of the
warp with his wits, outsmarting his foes, and annihilating them
with arcane sciences and his immense psychic power. A zealot
like Aldrich was the perfect counterbalance to his methodical
trickery. After years in Trevar's service, the bombastic and learned
acolyte had learned much of her master’s ways and tempered
her enthusiasm with cunning and planning, while retaining the
gusto which was her hallmark. Aldrich is now an Inquisitor in
her own right with over a century of service to her credit. She
continues to hound the spawn of Chaos with energy and ardour,
bringing the full weight of her Inquisitorial position and her
substantial personal prowess to bear on the enemies of man.

As an upfront sort of Inquisitor, avoiding the secretive tactics
of the skulking investigators among her brethren, Aldrich enjoys
the full support of her Ordo and regularly avails herself of their
armouries. While only rarely necessary, Victoria will not shirk
from invoking the Malleus Remit to conscript the aid of whatever
military forces and requisition whatever armament necessary (o
halt a warp incursion or lay waste to a daemonic beachhead in
realspace. Though she spends much of her time pursuing and
eliminating cults and foul plots against the forces of the Ruinous
Powers on Imperial worlds, she has never shirked from battling

~ the malefic and daemonic directly. On the battlefield, Aldrich is
] h?ﬂ intimidating figure. A tall woman, just under two metres, she
. \ears her characteristic storm-coat (concealing protective mesh

armour and other, more esoteric defences) and wielding a broad
power-spear—a powerful relic of a bygone age—Aldrich moves
with confident purpose in battle. Snapping orders over the hiss
of her plasma pistol, she charges into the ranks of Hellblade-
wielding Bloodletters or cavorting Horrors of Tzeentch with
abandon, sending them back to the hellish pit from which they
were spawned.

Aldrich has survived countless battles against the lesser
minions of Chaos, engagements which many say she had no
business winning, Aldrich has come to rely on this good fortune,
hurling herself into conflicts which seem hopeless, trusting in
the Emperor to protect her as she sets about the enemies of
the Imperium. Against the more powerful servants of the Dark
Powers, Aldrich takes a more pragmatic approach, learned from
her one-time master, Trevar. She treats each as a true threat to
mankind and gathers as much information as possible about her
target, that she may face her foe as well prepared as possible,
confronting them with sacred chants, holy weapons, and prayers
sure to contain or banish the hellish entity.
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Movement: 3/6/9/18
Armour: Concealed Mesh (5 All)
Fate Points: 4

Skills: Athletics (S), Awareness (Per)+10, Command (Fel)
+20, Common Lore (War, Imperium, Ecclesiarchy) (Int),
Dodge (Ag)+20, Forbidden Lore (Warp, Daemons, Psykers)
(Int), Interrogation (WP) +20, Linguistics (Int), Parry

L]

Wounds: 35
Total TB: 4
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'(WS)+30 Psyniscience (Per) +20.

Talents: Air of Authority, Crippling Strike, Crushing
Blow, Hatred (Daemons), Iron Discipline, Into the Jaws of
Hell, Lightning Attack, Nerves of Steel, Resistance (Psychic
Powers), Psy Rating 4, Swift Attack, True Grit.

Weapons: Anointed Plasma Pistol (Pistol; 40m; S/2/—,
1d10+8; Pen 8; Clip 20; Rld 4 Full; Proven 4, Maximal,
Sanctified, Never Overheats), The Twice-Blessed Spear
(1d10+10 R, Pen 12, Balanced, Force, Sanctified).

Gear: 2 Plasma Pistol Clips, Sanctified Field (Field Rating
50, Overloads on a 01), Inquisitorial Rosette

Psychic Powers: Victoria Aldrich possess all of the psychic
powers from the Telekinesis Discipline (see page 225). In
addition, she possess the Nemesis Hammer Hand Psychic
Power.

Nemesis Hammer Hand: The Pysker hardens her muscles
and brings down the wrath of the God-Emperor of Mankind
in powerful strikes with her melee weapon. This is a Psychic
Power that requires a Challenging (+0) Willpower Test,
requires a Half Action to manifest and is a Free Action to
Sustain. While active, this power adds 4 to the Unnatural
Strength trait of any ally within 10 metres.

Inquisitorial Mandate: Harsh and powerful is the
Inquisition, and Victoria Aldrich wields that power as deftly
as she wields her spear. As a Free Action or Reaction she may
spend one Fate Point to allow all allies benefiting from her
Into the Jaws of Hell Talent to make an additional Attack
Action during their turn (they may still only make two Half
Actions or one Full Action).

XENOS

“Something slumbered in the darkness of that world, something
abborrent, something anathema. That something has stirred; that
something has arisen...”

—Harda’al, of the Prophets of the Blighted Path

he galaxy is vast, and filled with far more life than

simply humans. Strange races walk beneath alien

suns, and terrible xenos assault the Imperium from
all sides. One might think that those who have forsake the
Imperium may make common cause with the xenos that
oppose it, however they would be wrong more often than
not. Capricious and unknowable are the ways of the xenos.

NECRONS

The Necrons are an immortal legion of metal soldiers,
the result of the vilest betrayal and a force of unmitigated
destruction. The Imperium as a whole is still ignorant to
the threat that looms beneath the surface of worlds dotting
the galaxy. These abominations have existed since before
mankind and even before the Eldar Empire; it is possible that
the Necrons predate any race living today. It is thought that
these metal soldiers act under the guidance of more powerful
forces and vague reports and pict-recordings have shown
enormous ethereal beings of godlike power or tall, stern
Necrons bearing long staffs or wearing ragged cloaks.

Stories tell of an ancient race, desperate and dying, whics
made pacts with these god-beings to ensure their immortalizs
It is said that among the god-beings there was a peerless
trickster, and through his machinations the dying peopic
were trapped in their immortal shells. Since that time, t5e
race lay dormant on their tomb worlds, awaiting a time whe=
they might once again rise to eminence. The few repor=
which have circulated of attacks by these grave-silent legions
depict a foe entirely without mercy or morality. They &=
without hesitation and few know the fate of the unfortunaze
victims who are taken alive. The Disciples of Chaos have lonz
suspected a forgotten force slumbered beneath the surface of
worlds scattered throughout the galaxy. To gain commans
over the secrets of these ancient terrors, some Champions
have delved into the silent tombs. None of these ambitioss
warriors have ever returned.

SCARAB

The tiny worker drones of the Necron legions, these met=
constructs swarm about the ranks of Necron foot-soldiers, =
hovering carpet of living metal ready to rebuild their falles
or reduce their foes to little more than slag. Carried alo®
on miniature anti-grav generators, Scarabs are made of the
same living metal as the rest of their kind and, as a result, a==
incredibly resilient for their size. They constantly gather ans
repair the fallen, including their fellow Scarabs. Combines
with their incalculable numbers, this ensures that they are a&
but impossible to permanently destroy. Their tiny mandibles
contain a miniaturised disrupter field which they use to car=
their way through enemy armour and dismember their falles
comrades, that they might be reassembled easily. While rathes
inconsequential individually, their sheer numbers make the=
a force to be feared on the battlefield, should they turn theiz
attention from repairs.

Scarab (Troop)
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Movement: 4/8/16/32 Wounds: 40
Armour: Machine Trait (4 All) Total TB: 2
Skills: Stealth (Ag) +20.

Talents: Swift Artack

Traits: Hoverer (4), Size (2), Machine (4), Deadly Natural
Weapons (Disruptor Field), Swarm.

Weapons: Disruptor Field (2d10+1 R; Pen 1d5, Gauss).
Repair: Scarabs can swarm over Necrons, assisting their
reconstruction efforts. Any Scarab Swarm may choose t@
assist all Necrons within 8 metres in this way as a Full Action.
raising the Necron's Regeneration Trait by +5.




Fravep ONE
While the Necrons themselves may be cold, emotionless
warrior machines, they certainly seem to understand the
havoc fear can wreak among their enemies. Flayed Ones share
- similar chassis to the Warriors, though hunched and fitted
with vicious combat blades rather than skeletal hands. They
make use of stealth and infiltration to strike deep into enemy
lines and commit horrific atrocities among the support and
non-combatants, using their bladed fingers to skin their foes.
They drape these fresh hides over their living-metal frames,
and their ghoulish appearance often breaks the morale of
their enemies before the bulk of the forces even arrive. These
masters of stealth and close-quarters combat display an agility
which seems at odds with their heavy metallic shells, giving
credence to the notion that Necron constructs are as much
arcana as they are engineering.
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Movement: 5/10/15/30 Wounds: 20
Armour: Machine Trait (6 All) Total TB: 8
Skills: Intimidate (S)+10, Logic (Int)+20, Stealth (Ag) +20,
Tech-Use (Int)+20.
Talents: Swift Attack.
Traits: Size (5), Machine (6), Unnatural Agility (+2), Unnatural
Strength (+4), Unnatural Toughness (+4), Regeneration 5

d Weapons: Blades (1d10+8 R; Pen 4; Razor Sharp).

IMMORTAL
The god-beings of the Necrons did not bestow their perverse
gifts without forethought and purpose. The legion of living
metal they created was shaped with direction and design, each
body crafted to a specific end, each soul entombed in steel for a
known fate. In this way, the deific creators of the Necrons made
an unstoppable army, eternal and devastating. To fill the ranks
they made the Warriors. To sustain their forces indefinitely they
tasked the chittering Scarabs. To render their enemies little more
than lifeless dust on the battlefield they engineered the Immortals.
Housing the souls of their favoured devotees within their most
brutal constructs, the artifice of the Necron gods created the
perfect shock trooper, avatars of devastation and invulnerability.
These towering soldiers of silent death are monuments to the
destructive technologies of the Necron legions. Standing over
two metres tall, Immortals resemble enormous Necron Warriors
with armour and armament to match their incredible size. Their
armoured frames can withstand volleys of small arms fire and,
given their living metal composition, can shrug off even the
mightiest artillery. They carry gauss blasters, large twin-barrelled
models of the Wartior’s gauss flayer, which can lay waste to entire
formations of enemy troops and easily rend the heaviest armour
useless. Immortals are also fearsome melee combatants. Armed
with cleaving axe-blades mounted at the end of their gauss
 blasters, their strength, size, and resistance to all but the most
ous killing stroke make them the match of any combatant.

WEAPON QUALITY: GAUSS

Gauss weapons are terrifying examples of advanced
technology. Gauss weapons generate Zealous Hatred
on a9 or 10, and if they would not deal damage when
generating Zealous Hatred, they deal 1d5 Wounds
instead of 1 (see page 242). In addition, they generate

lous Hatred against vehicles on a 9 or 0, even if
they do not deal damage.
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Movement: 5/10/15/30 Wounds: 30

Armour: Machine Trait (8 All) Total TB: 10
Skills: Intimidate (S)+10, Logic (Int)+20, Tech-Use
(Int)+20.

Talents: Crack Shot.

Traits: Size (5), Machine (8), Unnatural Strength (+5),
Unnatural Toughness (+5), Regeneration 5.

Weapons: Guass Blaster (100m, 2d10 E, Pen 5, S/4/—,
Gauss). Weapon Blade (1d10+10 R; Pen 2; Unwieldy).

WARRIOR

The glinting metal skull and skeletal chassis of a Necron Warrior
is a bone-chilling sight on the battlefield. The basic trooper
of the Necron legions, these warrior-machines are the most
ubiquitous Necron form. They are simple in function, but the
technology to which they owe their existence is beyond even
the most skilled tech-savant. It has been reported that each
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metallic substance. This material, dubbed “living metal” in official
records, is entirely unknown outside the Necrons themselves.
This substance is capable of repairing even the most grievous
damage, given enough time, and it is not unknown for disabled
Necron soldiers to return to a functioning state several times
over the course of a single engagement. If entirely disabled, the
remains of a Necron construct phase from reality using some sort
of powerful teleportation technology. It is postulated that these
remains return to a safe location aboard a Necron Tomb Ship
for repairs. It is for this reason that no actual remains of Necron
technology have ever been found for study.

Another aspect of Necron technology that has been heavily
speculated upon is their gauss weaponry. The mainstay weapons
technology of the Necrons, the gauss flayer and its derivatives,
use arcane sciences to magnetically strip their target of its
armour, flesh, and bone, one atom at a time. These horrific
devices leave no trace of their victims, literally vaporising them,
and work as well on the thick armour of vehicles, buildings,
and even bunkers as they do on human flesh—devastating
weapons against which there is little protection.
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Movement: 3/6/9/18
Armour: Machine Trait (6 All)

Wounds: 20
Total TB: 8

Skills: Intimidate (S)+10, Logic (Int)+20, Tech-Use
(Int)+20.

Talents: Crack Shot.

Traits: Size (5), Machine (6), Unnatural Strength (==

Unnatural Toughness (+4), Regeneration 5.

Weapons: Gauss Flayer (Basic; 100m; 1d10+8 E; Pen =

S/2/—; Clip —; Reload —; Gauss), Weapon Blade (1d10—=
R; Pen 2; Unwieldy).

ToMB STALKER

During their epochs-long dormancy, the god-masters of ==
Necrons left their sepulchres guarded by silent, tireless machines
Of these great engines, the most fearsome known to e
unfortunate masses of mankind is the Tomb Stalker. The Tom=
Stalker is an enormous mass of living-metal carapace teeming
with flashing legs and possessed of a murderous will. Easily e
size of a dozen men, this centipede-like construct makes use o
arcane phase-generators, allowing it to stalk the tomb-worlds =&
its slumbering lords, burrowing through solid ground. It uses =
powerful senses to trail its prey from miles away and can senss
the frenzied rhythm of a panicked heartbeat through hundress
of metres of solid stone. The Stalker’s immense size combines
with its natural capacity for regeneration to create a near
indestructible creature. Even beyond the more common warricss
of the Necron legions, these insectoid creatures continue to thrash
and fight with deadly ferocity despite damage or dismemberment
The individual segments of the killing-machine seem drawn =
one another and will reconstitute themselves to reform the who's
should they come back into contact.




Erupting from the earth itself, the Tomb Stalker attacks
without warning, barrelling into its prey and bringing its mass
and multitude of limbs to bear. Should its targets escape its
terrifying grasp, the tomb stalker possesses two gauss-flayers,
making it a fearsome combatant at range as well as in close-
quarters. Only encountered on the tomb worlds of the Necrons,
these constructs are the fearsome guardians of their sepulchres.
The stalkers have been likewise tasked for the battlefield. Their
phasing capability pairs with their unerring sensor-array to
make them fearsome hunters of important personnel. Given its
massive size, the Tomb Stalker is capable of rending tanks to
little more than shrapnel, and overwhelming all but the most
immense xenos creature or daemonic entity.

