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INTRODUCTION

ogue Traders commonly operate beyond Imperial
authority, their Warrants of Trade ensuring that they
are mostly above questions of law whilst beyond the
borders of the Imperium. However, for many Rogue Traders,
it is not enough to simply explore the unknown reaches of the
galaxy; there are some amongst these privateering merchant
princes who feel compelled to push the limits of the Lex
Imperialis, operating as smugglers, pirates, mercenaries and
worse under the very noses of Imperial authorities.

Hostile Acquisitions is a guide to operating as such a Rogue
Trader who skirts the edges of the law, acting as a criminal
in order to gain greater wealth and power. The guidelines
presented in this tome provide players and Game Masters
alike with information on criminal activities, antagonists, and
adventures that take place on the wrong side of the law.

WHAT’S IN THIS BOOK?

This sourcebook is divided into distinct chapters, each focusing
on a crime, criminals, and the activities of Rogue Traders that
go beyond Imperial law. Each section provides key insights into
particular aspects of crime in the Calixis Sector and the Koronus
Expanse, the elements within the Imperium who attempt to
curb the excesses of crime lords, and the rewards of those
miscreants able to enjoy their ill-gotten gains. Player characters
are presented with a wealth of new options, including new
Advanced Careers, weapons, and ship components to better
achieve their underworld ambitions.

Throughout the book are letters from Nathin Tsanthos, a
visionary, an elitist, and a consummate scoundrel. Although
Tsanthos started life on the parochial Agri-world of Spectoris,
he arranged passage off-planet, and was soon participating
in a far more cultured and civilised life. Tsanthos’s obsession
is knowledge, searching for hidden lore and forgotten facts.
To obtain that knowledge, he covets wealth and power, and
now happily plays the grand game of a freelance operative for
powerful Rogue Trader dynasties.

To Nathin Tsanthos,

1 greatly appreciate your efforts on my regard, sir. When I was furst told you we.re one of the best
resources on...questionable enterprise in the Sector and the Expanse beyond, I must admit I was
Skeptical. Your operation against Travix Malgor convinced me otherwise. jélft'e; the I nquisition’s
investigations, the Viscount has completely withdrawn his claims on my interests in the Rubycon -
IT system. I can only assume that the discovery of Kroot talisman-artefacts in the Viscount's
hive-spire had something to do with the sudden scrutiny by the Holo Orods? In any case, you are
a true gentleman, and you may expect the token of my appreciation shortly.

CHAPTER I: CRIMES AGAINST
HUMANITY

This chapter contains information on the nature of crime
in the Imperium, describing the edicts enforced by the Lex
Imperialis and its effects on notorious outlaws and Rogue
Traders alike.

CHAPTER 11: PrAYING THE ROGUE

For those Rogue Traders who prefer to tread a more lawless
path, this Chapter presents numerous player character options,
new Advanced Careers, and special gear.

CHAPTER 111: OPPOSITION AND
ADVERSARIES

From the shadowy forces of the Inquisition to the stern
authority of the Adeptus Arbites, this Chapter details many
of the forces that attempt to stamp out any criminal activity
in the Koronus Expanse and Calixis Sector. However, Rogue
Traders are not only slippery and inventive, they possess the
wealth and power to achieve any ambition, even those that
skirt the edge of Imperial law. Thus, this Chapter also presents
rules on how to successfully run a Criminal Endeavour.

CuAPTER IV: THE NEMESIS PATH

Rogue Traders face many challenges on the path to attain their
ambition—this Chapter details a method for a GM to create
an archenemy for a Rogue Trader Dynasty. Brutes, heretics,
and criminal masterminds are but a few of the opponents that
stand in the way of becoming a legend of the Expanse.

CHAPTER V: RICHES OF THE EXPANSE

The Koronus Expanse contains wonders and treasures beyond the
imagination of most Imperial citizens. Rogue Traders, however,
can imagine quite a bit! This Chapter presents a number of the
more unusual (and valuable!) prizes that Rogue Traders compete
to discover and exploit within the Koronus Expanse.
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CHAPTER I
CRIIMES
AGAINST
HUMANTY

No servant of the God-Emperor dies unavenged, and no enemy of
His escapes unpunished.

