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NOLONAOH

n January, 2008, Warhammer 40,000 fans received

something many of them had been waiting for decades—a

roleplaying game set in the grim darkness of the 41st
Millennium. Soon after, what would become the Warhammer
40,000 Roleplay development team here at Fantasy Flight
Games received three books, a Game Master’s kit, and a box.
The books were the first three books of the Dark HERESY
line; the Core Rulebook, the Inquisitor’s Handbook, and the
adventure Purge the Unclean. Inside the box were more than
500 sheets of printouts—the manuscript for the next book in
the line, DiscIPLES OF THE DARK GoODs.

Now, more than three and a half years later, those four
books have grown into four game lines (and more than thirty
books and other products), each exploring a different facet of
the Warhammer 40,000 universe.

Dark HErEsy, the first of the lines, introduced fans to
Warhammer 40,000 Roleplay through service to the secretive
Inquisition of the Imperium of Man. Dark HEREsY presented
the Imperium of Man at “street level” with the players
experiencing the life of an Imperial citizen amongst the
cyclopean hive cities and towering monuments to mankind.
In DArRk HEREsy, life is gritty, brutal, and all too often short.

RoGUE TRADER, the second line, took Warhammer 40,000
Roleplay a step further. As Rogue Traders, players were
handed a ship, a Warrant of Trade, and most importantly, the
freedom to go off and use it. Players could explore, fight, and
even steal whatever they can find in the dark void beyond
the known stars, bound only by the limits of their own
ambition. Of course, that selfsame ambition can often lead
them into dangerous situations, when they encounter ancient
secrets best left undisturbed. In Rocue TRADER, the tone
shifts between high adventure and Lovecraftian horror, often
without warning.

The third line, DEATHWATCH, upped the stakes yet again.
One of the most iconic aspects of Warhammer 40,000 are
the Adeptus Astartes, the mighty Space Marines. As a member
of the alien hunting Deathwatch, the players could take on

the role of an Adeptus Astartes. Now, with players becoming

warriors deadly enough to laugh at the dangers of the last
two game lines, DEATHWATCH took some of the greatest
threats in the Warhammer 40,000 universe and threw them
at the players. Tyranid Hive Tyrants, Tau battlesuits, entire
armies of lesser foes, and even the Greater Daemons of Chaos.
In DEATHWATCH, the action is fast, deadly, and non-stop in
the fight against Mankind’s most deadly foes.

So now, Fantasy Flight Games is taking the next step in
Warhammer 40,000 Roleplay, in allowing players to take on
the role of those self-same foes. In each of the previous game
lines, gamers have been playing as servants, allies, and even
champions of the Imperium. Now, for the first time, you can
play its mortal enemies, the servants of the Ruinous Powers
and the disciples of the Dark Gods.

We wanted BLack CRUSADE to complement the work we've
done on previous game lines, while taking Warhammer 40,000
Roleplay in a bold new direction. To that end we didn’t rest on
our laurels. We've added in new means of character generation,
new and re-imagined mechanics, and new experiences,
bundling that all up with a fascinating and frightening new
setting nestled amongst the sectors, expanses, and war zones
of our other lines. Our goal was to create a game that not only
offered a new way to play Warhammer 40,000 Roleplay, but
also would prove an invaluable resource to anyone playing one
of our other games. After all, Chaos is so often the arch nemesis
in Warhammer 40,000, so what better source for the ultimate
villains than a book devoted to the Ruinous Powers?

In the end, we feel we’ve created a book that remains true
to the game that so many love, while at the same time giving
players exciting new adventures and experiences. BLACK
CRUSADE promises to be the next step in a bright and thrilling
future for Warhammer 40,000 Roleplay. So grab some D10s
and pencils, find some friends, and crack open this book and
start playing BLack CRUSADE!

Oh, and death to the False Emperor!

Happy gaming,
The Warhammer 40,000 Roleplay Team
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EINBRACE THE
POWER OF
CHAOS

elcome to Brack CRUSADE, a roleplaying game

of personal power, betrayal, and forging an epic

destiny with one’s own hands. You take on the roles
of heretics, worshippers of the Dark Gods of Chaos fighting
against the crumbling monolith that is the Imperium of Man.

The Imperium is the massive empire of humanity,
stretching from one end of the galaxy to the other. However,
it is beset on all sides by threats; both human and alien. It is
also a harsh, cold regime, enforcing its rule with the iron fist
of its mighty armies. The Imperial Guard, the Imperial Navy,
and above all, the genetically enhanced superhuman warriors
of the Adeptus Astartes, the mighty Space Marines.

Though the galaxy of the Imperium is vast, there is another
realm, alongside which the Imperium is nothing in comparison.
The Realms of Chaos, the warp, the immaterium, all are names
humanity has given this parallel dimension. None, however,
can hope to encompass it, for the warp is a realm of infinite
size, infinite possibilities, and infinite madness.

Humanity makes use of the warp. Starships travel
through it to reach the far ends of the galaxy,
astropaths send messages through it that would
take centuries to travel across realspace, and those
blessed (or cursed) with psychic potential can
manipulate the warp’s energy to do miraculoiis and
terrible things. However, the immaterium is
far from a resource to be harvested, or
even an ally to be trusted. The warp
is a realm of swirling emotions,
of thought made manifest,
and of the purest chaos. Deep
in the darkest corners of the
immaterium, vast, unknowable intelligences
move like sharks beneath the surface of
the ocean. They
speak to mankind,
offering power “
at a price.

And  though
the price may be steep,
it is one many gladly pay.

As a disciple of the Ruinous
Powers, you have turned
your back on the
Imperium. You

have abandoned the oppressive society of mankind, and
turned to those unknowable entities within the warp: the
Dark Gods of Chaos. Now you fight for your new masters, or
only for yourself, to gain plunder, glory, and infamy. Perhaps
you will gain enough power to lead your own armies, rising
up to command your own Black Crusade!

Brack CRrusADE centres around a small group of powerful
individuals, the warband. You, the players, take on the role
of members of that warband, either as Traitor Legionnaires
(Space Marines who have turned from the Imperium and
embraced Chaos) or powerful human renegade and heretic
Disciples of the Dark Gods. Though you have only yourselves
to rely on, you are some of the most formidable warriors and
dangerous adversaries in the galaxy, and there is much you
can accomplish with your own hands.

The game focuses on your warband’s rise to power and
glory. Your characters must be resourceful, powerful, and bold
to succeed. As you accomplish great deeds and defeat powerful
foes you accrue more infamy and fortune. Meanwhile, you are
constantly being infused with the attentions of the Ruinous
Powers, attentions which can have very real effects and corrupt
you in body and mind even as they give you greater abilities
and powers. You must earn enough renown and infamy to
impress the gods and be elevated to immortal daemonhood

upon your end. Perhaps you may even be one of the very
few skilled enough to earn the infamy required to
lead your own Black Crusade before your apotheosis.

7 WHATISA
ROLEPLAYING GAME?

In a roleplaying game (or RPG), you create an alter
ego, a fictional character that is your avatar within the
game wotld. Perhaps you create a honourable warrior, a
cunning sorcetet, or a leader who inspires loyalty
through dark magnificence. Next, you
and your friends direct your
characters through a series
of adventures. Imagine
reading a fantasy
novel, watching
an action movie,
or following a
television series—
except instead of passively
@PR  watching or reading the

story unfold, you control one
of the characters, making his
decisions, selecting his actions,
and even speaking for him.
Instead of waiting to see how the
story unfolds, you directly affect
and even determine the outcome
of the story.




How can you affect these events? How do you decide what
happens? That is the role of the game itself. Roleplaying games
such as Brack CRUSADE provide a framework of rules that
describe how to design your character and have him interact
with the world within the game. Rules cover situations like
sword fights, delicate negotiations, or infiltrating an Imperial
stronghold to destroy it. Often, the rules require you to roll
dice when performing an action, with some results indicating
success and others indicating failure. While the rules provide
structure and guidelines to the game, dice add the element of
chance. After all, success would not be so sweet if you had no
chance of failing!

At first, RPGs like BLack CRuUsADE seem like they have
a lot of rules. However, as you read the book you will soon
see that the rules are actually quite simple, easy to remember,
and even intuitive. BLACK CRUSADE is built on a simple set of
base mechanics. Once you grasp the basic mechanics, the rest
is easily understood.

To adjudicate these rules, each game has a Game Master
(or GM). The GM is you, or one of your friends, chosen by
consensus of your group. Unlike everyone else, the GM does
not control a single character. Instead, the GM runs the game,
presenting the story and the myriad of situations that come
with it. He controls the people your character meets in the
game, controls the encounters and strange occurrences that
shape your decisions as to your actions, and is basically both
the game’s narrator and the referee.

All of the other players control characters within the
world, around which the story resolves. These characters are
known as the Player Characters (also referred to as the PCs or
Heretics). During the game, the players describe the intentions
and actions of their characters to the GM, who then decides
(based on the rules) whether those actions succeed or fail, and
how their words and deeds affect the story:

WHAT’S IN THIS BOOK?

Brack Crusapk is divided into twelve chapters. They are:

INTRODUCTION

The section you are reading right now. It provides an overview
of Brack CRrusaDE and roleplaying in general, then goes into
detail about the galaxy in the 41st Millennium. This provides
the background you need to understand the Warhammer
40,000 universe.

CHAPTER 1: PLAYING THE GAME

This character explains the core mechanics of BLACK CRUSADE.

CHAPTER II: CHARACTER CREATION
This chapter takes you step by step through the process of
creating your character and advancing him during the game.

CHAPTER I1I: SKILLS

From Awareness to Forbidden Lores, each character has a
variety of Skills he can employ. This chapter describes them
and how they can be used.

CHAPTER IV: TALENTS & TRAITS

Every character also has certain special abilities that make him
unique, such as Swift Attack or Cold Hearted. This chapter
describes these Talents and Traits.

CHAPTER V: ARMOURY
This character describes some of the tools, armour, and
weapons your character may use or encounter.

CHAPTER VI: PsycHIC POWERS

The warp may grant strange and supernatural powers to
certain characters. This chapter details the psychic powers
available to those characters, how they work, and how they
might go wrong.

CuAPTER VII: COMBAT

This chapter describes the rules for fighting combat
encounters, from minor skirmishes with a single foe to
massive battles against a horde of enemies.

CHAPTER VIII: THE GAME MASTER

The GM has a special role to play in any RPG, and this
chapter explains how to best fulfil that role. In addition, this
chapter contains rules for Fear, experience, and Compacts.

CHAPTER IX: CORRUPTION
AND INFAMY

As characters accomplish great deeds, they earn Infamy, and as
they garner the attentions of the warp, they earn Corruption.
The interactions of these mechanics are described here.

CHAPTER X: A GALAXY IN FLAME

The Screaming Vortex is a massive warp storm, but within
are countless worlds isolated from the Imperium. This is the
setting for BLACK CRUSADE.

CHAPTER XI: ADVERSARIES
From the deadly Harlequins to the servants of the hated
Imperium, this chapter provides a host of enemies for you to face.

CHAPTER XII: FALSE PROPHETS

This book includes an adventure optimized for starting
characters. A mysterious invitation provides the spring-board
for intrigue, chaos, and the introduction of larger adventures.




THE GALAXY

“In its hubris, mankind claims dominion over the galaxy. However,
their realm is naught but a few flickering candles in a vast and
hungry darkness.”

—A Treatise on the End of the Imperium, denounced and burned
in 800.M41

he vast spiral of the galaxy stretches across over

100,000 light years and swells to 12,000 light years

thick at its hub. It contains hundreds of billions of stars
and untold millions of habitable planets. Through long ages
the galaxy has seen successive civilisations rise and fall without
end. Some never reached other stars and died stillborn on their
birth worlds, while others rose to dominate vast swathes of
the galaxy before collapsing back into dissolution and anarchy.
The first phase of human expansion across the galaxy is lost
in the distant past, obliterated by twenty thousand years of
subsequent regression and rebuilding. In the current era the
so-called Imperium of Mankind is only the latest ascendant to
mount a throne set upon the ruins of earlier, greater ages.

The Imperium is mighty, centred around the high
concentration of human worlds in the galactic west and alleging
a divine right to the fealty of all mankind through its control
of the cradle of Humanity itself: Sacred Terra. A million worlds
fall beneath the dominion of the corpse-god that the Imperials
call the Emperor; it controls countless armies billions strong and
fleets of starships beyond number. Yet for all the Imperium’s
tremendous strength its million worlds are but pinpricks of light
and order in the midst of the howling darkness of the galaxy.
For every world that feels the autocratic boot of the Adepts of
Terra upon its throat, a thousand others lie undiscovered in the
void. There are alien empires thriving and multiplying in the
outer reaches as well as fiercely independent human domains

Beyond the reach of the zealots of the Imperial creed it is

also possible to find the signs of eldritch powers that pre-date
the Age of the Imperium. Some say that the seeds of man’s
salvation can be found there, the strength to win freedom
from the corpse-god Emperor on Terra and wreak terrible
vengeance for the broken promises of the Great Crusade.
Outside the feeble light cast by the Emperor’s domains
there are many who remember the old ways of worship and
sacrifice, and many that still know of the power of the gods.

THE REALITT OF
CHAOS

“What is our realm but a cracked mirror? A filthy window that
shows a broken reflection of the glory that lies beyond our sight!
What tawdry bovels are these? Towers of silver and gold they would
be in the Empyrean’s gaze! Or fish! Or flowers! Or a seraglio of
silken lovers! Every colour, every sense, every dction, every reaction,
every infraction is reflected and magnified a thousand times.

Gods and beroes dwell in that invisible realm in castles of cloud

and grandeur, transcendent beings of wisdom and power beyond our
comprebension! We who toil through the dross of mortal existence
can never know the ultimate blessings of uncertainty, but we can
embrace the path of change! The hidden glories of Immaterium lie all
about us, waiting for us to notice and claim them as our birthright!”

—Demagogue Xentrias in his epistles to the Ghaudians

nsane savants argue that the material universe experienced
by mortals represents only the tip of the iceberg and
unseen realms exist just beyond perception. They say
that the limitless depths of the Realm of Chaos surround

that refuse to acknowledge the Emperor’sw
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and infuse the tiny chips of physicality that are planets and
suns to mortal eyes. They declare that what humanity sees as
“reality” is only a mask, a cloak of normality over the vast and
switling ocean known as the Immaterium, the warp, or the
Realm of Chaos.

The raw, unfocused energy of the Realm of Chaos forms a
parallel dimension to the material universe, a place of infinite
possibilities where emotion and symbolism hold sway. The
Realm changes constantly, ebbing and flowing in different
locales as it does so. The flows, swirls, and eddies that it creates
can form patterns and designs, drawing similar energies into
themselves until they achieve a level of consciousness and
purpose. When they find the courage to acknowledge the
existence of such powers men call them the Chaos gods.
Many nameless gods have been cast up by the warp only
to be swept away again by the slow beat of aeons, but four
great powers of Chaos seem eternal; Khorne the Blood God,
Slaanesh the Prince of Pleasures, Nurgle the Lord of Decay,
and Tzeentch the Changer of the Ways.

In primitive cultures countless creation myths are told of
the formless void before the coming of the gods. In some
tales the gods are said to have shaped the world from parts of
themselves, in others they slay a great beast and use its bones
to lay the foundation of creation, in others the mortal realm
is formed from the debris left by their great battles with one
another. Seers and magicians of more studious societies make
complex arguments for the material universe having given
birth to the Chaos Powers rather than vice-versa. They hold
that the ocean of primordial essence that we now see as the
seething Realm of Chaos was calm and undisturbed until it
egan to be altered by mortal passions and desires.

Materially it matters little what came first. The Chaos
Powers are real, tangible forces in both the Realm of Chaos
and the material universe. They absorb the energies of
countless souls in turmoil, waxing ever stronger on the hopes
and fears of mortals until they have become truly god-like
entities. If mortals truly gave birth to the entities that have
become the Ruinous Powers no hint of mortal frailty remains.
The gods of Chaos represent absolutes completely unsullied
by indecision or mercy.

Even beyond the Realm of Chaos there are some that
give their fealty to the Ruinous Powers. Those that proclaim
themselves followers of the Chaos gods must cleave their own
path, and soon learn to fear the “blessings” of their deities.
Countless gibbering madmen have declared that they have seen
the true face of Chaos and received messages from the gods.
Physical corruption, mutation and stigmata are apt to sprout
from the followers of Chaos like unholy fruit. Even so many that
lust for power disregard such risks, thinking they can evade the
consequences of meddling with powers beyond comprehension.

The gods care nothing for their followers or their machinations,
granting them unimaginable power or withdrawing it from them
just as quickly as their fickle whims decree. Mortals are mere
playthings to them, to be used and cast aside at will, at best
the objects of momentary fascination. Perhaps they know that
once the process of a soul's corruption has begun it becomes
inevitable, and that the taint of Chaos will bring living souls
to the gods whether they declare themselves devout or not. It
is more likely the Ruinous Powers are simply unaware of the
mass of mortality in any conscious sense because their state of
existence and motivations are too vast and alien to comprehend.
The gods of Chaos are such remote and terrifying entities that
most mortals only hope only to escape their notice.
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NURGLE

“Indeed the very process of construction and creation foreshadows
destruction and decay. The palace of today is tomorrow’s ruin, the
maiden of the morning is the crone of the night, and the hope of a
moment is but the foundation stone of everlasting regret.”

—The Lost and the Damned

One of the four great Chaos powers is Nurgle. He is most
commonly called the Lord of the Decay but he is known
many names; the Fly Lord, the Great Corruptor, the Master
of Pestilence. The power of Nurgle is embodied in entropy,
morbidity, disease and physical corruption. Of the four great
powers Nurgle is said to be the one most involved with the
plight of mortals. Through the gifts of raging fevers and
shaking chills Nurgle’s hand is upon them from cradle to grave.
Few escape the touch of Nurgle in their lives. He is
sometimes called the Lord of All because all things, no matter
how strong and secure, fall to physical corruption in the end.
Every Chaos power embodies the hopes, fears and other
strong emotions generated by mortal beings. In the case of
Nurgle, their fear of death and disease is the source of his
greatest power. The mortal’s unconscious response to that fear—
the desperation to cling to life no matter what the cost—gives
Nurgle an opening into their souls. The whispered prayer of a
parent over a fever-struck child, the anguished pleas of the dying
man for one more day of life; these are meat and drink to Nurgle.
Nurgle is typically depicted as an immense, bloated
humanoid, his body swollen with putrefaction. His skin
is shown as leathery and necrotic, his surface pocked with

running sores, swelling buboes and oozing wounds. Internal
organs bulging with decay spill through splits in the ruptured ,
skin to hang like bunches of scrofulous grapes around his vast

girth. Nurgle is often illustrated with hordes of tiny daemons

bursting forth from its pustules and suckling upon foulness.

The deranged worshippers of the Lord of Pestilence say .
that he concocts diverse contagions to inflict on the material
universe for his amusement, and many of the most infectious
and horrible diseases are Nurgle’s proudest creations. It is
their belief that those who die caught in the grip of one of
Nurgle’s terrible poxes are swept directly to his realm.

Those that sing the praises of Nurgle loud enough are
sometimes spared so that they can spread his blessings further,
for the church of the Fly Lord is always open to all. Nurgle
has many supplicants but there are few with the fortitude to
declare themselves as his champions. The few that can survive
Great Corruptor’s manifold blessings exhibit a feverish, morbid
energy and a preternatural resistance to physical damage.

The power of Nurgle waxes and wanes as his pandemics
sweep across the galaxy. When untold billions fall prey to the
newest plagues his strength can overshadow that of any of the
other Chaos powers for a period. At other times the power of
Nurgle withers away to lie quiescent until circumstances are
ripe for it to erupt forth once more.

Those that fashion themselves Champions of Nurgle represent
a dire threat to densely populated worlds, where close-packed
populations are vulnerable to a single contagion. Ships in the
void are particularly vulnerable to disease and many dying crews
have beseeched the Lord of Decay for his intercession. Such was
the fate of the Death Guard Legion when it became maroonedin
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While they lay becalmed in the Immaterium, a mysterious
contagion spread from one to another of the Death Guard’s ships
until the entire fleet was infected. Even the reinforced physiology of
the Space Marines could not fight oft the dire plague as it bloated
the guts, distended the flesh and rotted its victims from the inside. It’s
said that when even the Legion’s Primarch, Mortarion, fell victim to
the plague he cried out to the Powers of Chaos in his delirium. His
desperation to save himself and his Legion called forth Nurgle, and
Mortarion became his Champion. Thus, the Death Guard Legion
has enjoyed the favour of Nurgle for the last ten thousand years.

THE DAEMONS OF NURGLE

The daemons of Nurgle are truly putrid in their appearance
and sickening to look upon. Their flesh pulses with the fever-
heat of corruption, their innards push through lesions in their
putrid skin and their bodies ooze with sticky slime. In contrast
to their hideous appearance, Nurgle’s daemons are cheerful,

The common daemons of Nurgle are known as Plaguebearers.
These have a more approximately humanoid shape and lurch
along on stick-thin limbs. Plaguebearers have single eye and a
single horn, and chant in continuous monotone. They are also
called the “Tallymen of Nurgle,” as it is said that they constantly
strive to enumerate the endlessly changing number of plagues
and poxes in the universe. Despite their decrepit appearance
Plaguebearers are extremely dangerous in battle. A single scratch
from their rusted swords is sufficient to bestow a plague that
sends its host to Nurgle’s realm without delay.

The lowliest servants of Nurgle are the Nurglings, tiny daemons
that look like miniature representations of Nurgle himself. They
are mischievous, agile and constantly active slinking in the
shadows of his champions or gathering in squealing hordes
around Great Unclean Ones. Swarms of Nurglings overwhelm
their enemies through sheer weight in numbers, using their
scrabbling, diseased claws to pull down larger opponents so that

they can gnaw at them with filth-caked fangs.

Nurgle is the age-old enemy of the Chaos Power Tzeentch, the
Lord of Change. Their energies come from diametrically opposing
beliefs; Tzeentch’s power derives from hope and changing
fortune while Nurgle’s comes from defiance born out of despair
and hopelessness. The followers of Nurgle often pit themselves
against those of Tzeentch in complex political intrigues in the
mortal realm, forever attempting to mire his schemes for change
in dull minded conservatism and parochial self-interest. Their
corrupting influence is often successful in thwarting the Architect
of Fate and they erode at his accomplishments constantly, safe in
the knowledge that whatever survives the collapse into entropy
becomes their inheritance.

energetic beings that show a disturbingly friendly demeanour.
They are jovial in their work and show great pride in their
accomplishments, interpreting the groans of the afflicted as
expressions of gratitude justly won by their efforts.

The most powerful daemons of Nurgle are called Great
Unclean Ones. Great Unclean Ones are facsimiles of the god
himself both physically and in spirit. Every Great Unclean One
is also Nurgle himself in some sense, and their followers often
refer to them as “Papa” or “Father Nurgle.” Great Unclean Ones
are seldom deathlike or morbid in character; in fact, they are
usually motivated by the same trivial enthusiasms that drive the
living. They are gregarious and even sentimental in their nature
with a remarkable fondness for their followers. They often refer
to their followers as their “Children” and take great pride in their
appearance and oddly endearing behaviour.
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KHORNE

“Servants of the Lord of Slaughter stood from horizon to horizon,
filling the air with their shrieks, gibbers and howls of blood. Their battle
banners strained in the coppery wind that blew across the ranks. It was
a banner of deepest, darkest red, with but a single rune and a legend of
simple devotion: Blood for the Blood God. At some secret signal all fell
stlent and then came a single shriek of dark and bloody loyalty, a pact
of hate and death. It echoed from leathered skins, and grew to shake the
clouds... and far above the daemons’ ranks, there was an answering roar
of bloody approval, torn from Khorne's brazen throat.”

—The Tome of Blood

Khorne is the Blood God, the angry and murderous lord of battle.
He is said to be the warrior god whose bellows of insatiable rage
echo through time and space back to the first act of violence
ever committed. Devotees of the Ruinous Powers have debated
forcefully about the primogenesis of the Blood God for millennia.
Some hold that it was the will of Khorne that first impelled a
primitive to seize a rock and brain one of his fellows in a fit
of murderous rage, thereby triggering the spiral of violence that
fed the Chaos Power into the formidable force it has become.
Others declare that it was the first mortal impulses of fury that
breathed life into Khorne, and that he represents the primitive
lust for violence lurking in every mortal heart. However, the true
disciples of Khorne care nothing for such debates as they are
fully engaged with slaying all that come to hand.

Khorne’s followers are the most ferocious warriors in
the universe, and the Blood God abhors magic, sorcery and
other unworthy tricks. The blood of magi is said to make a
particularly welcome sacrifice to Khorne’s unquenchable thirst.

Some justify their slaughter through honour, bravery or pride

but the most fanatical know that only the bloodshed matters. g
Khorne’s disciples believe that His great throne of brass '

sits upon a mountain of skulls in the midst of a sea of blood,

evidence the sacrifice of his countless followers slain in battle and

the multitudes killed in his name. They hold that Khorne is the

Chaos Power that embodies mindless and absolute violence, the

wild blood lust that, once unleashed, yearns to destroy everyone

within reach whether they be friend or foe. Such true believers .

are few in number and they grow fewer all the time as his '

devoted followers gleefully send one another into his embrace,

knowing that Khorne cares not from where the blood flows.

Depictions of Khorne often show him as a titanic, armoured
figure covered from head to foot in plates of strange and alien
design. The figure’s armour is usually elaborately carved and
worked with a repeating skull motif while his head is covered
by a great winged helm showing a bestial, snarling face
beneath. In most images, Khorne bears a rune-covered sword
or axe, though in more primitive cultures he is often shown
only with fists or claw-like hands.

In spite his apparently self-destructive aspects Khorne is
overtly the most potent and active of all the Chaos Powers.
Endless wars and bloodshed in the mortal realm fuel it with
the skulls of the slain, constantly drawn into its raging depths.
Khorne needs no honeyed promises or convoluted plots to
draw mortals into his realm; the anger and fury lurking just
below their civilised demeanour is often more than enough.
The path to Khorne’s domain can be just as slippery as any
represented by the other, more subtle Ruinous Powers. The
instinct to violence is a necessary one in a hostile univers
and is lauded in protectors or liberators. Many societie:
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literally fight to survive and they celebrate their members for
their ability to defend themselves and others.

So it is that soldiers, commanders, and even law enforcers
begin their slow slide into Khorne’s embrace with the noblest of
intentions. A desire to protect their loved ones warps gradually
into a determination to fight back against those that threaten
them. Martial pride and a sense of brotherhood are fostered to
protect against hostile outsiders, and the authorities direct the
urge to inflict harm against those designated as undesirable.
Under the banners of protection wars are begun that consume
whole populations, under the guise of efficiency bombs are
dropped and death camps are built, under the proclamation of
necessity billions of lives are destroyed.

Outside the constraints of the Corpse-God’s Imperium,
those that go into battle commonly beseech Khorne in one
of his warrior-god aspects to grant them some measure of his
boundless fury. Victories are dedicated to one of his many
names and defeats are repaid with blood sacrifices to win
back his favour. Leaders of opposing armies strive to show
that the favour of the Blood God is with them, and his
greatest Champions are capable of winning the support of
entire planets with the very rumour of their presence. Many
of Khorne’s mortal followers strive for conquest on a vast
scale by training armies and gathering fleets to hurl against
the universe. Their success or failure is a matter of no import
to him, as Khorne waxes strongest wherever mortal ambitions
clash, regardless of the outcome.

THE DAEMONS OF KHORNE

Daemons of Khorne are fearsome entities of the kind most
commonly associated with terrifying legends. Their horns,
fangs, blood-red hides, and blazing eyes leave little doubt as
to their murderous intent, and their ferocity is truly matchless.
Only a fool treats with the daemons of Khorne without a ready
source of blood sacrifices to trade for his own life. If a petitioner
can evade death long enough a bargain is easy enough to
strike—the ravening entities desire only to be unleashed on
a victim, any victim, and joyfully charge into battle at the
first opportunity. Of course such daemonic cohorts make for
dangerous allies, apt to turn upon any that come within their
reach, but for many that serves their purposes admirably.

The greater daemons of Khorne are known as Bloodthirsters
and said to be the most favoured of his servants. Bloodthirsters
exist purely for combat and combat alone. Their bloodlust
extends far beyond mortal comprehension, and they attack
everything within reach with terrible ferocity. They do not
know fear, other than of Khorne, and act regardless of the cost
or consequences, although the usual consequences are death
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for whatever they face. Their immense pride in their fighting
abilities rarely permits them to call upon allies or servants and
they usually rely purely upon their own strength and skill.

The rank and file of Khorne’s vast daemonic legions are
called Bloodletters. These are said to be formed from the
mightiest mortal souls that met their deaths drenched in
blood. Reborn as Bloodletters they appear as horned, red-
scaled, man-like fiends with elongated skulls and black
tongues lolling from fang-filled jaws. They clutch razor-
edged hellblades in their taloned claws, weapons honed to
perfection on the souls of all those that have fallen in battle
with the armies of Khorne. Like all daemons of Khorne, the
ferocity of Bloodletters is boundless, and they attack any
foe without hesitation. A horde of Bloodletters in battle
is an almost unstoppable force, their power exponentially
increasing in magnitude as the frenzied slaughter continues.

Great and terrible beasts also attend the ranks of the Blood
God’s legions, the so-called Juggernauts and Flesh Hounds
of Khorne. Flesh Hounds are lean and deadly hunters that
pursue their prey relentlessly across the trackless Realms
of Chaos. Those with witch-sight babble about blood-
red hounds that hunt them through their dreams, whose
rage-filled howls continue to echo in their waking minds.
Juggernauts are hulking, bestial amalgams of machine and
metal. Piston-like limbs drive the Juggernaut’s brass-skinned
body forward with the force of a battering ram, crushing
its victims with appalling force. These monstrous beasts are
ridden by daemons and champions in battle.

Khorne hates and despises the Chaos Power Slaanesh
above all others. The self-indulgent sensuality of the Prince
of Pleasure is an affront to the warrior instincts of Khorne.
The sense of duty, honour, and self-sacrifice that fuels part of
Khorne’s existence is an anathema to the followers of Slaanesh,
and the very antithesis of their own philosophy of self-
indulgent pleasure seeking. The daemonic servants of Khorne
and Slaanesh often attack each other on sight, and their mortal
followers are often no less eager to join battle.

However, Khorne also has little respect for Tzeentch, the Arch
Conspirator. Tzeentch’s patronage of wizards and manipulators
intensifies the antipathy between their respective followers and
they are frequently in conflict. However, both Powers make
common cause when the prospect for bloodletting is great and
Tzeentch’s unguessable schemes can be advanced through their
mutual efforts. At such times the star of Chaos waxes strong
in the mortal realm as the two most potent gods temporarily
join forces and send their legions to war. Such mercurial pacts
seldom endure for long before Khorne’s disciples or Tzeentch’s
manipulators inevitably turn on their erstwhile allies.
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SLAANESH

“Take care lest your protests become tiresome. I have asked for
so littlel Anyone would think that I had asked you to sacrifice
yourselves and your sons! And yet, in Slaanesh’s boundless and
pleasing mercy, I have asked only for your daughters. Surely you
would not deny me my small enjoyments?”

»

)

—Tyrell, Renegade Lord of Arden IX

Slaanesh is also known as the Lord of Pleasure, or the Prince
of Chaos. It is the Ruinous Power dedicated to the pursuit
of hedonistic pleasures and the overthrow of constraints. It
is said that Slaanesh is the youngest of all the Chaos gods,
and was brought into being by the decadence of the galaxy-
spanning Eldar civilisation. Slowly, over many centuries,
the projected lusts and desires of the highly-psychic Eldar
coalesced in the warp to create the new power. As the entity
grew, the Eldar themselves were increasingly affected by its
influence, driven to new heights of depravity in pursuit of
their jaded lusts. The spiral became tighter as the increasingly
frenzied activities of the Eldar spurred Slaanesh towards full
wakefulness, even as its dreams stirred their darkest desires.
The Eldar race became trapped by its own dark nature,
one that asserted itself more and more as Slaanesh’s influence
grew. The more it drove them into moral, social and artistic
decadence the more the Eldar fought against it, but it was a
hopeless struggle. Slaanesh was like an expanding balloon,
straining outwards as pressure built inside, and it was only a
matter of time before it burst. In the moment of Slaanesh’s birth
the golden empire of the Eldar was irrevocably shattered. The
terrible psychic scream of the newborn god shattered heaven
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and earth, its shock-wave spreading outward through the warp
to deal a numbing blow to the soul of every living thing.

It was too much for the psychically attuned Eldar to
endure. Their souls were drawn into the growing Power of
Slaanesh and their bodies evaporated as Chaos boiled into
their minds. The warp energy unleashed by Slaanesh’s birth
tore out the heart of the old Eldar empire and transformed
into it the vast region of warp overlap now called the Eye
of Terror. Wherever Eldar populations were densest, the
warp literally spilled through their minds and into realspace,
creating new areas of warp overlap all over the galaxy.

The once-proud Eldar were left a broken, hunted people
scattered through space, bitter with the knowledge that if not
for them, Slaanesh—the Depraved One, the Great Serpent,
She Who Thirsts—would never have been born.

Slaanesh represents the locus of the fallen Eldar race’s deepest
desires; the yearning for luxury and hedonistic over-indulgence,
the exercise of cruel and unnatural passions, the pursuit of
forbidden vices and unspeakable carnality. The Pleasure Lord
always holds open the thrilling promise of the forbidden and
the exotic beyond the boundaries of moral and societal laws.
The siren call of its illicit pleasures draws everything from jaded
planetary governors to mass pleasure cults onto Slaanesh’s paths.
Of all the Chaos Powers the Prince of Pleasure can offer the
greatest temptations to the common man, those without any
desire to be conquering wartiors or clever sorcerers. The first
weavings of Slaanesh’s subtle influence can be as humble as a
desire for rest or as simple as an end to hunger and he is said to
capture many souls both willing and unwilling in his nets.

heights of experience, seeking pleasure in increas_ing'lyu! g
extreme and outrageous fashion. Slaanesh’s influence often



reaches into the upper echelons of hierarchies where the
greatest luxury and privilege resides, corrupting nobility and
wealthy families. It can be seen at its most insidious among
those that strive for rectitude, as if the Prince of Chaos takes
particular joy in corrupting those that dare to proclaim
themselves as upright souls. Even the most pious pontiff must
rest sometime, and when he does the unconscious desires
in his dreams betray him to the Master of Carnal Joys. The
more civilised a society becomes, the more frequently seeds
of corruption planted by Slaanesh sprout within it. As leisure
becomes widespread the unconscious wants of the many are
led down dark paths by the subtle influence of Slaanesh.

Countless worlds have fallen into complete anarchy when
Slaanesh pleasure cults became so widespread that all order
was lost in an insane frenzy of self-gratification. On many,
the Fall of the Eldar is reenacted in microcosm as society
collapses and the howling winds of Chaos ravage the world
through the minds of its psykers. The handful of gibbering
survivors that are sometimes left behind are so changed
by the experience that they can no longer be called in any
sense mortal or sane. Certain Inquisitors of the Imperium
have cultivated a particular loathing of the followers of the
Slaanesh for the corruption they spread so readily through
the corpse-god’s mortal realm. Their efforts to suppress the
pursuit of pleasure inevitably brings an ever-widening wide
circle of recidivists, smugglers, criminals, and black marketers
into contact with Slaanesh’s mortal adherents.

Depictions of Slaanesh show it as an androgynous or
hermaphroditic being of unearthly, unnatural and disturbing
beauty. Two pairs of slender horns rise from the god’s flowing
golden hair. Slaanesh is often depicted wearing luxuriantly-
lined, form-fitting armour and bearing a jade sceptre that is
said to be his greatest treasure. His worshippers engage in great
orgies involving every vice and perversity to praise the Lord
of Pleasure, where the death of many through exhaustion and
over-stimulation is taken to be a sign of the Prince’s favour. His
devotees say that any extremity of sensation or emotion can
open communion with Slaanesh, for the echoes of his birth
scream reside in every mortal soul. They pursue a rapturous,
tortured, orgasmic drug-fuelled state of hyper-sensuality, their
souls burning bright and hot like shooting stars as they plunge
ever deeper into the psychic maelstrom that is Slaanesh.

THE DAEMONS OF SLAANESH

The Daemons of Slaanesh possess some elements of the perverse
and unnatural beauty of their master, a beauty that provokes
loathing and desire in equal measure. Their very presence evokes
a tide of sensuality strong enough to drown a living soul, while
their seductive promises can enslave even the stoutest heart.
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 Servants of Slaanesh, by their incantations, conjuration and accursed crafts, have seduced; depraved and corrupted both
- Man and Beast, bringing them low in the sight of others. Numberless are their enormities and horrid offences; heinous and
wicked their every action. Revelling in perversity and debasement, twisted in mind and body, these insidious servitors of the

Their physical forms are both beguiling and monstrous, fairness
and foulness intermingling to blast the soul of the viewer with
their monstrous dichotomy.

The greater daemons of Slaanesh are called Keepers of Sectets;
gorgeous, terrible beings that are said to hear the secret whispers
made in every soul. Few can describe the sensations of shameful
lust and dark ecstasy that attends a Keeper of Sectets, a heady
tocsin of fear and fulfilment that can shiver a mortal mind into
pieces. Making a pact with a greater daemon of Slaanesh is the
most thrilling and dangerous thing to undertake in the universe.
A Keeper of Secrets takes a gloating, sadistic pleasure in breaking
down the last barriers to full ecstatic rapture, mercilessly shearing
away the last dignities and presumptions of a snared soul until it
is left naked and quivering before its bestial lusts.

The lesser daemons of Slaanesh are known as Daemonettes.
They are lithe-bodied, crab-clawed creatures with attractive,
pale faces marred by fanged mouths and green, saucer-like eyes.
Their hypnotic, blasphemous beauty is as much a weapon as
their razor-sharp claws, blinding their enemies with a mixture
of revulsion and lust. Daemonettes have been known to weave
perverse sorceries with their lascivious dancing and singing,
corrupting the senses and baftling the mind with altered
realities. Their laughter charms the senses as the tinkling of
delicate chimes, even as they precisely and painfully tear their
victims limb from limb.