Tomb Stalker (Master):
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Movement: 4/8/16/32 Wounds: 90
Armour: Machine Trait (8 All) Total TB: 14
Skills: Intimidate (S)+10, Logic (Int)+20, Stealth (Ag)+20,
Tech-Use (Int)+20.

Talents: Ambidextrous, Gunslinger, Independent Targeting,
Swift Attack, Two Weapon Weilder, Whirlwind of Death.
Traits: Crawler, Dark Sight, Size (6), Regeneration (5),
Machine (8), Sturdy, Unnatural Senses (150), Unnatural
Strength (+6), Unnatural Toughness (+38).

Weapons: Brutal Blades (2d10+12 R; Pen 12; Razor Sharp),
Crushing Legs (1d10+12; Pen 6), Two Gauss Flayers (Basic;
100m: 1d10+8 E; Pen 3; S/2/—; Clip —; Reload —; Gauss).
Phase Tunneling: Tomb Stalkers can erupt from anywhere,
attacking from walls or the ground. Tomb Stalkers can move
through solid, inert (unliving) matter at their regular speed,
burrowing and boring holes even in solid rock and collapsing the
tunnel behind it. It never suffers penalties for difficult terrain.
Multi-target Protocols: The Tomb Stalker has advanced
targeting routines, and may use both Gauss Flayers with Two
Weapon Wielder (Ballistic) as if they were pistols. It may
also target any two targets in range, as per the Independent
Targeting Talent.

A Thousand Legs: As a Half Action the Tomb Stalker may
make one attack with its Crushing Legs against every target
in melee. These attacks follow all the rules for Standard
Attacks except they gain a +0 bonus instead of the standard
+10 bonus. It may still make an attack with its Brutal Blades
as a second Half Action (an exception to the normal rules to

multiple attack actions).

ELDAR HARLEQUINS

Among the inscrutable Eldar race there exists a troupe of
masked warrior-dancers called the Harlequins, devotees
of their Laughing God and driven foes of Chaos. These
_mysterious entertainers travel the Webway between the folds
~ of space, constantly moving from craftworld to fleet among
E dar people. They bring with them the epic tales of their

race, passing them on to each dwindling generation of the
Eldar with their exquisite dance and evocative mummery. Of
these stories the greatest, though most rarely repeated, is the
Dance Without End, the story of the Fall. In this dark morality
tale, the Harlequins re-enact the Fall of the Eldar Empire
and the creation of Slaanesh—the dark result of their own
decadence. With their dance, the Harlequins aim to keep the
moral fresh in the minds of their audience and by so doing,
combat the darker influences on the Eldar soul. Few beings in
the galaxy are as single-minded in their opposition to Chaos
as the Harlequins. Fierce combatants all, their performances
turn to death-dances on the field of battle. Seeming to appeat
from nowhere, troupes of these enigmatic warriors bring only
terror and death to the servants of the Dark Powers.

HARLEQUINS

Acting a variety of parts, including the ancient Eldar people,
within the Dance without End, troupers make up the bulk of a
Harlequin troupe. While the most numerous, these performers
are nevertheless potent combatants against the forces of Chaos.
Their supernatural grace and skill on the battlefield surpasses
that of all but the most highly-trained Imperial soldier or xenos
menace, and few men will ever live to see such a glorious and
terrifying sight as a Harlequin troupe in the midst of their Dance
of Death. In addition to their own innate skill, all Harlequins
make use of technology beyond even the rest of the Eldar
people. Their costumes, each a gaudy and colourful motley
patterned with stripes and cheques, are known as holo-suits,
each causes their image to burst into a cloud of innumerable
colourful crystals which dance and swirl violently as the
Harlequin moves. They wear anti-gravity “flip-belts,” which
allow them to perform feats of acrobatics on the battlefield far
beyond their already impressive natural ability.

When dealing death on the battlefield, the Harlequins make
use of a limited number of impressive weapons, mainly focused
on close combat to better make use of their extraordinary
agility. Troupers most often wield the shuriken pistols common
to many Eldar warrior, alongside keen, slender blades. Many
will supplement this armament with the horrific Harlequin’s
Kiss. This innocuous-looking weapon rests on the back of
the forearm and consists of a sharp tapered tube backed by
a compact casing filled with monofilament wire. This wire is
vomited forth into a victim after the tube has pierced the armour
or hull of the intended target. It takes only a split-second for
the filament to flail around the innards of the intended target,
liquefying them from the inside out.
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Movement: 8/16/24/48 Wounds: 15
Armour: Xenos Mesh (3 All) Total TB: 3
Skills: Acrobatics (Ag)+30, Athletics (S)+20, Awareness (Per)
+20, Charm (Fel)+ 10, Command (Fel), Deceive (Fel)+20, Dodge
(Ag)+20, Forbidden Lore (Daemonology) (Int), Parry (WS) +20,




Talents: Ambidextrous, Blade Dancer, Combat Master,
Hard Target, Leap Up, Lightning Attack, Lightning Reflexes,
Sidearms, Step Aside, Swift Attack, Two-Weapon Wielder
(Ranged, Melee).

Traits: Unnatural Agility (+3).

Weapons: Harlequin’s Kiss (1d10+8 R; Pen 10; Tearing),
Shuriken Pistol (Pistol; 30m; S/3/5; 1d10+2 R; Pen 4; Clip
40; Reload 2 Full; Razor Sharp; Reliable).

Flip Belt: The flip belt allows the user to manipulate gravity,
moving with astounding grace. The user ignores penalties for
Difficult Terrain and can reroll failed Dodge Tests.
Holo-suit: The holo-suit generates multiple images of the
user. This is treated as a Force Field with a field rating of 35
that cannot be overloaded.

SHADOWSEER

Shadowseers are the dreaded psykers of the Harlequins,
specialists in manipulation, disorientation, and fear. During
performances, Shadowseers act as the storytellers of the troupe.
They take on the role of fate, subtly influencing the emotions
of the audience with their psychic abilities in order to engage
them in the experience fully. Their part in the Dance of Death
is little different, though the purpose is far more sinister. They
make use of their psychic powers to terrify and disable their
foes and protect their own against attack.

It is said that the smooth, mirrored surfaces of the
featureless masks worn by Shadowseers reflect back the worst
nightmares of those who look into them. Psychic amplifiers
intensify this effect, preying on a victim’s own fears to
incapacitate them. Shadowseers wield powerful hallucination
grenades, called creidann, which produce hellish visions in
the minds of those caught in their blasts. The Shadowseers
enhance these phantasms to reduce their adversaries to
trembling heaps, consumed by their own terror.

Beyond these simple pieces of equipment, Shadowseers
possess incredible psychic talents. They use these powers in
concert with their masks and creidann to dishearten their
foes completely, that they might be dispatched all the more
easily by the troupe. In addition, Shadowseers employ their
psychic might to augment the distracting and disorienting
nature of their troupe. The troupe’s holo-suits are made all the
more potent by the Shadowseer’s ability to confound their

opponents, projecting thousands more scintillating forms
about the band as they leap and dance across the battlefield.
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Movement: 9/18/27/52 Wounds: 28
Armour: Xenos Mesh (3 All) Total TB: 4
Skills: Acrobatics (Ag)+20, Athletics (S)+10, Awareness (Per),
Charm (Fel)+10, Command (Fel), Deceive (Fel)+20, Dodge
(Ag)+20, Forbidden Lore (Daemonology) (Int)+20, Parry (WS),
Scrutiny (Per), Slight of Hand (Ag)+20, Stealth (Ag)+20.

Talents: Talents: Ambidextrous, Blade Dancer, Blademastes
Combat Master, Hard Target, Leap Up, Lightning Attack
Lightning Reflexes, Psy Rating 8, Sidearms, Step Aside, Swis
Attack, Two-Weapon Wielder (Ranged, Melee), Warp Lock
Traits: Fear (2) 7, Unnatural Agility (+4).

Weapons: Witchblade (1d10+14; Pen 8; Power Field
Balanced, gains Pen equal to Shadowseer’s base Psy Rating
4 Creidann (Thrown; 12m; §/—/—; —; Pen 0; Clip 1; Blast
[5], Hallucinogenic [4]).

Equipment: Rune stones.

Psychic Powers: The Shadowseer is a prodigious psyker anc
knows all powers from the Telepathy, Divination, and Telekines
Powers found on pages 223-228. In addition, the Shadowsee=
knows the Veil of Tears Psychic Power as noted below.

Veil of Tears: This is a psychic power with the subtype of
Concentration. It requires an Ordinary (+10) Willpower
Test to manifest, and may be manifested and sustained as a Frec
Action. While this power is active, any enemies wishing to make
a ranged attack or ranged Psychic Attack at the Shadowseer oz
any ally within a radius equal to the power’s Psy Rating must
pass a Very Hard (-30) Awareness Test. If they fail, they mus:
still attack but their shots go wild and miss completely (they
cannot hit no matter what they roll). This power may not be
Pushed, but using it never generates Psychic Phenomena.

Flip Belt: The flip belt allows the user to manipulate gravity.
moving with astounding grace. The user ignores penalties for
Difficult Terrain and can reroll failed Dodge Tests.
Holo-suit: The holo-suit generates multiple images of the
user. This is treated as a Force Field with a field rating of 35
that cannot be overloaded.

FThe Fear Trait only affects those in melee with the Shadowseer, and 5
does not take affect if for some reason the target cannot see. 7




DARK ELDAR

Wicked slavers and pirates, the Dark Eldar traverse the galaxy
swrough their hidden Webway, striking without warning and
“zaving only terror and destruction in their wake. Knowing little
oF either, few people recognise the difference between the Dark
Eldar and their tamer cousins, but those that do know what terrible
Ze lies in store for the ignorant souls who regard the Dark Eldar
== anything other than pure evil. The Dark Eldar represent the
worst tendencies of the Eldar race from before the Fall. Unwilling
or unable to abandon their vile ways, the Dark Eldar live in
constant terror of Slaanesh. The Lord of Dark Delights claims a
sight hold on the soul of every Dark Eldar, forever draining their
essence to feed his own wicked thirst. To stave oft this draining,
the Dark Eldar indulge in deeds of the vilest sadism imaginable,
performing acts of terror and pain on others so that their victim'’s
suffering might, for a time, replenish their own withering souls.

For those dedicated to the Dark Gods, the Dark Eldar
represent tempestuous neutrality. Sometimes allies, sometimes
bitter rivals, the servants of Chaos and the Dark Eldar keep
a watchful eye on one another, neither ever truly trusting the
other, but occasionally working to the same ends. Among the
devotees of Chaos, it is whispered that a few of their number
have even lived among the fallen Eldar and learned the secrets
of their tortures and flesh-shaping, though it is certain that
even these daring souls only ever scratched the surface of the
Dark Eldar’s vast well of arcane knowledge.

KABALITE WARRIOR
Dark Eldar society is made up of clans of fierce warriors,
known as Kabals. These Kabals gather together around an
Archon, a particularly cruel and heartless marauder who can
promise his followers frequent slaughter and the continuous
spread of misery and pain. Given their desperate need for such
sadism, those warlords most able to live up to this promise
often gather about them enormous fleets of piratical Eldar.
Within these Kabals, the bulk of the forces are made up of
vicious Eldar raiders. These warriors prefer armaments which
enhance their already supernatural speed and grace. They wear
lightweight, flexible armor, leaving them unhindered in their
lightning raids. The majority carry a cruel weapon known as the
splinter rifle. Utilising anti-grav technology, this sadistic weapon
fires thin shards of poisoned crystal at phenomenal speeds,
piercing armour with ease and inflicting horrifically painful
wounds on their targets. Many splinter rifles bear wicked mono-
blades at the end of their long barrels, making them useful for
close-quarters fighting, For raids on starships or hive-cities, where
combat is likely to take place in tight corridors, many
Warriors carry mono-knives and splinter
pistols, miniaturised versions e
of the common splinter rifle. — =
Kabalite Warriors are also
known to carry specialist

weaponry in certain circumstances. Through a process unknown
to any outside their own, the Dark Eldar have mastered a volatile
and dangerous substance known as dark matter. When necessary;
warriors use large weapons known as dark lances, which fire a
massive, focused stream of dark marter that rips through even
the most heavily-armoured target. To clear massed infantry, the
Dark Eldar employ a weapon called the disintegrator, which hurls
large globs of impure dark matter into the air, engulfing entire
formations with the devastating material.

Kabalite Warrior (Troop).s-et .
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Movement: 8/16/24/48 Wounds: 12
Armour: Kabalite Armour (4 All) Total TB: 3
Skills: Acrobatics (Ag) +10, Awareness (Per) +10, Command
(Fel), Deceive (Fel), Dodge (Ag)+10, Intimidate (S) +20,
Parry (WS), Scrutiny (Per), Slight of Hand (Ag), Stealth (Ag).
Talents: Combat Master, Hard Target, Leap Up, Lightning
Reflexes, Pity the Weak.

Traits: Unnatural Agility (+3).

Weapons: Splinter Rifle (Basic; 100m; $/3/5; 1d10+2 R;
Pen 3; Clip 200; Reload 2 Full; Toxic [4] ), Poisoned Blade
(1d5+3 R; Pen 2; Toxic [0]).

MANDRAKE

Few beings inspire fear among a race so cruel and perverse as
the Dark Eldar, but there is a creature whose black soul frightens
even the most jaded Archon, and it is one with which the fallen
Eldar are intimately familiar. The Mandrake is a creature of pure
hatred and shadow, come from another dimension to slake their
avarice for souls and the intangible manifestations of pain and
suffering. Beings of inky blackness, their vaguely humanoid
forms are mantled with swirls of cold light, which seem to burn
brighter as they gorge on misery and pain. While Mandrakes
appear mostly humanoid,
their movements belie their
unnatural nature and
those who see them i
find them o

unsettling A

in the
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~extreme. When viewed up close, the face of a Mandrake is a

smooth slate, which only occasionally manifests a pair of eyes or
a mouth, each burning with cold light from within. Wreathed in
a rime of frost, the otherworldly creatures are able to channel this
cold fire to wrack their foes with icy blasts. In battle, these beings
of darkness wield hellish cleavers, serrated blades, and sickles, the
rusty armaments of a daemonic butcher.

These beings of ineffable darkness work alongside the
Dark Eldar under pacts of loyalty and service sworn between
themselves and the Kabal’s Archon, in exchange for payments of
slaves or other, more esoteric costs. A Mandrake may ask for a
shadow, a heartbeat, or a true name as payment. While they are
notorious liars and betrayers, few Archons fail to honour their
pacts with the Mandrakes, as it is believed that the tattered skins
the Mandrakes wear about their legs are the flayed flesh of those
who have broken faith with them. The Dark Eldar tell tales of
Mandrakes clawing their way through the shadows of the living
to enter reality and drag their victims back to their dark hell.

