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roleplaying game has been

QIONRIO

FOREWORD

think it is fairly safe
to say that the idea of
exploring the universe of
Warhammer 40,000 (40K)
through the medium of a

around for as long as the
tabletop battlegame has been
in existence (Games Workshop
published Warhammer 40,000:
Rogue Trader in 1987). The
rich and varied background of
the universe and its amazing
cast of characters appeared to
offer an unparalleled opportunity for the creation of a really
enthralling roleplaying experience. As the years passed and
GW increasingly focussed its publishing efforts on the tabletop
miniatures game, the prospect of a 40K roleplaying game
happening became ever more remote, even if it never lost its
glittering promise. Some may have even referred to the idea
as the ‘Holy Grail’ of the roleplaying hobby. Many may have
doubted that such a venture would ever come to pass. However,
a few years ago, some folks at Games Workshop finally put
into place some plans to do exactly that. The result of their
efforts was the launch in 2008 of the Dark Heresy book and
the grim darkness of the far future could now be explored by

legions of roleplaying enthusiasts. The popularity of Dark

Heresy outstripped all expectations, and it was clear that the
idea of roleplaying in the 41st Millennium was as strong, if
not stronger than it had ever been. The subsequent licensing
of the property to Fantasy Flight Games first consolidated and
then built on this success, in somewhat spectacular fashion it
has to be said. FFG have already produced a string of high
quality supplements for Dark Heresy and in 2009 launched
Rocue TRADER, the second core rulebook in the series,
and associated supplements. With this amazing wealth of
material and the growing popularity of both strands, it is now
difficult to imagine a roleplaying scene without a Warhammer
40,000 presence.

This volume, DeaTuwatcH, completes the triptych of 40K

Roleplay core rulebooks and introduces the Space Marines.

That this book is devoted to the Adeptus Astartes explains
to some extent the structure of the whole 40K roleplay line.
As 1 said earlier, a few years ago a small group of people at
Games Workshop began to think seriously about how we
might actually publish a 40K roleplaying game. There was, if
I recall, much excitement and quite a few proposals as to how
we might approach such a venture. Broadly speaking these
proposals fell into one of two camps. On the one side was the
opinion that because Space Marines were so powerful in the
setting it made no sense to have them being featured alongside
other characters at low levels of play and that therefore
including them at all would simply unbalance the game. On

the other side was the opinion that a 40K game without

pace Marines was just unthinkable and that the game would
ave little interest if they were left out. So did we publish a

40K roleplaying game with or without Space Marines? The
solution we eventually settled upon was to do both!

In fact, we went one further and sketched out a plan that
added a third core rulebook to the set. This gave us, on paper
at least, an interesting progression through the universe of
the 41st Millennium and through the power levels of the
player characters. We also gave tentative themes and titles to
the three core rulebooks. Dark Heresy would introduce the
universe to roleplayers and provide a very strong environment
for developing low level, inexperienced characters under the
aegis of the Inquisition (a format very much inspired by the
carlier and perfectly successful tabletop game INQUISITOR
by Games Workshop). Rocue Traper would expand the
game’s horizons and introduce higher level characters and
adventures and maybe the first look at a playable Space
Marine, Finally Dearnwatcr would present the Space Matines
in all of their glory—the ultimate warriors facing the most
dangerous challenges.

As it turned out, the GW team only got to do part one of
the set and that book along with the plan we had sketched
out was offered to FFG when they acquired the license. To
our delight, they liked both Dark Heresy and our plan and
immediately set about turning parts two and three into a reality.
In the course of doing this it has been inevitable that Ross
and his teams have had to adapt those initial ideas somewhat.
As well as making some essential changes and developments
they have added an enormous amount of original material of
their own devising to the final fleshed-out products. This has
resulted in the most amazing series of roleplaying books, as
you can no doubt ascertain for yourself by examining the book
in your hands right now. This realisation of those early ideas
in such a high quality fashion and the dedication and ongoing
commitment of FFG to the property is immensely satisfying to
those of us at GW who were involved in those early planning
meetings. It is good to know that the ‘Holy Grail’ has not
only been grasped but that it is in such talented hands. The
41st Millennium may be grim and dark but the future of 40K
roleplaying looks very bright indeed.

Alan Merrett, W
Games Workshop 2010
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YOU SHALL
KNOW NO FEAR

elcome to the front Battle-Brother!

DEATHWATCH is a roleplaying game in which the

players take on the roles of the bio-engineered
super-soldiers known as Space Marines, undertaking the most
dangerous special missions in the grim darkness of the far
future. The player characters form a Kill-team of Space Marines
in the Deathwatch, an elite warrior brotherhood wherein you
will face hostile aliens and foul daemons in the Jericho Reach,
a region of the Imperium devastated by war and on the brink
of annihilation.

The role of the Deathwatch in the Imperium is to
safeguard humanity against the predations of the vile alien
and other threats. Deathwatch Space Marines are at the fore
of Mankind’s war for survival against a hostile universe. The

lines,

Deathwatch recruits Space Marines from across the galaxy-
spanning Imperium of Man, meaning that many Space
Marines have wildly different backgrounds, experiences,
beliefs, and traditions. Some of the other Space Marines in a
player’s Kill-team may be from a Chapter considered a rival to
his own, whilst others may be simply mysterious or difficult
to understand.

Much like the knights of Camelot’s round table, each
Deathwatch Space Marine is a veteran warrior, a hero with
a legend and story of his own. His great accomplishments
and strong personality have distinguished him from the battle-
brothers of his home Chapter, and he has earned the honour of
joining the Deathwatch. Amongst his peers in the Deathwatch
Kill-team, the Space Marine must learn to put aside his
differences and work together as a group—or face 8 :
annihilation in the face of implacable alien foes.

DeatawarcH centres around elite, special-
missions style action involving some of the
greatest heroes and deadliest opponents £
the Warbammer 40,000 universe has to A7
offer. However, it is equally o
important to consider the
roleplaying opportunities
presented by the unique
composition of the
Deathwatch itself;
the Space Marines
who make up a Kill-
team are a group of
powerful and successful
individuals, and often it is
the choice to go beyond that
individual nature and sacrifice one’s pride in
order to work together that will create the most
drama and excitement in a DEATHWATCH game.

During your missions for the Deathwatch, you and your
fellow Space Marines will earn renown, advance in experience
and prestige, and garner special wargear only entrusted to the
the most honoured and renowned Battle-

g

Brothers. You will face difficult challenges, from the ravening
horror of a Tyranid Hive Tyrant to the excruciating decision
of whether an Imperial world’s population can be saved...or
must be abandoned to their fate in the face of an encroaching
alien menace.

WHAT IS A ROLEPLAYING
GAME?

In a roleplaying game (RPG), you create an alter ego, a fictional
character that is your avatar within the game world. Perhaps you
will create a stoic soldier, a wise scholar, or an inspiring leader.
Next, you and your friends direct your characters through a
series of adventures. Imagine a crime drama, adventure film,
or war movie—except that instead of passively watching the
story unfold, you control one of the characters, making his
decisions, selecting his actions, and even speaking for him.
The decisions of you and your fellow players directly affect
the events 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 DEatHwaTCH provide a framework of rules that
describe how to design your character and operate him within
the game. Rules can cover situations like shootouts, chase
scenes, or investigating the records from a long-abandoned
Watch Station. 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 in the game, dice add an element of chance. After

all, success would not seem so sweet if there were no
risk of failure! Jumping from one
cliff face to another becomes
much more exciting when
the slightest misstep (or
bad dice roll) may result
in your character
falling into the
abyss below.

At first, RPGs
like DEATHWATCH may
appear to have a lot of
rules. However, you will
soon see that the rules are
actually quite simple,
easy to remember, and
often very intuitive.
To  adjudicate

these
each game has
a Game Master (or GM). The GM is
you, or one of your friends, chosen
by the consensus of your group. He
does not control a lone character

runs the game, presenting the story
and the myriad situations that
come with it. He controls the

rules,

during the game. Instead, the GM

s L R el Uban 1o

people your character meets in




%

e _game, controls the encounters and strange occurrences that
~“s=ee your decisions as to your actions, and is basically both
"= —me’s narrator and referee.

=1l of the other players control characters within the world
w=und which the story revolves. These characters are known
= 2ae Player Characters (PCs). During the game, the players
=ribe the intentions and actions of their characters to the
=L who then decides (based on the rules) whether those
—ons succeed or fail, and how the character’s words and
- 2o=cs affect the game’s story.

_ -WHAT’S IN THIS BOOK?

- DestawarcH is divided into fifteen chapters. They are:

" INTRODUCTION

- "5 section you are reading right now. It provides an overview
== Deatnwatcl and roleplaying in general.

CEAPTER I: CHARACTER CREATION

"5 chapter takes you step by step through the process of
=zating your character for this game.

CHAPTER 1I: SPECIALITIES

Soccialities describe your character's role within the
Deathwatch and what you do for your Kill-team. This chapter
‘2=iails all the various Specialities and also explains how you
—=n improve and develop your character through game play.

Caaprter ITI: SkirLs

- Trom Awareness to Tactics, every character has a variety of
“zzmed skills that they can employ. This chapter describes
“hese skills in detail.

CHAPTER IV: TALENTS & TRAITS

Svery character also has certain special abilities that make
=m unique, such as Bolter Drill or Preternatural Speed. This
chapter describes all of those Talents and Traits.

CHAPTER V: ARMOURY

- This chapter describes some of the tools, trappings, weapons,
- 2ad armour your Space Marine may use or encounter.

s

CuAPTER VI: Psycuic POWERS

- The unnatural powers of the mind can be both rewarding and

 2angerous. The psychic abilities of a Space Marine Librarian are
¢ those of any other psyker, and this chapter explains what
hose powers are... and what happens when things go wrong.

CHAPTER VII: PraviNG THE GAME

This chapter explains how to make Skill Tests, spend Fate
Points, and perform other rules-related actions.

CuAPTER VIII: CoMBAT

In DeatnwatcH, you will often have to face alien enemies
on the field of war. This chapter tells you how to create and
oversee such a battle in the game.

CuAPTER IX: THE GAME MASTER

The GM has a special role to play in any roleplaying game,
and this chapter explains how best to fulfil that role. In
addition to advice on how to run a DeaTHwaTCH game, this
chapter also contains rules for insanity and experience.

CuAPTER X: THE IMPERIUM

This chapter describes the Imperium of Man in the 41st
Millennium in all its decaying, war-torn glory.

CHAPTER XI: THE DEATHWATCH

The Deathwatch is an elite organisation of Space Marines drawn
from all over the galaxy. This chapter provides key background
details about the Deathwatch itself, from its origins to the
mysteries and secrets that surround this enigmatic group.

CHAPTER XII: THE JERICHO REACH

The Jericho Reach is the core setting for DeaTawatcH. This

chapter provides an overview of the Reach and then provides
detailed information on certain significant areas, such as
Watch Fortress Erioch, the Achilus Crusade, and the three
Salients. This chapter should give the GM plenty of material
to work with when running a DEATHWATCH campaign.

CHAPTER XIII: ADVERSARIES

The galaxy is fraught with all manner of deadly creatures, and

this chapter provides background and game rules for various
adversaries that can be found in the Jericho Reach.

CuAPTER X1IV: EXTRACTION

This book includes an adventure that is optimal for starting
DEeaTHWATCH characters. It involves a race against time to
recover precious knowledge in the face of great danger.

9
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GAIE DICE

EATHWATCH is a roleplaying game that uses ten-sided
Dpolyhedral dice for its core game mechanic. These

dice can be purchased from any game store, many
bookstores, and are probably available from the same place
this book was purchased. Each player and the GM will
need access to at least two ten-sided dice, preferably of two
different colours.

In the game rules, one ten-sided die is referred to as “1d10,”

while two ten-sided dice are referred to as “2d10,” and so
~ forth. DEaTHWATCH also often requires players to generate a
random number from 1-100. This is known as a percentage
- roll and is often abbreviated as “d%” or “1d100.” ;
To make a percentage roll, use two ten-sided dice and
_ assign one of them to the “tens” digit of the result and the
other to the “ones” digit. Using differently coloured dice
is helpful for distinguishing between these results. See also
Table A—1: Percentage Roll Examples, below.

It is important to note that when rules say 2d10, this is
not the same thing as a percentage roll. When rolling 2d10
(or larger groups, such as 3d10, etc.), simply add the results
- of each die.

ExaMPLE

Atreus, a Space Marine of the Dark Angels Chapter, is struck by a
frag grenade which inflicts 2d10 explosive Damage. The GM rolls
two ten-sided dice, resulting in a 9 on one die and a 7 on the other.
These results are added together for a total of 16 points of Damage.

Sometimes, the rules require
a roll of 1d5. To make this kind
of dice roll, simply roll a ten-
sided die, divide the result by
two, and round up.

ExXAMPLE

The exploding frag grenade was powerful enough to deal one point
of Critical Damage to Atreuss body. Consulting the appropriate
Critical Damage table, the GM discovers that Atreus is going fo
be knocked backward 1d5 metres. He rolls a ten-sided die and gets
a result of 5, which is treated as a result of three (5/2 = 2.5,
rounded up to 3). Poor Atreus is knocked backwards three metres
by the blast.

TABLE A-1: PERCENTAGE ROLL EXAINPLES

“Tens” Die

“Ones” Die Result
73

37

20

2

100

oMo N e

WuAt You NEED TO
P1AY DEATHWATCH

When you're ready to start playing DEATHWATCH, you'll
need the following items:
» This rulebook

Three or more people to play the game

A quiet place to play (around a table is ideal)

Three or four hours of gaming time

Some ten-sided dice (two or more per player)

Paper

Pencils and'an eraset

Snacks, drinks, etc.
You should be able to find ten-sided dice in the shop ;
where you bought this book, or failing that, there are
many internet stores that sell these dice in a variety
of different colours and finishes. If you have access
to a photocopier, you may like to copy the character
sheet at the back of this book for each member ofyour
group to use, though this isn’t essential. (You can also
download free printable character sheets from our
website at www.FantasyFlightGames.com.)

To h-,lp visu't]isu the action, you may wish

ideal for this task. See WWW-.ga'me' Wor
more details and nearest stockis
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- THE SPACE
ITIARINES

S Bl be pure of heart and strong of body, untainted by doubt
o wmsllied by self-aggrandisement. They will be bright stars

& Semament of battle, Angels of Death whose shining wings
e =27 annibilation to the enemies of Man. So shall it be for 4
wee=c times a thousand years, unto the very end of eternity and the

—onmor of mortal flesh.”
—Roboute Guilliman, Primarch of the Ultramarines

= he war-ravaged universe of the 41st Millennium, terrible

“oeces threaten the very existence of Humanity. Alien races

25 as Orks and Tyranids ravage entire star systems, and the
e soul of every human is menaced by the daemonic powers
- "zos. Ranged against these inimical enemies are the armies
¢ == Imperial Guard, the giant war machines of the Titan
_=ons and most potent of all, the mighty Space Marines of
~i= L=gions Astartes.