Daemonettes often ride upon weird, bipedal beasts known as
the Steeds of Slaanesh. These are spindle-limbed, fleet-footed
beings that are faster than any mortal steed, with impossibly
long whip-like tongues protruding from their vaguely equine
heads. The questing tongue delivers a paralysing shiver
of unholy ecstasy to whatever it touches, rendering its prey
helpless before the attentions of its rider.

Slaanesh is said to have little interest in the other Chaos
Powers, being too caught up in his own pleasures to be interested
in alliances or co-operation. However, the followers of Khorne
with their boorish beliefs in bloodshed for its own sake are
particular enemies. Cults dedicated to Khorne and Slaanesh clash
frequently in the mortal realm just as their daemonic legions are
believed to battle endlessly in the Realm of Chaos.

Slaanesh’s comparative weakness in direct confrontations
is balanced by his endless capacity for corruption, often even
leading Khorne’s faithful astray through their own battle lust. A
widespread and technologically advanced conflict is particularly
vulnerable to Slaanesh’s influence as a single well-placed convert
can have the means to wreck a fleet or destroy an entire city.
Wherever Khorne’s followers become most strident those of
the Slaanesh can be found working subtly in the background to
bring about their opponents’ downfall.
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leasure Lord take delight in all manner of abominable and unclean deeds. The denizens of Slaanesh spretd the depravity of Chaos to

the unwary and uncaring with heretical crimes that cry out against nature and the true order of the world, e
Amassed on the field of battle, the electric colours of their contorted forms offend the eye as their diseased lewdness offends TI_E'ﬁe

mind. Half-bared torsos of pink and blue boast of unreined lust; others display limbs of. glistening greens and yellows—pale shades of

corruption which belie the darRpess they hide inside. They have abandoned the last vestiges of true decency and sacrificed their humanity

o serve the Dark Power of the Master of Carnal Joys and spread his corruption among the innocent.




TZEENTCH

“You claim to be a plotter beyond compare because your plan
anticipates failure and turns it to success? When your failures put
schemes into motion that in turn flounder, only to spawn new designs
whose failure is all part of some master plot... then you still cannot
master the schemes of the Changer of Ways.”

—De’Lanishel, Eldar Watlock

The enigmatic Chaos Power Tzeentch is known by many
titles including the Changer of the Ways, the Master of
Fortune, the Great Conspirator, and the Architect of Fate.
These titles reflect its masterly comprehension of the twisting
paths of destiny, history, intrigue, and plots. The hopes and
plans of every man and every nation whisper through its
many-chambered mind. Its all-seeing eye watches as plots
unfold and intrigues alter the course of history.

Although far from the first to exhibit such traits, mankind is
a notably volatile and ambitious species. Tzeentch feeds upon
the need and desire for change that is so much a part of human
nature. All men dream of wealth, freedom and a better tomorrow.
The confluence of these desires creates a powerful impetus for
change, just as the ambitions of leaders create a force that can
change history. Tzeentch is the embodiment of that force.

Tzeentch is not content to merely observe the fulfilment
and disappointments brought by the passage of time. It works
its own schemes, plans so complex and convoluted that they
touch upon the lives of every mortal, whether they know it or
not. Tzeentch’s true intentions are hidden behind layer upon
layer of interweaving plots so convoluted and so long-term
that no mortal can hope to understand them. Perhaps Tzeentch
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plans to overthrow the other Chaos Powers, or to extend his
dominion across mortal realms, or to achieve some unguessable
apotheosis. Perhaps Tzeentch plots endlessly because that is its |
driving force, and its schemes can never achieve fruition as they
twist constantly into new plans and conspiracies.

Whatever Tzeentch’s ultimate purpose, he pursues it
by manipulating individual lives and thereby altering the
course of history. The aura of magic and power around the
god Tzeentch commonly draws influential people into its
orbit; leaders, generals, and merchant princes looking for a
way to pursue their ambitions or overcome their enemies. A
glimpse of the future can be all that it takes to win a political
conflict or close a deal, a simple spell might bury evidence of
wrongdoing where no investigator would ever find it. All of
these possibilities make irresistible temptations for those that
dare to follow the path of Tzeentch.

A subtle nudge here or there and these influential
individuals can in turn enmesh millions of lives in Tzeentch’s
grand schemes, lending it a disproportionate amount of power
in comparison to its number of followers. However, few of
Tzeentch’s plots are straightforward, and many at first appear
contradictory or even seem to act against its own interests.
Only the Changer of the Ways can see all the threads of
potential futures weaving on the loom of fate.

Of all the Chaos Powers, Tzeentch is said to be the most
accomplished magician. Warp-magic is one of the most potent
of all the agents of change and wielding it requires matchless
ambition and hunger for power. Those who style themselves
Champions of Tzeentch are often sorcerers of the most




can appear the most rational and safest to deal with, granting
huge dividends in exchange for seemingly inconsequential
demands. Of course, it quickly becomes clear that once they
are caught up in Tzeentch’s schemes, there is no escape.

Images purported to depict Tzeentch are rare, and normally
conflicting in their nature. Some show him as having the
characteristics of birds or fish but most depict the Master of
Magic as a long-armed, manlike figure with its face sunk low
down between his shoulder blades. Huge, asymmetrically
curving horns appear to spring from the figure’s shoulders. Those
that claim to have witnessed the Changer of the Ways in their
dreams say that his skin crawls with constantly changing faces
leering and mocking the onlooker. As Tzeentch speaks, these
faces sometimes echo what he says with subtle but important
differences, or provide a commentary that throws doubt on the
words spoken. They say that the firmament about the Architect
of Fate is heavy with brooding magic. Languid coils of essence
weave like thick smoke around its head, forming subtle patterns.
The vagrant forms of people and places appear in the vapours as
Tzeentch’s mercurial mind contemplates their fate.

THE DAEMONS OF TZEENTCH

Daemons of Tzeentch are highly magical, with the lesser forms
being entirely formed from constantly shifting patterns of
unstable warp-energy. Greater daemons of Tzeentch are known
as Lords of Change. These are described as massive, birdlike
entities that are surrounded by a bright shifting aura of sorcery:
Their bodies and wings shimmer with a thousand iridescent
colours and their claws are said to be glittering diamonds. The
gaze of a Lord of Change can penetrate the very depths of a
mortal’s soul, reading the thread of his fate and his ultimate
destiny at a glance.

Lords of Change are possessed of all the scintillating
brilliance and deep wisdom of their master, but each is its
own creature with its own agenda. It is not uncommon for the
agents of different Lords of Change to clash in pursuit of their
own schemes, no doubt by the design of Tzeentch himself. It
is said that no being in the Realm of Chaos understands the
flow of the warp as naturally as they do, and that bargaining
for their help brings success in the most desperate of schemes.
However, a pact with a Lord of Change is as convoluted and
inescapable as a web of steel, and the soul of the supplicant is
the price for even the smallest morsel of wisdom.

The lesser daemons of Tzeentch are living flames of warp
energy that cavort and twist in time to insane piping. They
flicker along invisible patterns of change and fate in the
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Empyrean, briefly whirling into existence where the winds of
magic blow strongly enough. Mortals know of two kinds of
Tzeentch lesser daemons, Horrors and Flamers.

Horrors of Tzeentch possess long, gangling limbs protruding
from a thick, trunk-like torso with no head. The Horror’s leeting
face normally appears in its chest but may shift from moment
to moment, slithering away to another part of their anatomy at
random. Glowing warp energies wreath Horrors with pink and
blue light as they bray and cackle blasphemously; their sucker-
tipped fingers drooling with warp stuff. In combat Horrors
playfully pull apart their enemies and burn them with aetheric
fires. Striking them only splits them into miniature versions of
themselves which caper and gibber with undiminished vigour.

The so-called Flamers of Tzeentch are even more strange and
disturbing entities than the Horrors. They display no man-like
characteristics at all, appearing only as thick trunk of living flame
topped by waving tendrils spouting tongues of pink warp-fire. An
inhuman, beaked visage can sometimes be glimpsed on the torso
of the being but its voice is only the roar and crackle of flames.

Daemons of Tzeentch are capable of granting great powers to
their followers. They may perform seemingly complex magical
undertakings by instinct, making rites and summons with
a level of energy that a mortal sorcerer could never dream of
wielding. Thus, according to Tzeentch’s unguessable whims, a
mass of Horrors might open a warp rift through their collective
efforts, or just as likely close one, or disperse a dozen seemingly
unrelated incantations, causing rifts to open or close in the future.

Mention should also be made of the Discs of Tzeentch,
shark-like predators of warp space that are sometimes used
as mounts by Champions and Daemons of the Changer of
the Ways. These beings take the shape of flattened, plate-
like creatures rimmed with vicious teeth and spikes to slice
through their prey. In the endless depths of the Realm of
Chaos shoals of these creatures mercilessly hunt lost souls,
but Tzeentch’s followers know the secrets of capturing them
and binding them to service as fast and agile mounts.

The antithesis of the Chaos Power Tzeentch is that of
Nurgle, the Lord of Decay. Tzeentch’s energy is derived from
the excitement and will to change, the desire to forge one’s own
destiny, refashion fortune and gain power. Nurgle’s power comes
from a defiant brand of hopelessness and despair, a moribund
acceptance of the way things are born out and a determination
to keep plodding forward regardless. In stark contrast, Tzeentch’s
followers are often drawn to spark change and revolution in
civilised societies, endlessly challenging the established order
and breaking open the body politic before it rots from within.
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“You are not free whose liberty is won by the rigour of other, more
righteous souls. You are merely protected. Your freedom is parasitic;
you take and offer nothing in return. You who have enjoyed freedom,
who have done nothing to earn it, your time has come.”

—Inquisitor Czevak’s address to the council of Ryanti

ver one hundred centuries ago the all-powerful

Emperor of Mankind was interred in a huge stasis

crypt called the Golden Throne in the bowels of
the Imperial palace on Ancient Terra. He has not moved or
spoken in thousands of years, but his legacy lives on in the vast
Imperium he helped to forge through an era of violence and
conquest. In the intervening span the Imperium has slowly
crumbled, battered by wars from without and dissension
from within, but it remains unbelievably powerful. A million
worlds united in the name of Humanity; monotheistic,
xenophobic, paranoiac, and fuelled by war. With its vast fleets
and uncounted armies the Imperium remains probably the
single most powerful entity in the galaxy.

The Adepts of Terra cling to power ferociously, ruling on
in the name of the corpse on the Golden Throne despite the
Emperor’s millennia-long silence. They hold the worlds of the
Imperium in a constant state of terror, proselytising their zealotry
and feeding the fears of the populace to keep them cowed and
malleable. An Imperial citizen is raised from birth to believe that
unseen forces are gathering to attack them and that their way
of life could be destroyed at any moment, and that only the
Emperor stands between them and damnation. Under the guise
of protection whole populations are held hostage to authoritarian
controls; searches, seizures and summary executions are routinely
justified under the banner of omnipresent threat.

The Imperium thrives on war and oppression. Its weapon
factories and shipyards run night and day, arming its forces,
and faceless conscripts by the billion are hurled into conflicts
they cannot win. Imperial citizens are indoctrinated from birth
to hate and fear outsiders, and at any given time the Imperium
is fighting dozens of genocidal conflicts. This perpetual state
of war and fear has served the Imperium well over its many
centuries of existence, reinforcing its self-righteous declaration
of itself as defender of humanity while driving a wedge
between itself and other races. The Imperium’s ponderous,
gargantuan military grinds relentlessly forward seeking new
wars to embroil itself in, driven by its own momentum and
blind arrogance. Some joke that an outbreak of peace would
be the greatest disaster that could ever befall the Imperium, but
in truth the Adepts of Terra are quite able to find enemies in
their own ranks. Planets groaning too loudly beneath Imperial
tithes are quickly branded as “traitors” or “heretics” and just
as quickly feel the iron heel of the Imperial military on their
necks.

On loyalist Imperial worlds witch hunts are actively promoted
by the authorities, in particular mutants and psykers are mercilessly

. ~singled out and hunted down. Mutants are killed out of hand

on many planets amidst calls for ‘genetic purity’, but in places "y
where they are too numerous and too vital to the economy wipe !
out they are pushed into an underclass despised and feared by ]
“normals.” Psykers have the crueller fate by far. The Imperium '
lays claim to any individual showing the slightest psychic ability: |
Periodically; often decades apart, the ominous Black Ships and the |
agents of the the dreaded Inquisition come to each Imperial world !
to demand its crop of psykers for processing on distant Terra. l
The slightest flicker of potential is enough for the Inquisitors, and J'
their holds are filled with thousands, young and old. j

All but the tiniest fraction of those who enter the Black .
Ships are never heard from again. Legends abound of their 1
eventual fate; some say that their souls are fed to the Emperor g
and that a thousand are sacrificed every day just to keep his '
guttering life-spark vital. Others say the psykers are blinded
and castrated in both their bodies and powers, and that once
diminished they are joined to a great choir that endlessly
chants mindless praises to the God-Emperor into the uncaring '
void. Whatever the fate of the psykers may be, the coming
of the Black Ships is a great terror for any world, and their
appearance frequently triggers rioting and rebellions from
peoples unwilling to give up their own family members to
feed the Imperium’s voracious appetite. Such resistance is
ruthlessly crushed by whatever means necessary.

The Imperium is said to encompass a million worlds but
accurate numbers are impossible to gauge. In the time taken for
reports to cross the galaxy conquered wotlds are regained and
new ones are lost more quickly than Administratum scriveners
can update their ponderous data stacks. The worlds of the




A MATTER OF PERSPECTIVE

The history and viewpoints of the Imperium change
drastically, depending on whom you ask. To some,
the Imperium of Man is a bulwark against the tides
of darkness, a brutal but necessary defence against
forces that would rip humanity asunder. To others, it
is a harsh, crumbling monolith, lashing out with blind
fury against those who want to save mankind and lift
them to their true potential. It is an obstacle, and one
that must be overcome at all costs.

Which is correct? Both, and neither. All depends
on one’s point of view. A champion of the Imperium
such as a Space Marine Brother Captain or Puritan
Inquisitor likely takes the former view, or perhaps
holds the Imperium in even higher regard. On the other
hand, a Champion of the Ruinous Powers (perhaps one
of the Traitor Legions of Chaos Space Marines) almost
certainly takes the latter view.

Needless to say, the following text is penned from
the viewpoint of the Disciples of the Dark Gods, those
who fight against the Imperium of Man, and the forces
of order in all their forms. Is it correct? That is for the
reader to decide.

orbital forges; wherever man has made a place for himself in the
galaxy he stands beneath the shadow of the Imperial eagle.

As has been proven in the past, if the forces of the
Imperium could ever be unified and set to a single purpose
there is nothing they could not achieve. Fortunately for the
other inhabitants of the galaxy human endeavour has been
thwarted by the unthinkable distances involved in their
sprawling empire, internal dissension, and inter-departmental
rivalry. Even with the illusion of centralised control given by
the Adeptus Terra, parts of the Imperium tens of thousands
of light years apart can do little to support one another
in practical terms. Instead rulership often devolves down
to loosely aligned sub-sets of the most influential worlds
colluding to exploit their immediate neighbours under the
guise of Imperial authority. The Imperium has been far more
successful in creating a common cultural and philosophical
centre by dominating science, education, and the arts on
worlds from one side of the galaxy to the other.

THE ADEPTUS TERRA

The Emperor has not spoken a word or moved a muscle in the ten
thousand years since he was placed within the Golden Throne.
The mechanisms of Imperial control that have built up over the
millennia to ostensibly rule in his name are vast and intricate, an
interlocking series of Ordo and Adeptus organisations set up to
spy on one another while keeping planetary populations in line.
e They are also frequently blind, autocratic and counterproductive.
: The powers they wield are frightening and the forces they are
able to bring to bear can, and do, destroy entire worlds for daring
to defy Imperial authority.

Most Imperial citizens fervently hope that the offices
- of the Imperium never touch upon their lives. That does
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not prevent billions of them being swept up in endless
wars or liquidated in the vast pogroms instituted by
over-zealous Imperial servants. The core organisation
of the Adeptus Terra is unthinkably huge, the ancient
priesthood of Earth billions upon billions strong just on
Terra itself. From here the web of its influence extends
across the galaxy and its power rests upon every Imperial
world. No man is free from its strictures, and no world
beyond its titanic reach.

THE ADMINISTRATUM

The Adeptus Terra is divided and sub-divided into countless
subordinate departments and divisions large and small. The
whole is so vast that no one can enumerate with certainty the
exact number and purpose of all the parts of it. For example
the innumerable scribes, assayers, clerks, and functionaries
of the Adeptus Terra are known as the Administratum.
Each sub-department of the Administratum has their own
writs, legislation, authorisations and areas of responsibility
painstakingly preserved and passed down from generation to
generation of its membership. In some cases sub-departments
exist that are still supposed to report to senior echelons that
have long since been abolished, others exist for the express
purpose of destroying data collected before it can be seen
by anyone. In the Administratum, a hundred centuries of
toil has erected a massive edifice to mediocrity and rote,
with positions handed over from father to son and dogma
completely replacing logic. Under its auspices superstition
and ritual have become enshrined as unbreakable law.

The monumental structure of the Adeptus Terra drives
deep into the heart of human existence for those living
beneath the Imperium’s shadow. Facts, censuses, and tithes are
taken and gathered with mechanical regularity. On Ancient
Terra, mountainous cogitator banks absorb input and spit out
projections, robed priests dutifully record the results, and pass
them along to others with no understanding of their contents.
Policy is made and orders are issued with little thought or
consideration of the outcome, the interlocking wheels of
bureaucracy grinding slowly forward like the mechanism of
an ancient and ponderous clock. Armies may be dispatched to
wars long finished, or tithes of food taken from famine-struck
peoples, but the Adeptus Terra is too vast and monolithic to
even perceive, let alone correct, such oversights.

Legend has it that the priesthood of Earth has expanded
its bureaucracy across so much of the planet’s surface that
grass and water have long since become forgotten memories
buried under kilometres of rockcrete and plasteel. It’s said
that miles-long queues of supplicants snake through the grey,
faceless wastelands of administration blocks awaiting to see
someone in authority. To undertake a journey to Terra is far
beyond the means of most citizens, but millions do so each
year only to become caught in a labyrinth of centuries-old
bureaucracy. In some cases petitioners are born of parents
waiting in line, grow old, and eventually die giving their place
to their own offspring. “Queue wars” are frequent occurrences
when ragged hordes of desperate citizens reach their breaking
point and must be brought to bay with the shock mauls and
shotcannon of the Adeptus Arbites.
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HE ADEPTUS MECHANICUS
One huge agency of particular note is the Adeptus
Mechanicus, sometimes called the Cult Mechanicus or the
Tech-Priests of Mars. The Adeptus Mechanicus are the
jealous guardians of Earth’s technological knowledge. The
cult owns and administrates the planet Mars, the seat of
their power and the source of many of the ships, weapons,
and technically advanced machinery used in the Imperium.
Other Mechanicus Forge worlds exist scattered across the
galaxy, places of incalculable value to the Imperial war effort.
Tech-priests and their lobotomised servitors can be found
on virtually every Imperial controlled world tending to its
machines and factories.

The Adeptus Mechanicus is as much an arcane cult as a
scientific body, obsessed with finding and restoring ancient
sources of technology but placing little value on research and
development of new ideas—indeed, such pursuits are viewed
as a dangerous form of heresy by some. Older technology is
valued the most, rote-learning and repetition have replaced
understanding, and much of the Mechanicus’ greatest
knowledge is completely forbidden to outsiders as well as
its most of its own membership. The followers of the Cult
Mechanicus earnestly believe that all technology is inhabited
by “machine spirits” that must be tended and supplicated with
the correct rites to ensure continuing function.

THE PLANETARY GOVERNORS

Only a handful of planets are administered directly by the
Adeptus Terra, the Ministorum or the Imperial Space Marines.
Beyond the precincts of Earth, the Adeptus Terra generally
exercises its control of other worlds through its appointment of
their Planetary Governors. These are local rulers lent Imperial
support in exchange for their unquestioning loyalty. A Planetary
Governor holds the nominal rank of Imperial Commander
within the Adeptus Terra and is in turn held directly responsible
for the order and productivity of their world. If they are
successful, the Administratum is content to take no further
interest in their world beyond collecting its tithes, leaving the
governor free to rule as he sees fit. Withholding tithes and
failure to keep order or execute Imperial decrees in a timely
fashion are grounds for summary execution.

The Planetary Governor’s role is a critical one; he or she
must continually walk on a knife’s edge between the wants
of their own society and the requirements of the Imperium.
The exchange with the Imperium is not always entirely
one-sided; the trade and technology gained may improve a
world, and Imperial forces backed up by more rigorous laws
make it a safer place. However, with so many worlds living
under a continual state of martial law, the populations they
control are often opposed Imperial rule, and their higher
echelons especially so. It falls to the Planetary Governor to
enforce unpopular new laws and extract additional taxation
while placating a dizzying plethora of Imperial authorities,
departments, and offices with their own demands.

Some Planetary Governors try to balance the needs of their
society against the demands of the Imperium with varying
degrees of success, although liberal agendas are frowned upon

by those in high office. Most Planetary Governors take the

easy route and dedicate themselves only to appeasing thpir"' =

Imperial masters no matter what the cost to their homeworld.
Indentured servitude, strip mining, and mass industrialisation
become common practices on such “civilised” worlds. Rebels
and dissenters can always be crushed with the ready and often
uninvited assistance of a number of Imperial agencies. In the cycle
of oppression that develops the Planetary governor increasingly
comes to rely on the Imperium for their support to keep his or
her position, the Imperium in turn calls for higher tithes to justify
their support and the Planetary Governor becomes less popular
still. The stronger the grip the Imperium gains on a world the
less likely the Planetary Governor is to rebel.

ENFORCEMENT AND CONTROL

The Adeptus Terra controls the Adeptus Arbites, the Adeptus
Mechanicus, the Adeptus Astra Telelpathica, and the Adeptus
Astronomica as well as (through the subordinate bureaucracy
of the Administratum) the Imperial Guard and Fleet. While
he remains a loyal member of the Adeptus Terra, a Planetary
Governor has some measure of authority over the elements
of these powerful organisations stationed on their world.
However, the moment a world attempts to leave Imperial
rule, these vital organs of justice, technology, communication,
navigation, security and transportation are duty-bound to
violently resist.

Once in a while brave or foolish Planetary Governor is
motivated by ambition, frustration, caprice or a thousand other
factors to begin to working towards secession from Imperial
rule. Such ambitions are apt to draw attention from offices of the
Adeptus Terra that are only spoken of in frightened whispers.
The strangely altered agents of the Officio Assassinorum may
be dispatched to remove the offending parties surgically; or the
entire rebellious world may feel the retributive hammer of the
Imperial Space Marines, the dreaded Adeptus Astartes.

On some worlds Space Marines are hero-worshipped as
liberators, but on most they are known as terrifying oppressors,
the mailed fist of Imperial rule. Space Marines are created
through extensive genetic modification of feral children specially
bred for the purpose on planets artificially kept at a particularly
nasty stage in their development by their Imperial commanders.
Over an extended training period, the developing adolescents are
weeded out, hypno-conditioned, and indoctrinated to become
loyal killers for the corpse-throne on Terra. A fully grown Space
Marine warrior stands taller than a man with hulking muscles,
double hearts, and armoured black carapace bonded to his flesh.
Some of the more exotic varieties of Space Marines exhibit fangs
or spit acid, and many are believed to participate in bloodthirsty,
barbaric, and even cannibalistic rites.

Armed and armoured with the best equipment the Imperium
can supply, a force of Space Marines can shatter armies many
times their own size. Each Space Marine is worth a hundred
warriors in battle, their deadly prowess greatly magnified by
the fear they strike in ordinary humans. The Adeptus Astartes




are completely ruthless and highly efficient, they recognise
no division of combatant and non-combatant. Planetary laws,
borders and codes of conduct are irrelevant to them. They
kill, burn, and destroy anything that gets in their way. When
: the Imperium chooses to wipe out a planet’s population in its
S entirety such grisly work invariably falls to the Space Marines,
creatures of the Emperor with no sense of humanity or remorse.

The great apparatus of the Imperium is almost entirely
controlled by the Adeptus Terra, forming the greatest empire
mankind has ever known. However, two branches of the
Imperium fall outside the direct auspices of the priesthood
of Ancient Earth; the Adeptus Ministorum, also known as the
Ecclesiarchy, and the offices of the Inquisition.

THE ADEPTUS MINISTORUM

| Adherents of the Imperial Creed maintain that their Emperor
has transcended mortal plane of existence and yet watches
over them still, guiding the faithful through ecstatic dreams
and visions. A great church called the Adeptus Ministorum
has been built up around this faith whose zealous practitioners
seek to spread their beliefs to other worlds.

Living under the harsh conditions of Imperial rule has
inspired pious spirituality in many cultures, and the moment
the Emperor was enthroned a plethora of Imperial cults sprang
up on thousands of different worlds proclaiming true insight
into His wishes. The Adeptus Ministorum has attempted
to embody all of these different creeds and purge them of
“undesirable elements” as they shepherd them towards a
common set of beliefs. Many times great heresies and schisms
have torn the Ecclesiarchy asunder, leading to vast religious
wars, most notably during the Age of Apostasy when a galaxy-
wide conflict erupted between its followers.

The strength of the Adeptus Ministorum can be gauged by the
fact that, despite such embarrassments, it still wields enormous
power. The head of the church, the Ecclesiarch, is one of the High
Lords of Terra and entire worlds fall under his direct jurisdiction.
Untold billions of Imperial pilgrims travel to far-flung Shrine
Worlds and Holy Terra itself at the urging of their preachers and
confessors, creating vital economic links between disparate parts
of the Imperium. Missionaries carry word of the God-Emperor
to unbelievers in the fringes of Imperial space, frequently finding
instead the martyrdom they so earnestly seem to seek. The word
of the Ecclesiarch can unleash crusading armies of Frateris and
Sororitas billions strong, and many Imperial servants learned
their first duties in the Ecclesiarchy-run orphanages of the Schola
Progenium. The highly trained battle-sisters of Adepta Sororitas
sniff out impurity or heresy with almost legendary fervour.

Much like the Administratum the Adeptus Ministorum
has become an organisation of bewildering complexity and
vast redundancy. A teetering hierarchy of cardinals, bishops,
confessors, clerics, novices, missionaries, monks and preachers
theoretically owe their allegiance to the Ecclesiarch in his
palace on Earth. In practice there are frequent conflicts of
interest between cults on far-flung worlds as the intolerance
that underpins the Ecclesiarchy virtually tells its adherents to
- view each other as heretics. The social changes inflicted by the
Ecclesiarchy can be both deep and long term as their followers
 tend to constantly agitate for more puritanical laws, exclusion of
outsiders and increased capital punishment.

THE INQUISITION

By far the most shadowy and frightening organisation of
the Imperium is the dreaded Inquisition. The Inquisition
operates across the Imperium and beyond with no limitation
on its power or access. The Inquisitorial Seal opens all doors,
and silences all arguments. Anyone, be they an Imperial
Commander or the lowliest drudge, is subject to an Inquisitor’s
authority. Inquisitors are empowered to ensure the survival of
the Imperium, however extreme the measures required, and no
matter the cost. They undertake any deed, no matter how vile
or underhanded it may be, to discharge their sacred trust.

An Inquisitor is subject to no one; the only censure he
might receive must come from his fellow Inquisitors, and
each is constantly examining the others for signs of heresy
or treachery. Different Inquisitors pursue their work in many
different ways. Some are overt and use terror to bring the
enemies of the Imperium into the open; they think nothing
of burning ten thousand citizens alive to catch a single traitor.
Other Inquisitors conceal themselves in order to move among
criminals and lowlifes listening for words of heresy or sedition.
Yet others might pose as nobles, ship captains or renegades,
worming their way into the confidences of conspirators.
Although they are few in number, the Inquisition exerts a
disproportionate hold on the imagination of the average
citizen. The consequences of attracting the Inquisition’s
attention can be cataclysmic; a world deemed irretrievably
corrupt by an Inquisitor can be subject to Exterminatus—the
systematic annihilation of all life.

There are some who whisper that the greatest enemies
of the Inquisitors are actually each other. It is said that
radical philosophies have emerged which lead to Inquisitors
deliberately starting rebellions, unleashing forbidden lore or
attacking other Imperial institutions. They say this secret war
between puritans and radicals is the source of much of the
turmoil within the Imperium, with the Inquisitors creating
their own enemies and vanquishing them in a perpetual
power play between a handful of deranged individuals.

ORIGINS OFTHE
IMPERIUM

Humankind spread across the stars far before the rise of the
Imperium. Long ago in a forgotten golden age innumerable
worlds were settled by humans, and dozens of different
cultures flourished across the great wheel of the galaxy. Within
the Imperium this first great expansion by humanity is known
as the Dark Age of Technology. That Age is believed to have
begun slowly, as multi-generational colony ships crawled across
the void at sub-light speeds. However, as mankind discovered
the secrets of warp travel their expansion accelerated rapidly:
Whole worlds were terraformed by these first waves of
colonists, and their handiwork is still apparent thousands
of years later. Many of the scientific wonders of that age
are unparalleled in modern times, and most of the greatest
creations made by the ancients are reckoned irretrievably lost
during the ensuing Age of Strife. Tech-scholars and auto-
savants of the Adeptus Mechanicus obsessively seek out

traces of technology left from the Dark Age of Technology,
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few artefacts are found from time to time, objects that have
endured down the millennia due to the craftsmanship and
forethought of their makers. On occasion a ship that has lain
trapped in the tides of the warp for aeons is cast out into the
material universe and brings with it a treasure house of Dark
Age technology for those bold enough to seize it. Whatever
the source might be, the adherents of the Cult Mechanicus
descend on Dark Age technology like a pack of jackals. Their
Explorator fleets comb the stars constantly, and are always
alert for the slightest rumour.

One discovery that has been key to the rise of the Imperium is
Standard Template Construction technology—the STC system,
as it has become known. It appears that the technomancers of
the earliest times created a robust automated factory program
to support their emerging colony worlds, complex systems
that could be adapted to local conditions and use a variety of
raw materials. Templates have been found for everything from
gigantic plasma reactors to steam-driven traction engines that
were created to fulfil the needs of the colonists. However, most
of the templates from the Dark Age of Technology are lost,
and as such, the even a single template is a treasure beyond
compare. Each new discovery is dutifully filed and hidden
away in the archives of the Adeptus Mechanicus. Knowledge
is power in the Imperium, and in many ways the STC system
embodies the highest knowledge mankind can now achieve.

The Dark Age of Technology exists only in myth in modern
times, and the causes of its ending are poorly understood. Many
cultures share similar stories of a breakdown of the golden age,
of entire regions becoming isolated by raging warp storms and
turning against themselves in crippling wars. Others tell of a
time of apotheosis for mankind, when mutations and psychic
powers became increasingly prevalent, and predatory beings
from warp space used such open conduits to feast on the living,
Worshippets of the Ruinous Powers maintain that these times
were the triumph of Chaos, when mankind’s first fumbling
attempts to rule over the mortal realm were cast down into
anarchy by cackling daemons from the warp.

Whatever the cause, the Dark Age of Technology gave
way to the Age of Strife. The patchwork remnants of human
civilisation fought against each other as well as the hordes of
aliens now swarming in to sack their worlds. Many human
civilisations were enslaved or completely wiped out; others
reverted to barbarism as order crumbled. Only worlds where
the rising tide of psykers was rigorously repressed evaded the
plummet into nightmare and madness. Earth itself became
completely isolated by warp storms for several thousand years,
collapsing into a state of total anarchy, with savage gangs of
tech-pirates roving the ruins of its ravaged continents.

Followers of the Emperor claim that he first appeared
on Earth during the Age of Strife, and that his true name
and origins were obscure even then. The nameless Emperor
fought his way to the top of the tribes, conquering them
one after another. The Emperor emerged as a saviour, they
say, leading armies across Terra in his efforts to re-unify it.
The ranks of his armies swelled with eager followers and
conquered tribes forced to pledge fealty alike. The Emperor
united them all with a vision of humanity made whole once
more, free from slavery and the chains of barbaric ignorance.

He foresaw a day when his followers would leave Earth and N

strike out across the heavens to cleanse the scattered worlds
of humanity of both aliens and daemons.

Some speculate that the Emperor must have had some
precognitive sense of the approaching emergence of Slaanesh
and the effects of that event on the warp. His psychic acuity is
the stuft of legend and undoubtedly it was sensitive enough
to sense the coming cataclysm. While Earth remained isolated
by warp storms the Emperor was able to ascend to Mars and
there he found the Tech-Priests of the Cult Mechanicus
still enumerating among the rusting machinery of their
predecessors. In perhaps his greatest coup before the creation
of the Imperium itself the Emperor convinced the Tech-
Priests of Mars that he was the living embodiment of their
deity, the Omnissiah, and so won their fealty.

The Emperor’s followers like to portray this joining with the
Cult Mechanicus as a joyous occasion, the rejoining of two pats
of a whole. Despite their propaganda the link was not an entirely
comfortable one and, as would be proven later, a large number of
the Tech-Priests did not truly accept the Emperor as their living
god. Nonetheless, with the Tech-Priests’ help the Emperor set
about his final preparation for the coming crusade across the stars.

Fearing that the power of Chaos would eventually corrupt
all of humanity at some point in the future, the Emperor set
about creating mankind’s replacement: the Primarchs. The
Primarchs were genetically engineered super-humans with
god-like powers, bred for strength and loyalty. The Emperor’s
intention was to create an entire race of super-humans from
the genetic template of the first Primarchs. He hoped that
his efforts would create a laboratory-bred purity completely
immune to the influences of Chaos.

Followers of the Emperor maintain that the Primarchs
were never intended to truly replace mankind, rather that
they were to be shining examples of humans free from the
taint of corruption. However, the Chaos Powers perceived
the Emperor’s schemes and seized the foetal Primarchs
before they could reach maturity. Seeing the potential value
of the Primarchs the Ruinous Powers did not deign to
destroy them, instead scattering them far and wide across
the galaxy. The Primarchs developed independently beyond
the Emperor’s reach, only being rediscovered later as the
Great Crusade advanced.

Hence the Emperor lost his first battle with Chaos before
he even left Earth. The Emperor was unable to re-create the
Primarchs in the time left to him, and even now the birth-
pangs of Slaanesh were becoming louder and louder as
the godling came to full wakefulness. Instead the Emperor
evolved a new plan. Using genetic material that had been
imprinted from the Primarchs into laboratory golems, he
reproduced some of their qualities as discrete biological
organs. By implanting these organs into young, growing
bodies some of the qualities of the Primarchs could be re-
created albeit in a lessened form. In this way the first Space
Marines were created, and soon entire legions were created
utilising vat-grown genetic material from the Primarchs.

Loyalists also portray this event as a source of great rejoicing

among the Emperor’s followers, although the reaction of the :

veterans that had fought for his cause being supplanted in thi




the super-human Space Marine Legions were destined to
become the killing edge of the Emperor’s forces for the coming
crusade and within the Imperium thereafter.

When the Prince of Chaos, Slaanesh, finally burst forth
to full waking his birth-scream shook the galaxy. Despite its
relative proximity to the newly-forming Eye of Terror, Earth
escaped much of the ruin visited elsewhere. The churning
warp storms surrounding Ancient Terra absorbed most of the
psychic shock wave before being shredded apart by it, leaving
the warp space around the cradle of humanity quiescent for
the first time in thousands of years. Now was the moment
for the reunification of mankind, and the Emperor’s shining
fleets swept outward into the darkness at his command. The
Imperium was forged during the centuries that followed in an
era of conquest and expansion known as the Great Crusade.

THE GREAT CRUSADE

The Emperor first directed his forces in pursuit of his lost
Primarchs, no doubt fearing to allow such god-like beings
to stray far from his guidance. The Emperor sought after
them with his psychic powers and was drawn across time and
space to the places where his offspring could be found. In
each place they found the Primarchs to be full-grown leaders
and warriors within their adoptive culture. The Emperor
must have believed his experiment to have been a success,
for the lost Primarchs proved to have no discernible taint of
corruption about them despite their brush with Chaos.

There are many Imperium legends of the Emperor meeting
~one or other of his Primarchs for the first time during the
t Crusade. Most speak of a mysterious stranger arriving at

the Primarch’s court and performing one or more impossible
deeds—usually including defeating the Primarch himself in
combat—before the revealing his true identity as the Emperor.
In the legends the awestruck Primarch pledges lifelong
allegiance to the Emperor and happily joins his entourage
immediately. It’s certain that such stories are used to mask the
ugly truth that several of the lost Primarchs had to be physically
subdued before they would agree to join the Emperor.

The Emperor showed great indulgence to his foundlings. As
each Primarch was won over they were given command over a
Legion of Space Marines raised from their own genetic material.
With their Primarch leading them a Space Marine Legion
became utterly unstoppable, a fearless army of super-humans
that would conquer or perish no matter the odds. Some felt that
the love the Space Marines exhibited toward their primogenitors
exceeded even their conditioned loyalty to the Emperor. With
the Emperor at its head and the Primarchs at his side, the Great
Crusade swept all before it. It’s likely that no greater armada has
ever been seen in the galaxy before or since.

The Emperor’s forces certainly did not lack opposition, and
heavy fighting marked their progress. Wherever the silver ships
landed the flames of war followed. The Emperor’s followers
found many strange and terrible worlds where humans and
aliens coexisted, or Chaos reigned triumphant—these they
purged most mercilessly of all. Alien empires were driven
back and defeated by the Great Crusade; enslaved populations
of captive humans were set free. Psykers and mutants were
ruthlessly massacred and the followers of the Chaos gods
forced into hiding. Many aliens learned to hate and fear the
Imperium during the Great Crusade, and the rabid xenophobia
of those times has been attributed to all humans ever since.
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In some places coalitions of human worlds had survived the
Age of Strife and many of these attempted to resist the Imperialist
onslaught from Ancient Terra. Untold billions were killed by the
Space Marine Legions and much precious technology was lost
when the Emperor’s forces resorted to brute force to overwhelm
more advanced worlds. The Crusade’s indiscriminate use of
virus bombs and cyclonic torpedoes obliterated secrets that had
been preserved for millennia. Increasingly the Space Marine
Legions began to find themselves deployed against human
populations whose only crime was an unwillingness to join
them. The Emperor’s message of unification had changed to
one of domination, and those that did not submit were branded
enemies to be righteously purged. The Great Crusade rolled
onward relentlessly, sustained now by its own momentum as it
swept outward to the very fringes of the galaxy.