—The Promise of the Pax Imperialis, Marshal Orrik Von
Darnus, 883.M40

he laws of the Imperium of Man are as numerous and
Tvaried as the planets of which it is composed. Indeed,

while the Lex Imperialis is codified in the massive and
byzantine Book of Judgement (itself actually countless ever-growing
volumes as Imperial law constantly refines and develops), the
Imperium is far too great for each of its worlds to be held under
a single code. Instead each segmentum, each system, each world
has its own set of laws and punishments dealing with the specific
minutia of that particular locale, while the Lex Imperialis oversees
the Imperium as a whole.
This chapter discusses a number of issues related to law
within the Calixis Sector and the Koronus Expanse, including

ALINVLIINE
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THE LOCATIONS IN THIS BOOK

This book is somewhat unique amongst the Rogue
Trader line, as many of the locations listed here are in the
Calixis Sector, instead of the Koronus Expanse. This is
because this is a book on crime, especially as it pertains
to Rogue Traders. Within the Koronus Expanse, beyond
the boundaries of the Imperium, Rogue Traders are not
bound by the laws of the Imperium or its many planets.
Piracy, smuggling, trading in proscribed xenos artefacts,
all are within a Rogue Trader’s grasp, as long as they
have the might to back it, and so long as they remain
within the Koronus Expanse.

However, many Rogue Traders must return to the
Calixis Sector to turn any ill-gotten gains into profit.
Once they return, they are again subject to Imperial
Law and may be prosecuted by the Imperium. In
the case of piracy, Rogue Traders may even choose
to conduct their piracy amongst the rich shipping in
the Calixis Sector, only to flee back into the Koronus
Expanse to escape justice. For this reason, this book
discusses law, punishment, and enforcement within the
Calixis Sector as well as the Koronus Expanse.

how laws are enforced, how criminals are punished, and how
the laws and their enforcers relate not only to the common man
within both regions but also to Rogue Traders and members
of the Adeptus Terra at work within their boundaries. The
chapter also outlines how the Lex Imperialis is interpreted and
utilized within the Calixis Sector. Finally, the chapter deals
with Rogue Traders and how they relate to Imperial Law in
their day to day operations, including what constitutes crime
for a Rogue Trader, common criminal enterprises pursued by
Rogue Traders in the Calixis Sector and Koronus Expanse,
and how a Rogue Trader goes about building and maintaining
a criminal legacy:.

THE LEX IMPERIALIS AND
THE BOOK OF JUDGEMENT

The Lex Imperialis is written down in the Book of Judgement,
kept by the Adeptus Arbites. The Book of Judgement has been
painstakingly collated over millennia and embodying every
decree ever passed by the High Lords of Terra. In fact, the
Book of Judgement has long-since grown beyond the confines of
a single tome, no matter how large, and comprises countless
records, books, and decrees. The oldest are scribed in human
parchment, written in unknown languages by long-forgotten
functionaries. However, every day new volumes of parchment,
data-records, and encoded holoscript are added to the Book
of Judgement, and interred in the Hall of Judgement on Holy
Terra. Shelves of tomes rise hundreds of metres above canyons
of marble and iron, covered with a spiderweb of gantries and
the ant-like figures of scribes and servitors as they search for
specific precedents amongst the debris of judgement.

As a sector ruled by the Imperium, the Calixis Sector follows
the precepts of the Lex Imperialis and the Book of Judgement. Over
the centuries, of course, the interpretation of the Lex Imperialis
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by various Sector Lords and Judges became more and more
bloated and unwieldy from numerous additions, amendments,
exceptions, and clauses, the remnants of interpreting Imperial
law to the needs of specific locales. There exists a veritable
army of thousands of clerks, litigants, and barristers toiling
away on Scintilla just to interpret its ever evolving decrees and
dicta. Indeed, the most astute Rogue Traders, trade houses, and
merchant interests keep their own teams of legal scholars in their
employ, both to keep them abreast of the current state of law
in the Sector as well as to give them protection and guidance
should they become embroiled in legal proceedings. The Rogue
Trader Joquin Saul has sent one of his cargo vessels to Scintilla
once a decade to obtain the most up to date records of the Lex
Imperialis as interpreted by Sector law.

The laws of the Calixis Sector can be broadly broken
into three categories. The first is referred to in this book as
Imperial Law, the laws concerned with matters that affect
the Imperium as a whole. The second is referred to as Sector
Law, concerned with more mundane crimes and punishments.
Although at the formation of the Calixis Sector, Lord
Militant Angevin decreed that the Lex Imperialis would be an
over arching template for all planets in the Calixis Sector,
practicality every world has its own variations, adapted to
its own needs. The third category is Ecclesiarchical Law, laid
down in myriad Ministorum documents and treatises as the
Ecclesiarchy established itself behind the Angevin Crusade,
and concerned with matters that affect the God-Emperor’s
Holy Church and the populace’s spiritual well-being.

Each category is further broken down into countless lists
of laws, their attendant punishments, how they are applied
throughout the Sector, and the ways in which prosecution of
all laws is to be carried out. Though these examples are only
a few variations amongst the many lenses through which
the Lex Imperialis is viewed, it does provide some general
guidelines and an overview for interpreting Imperial Law in
the Calixis Sector and Koronus Expanse.