The Space Marines are the Imperium’s supreme warriors.
sesically enhanced to be the ultimate fighters, they are
= =ronger and tougher than ordinary human beings. Space
\imines are organised into roughly a thousand Chapters, with
.~ Chapter numbering approximately a thousand warriors

organised into ten companies of a hundred troops in each.
Each Chapter is a self-sufficient army, equipped with its own
spacecraft and capable of responding at a moment’s notice
to any threat to the security of the Imperium. Every Chapter
is fiercely proud of its history and achievements, and each
one has its own distinctive colours and heraldic markings.
These were established at the Chapter’s founding and are
displayed with pride upon all armour and vehicles. All of the
wargear of the Space Marines is painstakingly maintained,
and many items are covered in lines of intricately rendered
devotional script, each line detailing a battle honour won in a
glorious campaign.

A Space Marine is a towering warrior, his brute strength
tempered by inhuman skill. He is armed with the fearsome
bolter, a blessed weapon that fires devastating, mass-reactive
shells that explode within the flesh of the target. He is protected
by a suit of power armour, shielding him from the fiercest of
enemy fire whilst simultaneously strengthening his blows and
allowing him to survive in the most hostile of environments. He
is the product of intensive training and genetic manipulation,
which transforms mortal men selected from the deadliest
warrior races in the known universe into the most lethal of
superhuman killing machines in the Imperium’s arsenal.

THE ORIGINS OF THE
SPACE MARINES

Of the one thousand or more Space Marine Chapters thought
to be in existence, a blessed few can trace their beginnings back
to a time more than ten thousand years ago, when the Emperor
of Mankind still walked among men. In those days, the Emperor
created the Primarchs, twenty immortal superbeings who were
to be his generals and comrades during the Great Crusade to
reunite the scattered and long-isolated Human worlds. The
Primarchs wielded powers the like of which are not known
in the universe today. The first Space Marines of the nascent
Imperium were also the creation of that period, each made using
the genetic inheritance of one of the Primarchs, albeit diluted a
hundred times for no human body could contain such power.
Each Primarch led a Legion of Space Marines, each a formation
considerably larger than the later Space Marine Chapters.

The names of many of the Primarchs echo down the

millennia, and the tales of their deeds are legendary. Names
such as Lion El’Jonson, Leman Russ, Rogal Dorn, and the angel-
winged Sanguinius are spoken of with awe on worlds where
Mankind dwells. They command a reverence second only to
that afforded the Emperor himself. Other names are cursed
wherever men gather, for many Primarchs rebelled against the
Emperor and followed Horus, mightiest of their number, when
he raised his standard against Mankind. '

At the very height of the Emperor’s Great Crusade, Horus
led his Traitor Legions against those who stood loyal at the

Emperor’s side. Worlds burned in the name of the Dark Gods,
and a terror unlike any seen before was unleashed. Much of the

truth of these times has been lost, obscured by the mists of time
or embellished to the point where giants bestrode worlds with
thunderous steps and the planets themselves cracked and split
at their tread.
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The traitorous forces of the rebel Warmaster Horus drove

all before chem, until those Legions still loyal to the Master of
 Mankind stood at bay upon the fortified walls of the Emperor’s
Palace on Terra. The forces of darkness pressed in around
the guttering flame of humanity, but desperate times called
for desperate solutions. Sanguinius of the Blood Angels and
Rogal Dorn of the Imperial Fists, together with their bravest
warriors, would accompany the Emperor and take the fight to
Horus upon his battle-barge, a mighty warship in orbit above
~ Terra. The Emperor and his warriors teleported onto Horus’
battle-barge but found themselves separated and scattered
throughout the corrupt vessel by means of dark sorcery. The
Emperor fought his way to the Warmaster but was too late to
save Sanguinius, who Horus slew when the angelic Primarch
refused to turn to Chaos. Yet, some maintain that Sanguinius
inflicted a wound, however small, upon his erstwhile brother.
Horus and the Emperor clashed in a battle of both flesh and
spirit. Horus was filled with the power of the Dark Gods and
dealt the Emperor a mortal blow, but in the end, the Emperor’s
will was the greater, and Horus was struck down with the last
ounce of the Emperor’s strength. The traitor was destroyed
utterly and, with his death, the power of the Traitor Legions
was broken. When Dorn and his warriors finally fought
their way into the rebel warmaster’s sanctum, they found the
Emperor’s broken and ruined body, and it is said that their
cries of woe were heard far below on Terra itself,
Rogal Dorn, most determined and unbending of the
Primarchs, bore his master’s body back to Terra and, under
the direction of the crippled Emperor, bound him within the
- Golden Throne to sustain his existence for all eternity with
constant sacrifice and baroque machineries. The followers of
the Ruinous Powers were defeated, but it was victory won at a
terrible cost. The brotherhood of the Primarchs was sundered,
and the Emperor’s vision for the Imperium and all of Mankind
lay in ruins—the last, best hope of its fulfilment lost forever.
The galactic empire he had forged was all but destroyed, and
it was to take many more years of brutal warfare before all the
Traitor forces were defeated and driven into the hellish chaos

of the Eye of Terror. The toll numbered in the billions, and
uncounted worlds had been left as little more than corpse-

haunted wastelands as the raging inferno of the Horus Heresy
was finally extinguished, though Mankind still teetered on the
very brink of extinction.
The Horus Heresy had revealed weaknesses in the gene-
seed of several of the early Space Marine Legions, which had
been exacerbated by the need to keep the huge formations

up to strength in the terrible wars being fought at the time,
The insidious powers of Chaos had been able to manipulate

this corruption to turn Horus and many of the Space Marines
~ under his command against the Emperor. Once Horus was
 defeated, it was decided that the forces of the Imperium
- would be reorganised so that a similar catastrophe could not
be repeated.
The Space Marine Legions were divided up to create
one Chapter of the same name as the founding Legion and
‘a number of new Chapters with new names. This event was
called the Second Founding, and over two dozen further
Foundings have occurred in the ten millennia since, It is
10t known exactly how many Chapters were created in the

aftermath of the Horus Heresy, as many of the Imperium’s
records are incomplete or lost entirely, and whole Chapters
have been created and destroyed in the millennia that have
followed. What is known is that there are just over a thousand
Chapters scattered across the Imperium, each a brotherhood
of the very finest warriors Humanity can muster.

THE CODEX ASTARTES

“They shall be my finest warriors, these men who give themselves to
me. Like clay, I shall mould them, and in the furnace of war forge
them. They will be of iron will and steely muscle. In great armour.
shall I clad them and with the mightiest guns will they be armed.
They will be untouched by plague or disease, no sickness will blight
them. They will have tactics, strategies, and machines such that no
Jfoe can best them in battle. They are my bubvark against the Terror.
They are the Defenders of Humanity, They are my Space Marines,
and they shall know no fear.”

—Prelude, The Codex Astartes (Apocrypha of Skaros)

In the wake of the calamity that was the Horus Heresy, the
foundations of the Imperium were laid down. The first High
Lords of Terra established the structure by which the Adeptus
Terra operated, and described the feudal responsibilities and
duties of the planetary lords. One of the most important
accomplishments was the reorganisation of the Imperium’s
fighting forces. This was undertaken almost single-handedly by
the Primarch of the Ultramarines Legion, Roboute Guilliman,
who with characteristic speed and efficiency codified the
structure of the Imperial Guard, the Imperial Navy, and
the Space Marines. Of all of his works, the most influential
is the Codex Astartes, the great prescriptive tome that lays
down the basic organisational and tactical rules for the Space
Marine Chapters.

The Codex Astartes decreed that Space Marines would
be created and trained over a controlled period of time.
The genetic banks used to cultivate the implants that turn a
normal man into a mighty Space Marine would be carefully
monitored, and cultivated organs would be subject to the most
stringent tests of purity. Young initiates would undergo rigorous
trials of physical and psychological suitability before they
were accepted, and only those of the highest calibre would
be chosen.

On Earth, the Adeptus Terra created genetic repositories
to produce and store Space Marine gene-seed. These banks
were used to provide all new gene-seed for Space Marines:
and, to prevent cross-contamination, the genetic material gﬁf
cach of the old Legions was isolated. Henceforth, the new
Space Marine Chapters would receive gene-seed only from
their own genetic stock.

The gene-seed of the Traitor Legions was placed under a
time-locked stasis seal, although at the time, many believed
these dangerous stocks should be destroyed. By taking direct
control of the genetic stocks, the Adepts of Terra could
ultimately control the Space Marines. Now they alone had the
power to destroy or create Space Marine chapters at will.




o

- The Second Founding of the Space Marines was decreed
en years after the death of Horus. The existing Space
:cine Legions were broken down and re-founded as
~maller, more flexible formations. Where the old Legions
=re unlimited in size, the new formations were fixed
= zpproximately one thousand fighting warriors. This
~ocresponded  to the existing unit called the Chapter,
“=c in future the Chapter was recognised as the standard
~“=onomous Space Marine formation. No longer would
== man have power over a force as powerful as a Space
~izsine Legion.
The existing Space Marine Legions were divided into
@=w Chapters. One Chapter kept the name and colours of
- == original Legion, while the remaining Chapters took on
= titles and colours. Most of the old Legions were divided
=20 fewer than five Chapters, but the Ultramarines, being by
= the largest of the Legions, were divided many times. The
~«=ct number of new Chapters created from the Ultramarines
= uncertain: the number listed in the oldest known copy of
== Codex Astartes (the so-called Apocrypha of Skaros) gives
~== total as 23, but does not name them.

As a result of the Second Founding, the Ultramarines’ gene-
sz=d became the favoured genetic stock of most subsequent
“=undings. The new Chapters created from the Ultramarines
=== often referred to as the Primogenitors, or ‘first born.” All
= the Primogenitor Chapters venerate Roboute Guilliman as
“=cir founding father and patron.

_ The Codex Astartes further defines the tactical roles,

- =—uipment specifications, and uniform identification markings

. the Space Marines. These guidelines have evolved over the

~=oturies, and the Codex Astartes of the 4 1st Millennium is a

= zhly developed treatise combining the wisdom of hundreds

¢ military thinkers throughout history. Some of its contents

===m petty and restrictive, hardly worthy of the great mind

~ =f 2 Primarch. Others describe actual battles together with

~omments on the tactics employed and the decisions of the

~—=mmanders of the day. As such, the Codex Astartes is revered

- =2 holy text, and many Chapters regard its recommendations
= sanctified by the Emperor himself.

LCoDeEx CHAPTERS

- "5c Chapters that rigidly follow the word of the Codex
- “=martes are sometimes referred to as Codex Chapters. These
“oace Marines adhere to the codex as the model for their
“rzanisation, identification markings and tactical doctrine. Of
- = ofthe Codex Chapters, the most famous is the Ultramarines,
= Chapter of Roboute Guilliman himself. Most Chapters,
owever, do not adhere so rigidly to the Codex patterns laid
“own for organisation, tactical roles, or other processes. Many
“hapters are organised largely according to the Codex, but
w= further shaped by their home world and the personality
¢ their Primarch. The Blood Angels and Dark Angels are
me examples of this. A small number of Chapters are vastly
“=ferent from the Codex, and owe little or nothing to it at
3 The most famous of these ‘wild’ Chapters are the Space

belves, whcse strong w1lled Pr:march Leman Russ moulded

The Adeptus Terra has never decreed it necessary to
enforce the Codex absolutely. Indeed, it is doubtful whether
it could. However, with subsequent foundings, they have
always favoured the Ultramarines’ gene-seed and created
many new Codex Chapters from their line. With the passage
of time, some of these Chapters have subsequently strayed
from the strict letter of the Codex, introducing new variations
but remaining broadly faithful to the principles laid down by
Roboute Guilliman many thousands of years before.

SUBSEQUENT FOUNDINGS

The history of the Imperium since the Horus Heresy is not
a continuous story. There have been periods of rebellion
and anarchy, times when the balance of power has suddenly
changed and history has quite literally been rewritten. Many
of the subsequent foundings of Space Marine Chapters
belong to these troubled times, making it almost impossible
to ascertain when some Chapters have been created. It is
believed that of the one thousand or more Chapters thought
to be in existence today, more than half are descended from
the Ultramarines, either directly or through one of the
Primogenitor Chapters of the Second Founding.

It is not known how many new Chapters were created by
the Second Founding. Many records were lost during the Age
of Apostasy, a troubled time that bestrides the history of the
Imperium like an impenetrable veil. In all likelihood, some of
the Chapters created during the Second Founding have since
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been destroyed, leaving no records of the deeds. Others have
been lost in more recent times, and their names are now all that
remains of them.

Each of the Chapters into which the Legions were subdivided
consisted of roughly 1,000 warriors. A large section of the
Codex Astartes is dedicated to structuring the organisation
of these Chapters. A Chapter consists of ten companies each
numbering 100 Space Marines. The warriors of these companies

- are organised into ten squads of ten men led by a Sergeant. In
- addition to this basic fighting unit, each company has its own

Captain, Standard Bearer, Chaplain, and Apothecary.
Every company, with the exception of the Scout Company,
maintains a pool of Rhino transports for its squads and officers.

The First Company is also equipped with Land Raider tanks to

carry heavily-armoured Terminator squads. It is customary for
Dreadnoughts to remain with their company, as their fearsome
presence bolsters the company’s fighting strength.

SELECTION AND INITIATION

Each Chapter has its own methods of recruiting young warriors
to fill its ranks. Many are based on a single homeworld and
recruit solely from that populace, setting trials and tests for
prospective candidates to weed out all but the strongest and the

_ORGANISATION

LA ‘t}!c Eor: DI the Codex Astartes is the orgambatmn of the C‘aaplcr

most faithful. These worlds are often technologically backward
with strong militaristic societies, where male children who show
potential are pushed harder and harder, that they may one day
have a chance to join the ranks of the Space Marines, who are
often known to such peoples as ‘star warriors’, ‘sky knights,’ or
similar names. Because feral worlds are rough, primitive, and
untamed, their inhabitants invariably provide excellent recruits.
For true aggression and nigh-psychotic killer-instinct, however,
few recruits can best the murderous city-scum that roam the
darkest pits of the Hive worlds. Driven to extremes of violence
by the pressures of hive world living, these merciless killers
are usually ignored by the authorities. They make ideal Space
Marine recruits, and whole gangs of city-scum are sometimes
hunted down and made to undergo the trials. Some recruits are
drawn from the more civilised worlds of the Imperium, but not
very many.