In the wake of the crusading forces the future infrastructure
of empire moved into place on the conquered worlds;
governments and nobility became subject to the Administratum,
the Adeptus Arbites replaced judges and lawmakers, over time
even mechanicians and technologists became supplanted by
the Adeptus Mechanicus. Planetary Governors took control,
providing they met their tithes. Decrees from distant Terra
imposed rigorous conformity on wildly divergent peoples and
cultures, establishing a pattern of oppression and drudgery
that became the norm for life in the Imperium. Despite the
warning signs, the majority of humanity rose to the challenge
of rebuilding its ancient heritage in exchange for the promise
of a better future. For a time the unity and strength of the
Imperium seemed unstoppable, and the Powers of Chaos
appeared to have retreated to their own realms. It was not so.

THE HORUS HERESY

The Primarchs had not escaped their brush with Chaos entirely
untouched. As the Great Crusade wore on their dreams became
disturbed by the insidious whispers of the Ruinous Powers.
Each Primarch’s character was severely tested by the unspoken
urgings, each of them thinking that they alone bore such flaws.
The future promise of power became a temptation for some;
in others their pride or martial prowess opened a path of
corruption. Little by little their flaws deepened into obsessions.
Fully half of the Primarchs eventually failed the test and were
seduced by the Ruinous Powers, their corruption occurring in
ways so subtle that they never even suspected that their own
loyalties were changing until it was too late.

Horus, the greatest Primarch of them all, was utterly
convinced of the virtue of the martial ideals for which he fought.
He enjoyed the Emperor’s greatest trust and the admiration of the
other Primarchs, gaining the title of Warmaster. He had stood at
the Emperor’s side from the earliest days of the Great Crusade
and through the many long years that followed. Legends say that
they fought back-to-back at the siege of Reillis and the Emperor
saved Horus’ life. At the battle of Gorro, Horus is said to have
repaid the debt by hacking the arm from a frenzied Ork that
was intent on choking out the Emperor’s life. As the crusade
advanced the Emperor eventually returned to Terra to administer
his rapidly growing domain. He entrusted Horus with leading
the crusade along the eastern fringes, little realising that by doing
s0 he was planting the seeds of his own betrayal.

As the Great Crusade pushed outward Horus had begun to
perceive the Emperor’s actions as craven and dishonourable. All
too often compromises were made that he felt were weak and
unworthy of the Master of Mankind while wanton destruction
was unleashed on other worlds on the slimmest pretext. The
Emperor abandoning the Crusade forces in favour of returning
to the administrative centre of the now-vast Imperium
confirmed Horus’ worst fears. The coming age of enlightenment
and understanding preached by the Emperor was nothing but a
mask for his own pusillanimous greed. Surely the warriors that
had fought so hard to conquer deserved some say in how their
conquests were ruled? What kind of man seeks to become sole
ruler of the galaxy? So, perhaps, the worms of doubt began to
squirm in the brilliant mind of Horus. Perhaps he even foresaw
a time when the Emperor would have to be rid of him—the
mighty warrior with no worthy opponents left to fight.

Horus began to quietly lay plans for rebellion. He subtly
sounded out the some of the other Primarchs and began the
slow process of gathering his far-flung forces. Horus’ Space
Marine legions were gradually seduced by their sense of pride
and loyalty to their Primarchs into serving the Warmaster
above the Emperor. Initially, the Space Marines had little idea
that they were being led astray. The taint spread slowly and
subtly, and only later when they reached the point of outright
rebellion did their veneer of reason fall away to reveal that
Chaos had invaded their hearts.

In the midst of Horus’ preparations, the Imperial Commander
of Istvaan III declared the whole of the Istvaan system an
independent principality. The Emperor, ignorant of Horus’
plans, ordered him to move to pacify the rebellious system. The
Warmaster was unwilling to be drawn into a planetary campaign
just as his schemes were coming to fruition and chose instead to
virus bomb Istvaan III from orbit. Twelve billion souls died in a
matter of minutes, their rapidly rotting carcasses consumed by
a firestorm that enveloped the entire planet for days afterwards.
During the bombardment a group of loyalist Space Marines
discovered signs of corruption in Horus' followers. They
succeeded in seizing control of the frigate Essenstein and fled into
warp space to warn the Emperor. Horus withdrew to Istvaan V
to marshal his forces for the confrontation to come.

The Emperor hesitated, shocked by the betrayal of his
Warmaster and unable to believe that his friend and general
was really marshalling forces against him. However, even as he
learned of the betrayal, dissent and rebellion spread throughout
the Imperial Army. Meanwhile, on Mars those who had
denounced the Emperor as a False Omnissiah saw that their time
had come. The Adeptus Mechanicus’” own Fabricator-General,
the most powerful Magos of Mars, unleashed ancient, forbidden
weapons on the surface of the red planet as Tech-Priests and
hereteks fought for dominance. The fragile Imperium tore itself
apart as recently-conquered systems declared independence, and
newly-appointed planetary leaders seized their chance to declare
for the Warmaster. Confusion reigned and at first many failed
to recognise the resurgence of the Ruinous Powers, seeing the
conflict as a purely political one between Horus and the Emperor.

The rot of Chaos spread quickly, passing from the
Warmaster’s forces to their allies and even their enemies with
shocking speed. Loyahsts and rebels clashed on hundre




Emperor ordered seven full Space Marine legions to destroy
Horus and his rebel forces at Istvaan. He had recognised
finally that the rebellion could only be brought to an end
by eliminating its figurehead and inspiration: the Warmaster
Horus. More precious months were lost organising and
mobilising the forces to reach the other side of the galaxy.
Horus was not idle in the intervening time and consolidated
his hold on hundreds of systems by declaring himself their
new Emperor. Wherever Horus' banners were raised the
corrupting influence of Chaos followed.

The Emperor’s retributive strike proved to be a disaster.
Of the seven Legions dispatched to destroy Horus, four of
them turned against the Emperor and helped massacre the
other loyalists instead. The Warmaster now controlled nine
Space Marine Legions and had eliminated three of the loyalist
Legions. Thus, the Horus Heresy began in earnest.

THE TRAITOR LEGIONS

Nine Legions of Space Marines joined the Warmaster
against the Emperor, a full half of the legions of the
Adeptus Astartes.

The World Eaters

Under the Primarch Angron, the World Eaters underwent
pscyho-surgery that transformed an already fierce legion into
bloodthirsty berserkers. When they betrayed the Imperium, it
was of little surprise that the vast majority dedicated themselves
to Khorne. The Legion fractured after the Heresy, scattering

World Eaters is likely to be bloodthirsty and violent.

As is fitting to their patron God, the World Eaters wear
armour as red as arterial blood, edged with brass and decorated
with skulls and symbols of Khorne. Most disdain long-ranged
watfare, preferring to close with the enemy to kill them with
chainaxe, power sword, and (if need be) bolt pistols.

The Death Guard
The Death guard followed Horus into heresy, their sense of
loyalty to their Warmaster and their Primarch, Mortarion
triumphing over their duty to the Emperor on distant Terra. The
rebel Death Guard Legion was marooned in the warp during the
long journey to Earth to join the attack on the Imperial Palace.
A mysterious, unstoppable contagion spread through the trapped
fleet, putrefying all it touched. Mortarion himself became infected
and in his delirium he called upon the Powers of Chaos to aid
his Space Marines. Mortarion’s fevered ravings were answered by
Nurgle, and Mortarion became Nurgle’s Champion.

The Death Guard survived but they continue to bear the
marks of Nurgle’s first blessings upon them. Their once-white
armour became stained and cracked where the bubbling
foulness of their mortal bodies has erupted to the surface.
They bear the three-lobed mark of Nurgle rendered as flies or
rotting heads upon banners and shoulder guards. Their bolt
guns and chainswords are caked with filth and rust but are
no less deadly. Plague and contagion have become the Death
Guard’s primary weapons and they can be found anywhere in
the galaxy spreading Nurgle’s blessings.



The path to damnation for the Thousand Sons Legion of
Space Marines was longer than most, but its final plunge more
complete than any. Even before the Horus Heresy the Sons’
cyclopean Primarch Magnus the Red led his sons in the study
of arcane lore and the practice of sorcery despite the Emperor’s
disapproval. When Horus gathered his forces the Thousand
Sons tried to use their occult powers to warn the Emperor.
Disastrously the Emperor was mistrustful of anything tinged by
Chaos and declared the Thousand Sons heretics. Leman Russ
and the Space Wolves were sent to devastate the Thousand
Sons’ homeworld of Prospero. To survive and protect their
accumulated wisdom, the Thousand Sons sought the patronage
of the Chaos power Tzeentch, Changer of the Ways, greatest
master of magic among the Chaos gods.

The surviving Thousand Sons have been split by internal
schisms, their pursuit of occult knowledge estranging them to
each other and even their cyclopean Primarch. A cabal of renegade
sorcerers led by their once-Chief Librarian Ahriman unleashed
a great magic upon the legion to prevent further mutation and
corruption of its members by Chaos. The Rubric of Ahriman
reduced most of the Thousand Sons to soulless suits of animated
armour, but left the surviving sorcerers unmatched in power.

The Emperor’s Children

The Emperor’s Children were one of the legions assigned to
crush Horus and his rebels on Istvaan V. During a parley the
legion’s primarch, Fulgrim, and his highest ranking officers
were corrupted by the decadent pastimes that Horus and
his Chaos-worshippers offered. Drugged, pleasured beyond
endurance, and finally broken, they agreed to aid Horus. The
rot spread quickly through the Legion, and the Emperor’s
Children embraced Chaos in all its depravity.

Little trace can now be seen of the original armour and
equipment of the Emperor’s Children, covered as it is by skins
of iridescent fur or scales, jewels, or the fantastical renderings
of screaming faces or rutting beasts. The Emperor’s Children
fight for sensation and sensory overload, bringing a clashing
cacophony of sound, colour, and energy to the battlefield.

The Night Lords

Led by their saturnine Primarch, Konrad Curze (also known
the Night Haunter) the Night Lords were greatly feared
even before the Heresy. Curze believed in the use of terror
as a weapon and his foes quickly learned to fear the night.
The Night Lords were one of the first legions to join Horus’
rebellion, turning on what they saw as a weak-willed
Emperor incapable of having the strength to lead. Even after
Horus™ defeat the Night Lords have continued to wage an
unremitting campaign of terror against the Imperium.

The Night Lords refuse to follow any of the Chaos Gods,
and have become cynical, hard-bitten, and frighteningly
ruthless warriors. They fight for the pleasure of it, and for
the material rewards it can bring, and not for the worship
of some deity. They look down upon their more dedicated
brethren, whether they are fanatical Chaos Space Marines
like the World Eaters, or zealous loyalist Space Marines like
the Dark Angels.

The Alpha Legion ;
The Alpha Legion was the twentieth and final legion created
in the first founding. During the Great Crusade the legion
earned renown for its strict discipline and organization. The
Alpha Legion strove hard to outshine its brethren in all things
and prove their worthiness to be among the older legions.
The war-lust of the Alpha Legion easily led them into heresy
when Horus declared himself against the Emperor. Here at
last was their chance to prove themselves against opponents
just as tough, as battle hardened, and ferocious as themselves.

The Alpha Legion did much to ravage the Eastern Fringe
during the Heresy, pursuing their own set of objectives far
from Ancient Terra. In the millennia since they have continued
to strike from bases hidden all over the galaxy. Unusually
the Alpha Legion actively cultivates cultists and rebels,
multiplying their impact many times over. The Inquisition
holds a special loathing for the Alpha Legion for their part in
spreading Chaos cults and fanning the embers of heresy into
the raging fires of outright rebellion.

The Iron Warriors
The Iron Warriors once formed the Emperor’s legion of siege
troops. They fought on a hundred worlds in the great crusade,
laying siege to alien citadels and the palaces of heretics with
equal gusto. The Iron Warrior’s Primarch, Perturabo, excelled
in the arts of siege and trench warfare above all else, and
his treatise on fortifications and their reduction formed the
basis of several sections of the Tactica Imperialis. The Iron
Warriors betrayed the Emperor on Istvaan V, their mazes
of bunkers and razor wire becoming a death trap for their
loyalist brethren instead of the sanctuary they promised to be.
The Iron Warriors wear relatively unadorned armour that is
commonly pieced together from the older marks for its heavier
frontal protection. They favour heavy weaponry like lascannon
or missile launchers for long range engagements, although well-
equipped Iron Warriors assault squads are also rightly feared.

The Word Bearers
Lorgar, Primarch of the Word Bearers legion, was a scrupulous
and dedicated follower of the Imperial Cult. He led his legion in
the building of vast monuments and immense rituals during the
great crusade to secure the faith of those that were conquered.
The Emperor rejected Lorgar’s efforts however, telling him that
he needed his Space Marines to fight, not worship. Lorgar’s
disillusionment with the Emperor’s impiety drove him to
worship of the Chaos Powers, entities that truly demanded
worship and sacrifice from their followers. When Horus raised
his banner the Word Bearers followed him into rebellion along
with a thousand hidden cults they had established.

The Word Bearers fanatical zealotry has become dedicated
to the worship of Chaos in its purest form, unadulterated by
the veneration of any particular Chaos Power over the others.
They are the only traitor legion that still maintains the rank
of Chaplain, the darkly twisted individuals holding this office
now leading their brethren in heretical prayers and insane
catechisms. Immense cathedrals and rune-etched monuments
still rise in the wake of the Word Bearer’s conquests, but no




The Black Legion

The Black Legion is the only traitor legion to have changed
its name in its ten thousand years of exile. In the First
Founding the legion was created as the Luna Wolves. The
Emperor subsequently renamed the legion “the Sons of
Horus” in recognition of its accomplishments in the Ullanor
Crusade and in honour of its Primarch. The Sons of Horus
willingly followed their Primarch and Warmaster into
rebellion, fighting at the very forefront of his most important
campaigns. When Horus was defeated by the Emperor the
legion’s morale was shattered; their patron, their father, was
gone.

After the battle for the Imperial palace the Sons of Horus
renamed themselves the Black Legion, changing their legion
colours to black in memory of their fallen Primarch. They
gave themselves to the worship of one Chaos power after
another and lost many of their number through possession
and madness. The hardened survivors lead warbands against
the Imperium to this day, still eager to expunge the bitter
memory of Horus’ defeat.

THE IMPERIUM AT WAR

The fighting continued for years, and shook the nascent
Imperium to its foundations. The Space Marine legions,
the Imperial Army, the Adeptus Mechanicus, the entirety of
mankind’s dominion turned against itself, and ripped itself
asunder. The loyalists eventually began to prevail over the
rebel forces, but Horus knew there was still time to make a
decisive strike and win the war.

Horus struck directly for his enemy’s heart and attacked
Earth with the full force of his Space Marine Legions. The
Emperor was caught unawares by the Warmaster’s audacious
move, and was cut off and besieged inside the Imperial palace
with a bare handful of loyalists to defend him. However, the
palace defences proved formidable and the subject people of
Earth rallied to protect their Emperot, so Horus was denied
the quick victory he had hoped for. Bitter fighting marked
every phase of the siege as it dragged out for over a month.
Eventually, mighty war engines of the Legio Mortis breached
the towering outer walls and the hordes of Chaos poured
through into the inner palace.

The mighty deeds recorded in the siege of the Imperial
palace would fill a library in their own right, and do so in some
parts of the galaxy, but myth and legend has obliterated any
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hope of knowing the real truth of events. Loyalists hold that
at the eleventh hour, the Emperor perceived a weakness in the
shields protecting Horus™ orbiting Battle Barge. According to
their holy books the Emperor, along with his two remaining
loyal Primarchs Sanguinius and Rogal Dorn, teleported aboard
the battle barge to confront Horus. Other sources strongly
imply that the Warmaster permitted the Emperor to come
aboard, perhaps in an effort to bring an end to the bloodshed.
A battle was certainly fought, and by all accounts Horus slew
his brother Primarch Sanguinius before himself falling prey to
the Emperor. The Emperor was mortally wounded in the battle
with Horus, and his physical body all but destroyed.

Rogal Dorn is said to have retrieved the Emperor’s body and
returned it to Earth. There it was interred within the Golden
Throne where it has remained, unspeaking and unmoving,
for ten thousand years. Pious followers of the Imperial Creed
believe that the spirit of the Emperor still resides within the
corpse on the Golden Throne, but many doubtful souls have
risked charges of heresy by questioning that supposition. The
Warmaster’s body was retrieved by his own legionaries and
they fled Earth shortly afterwards. Without the key figure of
Horus to hold his followers together the rebellion began to fall
apart. Recent converts to the Warmaster’s cause switched their
loyalties back to the Emperor. The Space Marine Legions turned
against on one another, servants now of the Ruinous Powers
rather than any overall strategy. As the loyalists rallied rebel
forces were crushed on world after world and the corrupted
Space Marine Legions, the Traitor Legions as they had become
known, were eventually pushed out of Imperial space.

Across the Imperium, the cult of the God-Emperor was
born. In following centuries it would evolve into the Adeptus
Ministorum and the puritanical cult of the Imperial creed.
The Imperium itself evolved into an entity built on the
foundations of fear and betrayal laid in what became known
as the Horus Heresy. A hundred centuries later Horus’ actions
are painted in the blackest terms and his turning against the
Emperor an unthinkable act of villainy. However, outside
Imperial space some remember Horus differently, as a proud
warrior who was unafraid to stand against the machinations
of the Emperor and whose vision for humanity extended
beyond autocratic rulership of Earth.




THE SERVANTS
OF CHAOS

“‘Who pledged his loyalty?
The Warmaster.
Whom did we serve in faith?
The Warmaster.
From whom did we take our name?
The Warmaster.
Who was denied to us?
The Warmaster.
But whom shall we remake?
The Warmaster.
And who shall lead us to victory?
The Warmaster.”
—Black Legion Catechism

he Imperium is mighty and its reach is long, but the

infinite Realm of Chaos is greater still. Even in the

material universe the Emperor’s followers only control
islands of light in a sea of darkness. There are many who do
not want the protection of the Imperium, who defy its laws
and seek to undermine its works. Even inside the Imperium
itself rebels and secessionists struggle constantly to throw
off the chains of oppression, particularly among the lowliest
underclasses created by the priesthood of Terra.

These are the peoples that have not forgotten the taste
of freedom, those who would rather give their fealty to the
uncaring Ruinous Powers than grovel before the corpse-god
of distant Terra. Some are peoples who seek to escape from
bondage and go to any lengths to secure their release. Others
resist the power of the Imperium without truly knowing why
they do so, motivated simply by a conviction that they must
fight against the tyranny it represents. All of these peoples
are the servants of Chaos and knowingly or unknowingly
they continue to fight in the Long War begun by Horus ten
millennia past.

THOSE WHO LIVE WITHOUT

The first group of those the Imperium brand as “heretics”
are those who live beyond Imperial control by living
outside the Imperium. Though the Imperium is vast, its
authority stretching from rim to rim of the galaxy, in reality
there are vast swaths of space unknown to the Imperium
of Man. These regions have many names, including but by
no means restricted to, the “outlands,” “wilderness space,”
and “The Halo Stars.” Within them, whole civilisations can
rise, prosper, and fall, without once knowing of the wider
Imperium that surrounds them.

Just as the Imperium is vast beyond proper comprehension,
so too are the renegade warbands too many and diverse to ever
properly catalogue or define. Some may be feral tribes existing
on worlds deemed too insignificant to warrant an Imperial
presence, their only contact limited to ambitious missionaries
and periodic orbital surveys by passing patrols. Others may
be independent ships, mining operations, and whole colonies

existing in regions too difficult for Imperial ships to reach. On
occasion entire star systems that have been isolated by warp
storms for centuries re-establish contact with the universe and
sensibly opt to keep themselves hidden from the Imperium.

The Calixis Sector exists amongst the edges of the galaxy,
an established bastion of Imperial control amongst the hazy
borders. Thus, it is surrounded by regions of space not
under Imperial control. The most prominent is the Koronus
Expanse in the Halo Stars, linked to the Calixis Sector by a
fluctuating warp passage. Beyond this passage, Imperial rule
ends, and all manner of human civilisations exist unknown
and undiscovered. However, there are other outlands around
the Calixis Sector as well, including the Hazeroth Abyss, the
fringes of the Drusus Marches, and the nomad space between
the Calixis and bordering Ixaniad Sector.

These renegades are as varied as the regions of space
they occupy. Some come from the savage worlds of the _,
Koronus Expanse such as Naduesh and Vaporius. Others hail !
from nomad or heretical clans such as the Meratech Pirate
Clans that waged war against the Calixis Sector and were
exterminated for their pains many centuries ago.

Many of the outlander clans that populate these regions
hold that they have survived because they learned to honour
the Ruinous Powers, firmly believing that their sacrifices to
the gods bring bounty into their otherwise barren existence.
Powerful psyker-dynasties dominate some of these groups,
and others claim to be parties to daemonic pacts forged by
their ancestors when the Emperor still walked among the
living. Frequently these peoples take the form of extended
clans that share their knowledge only through their blood
relatives, maintaining a level of knowhow about ancient
technologies or local warp space conditions that astounds
outsiders. The Adeptus Mechanicus is particularly sensitive
to the existence of such hereteks (of which those in the
Meratech clans are a particularly egregious example) and
press other Imperial authorities to mobilise and capture or
kill them as a matter of priority.

Even though some of these groups can trace an unbroken
chain of antecedents reaching all the way back to the Age of
Strife Imperial authorities view them all as smugglers, pirates
,and renegades. Battlefleet Calixis and other detachments
of the Imperial Navy (such as Battlefleet Ixaniad) destroy
unregistered ships as a matter of course, and eliminate
known “pirate haunts” whenever they can. In consequence
many renegade clans have learned to be extremely wary of
taking actions that reveal their existence to the Imperium,
and when they must do so they often use elaborate measures
to disguise their activities. -'

The ranks of the renegades are constantly being swelled by
those driven out by the Imperium’s policies; deposed nobles,
defeated warriors, disillusioned theocrats, failing merchants,
mutants, and psykers all find refuge in wilderness space. It
is a savage existence. Many seize anything its owner can’t
protect as a matter of course, although they respect armed
strength and they understand how to deal for mutual profit.
A clever and well-armed renegade can soon establish himself
as a king on a feral world with connections to local pirate
clans, and from there his ambitions might take him back int _‘g
Imperial space to burn and plunder. Renegades like the ¢




particularly abhorrent individuals to Imperial eyes as they
exploit their knowledge of the Imperium’s defences to lead
attacks against vulnerable trade routes and colonies.

Certain renegade communities co-operate with alien races
for mutual profit, especially in common opposition to the
Imperium. Ork mercenaries, Eldar Corsairs or Stryxis traders
(in the case of those settlements within the Koronus Expanse)
may be frequent visitors at some renegade settlements. Within
some alien empires whole enclaves of humans exist ruled by
xenos overlords that grant them freedom for their loyalty. It
is impossible to say what bargaining and gifts may have been
necessary to convince aliens to work with humans, although
it may be that merely cursing the Emperor and his Imperium
was sufficient for some. The dangerous taint of zealotry
and xenophobia remains strong about all humans however,
leading to some demand for their use as bodyguards among
alien traders that enjoy intimidating their clients.

Smuggling xenostech into the Imperium, along with other
illicit goods, is a profitable activity, and the so-called Cold
Trade into the Calixis and neighbouring sectors from the Halo
Stars is dangerously profitable in the eyes of the Inquisition’s
Ordo Calixis. Rogue Traders and Chartist captains can turn
vast profits by meeting up with renegades in out-of-the-way
star systems. There they can trade with them for goods that
fetch vastly inflated prices in the Imperium. The risks are high
and not only because the Imperial authorities may attempt
to impound their ship and strip them of their license if they
catch them. Reaver pirate clans sometimes simply cut out the
middleman and seize a trader’s cargo at the rendezvous. Dealing
with renegades is always a risky business as good relations with
one group won't extend protection from all of them.

Individual renegades sometimes slip into Imperium space
to pursue their trade, but they find it a dangerous place to
live. If caught and identified, they are tortured and executed
by the Inquisition with no hope of mercy. Memory blocks
and synaptic tampering are used by some groups (particularly
the heretic Vaol Clans of the Drusus Marches Periphery) to
protect their operatives—or, more accurately, the friends and
loved ones they would put at risk if captured.

THOSE WHO LIVE WITHIN

For those with no love for the Emperor’s laws, life inside the
Imperium is a daily peril. Within a system where the innocent
are routinely persecuted, the guilty must stay especially on
their guard if they hope to survive. For most citizens the
Imperium is nothing but a source of oppression and fear, and
not all of those that cry out against the yoke of its authority
are the dedicated servants of Chaos. The religious intolerance
of the Ecclesiarchy persecutes entire belief systems by
branding them as heresy and daemon worship for the
slightest deviation from the dogmatic Imperial creed. Psykers
and mutants face a terrible fate at the hands of the Imperium,
at best existing as a shunned underclass where they aren’t
executed on sight. Political parties, labour movements, guilds
and even criminal organisations that were once vilified by the
- citizenry can sometimes become their outlet for anti-Imperial
sentiment when the authorities tighten their grip.

Fear of the Inquisition quickly drives these diverse groups
underground to form a hidden network of cells and covens
dedicated to the downfall of Imperial rule. Secret cults of
worshippers tend shrines dedicated to their ancient gods
in secret while presenting a face of bland devotion to the
Emperor in public. Humble workers toil in the factories while
they plan revolution and the overthrow of their hated bosses.
Wherever there is sedition and dissent the conditions become
ideal for the subtle spread of Chaos.

The lure of arcane lore and unearthly power exercises a
fatal attraction for the ambitious and the desperate. All over
the galaxy, even on Mars and Ancient Terra, there are people
willing to dabble in matters beyond their understanding. Not
all of these realise they are dealing with the Powers of Chaos,
innocently becoming involved through warrior societies or
intellectual communities that may appear outwardly quite
benign in nature. Often a Chaos Power is venerated under
a different guise with a seemingly unconnected name, and a
host of Daemon Princes and lesser powers are worshipped by
different cults with just as much fervour as those dedicated to
Khorne, Tzeentch, Nurgle, or Slaanesh.

Some cultures devote themselves to Chaos in its unaligned
glory and see the Powers of Chaos as a pantheon of gods,
a polytheistic outlook common in many tribal religions.
Ecclesiarchy missionaries usually try to insert the Emperor
into such belief systems, claiming him to be more powerful
than the others, but change is slow to occur and the last
vestiges of daemon-worship are notoriously hard to stamp
out. Even pious-seeming monks and holy men may transpire
to be followers of “saints” who possess, upon closer inspection,
decidedly daemonic aspects.

Those who truly desire change sometimes go to the most
extreme lengths to gain the power they need to affect it.
Forbidden lore, suppressed knowledge, and ancient pacts
may offer routes to victory for an ardent freedom fighter or
revolutionary where weapons and bombs fail to make an
impact. On some worlds, the spread of law and industry rouses
anarchists and madmen to oppose it, on others gentrified
nobility anxious to keep control of their lands might turn
to the methods their forefathers used in earlier, darker ages.
Even the most advanced and powerful Imperial worlds have
their own secret cults that have hidden themselves from sight
for centuries while their members work tirelessly to worm
themselves into position of power and authority. Such cults
are a source of great concern to the Inquisition, none more so
than those that actually manage to communicate with daemons
directly or—worse still—summon them from the warp.

THOSE WHO LIVE BEYOND

A well-established cult has the potential to tip an entire
world into Chaos in a very literal sense. Their greatest works
of sorcery can open the gates of hell itself and unleash the
daemonic legions of the Ruinous Powers. As the mutating
power of Chaos saturates the world it becomes a realm not
entirely of the material universe and not entirely of the warp:
a Daemon World where the laws of nature and reason have
been completely usurped by the whims of the Chaos Powers.
Here daemons roam freely and are constantly nourished by
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wisting winds of magic and mortals become their playthings
with a value only as champions or slaves. Daemon Worlds
are a sanctuary for the worshippers of Chaos with the means
and courage to flee to them. The Inquisition never rests in its
efforts to eliminate the devotees of the Ruinous Powers, but a
Daemon World defies even their shadowy reach.

No one knows the exact number of Daemon Worlds in
the galaxy, nor whether all of them could truly be said to
even exist within the galaxy any more. Imperial Navigators
have reported worlds in the deep tides of the Immaterium
light years away from any star systems and severe warp
storms are said to have shifted entire planets across time
and space. Certainly the greatest concentration of Daemon
Worlds appears to be in the region called the Eye of Terror,
the birthing grounds of the Chaos Power Slaanesh, but
many other Daemon Worlds are spoken of in myth and
legend in different parts of the galaxy. Some hold that
every major warp storm has one or more Daemon Worlds
at its heart, the source of all the dangerous torrents of warp
energy that sustain it.

Untold billions of mortals exist on Daemon Worlds, their
lives utterly subject to the Ruinous Powers and their bodies
marked by Chaos. Many are destined to form warbands
battling for the amusement of their masters, hurling
themselves against one another while screaming praises to
their dark gods. Others are arranged into shuffling prayer
gangs that trace the path of vast runes visible only from
space; others might sift, weigh, and catalogue grains of
sand in vast deserts or endlessly build and then destroy
monuments that defy sanity and science. The activities
pursued with such vitality and fervour on Daemon Worlds
are often nonsensical and contradictory by nature—and apt
to change at a moment’s notice.

A few Daemon Worlds are dominated by the remnants
of the Traitor Legions that once followed Horus. They have
become training grounds, forges, and armouries for the
Legions’ continuing prosecution of the Long War. Entire
regiments are raised and destroyed under their brutal regimes,
the veteran survivors reformed and hurled into battle again
and again to forge them in the crucible of war. On these
hellish worlds anyone is capable climbing up from slave
cannon fodder through hardened veteran to valued elite with
sufficient skill and élan. The hardiest and most dedicated may
some day win a place in the Legion and have their body
broken by dark chirurgeons to be remade as something
greater than human.

The Traitor Legions teach their slaves to hate the Imperium
and to despise the Emperor with an unholy passion. Time
runs differently on Demon Worlds and veteran Space Marines
that stood beside Horus still live on a hundred centuries later
in the Eye of Terror and other benighted places. They bitterly.
remember their defeat before the Imperial palace and have
sworn to have their vengeance against the False Emperor on
the Golden Throne. Incalculable woe has been unleashed on
the Imperium by the Traitor Legions over the millennia since
the Horus Heresy. These so-called “Black Crusades” have
ravaged the regions around the Eye of Terror and destabilised
huge areas elsewhere in the Imperium.

Even once the Imperium rallies its vast resources to re-
conquer territory lost to a Black Crusade, the indelible taint
of Chaos is left behind. On recaptured worlds the incidence
of psykers and mutations in the liberated populations leaps :
sharply and cultist cells are always particularly active. The |
Traitor Legions attempt to erode Imperial power whenever they
can and some specialise in utilising renegade and underground
elements as parts of a larger conspiracy. Imperial Inquisitors
are particularly alert for signs that cult or pirate activity may
presage a larger invasion by the Traitor Legions, but with a
million worlds to protect their task is a nigh impossible one.
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CHAPTER I
PLAYING THE
GAITE

I swear to make war on the Imperium and its people, and I will

8o to my grave attempting o tear down the walls of that benighted,
decadent, and foolish empire. It is not 1, at long last, who have
betrayed the Imperium, it is the Imperium who has betrayed me. It is
the Imperium who bas betrayed us all.”

—Commander Phineas Gage

I I he following chapter outlines the game’s core game
mechanics and how to use them to play Brack
CRuUsADE. [t covers the dice used to play, and how to

make Tests and set task difficulties. This chapter also covers
special rules for movement, lighting, gravity, and many
other environmental conditions that have a direct effect on
the Player Characters. Finally, it also touches on new game
mechanics dealing with Infamy, Corruption, and the goals
and final destinies of Player Characters.

GAME DICE

For ease of play, Brack CRruUsADE uses only ten-sided
polyhedral dice for its core game mechanic. Ten-sided dice
can be acquired online or anywhere role-playing games are
sold, including game stores and larger chain book stores.
In fact, the dice needed to play Brack Crusapk are likely
available at the very store where this book was purchased.
The GM and each player need at least one pair of ten-sided
dice. These dice should preferably be of different colours to
help differentiate between the “tens” die and the “ones” die.
There are also special pairs of ten-sided dice that typically
come in sets of dice called percentile dice. One of the pair is
numbered 1-10 like normal dice, and the other is numbered
10-00. These dice are designed so that the outcome of the die
roll can be quickly and unquestionably ascertained.

Brack CRUSADE uses, at its core, two basic types of die roll,
the “d10” roll and the percentile roll. D10 rolls are called for
when the player or GM needs to generate a number between
one and ten (or a higher number if multiple d10 dice are
rolled and the results added together), perhaps when rolling
Damage for a weapon. When making a d10 roll, the player or
GM rolls the number of dice called for, three dice for a roll of
3d10 for example, and adds the results together (meaning the
results could be between 3 and 30).

TABLE 1-1: PERCENTILE ROLL EXANIPLES
“Tens” Die “Ones” Die Result

£ 3 73

4 2 42

0 1 1

0 0 100

34 \\‘

EXAMPLE
Haargoth, a Chaos Space Marine, is hit with a blast from a meltagun
which inflicts 2d10+8 Energy Damage. The GM rolls two ten-sided
dice and gets a “4” and a *9.” He adds the two dice results, getting a 13
total, then adds eight more points for a total of 21 points of Damage.

Percentile rolls are called for when a player or GM needs to
generate a random number from 1-100, and are perhaps the
most common rolls made in the game. Characteristic and Skill
Tests are two of the many ways in which percentile rolls are
used in the game. When making percentile rolls, commonly
abbreviated as “d%” or “d100,” the player or GM uses a pair
of ten-sided dice, one assigned as the “ones” digit and the
other assigned as the “tens” digit, to generate his number.
Unlike d10 rolls, the results of a percentile roll aren’t added
together. See Table 1—1: Percentile Roll Examples below for a
quick explanation of how to read a percentile roll.

EXAMPLE

Haargoth is searching a ruin for a hidden passage to some rumoured
under-chambers. Once all modifiers have been applied, the GM tells
Haargoth that he needs a 35 or below to find the passage, if it exists
at all. Haargoth rolls his percentile dice and gets a result of 61, well
over his target and a disappointing failure.

There are times when the rules require a roll of 1d5. To
make this roll the player simply rolls a ten-sided die, divides
the result by two, and rounds up.

EXAMPLE

Haargoth is attacked by an opponent with a grenade launcher, and is
struck with a krak grenade. The GM scores a solid hit that deals so
much Explosive Damage to Haargoth that it punches right through his
power armour and deals one point of Critical Damage. Consulting the
appropriate Critical Damage table the GM finds that, along with the
Damage dealt by the grenade, Haargoth is also thrown backward 1d5
metres. The GM rolls a ten-sided die and gets a result of seven which
is treated as a result of four (7-2=3.5 rounded up to four). Haargoth
[lies four metres and lands flat on his back.

CHARACTERISTICS

Characteristics represent a character’s raw potential and natural
physical and mental gifts, such as his strength, agility; intelligence,
and skill with melee and ranged weaponry. Characteristics operate
on a scale of 1 to 100, and the higher the Characteristic is, the
more raw talent the character has in that particular area. There
are 10 different Characteristics in BLAck CRUsADE, and each
represents a different area of mental or physical attributes. Each
is listed briefly here, with its common abbreviation. (Willpower,
for example, is often abbreviated as “WP” in game text.)

WEeAPON SKiLL (WS)

Weapon Skill measures a character’s competence in hand-to-
hand fighting, whether using fists, knives, or chainswords.



BarListic SkiLL (BS)

Ballistic Skill reflects a character’s accuracy with ranged
weapons, whether bolters, lasguns, missile launchers or even
throwing knives.

STRENGTH (S)

Strength represents how physically strong a character is.

ToucunEss (T)

Toughness defines how easily a character can shrug off
injury as well as how easily he can resist toxins, poisonous
environments, disease, and other physical ailments.

AciLity (Ac)

Agility measure’s a character’s quickness, reflexes, and poise.

INTELLIGENCE (INT)
Intelligence is a measurement of a character’s acumen, reason,
and general knowledge.

PERCEPTION (PER)
Perception describes how aware a character is of his
surroundings and the acuteness of his senses.

WiLLrowEeR (WP)

Willpower demonstrates a character’s mental strength and
resilience; his strength and toughness of mind. It is his ability to
withstand the horrors of war, the terrors of the unknown, and—
in the case of some individuals—the potency of psychic powers.

Ferrowsuip (FEL)
Fellowship is a character’s ability to interact with others, his
ability to charm, command, or deceive.

INFAMY (INF)

Infamy is a measure of a character’s reputation and presence,
as well as how favoured he is by the Ruinous Powers. Infamy
is a unique Characteristic, and is discussed separately starting

on page 304.

CHARACTERISTICS
AND CHARACTERISTIC
BONUSES

Each Characteristic is a number between 1 and 99, with
higher numbers better than lower numbers. In addition, each
Characteristic has a Characteristic Bonus, a number equal to
the tens digit of the Characteristic. For example, a character
with a Strength of 42 would have a Strength Bonus of 4.
Characteristic Bonuses are used in a wide variety of situations.