Mandrake (Elite)
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Movement: 8/16/24/48 Wounds: 18
Armour: None Total TB: 3
Skills: Acrobatics (Ag), Awareness (Per), Command (Fel),
Deceive (Fel), Dodge (Ag)+20, Intimidate (S), Parry (WS)+10,
Scrutiny (Per), Slight of Hand (Ag), Stealth (Ag)+30.
Talents: Combat Master, Hard Target, Leap Up, Lightning
Reflexes, Pity the Weak, Swift Attack.

Traits: Phase, Unnatral Agility (+3), Unnatural

Strength (+2)

Weapons: Sickle Blade (1d10+9 R, Pen 3,

Razor Sharp, Tearing).

Balefire: Mandrakes have the power to

syphon their enemy’s life force to empower

their own fell arcane prowesses. Ifa Mandrake

has killed a sentient creature within the past

24 hours, they may use their Balefire attack.

Balefire is a ranged weapon with the following

profile (Basic; 50m; S/3/—; 1d10+6 E; Pen

4; Clip —; Reload —; Flaming). In addition,

the pseudo-living flames of the balefire force any

target struck by it to make a Pinning Test. If they

would already be forced to make a Pinning Test, the
difficulty increases by 10.

INcuBus

Among the Dark Eldar, an Archon holds his position
only by his ability to defend it; loyalty and trust
are entirely alien concepts. The only sure way to
ascend the ranks of the Dark Eldar hierarchy is to
assassinate the one who holds the position above
you. As such, no Archon would dare trust his own

followers to guard him in battle. For those in power, there is only
one recourse for protection beyond their own petsonal skill: the
peerless warriors known as Incubi. Loyal only to their own caste,
these cold killers have no need for political manoeuvring and
advancement. The Incubi are paragons of martial skill, trained
in every possible form of melee weapon, though unwavering in
their preference of the klaive, a brutal weapon of perfect form
and balance. Only the Klaivex, the most skilled members of their
caste, deviate from their dedication to the klaive, and even these
wield a variation of the exemplar blade. These demi-klaives are
a matched pair of blades, which can be used separately or linked
together to form a truly massive blade. The Klaivex may also carry
a bloodstone, an artefact forged from the shattered soulstone of
an Eldar Exarch, brutally stripped from a vanquished foe.

Incubi master the art of death for one simple reason: killing.
Murder is the only thing that drives the Incubi, as their lust
for death has overcome all other thirsts, even their need for
pain and misery. Their dedication to martial excellence is only
a means to an end, and they have no reverence or respect for
it as an ideal; it is merely the tool with which they harvest
their crop of fallen adversaries.
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Movement: 8/16/24/48

Wounds: 23
Armour: Incubus Warsuit (8 All)
Total TB: 4
Skills: Acrobatics (Ag), Awareness (Per),
Command (Fel), Deceive (Fel), Dodge
(Ag) +10, Intimidate (S), Parry (WS)+10,
Scrutiny (Per), Slight of Hand (Ag), Stealth
(Ag)-
Talents: Ambidextrous, Blademaster,
Combat  Master, Counter  Attack,
Crippling ~ Strike, Disarm, Hammer
Blow, Hard Target, Leap Up, Lightning
Reflexes, Pity the Weak, Sure Strike,
Swift Artack.
Traits: Unnatural Agility (+3).
Weapons: Klaive (1d10+12 E, Pen 8,
Power Field,). If one of the Incubi is
the Klaivex (a squad leader), he may be
armed with two Demi-Klaives (1d10+8
E; Pen 6; Power Field) which can be
joined together to form a two-handed
weapon (1d10+16 E; Pen 8; Unwieldy,
Power Field) and a Bloodstone (Basic; 10m;
1d10+3 E; Pen 7; Spray).
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And so they descended, the Daemon-Gods. They gathered warped
metals from the battlefields of Nissen with which to shape his flesh.
They procured flame from the funerary pyre to give him life. But, in
their infinite wisdom, they gathered the fruit of the Tree of Demitre,
that which all man covers, and placed it where otherwise would be a
heart, that he may desive dominion over the souls of man...”

—The birth of Tor from the Torestus, author unknown

alse Prophets is a short adventure to unify a newly

formed group of Heretics and bring them together.

Within the Screaming Vortex is the world of Kymerus.
A veritable wasteland, Kymerus is known for its intense
temperatures, continent-sized, wind-scoured plateaux, and
lifeless landscapes. Besides the breathable air, Kymerus
contains few features that encourage life.

Here, many years ago, the vessel Light of Ascension came to
its final rest after being battered by the storms of the Halo
Margins. Why it escaped from certain destruction in the grips of
the storms, none can say. Those corpses found in the wreckage
displayed visages of such pain and despair that the Acolytes of
Tzeentch who live on Kymerus named the place defiled and
erected a temple upon the ruins—the Temple of Lies.

In False Prophets, the Heretics arrive at the temple, on invitation,
to receive a reading of their destiny from the temple’s Mendacious
Oracle, the infamous Renkard Copax. After ascending the
labyrinthine central tower (perhaps taking a moment to explore a
lore-filled chamber on the way), Renkard receives them. He asks
strange questions of the Heretics to ensure that his predictions
are correct and concern them directly. When satisfied, rather
than dispensing his prophetic visions to the Heretics, he instead
delivers them into the hands of a detachment of deadly warriors
and psykers—his invitation to the temple is a trap. If they survive,
the Heretics must escape the Temple and find Copax, confronting
him as he meets with powers more deadly than even him. Should
they defeat Copax, they can make their way to Carrion Corpse,
the planet’s one space port and the Heretic's only hope to escape
Kymerus, before making way toward new adventures,

This short adventure provides Game Masters with a means
to unify—if tenuously—an otherwise disparate group of
individuals through a shared destiny of galaxy-shaking
importance. Additionally, False Prophets has leading material
for future adventures ideal for a long running campaign but
that can be easily modified or outright changed to suit other
ideas GMs might have. Before running False Prophets, GMs
should prepare with an eye toward certain factors. The design
of this particular adventure leaves abundant space for Heretics
of every kind to shine as individuals. GMs should get to know
the backgrounds of each of the Heretics and their past as a
group (if they have one) in order to fill in what the Torestus
has to say about their destiny.

ince its founding, the Temple of Lies serves as a
repository of truths, a site for supplicants seeking
favour from the God of Change and Master of Sorcery.
and a bastion for those in search of knowledge beyond
mundane grasp. The land encompassing the base of the
Temple embraces its sacred sights: the warped metal holds
of the destroyed Light of Ascension scattered across miles of
foothills and the preserved remains of the unfortunate crew:
both of which serve as shrines and occasional living quarters
for temple functionaries. Built upon the largest portion of the
wreckage are the main halls of the temple itself, a structure of
twisting metal encircled by Screamer-drawn chariots.
Within, vast stores of knowledge fill shelf after shelf in

cold, voluminous chambers, lightly populated with studious
devotees and servitor caretakers, Tomes and data slates on

various and sundry topics enlighten scholars within the
labyrinthine tower, organised in such an unintelligible way
that it requires an experienced guide to find anything. Of
note is the Akrinus Chamber, named for the founder of the
temple itself, where the most valuable texts are stored. Among
them are tomes of stories, few with any reference to historical
context, that are thought to have prophetic value and are only
ever examined by special guests and the temple’s masters. As
a rule, the higher a chamber is positioned within the temple.
the more important the content hoarded therein and therefore
the more tightly it is secured. Beyond the lowest sections of
the Temple, special permissions must be granted for explorers
to gain access to the vast stores of information.

TEMPLE LAYOUT

Surrounding the temple, reaching five kilometres in every
direction away from the tower at its centre, is an arid and
wreckage-strewn wasteland known simply as the temple
gardens. Devoid of all but the hardiest plant life, the place can
hardly qualify as a garden. Left in much the same condition
as when it came to rest, the temple ordered sections of
metal pealed away from the hunks of wreckage that make
up its frame to serve as entrances when the damage from
the landing did not create openings on its own. Rarely seen
patrolling the gardens (and then only at a distance) are strange,
amorphous guardians wrought from daemomic flame. Their
twisted visage is enough to make even a man seasoned in the
mysteries of the warp cringe and, thus, even as they choose to
remain unseen, a wise man behaves himself in order to avoid
a potential encounter.

The gates at the entrance to the temple grounds are
immense steel monstrosities, towering over even the tallest
who enter. Like the barrier that surrounds the garden itself,
the gates are composed of a series of vertical bars covered in
woody, dead vines. The barrier stands fifty feet tall, but at the
top of each bar is a wicked spike to deter trespassers from
getting in too easily. Six guards make up the daytune'gaté- -
watch, reduced to two in the evening hours.
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The main gates of the temple tower open into a large
room that once served as a command bridge, now gutted,
reconstructed as an entrance hall, and decorated with paintings
and sculptures of the deeds and visages of those whose
destinies were foretold there. Beyond the gates, the rare invitee
privileged with the opportunity to draw knowledge from the
debased tower walks a short hall at the end of which emerges
an immense conical room—the Chamber of Stairs. A quarter-
kilometre at its base, the chamber comes nearly to a point at
its apex. Flights of randomly-arrayed stairs fill the room. Some
ascend in straight trajectories, suddenly turning in another
direction when blocked by a wall, while others spiral or wind
freely. The chaotic knotted structure leads to sudden collisions
between different stairs, providing shortcuts to different sections
of the tower. Some of the stairways do not even obey the laws
of physics, spiralling sideways or looping upside down. Those
who walk them can find it utterly disconcerting.

With a significant amount of time and the freedom to
explore, a Heretic might become sufficiently familiar with the
tower to navigate it on his own and even memorise a shortcut or
two. Otherwise, the Heretics must rely on the temple’s guides:
robed, hunchbacked figures who speak in sibilant whispers and
sometimes lead Heretics astray for their own ends.

The temple lacks floors. Instead, doorways to the various
storerooms of lore appear wherever the stairs meet with
the walls or, in some cases, are held in mid-air by the stairs
themselves through the same warp-spawned magiks that
hold the stairs aloft. Collapsed stairways leave some doors
inaccessible and the confusing architecture only complicates
the process of repairing such damage. Though the doors

rooms of lore still manage to fill every metre of space between
the Chamber of Stairs and the temple’s outer walls.

At the very top of the Chamber of Stairs is set a simple
trap door, leading up through the ceiling and into the
Akrinus Chamber. The floor of this room is covered with
a cacophonous array of rugs, tables, stepladders, and stacss
of tomes. The room is capped by a glass cone revealis
sky cluttered with clouds and heat lightning. Normally
room stores the temple’s most sacred texts, but—unknown
to the Heretics—most of the tomes currently present are not
those normally housed in its profane shelves. Rather than risk
the sacred texts amid the carnage that the High Oracle has
planned, he has had them replaced with worthless replicas.

Occasional guardians patrol the maze of passages throughout
the temple, armed and armoured warriors bound to servitude
and bearing the insignia of Tzeentch. Additionally, wyrd-thieves.
chaos rogue psykers with telepathic abilities, steal about the
shadowed recesses of the temple, probing the minds of visitors
to insure that their intentions are benign, if not sympathetic. to
the temple’s aims. These individuals appear as nothing more than
caretakers themselves, making them an integral and clandestine
element of the temple’s defence. Additionally, bound lesser
daemons patrol the periphery of the temple, their presence alone
enough to warn the uninvited to keep clear.

Tue TEMPLE'S PURPOSE

In the centuries after its construction, the temple has come to
serve a rare oracular purpose. Those men whose futures enter the
prophetic visions of the temple’s High Oracle, whether noted
for their great deeds or those events yet unseen, have on rare




SPECULATIONS

Given the tremendous power the temple wields, rumours concerning the veracity and role of its prophecies abound.
Many assume that the prophecies are accurate, if vague, and a testament to the temple’s power. Others believe that the
temple uses its reputation for credibility to dispense lies and manipulate the powerful toward its own ends. Whatever the
case, investigations into the matter have met with no success.

Be that as it may, many of those invited and who survive the ordeal to see their destinies come to fruition, have led
lives noted in the annals of the Screaming Vortex.

CarraNy TaeEOFUS KREELI

This pirate was a mere boy when the temple summoned him from his home on Q’sal. The temple foretold that his life would
end in the void but not before achieving greatness as master of a tremendous and powerful ship. Such are the hearts of men
that he chose to fulfil his destiny by becoming one of the most despicable pirates ever known. Now a part of Covenant X,
he is a powerful force in the Screaming Vortex and a potential contender to unite the Vortex under his banner.

BINDING OF THE XUR

Several centuries prior to the current High Oracle’s tenure at the Temple of Lies, High Oracle Selanai left Kymerus ’
on a mission to Xurunt. His arcane musings led him to believe that a great warrior among the Xur would band the

arring tribes together and form the basis for a rapidly developing and expansive civilisation. As it turns out, this never
occurred—though the seeds of the prophecy may still be at work. The warrior managed to band an unprecedented
number of tribes together but fell in battle. Though his legacy fell apart, a small number of tribes remained together in
a tight confederacy, perhaps forming the basis of a new civilisation,

FAcTIONS OF Q'SAL

Without any reference to final outcomes, the many episodes of political and military activity on Q’sal make their way
into the premonitions of the High Oracles. This includes predicting the leadership of several dozen factors, tyrants, and
sorcerers as well as wars, assassinations, and other plots. Why exactly does Q’sal show up so often in the predictions of
the High Oracles? Some believe that the planet’s powerful technological resources have led the temple to meddle for its

own gain. Whether its predictions are mystical or political in nature, their veracity is unparalleled.

occasions been invited to the bowels of the temple to receive
knowledge of the future and their place in it. These invitations
draw the attention of powerful forces and individuals, sometimes
leading to opportunity and sometimes to adversity. Regardless,
once such an invitation has been sent, the recipient’s name
spreads across the Screaming Vortex. In addition to possible
assassination attempts and conflicts, a number of interests may
freely provide shelter, transportation, supplies, and protection
to such individuals; although such gifts are offered with the
understanding that a return favour is in order. Only invited
guests may receive the attention of the temple’s oracle, although
this has not stopped many pilgrims from trying.

THE GIIT'S BRIEF

he following is a brief summary of the plot of False
Prophets, plus the plot and background of the adventure
that has happened before the Heretics get involved.

THE STORY THUS FAR...

High Oracle Renkard Copax administers the temple’s
business indirectly through a legion of functionaries and
underlings. His chief ceremonial duty is to dispense prophetic
proclamations as they come to him in his studies of the texts
within the Akrinus Chamber. These proclamations are few
and far between at best; his arcane studies require forging
connections between the content of seemingly unrelated

tomes and painstaking research to distinguish which texts
are purely fictional and which contain enough truth to be
useful. While channelling the warp with psychic power and
anchoring his mind in these texts, visions present themselves
as portals to the future. These visions contain both direct
images of real people and events as well as metaphors drawn
from the anchoring texts themselves.