Those planets used by the Space Marines as recruiting
worlds are observed closely by the Chapter’s Apothecaries and
Chaplains. The population’s genetic purity must be maintained,
in order to conserve those qualities that serve the Space Marines’
purposes best. Their spiritual health is also maintained, to ensure
that no trace of the influence of the Ruinous Powers becomes
manifest. Such observations are in general carried out from a
distance, and it is rare for the society to have any direct contact
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= or knowledge of, the Space Marines, or in many cases
=== of the Imperium. The Chapter’s officers might visit the
=== once a generation and will be the subject of myth and
| ===nc. These mighty warriors from beyond the stars are figures
o =we. and their word is law.

5 nawre of the trials set by the outsiders vary enormously,
== =l are so arduous that only a handful pass them. Those
o =il may be lucky to even survive, for many trials take
= Somm of ritual combat, the hunting of a great beast, or the
se=ommance of incredibly dangerous feats of strength and
“===m At the conclusion of the trials, those few aspirants that
== Seen deemed worthy are taken away, invariably never to
== ==eir people again.

== s always a great honour for a family to have a son chosen
~ = —= Space Marines, even for societies with little conception

- = greater galaxy beyond their world. The Space Wolves are
= ==mple of this. The Wolf Priests of the Space Wolves scour
5 waming tribes of their home world Fenris for their strongest
= Saavest youths, while Ultramarines traditionally draw their

- ==mcidates from the elite training barracks of a whole group of
= amctary systems known collectively as Ultramar, the realm of

3 _liramarines.

“cher Chapters have no single home world and travel the
==y in gigantic fleets of battleships, recruiting either from a
“==ar series of worlds or from the war zones to which they are
~===med. The Black Templars are one such example of a fleet-

- —==c Chapter, as are the Dark Angels.

O=mce accepted, the young aspirants become Neophytes and
=== their regimen of training and biological enhancement.
=== Chapter has its own traditions regarding the initiation of

\ e cecruit into its legends and secrets. This process often runs
- =u=tcl o the bio-genetic treatments the Neophyte must undergo.
= = physical transformation proceeds, spiritual change also
=== Both are tempered by ongoing experience on the field of
= and the rituals in which the Neophyte must participate.

- The nature of such rites varies enormously from one Chapter

- = == next. Some are solemn affairs recalling the sacrifice the

“=ceror made for humanity. Others are raucous celebrations

~=aing on the culture and nature of the Chapter’s home world.
= more are bloody and barbaric involving ritual bloodletting,

“=macation, or amputation. All are vital to the arcane workings

¢ ©2e Chapter, and his participation is a prerequisite of the

“i=cohyte's acceptance by his would-be brothers-in-arms.

Such are the rigours of the training that many do not survive.
W ==ther he s crippled upon the battlefield, or found spiritually
“w=msng during a particularly exacting ritual, a Neophyte may
- himself cast out, his future with the Chapter curtailed.

2 some instances, the Neophyte may transgress one of

= many articles of Chapter law, and injury at war may prove

“crable to the punishment. Many possible fates await those

== fall by the wayside in this manner. Most are mind-scrubbed
= become Chapter serfs—manservants and menials. The less
~—unate are transformed into living servitors—mindless bio-
iechanical automatons who exist only to assist the Chapter’s

*-hmarines in the operation of heavy and frequently dangerous

hinery: A very rare few may yet rise to positions of relative
within the Chapter’s household, yet even the highest-

d factotum is but a lowly, nameless servant in the eyes of

Sattle-Brothers.

GENETIC INITIATION

The trials in which an aspirant must participate before being
accepted as a Neophyte are harsh and arduous, yet the process
by which he will become a Space Marine is many times more
gruelling. Over the course of several years, the youth will be
surgically altered, a number of unique organs implanted into
his body, turning him slowly into a Space Marine. Although
much diluted, each of these organs is drawn from the genetic
stock of one of the first Primarchs, and through him, of the
Emperor himself. Thus, the Space Marines are the descendants
and inheritors of the Master of Mankind.

The various implants cause vital changes in the recipient’s
physique and mental state. Many of these changesare controlled
by natural hormonal secretions and growth patterns. Implants
may not prove effective, or may not become fully-functional,
if they are implanted once the recipient has reached certain
stages of natural development. It is therefore inevitable that
recruits must be reasonably young. Tissue compatibility is also
essential, otherwise organs may fail to develop properly.

The third consideration is mental suitability. Several of the
implants will only develop to a usable condition under the
stimulus of hypnotic-suggestion. A recruit must therefore be
susceptible to this particular treatment.

These conditions mean that only a small proportion of
aspirants prove suitable to become Space Marines, even if
they survive the trials. They must be male, because zygotes
are keyed to male hormones and tissue types, hence the need
for tissue compatibility tests and psychological screening. If
these prove successful, a candidate becomes a Neophyte. With
the completion of organ implantation and attendant chemical
and hypnotic training, the subject is ready to take his place in
the Tenth (Scout) Company. A Space Marine normally joins
the ranks between the ages of sixteen and eighteen, but such
are the hormonal changes induced by the process of creating
a Space Marine that recruits are physically fully grown
before then.

Although the Chapters are careful to select only the
most suitable candidates, not all Neophytes survive the
process to be initiated as full Space Marines. If an implant
fails to develop properly, it is likely that a Space Marine’s
metabolism will become gravely unstable. He may fall into
a catatonic state or suffer bouts of hyperactivity. In either
event, he will probably die. Those unfortunates who do not
die almost invariably suffer mental damage, degenerating into
homicidal maniacs or gibbering idiots. When a Chapter is
at full strength, these misfits may be put out of their misery.
However, if the Chapter is short of Space Marines, they may
be allowed to live and may be placed within their own special
units. Those who display controllable psychotic tendencies
can be recruited into suicide assault squads.

=




'GENE-SEED

There are nineteen varieties of gene-seed corresponding to
the nineteen different superhuman organs that are surgically
implanted into a Space Marine. Because most Chapters have
existed for many thousands of years, a number of these
Chapters have gene-seed that has mutated over time. This
_ has resulted in changes in the exact nature of the artificially
cultured organs. Such changes may sometimes make an
implant useless—such is the case with the Imperial Fists, who
are known to lack the organ called the Betcher’s gland, which
allows a Space Marine to spit corrosive poison. In other cases,
the changes in an organ might reduce its effectiveness or cause
strange new effects—the Salamanders, for example, share
skin as dark as coal, due to the actions of their melanchromic
organ. Whatever the result, it will affect the entire Chapter,
as all Space Marines belonging to the Chapter share implants
cultured from the original gene-seed.

Although a Chapter’s Apothecaries and surgeons are able
to perform the necessary implant operations, they do not
necessarily understand the exact functioning of each organ.
The processes involved are incredibly ancient. Procedures
are handed down from generation to generation, becoming
increasingly ritualised and misinterpreted. For these reasons,
the efficiency of each organ differs from Chapter to Chapter,
depending on the condition of the Chapter’s gene-seed and
the degree of debasement of its surgical procedures. In some
Chapters, mutation of gene-seed, poor surgical procedure,
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or inadequate post-operative conditioning has twisted the
functioning of implants.

In addition to the problem of mutated implants, many
Chapters have simply lost one or more types of gene-seed
organs due to accident, genetic failure, or some other cause.
Very few Chapters, therefore, possess all nineteen of the
implants. All possess the carapace implant however, as without
it, the Neophyte could never become a Space Marine.

Each of the gene-seed organs is extremely complicated.
Many of the organs only work properly when another organ
is present, the loss or mutation of one organ often affecting
the exact functioning of the others. For these reasons, implants
must be constantly monitored, and many Space Marines must
undergo corrective surgery to re-balance their metabolisms.

CONDITIONING

In addition to the extensive implantation process, the Neophyte
undergoes chemical treatment, psychological conditioning,
and subconscious hypnotherapy, all the while spending
every waking hour honing his combat skills with ceaseless
battle training.

Until his initiation as a Battle-Brother, a Neophyte must
submit to constant tests and examinations. The newly implanted
organs must be monitored very carefully, imbalances corrected,
and any sign of corrupt development treated. This chemical
treatment is reduced after completion of the initiation process,
but it never ends. Space Marines undergo periodic treatment for
the rest of their lives in order to maintain a stable metabolism.
To this end, power armour contains extensive monitoring and
drug dispensation equipment.

As the super-enhanced body grows, the recipient must learn
how to use his new skills. Some of the implants, specifically
the Catalespean Node and Occulobe, can only function once
correct hypnotherapy has been administered. Hypnotherapy
is not always as effective as chemical treatment, but it can
have substantial results. If a Space Marine can be taught how
to control his own metabolism, his dependence on drugs is
lessened. The process is undertaken in a machine called a
hypnomat. Space Marines are placed in a state of hypnosis and
subjected to visual and aural images in order to awaken their
minds to their unconscious metabolic processes.

A Space Marine is more than a human with extraordinary
powers. Just as their bodies receive nineteen separate implants,
so their minds are altered to release the latent powers within.
These mental powers are, if anything, more extraordinary
than even the physical powers endowed by the implants. For
example, a Space Marine can control his senses and nervous
system to a remarkable degree, and can consequently endure
pain that would kill a normal man. A Space Marine can also
think and react at lightning speeds. Memory training is an
important part of the indoctrination as well. Some Space
Marines develop photographic memories. Space Marines vary.
in intelligence as do other men, and their individual mental
abilities vary in degree. :

The very first stage in the process is the implantation of
the Secondary Heart, normally between the age of ten
and fourteen. This is capable of boosting the blood supply
or sustaining full life functions even after the destruction




“== ecipient’s original heart. This implant enables Space
s=es fo survive low oxygen concentrations and traumatic
- i and s also necessary in the maintenance of the subject’s
~=e=oolism, which will be pushed to its limits as his body is
- === oo the many surgical procedures it will endure over the
BESE several years.

5c next stage in the implantation process is the addition
~ = Ossmodula. This is a tube-shaped organ whose small
== Selies its complex structure. The Ossmodula monitors and
“=esss hormones affecting epiphiseal fusion and ossification
= == skeleton. At the same time, the specially engineered
“mmones encourage the forming bones to absorb ceramic-
s chemicals administered in the Neophyte’s diet. Two
=== Sollowing implantation, this will have caused considerable
“====hening of the long bones, extreme ossification of the
“hes cavity (caused by growth of the ribs forming a solid mass
off ==ter 1aced bone plates), and a general increase in the size of

No ""l&HY implanted at the same time as the Ossmodula,
5= Biscopea is emplaced within the chest cavity. It is small,
s=oeoamately spherical and, like the Ossmodula, its primary
“incion is hormonal. The presence of the Biscopea stimulates
muscie growth throughout the body. These muscles bond to
== ==pidly growing skeleton, which is why these two implants
= oen undergone at the same time.

Shases four and five are often implanted at the same time,

- ==mween the ages of twelve and fourteen. The Haemastamen
= = =ny organ, placed within a main blood vessel and serves
"W main purposes. Firstly, it monitors and to some degree
“=e=mrols the Ossmodula and the Biscopea. It also alters the
soestituent make-up of the recipient’s blood. As a result, the
“ozce Marine’s blood will be considerably more efficient than
“s=mary human blood, as it has to be considering the extra
Sislogical hardware the Space Marine carries inside him.
e second implant emplaced at this time is the Larraman’s
Dczzn. Thisisaliver-shaped, dark, fleshy organ. Itis implanted
w50 the chest cavity along with a complicated array of blood

B wessels. The organ generates and stores special Larraman cells.
= e recipient is wounded, these cells are released into the
- “\oodstream, where they latch onto leucocytes in the blood
2=c are transported to the site of the wound. Once outside
t == body, the Larraman cells form a skin substitute of instant

sc=r tissue, staunching the flow of blood and protecting any
==oosed wound area. This process is almost instantaneous, and
= =0 appear to the onlooker as if the blood is frozen solid
=en before it hits the ground.
With the initiation of phase six, the subject is ready to begin
== extensive hypnotherapy that will continue throughout
- < entire initiation process, and beyond. The Catalepsean
“Mode is a brain implant usually inserted into the back of the
- wull via a hole drilled into the occipital bone. The pea-sized
- “e=an influences the circadian rhythms of sleep and the body’s
~“=sponse to sleep deprivation. Normally, a Space Marine sleeps
¢ any normal man, but if deprived of it, the Catalepsean
Mode becomes active. The recipient is capable of sleeping
2nd remaining awake at the same time by switching off areas
 of the brain sequentially. This process cannot replace normal
=ieep entirely, but it increases a Space Marine’s survivability by
owing awareness of the environment whilst resting.

The next three phases of the process, the implantation
of the Preomnor, Omophagea and Multi-lung are often
undertaken at the same time, between the ages of fourteen
and sixteen. The Preomnor is a large implant which fits into
the chest cavity. It is a pre-digestive stomach which allows
the recipient to eat a variety of otherwise poisonous or
indigestible materials. No actual digestion tales place in the
Preomnor. Instead, individual sensory tubes assess potential
poisons and neutralise them or, where necessary, isolate the
Preomnor from the rest of the digestive tract. The Omophagea
is a complicated implant that is placed within the spinal cord
between the cervical and thoracic vertebrae, where it becomes
in effect part of the brain. Four nerve sheaths called neuroclea
are implanted between the spine and the preomnoral stomach
wall. The Omophagea is designed to absorb genetic material
generated in animal tissue as a function of memory. This
endows the Space Marine with an unusual survival trait—he
can actually learn by eating. If a Space Marine eats part of a
creature, he will absorb some of the memories of that creature.
This can be very useful in an alien environment. Incidentally; it
is the presence of this organ which has created the various flesh
eating and blood drinking rituals for which many Chapters are
known, as well as giving the names to Chapters such as the
Blood Drinkers and Flesh Tearers. The third organ implanted
at this time is the Multi-lung. This large, tubular, grey organ
is sometimes called the ‘third lung’. Blood is pumped through
the organ via connecting vessels grafted onto the recipient’s
pulmonary system. Atmosphere is taken in by means of a
sphincter located in the trachea. In toxic atmospheres, an
associated sphincter muscle closes the trachea and restricts
normal breathing, thus protecting the lungs. The Multi-lung is
able to absorb oxygen from poorly oxygenated or poisonous
air without suffering damage thanks to its own efficient toxin
dispersal, neutralisation, and regeneration systems.

Phase ten of the process is the implantation of the
Occulobe. This small slug-like organ sits at the base of the
brain. It provides the hormonal and genetic stimuli which
enable a Space Marine’s eyes to respond to optic-therapy. The
Occulobe does not in itself improve a Space Marine’s eyesight,
but it allows technicians to make adjustments to the growth
patterns of the eye and the light-receptive retinal cells. A Space
Marine has far better eyesight than a normal human, and can
see in low light conditions almost as well as in daylight.