Characteristics are important to a Heretic for a number of
reasons, not least of which is that they reflect a character’s
ability to succeed at particular actions. Characteristics
are modified by external factors such as Skills, and can be

SKiLLS, TALENTS, AND TRAITS

If the raw potential and natural gifts of a character
are described by his Characteristics, his competence,
prowess, and innate abilities are defined by his Skills,
Talents, and Traits. Skills are learned abilities, such as
speaking a language or driving a vehicle, that reflect a
character’s training and life experience. Talents are unique
abilities and proficiencies that a character possesses either
through his intrinsic nature or from years of hard-won
experience. Ambidexterity, the ability to use both hands
equally well, is a Talent. Finally, Traits are those abilities
a character possesses by virtue of birth, mutation or racial
circumstance. Dark Sight, the ability to see in complete
darkness, is a Trait, as it's not something humans are
normally able to do. More information on Skills can be
found in Chapter 3: Skills on page 89, and information
on Talents and Traits can be found in Chapter 4: Talents
and Traits on page 113.

in Brack CRrusapg, high characteristics are always more
favourable than low characteristics. For more information
on how to generate characteristics and how they relate to
character generation, see Chapter 2: Character Creation.

TESTS

“To become strong, you must be eternally tested.”
—Soloria Half-Blind of Furia

he test is the basic mechanic by which success or

failure is determined in Back CrusADE. Whenever a

character performs a task or action that has a direct
or dramatic effect on the game—be it firing a bolter at a
fleeing enemy, fast-talking an Imperial Arbitrator, healing a
comrade or negotiating with a daemon—that character may
be called on to make a Test to determine whether their action
succeeded or failed.

THE CORE MECHANIC

To make a Test, follow these steps.

* Determine the Skill or Characteristic being tested. Each
Test identifies one Characteristic or a Skill (which is a
Characteristic modified by circumstances) to be Tested.

e Once the Skill or Characteristic is identified, take the
value of the Skill or Characteristic. This is a number
between 1 and 99. Once you have that number, identify
any modifiers that may affect the Test, either positive or
negative. Easier Tests may grant bonuses (such as +10 or
+20) to the Skill or Characteristic being Tested for the
duration of the Test, while more difficult Tests may impose
penalties (such as —10 or —20). In addition, actions and
environmental conditions may impose further modifiers.
Aiming a gun before firing it may grant a bonus to a
Ballistic Skill Test, while running through deep snow
may impose a penalty to an Athletics Test.



e .

AUTOMATIC SUCCESS AND FAILURE

Although technically all actions require Tests, in
practice, this would greatly slow down the game and
make for an unpleasant and repetitious experience.
Therefore, particularly simple Tests such as driving a
groundcar along an open road, climbing a ladder, or
writing routine reports can be passed automatically,
without any test needed. A good guideline is that if
the Test wouldn’t have any consequences for failing,
no test should be required by the GM. On the other
hand, the GM may determine that some tasks are so
difficult that the character has no chance of success
and fails automatically. This is to avoid players whose
characters have no chance of accomplishing a task
attempting to “fish” for a natural 1.

Add all the modifiers together. Positive and negative

modifiers may negate each other. Once all modifiers have

been combined, the character should be left with a final
number. This number may be greater than 100, or less than
zero, but typically falls between 1 and 99.

» Make a percentile roll (see page 34).

o If the result of the percentile roll is less than or equal to
the Skill or Characteristic being tested, after all modifiers
are applied, then the test succeeds.

* If the result of the percentile roll is greater than the Skill
or Characteristic being tested, after all modifiers are
applied, then the test fails.

* Note, that if the result of the percentile roll is a natural “1,”

the Test succeeds, even if the total modifiers made the Skill

or Characteristic less than 1. Likewise, if the result is a

natural “100” then the Test fails, even if the total modifiers

made the Skill or Characteristic greater than 100.

SKILL TESTS

The Skill Test is the most common test performed in
Brack Crusape. Each Skill is governed by a corresponding
Characteristic, which sets the base level of the skill on a scale
of 1-100. For example, Dodge is governed by the Agility
Characteristic and Scrutiny is governed by the Perception
Characteristic. To make a Skill Test, the player first adds all
relevant positive and negative modifiers determined by the
Game Master to the governing Characteristic. Once the final
result is tallied, the player then makes a percentile roll. A Skill
Test succeeds if the result of the percentile roll is equal to or
less than the final target number after all modifiers are applied.
A Skill Test fails if the result of the percentile roll is higher than
the final target number after all modifiers are applied.

Succeeding at a Skill Test is always easier if a character has
training in the Skill being Tested. A character can attempt to
use any Skill untrained, but does so at a heavy disadvantage.
Any attempt to Test an untrained Skill suffers a —20 penalty
in addition to any other penalties. For more about Skill Tests
and their penalties and benefits see page 90.

EXAMPLE
Emir, a corrupt Tech-Priest, is attempting to decipher an ancient
technical treatise found in a ruined hive. Due to the highly complex
nature of the text, and its antiquity, the GM decides that this is
a Hard (—20) Lore: Forbidden (Adeptus Mechanicus) Test.
Under ideal circumstances, Emir would make this test against his
Intelligence of 40. However, as this is a Hard Test, he suffers a —20
10 his Characteristic and must roll under a 20 to succeed.

CHARACTERISTIC TESTS

There are times over the course of a BLAck CRUSADE game
when no amount of education or training suffices, and a
player must rely simply on raw physical prowess or mental
acumen. Breaking through a reinforced door or resisting
torture are two tasks that call for Characteristic Tests. To
make a Characteristic Test, first the Game Master determines
the most appropriate Characteristic for the test, then the
player makes a percentage roll. If the roll is less than or equal
to the Characteristic after any modifiers are applied, then the
test is successful. If the roll is higher than the Characteristic
after any modifiers are applied, then the test fails.

DEGREES OF SUCCESS
AND FAILURE

During a BLack CRUSADE game, knowing whether a test has
succeeded or failed is typically sufficient. There are times,
however, when it is helpful to know just how well a character
has succeeded at a given task, or just how badly he has failed.
This is of particular importance with social skills, such as
Charm and Inquiry, as well as during some combat situations
such as when firing an automatic weapon.

Measuring a character’s Degrees of Success or Failure is a
rather straightforward process. Once the percentage roll for the
test is made, compare the outcome of the roll with the modified

TABLE 1-2: CHARACTERISTIC TESTS
Characteristic =~ Example Tests
Weapon Skill Make an attack with a melee weapon.
Ballistic Skill Make an attack with a ranged weapon.
Break down a door, restrain a captive,
Strength
push over a grox.
Resist poison or disease, tolerate
Toughness temperature extremes, stave off mutation,
resist hunger.
Determine initiative, maintain balance on
Agility a narrow surface, navigate treacherous
terrain.
: Recall an important detail, identify a
Intelligence P
familiar face, solve a puzzle.
’ Notice a hidden enemy, locate a secret doot,
Perception e
gauge another person’s attitude.
£ Resist torture or psychic powers, or
Willpower ; T BSYRCB
manifest psychic powers.
. Make a good impression or inspire
Fellowship 8 P P
confidence.
Infamy Trade on one’s reputation.
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Characteristic score. If the roll is lower than the Characteristic,
the character has gained one Degree of Success. Furthermore,
every 10 points by which the test succeeds grants yet another
Degree of Success. Conversely, if the roll is higher than the
Characteristic, the character has gained one Degree of Failure,
and gains an additional Degree of Failure for every additional
10 points rolled over the Characteristic.

ExXAMPLE

Haargoth is lying in ambush with a heavy bolter for a squad of Battle-
Brothers from the Imperial Fists chapter. Their Rhino heaves into view
over a nearby ridge, presenting quite an easy target. From his position,
Haargoth opens up on the unsuspecting Space Marines, spraying their
armoured vebicle with bolt shells. Haargoth’s player makes a roll against
his character’s Ballistic Skill of 55, scoring a 12 on the roll and rolling
under his target number by a whopping 43 points. Haargoth gets one
Degree of Success for succeeding on the test, and an additional four levels
of success for his lucky roll. The bulk of his shells hit home, crippling the
Rbhino and perhaps wounding some of the Space Marines inside.

EXTENDED TESTS

Occasionally, a character attempts a task so complicated that
it requires quite a length of time to complete. In cases such
as these, the Game Master may require multiple Skill Tests
to complete the task. This is known as an Extended Test.

In general, each skill states within its description whether

may adjust the time represented by each test to best suit the
situation and the needs of his campaign.

OPPOSED TESTS

There are times when a character needs to test himself against
a foe, and times like these call for an Opposed Test. In an
Opposed Test, each participant makes their appropriate test
normally and whoever succeeds wins the test. If both parties
succeed, the party with the most Degrees of Success wins the
test. If the number of successes is equal, then the party with
the highest Characteristic bonus wins. If the result is still a tie,
then the lowest die roll wins.

Should both parties fail, then one of two things occurs:
cither the test ends in a stalemate and nothing happens,
or both parties re-roll until there is a clear winner. Either
outcome is appropriate, and is left to the GM’s discretion.

ExXAMPLE

Haargoth is attempting to wrest the Chapter banner from an Iron
Hands Standard Bearer, and the GM calls for an opposed Strength
Test. Haargoth’s player rolls against his character’s Strength of 48
while the GM rolls against the Standard Bearer’s strength of 50.
Haargoth’s player rolls a 47, a success but only just. The GM rolls
a 19 and succeeds with three levels of success, a much better roll than
Haargoth’s. The Iron Hands Standard Bearer maintains his grip on
the sacred colours and proceeds to smash Haargoth across the face
with the heavy staff upon which the standard is mounted.

|
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TEST DIFFICULTY

No two tests are created equal. Piloting a skimmer across an
open field is one thing, while racing through a ruined, debris-
choked cityscape while under heavy fire is quite another. Both
require Pilot: Skimmer tests, but the latter is demonstrably
more difficult than the former. The question, however, is just
how much harder is piloting a skimmer through a war-torn
city? This is where test difficulty and the Game Master’s
discretion come into play.

While the difficulty of a given test is occasionally clearly
stated by the rules, often it is left to the GM to determine
just how difficult an action is. Once the difficulty of a
task has been determined, the GM needs to consult Table
1-3: Test Difficulty to find the appropriate modifier.
The difficulty modifier is then applied to the governing
Characteristic associated with the test before the percentile
roll is made.

ExXAMPLE

Haargoth is attempting to decipher a particularly complicated
section of an ancient heretical text regarding known Daemon
Princes. Due to the age of the text and its mind-bending nature, the
Game Master decrees that this a Hard (—20) Forbidden Lore
(Daemonology) Test. Normally Haargoth would test against
his Intelligence of 38. In this instance, however (as this is a Hard
test), he suffers a —20 penalty to his Characteristic and must roll an
18 or less to pass the test.

ASSISTANCE

While going it alone certainly allows a character to reap a
greater part of the glory and rewards of a given venture,
it is not always the best or most prudent course of action.
There are times during a BLack CRUSADE game when a task
is so great, an obstacle so insurmountable, or an enemy so
implacable, that the only way for the players to succeed is to
work together, pooling their skills and resources.

During a complicated or delicate test (and with the Game
Master’s permission), the character performing the test can
request the assistance of other characters in the group.
When the percentile roll is made, only the character who
is actually making the test rolls the dice, but every other
character giving assistance reduces the difficulty of the test
by one step (see Table 1-3: Test Difficulty). If the test
succeeds, the character performing the test gains an extra
Degtree of Success.

LiMITS ON ASSISTANCE
While characters can assist each other in most tasks, there are
some restrictions and conditions that must be met.
* To give assistance on a Skill Test, a character must have
training in that skill.
* The assisting character must be adjacent to the character
performing the test.
* Assistance cannot be given in performing Reactions or
Free Actions.
* Assistance cannot be given on Tests made to resist
disease, poison, Fear, or anything else the Game Master

TABLE 1-3: TEST DIFACULTY
Difficulty Test Modifier
Trivial +60
Elementary +50
Simple +40
Easy +30
Routine +20
Ordinary +10
Challenging +0
Difficult -10
Hard -20
Very Hard -30
Arduous -40
Punishing -50
Hellish -60

deems inappropriate. Remember, there are many Tests
that characters must attempt alone.

* No more than two characters may attempt to assist
another on a single test.

EXAMPLE

Malgrave, a member of the Iron Warriors Legion, is attempting to
activate an artefact of heretical technology deep beneath the surface
of a dead hive world in order to bring power to some other ancient
systems. This requires the Tech-Use Skill, a Skill which the Chaos
Space Marine possesses. He quickly realises that despite his technical
prowess, the eldritch systems are beyond even his understanding,
and he calls upon his colleague Balthys for assistance. Balthys, a
wizened and knowledgeable Heretek, also has Tech-Use trained and
is uniquely suited to assist his accomplice, enabling him to add his
know-how to Malgrave’s and increase their possibility of success.
Thanks to the antiquity and complexity of the systems, the GM
declares that this is an Arduous (—40) Test. With Balthys’ help
however, this becomes a Very Hard (—30) Test. Furthermore, if
Malgrave succeeds in his test, he gains an additional Degree of
Success thanks to Balthys assistance.

[TIOVEIMNENT

n most BLack CRUSADE games, it is largely unnecessary

to worry about how fast a character can run or how long

it takes him to ascend the 660 stairs to the Orgion of
Slaanesh. There are, however, a number of situations within
a game, most notably during combat, when knowing how
fast a character can move is very important. As discussed in
Chapter VII: Combat, there are two different methods of
keeping time in a Brack CRUSADE game, Narrative Time
and Structured Time, and each has its own unique rules
regarding movement.




TABLE 1-4: STRUCTURED TIME ITIOVEMENT
(ITIETRES /ROUND)

AB Half Move Full Move Charge Run

0 172 1 2 3

1 1 ) 3 6

2 2 4 6 12

3 3 6 9 18

4 4 8 12 21

5 5 10 15 30

6 6 12 18 36

7 i/ 14 21 42

8 8 16 24 48

9 9 18 27 54

10 10 20 30 60

STRUCTURED AND
NARRATIVE TIME

During Structured Time, which typically involves combat, a
character may take a specific action during a round to move at
one of four speeds: Half Move, Full Move, Charge, or Run. The
number of metres a character moves at these various speeds is
dictated by his Agility Bonus, and can be further modified through
some Talents or Traits. Table 1—4: Structured Time Movement,
located below; gives more details on the various speeds.

Often during Narrative Time, when a character isn’t
actively involved in combat or some other all-consuming,
time-sensitive task, knowing how far a character can move
in a given amount of time is, while perhaps not critical, still
important to the story. Narrative Time Movement describes
the standard speeds a character can move at a leisurely
pace under ideal circumstances. Environment and terrain,
discussed further below, and affect these speeds, helping
or hindering the characters as they travel. Table 1-5:
Narrative Time Movement, located below, gives more
details on the various speeds.

NARRATIVE MOVEMENT AND TERRAIN

Terrain conditions affect on how quickly a character can cover
ground during Narrative Time. Slogging through a waist-
deep snow-filled field is much harder than walking across
the broad flagstone-paved courtyard. When moving through
thick foliage, dense crowds, soft sand, deep mud, and other
similar difficult terrain, a character’s movement is halved.
Furthermore, the Game Master determines what, if any,
modifiers apply to Narrative Time due to the environment.

HuRrrvING

A character can, when called for, pick up the pace by moving
up to double his Narrative Time Movement for a number
of hours equal to his Toughness Bonus. At the end of his
exertion, the character must make a Challenging (+0)
Toughness Test or suffer 1 level of Fatigue. In addition to
the fatigue, a hurrying character is distracted and prone to
miss tiny details in his surroundings. Thanks to this he suffers
Q»penalty to all Perception-based Tests.

to the limit and continue on despite his increasing fatigue
and penalties. In this case, the character must continue to
make progressively more difficult Toughness Tests to avoid
accruing more levels of fatigue. For example, the character
suffers a —10 penalty to his Toughness Test after the second
time period, a —20 after the third, and so forth.

RUNNING AND NARRATIVE TIME

While characters can, and often do, run during Narrative
Time, the act of doing so is extremely tiring. When running, a
character triples his rate of movement. Each hour of sustained
running requires the character to make a Toughness Test
with a cumulative —10 penalty per each hour past the first
to maintain his pace. Failing the Toughness Test inflicts 1
level of Fatigue. Running characters are even more focused
on the task at hand than those simply hurrying, and suffer
a —20 penalty to all Perception-based Tests. As in running,
characters may push themselves past endurance after a failed
test, but all penalties are cumulative.

Forcep MARCHING

While the standard time for marching is ten hours in a day,
nothing is stopping characters from continuing past that time.
Characters may safely press on a number of hours equal to
their Toughness Bonus. Beyond this, a character must make
a Toughness Test with a cumulative —10 penalty per hour for
each hour travelled beyond his Toughness Bonus. A character
who fails his test suffers 1 level of Fatigue. It is quite possible
for a character to march himself into unconsciousness. Fatigue
gained from forced marching is removed at the rate of one
level per two hours of rest.

MOVEMENT AND ENVIRONMENT

Structured Time Movement Rates as listed in Table 1-4
assume a relatively clear and uncluttered battlefield. This is
rarely the case however, as few battles are held on a clear day
in clear hive streets or open fields, and there can be any number
of obstacles present to hinder a character’s movement. Rubble
strewn corridors, deep snow, thick fog, deep, soft sand, dense
underbrush—these are but a few examples of the conditions
that can complicate navigation. In such conditions, a characters

TABLE 1-5: NARRATIVE TIME [MIOVEMENT

AB Per Minute Per Hour Per Day

0 12m 0.75km 7km

1 24m 1.5km 15km

2 48m 3km 30km

3 72m 4km 40km

4 96m 6km 60km

5 120m 7km 70km

6 144m 9km 90km

7 168m 10km 100km

8 192m 12km 120km

9 216m 13km 130km

10 240m 14km 140km

\ % - /‘ \
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tructured Time Movement Rate is halved. If a character runs
or charges he must succeed at a Ordinary (+10) Agility Test
or fall prone. Of course, the difficulty of this test can be further
modified at the Game Master’s discretion based on any number
of factors. See Table 1-6: Treacherous Environment
Agility Modifiers for suggestions.

CLIMBING

There are many times in a character’s experience when the
best way to reach a destination or bypass an obstacle is
by climbing. Clambering over a fence, scaling a city wall,
descending into a crevasse, or climbing to an ideal sniper
position on a rooftop are all instances where climbing is
required. Typically, climbing is divided into two general
categories: simple climbs and sheer surfaces.

SimpLE CLIMBS
Simple climbs include low walls, steep hills, tall piles of rubble,
trees, or anything else that requires effort and concentration but
no real skill to accomplish. Any character with his hands free can
automatically accomplish a simple climb as long as he takes his
time and isn’t being distracted (while taking fire for example).
If a character is hurrying, being chased, under fire, or
otherwise distracted, he needs to make a Challenging
(+0) Athletics Test to perform a simple climb. With one
Degree of Success, the character completes his climb at a rate
of one-half his Half Move speed. For each further Degree
of Success, the character climbs an additional metre. If the
Test is failed, the character falls from his starting climbing
position. At his discretion, the Game Master can adjust the
difficulty of the climb to account for any other factors that he
deems appropriate. Some types of climb, such as ascending a
sturdy ladder or steep flight of stairs, are so simple that no test
should be necessary.

SHEER SURFACES

Many surfaces are beyond the means of ordinary characters to
climb, and often require specialised training and equipment. A
sheer cliff with overhangs and no handholds, an icy crevasse,
the walls of buildings, or the massive flying buttresses of a hive
city are examples of such technical climbs, and attempting a

TABLE 1-6: TREACHEROUS ENVIRONITENT
AGILITY ITIODIFERS
Condition Difficulty
Fog or Smoke Ordinary (+10)
Mud Challenging (+0)
Shallow Water Challenging (+0)
Darkness Difficult (—10)
Thick Snow Difficult (-10)
Underbrush Difficult (-10)
Dense Crowds Hard (-20)
Zero Gravity Hard (-20)
‘Rubble Hard (-20)
Tremors Hard (-20)
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climb like this requires a Difficult (~10) Athletics Test.
With one Degree of Success, the character completes his
climb at a rate of one-half his Half Move speed. For each
further Degree of Success, the character climbs an additional
metre. If the Test is failed, the character falls from his starting
climbing position. Specialised tools such as grapnels and
clip harnesses add bonuses to Climb Tests, and are discussed
further in Chapter 5: Armoury.

ABSEILING

If a character needs to descend a sheer surface quickly, he can
attempt abseiling as opposed to climbing down. Abseiling
requires climbing gear, a drop harness, or at least a good,
stout line, and requires a Challenging (+0) Acrobatics Test.
With one Degree of Success, the character descends at a rate
of 10 metres per Round, plus an additional metre for every
additional Degree of Success. With one Degree of Failure, the
descent rate is reduced to 5 metres per Round. Failure by two
or more degrees requires the character to make a Challenging
(+0) Strength Test or lose his grip—and if he is not wearing
a drop harness or otherwise secured, he falls.

JUMPING AND LEAPING

A jump is a controlled vertical ascent or descent wherein a
character attempts to either jump as high as he can, or jump
safely down from an elevated surface without taking Damage.
If a character is pushed from a ledge, or is otherwise not
in control of his descent, he is not jumping, but falling (see
page 257). A leap is a horizontal jump by which a character
attempts to cover as much ground as possible. Both running
and leaping can benefit from a running start, and both require
a Full Action.




STANDING VERTICAL JUMPS
An average character can jump, from a standing position,
roughly one half-metre straight up as measured from the
ground to the bottom of his feet. Jumping distance depends
as much on a characters body mass as it does on his Agility or
Strength, so this distance tends to vary only slightly among
characters. A character can jump up to reach an overhead item
like a ledge or other handhold that is as high as his own height
plus about one metre for average arm length and an additional
half-metre for the average standing jump. A test is not usually
required for such a jump, though pulling oneself up onto a
grabbed ledge requires a Challenging (+0) Strength Test.
A character can attempt to safely jump down a number of
metres equal to his Agility Bonus by making a Challenging
(+0) Acrobatics Test. With one Degree of Success, he
lands on his feet and takes no Damage. If he gets a Degree
of Success but the drop is longer than his Agility Bonus, he
takes falling Damage (page 257) equal to the distance jumped
in metres beyond his Agility Bonus and he ends the Turn
prone. If he gets a Degree of Failure on the test he takes
falling Damage for the entire distance of the fall and ends the
turn prone. However, if he gets additional Degrees of Success
equal to the additional metres beyond his Agility Bonus, he
takes no falling Damage and does not fall prone.

RUNNING VERTICAL JUMPS

With a running start of at least four metres in a straight line a
character can increase the height of his jumps. At the end of his
running jump, the character must make a Challenging (+0)
Acrobatics Test. If he gains a Degree of Success on the Test,
he can add half his Strength Bonus, rounded up, to his normal
vertical jump distance plus an additional half-metre for each
additional Degree of Success. If the character gains a Degree of
Failure on the test he stumbles and must succeed on an additional
Challenging (+0) Agility Test or fall prone. Either outcome
ends the character’s Turn. For every four additional metres beyond
the first four that the character runs before making the Jump, he
receives a +10 bonus to his Agility Test, to a maximum of +30.

STANDING HORIZONTAL LEAPS

To make a Standing Horizontal Leap a character must make a
Challenging (+0) Acrobatics Test. With a Degree of Success,
the character Leaps a number of metres equal to his Strength
Bonus, plus another half metre for every additional Degree of
Success. With a Degree of Failure, the character only Leaps a
number of metres equal to half his Strength Bonus rounded
up, and each additional Degree of Failure reduces this distance
by another half metre (to a minimum of one-half metre). If it
is important, the height attained during a leap is equal to one
quarter the distance leapt in metres rounded up.

RUNNING HORIZONTAL LEAPS

As with Running Vertical Jumps, to make a Running Horizontal
Leap a character must have a running start of at least four metres
in a straight line. At the end of the movement, the character
~ makes a Challenging (+0) Acrobatics Test. With one Degree

Leaps a number of metres equal to half his Strength Bonus
rounded up, and each additional Degree of Failure reduces the
distance leapt by another half metre to a minimum of one-half
metre. For every four additional metres beyond the first four
that the character runs before making the Leap, he receives a
+10 bonus to his Agility Test, to a maximum of +30. If it is
important, the height attained during a leap is equal to one
quarter the distance leapt in metres rounded up.

SWIMMING

Under ideal circumstances a character doesn’t need to make a
Swim Test, but ideal circumstances are rare in BLACK CRUSADE.
Rough, choppy seas, restrained hands, heavy burdens, fighting
while swimming and the like are all considered hazardous
conditions and require a character to make a Swim Test to move.
To swim under hazardous conditions, a character must make a
Challenging (+0) Athletics Test as a full action. With one
Degree of Success, the character moves a number of metres equal
to one-half his Strength Bonus in any direction. He may also,
at his discretion, simply tread water. A Degree of Failure on the
Swim Test indicates that the character makes no progress and
cannot move. A character can also swim underwater, but needs to
hold his breath to do so. A character who is physically incapable
of swimming (unconscious, paralysed, bound, etc.) automatically
sinks. While under water, a character risks Suffocation by
drowning, See page 257 for more information regarding
Suffocation.

Heavy equipment, especially armour, make swimming
incredibly difficult. If a character is wearing armour, or is
otherwise heavily encumbered, all Swim Tests are Very Hard
(-30) and a Degree of Failure on a Swim Test automatically
imposes a level of Fatigue.

SWIMMING AND NARRATIVE TIME

Prolonged swimming, no matter the circumstances, is
exhausting and potentially dangerous. A character can swim
for a number of hours equal to his Toughness Bonus. After
that point, he must make an additional Toughness Test each
hour with a cumulative —10 penalty per hour. If a character
fails his Toughness Test he suffers a level of Fatigue. If a
swimming character falls unconscious due to Fatigue, he
immediately slips beneath the surface and begins to Suffocate
(see page 257). To determine distance covered for each hour
of swimming, use Table 1-5: Narrative Time Movement
and swap the character’s Strength Bonus for his Agility Bonus.

CARRYING, LIFTING, AND
PUSHING OBJECTS

Under normal circumstances, it's not necessary know exactly
how much a character can carry, and common sense can serve
as a guide in most instances. In general, an average character
can reasonably carry a primary weapon, such as a bolter, lasgun,
or flamer, plus one or two secondary weapons like a pistol or
melee weapon, along with a few clips of extra ammunition and
several pieces of miscellaneous equipment in a rucksack, satchel,
or similar container. It is not at all reasonable however, for a




character, even a very strong one, to be walking around with three
heavy weapons and several thousand rounds of ammo for each,
or for the character to have a backpack with one of everything
from the equipment section of Chapter 5: Armoury. There are,
however, times when just how much a character can lift or carry is
crucial information. The amount of weight a character can move
is dependant on the sum of his Strength and Toughness Bonus.
Compare the total to Table 1-7: Carrying, Pushing, and
Lifting to find out the limits of a character’s might. It is important
to note that certain Traits and Talents may increase these values.

CARRYING WEIGHT

A character’s Carrying Weight is how much he can comfortably
carry without suffering Fatigue and penalties to his movement.
If a character carries more than his weight he is Encumbered.

LirriNG WEIGHT

A character’s Lifting Weight represents the maximum amount of
weight he can pick up off the ground. A character may attempt
to move while holding a heavy load, but if that load exceeds his
Carry Weight he is Encumbered. Lifting a heavy load is a Full
Round Action. A character can attempt to lift more than his limit
by making a Challenging (+0) Strength Test. For every Degree
of Success achieved on a successful Test, the character gains +1
to the sum of his Strength Bonus and Toughness Bonus for the
purpose of determining limits. If the character gains two or more
Degrees of Failure, he immediately suffers one level of Fatigue.

PusHiNG WEIGHT
Pushing Weight is the maximum amount of weight a character
can push across a smooth surface like a ship’s corridor or the

TABLE 1-7: CARRYING, LIFTING & PUSHING
Sum of SB  Max Max Max
and TB Carrying  Lifting Pushing

Weight Weight Weight

0 0.9kg 2.25kg 4.5kg

1 2.25kg 4.5kg 9kg

2 4.5kg 9kg 18kg

3 9kg 18kg 36kg

4 18kg 36kg 72kg

5 27kg 54kg 108kg
6 36kg 72kg 144kg
7 45kg 90kg 180kg
8 56kg 112kg 224kg

9 67kg 134kg 268kg
10 78kg 156kg 312kg
11 90kg 180kg 360kg
) 112kg 224kg 448kg
13 225kg 450kg 900kg
14 337kg 674kg 1,348kg
15 450kg 900kg 1,800kg
16 675kg 1,350kg  2,700kg
17 900kg 1,800kg  3,600kg
18 1,350kg  2,700kg  5400kg
19 1,800kg  3,600kg  7,200kg
20 2,250kg 4,500kg 9,000kg

polished stone floor of a dark temple. Difficult terrain can
make pushing objects difficult or even impossible. Pushing an
object is treated as a Full Round Action, and pushing weight _
up to his limit requires no Test. A character may push weight o
that exceeds the sum of his Toughness Bonus and Strength
Bonus by making a Challenging (+0) Strength Test. Each any
Degree of Success adds +1 to the sum of the character’s '
Strength Bonus and Toughness Bonus for the purpose of
determining limits. If the character gains two or more Degrees
of Failure, he immediately suffers one level of Fatigue.

ENCUMBERED CHARACTERS
A character who attempts to carry more than his normal carrying +
limits, but less than his lifting limit, is considered Encumbered. An
encumbered character suffers a—10 penalty to all movement-based
tests and sees his Agility Bonus reduced by one for the purposes
of determining movement rates and Initiative. Additionally; after
a number of hours equal to his Toughness Bonus have passed
while Encumbered, the character must make a Challenging (+0)
Toughness Test or gain one level of Fatigue.

THROWING OBJECTS
There are many weapons, such as grenades and knives, that
are designed to be thrown, but a character can attempt to
throw nearly object that weighs up to half of his normal
Lifting Weight as indicated by Table 1-7: Carrying, Lifting,
and Pushing Weights. To throw an object, a character makes
a Challenging (+0) Strength Test. A Degree of Success
indicates that the object flies a number of metres equal to
his Strength Bonus. For each additional Degree of Success
this distance is increased by a factor one, so two Degrees of
Success means that the character throws the object a distance
equal to twice his Strength Bonus, three Degrees of Success
means it travels three times his Strength Bonus, and so on.
With a Degree of Failure, the object falls short, flying a
number of metres equal to half his Strength Bonus rounded
down. A result of 100 means that the character simply
dropped the object and it fell at his feet. If the thrown object
hits a hard surface such as a wall or vehicle, it takes 1d10+SB
Damage plus one for every additional Degree of Success past
the first. These rules do not apply to aerodynamic throwing
weapons or grenades. These weapons have a given range on
the weapons table and have range brackets like other weapons.
If the object is thrown at a specific target, it is treated as
an improvised weapon and the character makes a Ballistic
Skill Test instead of a Strength Test. A character can attempt
to throw an object that weighs more than half his Lifting
Weight, but requires a Hard (—20) Strength Test to do so.

LIGHTING

Characters in a BLack CRUSADE game often find themselves
operating in dimly lit temples, under black, moonless skies, and
deep in the bowels of the underhive. As a result, the oppressive
darkness becomes an enemy in its own right, concealing countless
threats in its inky depths. An experienced character knows that a
reliable, portable light source like a luminen-pack is every bit as
important as his weapon. For ease of play, BLACK CRUSADE uses
three levels of light: Bright, Shadow, and Darkness.




Bright light is any light that allows for normal vision, such
as sunlight, a well-lit chamber or the light of a glow-lantern.
Shadow conditions occur during pre-dawn and twilight hours
on Terra-like worlds, when a character is just out of range
of a light source, or when a light source is obscured by an
environmental effect like smoke or fog. Darkness is, of course,
the total absence of light. Aside from obscuring vision, Shadow
and Darkness conditions also have a deleterious effect on a
character’s movement and combat capabilities. Characters my
move through Shadow with no penalties, but may only move
at half speed or less in Darkness. A character moving faster
than half speed in darkness has a tendency to wander, and may
become disoriented and move in random directions unless they
succeed on a Hard (—20) Perception Test. For the effects of
lighting on combat, see Darkness and Fog, Mist, Shadow,
or Smoke on page 245.

FLYING

The following section describes the rules that bind everything
in Brack CRusaDE blessed with the power of flight, from
flying creatures to characters with flight-capable technology.

ALTITUDE

On a typical Terra-like planet, there are three broad Altitudes:
Hovering, Low Altitude, and High Altitude. To move up or
down in altitude requires a move action, and Altitude can only
be changed one level with a standard move action. To move
more than one Altitude level requires a Charge or Run action.

HOVERING ALTITUDE

A hovering character or creature is skimming just above the
ground, typically at an altitude of no greater than two metres,
and can move over low obstacles with ease. A hovering creature
can both attack and be attacked by land-bound creatures and
characters. Often, a creature that can hover cannot fly at other
altitudes, as is the case when a creature possesses the Hoverer
Trait (see page 141). A creature with the Hoverer trait always
stays at roughly the same altitude, give or take two metres,
even if it descends into low terrain like a crater or valley.
Such creatures do not willingly descend into a place that they
cannot escape from, much like any other creature would not
enter an area from which it couldn’t escape.

Low ALTITUDE

A character or creature flying at Low Altitude is beyond normal
melee range of land-bound threats, but still well within range
of most ranged attacks from such characters or creatures. A
Low Altitude flier takes no penalties for attacking the ground,
but anyone or anything attacking it suffer a —10 penalty to
their Ballistic Skill Tests in addition to any normal penalties
for range.

HicH ALTITUDE
A character or creature flying at High Altitude is well beyond

~ the reach of any attacks coming from the ground or from Low
'3, Altitude. Characters or creatures at High Altitude can only

k or be attacked by others at the same altitude.

Fryinc MOVEMENT
Flying characters and creatures are broken into two general
categories defined by Traits: Hoverers and Flyers (see Chapter
4: Talents and Traits for information on these traits). Hoverers
move through the air, but are limited to an altitude of roughly
two metres. A Flyer isn’t limited to ground level, and can
ascend or descend to any altitude. Each trait has an associated
number in the creature’s description that describes that
creature’s Flying Movement. Flying Movement works just
like regular Movement, but only when the creature is airborn.
While flying, a creature must devote a Movement Action
to maintaining its flight each Turn or it falls. Half Move, Full
Move, Charge, and Run are all valid Actions for maintaining
flight. If a hovering creature suddenly stops flying, due to
being stunned or not devoting a Move Action for example,
it simply comes to a safe landing on the ground. If it is at
Low Altitude instead, it falls to the ground and suffers Falling
Damage (see page 257) as if it fell 15 metres. A creature that
falls from High Altitude suffers Falling Damage as if it fell 25
or more metres, based on the GM’s discretion.

THE EFFECTS OF GRAVITY

While the inhabited worlds of the Imperium may vary slightly
in gravity, the effects of gravity on game play are usually
minimal. Only when characters visit High Gravity or Low
Gravity worlds, or are caught in Zero Gravity, are movement,
lifting, and other factors affected.

Low Graviry WORLDS

On worlds with Low Gravity, all characters see their Agility
Bonus increased by two points for the purposes of movement
and for determining initiative. Characters also see their
Strength Bonus and Toughness Bonus increased by four points
for the purpose of determining carrying, lifting, and pushing
limits. When attempting to throw an object, a character on
a Low Gravity world sees his Strength Bonus increased by
two. All jumping and leaping distances are doubled when on
a Low Gravity world.

HicH Graviry WORLDS

On worlds with High Gravity, all characters see their Agility
Bonus decreased by two points, to a minimum of one, for the
purposes of movement and for determining initiative. Characters
also see their Strength Bonus and Toughness Bonus decreased by
four points for the purpose of determining carrying, lifting, and
pushing limits. When attempting to throw an object, a character
on a Low Gravity world sees his Strength Bonus decreased by
two, to a minimum of zero. Finally, all jumping and leaping
distances are halved when on a Low Gravity world.

ZERO GRAVITY

Characters in Brack CRrusape are most likely to encounter
Zero Gravity in space when there has been a significant
technological failure. Zero Gravity is considered Difficult
Terrain for determining movement, and making a Charge
or Run action requires a Hard (—20) Agility Test to avoid

drifting off in a random direction. Characters who fail the
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Agility Test are considered prone. Additionally, a character
starting a Move Action in zero gravity must be adjacent to a
floor, wall, ceiling, deck, or other secure object so that he has
something to push off from.

GLORY, GOALS,
AND EPIC
DESTINIES

he Heretics in Brack CRUSADE are, ultimately,

running a race against both the corrupting nature of

Chaos and time itself. They steadily and constantly
accrue Infamy and Corruption. Most fall—either to the
blades and bolters of their enemies or twisted and mutated
by the Corruption that fills their bodies and souls. However,
a few may transcend this fate, accumulating enough Infamy
that their reputation spreads across the Screaming Vortex
and the Dark Gods reward them for their accomplishments
by raising them to become Daemon Princes. A very few
may become so renowned, so feared, and so respected that
warbands and warriors across the Vortex fight to serve under
their banner, hungry for the plunder and glory that follows
such an individual. These select few, chosen champions
of the Ruinous Powers can control the Screaming Vortex
and forge it into a mighty horde of destruction. With that,
they can grasp the ultimate accomplishment—Ileading their
armies on a BLack CRUSADE against the very Imperium they
warred against.

There are, generally speaking, two final destinies for BLack
CRrusaDE characters. Apotheosis, becoming an all-powerful
Daemon Prince, is the more positive of the two outcomes,
and is tied to the accumulation of Infamy. As an alternative to
becoming a Daemon Prince, some Heretics have their own
personal Epic Destinies that they prefer to work toward.
These, too, are reached through the accumulation of Infamy
and are some variant of the ascension to daemonhood. The
second—and most horrible—destiny is that the player is
consumed by Corruption, mutating into a barely sentient
creature known as Chaos Spawn. The Chaos Spawn serve
Chaos until their (hopefully quick) death as nothing more
than a monster.

However, there is a third possibility. Some individuals
may acquire so much Infamy through their glorious exploits
that before the tide of Corruption overcomes them, they are
able to rally the support and allies necessary to lead a Black
Crusade. Though these individuals will likely eventually reach
Apotheosis as well (when they obtain the prerequisite amount
of Corruption), they have also obtained a truly impressive
amount of Infamy beforehand, and risen to the ranks of the
most prominent Champions of Chaos.