Copax recently sent missives to the Heretics. An ancient
tome, once discarded as mere fiction, came to Copax's attention
and upon considering it, he received a vision: he foresaw an
event of revolutionary but cataclysmic proportions. Unknown
to the Heretics, he has summoned them, not to divulge their
place in the future of the Screaming Vortex, but instead to alter
the course of history by destroying them before this prophecy
can be fulfilled. Wishing to prevent any mishap by sending
assassins and potentially losing track of his marks, he has
chosen to summon them directly into the temple where he
can be sure they are properly taken care of. Though renowned
for his wisdom, Copax may have underestimated the Heretics.
Now, his overreaching hubris may prove his downfall.

The tome from which this prophecy was derived is called
the Torestus, an epic saga detailing the life of Tor, a half-god
hero, and his trials to save his people. Tor’s adventures lead to
political upheaval and revolutionary change. Analogous events
relevant to the Screaming Vortex and the mystical visions it
inspired set the Mendacious Oracle on edge. He believes that
the current era is drawing to an end and that the Heretics
have a place in the coming times of change and upheaval.
Additionally, his prophecy has shown his own downfall and




destruction, linked to the rise and success of the Heretics;
thus, his selfish interest in seeing the Heretics dead.

However, the situation has grown even more dangerous for
Copax. The Temple of Lies has long attracted the attentions of
powerful allies. Chief amongst them is a warband comprised
solely of Word Bearers Chaos Space Marines known as the
Prophets of the Blighted Path. These frightening warriors have
long maintained their presence within the Screaming Vortex. The
Prophets maintain a powerful strength within their fastness, an
orbital fortress trailing the world known as the Flaming Tomb, as
close to the Inner Vortex as any have gone. However, under the
guidance of the Dark Apostle Naberus they have abstained from
the constant warfare that grips the many warbands of the Vortex.
Instead, it is said they desire to see the rise of a great leader in the
Screaming Vortex, one who can lead a war of destruction on the
Imperium and allow them to follow in its wake, converting the
survivors to the worship of Chaos.

Naberus maintains spies within the Temple and the
Prophets know that Copax has foreseen the rise of a powerful
new warband in the Vortex (though he is unaware of the
details of the prophecy, including Copax’s eminent doom).
He hopes that these may be the “great leader(s)” he has been
waiting for. To that end, he has dispatched four of his warband
to the Temple. These four are to meet with Copax and, more
importantly, meet and evaluate the Heretics during their
prophecy. If these Heretics prove to be whom the prophecy
claims, Naberus wants to establish ties with them now.

The impending arrival of the Prophets of the Blighted
Path means that Copax feels he’s running out of time. He
wants the Heretics eliminated before the Word Bearers arrive
and has set plans in motion to do just that.

THE TORESTUS

A leather-bound tome, noted to have been copied by scribe
several times in order to preserve the integrity and artistry
of the piece, rests in the Akrinus Chamber and has done so
for more centuries than any can remember. The vellum pages
reek with age but boast such feats of calligraphy as to be
considered a masterpiece. The literature takes the form of an
epic poem that oscillates between direct narrative and verses
of complex depth and polysemy.

Tor, the hero of the poem, is a homunculus of a man, forged
from materials that would both serve to protect him and defile
his enemies. A pantheon of daemonic patrons, an alliance of the
malefic, planned his life out as the hero of his people, the Darisians.
Enemy city-states surround Daris, populated by cultists of false
gods who see the pantheon of Daris as a threat to the world itself.
The deamon-gods of Daris value the strong, the cunning, and
man’s will against the righteousness, piety, and meekness touted
by the false gods. Tor stumbles upon the lairs of mythological
monsters, sails hostile seas beset by storm, and conceives plots of
cruel conquest in the arenas of human politics and desire in the
many cities he encounters on his journeys. These adventures read
more like a collection of stories than a chronological narrative and
at times it is hard to follow where one ends and another begins.
In the end, though, Tor succeeds in extending the dominion of
Daris over the defiled lands of his enemies.

- The daemon pantheon was wise when crafting Tor’s half-
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powerful that he should threaten their sovereignty, they forged
in him a seed of desire that would grow over time, a desire for
tyranny over men. The eventual corruption of his soul led to a
means of destroying him. As a being of great power that could
otherwise rival the daemonic fathers, he would instead focus on
taking power over man and ultimately die a puppet of his very
own creators. Interestingly, much of this manuscript is missing,
leaving the copy of the Torestus incomplete, a compilation of
stories rather than a conjoined narrative. For example, the
explanation of this seed of corruption occurs at the beginning
of the text and the last several pages are missing, leaving the
story—and details of Tor's fate—a mystery.

Until recently, the text remained on a high shelf out of the
Oracle’s view. It was by chance that he decided to search that
part of the chamber to revisit some other tomes and stumbled
across the tome. His readings initiated a series of powerful
visions that concern the Heretics directly as major players in
the fate of the Screaming Vortex. However, a portion of the
epic suggests that a great seer would fall from his high station
but it leaves no specific details as to how. Thinking of himself
as the great seer, Copax has foolishly decided to cheat fate
and destroy the Heretics before destiny claims him.

ADVENTURE PLOT

The primary objective of False Prophets is straightforward—
escape the Temple of Lies after securing the Torestus. The adventure
begins with the Heretics travelling to Kymerus and artiving on
the planet’s surface. There they must journey to the Temple,
receiving the opportunity to explore it. During this time, they are
also ambushed by a rival warband—petty warriors angered that
the Heretics are receiving this prophecy instead of them.

Prior to the main action, Heretics have ample opportunities
to further their individual or selfish goals while developing
relationships with one another. Some individual goals can
cause conflict within the group. GMs should play this up,
making the most of character development while keeping the
importance of the main plot at the forefront so that potential
conflicts do not get out of hand.

After getting a chance to explore the temple, Mendacious
Oracle Renkard Copax invites them to the Akrinus Chamber
under the pretence of discussing his visions. He uses this meeting
to ensure his guests are indeed those the prophecy refers to. Once
satisfied that they are who they claim to be, he closes the Torestus,
leaves it on a table, and exits the room as guards and renegade
psykers enter the chamber and attempt to finish the Heretics off.

Only Renkard and the few guards present in the Akrinus
Chamber are aware of the clandestine operation to destroy
the Heretics. Renkard wants no hint of his plans to be made
available to anyone who might bleed them out. However, before
he springs his trap, the Word Bearers Chaos Space Marines of
the Prophets of the Blighted Path arrive at the Temple. Copax
cannot afford to ignore such powerful allies, and thus when he
springs his ambush he must leave the chamber to meet with
them, trusting in his henchmen to finish the Heretics off.

Assuming they survive the betrayal, the Heretics take the
Torestus from the table and begin their escape. They have to
navigate their way down the stairs (avoiding or engaging
Inevitable Guards on the way), then arrive at the Temple entrance,




TaE ORACLE’S VisioNs AND TOR’S ADVENTURES

The specific contents of the Mendacious Oracle’s visions
and the adventures of Tor and the Darisians are up to the
GM to decide based on the backgrounds and goals of the
Heretics in his group. These visions should both tie the
Heretics together and involve them in such a way as to
make this adventure of personal interest to each of them.
For players who have not come up with goals for their
Heretic, use the Torestus to plant some suggestions. After
all, this is their grand destiny.

GMs should invent city-states in the Torestus
narrative that serve as analogies to places of interest in
the Screaming Vortex and the Imperium beyond. Such
analogies should never be clean and direct but require
some interpretation on the part of the Heretics. Use these
analogies as sources of potential exploits, making the
Heretics feel as though the Torestus is an analogy of their
own adventures. The Torestus should mainly foreshadow
events and provide vague clues but never directly state
how an objective should be achieved. Additionally, the
connection between a story in the Torestus and an event
in the Screaming Vortex may remain far from obvious
before the event starts taking place. This means GMs
don’t need to come up with every story at once but
instead can come up with a story when, in game, it
becomes apparent that there is a relation.

The details of the revolutionary change the Heretics
are supposed to undertake are left intentionally vague so
that GMs can put together grand plans for the Heretics in
their games. However, an obvious place to start concerns
the current power vacuum and struggles for supremacy
between the rival warbands in the Screaming Vortex
and could play into the concept of organizing and leading a Black Crusade. Players may also come up with interesting
interpretations of stories that do not fit perfectly with a GMs plans. When that is the case, it does not hurt to reward them
by changing the story a bit to fit their interpretation. This gives players a more direct role in a major aspect of a roleplaying
game—collaborative storytelling,

Another interesting aspect of the Torestus is that it’s incomplete. Great chunks of it are missing and the GM can
have his players discover sections throughout their adventures. This way, the GM does not have to introduce the entire
Torestus at once, but can dole it out as needed to further the adventures of the players.

SAMPLE STORY: THE BARBARIANS OF MAUL

Tor came upon a haphazard collection of shacks and hovels after completing a long journey, desperate for food and
shelter. He discovered, to his dismay, that the thieves and wretches that settled here were in as poor a shape as he. As it
turned out, the band had experienced regular visitations from its own dead—walking corpses from a battle that took
place on the land many years ago. They haunted the countryside and attacked travellers, forcing travellers to seek shelter
within the settlement’s walls. Tor agreed to rescue them in exchange for nothing more than shelter and food—and a
promise of fealty should he become king of Daris later. They agreed to his demands.

After he discovered that the dead could not rest because the rival band’s ancestors had recently been restored to power
and controlled the very lands the deceased once protected, Tor challenged the ruling descendant to mortal combat. Though
he nearly died after being tricked into giving the ruler the upper hand, Tor finally won the battle. The victory came with a
cost, however: the defeated rival became an enemy that challenged him, even after he became the ruler of Daris.

An adventure based on this section of the epic poem might involve the Heretics when times are hard, wandering into
a war between rival warbands. They join up with the one and make some demands in exchange for their help. The true
reason the opposing warband is encroaching on the others turfiis because of a local despot, recently returned to power, who
desires the conflict for his own ends. The canny villain realises that the Heretics are a threat and leads them into a trap, but
eventually they win the battle. As a consequence, they gain respect but also make an enemy of the rival warband.




where Copax is informing the Word Bearers that the Heretics
were tragically killed before arriving, making it unlikely they
were the ones foretold in the Torestus. The Heretics’ appearance
puts the lie to his claims, at which point he desperately attempts
to call on Daemonic allies and Inevitable Guards to eliminate
the Word Bearers and the Heretics.

Whether or not the Heretics realise the Prophecy immediately
by killing Copax, they must flee the Temple of Lies and Kymerus
as they are pursued by the vengeful warriors of the Temple.
Should they escape, they may have earned a dubious ally in the
Prophets of the Blighted Path. They also now possess a strange
tome that could hold the key to their ascension—the Torestus.

PLOT HOOKS: BEGINNING
THE ADVENTURE

The following are several suggestions for beginning the
adventure—hooks that can get the Heretics interested in
the Temple of Lies and the prophecy. As this is an adventure
intended for beginning or low experience (less than 2,000)
characters, the GM may approach the beginning of the
adventure in several ways.

For a completely new group of Heretics, the GM can
choose to have them begin in completely different parts of
the Screaming Vortex, each according to their backstory. In
this case, the GM can have the Temple’s agents approach each
Heretic individually, bringing them each to Kymeris seperately
and having them assemble at Carrion Corpse before travelling
to the Temple as a group. This works well within the plot
of the adventure and allows the GM to assemble the entire
warband without such actions seeming forced.

On the other hand, it is possible the warband is already
assembled as a group. The GM may have even already run his
group through a short adventure. In this case, the GM can have
the Temple approach the Heretics as a group, likely using the
Invitation to Greatness General Hook. This works the same
way as the first option, simply with less time waiting in Carrion
Corpse for the rest of the group to assemble. (Of course, if the
GM needs to introduce a new player character, he can have them
summoned separately and meet the group at Carrion Corpse).

In either situation, the Temple of Lies spares no expense in
making sure that the missive arrives at its intended mark and is
hand delivered by a temple demagogue even to the most remote
reaches of the Screaming Vortex. The various demagogues
responsible for striding the span of the Screaming Vortex in
search of the Heretics may take months to find them and, once
they are found, must make the long journey back to the temple.
In any case, Covenant X owes the temple several favours and
has taken as its mission the transport of the Heretics to and from
their meeting with the Mendacious Oracle.

The demagogue in charge of administering this invitation is
Elika The Seer, the Mendacious Oracle’s second in command,
though depending on the GMs plans and how organised the
Heretics are as a group, several demagogues may be working
under her and deliver the invitations in her stead. If the GM needs
the name of a ship to transport the Heretics he should use the
- Bloodscent, an Idolator-class raider starship that has been furnished
by the Covenant X. Such is the nature of the Screaming Vortex
er the Heretics are currently, the voyage takes a week.

Some of the plot hooks contain different demegogue
characters. These characters can be mixed, traded, or replaced
entirely amongst the hooks as the GM sees fit.

Some hooks provide Tertiary Goals as well that work better
for specific individuals than others. Use these hooks to provide
individuals with incentive to go off on their own and achieve
personal goals while visiting the Temple. Some are specifically
at odds with others: Heretics may have to work together to
succeed, but that doesn’t mean that they should not compete
over the details. Even if the GM uses the Invitation to Greatness
Hook for all the characters, he can still use the other hooks to
give certain characters Tertiary Goals.

INVITATION TO (GREATNESS
(GENERAL HOOK)

For an established group of Heretics, this hook provides a
hook for the entire group. Elika the Seer hands the Heretics
the invitation and offers a detailed explanation of the
temple’s history to those interested. Her skills of observation
serve her well, as does her social acumen: if the Heretics seem
suspicious, she obliges by being reassuring. If they seem
not to care, she keeps things short, smoothly facilitating
the journey to the temple. In any case, she treats them in a
friendly and deferential manner. All arrangements have been
made to transport the group to Kymerus. Apparently, the
Mendacious Oracle has done some research on his marks and
knows them well enough that his demagogue can provide for
them accordingly.

When Elika arrives and hands the Heretics their respective
invitations, read the following:

“Please excuse my intrusion, masters,” begs a markedly stout, middle-
aged woman dressed in robes of animal hide. She bows quite low as
if 1o show she were not worthy of your presence, but the act reeks of
manipulation and false flattery. “I've been sent on @ mission by the
Mendacious Oracle of the Temple of Lies—surely you've heard of
him? He begs you accept his invitation; so important is it that he
threatened me with death were I not to impart these precise words:
‘the future of the Screaming Vortex depends on it.”"