Phase eleven is the addition of the Lyman’s Ear. This
organ enables a Space Marine to consciously enhance and
even filter certain types of background noise. Not only is
hearing improved, but a Space Marine cannot become dizzy
or nauseous as a result of extreme disorientation. A Lyman’s
Ear is externally indistinguishable from a normal human ear.

Between the ages of fifteen and sixteen, phase twelve is
initiated, in which a flat, circular organ called the Sus-an
Membrane is implanted over the top of the exposed brain..
It then grows into the brain tissue until completely merged.
The organ is not effective until subsequent chemical therapy
and training is applied. However, a properly tutored Space
Marine may then enter into a state of suspended animation
This may be a conscious action, or may happen automaticall
in the event of extreme physical trauma. In this condition:
a Space Marine may survive for many years, even if bearin
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~otherwise fatal injuries. Only appropriate chemical therapy
and auto-suggestion can revive a Space Marine from this
state—he cannot revive himself. The longest known period of
“deanimation followed by successful reanimation is 567 years,
in the case of Brother Silas Err of the Dark Angels Chapter.

The next phase of the process is the implantation of the
Melanchromic Organ. This hemispherical, black organ
functions in an indirect and extremely complex manner. It
monitors radiation levels and types bombarding the skin,
and if necessary, sets off chemical reactions to darken the
skin and protect it from ultraviolet exposure. It also provides
Iimited protection from other forms of radiation. Differing
Melanchromic Organ gene-seed from Chapter to Chapter leads
to variations in skin and hair colour, and in some Chapters all
of the Space Marines may have identical colouration, such as is
found in the albino warriors of the Death Spectres Chapter.

Phases fourteen and fifteen, the implantation of the Oolitic
Kidney and the Neuroglottis, are often undertaken at the
same time. The Oolitic Kidney is red-brown and heart-shaped
and improves and modifies the Space Marine’s circulatory
system, enabling other implants to function effectively. The
Oolitic Kidney also filters blood extremely efficiently and
quickly. The Secondary Heart and Oolitic Kidney are able to
act together, performing an emergency detoxification function
in which the Space Marine is rendered unconscious as his
blood is circulated at high speed. This enables a Space Marine
to survive poisons and gases which are otherwise too much
for even the multi-lung to cope with. The Neuroglottis enables
the Space Marine to assess a potential food by taste. The organ
is implanted in the back of the mouth. By chewing, or simply
by tasting, a Space Marine can detect a wide variety of natural
poisons, some chemicals and even the distinctive odours of
some creatures. To some degree, a Space Marine is also able to
track a target by taste alone.

In phase sixteen, normally at age sixteen, a small organ
called the Mucranoid is implanted in the lower intestine
where its hormonal secretions are absorbed by the colon.
These secretions initiate a modification of the sweat glands.
This modification normally makes no difference to the Space
Marine until activated by appropriate chemical therapy. As
a result of this treatment, the Space Marine sweats an oily,
naturally cleansing substance which coats the skin. This
protects the Space Marine against extremes of temperature
and even offers a slight degree of protection against vacuum.
Mucranoid chemical therapy is standard procedure in long
space voyages and when fighting in vacuum or near-vacuum.

Phase seventeen is the implantation of two identical organs
called Betcher’s Glands. These are placed into the lower
lip, alongside the salivary glands or into the hard palette. The
Betcher’s Gland works in a similar way to the poison gland of
venomous reptiles by synthesising and storing deadly poison.
Space Marines are rendered immune to this poison by virtue
of the gland’s presence. The gland allows the Space Marine to
spit a blinding contact poison, which is also highly corrosive.
A Space Marine imprisoned behind iron bars could easily
chew his way out given a few hours.

- In the penultimate phase of the process, a pair of glands
called Progenoids are implanted, one in the neck and the
her deep in the chest cavity. This takes place between the age

of sixteen and eighteen. These glands are vitally important to
the very survival of the Space Marine’s Chapter. Each organ
grows within the Space Marine, absorbing hormonal stimuli
and genetic material from the other implants. After five years,
the neck gland is mature and ready for removal. After ten
years, the chest gland becomes mature and is also ready to
be removed. A gland may be removed any time after it has
matured, and it represents the Chapter’s only source of gene-
seed. When mature, each organ contains a single gene-seed
corresponding to each zygote implanted into the recipient.
Once removed by surgery, the Progenoid must be carefully
prepared, its individual gene-seeds checked for mutation, and
sound gene-seeds stored. Gene-seeds can be stored indefinitely
under suitable conditions.

Space Marine Apothecaries carry a special device known
as a reductor, which they can use in battlefield conditions to
remove the Progenoid glands of a fallen Space Marine, so
that, even should he die before his glands are harvested, they
may be recovered. The whole purpose of the Progenoid is to
provide gene-seed to enable the Chapter to continue. It is not
possible to create a zygote in any other way. Each Chapter’s
stock of gene-seed is therefore unique to itself. Gene-seed has
a great deal of religious significance to a Chapter, representing
its identity and future. Without gene-seed, a Chapter has no
future. The extinction of a type of gene-seed means that a
zygote has been lost forever. The extinction of the Progenoid
gene-seed itself would effectively mean the end to a Chapter.

As each Space Marine has only two Progenoid glands,
the rate at which a Chapter can create new Space Marines
is restricted. It may take many years for a Chapter to rebuild
itself after heavy losses. Gene-seed is often rendered useless if
a Space Marine is exposed to high radiation levels or other
forms of genetic disturbance. The efficiency of different
Chapters” Progenoid gene-seed also varies, so some Chapters
are able to make up their numbers faster than others.

The final and the most distinctive implant is the Black
Carapace, which cannot be implanted beyond the age of
eighteen. This looks like a film of black plastic when growing
in the tanks. This is removed from its culture-solution and cut
into sheets, which are implanted directly beneath the skin of
the recipient’s torso. Within a few hours, the tissue expands,
hardens on the outside, and sends invasive neural bundles
deep inside the subject. After several months, the recipient is
fitted with neural sensors and transfusion points, cut into the
hardened carapace. These artificial interface points mesh with
features integral to the power armour, such as the monitoring,
medicinal, and maintenance units. Without the benefit of the
Black Carapace, a Space Marine’s power armour would be far
less effective.
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w252 Scout as a boy, and I'll give you the Battle-Brother as

.~ === Scout Sergeant Dvan Skor of the Storm Wardens.

ccording to the Codex Astartes, Space Marines are
orzznised into three main types of squad: Tactical,
~ssault, and Devastator. Each of these squads has a
—zzlefield role and is designed to operate together to

wual support and maximum flexibility. In addition
sree squad types, the First (Veteran) Company can be

2:h Company are always fielded as Scout squads. All
= Mizsine squad types, with the exception of the Scouts,
W= consist of ten troopers, but they can be divided
- =0 separate combat squads in battle. This gives each
i & “mher degree of flexibility in action.
~ wamior accepted into the Chapter’s ranks will serve
e roles, starting out as a young Scout in the Tenth
Smeesy and, if fate favours him, progressing through the
= szming as Devastator, Assault Marine, Tactical Marine
= 5e is exceptionally bold, eventually earning the
s of serving in the First (Veteran) Company. A favoured
—uz=! even this great honour and join the ranks of the
masters, leading their fellows into the blood and
@ ek borde.
e Sostostep along the path to becoming a mighty hero
= Chaprer is service in one of the Scout squads of the
"5 Company. Scout squads consist of a Space Marine
= 2nd four to nine Scouts. The role of the Sergeant
% === the Scouts and lead them in battle. Only Sergeants
= —s=sicenable experience and status are designated for this
== Scoussartend to every word their Sergeant utters, for it is
S8 s Be has forgotten more of war than many more senior
See= will ever learn.
== serving as a Scout, a Neophyte learns the most
== ams of war. In a range of infiltration and reconnaissance
Sssees he learns how to approach and observe the enemy.
“=zsion gathered in such missions is passed back to the
= —=xle force. The Scouts get their first taste of combat
- = of carefully placed ambushes, the Scout Sergeant
=== on centuries of experience to deploy his charges in
= = manner as to teach them as valuable a lesson as the
Unlike that enemy, the Scouts learn valuable skills in
% sombats—the enemy earns nothing more than a quick
*% “or even a Neophyte Space Marine is a puissant warrior
=2=c o a mortal man.
* Sc=ce Marine serving in a Devastator squad may only
== have completed his service in the Tenth Company
-a initiated as a Space Marine. It will be his first

experience of fighting in power armour. When first assigned
to such a squad, the Space Marine will bear a bolter and

grenades and fulfil a support role within the squad, providing

close support to those Battle-Brothers armed with heavy
weapons, identifying targets and being close at hand to
proffer ammunition and to take up the weapons of any who
should fall. Only when he has proven himself steady and
reliable in battle will the Space Marine be entrusted with one
of the Chapter’s mighty heavy weapons, which he will come
to master over the course of several hundred battles.

Devastator squads consist of a Sergeant and nine Space
Marines. Up to four Space Marines may be armed with heavy
weapons, whilst the remainder will carry bolters. This is
the most heavily armed type of Space Marine squad of all,
and they are deployed wherever overwhelming firepower is
needed, especially when the Chapter faces enemy tanks or
fortified positions.

Having proved himself steadfast and disciplined in the
Devastator squads, a Space Marine will in time earn himself
a place in an Assault squad. Here the Space Marine comes
to master the application of overwhelming force, taking the
fight directly to the enemy’s strong points. He embraces the
controlled savagery of close combat and looks his enemy in
the eye as he deals him death. Assault squads are specialists
at fighting in hand-to-hand combat. Each squad consists
of a Sergeant and nine Space Marines all equipped with
jump packs and armed with a close combat weapon in each
hand. Common armament consists of a bolt pistol and a
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close-quarter fighting assault troops.

highly experienced warriors.

three squad types:

S

chainsword. Optionally, two of the Space Marines may carry
plasma pistols. This combination is ideal for fast-attacking,

Even though Tactical squads are the most common type
in any Chapter, to earn a place in one a Space Marine must
have proven himself both courageous and wise in battle.
Throughout his service in the Devastator and Assault squads,
he will be proven adaptable in his approach to the arts of war
and will have mastered a range of tactics and weaponry.
Tactical squads are the most commonly fielded squad
types in a Chapter. A Tactical squad is led by a Sergeant and
includes nine other Space Marines. Of these, seven Battle-
Brothers are armed with bolters, whilst the remaining two
can be armed with bolters or, alternatively, one may carry a
heavy weapon such as a missile launcher or a heavy bolter,
and the other may carry a special weapon such as a flamer or
meltagun. This combination is the most tactically flexible and
offers a good mixture of capabilities within the squad.

After serving in hundreds of campaigns and thousands of
battles, and having conquered the very worst the galaxy has
to throw at him, a Space Marine is likely to be considered a
Veteran. In most Chapters, such an honour is not measured
by length of service, but in blood spilled, horrors overcome,
and mighty deeds done. As a prelude to service in the First
(Veteran) Company, many Space Marine Veterans fulfill the
role of Sergeant, leading squads of all types in any of the
other companies. Thus, many of the Space Marines of the
Veteran company will be battle-proven leaders as well as

The warriors of the Veteran company are fielded in one of

Terminator squads wear the uniquely powerful Terminator
armour, sometimes called tactical dreadnought armour. This
armoured suit is massive in construction, virtually turning a
Space Marine into a one-man tank. Every Chapter has a limited
number of Terminator armour suits, and each is an ancient
artefact crafted many thousands of years ago. Terminators are
less mobile than other Space Marines and are primarily used
in boarding actions or in extreme close quarters when heavy
fire suppert cannot be easily brought to bear. So resilient is
the armour that it is reputedly able to operate inside plasma
reactors, within volcanoes, and inside highly irradiated areas
of deep space. Legend has it that the armour can even survive
the tread of a Titan. To wear an ancient suit of Terminator
armour is one of the greatest honours to which a Space
Marine can aspire. Each suit bears on its left shoulder the Crux
Terminatus, the unique badge of the Terminator. Each Crux is
said to contain at its core a tiny fragment of the armour worn
by the Emperor himself when he fought his final battle against
the traitor Warmaster Horus, providing a direct link between
the Space Marine and the Father of Mankind.

Despite its obvious benefits, Terminator armour is not
suitable for all missions. Most of the time, Veterans take to the
- field wearing ordinary power armout, albeit a suit inscribed
~ with many hundreds of battle honours. When wearing power
armour, Veterans are formed into vanguard Veteran squads or
ternguard Veteran squads. By dint of their rank, Veterans have
access to the most fearsome weaponry in the Chapter’s arsenal,
jntlﬁding.-_sacred blades and artificer-crafted combi-weapons

of uniquely masterful craftsmanship. Vanguard Veteran
squads go to battle equipped with the most lethal of close
combat weapons, and often wear jump packs to bring them
to bear before the enemy can even react. Sternguard Veteran
squads carry a wide array of ranged weaponry and specialised
ammunition, and are masters in its overwhelming application.
Veteran squads are rarely deployed en masse, but are instead
used to bolster the line, provide an unstoppable speartip or to
act as a highly flexible and mobile reserve.

MASTERS OF THE CHAPTER

Each of the Chapter’s ten companies is led by a Captain.
These leaders are second in experience only to the Chapter
Master himself, and each is a warrior so deadly that he will
rarely meet his match. Each Captain is an inspirational and
determined leader, able to coordinate the Space Marines under
his command whatever the opposition. In addition to leading
Space Marines in battle, each Captain holds titles dependent
on his other responsibilities with regard to the workings of
the Chapter or its home world, such as Master of the Fleet or
Master of the Marches.

Of the thousand awesome and terrifying warriors that
comprise a Space Marine Chapter, there is but one Chapter
Master, a leader with centuries of experience in the very
crucible of battle. His own fighting skills will be unsurpassed,
whether in the use of gun, blade, or bare hands. His very
rank speaks of a past littered with the bodies of bloodied,
beaten foes of the most terrifying and inhuman sort. It is not
enough, however, for the Chapter Master to be its foremost
warrior. He must also be a superb tactician, grounded in the
teachings of the Codex Astartes and honed through countless
decisions made in the maelstrom of close action. His soldiers
are also his brothers, and he knows that they will give their
lives at his command. He must preserve these magnificent
fighters, but must also accomplish his mission and uphold the
honour of his Chapter. He will be steeped in the lore of his
Chapter and be sworn to keep its secrets and must conduct
his diplomacy accordingly, for Space Marines maintain a web
of time-proven oaths and honours debts and do not simply
heed the commands of Imperial functionaries. Those who
wish a Chapter Master to send his warriors into battle must
give him good reason to do so. In addition to this, a Chapter
Master will often be the ruler of his Chapter’s home wotld, a
resource that is too valuable for him to ignore. Amongst the
greatest risks facing a Chapter Master is the very power he
wields, for a Chapter of Space Marines is a force capable of
devastating entire worlds at his order.