More information on Infamy, Corruption, how they
relate to one another and what they mean to the Player
Characters is discussed further in Chapter 9: Corruption
and Infamy.

EPIC DESTINIES

Characters in BLack CrusaDE may have a wide variety of
goals—revenge for wrongs, seeking to become a legend,
lead a Traitor Legion, or simply gain knowledge of the true
nature of the universe. These goals are likely to be determined
ahead of time, and are laid out in greater detail on page 267.
However, no matter what a character’s goals are within the
game, he has only three ultimate fates—death, spawndom,
or apotheosis.

DEATH

The most common fate for Heretics is death. Whether on the
battlefield in mortal combat, at the tip of an assassin’s blade,
or one more pitfall in a perilous galaxy, most of those who
follow the Dark Gods die, eventually.

SPAWNDOM

Those Heretics who are weak, who fail too often, or who
take too many liberties with the favour and good will of
their daemonic masters are doomed to never reach their
Apotheosis. Instead, their bodies riddled with Corruption
and twisted by mutation, they become Chaos Spawn. Chaos
Spawn are insane, mindless abominations, twisted mockeries
of the mortal form. They are an all-too-present reminder of
the cost of weakness or failure in the service of Chaos. If
a Heretic accrues 100 Corruption Points before he is able
to realise his ultimate destiny, his form is torn asunder and
he is cursed to spend the rest of eternity as a creature out
of nightmare. Once this happens, the book is closed on this
character and he is removed from play. For more information
on Corruption and becoming a Chaos Spawn, see Chapter
9: Corruption and Infamy.

APOTHEOSIS

Those Heretics who manage to survive the dangers of a
hostile universe and find favour in the eyes of the gods may
be granted the ultimate boon, ascension to daemonhood
and transformation into a daemonic entity—a Daemon
Prince. With this comes power and freedom, the possibility
of ascending to the very heights of Chaos and becoming
the instrument of the Ruinous Powers’ designs. To reach
Apotheosis, a character must accrue 100 Infamy points, and
he must do so while battling with the constant creep of
Corruption. Once a Heretic achieves his ultimate destiny and
ascends to daemonhood, his story is considered over and he
is removed from play. For more information on Infamy and
Apotheosis, see Chapter 9: Corruption and Infamy.
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CHAPTER 11
CHARACTER
CREATION

“‘Without the light of Chaos, the universe would stagnate and
collapse. Only through this struggle, can any advancement occur.”

—The Book of Magnus

n Brack CRUsADE, players take on the role of someone

who has devoted himself to the Ruinous Powers—a human

or Chaos Space Marine who has turned against the ways
of the Imperium. Through this character, the players may
corrupt civilisations, incite religious wars, and sow havoc
throughout the galaxy. Each character has chosen to ally with
the unknowable entities that exist beyond the physical realm
within the eddies of the warp. This exposure has undoubtedly
cost some portion of the character’s sanity, but it has also
granted the character new insights into the nature of the
universe. With this knowledge comes a proportionate degree
of unnatural power.

That power serves these characters well as they embark
upon a path of unmitigated gluttony through the galaxy. A
dark acolyte of Chaos is granted the opportunity to indulge
every whim in the service of Chaos. Each character is
expected to leave a swathe of destruction through the worlds

of the Screaming Vortex, the Calixis Sector, and the Jericho '
Reach. Every vice that can be indulged must be undertaken to
promote the influence of the Immaterium.

The lives of a Chaos devotee are often short, though the
time dilation of the warp may obfuscate this. Most heroes of
Chaos aspire to the immeasurable power of a daemon prince,
but few obtain that ultimate prize. The path of Chaos is a
hard one, and the Ruinous Powers have little patience for
those who fail them. These poor wretches may be fortunate
to know the sweet release of death rather than the demeaning
punishment of eternal life as a Chaos Spawn. Throughout
a character’s career, the promise of power and the threat of
damnation are ever-present companions.

As a follower of this unholy path, each character has a duty
to spread the warp’s influence throughout the galaxy. The Dark
Gods have granted these Heretics their blessings, but these gifts
come at a price. The Dark Gods constantly seek to add to their
followers. Their devotees are expected to fulfil this responsibility
just as they spread the beliefs and ways of the unknowable
powers through their words and deeds. The forces of the vast
Imperium of Man are most commonly a potent foe, but they may
also become allies. Any loyalist is just another person who has
not yet known the unholy corruption of the Dark Gods.

At the same time, the enemy’s foe is not necessarily an ally:
Xenos may be targets for corruption, or they may be targets
for elimination, due to their resistance to the divine word of
Chaos. Even other servants of the Dark Gods may work at
odds with the focal characters, as the mandates of Chaos are
all too often indecipherable and inconsistent. To successfully
navigate the paths of Chaos, each character must know whom j
to trust but always have a plan that accounts for betrayal.

CREATING A HERETIC

Before a player can embark upon a path of destruction through
the galaxy, he needs to create an avatar through which he can
interact with the world of Brack Crusapk. This alter ego is
known as a Player Character (PC), often identified as a “Heretic.”
For many people, the act of designing a character can be an
enjoyable game all by itself. While the process is straightforward,
the final variations and options can create a selection of different
outcomes that are nearly as vast as humanity itself. Upon first
pass, this process may seem complex. This rulebook is designed
to gradually clarify the process. As players continue to explore
the text, the processes become clear.

In order to begin, each player needs to assemble a few
tools to create his character. First is a blank piece of notepaper
or a character sheet copied from the back of the book or
printed from the Brack CRusaDE website. He also needs
two ten-sided dice and a pencil with a good eraser. As their
characters take shape, players may find that earlier choices
no longer fit their current vision for the character. Writing in
pencil makes these changes far easier to adopt.

Some players prefer to create their characters in isolation.
After all, designing characters—and even creating gaming
models to emulate them—can be a fun pastime. However, if
the character is to be part of an extended campaign, it may
be most beneficial for the players to sit down with the Game
Master (GM) and create their characters as a group. i




way, the players can make certain that their Player Characters
(Heretics) complement one another and are consistent with
the campaign that the GM has designed. While a group of
Heretics who are more focused upon destroying one another
than upon completing the tasks at hand may be fun for some
groups, this is not necessarily an ideal style of play for every
gaming group.

Creating a Heretic requires the following eight stages. The
first few times that each player creates a character, he may find
it easiest to follow these in direct sequence. However, order can
be varied as appropriate. For a player who is familiar with the
process and has a strong vision of their character in mind from the
beginning, it is perfectly acceptable to decide upon an Archetype
and Race, for example, long before Characteristics are generated.
These steps are further detailed on the pages that follow.

STAGE 1: CHOOSE A RACE

The taint of Chaos may have wrought substantial changes
upon a character, but before these changes occurred the
character was either human or a Chaos Space Marine. Humans
are extremely variable in physical and mental capacity, with
a broad array of paths open to them. Chaos Space Marines
have undergone dramatic physical enhancements but may
have limited abilities outside the martial arts.

STAGE 2: GENERATE CHARACTERISTICS
Brack CRUSADE uses numbers to represent most of each
character’s abilities. The 10 core abilities, common to all
characters, are named Characteristics (for more information on
Characteristics, see page 34. These represent the character’s
initial physical, mental, and social capacities.

STAGE 3: SELECT AN ARCHETYPE

Within a group of characters, each may be specialised in certain
roles. While one might have a glib tongue, specialised in the arts
of persuasion, another might be focused on the acquisition of
knowledge, stealth, or physical prowess. A character’s archetype
describes a set of tasks that fall within a character’s core
competency. It may also be tied into how a character expects to
pry the title of daemon prince from the Ruinous Powers.

STAGE 4: EXPLORE THE PASSIONS

Every character has a reason for embracing Chaos and a particular
style for spreading its influence. At this stage, the character becomes
more than just a set of numbers and descriptions. Instead, he
becomes a fully-fleshed product of the player’s imagination with
understandable motivations, emotions, and goals.

STAGE 5: SPEND EXPERIENCE POINTS
Every character in Brack CRUSADE begins play with 7,000
Experience Points (xp) to spend during creation. A portion
of these points may be spent when selecting Race and
Archetype. At this stage, players should spend any remaining
xp to select additional skills, talents, and traits or improve
Characteristics for their Heretics. These starting abilities allow
players to diversify a character’s expertise or to tightly focus
 the character’s abilities for their first game session. Additional
alculated attributes are also recorded at this time.

ALTERNATIVE PLAY STYLES AND
STARTING EXPERIENCE

Campaigns and gaming groups are remarkably true to
the ever-changing nature of Chaos. While these character
creation guidelines are the most generalised, they cannot
fit every situation. If a Game Master wishes to run a
campaign where the characters are all cultists within a
single hive, then the rules might be modified to allow only
human characters and decrease the starting xp to 500.
Alternatively, a campaign might focus on Chaos Space
Marines who have served the Dark Gods since the time of
the Horus Heresy. In this case, only Chaos Space Marine
characters would be permitted and the starting xp might
be increased to 2,000 or more points. In this case, the
Game Master would be encouraged to also increase the
starting Corruption and Infamy for these characters.

Alternatively, some GMs may wish their characters to
start with more Experience, to represent more dangerous
veterans of Chaos. This generally means that Character
Creation is a more involved process, but it can lead to a more
“epic” play experience. The increase in starting Experience
is up to the group, but in general it's recommended that the
GM not go beyond an additional +3000 experience, lest
the Heretics not have any room to grow.

For every +1000 starting Experience, each character
should also increase their starting Infamy Characteristic
by +3, and their starting Corruption Point total by +5.
If this puts their Corruption Points above one of the
Alignment or Mutation Thresholds, they should spend
all starting Experience before checking Alignment and
roll any Mutations last.

STAGE 6: CORRUPTION AND EQUIPMENT
Brack CRrusapk characters have made a conscious decision
to embrace the ways of Chaos. This has left a taint upon
their very soul, which is reflected by their Corruption. The
actions that they have performed in support of their Dark
Gods provide them with a reputation that is reflected by
their Infamy attribute. Their level of Infamy determines the
equipment with which they may begin play. Note that some
Equipment is provided by the character’s selections of Race
and Archetype.

STAGE 7: EMBRACE THE DARK GODS

The four Chaos gods each offer their own distinct paths to
their followers. At this stage, each player needs to decide
if his character embraces the path of a single god or treads
each path lightly, as one who remains unaligned. Though the
character’s Devotions may change with time, the Dark Gods
are jealous and may take vengeance upon those who choose
to leave their service.

STAGE 8: P1AY BrACK CRUSADE
With all of this complete, players are now ready to play
Brack CRUSADE!
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CHOOSE A RACE

“Not everyone receives the attention of the Dark Gods. Only those
who are demonstrably exceptional are worthy of their notice.”

— Dark Apostle Aurelius of the Word Bearers

efore doing anything else, the player must select a
Brace for his character. The Imperium of Man extends
throughout the galaxy and is populated by untold
millions of humans. A number of these humans have chosen to
follow the Dark Gods, forsaking the Imperium and embracing
the ways of the Immaterium. An extremely small number of
those loyal humans have undergone the extensive biological
enhancements to transform them into Space Marines. Over
the millennia, many of these Adeptus Astartes have turned
to the path of the Ruinous Powers as Chaos Space Marines.
Every Game Master may choose to limit all characters
within a campaign to a single race. For some campaigns, it
may be more appropriate for all Heretics to either be humans
or Chaos Space Marines. Before players make this selection,
they should check with their Game Master to see if he
wishes to restrict characters in this fashion or if he is open to
including both races.

CHAOS SPACE MARINES

Ten thousand years ago, nine of the Primarchs and their
attendant Space Marine Legions saw through the

lies that the Emperor told as he undertook
his Great Crusade. They realised that
his disavowal of the psyker and the
entities of the Immaterium were
little more than the mewling of a
frightened kitten. They disagreed with
his unwillingness to pry too deeply
into the lost secrets of mankind’s
ancient past. Most importantly, they
viewed his abandonment of the Great
Crusade and return to Terra—Ileaving
Horus and his fellow Primarchs to
prosecute the Crusade—as the actions
of an uncaring father, abandoning
his dutiful sons. Angered, hurt, and
betrayed, they took up arms against
their father, and tore the Imperium
asunder with civil war.

Though the Emperor’s vast armies
were triumphant in the end, the Dark
Gods rewarded those who followed
Horus. They, the Traitor Legions, have
been devoted followers of the Ruinous
Powers ever since, constantly striving to
bring the influence of the Immaterium
to all those who might embrace its
ways. Those who have met with success

CHAOS SPACE MARINE
STARTING ABILITIES

All Chaos Space Marine characters begin play with the
following Skills, Talents, Traits, and Equipment.
Starting Skills: Athletics, Awareness, Common Lore
(War), Dodge, Forbidden Lore (Adeptus Astartes, The
Horus Heresy and the Long War), Linguistics (Low
Gothic), Navigate (Surface), Operate (Surface), Parry.
Starting Talents: Ambidextrous, Bulging Biceps,
Legion Weapon Training, Heightened Senses (Hearing,
Sight), Nerves of Steel, Quick Draw, Resistance (Cold,
Heat, Poisons), Unarmed Warrior.

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

Starting Equipment: Legionnaire Power Armour,
Legionnaire Bolter or Legionnaire Bolt Pistol, Legionnaire
Combat Knife, four magazines for starting weapon.

have continued to garner new blessings that have become
integrated with their superhuman natures.

A Heretic could be one of those surviving Chaos Space
Marines—the time dilation of the warp could dictate that far
less than 10,000 years has passed for him. Alternatively, he
could be a recent convert—a loyalist Space Marine who realised
the truth cloaked by the lies of his Chapter and Imperium, and
joined the forces of Chaos. In either case, extensive exposure
to the warp and decades or centuries of endless battle may
have erased much of his memory. A Chaos Space Marine might
recall little of his origins, instead focusing only on the recent
events and his personal path to glory, or he may still
remember every grudge and grievance—now
millennia old—from his former life.

The enhancements and equipment
granted to Space Marines gives
them tremendous power over mortal
men. This power is addictive and a
veritable aphrodisiac. Those who
have tasted of it are drawn to ever
greater power, which can make

them even more susceptible to
the siren song of Chaos.
The paths of a Chaos Space
Marine can vary broadly.
Some of these dark heroes
may have remained loyal (at
least in concept) to one of the
nine ancient Legions, though
they may now be part of a
smaller fractured warband.
Alternatively, they may have

cast off their past allegiances
and forsaken their former brethren,
moving onwards to their own ends. In
some instances, such a warband might

from the Imperium and allied wit

also include human renegades fallen £
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attracted an army of human, xenos, or even (.iaemonic f.ollowe.r[s’;
Others might travel the galaxy in isolation, virork1.ng v;/:tl

others only reluctantly as a means to an end. Likewise, their
goals can vary wildly, from the desire to avenge themselves on
the Imperium and Emperor that betrayed them, to the thérst
for power amongst their fellows, to the hunger for knowledge

rcane lore.

and\’shci?e Chaos Space Marines are physically mighty, utterly
devoted servants of the dark powers, even they possess some
limitations. A Chaos Space Marine is generally mca.pable of
blending in with human society. Their enlarged Phquue and
extensive modifications are distinctive amongst virtually every
human population. Their dedication to thfe art of war‘and
ceaseless training limits the time spent studying other subjects.
Their deliberate isolation from mundane society suggests that
their social talents are likely to have atrophied from decades or
centuries of disuse. They may also be unable to relate to some
of the basic conceptual challenges faced by those who live a
mundane life within the Imperium—after all, a Chaos Space
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the Chaos Space Marine character. Th
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Melanchromic Organ:
Oolitic Kidney: This or

Neuroglottis: This implant contributes
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Ballistic Skill Test, he may also blind

Chaos Space Marine Implants
' g Like the Space Marines of the Imperium, Chaos S i

¢ Traits and T

tgan contributes to the Unnatural St
contributes to the Unnatural Toughness Trait. : gl
ntributes to the Unnatural Strength Trait. '
; n contributes to the Unnatural
é Larraman’s Organ: The Chaos Space Marine only has

plant contributes to the Resistance (Poisons) Trait.
A Omophagea: By devouring a portion of an enem 3

-lung: This organ provides the Amphibious Trait.
plant grants the Heightened Senses (Sight) Talent.
ghtened Senses (Hearing) Talent, *

pace Marine may voluntarily enter a form of suspended animation, To do so,
ditate for 1d5 Rounds. This o

| ter must me

'~ unconscious by Critical Damage. While in suspended
# é quires chemical therapy, aut
edicae Test t6 revive a character from suspended a

.This organ contributes to the Unnatural Toughness Trait,
gan contributes to the Resistance (Poisons) Trait.

to the Resistance (Poisons) Trait.

he Resistance (Heat, Cold) Traits.

pace Marine may spit acid at his foes, This acts as a ranged Weapon with the following
proﬁle:_(Range: 3m; Damage: 1d5; Pen: 4; Toxic). If the characte

Marine seldom wants for food, shelter, or basic conveniences.
These are not absolutes, but they are challenges that Chaos
Space Marine characters must choose to overcome.

CHAOS SPACE MARINES IN
BrAack CRUSADE

Brack CRusaADE takes place in and around the Sc‘reaming
Vortex, a massive warp storm on the edges of Imperial Sp.ace
near the Imperial-controlled Calixis Sector. Far from Tra'11tor
Legions of the Eye of Terror led by Abaddon the Desp01I er,
the Traitor Legionnaires found in Brack CRUSADE are less
likely to be part of large armies or live amongst the company
of their constant fellows, and more likely to operate alone or
in small warbands of no more than a dozen or so. Though
there are large armies within the Vortex, they ?re.constantly
forming and splintering, or being ground to bits in constant
warfare with their fellows. Some of these warbands may even
include non-human followers. Scattered amongst the countless

ction briefly describes the in-game effects of each upon
alents provided by these implants are listed in the Chaos Space

rength and Toughness Traits, e .

Strength and Toughness Traits. :
a 5 percent chance of dying each round from Blood Lois 2
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Marines find the opportunity to put their formidable powers
to use in furthering their own ambitions—perhaps even
leading their own Black Crusade one day.

Chaos Space Marines still bear the superhuman strength
and resilience—the gift imparted with the implantation of the
geneseed that creates all Space Marines. Thus, Chaos Space
Marines are more resistant to the mutating effects of Chaos
and better able to survive the capricious attentions of the Warp.
A Chaos Space Marine character in BLack Crusapk could even
be a Traitor Legionnaire from one of the nine original Traitor
Legions in the Horus Heresy, having survived 10,000 years in
the warp. Over the millennia (which, due to the time dilation
effects of the warp, may seem like a mere hundred years to
him) he could have made his way to the Screaming Vortex.
Alternatively, he could be a more recent traitor who fled his
kin into the Vortex. He could even be from the Space Marine
Chapter who makes their home in the Calixis Sector, the Storm
Wardens, or any other Chapter of Note.

The core skills and talents possessed by each Chaos Space
Marine are due to the implants and rigorous training that
transformed him into a superhuman entity. The nature of Space
Marine creation dictates that characters of this race began life
as a male human, though gifts of the Chaos gods may have
rendered that distinction meaningless. A Chaos Space Marine
may have additional traits and talents associated with his
superhuman existence beyond the ones listed here, including
ones that were Characteristic of the Legion into which he
was originally inducted. Of particular note are those acquired
due to devotion to one or more of the
Chaos gods. These additional abilities
may be selected during Stage 5: Spend
Experience Points.

DISCIPLES OF
CHAOS

Throughout the worlds of the
Imperium of Man, untold millions of
humans live their wretched lives under
the eternal vigilance of their deathless
tyrant. For many, there is little to
distinguish one day from another. Their
quiet lives of hopeless drudgery under
the taskmasters of the Administratum
offer little in the way of goals. Many
embrace the Ecclesiarchy’s direction
to worship their Emperor as a false
god, under the pretext of a chance at
salvation. Those mortals who embrace
Chaos instead are sometimes referred
to as Disciples of Chaos.

As a human character, the Heretic
may be someone who has seen through
the lies perpetrated by those who
conspire with the Imperium of Man. He
ignored the threat of punishment imposed
by the totalitarian regime for the sake of
refuting these untruths. Instead, he embraced

HUMAN STARTING ABILITIES

All human characters begin play with the following
Skills and Traits at no xp cost.

Starting Skills: Common Lore (Any Two), Linguistics
(Low Gothic), Trade (Any One)

Starting Trait: The Quick and The Dead

THE Quick AND THE DEAD

To survive in the Vortex, particularly as a human, one
must be quick, both in wits and action. Sometimes fast
reflexes can compensate for ceramite armour. All Heretics
with this Trait add a +2 bonus to Initiative Rolls.

the powers and knowledge found among the entities of the
Warp, believing their offerings are a path to salvation from
unjust tyranny and mindless drudgery. Alternatively, the
Heretic may be persecuted or betrayed by the Imperium.
Perhaps he was born a mutant or psyker, and thus subject
to being hunted down, killed, or enslaved. Or perhaps he
simply ran afoul of one of the labyrinthine Imperial laws and,
rather than submit to unjust punishment, fought back or fled,
vowing revenge.

The character’s initial contact with Chaos, and his reasons for
heeding it, can vary substantially. Some characters are drawn to
power for its own sake. Perhaps he was a military commander,
a planetary governor, or an heir to a vast mercantile fortune.
Though successful by any Imperial measure, his holdings were
not enough to grant complacency. Whispers of forbidden
knowledge offered simple solutions to problems.

These required sacrifices, but they were of
no consequence—at least initially. Now
he plays the part of a hidden instrument
within the Imperial order, spreading
Chaos’s influence amongst its highest
offices or working to bring the crumbling
edifice of the Imperium down through
accidents and bookkeeping errors.
Maybe the character sought vengeance.
It might be that the Imperium had unjustly
punished a relative, sent a close friend to
the Black Ships, or accidentally inflicted
decades of starvation upon an entire
culture. He heard about the forbidden ways
and gained access to their secrets. Ignoring
Imperial directives, he chose to embrace his
chance at revenge and may even have earned
it. Since then, he has been obligated to
spread the word of his hidden masters,
recruiting additional servants to the cause.
Alternatively, perhaps the character
was an academic, an Inquisitor, or a
member of the Ecclesiarchy who sought
out information about the ways of Chaos
with the goal of better understanding his
foe. It might be that the information seemed

harmless initially, but sometimes knowledge
can corrupt. With the very best of inteﬁti_oﬁ_‘si i




he might have successfully used that information to defeat
the Imperium’s greatest foes. However, the scars of such
battles might have lingered and the dark hunger for the
power eventually became unbearable.

g Clearly, the motivations and methods of human characters
i that serve the Dark Gods can vary tremendously. While they
are unlikely to ever achieve the raw physical abilities of a
Chaos Space Marine, they begin with far more opportunities
to choose their paths. These options can be leveraged into a
character that can spread the word of the Ruinous Powers
in ways that raw physical force could never hope to achieve.

HuMANS IN BLACK CRUSADE
| The human Disciples of Chaos in Brack Crusapk are likely to
have fallen more recently than a Traitor Legionnaire. The ravages
and corruption of the warp are seldom kind to a human body
and psyche; and humans are simply less durable with regard
to the Immaterium and its effects than Chaos Space Marines.
Therefore it is unlikely that human Disciples of Chaos originate
from mankind’s distant past in the Horus Heresy or have travelled
from the far ends of the Imperium to reach the Screaming Vortex.

Most of the human characters in BLack CRUSADE come from
one of the regions near the Screaming Vortex. Many are former
inhabitants of the Calixis Sector, Imperial citizens or soldiers who,
for whatever reason, fell from the Emperor’s service. Hunted and
hounded by the corpse-god’s agents, they fled. Most of those
who flee the Imperium are captured or slain, but a lucky few
occasionally make it to sanctuary within the Screaming Vortex.

Others may have originated in the Koronus Expanse. On
forgotten worlds far from the light of the Astronomicon, feral
tribes of heathen savages have lived for millennia. They have
no knowledge of the Imperium or the God-Emperor, but over
the course of their primitive existence have turned to worship
older, darker gods. Such worlds may not even be so primitive,
but have entire civilisations cut oft by lost warp-routes or
warp storms. Perhaps a Rogue Trader discovered this world
and enslaved these savages, taking them back on his ship as
labour. Perhaps pirate reavers arrived, seeking slaves, plunder,
and new recruits. Either way, such individuals found their
way off-world, and eventually into the Screaming Vortex.

Other humans were born in the Jericho Reach. While
they may have begun life as Imperial servants, it is just as
likely they were born on one of the Chaos-held worlds in
and around the Hadex Anomaly. In that case, though they
may have snuck aboard an Imperial vessel passing through
the Well of Night and returning to the Calixis Sector, it’s
more likely they travelled deep into the Hadex Anomaly and
journeyed through the weaving paths of warp-space to reach
the Screaming Vortex. In any case, such an individual is likely
to be hardened and embittered to the warp and the Chaos
gods, as they are the only life he knows.

Finally, there are those humans born within the bounds
of the Screaming Vortex itself. The Screaming Vortex is
covered in far more detail on page 323, but suffice to say,
there are multitudes of worlds on which live savage tribes,
. glowering forges, and glittering sorcerous cities. Individuals
- from such places may be less interested in vengeance against
Q&@‘cvig_t_gt_l-t and largely unknown Imperium, but very interested
esting away the wealth clasped in its weakening claws.

GENERATE
CHARACTERISTICS

A man can only be measured by his deeds. Useless statistics cannot
hope to reveal his true spirit.”

— Warlord Mikhail Hassid

haracteristics represent a Heretic’s raw ability, on a

scale of 0 to 100, in a variety of physical and mental

areas. These values primarily dicta the Heretic’s
chance of success under stressful situations, but do offer other
hints about the character’s abilities. Remember that when
performing a Test, players need to roll under their Heretic’s
Characteristic on percentile dice. The higher the relevant
Characteristic, the more likely the character is to succeed at
a Test rather than facing the consequences of failure. More
information on Characteristics can be found on page 34.

Weapon Skill (WS)

Weapon Skill provides a measurement of a character’s
capabilities in melee combat, whether armed with fist, claw,
tooth, or chain axe.

Ballistic Skill (BS)

Ballistic Skill reflects the character’s accuracy with ranged
weapons, including bolters, lasguns, grenades, and even bows
and arrows.

Strength (S)
Strength measures a character’s ability to lift, carry, and
generally apply raw physical force.

Toughness (T)

Toughness defines how easily the character can shrug off
injury as well as how easily he can resist toxins, poisonous
environments, disease, and other physical ailments.

Agility (Ag)

Agility measures a character’s quickness, reflexes, and poise.
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| Intelligence (

Int)
Intelligence is a measurement of a character’s acumen, reason,
and knowledge.

Perception (Per)
Perception describes how well a character perceives his
surroundings. It reflects the acuteness of senses.

Willpower (WP)

Willpower reflects a character’s ability to withstand the horrors
of the warp, the terrors of battle, and the dreadful inhumanities
that he might feel bound to inflict upon his opponents.

Fellowship (Fel)
Fellowship is a character’s ability to interact with other
creatures, to beguile, charm, or persuade them.

Infamy (Inf)
Infamy is a measure of a character’s glory and reputation in the
Realms of Chaos, with tangible effects on a character’s abilities.

Characteristic Bonuses

Each Characteristic has a corresponding bonus. A
Characteristic Bonus equals the tens digit of the Characteristic
score. For example, a character with 41 Strength has a
Strength Bonus of four. Generally, Characteristic Bonuses
are used to determine the measure of success or failure in
situations or tests that have variable results.

GENERATING
CHARACTERISTICS

Characteristics are generated one at a time. For each, roll
2d10 and add the resulting numbers together. Then add a
base number to the result to generate the final Characteristic.

The base number added to each result depends on whether
the character is a Human or a Chaos Space Marine. Human
characters add 25 to each result, while Chaos Space Marines
add 30. This represents the Chaos Space Marine’s higher innate
qualities due to his genetic development. (However, Chaos Space
Marine Characters receive less experience to spend at character
creation, so don’t worry; things balance out in the end!)

A1r0cATING POINTS

An alternative method for generating Characteristic
scores is to give each player a number of Characteristic
points that he may assign as he wishes. In this
case, a Heretic begins with a score of 30 in each
Characteristic if he is a Chaos Space Marine and
25 in each Characteristic if he is a human. A player

may allocate a total of 100 additional points to his
character’s Characteristics, adding no more than 20 to
any one Characteristic. This method generally creates
characters with slightly higher than average scores.
When using this method, characters must still
generate their Infamy characteristic by rolling.

Follow this procedure once for each of the Characteristics
until results are compiled for all nine and then fill them in
on the character sheet. When recording each Characteristic
on the character sheet, remember to write the first digit of
the number in the circle. Writing those digits in the circles
allows anyone to see the Characteristic Bonus values are
at a glance. Note that one or more Characteristics might be
further modified by choices that the player chooses to make
during the later stages of character creation.

Because these characters have been blessed by the Dark
Gods, each player may re-roll any one result of their choosing.
Should a player choose to do this, he must keep the new
result, even if it is worse than the old one.

The only exception to this is Infamy. Instead of rolling 2d 10
and adding 30, characters generate Infamy by rolling 1d5 and
adding 19. This can be the Characteristic players choose to
reroll. This is covered in more detail on page 304.

EXAMPLE

Jason is creating a new BLACK CRUSADE character, a Chaos Space
Marine, so be rolls 2d10 for his Weapon Skill Characteristic and
gets 11, then be adds 30 for a final Weapons Skill of 41. He repeats
this process for the rest of his Characteristics:

Characteristic
Characteristic 2d10 Roll Total Bonus
Weapon Skill 11 (+30) 41 4
Ballistic Skill 8 (+30) 38 3
Strength 16 (+30) 46 4
Toughness 10 (+30) 40 4
Agility 9 (+30) 39 3
Intelligence 5 (+30) 35 3
Perception 12 (+30) 42 4
Willpower 13 (+30) 43 4
Fellowship 7 (+30) 37 3
Infamy 4 (+19) 23 2
TR
| 2
! ' My Puere, K

I WISH TO GRANT YOU ADVICE THAT I WisH I HAD
BEEN GIVING SO MANY YEARS AGO. CHOOSE YOUR '
§  SERVANTS, NOT BY THE SKILLS THEY POSSESS, BUT THEIR,
POTENTIAL T0 BE TRAINED. :
I HAVE SEEN A LOW MUD GATHERER, BRING GREAT
W HONOUR. 70 THE BLOOD GOD. GATHERING MUD IN THE ‘. :
: CLAY PITS DID NOT PREPARE HIM TO SWING AND AXE. HE ‘!
li W PAD ONCY A STOUT FRAME AND A POWERFUL BUILD. [ A
b MOLDED HIM AS HE MOLDED THE EARTIH.
| THERE ON THE RUBBLE OF THE EMERALD TEMPLE HE
; STOOD, A SHORT TIME LATER, COVERED IN THE BLOOD OF
‘ MY ENEMIES, AND BELLOWING FOR MORE. THAT IS HOW
! YOU MUST CHOOSE YOUR SERVANTS, YOUNG ADALAIH.
¥ YOU NOW HAVE UNTIL THE BELLS OF SANTBON CHIME
% TWICE. I WILL COME FOR YOU THEN, AND I HOPE THAT
VOU HAVE GATHERED ABOUT Y0U SERVANILS THAT WILL
SERVE YOUR SURVIVAL. MAY THE DARK. GODS BLESS YOU
"L IN THIS TEST, PROVE YOURSELF MY PUPIL.
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STAGE
AN ARCHETYPE

ictitious characters can generally be categorised into

specific roles that they play within a story. These

roles, like the young warrior, the elder sage, or the
kind-hearted rogue, are sometimes referred to as Archetypes.
Characters in BLack CRUSADE are often wildly different due
to the free-form character advancement system. However,
Archetypes are a broad grouping of character types that help
give some definition to a character concept.

The next stage in character creation is to select the sort
of Archetype that a character could play during adventures
in the Brack CRUSADE setting. Many players may already
have appropriate concepts in mind, in which case selecting
their character’s Archetype should be a straightforward
process. Alternatively, it might be that a character’s starting
Characteristics suggest a strong proclivity for a certain path.

This section presents eight common Archetypes for heroes
of Chaos. Four of these are focused on Chaos Space Marine
characters and four are intended for human characters. At
this stage, players should review their options, then select
one of the racially appropriate paths. Keep in mind that this

- choice is very likely to have a strong influence on the types of

situations that spotlight the character during game play. Each
character must select one and only one Archetype.

Each Archetype also has a Special Ability, unique to that
Archetype. By selecting the Archetype, characters gain access
to that Special Ability as well, and may use it as long as the
character exists.

ARCHETYPE LIST

The Champion (Chaos Space Marine): A warrior and
commander, leader of soldiers by either fear or devotion.
The Chosen (Chaos Space Marine): A consumate soldier
and hard bitten veteran.

The Forsaken (Chaos Space Marine): An outcast from his
former allegiance, a lone wanderer who joins other warbands
out of neccessity.

The Sorcerer (Chaos Space Marine): A Chaos Space
Marine who has mastered the art of the psyker.

The Apostate (Human): An infiltrator and silver-tongued
serpent, a powerful leader of the masses.

The Renegade (Human): A warrior who survives on skill of
arms rather than brute force.

The Heretek (Human): One initiated into the mysteries of
technology, a rebel from the cult of the Adeptus Mechanicus.
The Psyker (Human): An unsanctioned and chaos-turned
psyker, extremely powerful and infused by the warp.
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“Join me, brothers, and we will make the minions of the undying
Emperor pay for the lies and betrayal they have dealt us!”

— Skyrar, Master of the Thirst for Vengeance

he Space Marines are superhuman in almost every way,

and this holds true for their treasonous brethren as

well. Amongst the Traitor Legions, however, there are
those who stand apart. These Traitor Legionnaires show the
traits of true leadership, honed keen by the constant struggle
to maintain control over warbands of fallen Adeptus Astartes.
Though they are known by many names, in BLack CRUSADE
these individuals are known as Champions.

Much of the formal structure and military organisation of
the Traitor Legions has disappeared over the long millennia.
Instead of squads following appointed sergeants, bands of
Chaos Space Marines tend to form around the strongest,
boldest, and most dangerous of their fellows. These Aspiring
Champions are leaders in the making, adorning their amour
with trophies from the slain and wielding ancient and

SKiLLS, TALENTS & GEAR

Champions must be Chaos Space Marines.

All Champions begin play with the following:
Starting Skills: Command, Scholastic Lore (any one),
Charm or Deceive, Intimidate or Scrutiny

Starting Talents: Iron Discipline, Air of Authority or
Disturbing Voice, Lesser Minion of Chaos or Sure Strike
Starting Gear: Legionnaire Power Sword

Wounds: 15+1d5

SPECIAL ABILITY:
INSPIRING PRESENCE

The Aspiring Champions are natural leaders, and often
shape warbands in their own image whether deliberately
or not. When an ally within sight of the Aspiring
Champion uses an Infamy Point, as a Free Action the
Aspiring Champion may choose to allow the ally to
use his Infamy Point as if he possessed the Aspiring
Champion’s Corruption Point level and Alignment.

potent weapons that may date back from the Heresy itself.
They burn with ambition, aspiring to become more powerful
champions amongst their fellows. However, only the
most brutal and skilled can survive to become Chaos
Lords.

The most powerful and ruthless Aspiring Champions
strive to win a coveted suit of Tactical Dreadnought
armour. Such armour makes them virtually immune to
all but the most powerful weapons and allows them
to easily wield weapons even a Traitor Legionnaire
in power armour could not carry. However, such suits
are extremely rare and the most common way for an
Aspiring Champion to win one is to challenge and slay
an existing Terminator in combat. Amongst a band of
Traitor Terminators, one usually emerges as the leader.
This Terminator Champion is typically an egotistical,
brutish man, and someone whom the other Terminators
aspire to become.

The most powerful Champions are the Chaos Lords—men
with vision and strength to bind both the wills of their brethren
and the forces of Chaos to their will. They are strong, charismatic
Jeaders with indomitable will and keen martial prowess, and are
often found leading massive warbands, pirate fleets, worlds, or
even massive Black Crusades against the Imperium.

These are some, though not all, of the Champions one
may encounter amongst the ranks of the Traitor Legions.

P1AYING A BLACK CRUSADE CHAMPION
The following are some of the ways a player can play
and portray a Chaos Space Marine Champion. Of course,
these should be considered guidelines and suggestions, not
directives nor canon. If a player comes up with their own
backstory and character personalities, they should feel free
to explore them.
Many Champions swear their lives and deaths to Chao
bargaining their own being in exchange for power - an
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patronage. The rewards are great—granted the knowledge
and strength of the Ruinous Powers, a Champion can lead
armies, conquer worlds, and even achieve immortality.
However, even as he furthers his own ambition, the Gods
who favour the champion also influence him, so that his own
victories also further the dominance of his patrons.

Leadership styles differ, even among those dedicated to
Chaos. The character may command respect simply by his
heroic actions in the name of the Dark Gods and resolute
faith in his followers to act upon their own beliefs. It
could be that his example forces them to strive ever harder
to fulfil his high expectations of them. Alternatively, he
might depend upon physical force and intimidation to
insure his loyalty. Even among a warband of Chaos Space
Marines, the Champion might be the scariest entity on
the battlefield. He might even use the promise of rich
rewards—either physical or spiritual—to motivate those
who follow him. Regardless of his methods, though,
the Champion is usually a master of employing them to
command respect, obedience, and dedication.

Of course, raw leadership is useless without the cunning
and tactical acumen to use it properly. A Champion must
be as capable of discerning his foes’ weaknesses as he is of
identifying his own advantages. When outnumbered, as is
so often the case when facing the monolithic forces of the
Imperium, he must be capable of identifying and creating
situational advantages to carry the day. The universe of the
41st Millennium is harsh and unforgiving, and the ranks
of those who follow the Ruinous Powers even more so. A
Champion who fails to live up to their expectations—and
perhaps even the expectations of the capricious Ruinous
Powers themselves—may soon find himself dead or
transformed into a Chaos Spawn.