She then hands the Heretics their invitations (page 392) and
explains the details concerning the Covenant X's transportation
methods and other arrangements. It is not unlikely that they
have heard of the Temple, as it has a place in the history of
the Vortex as either a site of great religious significance or
as a player of political games. In any case, the Temple is a
famous store of texts both ancient and recent. Rarely do folk
of common birth have the opportunity to peruse the shelves of
lore, Given the breadth of knowledge to be gained from a visit,
provide the Heretics with the following tertiary objective.

Tertiary Goal: The Temple of Lies provides an opportunity
for Heretics to delve into lore normally too arcane or rare to
access otherwise, Anyone willing to do some digging and
spend some time in research during their brief visit may
purchase one Common, Forbidden, or Scholastic Lore Skill
at half the current cost.




ON’S THIRD TREATISE ON
MATTERS RARE (PSYKER, SORCERER, OR
APOSTATE CHARACTER HOOK)

Over ten thousand years ago, a man now only known as Damon
wrote the theoretical treatise on psychic matters of his time,
Damon’s Third Tretis on Matters Rare. Access to the remnants of the
tome require a chaperone and a special invitation to one of the
highest chambers of the Temple of Lies. Even then, some portions
of it remain off limits to any other than the temple’s highest
magisters, barred from even the most important of guests.

A missive arrives—the Mendacious Oracle’s invitation—hand-
delivered by a demagogue named Onacus the Strange. Perhaps
a bit overly formal, Onaeus appears no stranger than any other
cultist of the God of Change. He answers any of the Heretics'
questions though provides only mundane details such as the
location of the temple, the name of the Mendacious Oracle, and,
of course, the importance of the invitation. It just so happens that
an invitation of this nature provides access to the chamber where
the text is stored. Upon receiving this invitation, a successful
Routine (+20) Scholastic Lore (Archaic, Legend, Occult,
or Philosophy) Test or a Routine (+20) Forbidden Lore
(Daemonology, Heresy, Mutants, Psykers, or Xenos)
Test allows the Heretic to “remember” that this rare grimoire is
rumoured to exist in the Temple. The GM should emphasize that
this is incredibly valuable and something the Heretic would like
to take for himself. Read aloud or paraphrase the following:

A robed figure approaches you as though he were a familiar friend
and nods pleasantly. “I am most pleased to make your acquaintance,
1 am Onaeus from the Temple of Lies. I realise this is a most strange
occurrence, but I must deliver you this message from my master, the
Mendacious Oracle Renkard Copax. Do oblige us and accept.” He
hands you a small missive, sealed in dark red, crusted wax.

Tertiary Goal: Steal the remains of Damon’s Third Treatise.
A Heretic who successfully does so receives 2 Infamy and
250 Experience.

DEsTROY DESPICABLE SORCERY
(KHORNE CHARACTER HOOK)

The Heretic receives the invitation from a lowly coward of
a demagogue, Tristam Denieri. He fears the recipient of the
missive and would prefer to move on as quickly as possible. He
uses contempt and sarcasm as a means to cover his insecurity
in the Heretic's presence. Once the invitation is delivered and
the Heretic's questions have been answered, Denieri arranges
for the trip to Kymerus. Read the following:

Either the Heretic himself remembers (or perhaps an ally

informs him) that the temple houses a number of artefacts.
some of significant value. One such artefact, Damons Thirz
Treatise on Matters Rare, would surely win the Heretic a name in
history as well as strike a blow against the cowardly, weakling
followers of Tzeentch.
Tertiary Goal: Destroy the treatise. This objective may take
longer than the adventure itself, especially if another Heretic
has taken it for himself. Once successful however, the Heretic
receives 2 Infamy and 250 Experience.

SACRED FrLESH (NURGLE

CHARACTER HOOK)

The sole privilege to study the twisted flesh of the crew of the
Light of Ascension has been left in the hands of the minions of
Tzeentch. An interested party, the daemon-possessed savant
Gresh, recently learned that the Mendacious Oracle of the
Temple of Lies has sent an invitation to a devotee of Nurgle
and approaches that Heretic in hopes of hiring him to secure
a sample or two of the tainted Imperial flesh stored on display
in the temple’s garden shrines. Past attempts to secure such 2
sample have failed. Gresh is known as the Plaguehunter of
the infamous Vorxec Calvarius (see page 342), and believes
the flesh is something he could bring to his master. Given
the Heretic’s potential as a man of destiny in the Screaming
Vortex, the Gresh has decided to give it another try.

The temple’s invitation is delivered by Elika The Seer
(see the read-aloud text from the “Invitation to Greatness™
section). She approaches and invites them. At a later point,
when the Heretic finds himself alone, Gresh approaches him.
Read aloud or paraphrase the following:

The air around you suddenly chills and you catch the whiff of rot
and decay. A hunched figure in tattered robes steps out from the
nearby shadows, shadows you could have sworn held nothing

The figure holds up its hands. “Please, master, I mean you no
harm.” When it speaks, it sounds as if two mouths are speaking at
almost the same time and, when it raises its head, you see why. Under
the hood is an elderly man, with another face grown into the side of his
head and neck. The face apes his speech in a high-pitched voice.

‘T am Gresh, emissary of the Dread Calvarius. I bave learned
you are travelling to the Temple of Lies. While you are there,
was wondering if you would be interested in carying out a task?
My master would be...most grateful.”

A short, snivelling man with a nose not unlike a swine’s approaches
you. He looks hardly up to the task to speak with you in the way
he gathers his robes in sweaty palms and grits bis teeth. "It is to my
dismay that my station in life leads me to the task of ervand boy but
as I am sure a person like you must understand, I have litile choice,”
he sneers. “The master of the Temple of Lies bids me give you this,”
he hands you a missive sealed in dark red, crusted wax.

Tertiary Goal: Attain and deliver a sample of twisted
flesh to Gresh. If successful, the Heretic receives 2 Infamy and
200 Experience, as well as a favour from a powerful warband
leader in the Screaming Vortex (which is partially where the
Infamy comes from).



ARRIVAL:
CARRION CORPSE

arrion Corpse is the planet of Kymerus' sole spaceport,

and thus the lifeline for those meagre few who scratch

a living on the planet’s surface. This is where the
Heretics land upon the Bloodscent’s arrival. Read aloud or
paraphrase the following:

Your travels aboard the Bloodscent were generally unnotable.
The ship’s Captain, one Volin De’Trax, kept to himself during
the journey and most of his several thousand crew did likewise.
In fact, they treated your presence as if it was both auspicious and
dangerous in equal measure and avoided you accordingly. Such is
the stigma associated with the Mendacious Oracle’s summons.
Once in orbit over Kymerus, you descended to the surface via
one of the starship’s landers, @ boxy, ungainly craft. From the air,
the spaceport of Carrion Corpse is a desolate and unappealing
location. A few scattered buildings dug into rocky billsides, along
with three landing bays hollowed into a nearby cliff face. Your
shuttle lands in the central bay, and no sooner have you left the
ship than it takes off, headed back into orbit.
Elika The Seer leads you from the deserted bay. “I must travel
ahead to announce your presence at the Temple,” she informs you.
Approximately five miles separate the village and the temple itself
and only two or so miles between the port and the temple’s shrine
garden. Temperatures range to the extreme, reaching below freezing
at night to well over 110 degrees during the day. What diversity
the climate bas in temperature it lacks in seasons—over the planet’s
entire surface, the year is dry and follows consistent, daily oscillations
of heat and cold. The sky ranges from a reddish-orange to a sickly
pale green between dawn and dusk and a dark blue to black after
sundown. One moon, Elorum, orbits the world followed by a trail of
meteoroids that occasionally shower through Kymerus" atmosphere.
The soil is dry, supports only weeds that seem to thrive on the rotting
flesh of the few animal species to call Kymerus home, and ranges in
colour between brown, amber, and brick red.

The port provides a place for the Heretics to assemble,
and, also, to wait if the GM is using the Mendacious Oracle’s
invitation to assemble the group of player characters for the first
time. Depending on whether or not the group has any interest
in Carrion Corpse, the GM can have them simply stay the night,
before proceeding to the Temple during the next day. Alternatively,
he can have the wait take several days. While the wait takes place,
the Heretics are afforded access to the Temple grounds, just not
the Mendacious Oracle himself. This gives the Heretics a short
time to try and accomplish some Tertiary Goals, but also gives the
Mendacious Oracle time to plot his ambush.

Accommodations have been set in the shattered remains of a
Halo heavy lift barge and the hillside it crashed into. Theon is a
vile wretch who laid claim to the barge so that he could swindle
those in desperate need of shelter of their goods and coin. Theon
received a great many juvenat treatments and, though he does not
reveal his age, appears to be no more than twenty years old. He
A,

surrounds himself with youth as best he can and shows an obvious
discomfort with the aged. In fact, he is seriously deranged and has
a pathological loathing of those his senior that on occasion has
led him to commit debauched and clandestine murders against
aged patrons. Any Heretics who appear old are likely to receive
little warmth from Theon, though they are safe enough as they
have arrived under the Temple’s protection.

Still, if not friendly, he at least treats patrons in a businesslike
fashion and leaves them to their own devices. Private rooms have
been reserved for the Heretics to help avoid possible intrusions
from any who may plot against the Mendacious Oracle’s guests.

In the port, the Heretics may search for information related
to the temple, Kymerus, and the local gossip with little effort.
With a Routine (+20) Inquiry Test, the Heretics can secure
any piece of the following information. The more successes on
the Test, the more information the GM can reveal:

« Carrion Corpse, composed of no more than 200 occupants
at any time, subsists off of modest importation from other
worlds in order to feed and maintain its inhabitants. These
include preservative-laden and non-perishable foodstuffs,
water rations (since most of the water on Kymerus is in its
atmosphere), and basic supplies to support the world’s few
functioning corpse-starch vats. In exchange, most settlements
on the planet mine ores to be exported. More costly imports
come in the form of delicacies and finery for the Temple,
delivered via ancient compacts with nearby worlds.

« The port exchanges services with the Temple for its main
source of income, but makes little profit after importation
costs. Renkard Copax, though formally only in power over
the temple, has significant influence over the port, which is
“run” by a loose and shifting alliance of several port elders.

« The same families have populated the port and served the
temple for generations—birth defects and peculiar behaviour
abound, as do minor and disturbing mutations brought on
by the Vortex itself. In most cases, they cannot afford to hire
a ship to take them off of Kymerus and find that there are
worse trappings than living in the temple’s shadow. Even
still, Mendacious Oracle Renkard Copax is known for his
excesses and though ports interact with him personally
only on rare occasions—he disappears for months at a time
when exploring texts of lore and other curiosities—when
he demands entertainment, death, dismemberment, and
humiliation follow. If it were not for his tremendous power
in the Screaming Vortex and his considerable defences—at

least compared to the capabilities of the port’s inhabitants
themselves—they would do away with him post haste.

« Many villagers distrust Theron, but none are willing to say
why. This information is inferred from observation rather
than carousing with the locals. His small staff is youthful,
and many seem unnaturally so. His guests range in ages,



however, though he shows a preference for the younger
among them and treats the others with outright disdain
when he knows he can get away with it. The port offers
no other accommodations and, given the extreme nature of
the environment, most elect to stick it out at the lift barge
regardless of the way they are treated.

A CHALLENGE OF ARMS
(Orr1ONAL ENCOUNTER)

The Heretics’ arrival in the Carrion Corpse does not go unnoticed
and, once they are settled, the GM can use this encounter to
reinforce the lawless and chaotic nature of the Screaming Vortex,
as well as the inhabitants’ worship of the Ruinous Powers.

A warrior who calls himself the Disciple of Crox lives just
outside Carrion Corpse, scratching a meagre existence in the
barrens of Kymerus. So blessed with the Gifts of the Blood God
Khorne that he is barely human, he wanders the world seeking
fellow warriors to challenge to single combat. Thus far, he has
not been bested, and he dedicates each kill to Khorne. He is a
wandering berserker without the sanity to leave this planet.

Now; having seen the shuttle land at Carrion Corpse, he travels
into town to seek a new foe. The locals have learned to avoid the
Disciple, and his own code of honour means he does not kill
those who do not accept his challenge. However, the Heretics
may be another matter.

From outside of the barge, you hear a roaring bellow, echoing around
Carrion Corpse. "I am the Disciple of Crox,” a deep voice showts.
“Who will challenge a champion of the Lord of Skulls?”

Looking outside, you see a massive giant of @ man, clad in
plates of ceramite armour heavily caked in blood and dust. His
face is hidden behind a steel mask, worked into the snarling visage
of a dog. He carries one weapon: a long, two-handed chainaxe.

Afier a long moment, the giant shouts again. “I am the Disciple
of Crox! Who will challenge a champion of the Lord of Skulls?”

The Disciple remains outside the tavern for the entire
night, shouting his challenge. If none answer by that point,
he gives up and wanders away (the tavern’s patrons inform
the Heretics of this). However, the Heretics may decide to
answer the Disciple’s challenge.

The guidelines of the challenge are simple. Single combat,
melee weapons only, and no quarter given. The profile for the
Disciple is provided on page 390:

If a devotee of Khorne, Nurgle, or an unaligned Heretic
challenges and defeats the Disciple, they gain +1 Infamy. The
Disciple is well known on Kymerus and beyond (via the supply
ships that regularly stop here) and such a feat earns respect.

If a devotee of Slaanesh or Tzeentch challenges and defeats the
Disciple, they gain +1 Infamy and +2 Corruption Points, as their
dark patron delights in the slaying of a rival’s champion.

However, if the Heretics attack the Disciple en masse, or try
to kill him with ranged weaponry or offensive psychic powers,
the Disciple goes berserk and tries to kill as many of them as
possible before falling. The Heretics gain no Infamy and, in fact,
gain +2 Corruption Points due to Khorne's disfavour. This counts
as earning Corruption Points through a Failing.

TO THE TEINTPLE
OF LIES

ntil the Mendacious Oracle summons the Heretics,

they have full and free access to the temple’s dark

libraries, shrines, and attendants. This is a rare gift.
an honour accorded only to individuals of high stature
and power within the Vortex (the Heretics being some of
these individuals). A half-track groundcar operated by =z
surly individual named Orick takes them back and forth
from the temple and its garden of shrines. Unlike those few
malcontents who live at Carrion Corpse, he is a servant of the
Temple and has even travelled a bit around the Screaming
Vortex. He despises the temple’s atmosphere and prefers the
company of the locals to the demagogues, library servitors
and faceless guards that haunt the place, and relates best with
those who tell tales of battle and stellar travel to dry talk
and dusty archives. When not carting the elite back and forth
between Carrion Corpse and the temple, he brings supplies,
slaves, and the occasional sacrifice to the Temple.