IMPERIAL CRIMES

“Does the robbery of your place of business affect the stability of this
entire planet? No? Then it appears you are guilty of wasting my time.”

—Arbitrator Senioris Harriet Otto

Some crimes are so heinous, blasphemous, or over-arching that
they can affect the stability of the Imperium as a whole. In
his tome The Promise of the Pax Imperialis, Marshal Orrik
Von Darnus wrote that such crimes could be referred to as
“Imperial Crimes” to adequately reflect their severity, and the
concept (having come from such an august personage as Von
Darnus) has persisted within the precinct-fortresses of the
Calixian Arbites. Such crimes are typically part of larger, far
reaching criminal conspiracies aimed at overthrowing planetary
governments or striking at members of the Adeptus Terra, the
Administratum, or any and all duly appointed officials of the
Imperial government. These are the crimes with which the
Adeptus Arbites often concern themselves with, leaving smaller
matters that don'’t directly threaten the Imperium to planetary
authorities and local enforcers. In the history of the Calixis
Sector, these Imperial crimes are the ones Rogue Traders are

most often prosecuted for. This is not because Rogue Traders
are somehow less likely to commit “minor” crimes, but simply
because their political clout (or raw military power) is often
enough to make prosecuting these crimes pointless and
possibly dangerous. While the tomes of the Adeptus Arbites
list a veritable infinite number of crimes against the Imperium,
there are a few that stand out as particularly heinous in the eyes
of the Arbites operating within the Calixis Sector. These crimes
threaten the stability of the Imperium’s hold on the Sector, or
undermine the strength of the Imperial Adeptus Terra. Since
the Calixis Sector is a frontier sector, relatively isolated from
the wider Imperium, the local Arbites are constantly watching
for any attempt to break away from Imperial rule. Any crimes
that may lead to such horrifying treason are thusly quickly and
ruthlessly stamped out.

DEFRAUDING, INTERFERING WITH, OR

ASSAULTING THE ADEPTUS TERRA

Actively defrauding an official or branch of the Adeptus Terra
entails engaging in a systematic, ongoing course of conduct with
intent to deprive that official or branch of its rightful gelt or
property. This could be as small as an attempt to defraud and
separate a single foolish Administratum official of his savings, or
as large as selling a planetary government a fleet of nonexistent
interplanetary voidships. Whatever the case, and the types of
schemes are as varied and numerous as the men and women who
perpetrate them, the Adeptus Arbites takes a dim view of preying
on the branches of the Adeptus Terra or planetary governments
for ill-gotten gains. They also tend to take exception to those
who would do those officials harm by physical means.

Von Darnus saw any actions against a member of the
Adeptus Terra as a more subtle form of sedition. Though the
fate of one Adeptus official was inconsequential, he wrote that
each member of the Adeptus Terra was a symbol of Imperial

THE LEX IMPERIALIS AND THE
CALIXIS SECTOR

The codified Lex Imperialis is a labyrinth of laws
and ordinances that govern the Imperium’s scattered
worlds. Imperial Law is, for the most part, brutal and
unyielding, yet understanding every nuance of its
breadth and scope is an impossible task. In addition,
the Lex Imperialis can be interpreted with a myriad
minute differences across the galaxy, as many as the
myriad different cultures in the Imperium. More
importantly, the Lex Imperialis does not deal with the
laws of specific planets. Instead, it deals with the rule
of the Imperium—in other words the Imperial Tithe
and the workings of the Imperium as a whole.

Within the Calixis Sector, the Adeptus Arbites and
other Imperial Agents tend towards a fairly “average”
interpretation of the Lex Imperialis, if such an
interpretation can be said to exist. Of course, even then
each Judge and Arbitrator has their own interpretation
of the finer points of Imperial Law, and each one’s view
of the Lex Imperialis is different.

'CRINIES AGAINST
HUMANITY
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~ rule and authority, and a blow against them was actually a blow
against those institutions. His answer was that such actions
should be matched by maximum force, an appealing message
for many more martially-minded Arbitrators (including the
current Lord Marshal).

SEDITION AGAINST THE IMPERIUM

Von Darnus defined sedition as the act of fomenting insurrection,
violent or otherwise, against the Imperium and any duly appointed
officials appointed by the Administratum such as planetary or
sector governors. Seditionists often use subversive means to act
against the rightful governance, such as protests,
strikes, and spreading discord through writings,
pamphlets, broadcasts, and other media. There
are many forms of sedition, and the term is
largely used in the Calixis Sector as a catch
all by the Arbites for a number of high crimes
and misdemeanours. Most Arbitrators claim that
sedition is something that is known when it
is seen, and the strictures of their Book of
Judgement gives them plenty of leeway in
which to interpret what activities do and
do not fall into this category.