A Champion may have chosen to embrace the ways of the
Immaterium centuries ago—due to the vagaries of the warp,
this might have been thousands of years as measured in the
physical world. He might even be a survivor of the Horus
Heresy. Even if he is a more recent convert, the Heretic has
served the Dark Gods faithfully, first as a standard trooper
within a Chaos Space Marine warband, and then later as a
leader of his squad.

Over his long decades of service, he likely fulfilled a range
of different responsibilities. He has become familiar with
a broad array of military techniques and a variety of gear.
While he certainly has strong preferences when it comes to
how to pursue a battle or campaign, he has the skills and
knowledge necessary to use the most appropriate approach
for any given situation. His approach may be focused based
upon his particular devotions, but he has developed the
savvy necessary to choose the technique that is most likely to
succeed, even if it is at odds with his preferences.

Most Champions are well aware of the rewards for success
and consequences for failure offered by the Chaos gods. They
yearn for the day that they might ascend to the mighty title
of daemon prince, and are all too willing to sacrifice anyone
or anything that might prevent or even delay them from
attaining that goal.

Fof Chaos Space Marines, which in turn have many

Champions amongst their ranks. However, the Traitor 3

Legionnaires in the Screaming Vortex are scattered and 3§

factional, fighting amongst each other for supremacy and
dominance. Also, the warbands in the Screaming Vortex
are often made up of a motley mix of humans and Chaos
Space Marines, and thus a Chaos Space Marine Champion
may find himself a part of a warband comprised entirely

~ or mostly of humans with only a few fellow Chaos Space

Marines at his side.
Over the last ten millennia, members of all nine
of the original Traitor Legions have found their way

L into the Screaming Vortex, along with many renegade

Chaos Space Marines from later chapters. The many §8
Fyears have done much to blur their histories, though

f some may still retain recognisable traits of their former
- Legion or Chapter.

The following are some examples of Chaos Space

F Marine Champions found within the Screaming Vortex.
. Dark Apostle of the Word Bearers: Members of the

& Word Bearers Legion are known for their devotion to
" Chaos and the Ruinous Powers as a religion. It is said their

Primarch, Lorgar, was one of the first to embrace devotion
to Chaos, and that his influence led to the fall of Horus.

| Their Dark Apostles are twisted reflections of Space Marine
+ Chaplains and are able to command obedience and faith

with the power of their words. It is believed several such
individuals reside within the Screaming Vortex.
Member of the Alpha Legion: Members of the Alpha

Legion are known for utilizing complex strategies of §
. infiltration and sabotage to achieve their goals and
F are well-suited to tactical planning. They also show a
s willingness to work alongside non-Space Marines to

achieve their goals. An Alpha Legion Champion in the

Screaming Vortex is uniquely suited to lead a mixed §
. warband of human renegades and Traitor Legionnaires,

and indeed some have stepped forward to fill that role.
Fallen From Grace: There are those Champions in
the Screaming Vortex who have fled there, not out of
choice, but out of necessity. Some used to be part of
larger warbands. However, when they attempted to rise to

leadership and challenge those in command, they failed. 3
| Facing death, they fled to the Vortex, where they can

amass power anew, and one day have their vengeance.
Warlord of the Gloaming Worlds: Then there are

- those Champions who have occupied the Vortex for
“countless Millennia, riding the cyclical wave of glory
~and failure. At times they may have led other warbands,
~orruled- entlre worlds in the Vortex before losing tha
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“In this galaxy, there is only war!”

— Adrastus, Bodyguard of Captain Fenrix the Fated

mong the damned members of the Chaos Space
AMarine Legions, some members have a seemingly

innate ability to thrive through even the most hostile
of conditions. These most experienced and dedicated Chaos
Space Marines become the Chosen, and other Chaos Space
Marines see them as being particularly favoured by the
Ruinous Powers. Chosen are even more hard-bitten, callous,
and deadly than other Chaos Space Marines and think
nothing of sacrificing the lives of their comrades to increase
their own standing with the gods.

Squads of Chosen Chaos Space Marines have decades,
often centuries, of combat experience and have learnt how
to best survive the battlefields of the 41st Millennium. These
highly experienced and ferocious warriors are typically in the
vanguard of any attack, fighting from the front where they can
earn the most glory and take the greatest spoils. Sometimes
the Chosen will use their battle
skills to infiltrate enemy
lines and set up
ambushes, or

STARTING SKILLS, TALENTS & GEAR

Chosen must be Chaos Space Marines.

Starting Skills: Intimidate, Stealth, Dodge (+10) or
Parry (+10)

Starting Talents: Lightning Reflexes, Quick Draw or
Rapid Reload, Disarm or Double Team, Sure Strike or
Deadeye Shot

Starting Gear: Legion Bolt Pistol,
Chainsword, 2 clips for Legion Bolt Pistol
Wounds: 16+1d5

Legion

SreciAL ABiLiTY: Corp KILLER

Chosen are masters of conflict and combat, and few
are better at crippling or killing their opponent. When
a Chosen inflicts Zealous Hatred on a target, he may
choose to reroll the Crit Result. The second result stands.

outflank an enemy army to launch surprise attacks on the
opposition’s strongpoints.
Like Champions, there are many Chaos Space Marines
who may be called Chosen; dedicated, deadly soldiers.
Chosen often band together with other such veterans
and may be defined as much by the wargear they
wield and the tactics they prefer as their dedication
to a particular Ruinous Power. Both weapons

and tactics can be extremely varied, from close
combat weapons such as chainswords and
lightning claws, to Reaper Autocannons and
L lascannons, and the ever-redoubtable bolter.

: )’ Chosen come in many forms, from the
e r.ging World Eaters Berserkers to the jaded
¥ Noise Marines of the Emperor’s Children, and
likewise their personalities vary wildly. Some

leap into battle with unrestrained savagery, trusting

in their berserker rage to overwhelm their enemies, while

others may rely on a methodical, stoic approach or even simple,

practical sorceries and dark charms to win the day. However,

many Chosen are professional and pragmatic. They use all
tools at their disposal to their fullest extent to ensure victory,
making them consummate and terrifying warriors.

P1AYING A BLACK CRUSADE CHOSEN
The following are some of the ways a player can play and
portray a Chaos Space Marine Chosen. Of course, these

should be considered guidelines and suggestions, not

directives nor canon. If players come up with their own
backstory and character personalities, they should feel free
to explore them.

Many Chosen are far more focused on the art of
war than they are upon spreading the influence of
Chaos. Disdaining lofty goals or devoted worship,
these Chosen dedicate themselves to battle instead,
becoming avatars of militant destruction. They live

for fighting and embrace its countless forms. When
not actively engaged in war, they train for it, and
even when unable to train, their minds run: e_'\{‘.




ahead to the next conflict. Though they may acknowledge
the Dark Gods with rites and sacrifices, this is done in a
pragmatic and often perfunctory manner. These Heretics offer
tribute to the Gods so that the Gods will help them engage
in their speciality and their greatest passion—war in all its
countless forms.

Their constant study and practice has invariably borne
fruit. Chosen are virtually peerless warriors. While they may
have a chosen speciality—melee combat, heavy weapons,
or some other combat doctrine—they are generally
familiar with a broad array of different techniques. Chosen
constantly analyse the techniques used by their opponents
and their allies. Between battles they often spend time either
incorporating new techniques into their arsenal or identifying
ways to counter tactics that they have seen others use. This
endless dedication and training sometimes grants them the
capability to identify an opponent’s background based upon
their fighting style and prepared to counter their foe’s moves
long before they are undertaken.

Chosen embrace the challenges of battle with their whole
being. They accept risks without question and, for many, battle
is an end in itself. Glory, power, and material possessions are
trivial concerns to these watriors, simply benefits that come from
victory and allow them to continue waging war. The opportunity
to vanquish a foe and revel in their triumph is the reward for
which they strive. While they are grateful for the blessings of
their Dark Gods and any tools of battle they might wrench from
the stilled hands of their foes, the time after battle is not one for
celebration. Rather, it is a time for recovery so that they might
ensure victory over their next opponent.

The life of a Chaos Space Marine is a hard one, but the
life of a Chosen may be even more challenging. The constant
training and overwhelming thirst for battle can begin to stress
even their superhuman physiques. Consequently, their lives
are often snuffed out early, as they continue to accept ever
more dangerous assignments. However, those who survive
become ever more dangerous.

These Heretics are unusual in that they seldom fear the
transformation to Chaos Spawn to the same extent as most other
servants of the Dark Gods. Though they are hardly anxious to
undergo such a conversion, they know that even those wretched
creatures are used in battle by the Ruinous Powers for all eternity.
While they would certainly prefer the powers and privileges
granted to a daemon prince, Chosen typically are less interested
in the responsibilities involved in leadership or rule.

As long as Chosen are granted opportunities for battle,
these characters embrace those chances with their whole
being. Their actions may earn them glory and the blessings
of their Dark Gods, but such praises are not their goal. This
is not due to any sense of false modesty. Rather, to these
stalwarts, the only glory that can be savoured is that earned on
the battlefield. The only praise worth remembering is the cry
of agony wrenched from the throat of a defeated foe. Unless
the recognition they receive enables them to engage in further
battle or defeat more and ever more capable opponents, then
that recognition holds no meaning to them. These characters
live for the rush of conflict. All other matters are to be dealt

a more recent renegade. He may even still share an
affiliation with his original Legion. However, in the
Screaming Vortex, no Legion holds sway and no
Chaos Lord currently dominates the warp storm.
Consequentially, many Chosen who find themselves
in the Vortex attach themselves to pirate wolfpacks
or Chaos warbands in hope of conflict. Some attempt

_to journey to the Jericho Reach to join the ongoing

war there. However, with the power vacuum amongst
—the Vortex, more are staying in anticipation of bloody

wars fought amongst would-be leaders.

Reapers of the Extinction Angels: These cold

killers are the most veteran warriors of the Extinction -

Angels warband. They have focused their studies

B to master the arts of melee combat, particularly
; working in conjunction against hardened targets. To

overcome such opposition, a band of these proven

I souls attempts to surround and overpower their foes,

using cooperation, misdirection, and crushing blows
with power weapons. In cases where opponents are
more numerous, the Reapers continue their pack-like
approach, often herding foes to one another through
cover during the melee.
Novae Armae: These brazen Chaos Space Marines
t tread a path of domination through constant
innovation. Never content with their existing
tactics, skills, or armaments, they vigilantly quest
to discover new weapons and techniques. In many

f - instances, these Chosen journey to uncover rumours

of xenos or daemonic armaments they might
employ in combat. Other times, they pledge their
loyalty to a warband in exchange for knowledge of
a fighting style or strategy. Many seek cybernetic or
warp-spawned mutations. While they care little of 4
the technology or rituals responsible for this gear, §
they often work closely with Hereteks or Sorcerers
so that they may quickly learn how to use the
artefacts they uncover.

Mercenaries: Loyalty in the Screaming Vortex is
reserved for those who can provide for their own.
Some small bands of Chosen make a business of selling
their loyalty in exchange for the resources needed to
continue in their constant battles and training. These
heartless warriors fight mercilessly so that they can

B live to fight endlessly. They care little for any cause.

Rather, they are. only concerned that they are kept

. well supplied with the tools of warfare.
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likely to be found working within non-Chaos Space Marine

FORSAKEN

“The gods permit me to tread my own path. Who are you to
question them?”

— Malich, founder and sole member of the Burning Eye Legion

fter the Horus Heresy, as the leaderless armies of the
Anow-dead Horus retreated from the Imperium into the

Eye of Terror and the far corners of the galaxy, the
nine Traitor Legions who sided with the Warmaster eventually
and inevitably fractured and split. The once-cohesive Legions
disintegrated into a myriad of warbands, pirate crews, and
armies led by a host of charismatic leaders and champions of
Chaos. Though some of the former Legions would periodically
re-unite under the banner of a particularly powerful champion
of the Dark Gods, such as Abaddon the Despoiler, the days of
them fighting as a unified whole were gone.

Though many Chaos Space Marines tend to remain with
warbands or hosts of their fellows, there are some who break
with the remnants of the Legions entirely, forging their own
way independently of their erstwhile comrades. Whether they
deliberately forsake their former loyalties, be expelled by their
fellows for some transgression, or have some secret reason for
their exile depends on the individual in question. However,
whatever the reason, these Chaos Space Marines now walk
alone in the midst of a hostile universe, relying on their own
cunning, resourcefulness, and skill at arms to survive.

Occasionally, one of these forsaken Traitor Legionnaires
breaks his solitary existence and joins a warband for a time.
Often, he has his own, personal reasons for doing so, and his
joining may be temporary. Likewise, his new comrades
may distrust an individual whose true loyalties
are unknown or non-existent. However, few
can deny the benefits of having such a
resourceful warrior at their side.

PrAYING A BLACK

CRUSADE FORSAKEN
The following are some of the ways a player
can play and portray a Forsaken in Brack
CrusaDe. Of course, these should be
considered guidelines and suggestions, not
directives nor canon. If a player comes up  ae o
with their own backstory and character (P ‘o
personalities, they should feel free to
explore them.
The Forsaken has parted ways with other Chaos Space
Marines and seeks to complete his own goals. Generally,
these Heretics are loners, distrustful of others, and reliant
only on themselves. They never lack the confidence necessary
to complete a task, even if they lack the manpower. To
compensate, a Forsaken must be clever and resourceful,
able to thoroughly research a target and ensure his precise
actions succeed. This isn’t to say Forsaken refuse to join with
other groups—in fact, they are often working in warbands
of Heretics, and are among the Chaos Space Marines most

STARTING SKILLS, TALENTS & GEAR

Forsaken must be Chaos Space Marines.

Starting Skills: Acrobatics, Survival, Commerce or
Security, Common Lore (any one) or Survival +10
Starting Talents: Hatred (Pick One), Jaded, Light
Sleeper or Blind Fighting, Cold Hearted or Sound
Constitution

Starting Gear: Legion Chainsword, Four Legion
Frag Grenades, Legion Shotgun with 2 clips.
Wounds: 15+1d5

SPECIAL ABILITY: RESOURCEFUL

Forsaken are well acquainted with the challenges
of operating alone, chief among them the need for
supplies. The Forsaken gains a +10 to his Infamy Test
when obtaining an item or items with an Availability
of Rare or lower.

warbands and organisations. Their independent attitudes
often make them more willing to admit that there are certain
tasks human Heretics can accomplish that the Forsaken
cannot. Though he is always mindful of his own goals and
continuously works towards them, these attitudes may make
him more likely to be a part of human warbands.

Forsaken are sometimes drawn to a particular facet of Chaos
and driven to spread its
influence. While this
might be one of
the




Chaos gods, it could also be a rogue daemon or even a conceptual
issue. While they are certainly capable of unleashing their martial
abilities, these abilities may well be matched by a surprising
knowledge, be it philosophical, political, ancient, heretical, or
even sorcerous. A Forsaken might be as concerned with the
message that a battle carries to those who hear of it as he is with
his success on the battlefield. This thirst for knowledge may even
be connected to why the Forsaken has parted ways with other
Chaos Space Marines.

Alternatively a Forsaken’s goals may be utterly self-
centred. He may desire to become a powerful warlord, or
simply delight in expanding his reputation as a lone and
incredibly deadly warrior. He may even simply seek the thrill
of new challenges and new locales to explore and pillage, or
even just wish to pillage and loot his way into wealth.

Forsaken are often found within the Imperium, working to
crumble the rotting edifice from within. They may inspire cults,
foment unrest, or carry out acts of sabotage and destruction.
Yet, though they may form cults or subversive organisations,
these characters are most often too individualistic to become
capable leaders and are happy to let others rise to direct the
cults they’ve formed. Just as they continuously rebel against
authority, they are often incapable of respecting those who
obey it. The Forsaken often have no desire to rule or lead,
they leave that to their Legionnaire brethren. However, they
often have a desire to destroy, to unmake, or to gain revenge.

A Forsaken may have chosen to separate from his brethren,
or it might be due to outside influence. In some instances, his
brothers in arms may have betrayed him, or they may have
been slaughtered. He might even have been a loyalist Space
Marine, who turned to the ways of Chaos and fled his chapter.
Now, he operates alone or with a carefully selected cadre of
like-minded individuals. These others might be humans who
share similar beliefs and are willing to discuss them in such a
way that the Forsaken is capable of viewing them as near peers.

If the Forsaken was betrayed or a sole survivor of
a warband, then he is likely to be engaged in a quest for
vengeance. The target of his fury could be an Imperial
organisation, but it might also be a xenos or even another
Chaos-aligned warband, and his vengeance may involve their
crippling, humiliation, or utter destruction.

Forsaken holding this outlook rarely plan for an existence
after the success of their mission. Most readily accept their
impending martyrdom as an acceptable price to pay for their
revenge. At the same time, they go to great lengths to see
that they live long enough to accomplish their goals. This
is especially true for those instances where the Forsaken’s
comrades in arms were slain. If he still holds a loyalty to his
deceased brethren, the notion that he is acting in their name
may be a tremendous motivation.

Forsaken are seldom preoccupied with the notion of
becoming a daemon prince. Though not against the idea of
Apotheosis, their goals are more focused upon their beliefs
and their hungers. Conversely, they fear the doom of
spawndom beyond all else, particularly if their transformation
were to happen prior to completing the tasks to which they
have devoted their lives. The very notion of submitting to
another’s will, no matter the power behind that will, is almost

Archetype in Brack CRUSADE, are individualists and .
‘“loners. Consequentially, it may matter little what their
origins are, as they are now consumed with their own %!
goals and desires. However, it is also possible that a

Forsaken is still defined by his former allegiance, even
if he has renounced his prior ties long ago.

The following are some examples of Chaos Space
Marine Forsaken found within the Screaming Vortex.
Chaos Bikers of the Outer Wastes: The freedom and
mobility of a Legion war bike, with its powerful engines
and impressive operating range, has an appeal to many
Forsaken. Many of the worlds in the Screaming Vortex

i see lone Chaos Space Marine bikers roaming their most {
B desolate wastelands. These solitary warriors roam these §
E wastes exploring, raiding for supplies, and searching for 3
k" new foes to challenge their skills. Eventually, they might
i join a warband in order to travel to a new world with

new vistas and fresh foes to vanquish. In turn, many
powerful warband leaders seek out these bikers. The
ability to range far ahead of the main force on their war
bikes, combined with their ingrained independence,
makes them invaluable scouts and raiders.

Raptors of the Ragged Helix: Raptor is a name given
to Chaos Space Marine assault troops, vicious hunters
who can strike anywhere, falling on their foes like a

k' shrieking gale via their powerful back-mounted jump

packs. Such individuals often modify their armour to

give themselves a more terrifying appearance, such as §

the stylised appearance of a bird of prey, and often

- add amplifiers and voxcasters to emit piercing wails

and screams. Raptors see themselves as elite troops,
while other Chaos Space Marines often view them
as self-indulgent egotists. Neither is entirely wrong,
and it is not unlikely for one “self-indulgent egotist’s”

pride to result in him becoming an outcast. Amongst 4§
the Screaming Vortex, the Raptors who haunt the

asteroid belts of the Ragged Helix are legend. Here
are countless miniature worlds reachable with a single
thrust from a jump pack. The Raptors range from
world to world, striking anywhere they desire within
the Helix.

Legion Exile: Many forsaken Chaos Space Marines have 3

left their fellows because they ran afoul of their fellows

B or superiors in some way and found themselves forced to
-~ flee the warband or army for some haven. The Screaming
- Vortex is such a place, as it offers a haven away from

I the remnants of the Traitor Legions that is nonetheless
\situated at the intetsection of several vital regions of space.
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SORCERER

“Those who ignore the blessings of the gods of the warp are doomed
10 suffer at their hands.”

— Musim, Advisor to Arn-Ord the Merciless

Space Marine Librarian who pledges his soul to
AChaos becomes a Sorcerer and is gifted by his new
gods. Some think of these gifts as magical, for those
who receive them come to think of themselves as having the
energy of the universe at their command. During the Heresy,
Librarians and other Legions dedicated themselves to Chaos
and received new psychic powers. The only exception were
the Librarians of the World Eaters, who were hunted down
and slain by their brethren as a bloody sacrifice to Khorne,
for the Chaos God of anger hates all practitioners of sorcery.
Not only during the Horus Heresy have Librarians been
tempted to draw upon sorcery. For those who already tread
a fine line between righteous power and damnation, the
temptation to wield the energy of Chaos for selfish means can
be overwhelming. Although Space Marine Librarians are tested
for the mental fortitude to withstand daemonic possession and
lures of the Dark Gods, and are constantly monitored by the
Chapter, there are those who still succumb.

The line between psychic power and raw sorcery is blurred,
and every time a Librarian uses his powers he is risking
corruption. He may overreach his abilities, unwittingly
drawing on more power than he can control, and by
these means attract the attention of the Chaos Gods.
From that moment, he must endure cold whispets in
his dreams, visions of immortality and promises of
untold power.

There are those who cannot withstand this
incessant temptation, and fall to Chaos. These
characters are among the most iconic archeytpes of Chaos
for they have embraced the Ruinous Powers in open defiance
of the dictates of the Imperium. Sorcerets of Chaos are
vilified and feared, one of the most hated foes of the Imperial
Inquisition, who consider them the most severe of blights
upon the galaxy.

P1AYING A BLACK CRUSADE SORCERER
The following are some of the ways a player can play and
portray a Sorcerer of Chaos. Of course, these should be
considered guidelines and suggestions, not directives
nor canon. If players come up with their own
backstory and character personalities, they
should feel free to explore them.

The promise of virtually limitless
power often wakes a dark thirst for
ever-greater power in the Sorcerer’s
soul. Now, the Heretic enthusiastically
makes virtually any sacrifice for the
satisfaction of feeding this newfound
addiction. Knowledge, artefacts, sorcerous
spells—all may be vehicles to feed his
desire. Such a character has no hope, ot

STARTING SKILLS, TALENTS & GEAR

Sorcerers of Chaos must be Chaos Space Marines.
Starting Skills: Psyniscience, Scholastic Lore
(Occult), Deception or Scrutiny, Forbidden Lore
(Daemons) or Forbidden Lore (Psykers)

Starting Talents: Psy Rating (x2), Up to 500 xp worth of
Psychic Powers chosen from the Unaligned, Divination,
Telepathy, or Telekinesis Disciplines (see Chapter VI: The
Powers of the Warp), Meditation or Mimic

Starting Traits: Psyker

Starting Gear: Legion Bolt Pistol, Force Weapon
Wounds: 15+1d5

SPECIAL ABILITY: SORCERER

The Heretic gains the Psyker Trait (listed above), a Psy
Rating of 2, and 1 Corruption Point. When determining
Psychic Strength (see page 206), he counts as Bound.




wish, for redemption. Rather, they live for the purpose of
satisfying their dark lords so that they might receive ever
more potent blessings.

Many of these Heretics have made the deliberate decision
to dedicate their lives to Slaneesh, Nurgle, or Tzeentch,
though some choose to avoid dedicating themselves to a
particular power. Khorne, however, specifically obliterates
any psyker who would beseech him for power. Sorcerers revel
in the ways of the warp and the Dark Gods, often invoking
them by name as they strive to extend their influence upon the
material world. Though less powerful than a full daemonic
manifestation, the physical capabilities of a Chaos Space
Marine in conjunction with their extensive knowledge and
training in the dark arts yields a being capable of unleashing
a vast array of destructive and corrupting powers. They
have seen things that are far beyond mortal comprehension,
wielding powers that they cannot begin to understand.

Such Heretics constantly seek out additional sources of
esoteric and forbidden information. They have studied a broad
array of arcane knowledge, including xenos practices, legends,
and secrets long thought lost. No targets or types of data may
be off limits. While they are likely to favour arcane knowledge
tied to the dark arts, they realise that the Ruinous Powers may
have uses for seemingly mundane bits of data. Virtually any
information is useful as it could be enough to persuade their
sponsors to empower them yet further. The notion of forbidden
knowledge is anathema to these Heretics, as they know that
their personal destinies transcend any mortal strictures.

Heretics that choose this are confident that they can
one day achieve the title of daemon prince, but they do
not patiently wait for that day to arrive. Rather, they hunt
down additional knowledge, securing it for themselves and
guarding it zealously. As they continue this search, they also
spread the influence of their gods wherever they go, leaving
the taint of the warp in their wake and initiating countless
mortals into the ways of Chaos.

Most Sorcerers of Chaos are members of a larger warband.
This can lead to conflict, as the sorcerer is rarely willing to
accept the commands of its leader, unless that leader has the
force of will and strength of arms to maintain an iron command.
Many warbands have splintered when a Sorcerer of Chaos
attempted to take command, leading a portion of the members
towards a goal distinct from that of the watlord. This may even
result in the warlord’s death, reminding his fellows of the risk
of maintaining such a powerful individual as an advisor.

One thing that defines a Sorcerer of Chaos in BLack CRUSADE
is the powers they wield. As described on page 212, there are a
multitude of Psychic Powers, some of which may be oriented with
one of Tzeentch, Nurgle, or Slaanesh (Khorne has no patience for
psykers, and does not grant psychic powers). Sorcerers dedicated
to a specific Chaos God may be able to call upon that God’s most
awesome powers, but at the exclusion of others.

Unaligned Sorcerers, on the other hand, call upon all the
Chaos gods and thus may wield powers oriented towards any
of the Ruinous Powers. However, their lack of dedication
means they may not have access to a particular God’s most
potent abilities.

¥ their devotions to the Ruinous Powers in a variety

of different ways. Some travel beyond its boundaries

to aggressively recruit new followers to the ways

of Chaos, thus granting their cruel sponsors more
followers. Others choose a path of devotion to a
particular“deity, embracing everything that lord
offers. Yet others devote every moment of their
time to uncovering lost secrets and discovering new
information. For these Heretics, the source of the
lore is far less important than the knowledge and the

. power it represents.

Plague Priest of Mire: These Heretics are dedicated

to spreading the influence of their dark sponsors J§
through the gift of his pestilence, making their
. home on the pestilential world of Mire deep within

= the Vortex. Through their link to the Immaterium,
¢ these potent psykers invoke the glories of the Lord

of Decay upon their unwitting opponents. As the
Dark God’s diseases take hold, the Plague Priest’s
foes often become the latest additions to his army. As
these new followers embrace the ways of Chaos, the
Sorcerer’s potency grows with additional blessings
from his dark sponsor.

Sorcerer King: In some cases, a Sorcerer seeks to

! t hold worldly power in conjunction with his stores
- of arcane knowledge and ability. For these Heretics,

an army of followers offer more direct solutions to
obtain hidden knowledge—and protection from
others who might seek to take the treasures that they

k- have acquired. Sorcerers who follow this path often

maintain a holding within the Screaming Vortex,

: where they can store their arcane resources and }

mentor their disciples. These rulers may then venture

forth from their holdings to retrieve artefacts and i
components for their rituals that they undertake in the §

names of the Ruinous Powers.

Unholy Curator: A rare few Heretics are more
concerned with acquiring knowledge of any kind, so
that they might offer it in supplication to their Dark
Gods. These potent Sorcerers use their talents to strip

knowledge and secrets from the minds of any prey 32

they encounter. This information is then carefully
archived in the hopes that it might be used to garner
a boon from their unholy sponsors. Heretics of this

- path often- travel extensively, constantly in search of
~any new information so that it might be provided to
—the Chaos-Gods:: :

’ .
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“The corpse-emperor cannot hear your pledas, but there are others who
are happy to grant your every wish.”

—Archdeacon Gabriel Huang of the Holy Oath

he forces of the Imperium maintain a stalwart barrier

against Chaos intrusions within the worlds and

organizations of their monolithic realm. Between
the incessant speeches of the Ecclesiarchy and the ruthless
enforcement of the Inquisition and the Adeptus Arbites,
the Imperial Creed is effectively reinforced. Through the
ministrations of the Adeptus Administratum and the legions
of Imperial bureaucracy, the rule of Imperial law is brutally
maintained. However, every so often one of those within that
vast bureaucracy falls from grace. When this happens, the
7 consequences can be disastrous.
/
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Those who served within the
Imperium’s inner workings can
be ideally placed and equipped
to destabilise the very structures

they spent a lifetime creating
and supporting.

\ Some Apostates

NOLLVARID)

STARTING SKILLS, TALENTS & GEAR

Apostates must be Human.

Characteristic Bonus: Apostates gain +5 Fellowship.
Starting Skills: Awareness, Charm, Command,
Deceive, Scholastic Lore (any three), Forbidden Lore
(any three), Inquiry, Dodge or Parry, Intimidate or
Commerce, Charm +10 or Deceive +10, Command
+10 or Inquiry +10, Security or Stealth or Logic
Starting Talents: Air of Authority, Hatred (any
one), Peer (any one), Total Recall, Unshakeable Will,
Weapon Training (Las, Primary), Disturbing Voice or
Radiant Presence, Polyglot or Mimic, Inspire Wrath or
Iron Discipline or Lesser Minion of Chaos

Starting Gear: Good-Craftsmanship Laspistol, Best-
Craftsmanship Sword or Common Craftsmanship
Power Blade, Flak Armour or Mesh Armour, Chaos
symbol pendant, unholy tomes, 2 laspistol clips.
Wounds: 9+1d5

SPECIAL ABILITY:
SERPENT’S TONGUE

The Apostate is a master of infiltration, deception,
and seduction, allowing him to ingratiate himself
with organisations who would normally kill him
on sight. Once per game session, the Apostate may
make a Challenging Charm or Deceive Test to gain
the Peer Talent with one organisation of his choice
for the remainder of the session. If the Apostate has
a Fellowship of 55 or higher, he can gain the Peer (2)
Talent for a chosen organisation instead.

newly turned against the Imperium, whether through some
personal rebellion against the Imperial Creed, succumbing
to the dark lure of power, or any number of other reasons.
These may begin their work against the Imperium in the
very organizations they serve in. Apostate preachers and
cardinals may subtly twist the words they speak, using
their finely honed powers of persuasion to change beliefs
until their flocks have become unwitting servants of Chaos.
Traitorous members of the Administratum may redirect funds
and supplies into their own coffers, starving entire planets to feed
his own greed. Meanwhile, treasonous Munitorum agents may
subtly alter orders so that entire Guard regiments are redirected
from critical warzones, or even assault the wrong worlds.

Other Apostates are long-time foes of the Imperium and may
even be the first agents of Chaos to begin an incursion upon a
target world. They enter the planet under the cover of an Imperial
Joyalist. These Heretics begin their subterfuge under the pretence
of an honest merchant or a loyal servant of the Ministrorum. Only
once they have established a presence and friendly relationships
with the world’s residents can their true work begin.

These characters may rely upon subtlety, perhaps calling
controversial facets of the Imperial Creed or seemingly
pointless bureaucratic procedures into question. As they
develop a sense of trust with their targets, they can begin to :J
gradually draw those subjects to the path of the Chaos Gods. -




PLAYING A BLACK CRUSADE APOSTATE

The following are some of the ways a player can play and
portray an Apostate. Of course, these should be considered
guidelines and suggestions, not directives nor canon. If
a player comes up their own backstory and character
personalities, they should feel free to explore them.

An Apostate is a master of deception, manipulation, and
misdirection. He can quickly read people’s reactions and gauge
how they are likely to think and feel. Though he likely lacks any
moral integrity and possibly emotional responses, he is intimately
familiar with these weaknesses and knows how to use them to
control other people. He can comfortably lie to control his prey;
choosing falsehoods carefully to fit his targets.

Much more than a simple confidence artist, many Apostates
are motivated by a deep spiritual devotion to their cause. A
Heretic who follows this path may believe that only through
a willing dedication to Chaos may humanity achieve their
ultimate potential and salvation. In some cases, an Apostate
firmly believes that he is in direct communion with a specific
Chaos God. As a consequence, he is likely to be very strongly
devoted to this deity, viewing that entity as his personal sponsor.
In other cases, the Apostate sees himself as the voice of all the
Gods, not one in particular, and offers prayers and sacrifices to
whichever deity may be appropriate as the situation calls.

His zeal is unparalleled; he believes his cause is not just right
but also vital. Through his twisted worldview, the Apostate
believes that he really is helping those that he draws to the
corrupting influence of the Dark Gods. Even when confronted
with the brutal consequences of his actions, he is likely to
identify them as acceptable costs. Some must fall by the wayside
as examples for those who might achieve the greater blessings.

Apostates are often defined by their skill in leadership and
corruption and these attendant skills must often be learned. Thus,
many Apostates begin their lives as a part of the very Impetium
they later decide to destroy. He might have served within the
Ecclesiarchy, spreading the word of the false God-Emperor to all
who would listen. It could be that that at the heart of his faith he
discovered a core of death, decay; and corruption, which left him
disenfranchised. Alternatively, the Apostate might have served
the Administratum. It could be that he had even established
himself politically, and manoeuvred his way into the position
of a planetary governor—or covertly pulled the strings of the
official governor. From these lofty heights, he was exposed to
the back room manipulations of the populace and might even
have taken part in deciding about acceptable losses and other
sacrifices for the continued survival of his world.

For most Apostates, the call to power is a vicious cycle. Even
when they manage their greatest triumphs, they look over the
horizon or across the stars and begin to plan for their next
objective. As the Dark Gods grant them boons, they may also
feed this lust through sibilant whispers of additional blessings
that could come as ever more challenging tasks are offered.

Ultimately, this hunger for power must lead an Apostate
towards the path of a daemon prince. From the moment
they realise the amount of control that comes with this lofty
transformation, their very souls ache for the blessing. Of course,

in striving for this goal, they must make ever-greater sacrifices
“and accept ever-greater risks along the way. Few manage to attain
aspirations before their lives are cut short through failure.

=The Archetype of Apostate presents a broad concept,

F which may apply to any number of individuals across the
*~galaxy. Any character who has garnered the opportunity
to spread the word of Chaos among potential recruits 4!

and used it could be an Apostate. The examples who $
have established a presence within the Screaming Vortex
commonly follow one of these paths:

Former Member of the Calixian Ecclesiarchy: The

- Ecclesiarchy in the Calixis Sector is rife with hidden
_intrigues, cults, and undiscovered corruption. The

Inquisition works tirelessly to purge it, but there are
always those who slip through the cracks. A former priest,
confessor, or cardinal in the Ecclesiarchy is a charismatic

b and charming individual, able to convince those that not {8
& only is he a trusted ally, but things they may have believed

all their lives are incorrect. His knowledge of the Imperial

§: Creed and the particulars of faith in the Calixis Sector
: allow him to twist that faith in others, so that without

realising it, he can tempt them on the path to Chaos.

. Disenfranchised Member of the Jericho Adeptus
B= Munitorum: An Apostate in the Munitorum would
i be ideally placed to see the futile waste of men and

supplies in the Crusade to conquer the Jericho Reach.
Through this he may have realised the impotence of the
Imperium, and this stoked the fires of revolution in his
heart. Such individuals have an unparalleled knowledge

§ ' of the Imperial war machine, and may be able to develop

a rapport with unsuspecting members of the Imperial
Guard. Such a Heretic might see actions against the
Imperial War Machine as the ultimate way to save the

f - lives of untold human soldiers who would otherwise be
¢ fed into the meat grinder of the Jericho Reach.

Interloper within Sector Governor Hax’s Lucid
Court: An Apostate in the Lucid Court of the Calixis
Sector Governor Marius Hax would be ideally placed

i to see the waste and corruption of the Imperial and §
planetary nobility and inspire him to prey on that §

corruption. These individuals may be able to worm
their way into the highest strata of Imperial society,
able to bring it down from within. As his influence
spreads, such a Heretic could draw the nobility of an
ever-broader region to the ways of the Ruinous Powers.
Corrupted Rogue Trader of the Koronus Expanse:
In the role of a travelling merchant and diplomat, a

& Rogue Trader is uniquely suited to establish contact

with -the governments of many Imperial worlds in

- a relatively short time frame. From this position, an

Apostate could establish aninterplanetary network

. dedicated to the promulgation of heretical beliefs. This

ickly-enable the heretic to-assemble a poten
iverse force with a broad range of resources.
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“The path of the Omnissiah has left humanity dithering in the
darkness, incapable of advancing on the paths of knowledge.
Embracing the warp reveals technology that the primitives on Mars
could never dream of wielding.”

— Magos Caine of the Five-Fold Path

ong ago, during the darkest hours of the Horus Heresy,
the Legions of the Adeptus Astartes turned against each

other. However, they were not the only organisation
subjected to schism. The Mechanicum, the Tech-priests of Mars
and keepers of the secrets of technology, dissolved into war. The
renegades sided with the Warmaster Horus, unleashing dark
technologies and dabbling in warp heresy, before finally being
driven from Mars by the resurgent loyalists. Those renegades
fled the Imperium into the far corners of the galaxy. Thete they
became the first Hereteks, a dark mechanicus, corrupted Tech-
Priests enthralled to the warp

# @ and heretical technologies.
\ As these technophiles
embraced their new
masters and the ways
$. of the warp, they
ignored all of the
strictures  that
the Adeptus
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Mechanicus chose to embrace. Consequently, their research
often extends specifically towards areas that are forbidden
to loyalist Tech-Priests. These include sapient technological
artefacts, the physiology of the psyker, the ways of the
Immaterium, and the vast array of xenos technologies.

Because of the nature of their split, these fallen Tech-
Magos lack a central authority or consistent belief structure.
Because of this, their ideology is far more diverse than that
of their former brethren within the Adeptus Mechanicus.
Hereteks may shun the Omnissiah as a false god, worship
him as a part of the Ruinous Powers, or simply ignore their
former beliefs to focus on their research.

P1AYING A BLACK CRUSADE HERETEK
The following are some of the ways a player can play and
portray a Heretek. Of course, these should be considered
guidelines and suggestions, not directives nor canon. If a i
player comes up with their own backstory and character i
personalities, they should feel free to explore them.

Even among the open-minded Explorators of the Adeptus
Mechanicus, there are subjects which must be avoided at all cost. A
Heretek enthusiastically violates those strictures, exploring xenos
technology, archeotech from the Age of Strife, and dabbling in
matters of the warp. He may even be bold enough to develop
entirely new devices, innovating and combining components in
forbidden manners. He might even go so far as to share the tools
of his trade and the secrets of its ways with those who have not
been trained by the Cult of the Machine God.