Orick may prove to be a potent ally of the Heretics
towards the end of the adventure. Orick lets on that he would
like to lead another life but feels burdened by his work on
Kymerus and is unable to raise the necessary funds to board a
ship and leave for good. The Mendacious Oracle’s dominance
and eccentric tastes takes its toll on Orick’s spirits. This may
prove useful at the adventure’s climax.

Orick, like the port’s inhabitants, is aware that the Heretics
have been summoned for the Mendacious Oracle to read them
their fate. He can provide cautionary tales to dissuade them
from snooping around where they don’t belong—namely
the Akrinus Chamber prior to being called in by Renkard
Copax. He serves as a good source of information regarding
the temple’s defences (see The Temple of Lies section above
for more details) and might volunteer that information to
someone willing to reward him with an interesting story or
two. Furthermore, he is very familiar with the gardens and
shrines around the temple itself and suggests the Heretics visit
what he terms “the preservatories,” where the remains of the
Light of Ascension’s crew are kept.

The Heretics trip to the Temple is uneventful, unless the
GM wishes to add in the Death on Small Wings encounter.
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DEATH ON SMALL WINGS

(Orr1ONAL ENCOUNTER)
This encounter is designed to be added almost anywhere in the
first part of the adventure, but is likely best used the first time the
Heretics travel to the Temple of Lies. At the GM's discretion, it can
either be a brief but memorable combat encounter to emphasise
the bizarre nature of the worlds in the Screaming Vortex, or it ¥
can be one facet of the Mendacious Oracle’s plots. :
When the Light of Ascension crashed, most aboard died.
Some, however, did not. Among them were the majority of
the ship’s sizeable Cherub population. The tiny mechanical
minions swarmed from the wreck, into the wilds of Kymerus. -
Through means unknown, their population has swelled since ~
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then and their feral and spiteful natures have changed them
from flying nuisance to winged menace. Stranger still, they
have mutated significantly, gifted by the God of Change with
additional tiny limbs, poison drenched fangs, or scaly flesh.
Now large flocks of the little terrors wait amongst the rocky
outcroppings of the wilds, ready to swoop down on lone
travellers or small groups and tear them to bloody bits.

When the Heretics venture outside the town (the Feral
Cherubs won'’t attack anyone within Carrion Corpse or the
Temple, as they are somewhat cowardly and frightened of large
groups), they can make a Difficult (—10) Awareness Test to
note that they’re followed at a great distance by a strange-
looking winged creature. At some point, the GM can require
them to travel through a steep-sided ravine (it doesn’t matter
where this ravine is, but ideally it can be on the road between
- Carrion Corpse and the Temple). At this point the Heretics
can make an Opposed Challenging (+0) Awareness Test
versus an Ordinary (+10) Stealth Test by the Feral Cherubs
to see the creatures creeping around the rocks, preparing to
strike. Anyone who passed the previous Awareness Test gains a
+10 bonus to this Test. Those who fail the Opposed Test are
Surprised for the first Round of Combat.

The Cherubs swarm in as a Horde, attacking until they
fall below Magnitude 10, at which point the survivors flee
madly in all directions. If the warband contains no Chaos
Space Marines, 10 individual Cherubs attack instead.

If the horde attacks when the warband is travelling to the
Temple with their guide, Orick, he hides under his truck
squeezing off random and ineffectual shots with a pump
action shotgun until they’re gone. The GM can choose to have
this simply be a random encounter with Kymerus's “wildlife.”
However, if he prefers to play up the conspiracy aspects of
the game, he can have Copax summon the Cherubs, unable to
resist the chance to try eliminating the Heretics before they get
to his Temple. If the GM wishes to go this route, a Difficult
(~10) Psyniscience Test after the conflict reveals the stench
of psychic manipulation and gives the Heretic an idea that
someone was pushing these things to do his or her bidding.

ARRIVAL

When the Heretics first arrive to the Temple, read aloud or
paraphrase the following:

You crest the last hill and finally sce the Temple of Lies. A vast
field of wreckage and rubble stretches out before you, many squdre
kilometres across. In the centre of the field, dug deep into the ground,
is a starship. Long ago, a titanic voidship crashed into Kymerus's
surface. The impact broke the vessel, though it was not destroyed
entirely, leaving the monolithic ruins amidst a vast plain of debris.

You can see that in the centuries since, someone has built on
the vessel, adding double doors in the side so large that you can
make them out from several miles away. You can also just make
out the tiny shapes of Screamers of Tzeentch, daemonic flyers
circling around the Temple. Some even appear (o be pulling disk-
shaped chariots through the air.

Members of the Inevitable Guard escort the Heretics on
their visit to the gardens in order to prevent any mishaps with
any of the other patrons. The grounds are also patrolled by
Screamers of Tzeentch, barely kept in check by the powers
of the Oracle. They sometimes obey the commands of the
Guards, though they are murderous and likely to hunt and kill
anyone they find alone near the Temple.

The preservatories number four in total and are arrayed
somewhat evenly about the temple grounds inside some of
the larger pieces of Light of Ascension's hull. Specimens include
crushed, incinerated, and impaled bodily remains, preserved
as though just killed. Each specimen is kept in a sphere of
multi-coloured sorcery, preserving the item indefinitely.
Among the most interesting sights are the visages of members
of the bridge crew. Studied by an anatomist from the temple
many centuries ago, it was determined that the musculature of
the crew’s faces has been reconfigured somehow, causing the
faces to be contorted into expressions otherwise impossible in
a human face but still quite obviously expressions of pain and
despair. Eyelids pulled open beyond sanity, tongues literally
twisted, and muscles anchored on teeth or to other parts of
the face entirely rather than on the jaw are a few examples.
These unpleasant displays are considered to be the touch of a
daemon of some skill and malicious ability, possibly even the
hand of a Greater Daemon of Tzeentch itself.

INSIDE THE TOWER

Once the Heretics have had their fill of the various sites
about the gardens, Orick brings them to the temple tower
and directs them to the gate. He remains outside but keeps
a vox bead set to a channel to receive messages from the
Heretics should they decide to communicate with him or
require assistance. Just inside, guides await to assist the guests
and prevent uninvited individuals from entering the tower
at all. Heretics may take personal guides or go as a group,
depending on their goals, and may request access [0 almost
1
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SECURING A SAMPLE

A mission during daytime to attain a sample of the perverse flesh is likely impossible. Still, with all the crowds and guards
present, a Heretic could examine the space to determine how thorough the preservatories’ security systems are. A successful
Ordinary (+10) Awareness Test reveals patterns in the guard’s movements as well as areas occluded from their view.

A series of obstacles must be overcome to gain a sample of the crew’s flesh. First, the Heretic must get through the gates
or over the fence and into the gardens themselves. The gates are closed during the evening dark. A canny Heretic might hide
until that time, making an Opposed Stealth Test against the guards Awareness (assume the guards have a 45 on this Test). If he
tries to get in by climbing the fence, he has to make a Challenging (+0) Athletics Test to climb up the bars and a Difficult
(~10) Acrobatics Test to get over the bars without suffering any damage from the spikes while doing so. The Athletics Test
is straightforward—if he passes it, he climbs the fence. If not, he must try again and, if he fails by three or more degrees, he
draws the attention of a guard. Success on the Acrobatics Test results in the Heretic climbing over the fence without harm. For
each degree of failure on the Acrobatics Test, the Heretic suffers 1 damage not reduced by armour or Toughness bonus from the
spikes above the gate. The spikes are ensorcelled and twist to dig cruelly into the Heretic's flesh—if he takes damage he counts
as being damaged by a Crippling (2) weapon until he can find medical attention and the wounds strangely refuse to heal.

Finally, he may decide to attack the guards at the gates, but this obviously means altering his relationship with the temple in
a significant way. The guards let no one into the temple grounds under any circumstances in the late hours of the night unless
they belong to the temple in some official way, and such an occurrence is a rarity. The guards hold a key to the gate which may
be won by either killing or incapacitating one of them. Should this happen, unless the Heretic can conceal his tracks and keep
his antics a secret, the Inevitable Guards capture him as soon as they are able. It is possible the Mendacious Oracle may take
this opportunity to dispose of the Heretic secretly, but only if he feels his companions will not learn of his treachery.

Otherwise, the Seer leads the Heretic into the Temple and summons a floating disk. She offers them a stark choice. Step onto
the disk and await the Prophecy or die. She explains the Oracle does not want them dead, but if they resist they have no choice.
Should the Heretics accept the disk, they will not be harmed, but will not be able to take any actions until the Prophecy.

In reality, Copax would love to kill off the Heretics, but is afraid of arousing the suspicions of any companions and
would rather kill them all at the same time.

Once inside the gardens, the Heretic must then sneak into one of the preservatories, again making a Challenging (+0)
Stealth Test opposed by a Challenging (+0) Awareness Test made by a single guard patrolling the garden. If he fails, the
guard attempts to arrest the Heretic and, if he resists, calls for help from the two guards at the gate (assuming they are not yet
slain). Once successfully in one of the preservatories, the Heretic must then succeed on a Challenging (+0) Security Test or,
if not trained in the Security Skill, a Hard (~20) Tech-Use Test to deactivate a casket and gain a sample of the flesh.

of having to navigate the labyrinthine stairs themselves may
make a Very Hard (-30) Awareness or a Difficult (-10)
Navigation Ground Test. Success allows them to navigate
the Chamber without a guide, getting where they
go. Furthermore, Heretics trained in the Psyniscience skill
may make an Ordinary (+10) Psyniscience Test to reveal
infrequent attempts to probe visitors” minds for ill intent.

vant to

If the Heretic is attempting to take something or destroy
something in the libraries, he should make a Hard (-20)
Willpower Test, opposed by a Challenging (+0) Psyniscience
Test by the Temple Psyker. If he is aware of the psyker’s intrusion
(i.e., via a successful Psyniscien st of his own) the Willpower
Test becomes Ordinary (+10) instead. If the Heretic wins, his
thoughts and intentions are hidden from the psyker. If he loses,
his plots : : and noticeably
hold him in suspicion. This is done to dissuade him from causing
trouble whilst not discouraging him from remaining long enough
to meet with the Mendacious Oracle. If the Heretic attempts to

temple’s property, the
(or at least imprison) him.

Successfully detecting the mental probes allows the Heretic
to subvert them and, if he wishes, subvert attempts to probe
the minds of his allies as well. Only one suc i
even when crossing the path of other temple psykers—the
probes are neither potent nor subtle, and their prevention is

5 necessary,

quite easy as long as one is aware they are at work.

Each individual chamber is a repository of forbidden and
lost knowledge dedicate ranging

from bestiaries and medicae libraries to asteroid geology,

to a specific set of to
daemonology, and Imperial history. Knowledge concerning
most any subject lurks here on a shelf or left on one of the
various crystalline plinths that strech across the centre of the

n. Each room is guarded, two armed men at the door, and

attended by at least one temple official. No space is spared and
S from floor to ceiling with texts and more;

floor space equally well covered with tables, chairs, carts, and
servitors who perform menial tasks. Depending on the nature
of the room, more than tomes may be found. For instance,
there are rooms full of voidmaps and anatomical specimens

graphy and anatomy. Though the
rooms are arranged in some arcane order, their portals bear
no marks to distinguish them. The rooms also shift and warp
subtly, and if one tarries on a room too long, they may look
up to find the layout completely different than before.

THE SUMMONS

At a point convenient for the GM, the Mendacious Oracle
summons the Heretics to the Akrinus Chamber through his
demagogue, Elika the Seer. She collects them one by one if
necessary, requesting that they interrupt their activities in the
temple and make haste, for the Mendacious Oracle is not a
patient man. On the way up, she explains how honoured thi
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should be to receive this audience but warns them to watch
how they conduct themselves in his presence. Her warnings
come from personal experience; the Mendacious Oracle takes
his position seriously, suffers no insult, is known for his
volatile temper, and is not one to be trifled with.

The Seer lifts a large, square trapdoor fitted into the ceiling
of the Chamber of Stairs leading to the Akrinus Chamber. The
scent of dust and old paper lingers on the still air. Renkard sits
at a table near the centre of the room, at first so engrossed in
the text before him—the Torestus—that he is unaware that his
guests have arrived. Read aloud or paraphrase the following:

“Leave us, slave,” the Copax mutters as he closes an old tome before
him. Elika steps down through the adamantium trapdoor and locks
it closed. “It’s a shame to think that the future of the temple lies
in that pathetic thing, don't you agree? It seems disgraceful that
this illustrious place should be lefi in ber quite incapable hands.
Fortunately, that will not have to be the case... and that is part of
the reason I have summoned you here. Make yourselves comfortable
in this retreat of mine. Come, we have much to discuss.”

After this introduction, the High Oracle begins to question the
Heretics about their past. If they appear defensive or unwilling
to answer his questions, he assures them that this is merely a
matter of protocol, to make sure that he is dealing with the right
individuals. The GM should make use of the information his
players gave him, including all the dirt the Heretics want to keep

- from one another. Renkard Copax’s goal here is to ensure that

“" o>

the Heretics are the men and women he is looking for. They are,
of course—he simply needs to dig through their biographies
for a short time to ascertain that for himself. As they speak to
him, he consults the Torestus, seemingly to verify what they are
telling him. Make a point of this as the Heretics talk with the
Mendacious Oracle, the text should become important and they
should be curious about what it has to do with them by the time
the conversation is over with. He’s aware that they may have
sectets to keep from one another and would prefer to not rouse
their emotions unduly and create any conflict before the process
is done. Even still, he can ask questions that reveal glimpses of
their past without revealing his true motives. Individually, the
Heretics should suspect one another—when their backgrounds
are truly suspicious, that is —by the end of their encounter with
the Mendacious Oracle without knowing any gory details.
Partway through the Mendacious Oracle’s questioning, he
is interrupted by a wisp of multi-hued warp-stuff that drifts
through the floor of the chamber, appearing to be a cloud of
smoke that twists and writhes constantly. This is a daemonic
familiar belonging to the Mendacious Oracle. In a rasping
and whispery voice, it informs him that his “other guests”
have arrived. Copax looks surprised and a bit distraught
before recovering his poise and dismissing the familiar. If
the Heretics ask him about these “other guests,” he mutters
something about other supplicants and insists they should
proceed to the Foretelling of the Torestus.

FinpinG THE THIRD TREATISE

Working on his own, a Heretic who knows of the text
must spend several hours or even days to locate it in the
upper reaches of the temple tower. GMs should allow the
Heretic sufficient time to access the tome and attempt to
steal or destroy it, whatever his goal might be. This search
requires a series of Awareness Tests, each followed by a
Logic Test to process the strange system of organisation
used to arrange the temple’s libraries. A successful
Difficult (—10) Awareness Test shows that after five
hours of careful searching, some headway has been made
and the Heretic may attempt a Challenging (+0) Logic
Test to locate the text itself. Failing this Awareness Test
means that his searching has been frustrated by dead ends,
wrong turns, and five hours lost. Once access has been
gained to the Chamber that holds it, some sleight of hand
and stealth—represented by a Challenging (+0) Stealth
Test—is required to take a look at or even steal it.