Sedition is seen as a particularly heinous
crime by many officials of the Adeptus Terra,
not just the Arbites, but as noted previously,
Von Darnus held it in particularly strong
revulsion, seeing it as a blow to the very
integrity of the Imperium. Interestingly
enough, although few Rogue Traders in the
Expanse have ever read Von Darnus’s baoks,
a surprisingly large number share his views.
Many regard spreading discord against the
Imperium as against their sacred Warrant—
or at least against the best interests of their

I
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own bottom line.

TREASON
A treasonous act, Von Darnus wrote, is
one that actively betrays the God-Emperor,
members of His most holy Adeptus, and any and
all duly appointed officials thereof. He saw it as |
the malign growth resulting from the seed of
sedition. Acts of treason include taking up arms
against Imperial forces, actively taking part in or
causing the overthrow of an Imperially sanctioned
planetary government, giving aid and comfort to vile
xenos, and numerous other crimes that strike directly
at the governing and military bodies of the Imperium.
Treason, unlike sedition, nearly always entails direct action,
although that action may not always be overt. Because
of this, Lord Marshal Goreman encourages the Calixian
Arbites to act quickly and decisively against treasonous
acts, crushing them utterly and brutally before they can
grow to a point where the Arbites do not have the

. power to contain them.

Interestingly ~enough, more

Rogue Traders operating

out of the Koronus Expanse have been accused of treason than
sedition. Though many of their charters allow activities that
might be considered treasonous (such as dealing with xenos
races), there are plenty of zealous Imperial agents who have
attempted to hold them accountable nonetheless. One notable
instance was when the Rogue Trader Vorix Malcord was arrested
in Port Wander for treason, because his grandfather had traded
shipments of corpse-starch with the Stryxis. (His subsequent
escape has become known as the “Garbage Scow War” to the port’s
inhabitants, and is an object lesson to the station’s Arbites on just

how difficult it is to confine
a Rogue Trader).




ORRIK VON DARNUS AND THE PROMISE OF THE PAX IMPERIALIS

A very senior Judge of the Calixis Sector a millennia ago, Orrik Von Darnus turned to intellectual pursuits late in his
career, devoting nearly a century to research and analysis of the Pax Imperialis and how it is implemented in the Calixis
Sector. Though he wrote many books and treatises, his seminal work was The Promise of the Pax Imperialis, a volume so
large that a printed copy requires two cargo-hauler servitors to move. Later scholars argue whether Von Darnus wrote
The Promise in an attempt to simplify the application of Imperial Law in the Calixis Sector, or simply because the old
man derived far too much pleasure worrying away at thorny issues of legal precedent.

Von Darnus’s primary arguments focused on the idea that the Calixian Arbites’ attentions should focus on crimes of

sedition, treason, and actions that undermined the Adeptus Terra, while leaving most “lesser” crimes to a planet’s local
enforcers. He went on to say that as isolated as the Sector was from the rest of the Imperium, such crimes posed the
greatest threat to Imperial rule, and should be prosecuted aggressively.

Even now, a thousand years later, many senior Calixian Arbitrators regard Von Darnus’s writings as something of
an authority on the implementation of Imperial Law. Currently, the Lord Marshal of the Great Calixian Precinct Luthir
Goreman’s opinions cemented the high regard with which many Calixian Arbites hold Von Darnus’s works. The Lord
Marshal has a habit of quoting The Promise of the Pax Imperialis when pronouncing rulings, and is said to keep a
near-complete collection of Von Darnus’s books in his personal offices. Some of the Judges in the Calixis Sector wryly
comment that Goreman is such a fan of Von Darnus because he finds it easier to refer to a single set of books than to
spend weeks researching the original volumes those books were based on. It is certainly true that the Lord Marshal
would rather be dealing decisively with malcontents than researching in a librarium, though those same Judges never

CRITES AGAINST

HUMANITY

make a point of mentioning this to his face.

SECTOR AND
PLANETARY CRIMES

“The punishment of criminals should be of use, for when a man is
hanged he is good for nothing. On the other hand, even a hanged man
is useful as an example.”

—Attributed to St. Drusus

Whilst Rogue Traders often operate outside of or above the
law, it is first best to describe these laws before going into detail
about how they are circumvented by the holders of a Warrant
of Trade. Von Darnus referred to “Sector or planetary crimes”
as “those perpetrated by Imperial citizens within the Calixis
sector against other citizens and any non-governmental or non-
religious institution.” Though the noted Marshal spent very
little of his time writing about these crimes (preferring to focus
his work on the high crimes of great import in the Sector), this
definition is broadly accurate—there are a great many crimes
that do not affect the workings of Imperial government or
the Ecclesiarchy. Von Darnus did not consider these crimes as
worthy of the Arbites’ attention, because though they might
affect the lives of individuals, they could never affect the
stability or security of the Imperium as a whole.