Now he actively seeks out new technology and continuously
experiments with new techniques in matters that his former
brethren forbid. He no longer believes that any information,
experiment, or device can be ignored. Rather, he deliberately
focuses on those technologies that the cult’s teachings once

taught him to avoid, with particular interest in fusing the
warp with technology. Few things are beyond the Heretek’s
scope of interest, though inevitably many of his inventions
and constructions tend towards the tools of war.
As he builds these weapons for his fellow devotees,
the Heretek has also invariably rebuilt his own body: It
may be that he has few organic components left and
those that remain are often marked by the blessings of
the Chaos gods. His enhancements not only improve
his technological acumen, they also invariably grant
him additional abilities in combat. He is likely to be much
hardier as well as much more capably armed.

Some think of those referred to as Hereteks to be a
unified force, like the Adeptus Mechanicus itself. This is not
the case—there is no galaxy-spanning Heretek organization.
Rather, there are countless fiefdoms and Forges, each ruled by
a fallen Magos (or several Magi) powerful enough to dominate
cadres of their fellows and enslave thralls and servants. Just as
amongst the warbands of the Traitor Legions, the corrupted
Tech-Priests fight and war amongst each other, or even exist
aloof and apart.

Hereteks often follow a path of constant innovation. He
may be capable of powering devices directly from the warp and =
controlling them with summoned spirits. He might dabble with
concepts of mechanical sapience, memory transference, or e_\_g_é;
attempt to capture and preserve souls within his devices. M:




STARTING SKILLS, TALENTS & GEAR

A Heretek must be Human.

Characteristic Bonus: Hereteks gain +5 Intelligence.
Starting Skills: Logic, Common Lore (Adeptus
Mechanicus, Tech), Tech Use, Dodge or Parry, Security or
Tech Use +10, Forbidden Lore (Archeotech) or Forbidden
Lore (Xenos) or Forbidden Lore (Warp), Scholastic Lore
(Astromancy) or Scholastic Lore (Chymistry)

Starting Trait: Mechanicus Implants (see page 144).
Starting Talents: Die Hard, Technical Knock,
Weapon Training (Las, Primary, Shock), Weapon
Training (Bolt) or Weapon Training (Plasma) or Weapon
Training (Power), Mechadendrite Training (Weapon)
or Mechadendrite Training (Utility), Meditation or
Total Recall, Armour-Monger or Weapon-Tech, Lesser
Minion of Chaos (Must be servitor or servo-skull) or
Cold Hearted, Enemy (Adeptus Mechanicus)

Starting Gear: Best-Craftsmanship Lascarbine,
Common-Craftsmanship Power Axe or Good
Craftsmanship Great Weapon (Greataxe), Light
Carapace Armour, any two Good Craftsmanship
cybernetics, unholy unguents, combi-tool, dataslate,
Optical Mechadendrite or Utility Mechadendrite or
Ballistic Mechadendrite with Laspistol, Lumenin
Capacitors or Maglev Coils or Ferric Lure Implants
Wounds: 12+1d5

SPECIAL ABILITY: TRAITOR TO MARS

The Heretek was once a Tech-Priest of Mars (or has
been equipped by those who were). He still possesses
the tools of his former life. The Heretek gains the
Mechanicus Implants Trait (listed above), as well as two
Good Craftsmanship Cybernetics of his choice (also listed
above). In addition, he gains the Binary Chatter ability.
This ability increases the loyalty of all minions who are
servitors or other cybernetic constructions by 10.

these inventors mindlessly hew to the idea that new information
is always better than established techniques. For them, the joy
of a new idea or the recovery of an unknown technique is an
exhilarating triumph, even if that idea or technique has already
been made obsolete. With each new development, his passion for
further success grows as does his hunger for new information.

The Heretek is often driven by his hunger for knowledge
and is willing to use the Ruinous Powers as a source. At other
times, he seeks out legends of xenotech and archeotech. He may
even coordinate raids upon Imperial strongholds for the sole
purpose of recovering their records of such legends. In many
Hereteks’ minds, there is no greater cause than technological
advancement. Any sacrifices may be made towards that end.

It is relatively rare for a Heretek to earn a title of daemon
prince. All too often, these characters end up transformed into
a component of one of their own creations, with too little
left of his own physical body to even receive such a reward.
However, those who are granted this boon continue to spread
their warp-tainted technology across the galaxy.

E#scattered across the galaxy. Those encountered in the=

;Screaming Vortex are most likely to hail from the

regions surrounding it. A Brack CrusaDe Heretek’s 3

career may have begun on one of these worlds.

b The Lathes: The Lathe Worlds are the principle Forge

Worlds in the Calixis Sector. Though they stringently
work to apply their dogmatic principles to all things

F they do, there are those Tech-Priests who reject such

i hidebound thinking and rebel. A Heretek who hailed
from the Lathes comes from a dogmatic background and
. may well have succumbed to the lure of Chaos while

researching sequestered knowledge from the dark days of -

- the Horus Heresy and the schism in the Mechanicus, or

even forbidden research from the Dark Age of Technology. § Y
These characters are likely to focus on accruing additional 3

rartefacts and data necessary to expand upon the research
which led to their banishment.
! The Explorator Fleets: The Adeptus Mechanicus
hsends Explorator Fleets deep into the Koronus
& Expanse, seeking lost knowledge. The Explorator
 Magos are already predisposed to curiosity and easily
tempted into exploring secrets they should not. Warp-
tainted or xenos technology may hold an unhealthy
fascination to them and it is entirely possible for one to
discover something that sets him firmly on the path to
|t damnation. Hereteks who follow this path are likely to
be dominated by their curiosity.
The Forgotten Worlds: There are worlds within the
Koronus Expanse, such as the war-world of Zayth,
where humanity has been out of touch from the

i Imperium for millennia, and the Tech-priest orders

have been corrupted by innovation and unrestricted
p thought. Such experimentation may lead entire schools
of these technologists to the path of Chaos. Individuals
subjected to these beliefs might also beseech the
. Ruinous Powers for protection when their heretical
ways are discovered by the Imperium and persecuted.
The Dark Forges: There are Forges that have long
fallen to Chaos, feudal bastions of dark engineering
and damned craftsmanship, such as Forges Castir and
Polix on the Hollows and the war-forges of Sammech in

the Hadex Anomaly. A Heretek from these forges may

--have never trained under the stifling strictures of the

B Adeptus Mechanicus and may have startling and radical

-viewpoints on the nature of the Machine God and its
interaction with Chaos. They are likely to be the strangest
and most terrifying of their brethren, to the point of
barely being-recognisable as human. Their research may

I be completely esoteric or it might be so focused on thej

paths-of the Rulnous Powers that all-who viewed it could
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RENEGADE

“We live for Chaos so that we may die for ourselves.”

—Grand Marshall Angelica Benoit of the Free
Systems Coalition

he Imperium is a brutal, totalitarian regime, an iron

monolith of vast bureaucracy bound together by ancient

oaths and intractable laws. However, this monolith
sits upon a foundation of countless trillions of citizens and,
with such numbers under its control, it is no surprise that the
Imperium is often beset by rebellions against its oppressive rule.
Such revolts may be populist uprisings of the dregs of Imperial
populations—mutants, unskilled labourers, and indentured
workers. Perhaps they feel they have little to 1.0 s e
and much to gain should their revolt succeed, % o r
perhaps they have been infiltrated by the subtle .
messages of the Ruinous Powets and have sworn
their souls to a darker allegiance.

Alternatively, these revolts may be well planned
and co-ordinated defections of powerful military
forces, such as entire regiments (or even armies!)
of Imperial Guard and planetary defence forces or
starships in the Imperial Navy. Sometimes, entire planets
or star systems make the decision to break from Imperial
rule, setting off devastating and lengthy wars. The
Imperium seldom forgives such actions and fights
what it considers vilest treason to a bitter and
violent end.

Many such rebellions are led by
powerful individuals, men and
women of authority who
have been corrupted by
the power they possess
(or sometimes, by the
power offered to
them by the warp).
Now, these renegades
seek to break away from
the Imperium’s constricting
laws and freedom-stifling
oppression, or they seek to
grasp such power for themselves.

PrAYING A BLACK

CRUSADE RENEGADE
The following are some of the ways a player can
play and portray a Renegade in Brack CRUSADE.
Of course, these should be considered guidelines
and suggestions, not directives nor canon. If a
player comes up their own backstory and character
personalities, they should feel free to explore them.
Once a loyal soldier of the Imperium, the
Renegade has lost faith in the crumbling monolith.
Now he fights against it, believing he is capable of
defeating the titanic, but rotting, foe. He might belong
to a cell of several traitors within a small portion of

an Imperial Hive or he might command a fleet of warp-
capable ships attempting to liberate multiple systems from
the Imperium’s influence. The difference between these is
a matter of scope, but the Renegade’s philosophical stance
holds true in either situation.

Most Renegades believe the only way for any change in
the Imperium to occur is through the rigorous application of
military force. Negotiation is not an option; the time has come
for action. Whether his motives are revenge on the institution
that wronged him, power and glory, or freedom against an
unjust system, most Renegades conclude their opponents are
even more objectionable than the Ruinous Powers. At least
the Chaos Gods are admittedly amoral and self-serving. In
contrast, servants of the Imperium pretend to perform their
destructive actions in the name of their deathless God-
Emperor. This hypocrisy has sickened them and they firmly
believe that they must be eliminated for the good of humanity
and his own personal glory.

These characters are not necessarily strongly devoted
to the cause of Chaos. Instead, many have chosen their

new allegiance because it was the only alternative
option available. These devotees might see the price
of their soul and eternal torment as the price
that must be paid so that others might live in
freedom. Renegades with this outlook may be
shocked to discover that they are unable to
separate ways from Chaos or be stunned
to discover that there are heinous
costs to pay for the blessings that
they have received.
Alternatively, these
characters might be power-
mad despots who seek
nothing more than their
own personal fiefdoms. It
may be that they revel in
the slaughter. Perhaps
the strictures of the Imperium were
shackles that they have thrown aside.
Now, they can freely exert their martial
ways for their own personal glories.

A Renegade almost always has a
strong military background and a selection
of allies that assist him in exploiting those
talents. Though he lacks the raw physical

capabilities of a Chaos Space Marine, he

is far more capable of inconspicuously
P infiltrating Imperial society. He can
=W  comfortably blend in among mundane
human populations so that he might
conduct acts of sabotage, incite revolution, or
perform covert assassinations.

Unfortunately, a Renegade is also less likely
to have been exposed to the full horrors of the
warp. Though he has doubtless been unhinged
as part of his initiations into the dark pacts, his
exposure has been comparatively limited. It is
likely that his mind lacks the necessary resilien:
to truly survive comprehensive interaction:




STARTING SKILLS, TALENTS & GEAR

Renegades must be Human.

Characteristic Bonus: Renegades gain +3 Weapon
Skill and +3 Ballistic Skill.

Starting Skills: Athletics, Awareness, Dodge, Parry,
Scholastic Lore (Tactica Imperialis), Common Lore (War),
Operate (any one), Command or Intimidate, Dodge +10
or Parry +10, Survival or Stealth, Tech Use or Medicae
Starting Talents: Jaded, Quick Draw, Rapid Reload,
Weapon Training (Chain, Las, Primary, SP, SP), Heavy
Weapon Training (Any One), Weapon Training (Bolt)
or Weapon Training (Shock), Catfall or Combat Sense,
Sure Strike or Deadeye Shot or Marksman, Double Team
or Disarm or Takedown, Ambidextrous or Hip Shooting
Starting Gear: Best-Craftsmanship Lasgun or Good
Craftsmanship Boltgun or Common Craftsmanship
Plasma Gun or Common Craftsmanship Heavy
Flamer, Best-Craftsmanship Laspistol or Common
Craftsmanship Bolt Pistol, Best Craftsmanship
Chainsword or Common-Craftsmanship Power Mace,
Carapace Armour, medikit, dataslate with annotated
version of Tactica Imperialis

Wounds: 10+1d5

SPECIAL ABILITY: ADROIT

The Renegade is a skilful and talented individual who
substitutes raw power for honed ability. The Renegade
must select one Characteristic at Character Creation.
Throughout the game, he adds one additional Degree of
Success to successful Tests involving that Characteristic
(this includes Skill and Characteristic Tests).

the Ruinous Powers. Because of this, the Renegade may
have a less complete understanding of his allies and the full
consequences of his devotion to Chaos.

These Heretics are ones who have been forced to make a
very difficult decision to turn against the Imperium. These
characters grew up in the protective arms of the Imperium.
They were sufficiently devoted to it that they chose to join
its militant arm, or at least a planetary defence force. Since
that time, the Imperium has failed the Renegade. It might be
that his unit was deployed as a suicide squad. It might be that
while he was serving off planet, another force destroyed his
home and all that he held dear. It could even be that military
restrictions prevented him from taking the measures he felt
were necessary. Whatever the cause, he has taken the most
imaginably severe response to that disappointment.

A Renegade is unlikely to aspire to the title of Daemon
Prince and might not even be aware of that possibility.
Similarly, he might be naive to the consequences for failure.
In fact, mutations and other blessings might come as a
complete surprise if he is granted them as either punishment
or reward. Instead, his goals are likely temporal—focused on
overthrowing at least some portion of the Imperium. While
following that path, he might focus on honing his combat

t ~ abilities, acquiring additional forces and equipment, or

canvertmg other military units to his cause.

RENEGADES IN THE VORTEX

ost of the Renegades found in the Screammg

Imperlums militant arms. However, some may have
grown up amongst the savage and heathen tribes in -
the Screaming Vortex, earning their infamy in the most 3

vicious bloodletting imaginable.
However, these denizens of the Screaming Vortex
have taken up arms in defiance against the Imperium,
+ and in the eyes of the Adeptus Terra, this makes them
~renegades, traitors, and heretics. This is whether they
g are a former Imperial Guardsman from the Jericho
. Reach or a heathen watrior on a planet deep within
g the Vortex who never heard of the Imperium until he
- joined a passing Chaos warband. Under Imperial law,
E death is all these men and women in the Screaming

Vortex have to look forward to, and that simply makes § :
- them fight all the harder in return.

The following are some examples of human
[ Renegades found within the Screaming Vortex:

f. Former Imperial Guardsman of the Achilus

& Crusade: Far more soldiers of the Imperial Guard fall
P prey to Chaos than the Imperium would admit. Many
of these end up as cannon-fodder in the warbands of
the Ruinous Powers or slain on the bayonets of their
still-loyal former comrades. However, some rise to
possess power amongst the constant conflict between
 twarbands and win respect. These individuals have
a particularly martial background and are usually

consummate soldiers. They may hail from the Imperial §

Guard regiments found in the Calixis Sector or the

multitude of soldiers in the Crusade for the Jericho

i Reach. The Crusade may have even driven them to
rebel, as multitudes of soldiers are thrown into the
meat-grinder of Tyranids, Tau, and the Chaos worlds.
Former Battlefleet Calixis Officer: The Imperial Navy

E is ever on the watch for officers who may turn traitor.

. Those who do are in the unique position of starting a

Emutiny that may take control of an entire voidship, a

priceless prize. Therefore, those who do succeed are
charismatic and shrewd leaders, with a firm grasp of
naval tactics and the principles of starship navigation. A
former Navy officer may come from Battlefleet Calixis
or the Crusade Fleet in the Jericho Reach.

- Former Calixian Conclave Inquisitor: By far, some
B of the most dangerous Renegades in the Screaming

_Vortex are those rare former members of the Ordo
Calixis Inquisition. Whether Acolytes who succumbed
to Chaos or fully fledged Radical Inquisitors who delved
0 deeply into fofbidden powers, a fallen member of
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IPS Y K ER PLAYING A BLACK CRUSADE PSYKER
The following are some of the ways a player can play and

portray a Psyker in BLack Crusapk. Of course, these should
“What you do not understand is that I am the future of humanity, be considered guidelines and suggestions, not directives nor
while you fools are its distant past. Let me show you mankind’s destiny.” ~ canon. If a player comes up with their own backstory and
character personalities, they should feel free to explore them.
Unlike the sanctioned and bound psykers of the Imperium,
n the Impetium of Man, the Adeptus Astra Telepathica  shackled with words and rites, the Psyker in BLack CRUSADE
oversees the recruitment and training of psykers for use  is not bound or controlled. His only limits are those set by
throughout the Adeptus Terra (and the Imperium as a whole).  his own mind, and he often embraces his psychic abilities as a
The Adeptus deliberately ensures these sanctioned psykers are  glorious source of boundless power. This conduit also means
unquestioningly loyal and meticulously trained, as well as both  Psykers are often short-lived, consumed by a tidal rush of
hidebound by nature and inflexible in their approach to the  energy flowing through their body. However, those able to
powers they wield. This is no error on the part of the Imperium,  master the currents of the warp and bend them to their will
instead it is a deliberate defence cultivated by the psykers’ tutors. k  become some of the most dangerous and potent servants of the
The souls of humans burn in the warp and those Ruinous Powers.
of psykers more brightly than most. The 1\( ¢ { Because of his constant interaction
entities of that alien realm are drawn to with the warp, a Psyker is often a conduit
those souls like moths to flames, eager ~N for entities native to the Immaterium to
to devour and consume them. However, enter into the physical realm. At times, he
a dullard’s mind is far less appetising to might summon daemons as a deliberate
a Daemon and likely to be passed over action, though other times, their arrival
in favour for sweeter meats. may be entirely accidental. Either
However, there are those situation can prove dangerous for
psykers who have not been the Psyker, as capricious beings
trained by the Adeptus Astra such as daemons may not
Telepathica. These may be appreciate being summoned.
quick-witted and  self-taught Some Psykers who turn
wyrds whose intstincts and to the Ruinous Powers devote
intuition have been honed by a their lives to a particular
lifestyle spent as a fugitive from entity of Chaos, showing
the Black Ships and Inquisition a cerrain affinity for that
who gather their brethren for _ ! God’s manifestations. Other
deliverance unto the Adeptus v / Y Psykers remain unaligned
Astra Telepathica. Alternatively, ' / \ to any particular God,
) %

— Kataria Skol, Scrying-Wyrd of Blasted Station

they may be feral mystics and /D‘ preferting to call on
shamans on backwater planets i~ any and all as they
with no inkling of the soutce ~ choose.

A\
of their power, individuals f Prior to embracing
whose powers have only just (5 the ways of Chaos,

awakened, or those who have
simply slipped through the
cracks of the Imperium’s monstrous
bureaucracy. There are even those
psykets who are entirely black-hearted
and dangerous individuals, and even those
who willingly embrace the seductive power
of the Dark Gods of the Warp. Collectively, the
Imperium knows these individuals as rogue psykers.
Not all rogue psykers ate heretics, ne’er-do-wells,
or traitors. However, the psykers in the Screaming
Vortex are exactly that. Be they the warp-dabblets
from Calthion V, the Scrying-Wyrds of the Ragged
Helix, part of the Cabals of Q’Sal, or one of countless
others, those psykers in the Screaming Vortex have
recognised the powers of the watp and accepted the
gifts of the Dark Gods. The psykers of the Screaming
Vortex, for their part, can truly be numbered amongst
the Disciples of the Dark Gods.

the Psyker might not
| have been aware of his

F = ' psychic potential. It may
: be that he used his powers
) inadvertently, or it might
be that he had never even
attempted to exert his mental force
in such a manner. The teachings of the
Imperial Cult are strict and countless
psykers deny their own abilities for fear

of an Inquisitorial Black Ship. All of
that likely changed as the Psyker drew
upon his abilities—possibly reluctantly—
opening and exposing himself to the warp.
Eventually, his powers would come

to full bloom. These first wavering steps

%
A

save the lives of innocents or as part of an’

towards Chaos may have been taken to
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STARTING SKILLS, TALENTS & GEAR

Psykers must be Human.

Characteristic Bonus: Psykers gain +5 Willpower.
Starting Skills: Awareness, Psyniscience, Forbidden
Lore (Psykers), Deceive or Intimidate, Dodge or Parry
Starting Talents: Psy Rating 3, Jaded, Up to 500 xp
worth of Psychic Powers chosen from the Unaligned,
Divination, Telepathy, or Telekinesis Disciplines
(see Chapter VI: The Powers of the Warp), Weapon
Training (Primary), Weapon Training (Las) or Weapon
Training (SP) or Weapon Training (Shock), Warp Sense
or Child of the Warp

Starting Traits: Psyker

Starting Gear: Common Craftsmanship Laspistol
or Common Craftsmanship Stub Revolver, Good
Craftsmanship Sword or Common Craftsmanship
Neural Whip, Flak Cloak, Psy-focus, dataslate filled
with arcane lore.

Wounds: 8+1d5

SpPecIAL ABILITY: CHAOS PSYKER

The Heretic is an unsanctioned psyker with access
to the powers of the warp. He begins play with the
Psyker Trait (listed above), a Psy Rating of 3, and 1d5
Corruption Points. In addition, when determining his
Psychic Strength (see page 206) he counts as Unbound.

However, the purity of his motivations mattered naught.
Ultimately, his conversion to the path of the damned was a
swift transformation.

Psykers turned to Chaos, due to their innate connection to
the warp, may well have a particular entity who serves as their
patron. While this entity is dramatically less powerful than one
of the Dark Gods, it can certainly reveal secrets and offer training
to a Psyker. Of course, it is quite likely this entity has no interest
in selflessly aiding the Psyker. Instead, it may hope to draw
the power-hungry fool into a web of deceit where the psyker
finally overreaches his grasp, and inadvertently offers himself to
be consumed by his supposed ally. On the other hand, a canny
Psyker may recognise this threat, and string the creature along
for as long as possible before betraying it first. (This offers an
interesting roleplaying opportunity for GMs and players, and
something they could explore in the course of the game).

These Psykers seldom have the presence of mind to create
extensive plans or consider lofty goals, though there are
always exceptions to this. Rather, these witches often live in
the moment, embracing each instant and the blessings of the
warp that come with it.

This lack of foresight also dictates that few Psykers who
fall specifically crave the title of daemon prince. While
they might hunger for the powers that come with such
a transformation, these characters are seldom anxious to
assume that level of authority. While they wield immeasurable
energies in the names of their Dark Gods, the Psykers’ lives
often end abruptly when they attempt to push themselves

< _beyond their limits or disappoint their sponsors.

PSYKERS IN THE VORTEX

*The path to becoming a rogue psyker, wyrd, or- :

# witch are as varied as the psykers who tread them— ¥

‘which is to say infinitely so. Within the Screaming
Vortex there are countless psykers, each different -

from the next, with wildly different origins and
backgrounds. A Psyker could have come from any
number of locations and backgrounds in and around
the Screaming Vortex, from a wild shaman on a feral
world to a powerful warp-witch on a Reaver warship.

~ Escapee of the Black Ships: The rogue psyker
E may be a former citizen of the Calixis Sector (or an
. Imperial world in the Jericho Reach) who manifested
b psychic powers. Doomed to be captured by the
k- Imperium’s security forces and placed on a Black Ship
. to be transported to Terra, he managed to escape.

Such individuals are hunted by the Imperium and

% fear and hate it with equal measure. They are also the
most familiar with Imperial society—and likely view
' their powers as a mutation.

.. Wyrd of the Koronus Expanse: On worlds far from
& the Imperium, psykers are born without knowledge or
¢ understanding of the warp. To such individuals, these

powers are magic or sorcery and, thus, those who wield
them are known as wyrds, witches, and sorcerers. These
rogue psykers may believe they must use their powers
with charms, rituals, gestures, or words, and because

L+ belief shapes abilities, in a way they do. Such individuals

are likely obsessed with occult lore and superstition.

Fallen Sanctioned Psyker of the Imperium: Almost
any sanctioned Imperial psyker, from Astropaths to the
Primaris Psykers of the Imperial Guard, is constantly

; tempted by the power offered through the warp.

Sometimes, that temptation proves too hard to resist
and they tap into powers they should not. Though
they started life as a Sanctioned Psyker, the Imperium
still regards them as gone rogue and hunts them as

' vigorously as they would any other. Sometimes more

so, infact—often an Imperial Psyker knows full well the
peril of what he’s done, and done so willingly anyway.

Warp-witch of the Vortex: It likely comes as no
surprise that the Screaming Vortex harbours more
than its fair share of mutants and psykers, what with
its constant exposure to the warp. Though most

-—of the warp-dabblers on the Vortex’s many worlds &
g spend their too-short lives dabbling with powers
.~ beyond their comprehension - before it inevitably

consumes them, some manage to master the tides
of warp-energy seething within. These psykers may
rise_above their petty upbringings and join one of

—the many-warbands- that roam the Vortex. There ]
‘they lend their considerable abilities in exchange f

amises-of aid and further power-
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HeEeicat AND WEIGHT

These attributes are determined by choice rather than referencing a chart and dice rolls. However, the initial racial choice
should play a major factor in dictating these values. Human characters are loosely restricted in size by their physiology.
Humanity has diversified tremendously over the millennia, but even spreading across the stars, the basics of anatomy
can only be stretched so far. Adult humans range in height from about 1.2 to 2.1 metres in height. Anything outside of
that range would be remarkable. A healthy adult has a weight that is proportionate to their height. On the extreme low
end, a very short person might be healthy weighing as little 30 kilograms. At the opposite extreme, a very tall person
could weigh in at over 100 kilograms without appearing obese. Of course, the ravages of Chaos might place a Heretic’s
weight well outside the range of what is healthy.

For Chaos Space Marines, these values are a little less variable. When clad in power armour, these characters typically
stand 2.1 metres in height. Depending upon their gear load out, they may range in weight from 500—1,000 kilograms.
Again, the blessings of their dark masters may vary this or their physiology might have simply interacted with their
geneseed in an unusual fashion that placed them outside of this range.

blessings of the Ruinous Powers may cause a character’s
I ( il I, 4: appearance to change radically Decisions made during
character creation are unlikely to last for the character’s entire

E x IPLORE THE adventuring career.
PASSIONS ~ Frowm
In many ways, each Heretic’s personality is defined by his

Failings (see page 73). While those aspects are undoubtedly
“Plumb the depths of the warp, embrace its madness, and show its core to his methods and beliefs, it is likely that there are
glory to those who fear it.” additional key elements as well. At this stage, it may be
worthwhile to consider other elements of the character’s
psyche. The more thoroughly better that each player defines
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— Sanctifer LeVay, Cult of the Sacred Union

B

rior to this point in the character creation process, all = L i
effort has been focused on creating a set of numbers "
and key words that determine what the newly generated

character can do. The next portion of the process is about

determining why he performs those actions. For many players,

their character’s personality only truly develops over the course

of multiple game sessions. While that is perfectly acceptable,

this portion of the process provides a few initial hooks to that

personality. This stage also provides an opportunity for players

to weave their character’s physical appearance.
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(GENDER AND APPEARANCE

For humans, a Heretic’'s sexual identity and appearance are
entirely of the player’s own choosing. There are many common
stereotypes based upon their archetypes and path of Devotion:
psykers are often gaunt, followers of Nurgle often dishevelled,
and so forth. However, players need not feel bound by these. It
is entirely possible that the character blends in well in order to
better spread his dark master’s influence. Alternatively, he may
be a living embodiment of his god’s dark vision.

For Chaos Space Marines, their sex and gender must be
male, due to the requirements of the geneseed (although
millennia of mutation and the influence of the warp may
render this distinction meaningless). His power armour is
likely painted in a scheme consistent with his warband and
divine sponsor. However, his appearance beneath his helmet
and any modifications to the armour’s appearance are entirely
up to each player’s discretion.

Players should keep in mind as they make these decisions
that all of this is subject to change through game play. The




their character at this point, the more easily they may be able
to make swift decisions that are consistent with the character’s
outlook during game play. One of the easiest ways to establish
these aspects is to consider a few questions at this time. Many
answers to these questions are proposed in the descriptions
of the archetypes and the paths of the Dark Gods. The ones
that players choose to employ for their characters may even
come as a revelation.

Why did the Heretic Embrace Chaos?

For many characters, the decision to join forces with the
Dark Gods was made with the best of intentions. Perhaps
the Heretic sought knowledge or salvation. For others, the
decision came out of a need for vengeance or anger. The
reasons for this decision invariably colour the character’s
relation with his dark sponsors. As their relationship began,
so too is it likely to continue and eventually terminate.

The answer to this question may set the tone for a character’s
entire career. It may be that, in spite of their passion for the
unholy, there remains some seed of regret at their soul. If such
a weakness exists, their gods and their opponents may seek it
out and use it against them. Alternatively, it may be that the
character is a ruthless force of destruction with little capacity
for rational thought. This too can be a tool and a flaw.

What does the Heretic Desire?

Each Heretic’s deepest cravings are invariably associated with
their path to Chaos. Since they chose to embrace the Ruinous
Powers, many of these desires have certainly come to fruition.
However, as these lusts are indulged, new ones invariably emerge.
It is likely that as the character’s career continues, these needs
become ever more central to his life. Players should choose these
heartfelt desires carefully, as the character’s foes are likely to learn
of them and attempt to use them to manipulate him.

These needs might be physical power, unholy secrets,
control over others, or even a greed for immeasurable wealth.
Any of these goals can further powers of Chaos, but they
might also lead to a character’s destruction. As players choose
the nature of the Heretic’s lusts, consider also to what lengths
he might go to obtain them.

Whom does the Heretic Hate?
The galaxy is filled with those who would do the Heretic
harm. At times, even the character’s closest allies might be
willing to take advantage of a moment of weakness. The list
of potential foes is endless. In order to establish a character’s
true passions, this must be narrowed.

A character may have an unfulfilled desire for vengeance.
This could target an Imperial Institution, a breed of xenos, or
even another Chaos warband. Players should consider both

TABLE 2-1: PRIDES

D10 Roll

(Optional) Pride Description

1 Beauty

2 Charm

3 Craftsmanship

4 Devotion

5 Fortitude

6 Foresight

7 Logic

The Heretic defines himself by his physical appearance. He takes pride in his physical form and is
even known and revered for it. Characteristic modifier: +2 Infamy, —4 Willpower.

The Heretic expects the respect and obedience of those around him. He revels in their worship,
praise, and self-sacrifice in his name, and depends upon their assistance. Characteristic modifier:
+5 Fellowship, —5 Toughness.

No one has the combination of talent and training to create in the same way as the Heretic. He is a
master artist whose works will be admired by all denizens of the galaxy until the stars grow cold.
Characteristic modifier: +1 Infamy, +3 Agility, +3 Intelligence, —3 Weapon Skill, —3 Ballistic Skill.
The character’s faith in the Chaos sustains him. He is confident that there never has been nor
will there ever be another follower of the cause as self-sacrificing. He believes that this grants
him a special status to the Dark Gods, but is wont to rely on this instead of his own strength.
Characteristic modifier: +5 Willpower, —5 Strength.

The Heretic is strong and tough, able to shrug off blows that might kill a lesser man. Though his
fortitude is impressive, it comes at a cost of flexibility and adaptability. Characteristic modifier:
+5 Toughness, —3 Agility, —3 Intelligence.

The character believes that he is aware of the actions and schemes of everyone and everything
around him. He constantly observes those around him, believing that the knowledge will allow
him to control them. This does make the character rather cold around others. Characteristic
modifier: +5 Perception, —5 Fellowship.

The Heretic believes that his daunting intellect grants him the ability to understand and resolve
every situation in the most efficient and effective manner imaginable. Characteristic modifier:
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+5 Intelligence, —5 Perception.

S The Heretic actively seeks out combat as a way to prove himself and can never refuse a challenge to do

5
battle, no matter the odds. Characteristic modifier: +5 Weapon Skill, -5 Intelligence.

The Heretic is proud of his grace and speed, so much so that he disdains the vulgarity of ranged

Grace combat and delights in engaging his opponents up close. Characteristic modifier: +5 Agility,
—5 Ballistic Skill.
The character has defined himself entirely by his possessions. Others must look upon the grandeur and
Wealth seethe with jealousy. Starting Equipment: The character makes an extra Acquisition Test with a +20

bonus prior to beginning play. Characteristic modifier: —3 Willpower.




why the character feels this thirst and how he is likely to
choose to slake it.

Alternatively, a character could simply despise a particular
race or organisation. His anger might be expended at moments
of opportunity rather than as a central focus of his life’s work.
Even if this approach is taken, knowing his methods and

HisToORY

A character’s actions prior to embracing the ways of
Chaos are largely irrelevant to their current life. When
the Heretic joined the army of his dark masters, he

was born anew. In some instances, he may even have
undertaken a significant physical transformation as
part of this rebirth. In other cases, the rebirth was
largely metaphorical.

In any case, because of this primal separation, a
character’s history prior to joining with Chaos does not
have as large a mechanical effect on whom they are.
Their homeworld, for example, is so far in the past that
any influence it may have had on them has long since
vanished. Of course, their past may well have an effect on
their personality, but this is largely left up to roleplaying.

The only exception to this may be those actions
undertaken since embracing his new masters. These
activities might contribute to his Corruption and Infamy.

justifications are crucial to understanding his psyche.

NAME

The name the Heretic uses is likely one that he chose when
he embraced the Dark Gods. His life prior to that rebirth is
of no meaning to him. All that matters now are his passions
and his dedication to forwarding the influence of the Ruinous
Powers. As such, his name should strike fear into his victims
and serve to spread his own infamy.

For many characters, their name is taken from that of a
famous traitor. Countless devotees of Chaos have the hubris
to take the name Horus when they entreat their new masters.
Others delve further into the legends of the distant past to
choose names such as Fawkes, Alcibiades, Brutus, or Iscariot.

TABLE 2-2: DISGRACES

d10 Roll

(Optional) Disgrace  Description

The Heretic believes in looking out for his own interests first and foremost. Those around him are
assets for only as long as they may be useful to his needs. Once their usefulness has been completed,
their survival is subject to his whim of the moment. Starting Corruption: +5 Corruption.

Untrustworthy: The character receives a —10 Situational Modifier to all Charm actempts.

1 Betrayal

As all of reality is little more than a matter of perception, truth is a relative concept. This Heretic
exploits that philosophy to the utmost. Much of what he says is compulsively cloaked in falsehood.
Even in the most strict of circumstances, he feels tempted to colour the truth. Characteristic
modifier: +2 Infamy, —4 Perception.

Something in the Heretic’s past haunts him; a fear that dominates his life. Though he may ignore it
for a time, it never leaves him completely. Characteristic modifier: +5 Perception, —5 Willpower.

2 Deceit

3 Dread

Defeating a foe is never sufficient. Opponents must be utterly annihilated, their works destroyed, and
4 Destruction  their reputations laid waste. Opportunities to spread suffering, by any means, must be fully embraced; as
mortal suffering may benefit the Ruinous Powers. Characteristic modifier: +2 Infamy, —4 Fellowship.
Consumption is a passion for this character. He revels in using up any available resources for the
simple thrill of its expenditure. It may be that he consumes vast quantities of food, but it could also
be entertainment, natural resources, or the time of those with whom he interacts. Starting Wounds:
+2 Wounds. Characteristic modifier: —5 Agility.
Often, when this character sees something novel, he is overcome by a passion to possess it. The
item in question need not be useful, but the compulsion is much stronger if it is unique or rare. This
urge may even overcome the necessities of a task at hand. Starting Corruption: +4 Corruption.
Overwhelming Need: The character receives a —10 Situational Modifier to all Commerce attempts.

5 Gluttony

6 Greed

The Heretic’s self-confidence and bluster vastly exceeds his abilities. He never fears or even considers
failure. Instead, he engages in every challenge, often with little consideration for what preparations might
be necessary or the consequences of failure. Characteristic modifier: +2 Infamy, —4 Intelligence.

7 Hubris

In the past, this character performed some deed that continues to haunt his mind. He is constantly
plagued by guilt for this decision and its consequences. He is constantly driven to make amends for
the act but remains incapable of compensating the victims. Starting Corruption: +5 Cotruption.
Haunted: Opponents always receive a +10 Situational Modifier when attempting to use |

8 Regret

Intimidation against the character.

When a person has achieved a level of wealth that material concerns are no longer an issue, then
the ability to frivolously waste materials can be a joy in itself. This Heretic embraces that joy, even
at those times when he can ill afford to do so. He destroys resources for the simple pleasure of their
destruction. Characteristic modifier: +2 Infamy, —4 Willpower.

9 Waste

Anger is a constant companion and drive for this Heretic. He firmly believes that the universe actively
conspires against him, and that his success can only be achieved by exacting his vengeance upon his
oppressors. Characteristic modifier: +5 Perception, —2 Willpower. Starting Wounds: —1 Wound.

10 Wrath




TABLE 2-3: EXAINPLE ITIOTIVATIONS
d10 Roll
(Optional)  Motivation  Description
1 Arcane
2 Ascendancy
3 Dominion
Fellowhip, —4 Agility. Starting Wounds: —1 Wound.
4 Immortality
Wounds: +2 Wounds. Characteristic modifier: -5 Weapon Skill.
5 Innovation
Characteristics: +3 Intelligence. Starting Wounds: —2 Wounds.
6 Legacy
7 Nihilism
Characteristic modifier: —3 Willpower.
8 Perfection
9 Vengeance
Characteristic modifier: -5 Perception.
10 Violence

The character is obsessed with uncovering lost and forbidden knowledge. Discovering and keeping
these sectets drove him to embrace Chaos. His drive to continue this practice has not lessened.
Starting Corruption: +4 Corruption, +2 Intelligence. Characteristic modifier: —3 Strength.
Mortal power is fleeting and life is short. The Heretic wishes to overcome both of these limitations by
assuming a permanent level of at least daemonic power, but preferably a transformation to the divine
and unholy. Starting Wounds: —2 Wounds. Characteristic modifier: +5 Willpower.