If, on the other hand, the Heretic asks a guide to
take him to the text, the guide leads him to the librarian
specifically in charge of the text who then supervises
the Heretic until he completes his viewing—even if
that should take several hours or several visits. Stealing
or destroying the text under these circumstances
proves to be quite difficult without attracting a direct
confrontation with a number of Inevitable Guards.
Some very careful social manoeuvring is required and
even then, the librarian knows that losing the text
means significant consequences, perhaps even death,
and is unlikely to let it out of his sight.
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Of course, these “other guests” are actually the Prophets
of the Blighted Path. Copax now knows his time has run
out—he must spring his trap and dispose of the Heretics,
while he goes to deal with the Word Bearers.

THE CONVERSATION DIES

The Mendacious Oracle smiles upon deciding that the
information he gathered sufficiently identifies the Heretics as
the men he seeks. He thanks them for their time and tells them
that he is ready to provide an explanation and the Foretelling
they have been promised. He closes the tome after reading a
line or two. Read the following:

The Mendacious Oracle gathers stray hairs bebind bis ear with a
fungus infected fingernail and begins to laugh, at first a chuckle and
then uproariously. “Fools!” be laughs at you, and thrusts his open
hands into the air, gesturing toward the storm-ridden sky. The glass
ceiling shatters, sending shards out into the wind as chariots pulled by
ray-like monstrosities wheel overhead. In the same instance, Copax
makes a vicious swiping motion dowmpards with his outstretched
finger, drawing a glowing line in mid-air. He steps bebind the line,
vanishing as if the line represents some invisible corner. In his wake,
a complete, unnatural silence blankets the room.

From overhead, a number of men leap into the room as
the Screamer chariots pass close by. The five guards and two
psykers (plus one additional guard per Heretic in the group)
intend this battle to go quickly and smoothly without attracting
the attention of others in the tower. Regardless of what they
intend, the guards do not get the massacre they are looking

for, but give the Heretics a good fight. Using his sorcery, the
Mendacious Oracle puts a barrier against sound up, deadening
all noise within the Akrinus Chamber. The chamber is thirty
metres in diameter, leaving plenty of space for everyone to
manoeuvre. The periphery is lined with tome-shelves that
extend out sideways into the room like the spokes on a wheel.
Tables can be flipped for cover and offer some protection as
they are heavy and made of twisted metal (a more common
element on a world nearly bereft of wood). The GM should use
the Cursed Oracle profile on page 360 for the Temple Psyker.
The Inevitable Guard profiles are provided on page 391.

As the battle rages, wind whips around the exposed room,
tossing tomes and knocking people about. However, the
battle is completely silent. Copax’s charm against sound stills
any noise generated within the room. The Screamers continue
to fly overhead, letting out terrifying screeches, but these are
the only sounds audible.

The silence imposes a —20 penalty to all Awareness Tests and,
at the GM’s discretion, Talents like Heightened Senses (Hearing)
do not provide their usual benefits. In addition, if the GM feels
it will not unduly frustrate his players, he can require them to
abstain from planning any strategy during the battle, instead
only announcing what their characters do during their turns.
(Although if a Heretic has a means of communicating other than
words, such as telepathy, this is a perfect opportunity to use it!)

Halfway through the battle (if half or more of the assailants
are eliminated), Copax’s final insurance against the Heretics
strikes. A phase-assassin, a silent killer imbued with warp-sigils
that grant her exceptional stealth and strength, attacks from
behind the Heretics. Copax has one of these fiendish killers
on retainer from the Sorcerers of Q'Sal. She attacks the closest
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MODERATION IN ALL THINGS,
EvVEN ENCOUNTERS

Descending the tower is something of a free-for-all,
requiring GMs to think on their feet and make plans
based the Heretic’s wound totals and what the Players
seem to be enjoying. If the group enjoys the risks and
glory of combat, feel free to throw in as many encounters
as is prudent and keeps the fun coming, If the Heretics
fared poorly against the initial group of guards, cut back
the combat and focus the challenge on navigating out
of the tower itself. Utilise their wit and skills at stealth,
deception, and physical endurance (after all, descending
story after story of shifting stairs is no mean task). Finally,

the most challenging combat scene comes near the end of

the adventure. GMs should pace the descent with that in
mind—nothing kills the fun more than jumping into the
big fight broken, bruised, and out of firepower.

Heretic, attempting to cripple more than kill—if she generates
Zealous Hatred she moves on to the next Heretic. Her goal is to
disrupt the Heretics so the remaining guards can kill them.

After battle, if the Heretics decide to keep one guard for
interrogation—they should have a number of questions at
this point—the guard knows little. A successful Very Hard
(-30) Intimidation or Interrogation Test reveals that the
Mendacious Oracle offered this particular group of trusted
guards a significant reward for both killing the Heretics and
staying their mouths at the drinking dens including in the
company of the temple’s followers.

The Torestus sits at the table where the Mendacious Oracle
left it just prior to the battle. Though exposed like the rest of
the debris in the room, the tome sits calm as though in the
eye of a storm. If the Heretics need a reminder after the fight,
GM:s should give it to them. After all, it is the key item of this
adventure and the gateway to many more.

In addition, the Phase-Assassin wields a true Daemon
Weapon, a short stabbing sword with a flat black blade shot
through with red, glowing veins. It contains a spiteful but
unnamed warp spirit, with a Willlpower of 38 and three
Attributes (Vicious twice and Wounding), giving it the profile
found in the Phase-Assassin’s stats.

THE DESCENT

Assuming the Heretics survive the attack, they now need to
decide on what to do next. What they likely are unaware of
is that besides the Mendacious Oracle and the Chaos Space
Marines currently at the temple entrance, no one from the
temple is aware of their predicament. Should they decide
to descend the tower without firing bolter and brandishing
sword, they should run into few problems. Thatsaid, significant
and obvious injuries also signify that something is amiss just
as well as drawn weaponry. If, on the other hand, they exit
ready for battle, guards and temple psykers move quickly to
apprehend them and investigate the Akrinus Chamber.
Several factors from early scenes are important to this
 descent. If the Heretics paid attention during their explorations

of the tower—and succeeded on either their Awareness or
Navigation Tests—they can make their own way down with
little backtracking or dead ends. Also, if the Heretics succeeded
in stalling the efforts of the temple psykers with a Psyniscience
Test, psychic powers used to track them are equally thwarted.
In either case, failure on these checks should result in an
escalation of the challenge to escape. Unsuccessfully studying or
memorising the passages and winding stairs leads to dead ends,
more time trying to get out, and, if the Heretics let on that they
killed the guards in the Akrinus Chamber, combat encounters in
precarious places. If the Heretics failed to protect their minds from
the temple psykers and their continual scanning, their thoughts
are plain to see, meaning they can be tracked and identified as
foes of the temple regardless of mundane attempts to mask this.
Alerted guards shoot without talking. If the Heretics make
a point of trying to talk their way out of the situation, the GM
can give them a chance, but more likely than not, the guards act
as if the Heretics are armed and dangerous—which, of course,
they are. Feats of deception or intimidation are required at least,
and may provide additional time to escape, but little more.

TO COPAX’S SURPRISE...

If suffering a surprise attack and having to navigate stories of
labyrinthine stairs, possibly while being chased by a number
of hostile guards and psykers were not enough, the Heretics
must now deal with the Mendacious Oracle himself.

Copax has just met the four Word Bearers Chaos Space
Marines at the entrance to the Temple. The only other occupants
are ranks of Inevitable Guards, drawn up in an escort formation.

The Oracle, with bis back to you, is triumphantly discussing
something with a group of four Chaos Space Marines clad in
crimson armour and wearing the insignia of the Word Bearers.
One looks with surprise at you and the Oracle turns. Shock
drains the blood from his face and be staggers backwards.

“What is this, Copax?” one of the Word Bearers growls. “If
the prophesied ones never reached the Temple as you claimed,
then who are these?”

Copax opens his mouth to speak, but one of the other Chaos
Space Marines cuts him off. “They are proof of his treachery!”
he snarls, reaching for his bolter. “The Prophets of the Blighted
Path will see you dead, Copax!”

At this, Copax realizes he has nothing to lose. He slams his
staff to the ground and, as one, the guards fall on the Word
Bearers, striving to kill them. With them distracted, he turns
on the Heretics, attempting to finish them off himself.
Copax has one final trick up his sleeve, and it is possibly
his most deadly. Long ago, he acquired a Tesseract Box from
the infamous Hereteks of Forge Polux. Inside the labyrinthine
twists of the pocket dimension, he trapped a Cackling
Abomination traded from a Dark Eldar Haemonculus. His
first action in combat is to draw and throw the Tesseract
Box to the floor, where it breaks open and the Abomination
bounds forth, diving on the Heretics. The combat proceeds
with the Heretics fighting Copax and the Abomination, and
the Word Bearers fighting the Guards.
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Using Corax

Copax is surprisingly tough for his withered frame,
a tribute of his dark masters. However, he is not a
front-line combatant. He relies on his minions or his
Cackling Abomination to handle that, while he hangs
back and fights from afar.

Copax uses Foul Cage to pin his opponents in place,
then Gholam Curse to use his enemies against themselves.
He reserves Precognitive Dodge for his enemies’ most
dangerous attacks and, if reduced to few wounds, uses
Flicker to go incorporeal (at which point he relies solely
on Gholam Curse). The GM should only use Bolt of
Change once per combat, as it’s a horrifying power.

The combat involving the Word Bearers and the Inevitable
Guards can happen cinematically without the GM playing it out.
Basically, so long as the Heretics win against the Abomination
and Copax, then the Word Bearers clean up the Guards, losing
one of their own in the process. After the battle, they do not
attack the Heretics, but approach them cautiously, asking if they
are the individuals summoned by Copax to hear the prophecy. If
the Heretics acknowledge this, they stow their weapons.

‘1 see,” the Word Bearer says. “Then Copax sought to avoid his
fate. He has long been an ally of my master, the Dark Apostle
Naberus. However, my master suspected the prophecy may
contain the whispers of Copax’s own demise in addition to the
ascension of new powers within the Vortex. Perbaps he sought to
eliminate you to avoid his own entwined fate.”

“Regardless, it is my master’s will that you survive this day. My
name is Corvis. If you ask our_favour, myself and my brethren
will see you off Kymerus.”

Though they are likely not needed, if a GM requires stats for
the Word Bearers he can use the Space Marine profile found on
page 367 (though the Word Bearers are actually Chaos Space
Marines, they share enough similarities with their loyalist
counterparts that they can be used for this adventure).

ESCAPETHE PLANET

Having successfully escaped death at the hands of a murderous
oracle, the Heretics must find a way to the Carrion Corpse
before being hounded by forces from the Temple of Lies. The
Temple is full of guards, psykers, and seers, all of whom wish
the Heretics dead once the Mendacious Oracle falls.

There are two ways for the Heretics to get to the port (unless
they either want to walk or get creative, such as hijacking one
of the Screamer Chariots). If they allied with the Word Bearers,
they have their own transportation: a Chaos Rhino APC waiting
outside. The Word Bearers and the Heretics mount the vehicle
(one of the Word Bearers as the driver) and drive off. One of
the Heretics can even man the pintle-mounted combi-bolter up
top, spraying down the Inevitable Guard in the Gardens around
the Temple. This shouldn’t be run as a full combat, just as a
harrowing escape.

Once in Carrion Corpse, the Word Bearers have a shuttle
waiting in the mountain landing bays. (The Word Bearers
could not summon the shuttle to pick them up, as only
the four of them travelled here and none wished to stay
with the spacecraft). The shuttle takes them into orbit, and
rendezvous with a slave-ship passing by Kymerus on the
way to Q'Sal (or wherever the GM needs the ship to go to
further the Heretics’ adventures.)

If the Heretics did not ally with the Word Bearers, the GM
can have Orick waiting in the Gardens with his transport. Unless
the Heretics are bluntly diabolical and outwardly offensive,
they should have little difficulty in swaying him toward their
own ends. The second that Orick suspects that the Heretics are
at odds with the temple, he lets on that they can negotiate with
him for help, with no love lost for the Mendacious Oracle.

OFF PLANET

At this stage, the Heretics are left with unknown allies and
powerful enemies. They've angered the Temple and the Heretics
should assume that they seek retribution. The new Mendacious
Oracle, Elika the Seer, does not know why the Heretics murdered
her predecessor. It is up to the GM to decide whether she finds
out and how she responds if she does. On the other hand, the
Dark Apostle Naberus and the Prophets of the Blighted Path
take an interest in the Heretics. For now, they will leave them to
their own devices (and Corvis and his fellows leave the Heretics
as soon as they reach another port), but they undoubtedly will be
showing up again in the future,

Finally, there is the Toresus itself. As the Heretics delve into
the epic poem, they find a story that begins with Tor narrowly
escaping death or worse. What does it say happens next?

NPC APPENDIX

he following is an Appendix of the notable NPCs and

Adversaries found in the adventure False Prophets.

Certain NPCs are also found in Chapter XI:
Adversaries. In this case, a page number is provided instead
of a full stat block.

CACKLING ABOMINATION
The Cackling Abomination is found on page 353.

DiscrpLE OF CROX
The Disciple of Crox is a brutal and mindless warrior
wandering Kymerus.
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Movement: 3/6/9/18 Wounds: 20
Armour: 6 All

Total TB: 8
Skills: Awareness +20, Dodge, Parry +10. : wi




Talents: Berserk Charge, Blademaster, Fearless, Rapid
Reaction, Swift Attack, Weapon Training (Chain).

Traits: None.

Weapons: Two-handed Chainaxe (2d10+5 R; Pen 2;
Tearing, Unbalanced).

Armour: Blood-caked plate (6 All).

Blood God’s Favour: The Disciple is protected by the Lord
of Skulls against Psychic Attacks. Any Focus Power Tests made
to target him with Psychic Powers suffer a —30 penalty.

If the challenger is a Chaos Space Marine, the GM can improve the
Disciple by giving him Unnatural Strength (+3) and Unnatural
Toughness (+3), and increasing the AP provided by his armour by +2.
This makes the challenge more reasonable for a Chaos Space Marine.

FERAL MUTATED CHERUB
Twisted little terrors, these are the mutated descendents of the
Light of Ascension’s cherub population.
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Movement: 6/12/18/36

Wounds: 5 (Magnitude 40)

Armour: 1 All Total TB: 2
Skills: Awareness (Per) +20, Dodge (Ag) +10, Stealth (Ag) +20.
Talents: Lightning Reflexes.

Traits: Deadly Natural Weapons, Flyer (6), Machine (1),
Size (Puny).