These “minor” crimes might encompass everything from
common misdemeanours like petty theft, assault, vandalism, and
trespassing to serious felonious infractions like arson and murder.
Planetary crimes are typically the purview of each world’s
planetary law enforcement agents. Though often known by the
ubiquitous title of “enforcer,” many planets have their own name
for their local law enforcement. Scintilla, for example, refers its
enforcers as the Magistratum, and other planets in the sector have
followed its lead. (Of course, this may even vary from city to city
on a single world, much less from planet to planet).

A comprehensive list of criminal offences from each world
within the Calixis Sector would be nearly impossible to record.

*
*

Indeed, the numerous worlds and cultures within the Sector are
so varied that the legality of an act can change between levels
within a hive, let alone across whole systems or regions of
space. In fact, nearly every world’s laws are wildly different. An
intelligent Rogue Trader would be advised to keep a working
knowledge of any of the laws on worlds he might visit, lest he
run afoul of a crime he knew nothing about.

Even on Scintilla, the Sector capital, there is variance in law
and the interpretation of those laws between hives and indeed
even between different sections within each hive. Therefore,
an exhaustive list of laws and punishments on Scintilla, with
all of their ordinances and clauses and sub-clauses, would take
entire data vaults.

Despite all this, there are certain activities that many human
civilisations generally frown on. Some of these crimes are
listed here, although it should be noted that what constitutes
a burglary, for example, may vary greatly for world to world,
and the punishment for murder may be very different on
Scintilla compared to Footfall.

In all cases, the varied natures of worlds within the Imperium
make absolute definitions of what constitutes these crimes
meaningless. Likewise, trying to define a set punishment for these
crimes is also impossible. Instead, several examples are provided.

BURGLARY AND THEFT
At its simplest, burglary is the act of forcing entry into a
building or vehicle for the purposes of committing a crime,
and theft is when one individual takes something that does
not belong to them. While this crime is typically theft,
oftentimes burglaries are committed for other reasons such as
sabotage or to cover up another crime. There are a number
of variables concerning the reasons for and the manner
in which the crime is committed, that dictate the
relative severity of the punishment.

For example, if one of Scintilla’s citizens
commits burglary against another, the



punishment can include fines, the pillory, or imprisonment
(and often subsequent recruitment into a voidship’s crew or
Penal legion). However, if one is foolish enough to rob one
of the hive nobility, a traditional punishment is being turned
into a servitor and delivered to the wronged party, so that
the burglar’s remaining life can be used “apologising” for the
crime. Meanwhile, amongst the clans that live in the day-side
deserts of tidally locked Barsapine, theft or burglary of minor
items is often ignored, and indeed considered something of a
sport. However, should someone steal water or other means
of survival, the penalty is a swift death and harvesting the
water in one’s body to pay the aggrieved party.

If the burglary is heinous enough, perhaps the theft of
Imperial secrets or the fixtures and trappings of a cathedral,
the Imperial Adeptus may become involved. This usually
means the stakes, and the penalties, rise considerably.

1

DESTRUCTION OF PROPERTY

Destruction of property could refer to as any number of
crimes, such as vandalism and arson. Even more than theft,
the definitions of these crimes vary wildly depending on the
planet one is on.

For example, amongst the scrap-nomad armies of
TIocanthos, vandalism is a fact of life, and usually resolved
with brawls or the occasional stabbing. However, many hives
regard vandalism (especially when it targets systems vital
to keeping their artificial worlds alive) as abominable, and
arson as little better than mass murder. These locations are
likely to treat such crimes accordingly, punishing them with a
horrifying, tortuous death.

Most Rogue Traders are above persecution for crimes of
this type. In extreme cases a small, trifling fine may be levied,
but nothing that would greatly affect the Rogue Trader’s
bottom line. Of course, this does depend on how serious
the world the Rogue Trader is on views the crimes. Stories
are still told of an unnamed Rogue Trader who breached
Gunmetal City’s 3rd Tier Slag-gates to cause a distraction
during delicate contract negotiations with the hive’s elite. It is
said that after thousands of deaths from the white-hot metal
flows, the entire hive rose up as one to capture the Rogue
Trader and his entourage, and the foolish souls were executed
by being slowly lowered into the magma pits.
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MURDER
Murder can often carry some of the harshest punishments
levied by the planetary magistratum, though like so much
within the Imperium, the penalty for murder is often relative.
On the feudal mining world of Sepheris Secundus, for
example, the murder of a serf by another serf may result in a
cursory investigation if the noble is interested in discovering
who destroyed his property—while the killing of a serf by
a noble is not a crime at all. Should a serf actually kill a
noble, the punishment is a terrible and protracted death,
while the murder of one noble by another typically
becomes a hotbed of political intrigue and infighting
during which very little investigating or ‘justice’
takes place. Likewise, on many hive worlds,
. murders are taken more or less seriously