Some seek to control all they can survey, then travel to find new lands to conquer. The character
wishes to have dominion over the galaxy itself, demanding that all lesser beings bow down to
acknowledge his authority over them. Characteristic modifier: +1 Infamy, +2 Willpower, +2

The character fears death in all its varied forms, or simply desires to live for eternity. To overcome
this, he is willing to take whatever means are necessary to insure his continued survival; the
means might be mechanical, warp spawned, or some unholy combination of the two. Starting

While uncovering lost knowledge is a worthy cause, it pales behind the glories of creating
completely new forms of technology or psychic phenomena. This Heretic has embraced the ways
of Chaos so that he might use its powers to create new tools and uncover information that was
previously beyond the limitations of mortals. Starting Corruption: +2 Corruption. Starting

The Heretic has embraced his mortality by believing that he has a destiny to influence the universe
that extends far beyond his lifespan. This character seeks to change galactic history in a powerful way
that will be remembered through the millennia. However, such actions may lead him to not think
intelligently about a situation. Characteristic modifier: +2 Infamy, —4 Intelligence.

The character firmly believes that he is the centre of all existence. Everything else is but a product
of his imaginative subconscious. He has no moral restrictions to his actions, rather he engages
every whim because he believes he is entitled to do so. Starting Corruption: +5 Cotruption.

The character holds himself and all of his allies to an impossible standard of perfection, in at
least one area of his life. However, attempting to reach this ideal ensures other aspects slacken.
Characteristic modifier: +5 to any one Characteristic, —3 to any two other Characteristics.
In the past, this character was a victim. Since then, he has vowed to make those who have
slighted him pay for their actions. He is willing to make every sacrifice necessary to right this
wrong and to prevent anyone from ever hurting him again. Starting Wounds: +2 Wounds.

For some, violence is not a means to an end but an end in itself, This character revels in

the wanton destruction of any who could be vulnerable to his actions. He has no fear of
repercussions, for he believes he is the most potent force of destruction in the galaxy. Starting
Corruption: +5 Corruption. Characteristic modifier: —3 Intelligence.

Other Heretics show their devotion to the Ruinous Powers
by assuming a name intended solely to strike fear into the
hearts of their enemies. Some such names are little more than
adjectives or common words in a foreign tongue or High
Gothic words mashed together. These names may reveal the
character’s methodology and their loyalty. Names such as Pox
Mortis, Schwarzteufel, or Warpcaster might be appropriate for
a character who wishes to spread their infamy in this manner.

The choice of a name should reflect the character’s
personality. It may also change as a character develops
through play He may earn additional titles through his

, accomplishments or through a change in his ambitions. The
e Dark Gods are a fickle lot; their followers may be as well.

FAILINGS

The act of rebellion requires a certain amount of Pride.
. Characters who were born to the Imperium have been

subjected to a lifetime’s worth of lessons about the dangers
of Heresy and the Daemonic. Even those who lived on feral
worlds were undoubtedly warned of the risks of tampering
with the unknown. In spite of these warnings, the Heretic
deliberately chose to embrace the risks associated with a life
in service to the Ruinous Powers. Accepting these risks is a
sure sign that the character believed that he was above them;
a clear sign of enormous pride and hubris.

The reverse side of that coin is the notion of Disgrace. Just
as a character is immensely proud of some acts, other acts
leave him with a deep sense of shame. In embracing Chaos,
at least some small portion of his pride was proven false.
He needed to make an unexpected sacrifice. To this day, he
regrets having made that decision. This regret eats away at his
soul and causes him to sometimes act in ways to make up for
his past failings.

Pride and Disgrace represent a character’s greatest Failings.
These facets of his persona allow the character to become a
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more compelling agent in the stories that players craft with
their game group. They form the critical basis for the character’s
decision to embrace the Dark Gods. Just as these aspects were
key to his rebirth as a servant of Chaos, they are also vital to his
continued decline into the ways of raucous corruption.

Players must choose one Pride and one Disgrace
from Tables 2-1 and 2-2. If they like, they may roll
randomly for them, however, this is not required.

As a result of these rolls, the Heretic’s Characteristics
may change. Modifications from Failings do not count as
Advancements for purposes of determining Alignment.

STAGE 5: SPEND
EXPERIENCE
POINTS

“Celebrate the blessings of the Gods! They grant us the abilities to
overcome those fools who would ignore their powers.”
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— Archdeacon Gabriel Huang
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In addition to the modifiers received from their Failings,
characters may also receive a situational bonus to any
Test directly related to one of their Failings. If the Game
Master and the other players agree that the acting player is
currently role playing to their character’s Failing—accepting
inconvenient situational modifiers, performing actions that
reflect the Failing rather than following an easy solution,
and even advancing the ways of Chaos at the Heretic’s own
expense—they may agree to grant the character a bonus to
the test performed. This bonus is called an Incursion.

An Incursion grants the character an additional +10
situational modifier to the situation, as the beings of the
Immaterium grant their blessings. In extraordinary situations,
the Game Master may choose to grant an even larger bonus.
This should depend upon the situation and the overall role
playing involved. In these situations, Game Masters should
propose a value to all players, who may then offer their own
input about the reward and degree of difficulties that the
character has undertaken.

MOTIVATIONS

Every character who follows the path of the Chaos continues
along that path because of their passion and drive. This drive is
represented by their Motivation. A character’s short-term goals
may change from adventure to adventure, but his Motivation is
unlikely to change. These unholy drives are lifelong objectives,
which may not even be achievable within a mortal lifetime.

Players must choose one Motivation from Table 2-3. If
they like, they may roll randomly for them, however, this is
not required.

fter choosing a race and considering an Archetype,
Ait is time to begin to truly customise the Player

Character. By the end of this stage, every Heretic
should be statistically distinctive. There are a myriad of
options presented at this point. The tables presented in this
section grant players the ability to create a unique character
that presents them with a window into the darkest portions
of the 40K Universe.

STARTING EXPERIENCE

All Brack Crusape characters begin play with starting
experience points. These, along with the choices made
during the process of the character’s Archetype, help define a
character and ensure he is unique.

The amount of starting experience for a Heretic is based
primarily on whether the character is a Chaos Space Marine
or a Disciple of Chaos (a human character). Chaos Space
Marines have less starting experience, while Disciples of
Chaos have more. This reflects the fact that for a “mere” human
to survive long enough to obtain power and recognition (in
other words, become a player character!), he must have gone
through trying experiences.

* Disciples of Chaos characters in BLack CRUSADE have

1,000 starting experience to spend.
» Chaos Space Marine characters in BLack CRUSADE have
500 starting experience to spend.

Characters can spend as much of this experience as they
wish before the game begins (although they may save some
or all of it to spend later, if they wish).

THE FIVE ALIGNMENTS

As characters develop, players must keep in mind the idea of
their character’s alignment loyalty. Each character’s loyalties
directly affect the costs of their continued development.
Because this modifies the character’s developmental costs, it
is critical to keep track of the number of advances that each
character has taken towards Devotion to a deity. Although it
is nigh impossible for a character to begin the game Devoted
to a certain Chaos God, depending on his choices he may
quickly end up Devoted to one or another.

It is always necessary to be mindful of a character’s
Alignment to the four Chaos gods. A subset of the
Characteristics, Skills, Talents, and Traits are associated with




MAarcHING BLACK CRUSADE
CHARACTERS WITH OTHER
GAME LINES

Readers who have played the other Warhammer
40,000 Roleplay games may wonder how a Brack
CRusADE character matches up against characters from
other game lines. Since Brack CRrusapk characters do
not use Career Ranks (and the cost of Skills and Talents
are different across game lines), this comparison can
be slightly tricky. However, before spending starting
experience, a Brack CRuUsADE human is the rough
equivalent of a 7,000 experience character from
Dark Heresy, Rogue Trader, or Deathwatch. A BrLAck
Crusapte Chaos Space Marine is the rough equivalent
of an 8,000 experience character.

character may have earned a Devotion to one of the unholy
powers. To determine this, keep a tally of the number of
abilities purchased and their affiliation with each deity. At
certain points during the game (see “Checking Alignment”)
they should compare the number of abilities they have
purchased with affiliations. If they have five more abilities (in
total) associated with one particular deity than they have with
any of the other Chaos gods, then they are said to be Aligned
to that god’s path.

All Archetypes start as unaligned, and any advances
granted as part of the Archetype do not count towards
Alignment. Also, note, that Advances that are unaligned do
not have an Alignment. Therefore, taking them does not count
as taking advances towards being unaligned. A character is
unaligned only if he is not Aligned to any of the four Gods.

Every time an advance is taken, it may modify a character’s
standings with the Ruinous Powers. Refer to Table 2-5:
Advances by Alignment to see which Advances are associated
with each deity’s path. Purchases made from their patron’s path
receive a discount for remaining True to their path. To purchase
advances associated with an Opposed deity, the character must
pay an increased cost. Purchases made from an Allied deity pay
the normal listed cost for the advance. Refer to Table 2-4: Allies
and Opponents to see the allegiances of the Chaos gods.

When purchasing an Advance, note down its Alignment
on the Heretic’s Character Sheet.

CHECKING ALIGNMENT
Whenever a Heretic earns 10 Corruption Points (in other
words, when they hit the thresholds of 10, 20, 30, and so-

forth), they check Alignment. This means they compare how
many Advancements they have purchased that are affiliated
with each Chaos Power. If they have changed Alignment (by
having five more advancements dedicated to any one Chaos
Power than any other), then they switch their Alignment to
the God in question. This may change the cost of any future
Advances. The Heretic will not check Alignment again until
the next Corruption Point threshold.

(Also, Heretics pay costs for advancements based on their
current Alignment, not the Alignment they may be trying to
obtain in the future).

It is possible for a Heretic to gain enough Corruption
during the later stages of Character Creation that he may
pass one of the Thresholds. If this occurs, the Heretic does
not check Alignment until Character Creation is completely
finished and all starting Experience has been spent.

CHARACTERISTIC ADVANCES

A Characteristic Advance is an increase to a character’s
raw abilities. When players buy a Characteristic Advance,
they add +5 to the Characteristic on their character sheet.
Characteristic Advancements are divided into four progression
levels. These are as follows:

* Simple: A small fulfillment of the character’s potential.

* Intermediate: A significant improvement to the character’s

capabilities.

e Trained: Active, focused effort upon improving the

character’s prowess.

* Expert: The limit of the character’s natural capabilities.

As players set about increasing a Characteristic for their
characters, the Heretics must progress through each of the
progression levels in turn, starting at Simple and ending with
Expert. Characteristic advancement prices are based upon the
attributes relationship to the character’s patron deity. Note
that only Strength, Toughness, Fellowship, and Willpower
have affiliated deities. All other Characteristics—Weapon
Skill, Ballistic Skill, Agility, Intelligence, Perception, and
Infamy are grouped under unaligned.

Also note that each time a character purchases a +5
Advance, this counts as one purchase for the purposes of
checking Alignment. So a character who purchases four
Strength Advances would have 4 points towards Alignment
with Khorne.

As the chart indicates, the first +5 increase to a Khorne
Devotee’s Strength costs 100 xp; the next +5 (the
Intermediate progression level) costs 250 xp; a further +5
improvement (the Trained progression level) costs 500 xp;
while the final possible improvement (Expert progression
level) costs 750 xp. If that same character were to attempt to

TABLE 2-4: ALLIES AND OPPONENTS

Path Khorne Nurgle Slaanesh Tzeentch Unaligned
Khorne True Allied Opposed Opposed Allied
Nurgle Allied True Opposed Opposed Allied
Slaanesh Opposed Opposed True Allied Allied
Tzeenich Opposed Opposed Allied True Allied
Unaligned Allied Allied Allied Allied Allied
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ABLE 2-5: ADVANCES BY ALIGNITENT

Alignment Characteristic ~ Skills Talents
Battle Rage Frenzy Street Fighting 7 ‘
Berserk Charge Furious Assault Storm of Iron e
Athletics Blademaster Hammer Blow Swift Attack : q
Khorne Strength Command Blood God’s Contempt ~ Hatred Thunder Charge (=
Parry Combat Master Killing Strike Unarmed Master iy
Crushing Blow Lightning Attack Unarmed Warrior
Flesh Render Pity the Weak Whirlwind of Death
Baleftul D1?ge Iron Jaw Resifiancel
Bulging Biceps Jaded e
I ; . Sound Constitution
Intimidate Corpus Conversion Master Chirurgeon True Grit
Nurgle Toughness Medicae Die Hard Mighty Shot { A
) . ; : Unshakeable Will
Survival Disturbing Voice Nerves of Steel :
. Unnatural Vigour
Fearless Never Die
. War Cry
Hardy Prosanguine
Air of Authority Inspire Wrath Preternatural Speed
. Assassin Strike Into the Jaws of Hell Radiant Presence
Acrobatics A v :
Charm Catfall Iron Discipline Rapid Reaction
Slaanesh Fellowship Deceive Crippling Strike Leap Up Rapid Reload
Dodee Demagogue Lightning Reflexes Sprint |
8 Excessive Wealth Mimic Sure Strike J
Hard Target Precise Blow Unremarkable oy
i
|
Bastion of Iron Will Favoured by the Warp
Blasphemous Foresight Strong Minded
Forbidden Lore" Incantation Heightened Sensest Total Recall .
R acentch Wil Logif: / Blind Fighting . Ir?fused Knowledge Warp Conduit
Psyniscience Combat Formation Light Sleeper Warp Lock
Scrutiny Crack Shot Mediation Warp Sense
Deadeye Shot Paranoia Wisdom of the Ancients
Eye of Vengeance Polyglot
Ambidextrous Ferric Summons proteL il 8
Ancient Warrior Greater Minion of Chaos PRy
! Peer
Commerce Armour-Monger Gunslinger Psv Ratin
Common Lore’ Arms Master Heavy Weapon Training’ Y 8
;i k Quick Draw
Operate’ Betrayer Hip Shooting o i
o Slight of Hand ~ Blade Dancer Hotshot Pilot p.
Agility . : Sacrifice
Lo Stealth Bolter Drill Independent Targeting
Ballistic Skill ) g ; o Sharpshooter
Infam Inquiry Child of the Warp Legion Weapon Training Sidigtin
Unaligned U1 Linguistics’ Cold Hearted Lesser Minion of Chaos g
Intelligence AT J Step Aside
1 Navigation Combat Sense Luminen Blast
Perception A y Takedown
; Scholastic Lore ~ Counter Attack Luminen Shock 3
Weapon Skill > : Target Selection
Security Cursed Heirloom Maglev Transcendence ;
Technical Knock
Tech-Use Deflect Shot Marksman )
) ; Two-Weapon Wieldert
Trade Disarm Master Enginseer y
Unholy Devotion
Awareness Double Team Mastery" oG
: + Weapon Training
Enemy Mechadendrite Use -
Weapon-Tech

Exotic Weapon Training

Minion of Chaos




TABLE 2-6: CHARACTERISTIC ADVANCEIIENT COSTS

Patron Status Simple Intermediate Trained Expert
True 100 xp 250 xp 500 xp 750 xp
Allied 250 xp 500 xp 750 xp 1,000 xp
Opposed 500 xp 750 xp 1,000 xp 2,500 xp

raise Fellowship, which is affiliated with the Opposed deity,
then those costs would be 500 xp, 750 xp, 1,000 xp, and
2,500 xp, respectively.

The costs for Characteristic Advances are cumulative. So
a player couldn’t just pay 500 xp for a +10 increase in a
Characteristic associated with an Allied deity for their character.
Instead, that player would pay 250 xp for the Simple Advance,
and then pay 500 xp for the Intermediate Advance.

The only exception to this is Infamy, which may be
purchased at a flat rate of 500 xp per +5 advance. This may be
done as many times as the player likes, so long as his Infamy
Characteristic is lower than 40. If his Characteristic is 40 or
higher, he may not purchase Infamy advances, he must earn
Infamy through his actions (see page 304).

ExXAMPLE

Going back to Jason and his Champion, Mordecas, when he first chose to
purchase a Strength Increase, he was on the path of unaligned. Because of
this, the Simple Strength Characteristic advancement counted as an Allied
purchase. This had a price of 250 xp for the +5 Characteristic increase.
Later, after Mordecai has embarked upon the path of Khorne, Jason
decides to purchase the Intermediate Strength Characteristic advancement.
Because he is a devotee of Khorne, this counts as a True purchase. The
price for this +5 Characteristic Increase is an additional 250 xp.

SKILL ADVANCES

Characters learn new skills or improve existing skills by
selecting skill advances. As with Characteristic Advances, the
cost in xp of a Skill advance is affected by the path of their
Devotion. This represents Heretics following certain paths
finding more interest in learning Skills that pertain to their
path, rather than non-related Skills. Skill advances are divided
into four progression levels. These are as follows:

» Known: The character can use the Skill without penalty.

* Trained: The character receives a +10 on all Skill Tests
when using the skill.

» Experienced: The character receives a +20 on all Skill
Tests when using the skill. This bonus replaces the
benefit for being Trained.

* Veteran: The character receives a +30 on all Skill Tests
when using the skill. This bonus replaces the benefit for
being Experienced.

When improving a skill, a character must progress through
each of the progression levels in turn, starting at Known and
ending with Veteran. So for example, players may not choose
to pay for the Trained Skill Advance for their character
without first purchasing the Known Skill Advance. Note that
characters may have received the Known or Trained Advance
already as part of their Racial or Archetype selections. Table
2-5:Advances by Alignment indicates with which deity’s path
a particular skill is associated. Table2-4: Allies and Opponents
describes the relationship of another deity with that of each
character’s path.

Also note that each time a character purchases a progression
level in a Skill (Known, Trained, Experienced, or Veteran),
this counts as one purchase for the purposes of checking
Alignment. So a character who purchases Veteran (+30)
Psyniscience has four points in Alignment towards Tzeentch
(unless one of those advances came as part of his Archetype,
in which case that particular advance doesn’t count).

ExXAMPLE

Now that Mordecai is firmly on the path of Khorne, Jason decides
to purchase the Evasion Skill. Because this is a True Skill, the
Known rank has a purchase price of 100 xp. If he were to choose to
improve his Charm Skill—associated with Slaanesh—jfrom Known
to Trained, it would cost him a_further 500 xp, as it would be an
Opposed Skill Advance.

Please refer to Chapter III: Skills for more information
on selecting Skills and Skill descriptions. Before choosing any
Specialist Skill Advances, please refer to page 91 for information
on selecting the individual Specialisations necessary.

TALENT ADVANCES
Talents are enhancements that permit a Character to use
his natural abilities in new fashions. These may provide
a situational bonus to the use of a skill or Characteristic.
Other talents provide specific unusual ways for a character
to take advantage of his equipment. Please refer to Chapter
IV: Talents and Traits for detailed descriptions of all of
these Talents.

Psychic Powers are also purchased using Talent Advances.
Please refer to Chapter VI: The Powers of the Warp for

TABLE 2-7: SKILL ADVANCE COSTS
Patron Status Known Trained Experienced Veteran
True 100 xp 200 xp 400 xp 600 xp
Allied 200 xp 350 xp 500 xp 750 xp
Opposed 250 xp 500 xp 750 xp 1000 xp
~ P
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TABLE 2-8: SKILLS AND ASSOCIATIONS
Skill Characteristic Affiliation Page
Acrobatics Agility Slaanesh 93
Athletics Strength Khorne 95
Awareness Perception unaligned 95
Charm Fellowship Slaanesh 96
Command Fellowship Khorne 97
Commetce Intelligence unaligned 97
Common Lore Intelligence unaligned 98
Deceive Fellowship Slaanesh 929
Dodge Agility Slaanesh 99
Forbidden Lore Intelligence Tzeentch 100
Inquiry Intelligence unaligned 100
Intetrogation ~ Willpower unaligned 101
Intimidate Strength Nurgle 101
LinguisticsT Intelligence unaligned 102
Logic Intelligence Tzeentch 102
Medicae Intelligence Nurgle 103
Navigationt  Intelligence  unaligned 105
Operate Agility unaligned 105
Parry Weapon Skill  Khorne 107
Psyniscience  Perception Tzeentch 107
Scholastic Lore Intelligence  unaligned 108
Scrutiny Perception Tzeentch 108
Security Intelligence unaligned 109
Slight of Hand Agility unaligned 109
Stealth Agility unaligned 110
Survival Perception Nurgle 110
Tech-Use Intelligence  unaligned 110
Trade Intelligence unaligned 111
T Specialist Skill

more information on Psychic Powers. Note also that the cost
in xp for Psychic Powers is variable. Each Psychic Power’s
price is detailed in its description within that chapter. In order
to purchase a Psychic Power that has an affiliation with one
of the Dark God’s, the character must first be Devoted to that
god. This Power then counts as a Talent Advance along that
deity’s path.

As with Characteristics and skills, many talents are
affiliated with the paths of specific Chaos gods. Talents which
are typical of that deity’s followers are less expensive for
those on the Dark God’s path. Those talents which are more
commonly used by devotees of other Ruinous Powers are
more expensive for the character to acquire. Refer to Table
2-9: Talent Advance Costs for the specific costs in xp.

In addition to their divine associations, Talents are
divided into Tiers. Tiers are simply ways of representing that

KHORNE AND PSYKERS

The Blood God Khorne has a specific hatred of psykers
and sorcerers and will not suffer their presence. This
can prove to be interesting if a Psyker or Sorcerer takes
enough advances that he becomes Aligned to Khorne.

In game terms, those Aligned to Khorne may never
use Psychic Powers, even if they possess the Psyker
Trait. As long as they are Aligned to Khorne, they also
do not count as having the Psyker Trait.

If such an individual later leaves Khorne’s
Alignment, they can use their Psychic Powers and
count as psykers as normal.

some Talents are more powerful (and therefore cost more
experience) than others. Therefore, all Tier One Talents cost
the same (though the prices may change depending on a
character’s alignment), all Tier Two Talents cost the same,
and all Tier Three Talents cost the same.

However, Tier Two and Three Talents (as well as Tier
One Talents) often have prerequisites that must be met before
the Talent can be purchased. In this way, BLack CRUSADE
characters may find themselves needing to purchase lower
Tier Talents before they buy higher Tier Talents.

Specialist Talents

Some talents are designated as Specialist Talents. These talents
may be selected more than one time, with a different speciality
each time. Please refer to page 118 for more information.

Taking Talents Multiple Times
Some Talents may be taken multiple times, in which case this
will be noted in the Talent description. There are only a few of
these Talents, the most prominent being Sound Constitution
(which increases a Heretic’'s Wounds) and Psy Rating (which
increases a Heretic’s Psy Rating). When taking these Talents
subsequent times, simply pay the experience cost each time.
However, it should be noted that most Talents that can be
taken multiple times have a hard limit—a maximum number
of times they can be taken.

MARKS OF CHAOS

Those characters who are deeply ingrained upon the path
of Alignment to a deity may earn that Dark God’s Mark. A
mark imparts particular abilities upon a character when it is
received. When a character has taken twenty advances upon
a single path of Devotion, their persistence will attract that
sponsor’s attention. If the character has at least five more
Advances from that path than from any other Dark God, then

TABLE 2-9: TALENT ADVANCE COSTS

Patron Status Tier One
True 200 xp
Allied 250 xp

| Opposed 500 xp

Tier Two Tier Three
300 xp 400 xp
500 xp 750 xp
750 xp 1000 xp
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TABLE 2-10: TIER ONE TALENTS
Name Prerequisites Benefit Devotion Page
o Ag 30 Use either hand equally well-reduce penalties for using two dnaligried  J' 118
weapons.
Ancient Warrior Fel 35, WP 35 Veteran of the Long War. unaligned 118
Cold Hearted — Immune to seduction, resistant to Charm. unaligned 120
Combat Sense Per 30 Use Per bonus instead of Ag bonus for initiative. unaligned 121
Cursed Heitloom — Gain ancient item Heretic must always carry. unaligned 121
Disarm Ag 30 Force opponent to drop weapon. unaligned 122
Double Team — Gain additional +10 for outnumbering opponent. unaligned  [22
Enemy — A group or organisation despises the Heretic. unaligned 123
Ferric Summons Ili/ircl}falr‘lzlcl’sslirg;?;is Can summon larger metallic objects. unaligned 124
_Iﬁ;gilnczrrllgWeapon Chaos Space Marine Use any Traitor Legion weapon without penalty. unaligned 127
Iéf;g‘; phgioniof Fel 40 Gain a lesser minion. unaligned 127
Orthoproxy — +20 bonus to resist mind control or interrogation. unaligned 129
Peer Fel 30 Character has good reputation amongst chosen group. unaligned 129
Quick Draw — Draw weapon as Free Action. unaligned 130
Raptor Operate (Auronautica) Increased damage when using jump pack. unaligned 130
Takedown — Make special attack to stun opponent. unaligned 131
Technical Knock Int 30 Un-jam gun as Half Action. unaligned 131
Weapon-Tech Tech Use +10, Int 40 Increase potency of advanced weaponry. unaligned 134
Weapon Trainingt — Use Weapon Group without penalty. unaligned 134
Berserk Charge — Gain +20 bonus to hit when charging. Khorne 119
Flesh Render zz%a;;g)n Jiining Inflicts more damage with Tearing Quality. Khorne 124
Frenzy — Enter psychotic rage to gain combat bonuses. Khorne 124
Pity the Weak S 35, WP 35 Bonuses to Intimidate or Command with weak individuals. Khorne 129
Street Fighting WS 30 Add half WS to Critical Damage. Khorne 131
Unarmed Warrior WS 35, Ag 35 Improves unarmed attacks. Khorne 133
Die Hard WP 40 Improves chances of surviving Blood Loss. Nurgle 122
Disturbing Voice — +10 to Intimidate, —10 to Charm. Nurgle 122
Iron Jaw T 40 Test Toughness to overcome Stunning, Nurgle 126
Jaded WP 40 Ignore mundane horrors. Nurgle 126
Resistancet — Gain +10 bonus to particular resistance test. Nurgle 131
Sound Constitution — Gain an additional Wound. Nurgle 131
Air of Authority Fel 30 Affect more targets with Command Slaanesh 118
Catfall Ag 30 Reduce falling damage. Slaanesh 120
Excessive Wealth Inf 40 Character has more resources. Slaanesh 123
Leap Up Ag 30 Stand as Free Action. Slaanesh 126
Lightning Reflexes — Roll twice and take highest for Initative rolls. Slaanesh 12
Mimic — Character can copy voices. Slaanesh 128
Radiant Presence Fel 45 Character has bewitching aura. Slaanesh 130
Rapid Reload — Reduce reload time. Slaanesh 130
Sure Strike WS 30 Reduce penalties for melee called shots. Slaanesh 132
Unremarkable — Heretic is easily forgotten. Slaanesh 133
Psychic Powert Psyker May take one psychic power. Special 130
Blind Fighting Per 30 Suffer half usual penalties for obscured vision. Tzeentch  [20
Combat Formation Int 40 Use Intelligence bonus for initiative. Tzeentch 121
Deadeye Shot BS 30 Reduce penalties for ranged called shots. Tzeentch 122
Heightened Sensest  — Gain +10 bonus to particular sense. Tzeentch 125
Light Sleeper Per 30 Count as awake even when sleeping. Tzeentch 127
Meditation i Character may enter trance to ignore fatigue. Tzeentch 12
Polyglot Int 40, Fel 30 Character has innate grasp of languages. Tzeentch 129
Total Recall Int 30 Character can remember trivial facts and minor details. Tzeentch  [32
:»\_Narp.Sense g?r] ? Oatmg, I Allows Psyniscience Test as Free Action. Tzeentch 133
 Flalent group.
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TABLE 2-11: TIER TWO TALENTS

Name
Armour-Monger
Betrayer

Child of the Warp
Counter Attack
Deflect Shot

Exotic Weapon Training
Hip Shooting
Hotshot Pilot

Independent Targeting
Luminen Shock

Maglev Transcendence

Marksman
Mechadendrite Use
Minion of Chaos
Sacrifice

Sharpshooter
Two-Weapon Wielder}
Battle Rage

Combat Master

Furious Assault
Hatredt

Killing Strike

Storm of Iron

Swift Attack
Unarmed Master
Whitlwind of Death
Baleful Dirge

Bulging Biceps
Corpus Conversion

Hardy
Netves of Steel

Prosanguine

Unshakeable Will
Crippling Strike
Hard Target
Inspire Wrath
Iron Discipline
Precise Blow
Rapid Reaction
Crack Shot
Foresight
Paranofa

Strong Minded

Warp Conduit

Wisdom of the Ancients
FTalent group.

Prerequisites

Int 35, Tech Use, Trade
(Armourer)

Cold Hearted, Intimidate
Psy Rating

WS 40

Ag 50

BS 40, Ag 40
Ag 40, Operate {any one)

BS 40

Luminen Capacitors, Mechanicus
Implants

Maglev Coils/Mechanicus
Implants

BS 35

Mechanicus Implants
Fel 45, Infamy 30
Psy Rating

BS 40, Deadeye Shot

Frenzy
WS 30
WS 35

WS 50

BS 45, Weapon Training {any
one ranged)

WS 30
WS 45, Ag 40, Unarmed Warrior
WS 40
Disturbing Voice, Intimidate +10

S 45

Psy Rating, Human
T 40

Black Blood/Autosanguine,
Mechanicus Implants

WP 35

WS 50

Ag 50

Air of Authority
Fel 30

WS 40, Sute Strike
Ag 40

BS 50

Int 30

WP 30, Resistance {Psychic
Techniques)

Psy Rating, Strong Minded,
WP 50

Int 40

Benefits
Increase the efficacy of physical armout.

Kill minions or allies for benefits.

Persistent Psychic Phenomena and potential psy
rating boost.

May actack after successful Parry.

Add WS Bonus to AP against Primitive ranged
atracks.

Gain proficiency with one exotic weapon.
Character may shoot when moving,
Heretic can drive or fly anything.

Fire at multiple targets more than 10 metres
apart.

Heretic can discharge energy in melee attack.

Heretic can hover for longer periods of time.

No penalties for firing at long or extreme range.
Gain ability to use certain Mechadendrites.
Gain a minion.

Kill sentient being to augment ritual.

Decrease penalty for ranged called shots.

May fight with two weapons.

Parry while frenzied

Opponents get no bonus for outnumbering
Heretic.

On a successful WS Test, gain free second attack.
Gain +10 bonus to attack hated cteatures.

Spend Infamy Point to make melee attacks
unavoidable.

Adds half WS to Damage against Hordes.

May make multiple melee attacks.

Deadly fighter while unarmed.

Make one attack for each melee opponent.
WP Test or suffer —10 to next roll.

Remove bracing requirements for certain
weapons.

Use blood for power.
Character always heals as if lightly wounded.
Reroll Pinning Tests.

Test to heal 1d5 damage.

May reroll failed Fear Tests.

Add +2 to melee Crit Damage.

—20 to hit character when he Charges or Runs.
Inspire crowds to hatred and anger.

Followers resist Pinning and Fear.

Reduce penalty for melee called shots.

Test Ag to ignore surprise.

Add +2 to ranged Crit Damage.

Contemplate to gain +10 bonus to next Test.
Heretic always alert for danger.

May re-roll failed WP Tests to resist psychic
powers.

Spend Infamy Point to get +1d5 to Psy Rating.

Spend Infamy Point to gain insight into situation.
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TABLE 2-12: TIER THREE TALENTS

Name

Arms Master

Blade Dancer

Bolter Drill

Greater Minion of
Chaos

Gunslinger
Luminen Blast
Master Enginseer

Masteryt
Psy Rating
Sidearm

Step Aside
Target Selection
Unholy Devotion

Blademaster

Blood God’s Contempt
Crushing Blow

Hammer Blow

Lightning Attack
Thunder Charge
Fearless

Master Chirurgeon
Mighty Shot

Never Die

True Grit
War Cry

Assassin Strike

Demagogue

Into the Jaws of Hell
Preternatural Speed
Sprint

Bastion of Iron Will

Blasphemous
Incantation

Eye of Vengeance
Favoured by the Warp
Infused Knowledge

Warp Lock

Prerequisites

WS 40, BS 40, Weapon Training
{any two)

WS 40, Two Weapon Wielder
(Melee)

Weapon Training (Bolt), BS 40
Fel 55, Infamy 50

BS 40, Two-Weapon Wielder
(Ballistic)

Luminen Shock, Luminen
Capacitors, Mechanicus Implants

Tech Use +20, Mechanicus
Implants

Rank 4 in Selected Skill

Psyker

WS 40, BS 40, Two Weapon
Wielder (Ballistic, Melee)

Agility 40, Dodge, Parry

BS 50

Minion of Chaos

WS 30, Weapon Training (any
melee)

Frenzy, WP 40

WS 40

Crushing Blow

Swift Actack

S 50

Nerves of Steel
Mediacae +10
BS 40

WP 50, T 50

T 40
S 50, WP 50, Disturbing Voice

Ag 40, Acrobatics

Inspire Wrath
Iron Discipline, Fel 50
WS 40, Ag 50

Psy Rating, Strong Minded,
Willpower 40

Psy Rating

BS 50

WP 35

Int 40, Lore (any one)

Psy Rating, Strong Minded,
Willpower 50

Benefits

Less penalty for using weapons untrained.

Reduced penalties for fighting with two melee

weapons.

Additional DoS when firing Bolt weapons.

Gain a greater minion.

Reduce penalties for fighting with two pistols.

May discharge stored energy as ranged attack.

Can spend Infamy Points to automatically succeed

on Tech-Use Tests.

May spend Infamy Point to automatically succeed

Test concerning selected Skill.

Character increases psychic potential.
Reduce penalties for fighting with pistol and

melee weapon.

May make additional Dodge or Parry attempt.
May shoot into melee without penalty.

Minions take hits for the Heretic.

Reroll missed attack, once per round.

Spend Infamy Point to gain resistance to Psychic

Powers.

Add half WS Bonus to damage inflicted in melee.
Make a Thunderous single strike with a melee

weapon.

Heretic may make many melee attacks with single

roll.

Break enemies with armoured charge.

Immune to Fear and Pinning.

Perform advanced medical procedures.
Add half BS Bonus to ranged damage rolls.
Ignore penalties from Critical Damage by

spending Infamy Point.
Reduce Critical Damage taken.

Gain Fear Rating with fearsome war cry.
After making melee attack, test Acrobatics to

move.

Affect larger groups with Charm and Intimidate.

Followers ignore fear and pinning.
Doubles speed when charging.
Move more quickly in combat.

Gain bonus to Opposed Tests defending against

psychic powers.

Incant secret words of power to enhance abilities.

Increase chances of Zealous Hatred.
Roll twice for Psychic Phenomena and choose.

Know a little bit about everything.

Ignore Psychic Phenomenon once per session.
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hey earn the mark of their respective Chaos God. Once a
Mark is earned, it is kept for as long as they remain true to
their Devotion.

No expenditure of xp is required to receive a Mark of Chaos.
It is instead a reward from the Ruinous Powers directly to those
servants who are most true to their ways. Note that Marks may
also be received via Gifts of the Gods on pages 299—303.

If a character ever leaves a path of Devotion that has earned
them a Mark of Chaos, they immediately lose the Mark and all
associated benefits. In addition, they incur the wrath of their
former sponsor. At the time they leave the path that garnered
them the Mark, they must immediately roll twice upon Table
9-1: Gifts of the Gods (see page 291) and pick the worse result
(the GM is the final arbitrator whether a result is bad or not).

Note that there is no Mark for being unaligned.

Mark of Khorne

Characters that have earned the Mark of Khorne are marked
by the Blood God, either as a physical mark emblazoned on
a prominent part of their body or a more secretive but no less
permanent mark upon one’s soul. While the sigil causes no
wound Damage, it continually weeps blood. These characters are
constantly driven to spill additional blood for their dark patron.
Benefits: The character gains the Resistance (Psychic Powers)
Talent, the Brutal Charge Trait, and Unnatural Strength (+2)
if he does not already have them. In addition to these Talents,
the Mark may grant further bonuses as determined by the
GM and may be a pre-requisite when performing rituals and
interacting with various beings of the warp, etc.

Mark of Nurgle

Heretics with the Mark of Nurgle are marked by the Plague
Father, either as a physical mark corroded into their corrupted
flesh or a more secretive but no less permanent mark upon
one’s soul. The sigil constantly weeps pus like a viciously
festering wound, though this causes them no Wound Damage.
These characters are compelled to constantly spread Nurgle’s
Rot throughout the galaxy:

Benefits: The character gains the Stuff of Nightmares and
Unnatural Toughness (+1) Traits. In addition to these Talents,
the Mark may grant further bonuses as determined by the
GM and may be a prerequisite when performing rituals and
interacting with various beings of the warp.

Mark of Slaanesh

Recipients of Slaanesh’s mark are marked by the Lord of
Pleasure, either as a perfectly formed mark upon their body
or a more secretive but no less permanent mark upon one’s
soul. Characters who bear this Mark must attempt to seduce
those they encounter to the paths of lust and greed.
Benefits: The character gains the Heightened Senses (All)
Talent and the Unnatural Fellowship (+2) Trait. In addition,
the Mark may grant further bonuses as determined by the
GM, and may be a prerequisite when performing rituals and
interacting with various beings of the warp, etc.

Mark of Tzeentch
Heretics with the Mark of Tzeentch are marked by the Master
of Fate, either as a physical mark emblazoned on a prominent
part of their body, or a more secretive but no less permanent
mark upon one’s soul. The emblem constantly glimmers with a
distracting sparkle that flickers at the corner of the eye, almost
like a gateway to the warp. These characters are constantly
compelled to discover hidden secrets, to share with their Dark
God.

Benefits: The character gains the Unnatural Willpower (+1)
Trait and the Psy Rating (+1) Talent. If he does not already
have it, he also gains the Psyker Trait. In addition to these
Talents, the Mark may grant further bonuses as determined
by the GM and may be a prerequisite when performing rituals
and interacting with various beings of the warp.

STAGE 6:
EQUIPITIENT AND
CORRUPTION

“It is not enough to defeat your foe. His people must be ravaged, his
homeland laid waste, and his reputation laid bare. Only then will
“your name be known as a true servant of the gods.”

— Battlelord Octavius Kohl

t this stage players may choose to acquire additional
Aadventuring gear for their characters. Rather

than tracking particular amounts of currency, his
ability to acquire gear is determined by his Infamy. As this
value increases, he is more likely to have ransacked critical
installations to acquire unusual objects. In addition, other
devotees of the Dark Gods may know him by reputation and
offer powerful artefacts to him as gifts to garner his favour as
well as that of his dark master.

As a character performs more of these 