Weapons: Claws and tiny needle fangs (2d5+2 R; Pen 0)
Armour: None.

Swarm Attack: Feral Cherubs attack from all directions,
swarming their opponents. When in a Horde, the Horde
gains a +5 bonus to hit for every point of the Horde's
Magnitude bonus.

INEVITABLE GUARD

The Inevitable Guards are imposing individuals, their faces
entirely enclosed in eyeless helms. When they speak, their
voices always sound like they’re coming from behind the
subject they are speaking to. They carry two-handed glaives
encrusted with strange runes and crackling circuitry and
large-bore pistols strapped to their hips.
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Movement: 3/6/9/18
Armour: 4 All, 6 Head
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Wounds: 10
Total TB: 4
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Skills: Awareness (Per) +10, Dodge (Ag), Intimidate (S),
~ Parry (WS) +10, Scrutiny (Per) +10.

Talents: Disturbing Voice, Resistance (Psychic Powers),
Weapon Training (Shocking, Primary, SP).

Traits: None.

Weapons: Ensorceled Glaive (Melee; 1d10+6 E; Pen 3;
Shocking, Felling (2)), Hand Cannon with Ensorceled
Rounds (Pistol; Range 30m; S/—/—; 1d10+5 I; Pen 4; Clip
5; Rld 2Full).

Armour: Reinforced Plate (Body 4, Arms 4, Legs 4, Head 6).
FThe Ensorceled Glaves have a disconcerting babit of erushing the
toughness of the most resolute foe. If the Inevitable Guard bits with
at least 3 Degrees of Success, the weapon becomes Felling (4) instead
of Felling (2).

MEenpacious ORACLE RENKARD COPAX
Midnight blue and deep yellow robes kept fastidiously clean adorn
the Mendacious Oracle’s otherwise poorly-maintained, aged, and
skeletal frame. He keeps what is left of his thin grey hair long and
allows it to drop over either side of his face. Occasionally, he
gathers a few strands with a narrow finger to remove them from
where they settle in front of his inquisitive, augmetic eye—he
has only one, the other lost in a conflict some long time ago.
His tongue, lips, and forefingers are discoloured from the hours
spent daily turning the pages of illuminated texts. Occulted from
view by his robes are strange protrusions and malformations of
the torso, remnants and scars of his experimentation with the
sorceries of Tzeentch. In homage to the God of Change, Copax
has defiled his own form in an attempt to ascend it toward an
ideal of chaotic structure and continual mutation.

His importance in the Screaming Vortex extends well
beyond Kymerus and the more religiously-minded devotees
of Chaos. The various powers that struggle in ceaseless wars
for control benefit from good relations with the Mendacious
Oracle and, thus, an alliance made with him can shift the tides
of these conflicts or put an end to one altogether.

When interacting with others, his expression suggests that
his mind is off elsewhere and he even mumbles to himself
while others are speaking and interrupts them to interject
with his own thoughts. Still, his memory is eidetic—he can
repeat verbatim exactly what he hears and analyse it with keen
insight into human character. He prefers listening to speech,
however, and rarely displays this interesting capacity. Due
in equal parts to his psychic ability, hermeneutic talents, and
social awareness, lies rarely get the better of the Mendacious
Oracle and regardless of how a statement is framed he deftly
hears it for what it is.

Renkard Copax (Master),s-ai,
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Movement: 3/6/9/18 Wounds: 40
Armour: None Total TB: 3
Infamy Points: 3

Skills: Common Lore (Imperium, Koronus Expanse, Screaming
Vortex) +20, Deceive (Fel) (+20), Forbidden Lore (Int)
(Daemonology, Heresy, Mutants, Psykers, the Warp, Xenos) +30,




‘Inquiry (Fel), Linguistics (Int), Logic (Int) +30, Psyniscience (Int)
(+30), Scholastic Lore (Int) (Legend, Occult, Philosophy) +20.
Talents: Air of Authority, Cold Hearted, Foresight, Paranoia,
Psy Rating 6, Sacrifice, Strong Minded, Warp Lock.
Psychic Powers: Bolt of Change, Foul Cage, Flicker, Gholam
Curse, Precognitive Dodge, any number of divinatory powers
not applicable in combat.

Armour: None

Weapons: Staff of Office: (1d10+2 E; Pen 0; Balanced,
Primitive (7))

Gear: Ornate Robes, trinkets, charms, ensorcelled ward®
FEnsorcelled Ward: This trinket is empowered by Copax’s psychic powers,
and provides him with a Field Save of 45 that cannot overload.
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PHASE-ASSASSIN

One of the warp-enhanced killers of mysterious Q'Sal, this
Phase-Assassin is utterly loyal to Copax and obeys orders
without question.
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Phase-Assassin (Elite)
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Pen 3; , Crippling (3), Tearing, Razor Sharp), Bolt Pistol
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Tearing). -

Skills: Awareness (Per) +10, Dodge (Ag)+20,Parry (WS) Armour: Augmented Body Glove (All 3).

+20, Scrutiny (Per), Sleight of Hand (Ag) +10, Stealth
(Ag)+20.

Talents: Ambidextrous, Combat Master, Hard Target, Leap
Up, Lightning Attack, Lightning Reflexes, Swift Attack,
Sidearms, Two-Weapon Wielder (Ranged and Melee).
Traits: Phase.

TEMPLE PSYKER
Use the Cursed Oracle on page 360.
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Storm of Iron (Talent)....
Strange Voice (Gift)....
Strange Walk (Gift).....
Street Fighting (Talent).
Strong Minded (Talent).
Structured and Narrative Time
Stunned
Sturdy (Trait)
Suffocation
Sure Strike (Talent) ...
Survival (Skill)

Swarm (Trait)...........
Swift Attack (Talent)

Swimming
T
Tail (Gift)
Takedown (Talent)
Talents: ...
Gaining.
Tier 1
Tier 2..
Tier 3..

Target Sth(‘liﬂﬂ [le{ n!)
Tech-Assassins

Technical Knock (Talent)..
Tech-Use (Skill)..............
Temple of Lies

Tentacle (Gift).......c....
Tests
Assistance
Characteristic
Difficulty
Extended ..
Opposed...

o B G G Fa LR R R e

The Maw

The Stuff of '\@umms (Trait)
Thirteenth Station of Passage..

Thousand SONS.......c.ceccremivssmsessonnses

Thunder Charge (Talent)...
Tomb Stalker .......ccoocevrnnes
Torestus..

Total RLL {li (I 1]Ln1}

Touched by the Fates (Trait)............

Toxic (X) (Trait)

True Grlt (Tale nt}

Two Weapon F1g,lmng
Two-weapon Wielder (Talent)
EIVEANE STAE ey cecorvonancs
Tzeentch...

Rewards

. 336

319

. 143

319

U

Unarmed Combat

Unarmed Master (Talent) ..

Unarmed Warrior {Talcnt}
Unconciousness...

Undying (Trait)....
Unholy Devotion (T tlem)
Unnatural Characteristics (X) ("
Unnatural Senses (X) (Trait)
Unremarkable (Talent)
Unshakeable Will (Talent)

Vv

Vacuum...

Vampiric Addnnon (Gm}
Velocireaper

Vorxec Calvarius

W

Warbands

War Cry (Talent) .

Warp Conduit (Talent)......coooueac
Warp-Eater (Gift)

Warped Appearance (Gift)
Warp Instability (Trait)
Warp Lock (Talent)

Warp Sense (Talent)
Warpsight (Gift)

Warp-Touched (Gift)...

Warp Weapons (Trait)....

Weapons ....mimsmasmmmns
Bolt ...

Chain

Downgrades....
Exotic (Melee)......

Exotic (Ranged)...
Flame.....
Force..

Grenades and Missiles...............
Las: o

Launchers.............
Melta,

Plasma.......

Power

Primary...

Qualities.....

Shock
Solid Projectiles

Upgrades

Weapon-Tech (Talent) ......ocove....
Weapon Training (Talent) ...........
Whirlwind of Death Tl[unt}........
Winged (Gift)....

Wisdom of the Ancaml\ {T1E|_n[}
Word Bearers

World Eaters

Wounds

Healing

Wreathed in Chaos (Gift)
Writhing World

BrACK CRUSADE PLAYTESTERS

Fantasy Flight Games would like to thank the following for their hard work playtesting Back CRUSADE:

Playtest Coordinator Ronald DeValk. “Roll Perils...” Matthew ‘H.B.M.C’ Eustace with Sean Kelly, Rob Lord, Stuart Lord,
and Mike ‘Rosie’s Husband’ Madani. “No Guts, No Glory!” Sean Connor with Adam Lloyd, Aaron Mcmanus-wood,
Stephen Pitson, and Simon Tierney. “You Bid Babie ?21?” Jordan “MILLANDSON" Millward with Keri Harthoorn, Kyle
Harthoorn, Julia Smith, and Kieren Smith. “Unrepentant” Lachlan “Raith” Conley with Jordan Dixon, Mark McLaughlin,
and Brad Twaddell. “Bolter and Chainsword Group” Ryan Powell with Matt Bogart, Jon Cox, Max Hardenbrook, Matt
Hunt, Steve Koelzer, Anders Lang, and Richard Sanders. “Not Designed for Reentry” Sam Stewart with Justin Baller,
Deb Beck, Tim Flanders, Mack Martin, Thaadd Powell, Rex Vogen, and Ross Watson.
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CHARACTER NAME

PrLAYER NAME

ARCHETYPE

RANK _ WARBAND NAME

PRIDE

DisGRACE

MOTIVATION

DEescrIPTION

WEeAPON SKiLL BALUSTIC SKILL ~ STRENGTH

(WS) (89)

CHARACTERISTICS
Aciury
(Ac)

PERCEPTION
(Per)

INTELLIGENCE
(InT)

TOUGHNESS

WILLPOWER

(WP)

INFAMY
(I?\'F]

FeLLowsHip
(FEL)

{

s iosse eoss

I
+20

Acrobatics (Ag)
Athletics (S)
Awareness (Per)
Charm (Fel)
Command (Fel)
Commerce (Int)

Common Lore

Deceive (Fel)
Dodge (Ag)
Forbidden Lore (Int)

Inquiry (Fel)
Intimidate (WP)
Linguistics (Int)
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Logic (Int)

ist ingested poisons.

Skill Group by

fou gain the Heightened Senses

SKILLS

10
+2()

TALENTS & TRAITS

Medicae (Int)

Navigation (Surface) (Int)

Navigation (Stellar) (Int)

Navigation (Warp) (Int)

Operate (Aeronautica) (Ag)

Operate (Surface) (Ag)

Operate (Voidship) (Ag)

Parry (WS)

Psyniscience (Per)

Scholastic Lore (Int)

Scrutiny (Per)
Security (Int)

Sleight of Hand (Ag)

Stealth (Ag)

Tech-Use (Int)

Tracking (Int)

Trade (Int)
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[ SPACE MARINE ABILITIES )
Sus-an Membrane: You may enter suspe
Oolotic Kidney: You mi
including attacks
Neuroglo
Test. You
Mucrano )
Betcher's Gland: You may spitacid asa ra
Range: 3 ! 5; Pen 4; Toxic. If

im for 1d5 Rounds.

(+4) Traits.
Tests when awake for
portion of an enemy.
for drowning or asphyxiation, In

t gases and may re-roll failed

(Sight and Hearing)

iny poison or toxin by

ES1s agams

taste with a successful Awareness
you have tasted.
ised by temperature extremes.
ed weapon with the following profile:
Your target h' 3 or more degrees of surcess, you
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CHARACTERISTICS e
WeapoN Skite Barustic Sk STRENGTH — TOUGHNESS Aciury  INTELLIGENCE  PERcepTiION WiLLPOwerR  FELLOWSHIP INEAMY
(WS) (BS) (S) (T) (Ac) (InT) (PER) (WP) (FEr) (InF
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ARMOUR

WEAPON
NAME
CLASS DAMAGE TYPE PEN RIGHTAEM EREL ARM.

(11-20) (21-30)
RANGE ROF CLIP RLD
Type: Type:

SPECIAL RULES

WEAPON
NAME

= i RIGHT LEG LEFT LEG

CLASS DAMAGE TYPE PEN (11:8%) Goon)
RANGE ROF CLIP RLD Types Type:
SPECIAL RULES

WEAPON GEAR
NAME
CLASS DAMAGE TYPE PEN
RANGE ROF CLIP RLD
SPECIAL RULES

WEAPON T
NAME WOUNDS: CURRENT

FATIGUE
CLASS DAMAGE TYPE PEN Crrricar DAMAGE:
RANGE ROF CLIP RLD
SPECIAL RULES MENTAL DISORDERS:
Hate () Cuarce [ )
MOVEMENT: )
Fur{ ] Run( )
Torar [ )
PSYCHIC POWERS INFAMY POINTS:
CurrenT [ )
Psy Rating: [ ]

CORRUPTION POINTS: Torarl ]

GIFTS OF THE GODS
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ADVANCEMENTS AND ALIGNMENT

Torar XP EARNED Tortar XP SPENT UnspPeNT XP

EXPERIENCE (

ADVANCEMENT COST ALIGNMENT ADVANCEMENT COST ALIGNMENT

TOTAL ALIGNMENT ADVANCES

KHORNE: [ ] SLAANESH: [

UNALIGNED: [ )
NURGLE: [ ] TZEENTCH: (

CURRENT ALIGNMENT:

2011, Charcter sheet alid availble
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ROLEPLAYING IN THE GRIM DARKNESS

OFTHE 41IST MILLENNIUM

You are a Heretic; a renegade turned

against the oppressive government of

) = Humanity, the Imperium of Man. The

crumbling monolith mobilizes the might
of its numberless armies and deadly
agents, and you must stand against it.

e However, you do not stand alone. At your -

\;'ﬁ_.- fingertips you have the might of ancient
powers, the Gods of Chaos. With their
gifts, you have the potential to lead a

Black Crusade and destroy the Imperium

V4 of Man. But can you realise your destiny ™,

A before that power consumes you?

Play as either a powerful Chaos Space Marine or a
skilled and cunning Disciple of Chaos in your fight
against the Imperium. Then use the freedom of

}:‘i the Archetype character creation and advancement
ol 5 system to build the character you want to play.

Dynamic rules for all eventualities let you
handle everything from social interactions
to combating hordes of foes.

Embrace the Dark Gods and earn their blessings
through mutations and powerful Marks of Chaos.

Comprehensive background on the Ruinous
Powers, the Imperium, and the Long War
against Chaos, written by Andy Chambers and
Warhammer 40,000 Novelist Andy Hoare.

A full preliminary adventure thrusts your
players onto the path to glory and action!

The Black Crusade core rulebook contains
everything you need to start your adventure
in the Warhammer 40,000 universe.
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