TuE PENAL LEGIONS

The Imperium does not believe in waste, and an oft-held
view is that even its dregs can serve. This means that
those arrested for crimes often find their stay in a prison
curtailed, their sentence transformed into altogether more
foreboding service. Sometimes this is as a press-ganged
indentured worker aboard a starship of the Imperial Navy,
chartist captain, or Rogue Trader. Other times, they serve
as fodder in one of the Imperium’s vast penal legions.

Equipped with only basic weaponry—a knife,
lasgun, and flak armour if they are lucky—penal
legionaries also have explosive collars clamped
around their necks, an immediate and terminal source
of discipline should they disobey orders. They're
mustered into squads and platoons under the command
of custodians and hurled into battle. Their sentence is
almost always until death, and unsurprisingly, their
sentence is often very short.

depending on the wealth and political power of the victim
(and possibly the murderer).

Within the typically draconian penal codes of many
worlds, the circumstances surrounding a murder, such as
intent, pre-meditation, or other extenuating circumstances,
are rarely taken into account. Instead, it is enough to know
that a life has been taken, and the guilty parties will be
punished accordingly. A citizen found guilty of committing
murder usually, at the very least, receives a sentence of
imprisonment, typically one of many years performing hard
labour on a penal world. More often, however, murderers are
executed. The method of execution could range from being
sealed permanently into a cage and gibbeted, incineration,
void expulsion, or a simple and expedient boltgun round.

Those found guilty of murdering planetary or Imperial
officials are often killed quickly, publicly, and gruesomely, as
to make an example of the guilty party.

In contrast, Rogue Traders can often get away with
murdering someone unimportant with barely a slap on the
wrist or stern reprimand on many worlds. Their status as
peers of the Imperium affords them a great deal of protection,
unless their victim is one of similar authority.

Fraup

Perpetrating a fraud, an intentional deception made either
for personal gain or to discredit another citizen, business,
or institution, is one of the most common and most varied
crimes in the Calixis Sector. Fraud covers a wide range of
crimes from simple bait and switch practitioners in bazaars
and trade-floors that relieve the unwary of a pocketful of gelt,
to the bankrupting of business concerns and the bleeding
dry of lending houses by professional con men. Other crimes
like counterfeiting, forgery, embezzlement, fixed games of
chance, false advertising and many other schemes that rely on
the gullibility and good nature of others also fall under the
auspices of fraud. Fraud is prosecuted with varying degrees of
zeal throughout the Sector, again depending on the location
and the target. A fortune-spinner or charm seller in the




depths of Hive Sibellus will likely be ignored by the local
Magistratum, if they’re even noticed in the first place. However,
the masterminds behind the infamous Torasis Counterfeit,
which divested the DeVayne Incorporation of some millions
of Thrones, were pursued throughout the Calixis Sector.

IMPERSONATING A PLANETARY OR
IMPERIAL OFFICIAL

The current Lord Marshal of the Calixian Great Precinct,
Luthir Goreman, is particularly concerned with the possibility
that criminals may impersonate local Imperial officials—the
act of portraying oneself as a member of the Adeptus Terra,
the Imperial armed forces, any planetary government, or
any duly appointed officers sanctioned by the previously
mentioned institutions, for the purposes of personal gain.
This is part of the reason that he recently decreed that the
various precincts in the Calixian Arbites can adopt minor
modifications to their uniforms (making it more difficult for
criminals to craft convincing fakes.

However, even without these provisions, impersonations are
an incredibly risky crime, perpetrated by only the most brazen
or desperate criminals. Officials typically impersonated are law
enforcement officers, low and mid-level functionaries of the
Adeptus Terra, members of the Imperial armed forces, customs
inspectors, and any other official where the chance for wealth,
power, or criminal opportunity by impersonation outweighs the
extremely harsh penalties for being caught. The punishments
for impersonating a planetary official vary according to the kind
of official impersonated and the type and severity of crimes
committed during that time, and might range from flogging,
gibbeting, sent to a penal world or penal legion, or the ubiquitous
execution. Impersonating an Imperial official is much more likely
to carry a death sentence, and it is also likely to be very public (it
is also more likely to draw the attention of the Adeptus Arbites,
depending on the planet where this takes place).