Even a Space Marine can feel pride, ferocity, and desire—
it is, after all, their hero’s soul that drives them to acts of
selfless sacrifice. But in these things lie the seeds of hubris
that can eventually lead to damnation. Any Space Marine, but
especially a Chapter Master, must beware the short path to
victory, must consider both the ends and the means, and must
heed the example of Emperor and Primarch.
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“The enemies of the Emperor fear many things. They fear discovery,
defear, despair, and death. Yet there is one thing they fear above all
others. They fear the wrath of the Space Marines!”

—Imperial Maxim

n DeaTHWATCH, you take on the role of a Space Marine—a
genetically-enhanced warrior who has given up his very
humanity in order to save Mankind. In addition, you are
not just any Space Marine. You have been specially chosen
to be inducted into an elite special mission force known as
the Deathwatch.

As a Space Marine, you have already faced, and defeated,
countless numbers of the Emperor’s foes. You have taken part
in planet strikes, descending in drop pods upon columns of
fire, and brought the Emperor’s justice to the unclean. You have
boarded haunted space hulks and purged with bolt and flame
the slavering creatures lurking within. You have descended
into the very bowels of the mightiest of hive cities, and
. emerged victorious over the ultra-violent forces of recidivism
and heresy.

However, all of that was just the beginning. In the
Deathwatch, the true horrors that seethe and gibber and
hunger to devour the soul of Mankind await you. Only the
very strongest are selected. Only those most blessed in the eyes
of the Emperor prevail.

Serving the Deathwatch, you will face untold enemies.
Some you have already met in battle and defeated many times
over. The barbarous Ork, the perfidious Eldar, and the ravening
Tyranids all await you, in greater numbers than ever before.
Other vile xenos must also be faced, creatures not yet named in
the annals of the Imperium. You must take the battle for survival
into the unknown regions of space and root out the vile taint of
the alien, before it can spread and infect the entire galaxy.
Other enemies wait too, for truly, the foes of Mankind never
tire. The servants of the Ruinous Powers plot the downfall of
the Imperium, and you must face perhaps the most terrible
of enemies—the Traitor Legions, your own kin who turned
against the Emperor at the very dawn of the Age of Imperium.
To enter the Deathwatch is to take the most binding of
oaths. Of what you see, what you kill, you may never tell,
except to those who you fight alongside. Your victories will go
unheralded, your deeds unknown, and your name unrecorded
“save in the sealed archives of the mysterious Ordo Xenos. But
he Deathwatch crave not glory; they desire only to serve, and
o keep the darkness that hungers for the soul of Man at bay, to
t it into the night, never to return.

You are Deathwatch. You are the right hand of the Emperor,
d none may stand before you.
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CREATING YOUR
DEATHWATCH
SPACE ITIARINE

“Space Marines are men in the same way a knife is a piece of metal.
Space Marines are forged, not born. They are the finest weapons of
the Emperor’s will.”

—Commissar Holt

o get started on your elite special missions, you need

to create your alter ego, known as a Player Character

(PC). This is also referred to in this text as your “Space
Marine” or “Battle-Brother” for the sake of convenience.
Creating a Player Character for your DEATHWATCH game is
a simple process that many people find fun in itself. As you
move through this chapter, you will find the tools to construct
an interesting persona with a history, motivations, and a clear
idea about what the future may hold. Be aware, there may be
unfamiliar terms, places, and concepts within this chapter, but
have no fear—all will be explained as you explore the rest of
this rulebook and join the ranks of the Deathwatch.




L'

iy
* === beginning, you will need to gather some supplies.

- » . require two ten-sided dice (or 2d10, as they are
“—=c o throughout the rules), a character sheet, a pencil,
= &= czser It is best to write everything in pencil to start

== you may end up changing or adding to things as
= zlong. In addition, you might want to have some
fEEe scraps of paper to make notes on. It is also useful to
= =e=ther with your GM and the group of people you'll be
# == with when you make your PC. Not only is it more fun
UCB’:‘.‘:‘.‘ER‘: things as you go along, you will also be able to
== e that your characters all complement one another.
These are five steps you should follow whenever you
—==ting a new Space Marine. Each step is relatively
“mesie consisting of making a few choices and recording
- ur s=lections onto your character sheet. Each stage in the
| “sacmer creation process is as follows.

b

1: GENERATE CHARACTERISTICS

“= of the key aspects of your character are defined
& ===s of numbers. Some of the most basic of these are
= Characteristics. They represent your Space Marine’s
=andities, ranging from physical Characteristics such as
“===:h and Toughness to mental ones like Intelligence and
WO wer. i
=1 Space Marine characters begin the game with the
Skills, Talents, and Traits listed on page 36. These have
ziready been marked for you on the character sheet
crovided in this book (see page 397).

= =1l Space Marines have many special implants that give

- them special bonuses and abilities. These bonuses are
' ncluded on the character sheet provided in this book,
=nd are summarised on page 16. For detailed information

on these implants, see page 36.
= all Space Marines seconded to the Deathwatch begin with

Skills and Talents granted by special hypno-conditioning

2nd fraining, represented by the Deathwatch Training

Talent and access to the Forbidden Lore (Xenos) Skill.

These have already been marked for you on the character

sheet provided in this book.

STAGE 2: SELECT CHAPTER

"R next step in creating your character is to determine your
~=2ce Marine’s home Chapter. A Chapter is a self-contained
- ==ce Marine force that has been your character’s home for
S==des (if not centuries!). The Imperium is a vast civilisation,
=2 by the time your character begins his adventures in the
“==chwatch, he has been influenced by many factors, chief
smongst them the beliefs and traditions of his home Chapter.
this book, the available Chapters include: Black Templars,
So0d Angels, Dark Angels, Space Wolves, Storm Wardens,
#=2 Ultramarines. Many more Chapters exist in the Warbammer
200 Universe, and future DEaTHWATCH sourcebooks will
~2and the available Chapters and provide other options to
=aance this step of character creation.

Ot1HER CHAPTERS
AND CustoM CHAPTERS

There are a number of very famous and distinguished
Chapters of Space Marines in the Warhammer 40,000
Universe other than the six presented in this book:

Future books for the Deathwatch line will present some
of thee classic Space Marine Chapters and provide
more details on the six Chapters for this book as well.

In addition, a future book in the Deathwatch line
will provide extensive rules on how: to create your own
custom Space Marine Chapter!

* When you choose your character’s Chapter, this decision
affects his personality, his characteristics, and his combat
abilities. The Chapters are listed on pages 38-54.

* Each Chapter modifies your character’s Characteristics.
Add the bonuses from your Chapter to the appropriate
Characteristics on your character sheet.

* The culture and gene-seed of a Space Marine’s Chapter
grants him a Solo Mode Ability. Write down the name
of this ability on your character sheet. See page 215 for
more on Solo Mode Abilities.

e All Space Marines of a particular Chapter possess a
Demeanour that embodies the beliefs and traditions of
that Chapter. Write down the name of this Demeanour
on your character sheet. See page 32 for more
on Demeanours.

STAGE 3: SELECT SPECIALITY

While your Chapter and Characteristics are important for
understanding your character, it is your Speciality that defines
your character’s function within the game. Deatnwatcu has
six Specialities: Deathwatch Apothecary, Deathwatch Assault
Marine, Deathwatch Devastator Marine, Deathwatch Librarian,
Deathwatch Tactical Marine, and Deathwatch Techmarine. As
you play the game, your Rank within your Speciality will
increase. This opens doors to a host of new options, giving
you the means to customise your Space Marine.

* Space Marine characters each have a Speciality that
represents their role in the Kill-team. Choose one from
the options on pages 68-90.

* Most Specialities include at least one Skill that the Space
Marine gains during character creation. Note this down
on your character sheet.

¢ Each Speciality has a selection of Special Abilities.
Choose one and note it down on your character sheet.

* Some Specialities (such as Librarian and Techmarine)
gain further options from their Special Abilities. Read the
chosen Special Ability carefully to make sure you don’t
miss any important choices for your character.




STAGE 4: MOVEMENT, WOUNDS, FATE,
AND ExXPERIENCE POINTS

This step is where you can further customise your Space

Marine. Each character begins play with an amount of

Experience Points (xp) that reflects his life prior to joining

the Deathwatch. You may spend your starting experience

to purchase new Skills and Talents or to improve your

Characteristics. See Chapter II: Specialities for details. This

stage is also the point where you determine how many Fate

- Points and Wounds your character has.

¢ Determine the Space Marine’s starting wounds by rolling
1d5 and adding 18 to the result. For more details, see
page 27.

¢ Determine the Space Marine’s starting Fate Points by
rolling 1d10 and consulting Table 1-2 on page 27.

* Determine the Space Marine’s movement rates by
consulting table 1-3 on page 27. The Space Marine's
power armour will increase your Agility Bonus by 1 for
this purpose.

* You may now further customise your Space Marine by
spending 1,000 experience points on certain Advances.
See page 57 for more details. You may purchase Advances
from any combination of the General Space Marine,
Chapter, or Speciality Advance tables, as appropriate for
your Rank (you begin as Rank 1).

*
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STAGE 5: STARTING EQUIPMENT

 Space Marines begin the game with a set of equipment worthy
 of their exceptional talents, gear that makes other warriors
- weep with envy. See Chapter V: Armoury for details on
your character’s starting gear based on your Speciality.

* Every Space Marine has a selection of equipment
provided to him. Note the starting equipment for a Space
Marine and the gear for your chosen Speciality on your
character sheet.

STAGE 6: GIVING CHARACTERS LIFE

Once all the numbers are finished with, it is time to flesh
out your Space Marine. This stage helps you define your
character’s past, temperaments, beliefs, and more. This step
is an important one, as it helps you portray the character
during game play and makes your Space Marine a unique
being, helping to set him apart from others who may fill a
similar niche. During this step, you also select your character’s
Demeanours—strong elements of his personality that define
him as an individual.

SPENDING EXPERIENCE POINTS?

Several of the options in later chapters allow a character
to spend an amount of Experience Points, abbreviated

“xp.” Starting characters in Deathwatch begin with
)00 xp that they may spend to purchase an available

» Consider your character’s appearance. What colour is his
hair? Does he have any distinguishing features?

* Before joining the Deathwatch, your Space Marine
performed admirably in the service of his Chapter.
These events are what led to his selection to join the
Deathwatch. Choose or randomly roll for a past history
event from the tables on pages 29.

* Your Space Matine’s power armour has had many ownets,
and it may have some particular quirks. Randomly roll
for your power armour’s history and quirks on Table
5-12 on page 162.

* Answer the questions on page 31 to flesh out the
personality of your Space Marine.

* Choose a personal Demeanour that best fits your
character. This can contrast or compliment your Chapter
Demeanour. Your personal Demeanour may change over
time as your character develops during the game.

» Give your Space Marine a name, either by thinking one
Y p Y g

up on your own or choosing one from Table 1—11 on
page 34. '

STAGE 7: PLAY DEATHWATCH

With all of this complete, you are now ready to pléy
DEATHWATCH! s
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1: GENERATE CHARACTERISTICS

e o bundred men, there may be none fit for the Adeptus
== Amongst a hundred Space Marines, there may be one fit for
e Bhecciryarch.”

—Watch Captain Brand

haracteristics represent your character’s raw ability, on
= scale of O to 100, in a variety of physical and mental
areas. Your character’s Characteristics are important for
===y of reasons, but principally, they reflect your ability to
~io—==d at certain actions. Since you want to roll under your
me=creristic when attempting to accomplish something
- = Bas dramatic consequences in the game, the higher your
amacreristic is, the better off you will be.

W EaproN SkiLL (WS)

~W==oon Skill measures your character’s competence in hand-to-
“=nc Scohiing, whether using fists, knives, or lightning claws.

Barirstic Skiir (BS)

S=stic Skill reflects your character’s accuracy with ranged
“w==zons, such as boltguns, lascannons, and meltaguns.

'STRENGTH (S)

~===gth describes how physically strong your character is.
& = important to note that Space Marines are inherently
2essessed of incredible strength: all Space Marines possess
5= Unnatural Strength (x2) Trait. See page 136 for details.

ToucuNEss (T)

~s=chness defines how easily your character can shrug off
=y as well as how easily he can resist toxins, poisonous
==onments, disease, and other physical ailments. It is
~moomiant to note that Space Marines are exceptionally tough
== difficult to kill; all Space Marines possess the Unnatural
“~uchness (x2) Trait. See page 136 for details.

1Y (AG)

“=lty  measures
== poise.

‘:3-

your character's quickness, reflexes,

INTELLIGENCE (INT)

=lligence is a measurement of your character’s acumen,
w=son. and knowledge.

=RCEPTION (PER)

“==ception describes how well your character perceives his
seoundings. It reflects the acuteness of your character’s
' Space Marines have two special implants that affect
¢ eption. See page 36 for details.

Kiri-Teams?

The term “kill-team” is most often used for small, squad-
sized units of Space Marines sworn to the Deathwatch.
For the purposes of the Deathwatch roleplaying
kill-team refers to the player character group:

game,

HANDEDNESS

Space Marines are naturally ambidextrous, so in
Deathwatch, it is not important to note which hand is
dominant. You may, of course, choose that your Space
Marine prefers to use one hand or the other if you wish.

WiLLrower (WP)

Willpower demonstrates your character’s ability to withstand
the horrors of war and the dread opponents he is bound to
encounter in his missions with the Deathwatch.

CHARACTER CREATION

Ferrowsurp (FeL)

Fellowship is your character’s ability to interact with other
creatures, to deceive, charm, or befriend them.

»
*
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CHARACTERISTIC BONUSES

Each Characteristic has a corresponding bonus. A
Characteristic Bonus equals the tens digit of the Characteristic
score. For example, a character with a 41 Intelligence has a 4
Intelligence Bonus. 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 2d 10,
add the resulting numbers together, then add 30. Follow this
procedure once for each of your Characteristics until you have
the results for all nine and then fill them in on your character
sheet. When recording each Characteristic on your character
sheet, remember to write the first digit of the number in the
circle. Writing those digits in the circles allows you to see what
your Characteristic Bonuses are at a glance. Note that one or
more of your Characteristics may be further modified by your
choice of Chapter in Stage 2: Select Chapter.

Since you are playing a character who represents one of the
Imperium’s mightiest defenders, you may re-roll any one result
of your choosing. Should you choose to do this, you must
keep the new result, even if it is worse than the old one.