EccrLesiArRcHICAL CRIMES
AND ENFORCEMENT

Often, the charge of Heresy is difficult to prove—
either guilt or innocence—so those responsible for
prosecuting it (whether members of the Arbites, local
enforcers, the Ecclesiarchy, or even the Inquisiton) may
take a “I know it when I see it” approach. Thus, accusing
someone of heresy results in arrests based entirely on
the perceptions of the authorities. Unless the suspect is
high-placed or well-connected—such as many Rogue
Traders—a suspect accused of heresy faces a difficult
series of questions and investigations. Unless a suspect
has the influence, means, or evidence to defend himself,
it is very likely that he will be executed—a common
maxim in the Imperium is that it is better that a thousand
innocents die than for one heretic to go free.

It is important to note that the majority of Arbitrators
and Enforcers in the Calixis Sector and Koronus Expanse
do not differentiate between Ecclesiarchical Crimes,
lumping them all under the broad heading of ‘heresy’.

ECCLESIARCHICAL
CRIMES

“The Heretic and Blasphemer can offer no excuse for their crimes.”

—Cardinal Beneficta

The various branches of the Adeptus Terra have often been
competitive and territorial, and this can often translate into
fights over jurisdiction. For example, local offices of the
Ecclesiarchy may often spar (often verbally, but sometimes
physically) with their Arbites counterparts over what crimes
may fall under who’s purview. Such offences can cover a
number of offences, both Imperial and local, that directly
affect the Ecclesiarchy and any and all duly appointed
representatives thereof operating in the Calixis Sector.

The Cardinal Cal Sutai Arran—known to most of the
worthies of the Calixis Sector as the Venerable Cal—has long
strove to increase the strength and power of the Ministorum
in the Malfian Sub-sector. He sees it as nothing less than
his divinely ordained duty, and though his incredibly
aged body may be failing, his fierce intellect and fiery zeal
remain undiminished. One means by which the Venerable
Cal wishes to increase the strength of the Ecclesiarchy is
by increasing its secular authority in matters of justice and
judgement, and he encourages cadres of priests and Adepta
Sororitas to prosecute any crimes they see as against the
Ecclesiarchy, even if that link is tenuous. Ironically, the
Venerable Cal is mainly concerned with the advancement of
his own faction of the Calixian Ecclesiarchy—the Periphery
Church. However, its ongoing rivalry with the central
Tarsine Synod (the most powerful Ecclesiarchical faction
in the Sector) means the Synod has taken similar steps to
remain competitive with their rivals.

The entire situation can be compounded by the fact that
whether or not a crime should fall under the purview of the
Arbites or the Ecclesiarchy (or any number of other members
of the Adeptus Terra, for that matter) can often be argued
either way. Indeed, a crime with little or no obvious religious
significance may be declared an Ecclesiarchical crime via the
use of some loophole or other legal chicanery as a means for
the Ecclesiarchy to assert political power, or simply to make
an example of the accused. In the Calixis Sector, the Venerable
Cal, and now in response Arch-Cardinal Ignatio, have long
maintained that Ecclesiarchical crimes are under its sole
purview (as have other prominent members of the Calixian
Ecclesiarchy in the past). However, due to the aforementioned
nebulous nature of some crimes defined as ‘Ecclesiarchical’,
Cal or Ignatio’s agents may well find themselves in conflict
with other heads of the Adeptus Terra, such as Lord Marshal
Goreman or Lord Inquisitor Caiden, over jurisdiction in cases.
In other situations, these disparate organizations may work
hand-in-hand, especially certain branches of the Inquisition
who traditionally have close ties to the Ecclesiarchy.
Nonetheless, those tasked with rooting out blasphemy
and heresy are some of the most zealous and dedicated
servants of the God-Emperor. '

CRINES AGAINST
HUMANITY
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BLASPHEMY

The Calixian Adeptus Ministorum is not a united front, no
matter how it may appear to outsiders. In fact, it is riven
by multiple factions and disrupted by constant political
manoeuvring by the various synods and individual Cardinals.
This means the definition of crimes such as blasphemy can
vary wildly from synod to synod (or even world to world)
depending on the whims of the various faction leaders. On
many worlds, this can make even the faintest hint of disrespect
toward the Adeptus Ministorum both a sin and a punishable
crime. However, many local Confessors and Hierarchs
recognise that there are differing levels of blasphemy, and the
severity of their punishments can vary greatly. It is important
to note that various churches and branches of the Ecclesiarchy
maintain their own definitions of blasphemy, which vary
wildly based on tradition, local planetary cultures, or even
the whims of an important Ministorum official.

HERESY

In general, heresy is defined as the rejection of the orthodoxy

and authority of the Imperial Cult and the substitution of

unsanctioned beliefs for those deemed proper by the Ecclesiarchy:

There are many different heresies, but as Saint Drusus is said to

have written, they generally fall into two broad categories:

heresies of thought and heresies of deed.