ExAMPLE

- Sam is creating a new DEATHWATCH character, so he rolls 2d10 for
his Weapon Skill Characterisic and gets 11. Next, he adds 30, for
a final Weapon Skill of 41. He repeats this process for the rest of his
Characteristics, gaining the following results:

i Characteristic 2d10 Roll Total Characteristic
i 3 Bonus
¢l 5 Weapon Skill 11 (+30) 41 4
X Ballistic Skill 7 (+30) 37 3
; : Strength 16 (+30) 46 4
> Toughness 10 (+30) 40 4
(@] Agility 9 (+30) 39 3
= Inelligence 12 (#30) 42 4
% Perception 15 (+30) 45 4
Willpower 14 (+30) 44 4
Q i Fellowship 8 (+30) 38 3
&
-2 Sam gets one re-roll Looking at his Characteristics, his worst score
j : is his Ballistic Skill. Since he intends to gun down plenty of hostile
®F. aliens, he decides to roll for Ballistic Skill again. He rolls 2d10 and
=z gets a 151 He replaces his BS with 45, so his Characteristics now

look like this:

WS BS S T Ag Int Per WP Fel
41 45 46 40 39 42 45 44 38

STAGE 2: SELECT CHAPTER

“Forget your past life. From this day on, you are simply a Dark
Angel—nothing else is of consequence. The Chapter is all
that matters.”

—Commander Azrael addressing new recruits
to the Scout company

After generating your Characteristics, your next step is to
determine your Space Marine’s home Chapter. There are
roughly a thousand Chapters of Space Marines within the
Imperium, each one possessing unique beliefs, traditions,
and battle honours from ten millennia of war amongst the
stars. The particular principles and rituals of a Space Marine’s
Chapter encompass the majority of his adult life, and the
guidance of the other Space Marines of his Chapter shape
him above all other influences. When you select your home
Chapter, you gain certain modifiers to your Characteristics, a
starting Solo Mode ability, and a special Demeanour. Not to
worry—all of these terms will be explained later on! Note
all of these things down on your character sheet and move
on to the next stage. You will find a selection of Chapters on
pages 38—54.

26

ArrocatinGg PoiNts

An alternate 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, t

player begins with a score of 30 in cach Characteristic {8

and may allocate a total of 100 additional points to his

Characteristics, adding no more than 20 to any one |

Characteristic. This method generates characters with
. slightly lower than average scores. =

STAGE 3: SELECT SPECIALITY

“Zeal and fury are rewarded with victory.”
—Captain Davian Thule of the Blood Ravens

Once you have chosen your Space Marine’s home Chapter,
the next step is to select his Speciality. In the Deathwatch, a
character’s Speciality defines his role and function within a kill-
team. In their home Chapters, Space Marines are able to wage
war in a wide variety of roles on the battlefield. However, the

elite special missions conducted by the Deathwatch require a-

tighter focus on a Space Marine’s natural talents. A Speciality
helps guide your character’s development, determining your
starting: gear, Skills, Talents, and a variety of other factors,
helping to build a place for yourself within your kill-team.

To determine your Speciality, you make a selection from
those available (note that some Chapters are restricted and
may not select certain Specialities). Once you know what
your character’s Speciality is, copy down all of the relevant
information onto your character sheet—your starting Skills,
Talents, and gear. In some cases, you will need to make a
choice between one thing or another. If in doubt over what
to choose, ask your GM for advice.

Before play begins, you will get the chance to make
further improvemeénts to your character (for details, see Stage
4: Spend Experience Points).

TABLE 1-1: SPECIALITIES
Speciality Description Page Restrictions
Medi o
Deathwatch  Medical experts and 68 Spce \oice
Apothecary  healers :
Deatiwauh Fierce hand-to-hand
Assault 72 e
; combatants

. T
Deethonc Masters of heavy Black
Devastator A 76 Temblare
Marine Wb e arﬁ :
Deathwatch ~ Powerful battle- Black

B 80
Librarian psykers Templars
Deat‘hwatch Well-rounded leaders _ .
Tactical : : 84
: and warriors

Marine
Deathwatch  Bionically-enhanced
Techmarine  masters of machinery




£

StacE 4: MOVEMENT, WOUNDS, FATE,
5D EXPERIENCE POINTS

« =52l be pure of beart and strong of body, untainted by doubt
22 by self-aggrandisement. They will be bright stars
—rmzment of battle, Angels of Death whose shining wings
e annhilation to the enemies of man. So it shall be for a

- simes a thousand yedrs, unto the very end of eternity and the
s of mortal ﬂe’sb,”

—Roboute Guilliman, Codex Astartes

s ou have determined your Speciality, your next step
= = =owe down your character's Movement, Fate Points,
B Wounds on your character sheet. Finally, you spend
=000 starting Experience Points by referencing the
“ociate Rank Advances in Chapter II: Specialities
= =oving on to the next Stage.

B OUNDS

=25 are a vital part of any character and represent how

= cunishment he can take before suffering serious injury.
“===mmine your character’s wounds, roll 1d5 and add 18
= = mesult. The total number is how many wounds your
iacer begins play with.

Earacter is Storn, a Space Wolf- To determine Storn’s stdrting
s Steve rolls 1d5 and gets a result of 3. Adding this number
Sorn has 21 (3 + 18) starting Wounds.

S E POINTS

== Marines are unique individuals that are destined to do
==peror’s work. Fate represents this special destiny that
== “=is Space Marine apart from the other Battle-Brothers of
% Tzorer. Roll 1d10 on table 1-2: Fate Points to determine
= character’s starting number of Fate Points.

TABIE 1-2: FATE POINTS

Dice Result Fate Points
3 Fate Points
8_—9 4 Fate Points

5 Fate Points

SLOVEMENT

' ers may move at one of four speeds: Half Move, Full
we Charge, and Run. The number of metres a character may
w= in his turn is determined by his Agility Bonus. Traits and
can modify some or all Movement Speeds. For more
ion about these modes of Movement, see page 205.
that the ':Spaée Marine’s Power Armour improves his

gility Bonus for calculating movement rate by 1.

TABLE 1-3: INMIOVEMENT IN ITIETRES PER
ROUND
Ag Bonus Half Move Full Move Charge Run
1 1 2 3 6
2 2 4 6 12
3 3 6 9 18
4 4 8 12 24
5 5 10 15 30 z
6 6 12 18 36 9
7 7 14 21 42 2‘
8 8 16 24 48 88
9 9 18 27 54 4
10 10 20 30 60 @)
-
4]
STARTING EXPERIENCE = ~
All Dearawatch characters begin play with 12,000 xp. This Iéﬁ)
initial amount of xp is considered to have already been spent a4
in preparing your character’s abilities to the point where he is <
now. You do not actually spend these xp; that amount represents your 5.5
character’s pre-existing Characteristics, Skills, and other abilities. This U

-
*

initial xp is primarily of concern when bringing DEATHWATCH
characters into other Warhammer 40,000 Roleplay games,
such as Dark Heresy and Rocue TRADER, or vice versa.
Beginning characters also have an additional 1,000 xp
that they may spend to increase Characteristics, acquire or
improve Skills, acquire new Talents, and so on. Chapter
II: Specialities describes the cost of these improvements,
referred to as Advances, as well as what Advances are available
based on your Speciality—you may spend your 1,000 xp on
any advances from your Chapter Advances, the first rank of
the General Space Marine Advances, and the first rank of your
Speciality. Because your character has just recently joined the
Deathwatch, you may not spend your starting xp on Advances
from the Deathwatch Advances. Be sure to note how much
xp you spend, as spent xp determines your character’s Rank
within his Speciality. When you have finished spending
your initial 1,000 xp, your character’s total xp should equal
13,000, less any XP you have left over (if you purchased less
than 1,000 xp worth of Advances).

I

HeEerrisa TAsks

The initial 1,000 Experience Points represents the
fact that your Space Marine has been sent to the
Deathwatch as a seasoned Battle-Brother amongst his
home Chapter. Surviving the difficult missions of the
Deathwatch is not easy, but rising to and' overcoming

that challenge rewards the Space Marine with renown
and glory. If your Game Master is running a campaigin.
intended for more experienced characters, he may
decide to gift your character with additional starting

Experience Points and gear. If this is the case, simply
spend the xp as if you had earned them throuch
Chapter II: Specialities describes this processiin detas
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STAGE 5: STARTING EQUIPMENT

“This is the holy bolter. It is a Godwyn-pattern model with an ammo
counter, sintster/dexter locking mechanism, and a sickle magazine

 containing 30 rounds. Each round is a .75 calibre bolr with 4
diamantine tip, depleted deuterium core and mass-reactive detonator.
It fires in four-round bursts.”

~Sergeant Kell of the Dark Angels to his Scout Squad

No Adeptus Astartes would claim he truly needs energised
blades or acid-filled rounds to best the Emperor’s enemies.
However, certain basic equipment is virtually synonymous with
the responsibilities of the Deathwatch. In addition to his power
armour, a Battle-Brother always has access to the essentials of
his Speciality without the need to Requisition them. His power
armour and many of his weapons may have been brought with
him from his Chapter, and the Deathwatch ensures he stays
supplied with standard grenades and bolt shells. See Chapter
V: Armoury for more details on each of these items.

* All Specialities Standard Issue: Astartes power armour,
Astartes bolt pistol, 3 Astartes frag grenades, 3 Astartes
krak grenades, Astartes combat knife, repair cement, one
Chapter Trapping.

* Deathwatch Apothecary Standard Issue: Astartes
bolter with fire selector, reductor and narthecium,

* Deathwatch Assault Marine Standard Issue: Astartes
chainsword, Astartes jump pack.

* Deathwatch Devastator Marine Standard Issue:
Astartes heavy bolter with backpack ammo supply.

* Deathwatch Librarian Standard Issue: Astartes bolter
with fire selector, force weapon.

* Deathwatch Tactical Marine Standard Issue:
Astartes bolter with fire selector, one clip of Special Issue
ammunition (not exceeding 25 Requisition per clip)
per mission. Note that you must still meet the Renown
requirement for this ammunition.

* Deathwatch Techmarine Standard Issue: Astartes bolter
with fire selector, Astartes servo-arm (as a part of his power
armour), and one other Common craftsmanship cybernetic
(chosen at character creation). See the Cybernetics section
for rules on installing further bionics.

STAGE 6: GIvING CHARACTERS LIFE

“Salute the great Primarch, salute the Emperor, ofoward to victory!”
—Lord Macragge

The numbers and words you have written down so far are the
nuts and bolts that define your character’s capabilities. They
say little about the character’s past, personality, and other
 details that help you and others visualise your Space Marine.

Heicur AND WEIGHT

Whilst wearing theit power armour, an unarmed Sp ce
Marine typically stands slightly over 2.1 metres tall an
weighs between 500—1,000 kg. When you visualis

your Space Marine character, you should decide if he is
taller or shorter, lighter or heavier. Generally speaking,
Space Marines rarely vary to alarge degree in heigh :
weight—your character, however, may have been one |
of those unusual few who is the exception to the rulel

GENDER & APPEARANCE

Due to the special nature of the zygotes that make up a Space
Marine’s geneseed, all Space Marines are male. Appearance
encompasses all of your character’s physical traits. Note down
any special features of your Space Marine’s appearance on
your character sheet. Many Space Marines have scars from
past battles against the Imperium’s numerous foes. Some bear
special service studs implanted into their forehead to mark a
century of service with his Chapter. Space Marines may have
short hair, long hair, or can be completely bald; many have a
piercing gaze or a deep, commanding voice. You should select
some of these details or create your own to personalise your
character’s appearance. :

PaAsT EVENTS

Your past has had a strong influence on your character (unless,
of course, your Space Marine has been mind-cleansed!). You
may already have a great idea about what has happened to
your character before he joined the Deathwatch. If this is the
case, go ahead and write it all down. If you would like a little
inspiration, use the tables below to figure out what happened
before your Space Marine was chosen to attend Watch Fortress
Erioch. To use these tables, find the corresponding one to
your Space Marine’s chosen Chapter. Either select one of the
choices or roll 1d5 and find the entry that matches the result.
Note that these entries can be used to help flesh out your
character’s background and personality. In addition, the GM
can use these entries to craft additional encounters involving
your character during the DEaTHWATCH campaign.

PoweRrR ARMOUR HISTORY

Once you have determined an event in your past, you can move
on to the next step: determining any particular quirks of your
Space Marine’s power armour—a suit of ancient armour that
enhances the Space Marine’s already impressive musculature
and senses. To a Space Marine, his power armour is a sacred
piece of gear with its own history and legend. Most power
armour is quite old and has had numerous wearers before its
current owner, and the war spirit of such armour tends to
acquire certain unique characteristics that set it aside from
the rest. ;

To determine your power armour’s history or quirks,
roll on Table 5—12: Power Armour Histories and Quirks on
page 162. lEpafres o
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TABLE 1-4: BLACK TENPLARS PASTS
1d5 Result Past Experiences
= Received a Vision: On the eve of a great battle, you prayed for guidance from the Emperor and received it. This

guidance took the form of a vision, the details of which are known only to you. Afterwards, you helped defeat a
~ powerful enemy and proved the worth of your faith in the Emperor.

[

Established a Keep: You lent your assistance to establishing a Chapter keep upon an isolated frontier world as part
of the Black Templars’ eternal crusade. This grim fortress stands as a monument to your deeds and those of your
fighting company.
- The Geonide Crusade: Alongside your fellow Black Templars, you recovered invaluable artefacts from the Adeptus
3 ~ Mechanicus laboratories under siege by rebellious forces on the planet of Geonide. You personally slew a handful of
 rogue psykers and resisted their unnatural powers.

(]

Trained a Neophyte: You upheld the traditions of the Black Templars by training and mentoring a young Neophyte
through dozens of battles. Some Neophytes do not survive to become full Initiates in the Chapter.

Boarding Action: The Black Templars arc a fleet-based Chapter, and during a tense battle in space, you and a group
~ of your fellow Space Marines launched a boarding action against an enemy ship (perhaps via a boarding torpedo or a
_ Thunderhawk) destroying it from inside and turning the tide of the battle and preserving the fleet for later crusade.

i

TABLE 1-5: BLOOD ANGELS PASTS

1d5 Result Past Experiences
e Scouring of Ultramar: Commander Dante dispatched several squads of Blood Angels, including your own, to
. assist the Ultramarines in cleansing several worlds of the Tyranid presence of Hive Fleet Behemoth. After three
years, you and the other survivors of this mission returned with invaluable experience in fighting this particular
xenos threat.

Assault on Baal: You held the line with the rest of your Battle-Brothers against an Ork invasion of your
2 homeworld, Baal. You were among the reinforcements who successfully defended the Blood Angel fortress-

monastery against the greenskin tides.

. A New Beginning: The Blood Angels have had rocky alliances with their successor Chapters. However, you were

3 - there to witness a historic event when the Flesh Tearers (a successor Chapter of the Blood Angels) sealed a pact of
" brotherhood and ended centuries of strife and discord.
Golgotha Strike Force: You were part of Strike Force Bloodhawk, deployed to the insurrectionist world of
Golgotha. Perhaps you were in the armoured columns or amongst the Stormraven gunships that smashed through
the outer fortress walls.

Purged a Space Hulk: In support of Blood Angel Terminators from the First Company; you assisted in the
cleansing of a massive space hulk, infested with dangerous xenos lifeforms, Chaos renegades, or worse.

W

TABLE 1-6: DARK ANGELS PASTS

1d5 Result Past Experiences
 Encountered the Fallen: You have come face-to-face with (or have had a rare glimpse of) the black-armoured

Space Marines who were once your brothers, the Fallen Dark Angels. These renegades are relentlessly hunted by your
Chapter, and you have been sworn to secrecy regarding their existence.

Served in the Ravenwing: You have joined your brothers on many lightning attacks as part of the Ravenwing.
Either as gunner on a Land Speeder or an attack bike, your speed and precision against countless enemies of the
Imperium is rivalled by few. You may have even been privy to secrets that few even in the chapter know.
Preserved the Secrets of the Chapter: Your unquestioning loyalty has been proven in the trials of combat when
- you were part of a mission of utmost importance, purging heretical records forged by those who would spread vicious
- lies about the Dark Angels. What secrets you destroyed are a mystery even to you and will remain so for all time.
Thunderhawk Gunner: You have served your Chapter as the gunner for one of the powerful Thunderhawk
g_unships. You have a unique perspective on the battlefield, having fought in the air, on the ground, and in space.

The Lion and the Wolf: While serving alongside the Space Wolves chapter, you were chosen to fight a ritual _clhe_l
against one of their members. You claimed distinction with your victory and at least one Space Wolf curses your name
nder his breath. -

e
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TABLE 1-7: SPACE WOLVES PASTS

1d5 Result Past Experiences _
: Bitter Vengeance: You have fought face-to-face with Chaos Space Marines from the Thousand Sons Legion. These

i renegades are considered arch-enemies of the Space Wolves, and furious, no-quarter battles erupt whenever they
meet. e

Fenris Hunter: You have hunted and slain one of the extremely dangerous creatures native to Fenris. Among these

creatures are the mighty kraken, huge ice bears, and the ferocious Fenrisian wolf,

Service in the Fleet: Most Space Marine Chapters maintain a number of strike cruisers, battle-barges, and smaller

3 craft to support their operations on a planet’s surface. Having fought many battles amongst the stars, you may have
commanded a rapid strike vessel, or perhaps served as an officer aboard a larger ship. o
Wolf-Tamer: Fentisian Wolves have a unique bond with the Space Wolves Chapter, and often fought beside them.

4 At one time, you had tamed such a powerful beast as a trusted battle companion, He may survive still back on Fenris,
or he may have fallen to the weapons of the enemy in some previous combat.

The Great Hunt: Many times, Space Wolves have left Fenris to sail upon the sea of stars, seeking out any sign of
their long-vanished Primarch Leman Russ. These Great Hunts have not yet succeeded in locating the primarch, but
often carve new legends of heroism from actoss the galaxy. You have been fortunate enough to have taken partina
Great Hunt, and there is no doubt you have dozens of stories about the wonders and terrors you have witnessed.

TABLE 1-8: STORIT WARDENS PASTS

1d5 Result Past Experiences
Sole Survivor: The Space Marines are mighty warriors, but they are not invincible. You learned this bitter lesson

1 first-hand, as you are the only survivor of your squad, having encountered a particularly dangerous enemy; perhaps a-
Tyranid Hive Tyrant or Chaos daemon prince.
Tank Gunner: You have served your Chapter as the gunner in one of the Chapter’s armoured vehicles, perhaps a

2 Predator or Land Raider. You have fought in the vanguard of several armoured assaults, and the machine-spirits of
such vehicles are well-known to you.
Service in the Fleet: Most Space Marine Chapters maintain a number of strike cruisers, battle-barges, and smaller

3 craft to support their operations on a planet’s surface. Having fought many battles amongst the stars, you may have
commanded a rapid strike vessel, or perhaps served as an officer aboard a larger ship. 5
The Scouring of Vigil: You bear the deep scars of the campaign upon Vigil against the foul alien Slaugth. These

4 xenos maggot-men and their slave-constructs were defeated in a long series of savage close-quarter battles in the
tunnels beneath Vigil.
Honour Preserved: You have aided a fellow brother of your chapter in preserving his honour. Be it a promise he

5 made that became complicated by fortune or simply a sequence of events that could have gone awry, you are well
known within your chapter as a brother who respects his own honour as well as that of others.

TABLE 1-9: ULTRAINTARINES PASTS

1d5 Result Past Experiences
Tyrannic War Veteran: You fought in the Battle for Macragge, struggling against horrid Tyranid beasts from Hive

! Fleet Behemoth. Thanks in part to your efforts, the Ultramarines prevailed at great cost.

5 Cleansed Thrax: You helped defeat countless dacmons on the Chaos-corrupted Forge World of Thrax. Chapter
Master Marneus Calgar issued the order for Exterminatus upon the mission’s completion. : e

3 Endured the Waaagh!: You stood with your fellow Ultramarines against Waaagh! Gutshredda in the Forgoil system.
Dozens of greenskin invaders died at your hands, e
Banner Bearer: You were once chosen to carry a standard, possibly a back banner for your squad or even the

4 prestigious company banner. This selection was a great honour, and one not easily relinquished until you joined the
Deathwatch. :

5 Scout Sergeant: For a time, you led a Scout squad in the Ultramarines Tenth Company. During this time,-:you-:”

mentored many young Scouts on their way to becoming full Battle-Brothers.




e caacrer creation process provides you with the skeleton
* wwar Sooce Marine. However, these numbers and notes are
“== === zozal of your character—a vital element remains
= 25525 You! The background details of your character’s
B see Laoely up to you—as s, of course, his personality.

- === people like to develop their characters during play,
& S s 2 perfectly reasonable approach. When you start
=& i may be enough to know that your character is
 So=c= Wolf Assault Marine who has been chosen to join
= Sesmwarch. Many players, however, prefer to work out
= -=nd and personality notes before the game begins. If
#% seec some help fleshing out your character, try answering
“Slowing six questions. These answers should help you
BS yoor noughts on the emerging personality and history
W \jece Marine character,

=47 1S YOUR HOMEWORLD LIKE?

= mi_ consider giving some thought to your character’s
Seweric. and the culture he grew up in as well. There are
S ==ferent types of worlds settled by humanity (see page
- “or some examples), and each can have an impact on how
§ Siemaceer native to that world thinks and acts. What was
& some culture like? Were you born into a feral tribe or
= ==mc7 Perhaps you were part of a knightly order, or had
= 2o into your world’s aristocracy?

~wever for a Space Marine, the culture of his home
WSS = oot as significant as the beliefs and traditions that
==c him after he is recruited into his Chapter. After all,
“ooc than a decade of his life is spent as a human before

s 10 be shaped by the Space Marine Chapter that has
2 him.

‘=47 1S YOUR PERSONALITY LIKE?

== thing you should consider is your characters
“=5on. What is he like? Fiery and passionate, or earthy
sm=ctical? Is he pessimistic and cynical or does he
s save faith that the best will happen? Answering these
seoas will help to round out your Space Marine beyond
= =wmmemes of his Demeanours. What is your instinctive
“eesc fo threats, surprises, or pressure to perform?

¥ WERE YOU SELECTED FOR THE
WATCH?

==ny Chapters, the selection of a Space Marine to join the
=watch is an honour. Some Chapters consider it to be a
5 hgh honour, whilst others believe that service with the
waich s little more than a diversion of his true duties
==t his Battle-Brothers. Your Space Marine was specially
== and you should give some thought as to what factors
“=volved with that choice.

s you accomplished some particularly difficult
© defeated an especially dangerous enemy. Perhaps
ed a mgh-unstoppab[e assault, or were wounded

defending an important objective...perhaps even a luminary of
the Imperium, such as an Inquisitor or Imperial Commander. It
is also possible that you have been sent to the Deathwatch as a
form of exile, perhaps to teach you humility or atone for some
failure, real or perceived. Whatever the case, the circumstances
of your selection to join the Deathwatch will likely colour
your opinions and beliefs for some time to come...

WHAT DOES THE DEATHWATCH
MEzanN t0 You?

The Deathwatch is an elite force gathered from Space Marine
Chapters across the galaxy. Its purpose is to hunt the alien
forces that threaten the Imperium of man, operate in small Kill-
teams in special missions that often taken them behind enemy
lines, and venture into dark, secret places at the bequest of the
Inquisition. Were it not for the Deathwatch, the Imperium
would have long since crumbled into oblivion at the hands of
heretics, Chaos renegades, and foul xenos.

However, the performance of these duties is often done in
contravention of the Codex Astartes, and involves Chapters
who may be rivals (or even enemies) of one another. How does
your Space Marine reconcile the differences between how the
Deathwatch operates and the values of his home Chapter?
Does he believe in the purpose of the Deathwatch, or does he
consider his assignment a dangerous distraction from the efforts
of his Chapter? Is his role in the Deathwatch a step down from
the authority and rank he enjoyed in his home Chapter, or is
it 2 humble reminder of his place in the Emperor’s plan for the
universe? Is service in the Deathwatch an opportunity to gain
great glory, or is it a chance to atone for past sins?

CHARACTER CREATION
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WHaAT Do You DESIRE?

Some Space Marines hunger for glory, others for honour.
What are the things that warm your heart through the long
dark night of the soul? Perhaps a person, or a place, or a
world that has been overrun by Tyranids or consigned to
destruction? Perhaps you love thrill of taking extreme risks,
or perhaps you dream of facing a truly worthy opponent in
either guile or strength. Maybe you prefer the quiet depths
of your own faith in the God-Emperor, or maybe you enjoy
nothing more than telling a grand tale of your own exploits.

Wuar Do You HATE?

Hatred’s flame burns long and cold, even when all hope is
extinguished. What will sustain you through violence, hotror,
and death? Do you seek to destroy as many Tyranids as you
can find? Do you wish to lay low the renegade Chaos Space
Marines who slaughtered your closest friends—your Battle-
Brothers? Perhaps you detest the cowardice you discern in
normal humans, or perhaps you simply cannot endure heresy
against the Emperor. Hate is a powerful weapon in the hands
of the Adeptus Astartes, but it can spread like rot in the heart of
the greatest hero, a flaw that may one day act as his doom.
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BDEMEANOURS

“Your honour is your life. Let none dispute ir.”
—Captain Navarre of the Black Templars

emeanours are specific traits associated with a

Space Marine. Some Demeanours are linked

to the Space Marine’s home Chapter—the
Chapter’s beliefs, traditions, or even specific flaws in their
geneseed—whilst others are unique to that individual Space
Marine’s personality.

The purpose of Demeanours is to highlight what makes
each Chapter—and each Space Marine—different. They
exist in DEATHWATCH as a narrative prompt, meaning that
they present options and reasons for a Space Marine player
character to act a certain way or respond in a particular
manner to any given circumstance. Demeanours are not a
straightjacket; they do not force a character to take action.
Rather, Demeanours present the player with ideas and
opportunities for his roleplaying to have an impact on the
mechanics of the game.

Demeanours that are linked to the Chapter apply to all
Space Marines from that Chapter, whilst Demeanours from
the general list can be selected by any Space Marine from
any Chapter. Deathwatch Space Marines always possess
their Chapter’s Demeanour and must choose one additional
Demeanour from Table 1-10.

USING DEMEANOURS

Part of the fun of a roleplaying game involves selecting unique
choices personal to one’s own character, and then gaining
the benefits of that choice during the game. In this way, a
Demeanour can be both a particular advantage for the Space
Marine or portray a challenge he must overcome—and in
enduring, grow stronger.

The Chapter Demeanour represents the beliefs and
traditions of your home Chapter. It may also represent
particular quirks or mutations of their gene-seed. Your Chapter
Demeanour is part of the bedrock of your character, and as
such, the Chapter Demeanour does not change. Your Personal
Demeanour represents a strongly-held set of values or facet
of your persenality. It may be an ideal you strive to live up
to or a code of honour. However you choose to describe it,
your Personal Demeanour is a powerful part of who you are
and helps set you apart from the other Space Marines of your
Chapter. During the course of the campaign, part of the GM’s
role to challenge your personal Demeanour and test your
values. Will you hold true to your beliefs in the face of utter
evil or seductive temptation? It is natural that your character
should grow and change over time, and that should be reflected
in your Personal Demeanour. You may choose to change your
Personal Demeanour at any time you feel it is appropriate...no

- one knows your character better than you!

So, in short: Your Chapter Demeanour never changes. Your
Personal Demeanour changes with the character’s growth and
development as a character during the campaign.

Demeanours can be triggered by the player to gain a
bonus in much the same manner as a Fate Point (see page
204). Unlike spending a Fate Point, however, triggering a
Demeanour provides a bonus that can then be boosted
by roleplaying.

TRIGGERING A DEMEANOUR

When a Space Marine focuses on the core elements of his
personality, calls upon the legacy of his geneseed, or honours
the important beliefs and traditions of his Chapter, he becomes
more than just another Battle-Brother. He has triggered his
Demeanour, and thus he becomes a paragon of his own traits
and those of his Chapter.

In order to trigger a Demeanour, the Space Marine player
need only announce that he is doing so and apply the
benefits. When a Space Marine’s Demeanour is triggered, the
Space Marine gains any applicable benefit he would normally
get from spending a Fate Point (see page 204). Triggering a
Demeanour should be done in a manner that is relevant to
the Demeanour, although it is up to the player’s discretion
as to how he chooses to interpret his Demeanour for
the situation.

TABLE 1-10: EXANPLE DEMEANOURS

D10 Roll

(Optional) Name Description

The Space Marine’s mind is

highly analytical, constantly

aware of the pros and cons of

any decisions he faces.

The Space Marine is a

charismatic and talkative

2 Gregarious  sort, one who puts his Battle-
Brothers and even normal
humans at ease.

1 Calculating

The Space Marine is quick to
3 Hot-Blooded temper and aggressive inall
things. -
The Space Marine values
lore and learning, preferring
to think his way through a
problem.
The Space Marine is a
brooding individual, little -
given to conversation.
The Space Marine cherishes
faith in his Primarch and the
Emperor above all.
No test of endurance i
much for this Space Marine.
Pity has no place in this Space
Marine’s heart.
This Space Matin
- everified towa
Dignity and honour are
important to this Space:
Marine.

4 Studious

5 Taciturn

6 Pious

7 Stoic

8 Scornful

9 _Ambitious

10 Proud




roleplaying the Demeanour. Alternatively, the other players may
offer a thumbs-up or thumbs-down verdict—if the majority

= De=canour may be triggered a maximum of once (and
- = oace no matter how many demeanours he may havel)
== === session. Triggering a Space Marine’s Demeanours

- == oer came keeps those elements that make him and his

“—=mees special front and centre in the game experience.