Heresies of thought include such acts as denying

the divinity of the God-Emperor and his saints
or holding beliefs that are anathema to the

Imperial Cult. These are the hardest heresies to detect as they can
be easily concealed, although a thorough enough interrogation
can usually uncover even the most deeply concealed beliefs.
Heresy of thought also covers possession of proscribed
information including teachings, technology, history, and
philosophies not sanctioned by the Ecclesiarchy, and anything
that undermines the teachings of the Ecclesiarchy or has the
potential of turning away from His holy light. Heresies of deed
are more easily detected, and include acts such as destruction of
Church property, harming Ecclesiarchy officials, disseminating
the aforementioned proscribed information, protecting or
supporting cults, and worshipping Chaos.

It is interesting to note that while the broad definition of
heresy leaves much room for interpretation and therefore gives
priests and Inquisitors incredible latitude in persecuting heretics,
it also leaves them in a quite untenable situation in regards to
two respected and essential branches of the Adeptus Terra: The
Adeptus Mechanicus and many chapters of the Adeptus Astartes.
Each of these institutions is, by the letter of the Ecclesiarchy’s
strictest interpretations, guilty of heresy, the Space Marines in
denying the divinity of the God-Emperor (at least in the case
of most of the Chapters) and the Mechanicus Cult in following
an orthodoxy separate to that of the Ecclesiarchy (although
even in that case, certain interpretations of the Cult Mechanicus
hold the Omnissiah and God-Emperor as two facets of the
same being). The mental and doctrinal gymnastics required
to reconcile these facts with the Imperium’s reliance on both
institutions and to prevent irreparable harm to the Adeptus
Terra can, at times, be truly monumental.



COMMON PUNISHMENTS
IN THE CALIXIS SECTOR

There are countless penal codes in the Calixis Sector, far too
many to detail in one place. It is not just the Calixian Arbites,
the Lord Sector, Ecclesiarchy, the Mechanicus, the local
planetary governments, and the Administratum who maintain
their own penal codes. Rather, the countless precincts of
the Arbites, the various Synods of the Ecclesiarchy, each
Forge world of the Mechanicus, individual hives and cities
on various planets, and the branches of the Administratum
on each Calixian world, all maintain their own penal codes.
Some are very similar to each other, while others are wildly
different, depending on the location, the local populace, local
history, and a host of other factors.

Just as there are countless penal codes, there are countless
punishments laid down to enforce them. However, several
decades ago, the offices of Lord Sector Marius Hax released
a list of the Sector Governor’s favoured punishments, and
disseminated them via astropathic relay to most worlds in the
Sector. Whether this was simply the Lord Sectot’s hubris at
work, or a test to see how closely the Sector’s worlds adhere to
guidelines from the capitol remain to be seen. However, many
worlds have made a point to integrate these punishments into
their penal codes—at least for now.

+ Execution: The execution of a criminal may range from a
brutal and lengthy torture such as drawing and quartering
in a public square, to a las-blast behind the courthouse.
Execution is popular amongst many Calixian worlds and
amongst the Arbites as well, as it requires few resources
to enact and tends to prohibit repeat offenders.

* Flogging: Many Calixian worlds reserve a public
whipping for relatively petty crimes, forgoing
imprisonment in favour for quicker justice. The manner of
the flogging and the implements used vary so completely
even amongst different precincts in the same hive that
describing them would be pointless. However, it can
be noted that devices such as neural whips can greatly
elevate the already considerable pain from a flogging,

and even turn the punishment

into an impromptu execution. Floggings are often done
publicly, to reinforce the consequences of lawbreaking to
the citizenry. Arbitrators and enforcers (specifically the
Magistratum of Hax’s home hive of Sibellus) have been
known to forgo flogging in favour of an immediate and
savage beating, when dealing with truly petty crimes—
instant enforcement of Imperial law.

Gibbeting: Convicts are confined in a cage which is
then displayed in public places suspended from chains.
This punishment is often akin to a death sentence, as
the confined are left hanging until they die of starvation,
thirst, or exposure. In rare cases, a sentence of gibbeting
is handed down as a temporary punishment. It is said
that the Venerable Cal is a particular fan of gibbeting, as
it “lets the unrepentant consider their sins in detail.”
Imprisonment: One point Hax made in his
dissemination was that he preferred other punishments
to imprisonment. Maintaining prisons is expensive, both
in gelt and the services of guards and wardens. Many
worlds prefer an immediate flogging or execution to save
time and resources. Other worlds turn their prisoners
into an indentured workforce, and in the Calixis Sector
several sub-sectors (including the Ma