EXAMPIE

ng a Dark Angel Space Marine with the Gregarious

Ross invokes his Gregarious Demeanour fo give him a

20 a Charm Skill Test when discussing tactics with the
zrnor of Platea, and convinces the Lord Governor not to
s forces foolishly.

IMPROVEMENTS

= =-diton, the benefits of triggering or overcoming the
:.':::::. ur may be enhanced if the Space Marine player puts
roleplaying the Demeanour. The player can portray
8 Shanacter either gaining strength from the ideals of his
Dme::our or (alternatcly) considering the demeanour as a
Lar challenge to be overcome. If the Space Marine player
s his Demeanour well, he can gain an Improvement. An
ment is a doubling of any applicable bonus (gaining a
s to a Test instead of +10, removing 2d5 Damage
of 1d5, and so forth). For removing Fatigue, an

ent removes all current levels of Fatigue.

Space Marine Triggering his Demeanour can add an
ment if the other Space Marine players agree that the
our has been roleplayed well. This bonus is meant to
dditional effort on the Space Marine player’s part and
eciation of his efforts by the other Battle-Brothers in
eam. A simple method to judge this is to simply ask for

inion of the other Space Marine players at the table after

DESIGNER’S NOTE: TRIGGERING A DEMEANOUR

£he intention behind a Space Marine’s Demeanour is to provide an opportunity for the Space Marine to gain a dramatic
=ad highly memorable moment (a “divine moment of blessed fury”) once per game. The opportunity provided by the
Demeanour is inextricably linked to the Space Marine’s Chapter and his own unique strength of personality—it is his
chance to put the spotlight on just how his Chapter is different from those of his Kill-team Battle-Brothers, or (just as
siznificant) how that particular Space Marine’s personality is expressed. It is recommended to the GM that triggering a
Semeanour should always have something extremely impressive occur in-game, even if the Space Marine player’s dice
=iterly desert him. A Triggered Demeanour that results in an attack that hits and fails to do damage, for example, could
sl knock down the enemy—or (should the enemy escape) leave him with a distinctive scar that he will bear forevermore,
% 55 left to the GM's discretion for the exact effects of this, but it should be suitably epic and reward the Space Marine for
!eplaymg his Demeanour.

Ix Your HAnDs

Some players may be used to having the Game Master keep track of a character’s particular strengths and weaknesses.

siowever, Game Masters have lots to do during a game. The GM manages the story, the pacing, the NPC's, the challenges,

sad describes the action. It is very easy for a GM to forget an additional detail for each character whilst handling all the
sther myriad aspects of his job. In addition, the player has his Demeanours listed prominently on his.own character sheet
and is far more aware of the effects that the events in the game are having on his character than anyone else. Therefore,
* Demeanours are meant to come into play regularly during the game, it would be good to place them into the player’s
Eands. Lastly,' Deathwatch is at its best when the players themselves shape the course of the experience, from Cohesion
% the Mission structure to the choice of Kill-team Leader. The reasons listed above are why the decision was made to
make Triggering Demeanours a choice that is firmly under the player’s control.

*
.

I




“Honour your Chapter and your name shall be remembered. Honour
your Primarch, and your name shall be respected. Honour the
Emperor, and your name will be legend.”

~Chaplain Argrim of the Black Templars

Choosing a name for your character can be very difficult.
If you are lucky enough to have a name in mind, go ahead
and write it down on your character sheet. However, if you
have difficulty coming up with a name on the spot (like many
other gamers!), this section will help guide you in creating a
great name for your Space Marine.

Names within the 41st Millennium are as varied as the
many thousands of worlds that make up the Imperium. As
mankind is an inventive and contrary creature, there are no
standard or universal conventions that govern the names
people give themselves. In some places, a single simple name
might indicate low birth and ignominy, whilst in others,
it might act as a mark of extreme wealth, fame, and good
breeding. When deciding upon a name, feel free to mix and
match any of the suggestions made by the naming tables. The
idea, of course, is to create a name that suits your character—
and no one knows more about your character than you do!

NOLLVE)) ¥MELOVIVH)) ]

TABLE 1-11: SPACE ITIARINE NAITES

1d10 Roll  Black Templar Blood Angel Dark Angel  Space Wolf  Storm Warden Ultramarine
1E Wilbelm  Zorael Naaman Logan Lorgath Marcus
2 Slglsmund Cloten Zahariel Magni Alistayr : Claudius
a5  Alyxander Astramael Astelan Ivar Bennit ‘Gannys

4 Anselm Bellerophon Cadmus Skif ~ Camerone Varen
5 . Navarre Metraen Bethor Skold Kestyr . Quintus.

6 Bertram Sepheran Magron Yngvar Morgan Scipio
o . Gervhart Donatos Nemiel Balmung Kuro Invictus
8 Konrad Rafen Elyas Hreidar Angus ~ Lucian

for ‘Raimer Arkio Makradon Haakon Kanshcn Pasanius

10 Khordel Leonatos Calibos Erik Ramsay Uriel

It is assumed that, in DEATHWATCH, characters from other

OTHER WARHAMMER 40,000 ROLEPLAY CHARACTERS AND DEATHWATCH

The most important information for players of Dark Heresy and ROGUE TRADER is that DEATHWATCH uses the same
core mechanics and takes place in the same universe. There are some theme-related differences in the rules between these
games, but Dark HErEsy and RoGue TRADER players should feel right at home with the way the game itself works.

It is important to note that DEATHWATCH Space Marines are quite powerful (particularly in combat!) in relation to

Dark Heresy and RoGuE TRADER characters. A RoGue TRADER character with 14,000 xp is roughly equivalent to.a

Rank 1 DEATHWATCH Space Marine (in that the Rogue Trader has a great deal of power tied up in his wealth and personal

starship!), and a DaRk HEREsY character using an Ascended Career from Ascension with 14,000 xp is also roughly equal

(having his own strengths in regards to Influence, many knowledge and investigative skills, and so forth). It is strongly

recommended that the GM consider carefully before mixing Space Marines into DARK HERESY and ROGUE TRADER

campaigns, because the Space Marine’s combat abilities are significantly higher than any other type of character.

DaRrk HERESY characters using ASCENSsION are particularly recommended if you wish to combine the two games. An-_ '
@rdo Xenos Inquisitor and his trusted Throne Agents are quite appropriate to accompany a DEATHWATCH Space Marme :

(or even an entire Kill-team) on a mission, or set of missions, of particular import.
REQUISITION & WARHAMMER 40,000 ROLEPLAY

Warhammer 40,000 Roleplay games have some special
dispensation to accompany the Space Marines on their missions (for instance, if one of the player characters is ar
Inquisitor). Throne Gelt and a Rogue Trader’s Profit Factor have no meaning for the Deathwatch. Therefore, the othe
characters also benefit from the Requisition rules and may acquire Renown at the GM'’s discretion (see paoLs 138~—141'
for more information about Requisition and Renown).

If a DEaTHwATCH character joins a DARK HEREsY or RoGUE TRADER game, the GM is encouraged to determme a

- fair method of applying Requisition to the Space Marine character rather than patticipating in Profit Factor, Influ
: or hrone Gelt (all of these terms are explained in ROGUE TRADER, ASCENSION, and DArRk HERESY, reSpECtI {

1nes themselves generally do not use money!

E .*.‘._A..l.f;
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'ROLEPLAYING AS
A S‘PACE ITIARINE

=zor who acts out of honour cannot fail. His duty is honour
vex bis death—if 1t is honourable—is a reward, and can
.h__:_ =, for it has come through duty. Seek honour as you act,
e cnd you will know no fear.”

—Roboute Guilliman, Primarch of the Ultramarines

h__,}aymg as a Space Marine presents a unique challenge:
oace Marines are more than human, larger-than-life
gures more akin to the heroes of the Trojan War and
==z than to Inquisitional Acolytes or a Rogue Trader and
: nga.'uon& Some Space Marines are epic beings who will
S = days over a matter of honour, others are philosophers
: === Agures, full of passion and regret. In their heart, many
Manines feel that their Chapter is just a litde bit better
= == others. However you choose to interpret these ideas,
= =oomant to note that the Space Marines chosen for the
- eate=cch are nuanced, complex characters.

s section presents some ideas and thoughts to keep in mind
W= =ieplaying your Deathwatch Space Marine, a guide that
Zive you some great dramatic hooks and opportunities to
Ssas vour character in a unique way.
= =< beginning of a Deathwatch game, the Battle-Brothers
L s=e with are simply “fellow Space Marines.” Over time,
v== this perception may change: some of these Space Marines
» S=come true friends, others may become bitter rivals.
= =ample of a good story might challenge a Space Marine
= ocse between his loyalty to his Chapter and the bond of
= === © the Deathwatch. An unquenchable curiosity or a
=== st for revenge can both lead a Space Marine to dark

se= whilst idealism and pragmatism are themes that even
“=-Scothers from the same squad in the same chapter may
s =< apon.
= Dackdrop of the ongoing Achilus Crusade within the
- e Reach presents an excellent framework for Space Marines
8 sie=c with all levels of Imperial society, from the rareified
= of the Lord Militant and his advisors to the lowly Imperial
i = soldier serving on the front lines, from the byzantine
S maneuvering at the Crusade’s heart to the brutal choices
Marine must make in the face of an encroaching Tyranid
Srms are presented five questions that Deathwatch characters
U= consider, the answers to which can present some very
S===ng roleplaying opportunities, internal conflict, or story
%= within the campaign.
Emperor: Do you consider the Emperor a legendary
&= Szure (as most Chapters do), or do you consider him a
= being?
i5e Codex Astartes: How closely do you (or your Chapter)
% the Codex Astartes? Are you used to finding innovative
or do you prefer everything to go “by the book?”
agy: How pure is your gene-seed? Some Chapters (the
olves ar_id" Blood Angels amongst them) have severe

CHARACTER CREATION
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complications with their gene-seed. Some individual Space
Marines have difficulties adjusting to the particular effects of
their Chapter’s gene-seed.

Psykers: How do you (or your Chapter) view psykers? Most
Chapters utilise Librarians and rely on psykers like most other
facets of the Imperium, whilst some are far more suspicious of
their nature or eschew the benefits of Librarians altogether.

Mankind: How do you (and your Chapter) view the citizens
of the Imperium and humanity as a whole? How do you react
upon meeting and interacting with a normal Imperial citizen?

Three Things to Remember:

* Space Marines generally do not use contractions or slang
when they spea knights, and
their manner of speech often reflects this.

* The Deathwatch’s partnership with the Ordo Xenos and
their focus on hunting aliens does not mean that they
ignore other threats! Heretics, daemons, and Chaos Space
Marines alike are all foes of the Imperium and are worthy
of the Deathwatch’s attention.

* The saying “And They Shall Know No Fear,” is famously
attributed to Space Marines. It means that they are
exceptionally brave and motivated warriors, but it is
not literally true: most Space Marines understand and
experience fear, but they control it and channel it to a much
greater degree than any normal man. This means that Space:
Marines are wise and tactical forces on the battlefield—
Space Marines retreat, they do so for a reason; they do no
flee pell-mell before an enemy advance. -




SPACE ITIARINE
ABILITIES

As our bodies are armoured with adamantium, our souls are
protected with loyalty. As our bolters are charged with death for the
Emperor’s enemies, our thoughts are charged with wisdom. As our
ranks advance, so does our devotion, for are we not Space Marines?
Are we not the chosen of the Emperor, his loyal servants unto death?”

|

—Chaplain Fergas Nils

Il Space Marines go through a period of hypno-
Aindoctrinarion and training that provides them with

an array of special skills and abilities. To represent this
hypno-indoctrination in’the game, Space Marine characters
begin play with the following Skills, Talents, and Traits. Note
that many of the starting Traits are provided from the list of
Implant game rules listed below. The Space Marine does not
need to meet the prerequisites (if any) for these starting Skills
and Talents. Starting Skills are considered Trained Skills
(either Advanced or Basic depending on the Skill).
Starting Skills: Awareness, Ciphers (Chapter Runes),
Climb, Dodge, Common Lore (Adeptus Astartes, Imperium,
War), Concealment, Drive (Ground Vehicles), Intimidate,
Literacy, Navigation (Surface), Scholastic Lore (Codex
Astartes), Silent Move, Speak Language (High Gothic, Low
Gothic), Tactics (Choose one), Tracking.
Starting Talents: Ambidextrous, Astartes Weapons
Training, Bulging Biceps, Heightened Senses (Hearing,
Sight), Killing Strike, Nerves of Steel, Quick Draw, Resistance
(Psychic Powers), True Grit, Unarmed Master.
Starting Traits: Unnatural Strength (x2), Unnatural
Toughness (x2).

Deathwatch Hypno-conditioning

All Space Marine characters in DearnwatcH begin with
Common Lore (Deathwatch) and Forbidden Lore (Xenos) as
a trained Advanced Skill.

Deathwatch Training

All Space Marine characters in DeatawatcH have received
extensive training to battle the alien enemies of Man.
Deathwatch Space Marine characters gain the Deathwatch
Training Talent.

SrAcE MARINE IMPLANTS GAME RULES

Space Marines have a series of special organs and medifications
‘implanted into their bodies. Page 16 describes each implant
‘and its function, but the following section describes the in-
‘game effects of each upon the Space Marine character. The
- Traits and Talents provided by these implants have already
een taken into effect and are listed in the Space Marine’s
tarting Talents and Traits above.

Secondary Heart: This organ has no in-game effect
besides contributing to the Space Marine’s Unnatural
Strength and Toughness Traits.

Ossmodula: This implant, in conjunction with several
others, grants the Space Marine the Unnatural Toughness
(x2) Trait.

Biscopea: This implant, in conjunction with several
others, grants the Space Marine the Unnatural Strength
(x2) Trait. |
Haemastamen: This organ has no in-game effect besides
contributing to the Space Marine’s Unnatural Strength
and Toughness Traits.

Larraman’s Organ: Space Marines do not normally
suffer from Blood Loss (see page 260). In addition,
the Space Marine gains the True Grit Talent. However,
atracks with the Warp Weapon Quality (see page 136)
may still inflict Blood Loss as normal.

Catalepsean Node: A Space Marine suffers no penalties
to Perception-based Tests (such as Awareness) when
awake for long periods of time.

Preomnor: The Space Marine gains a +20 bonus to any
Toughness Test against ingested poisons.

Omophagea: By devouring a portion of an enemy, a
Space Marine can gain access to certain information
(such as the whereabouts of a cult’s hidden lair, access
codes, and so forth). The information he can access is
at the GM'’s discretion, keeping in mind what may
have been known by the enemy in the first place. In
addition, a Space Marine can temporarily gain access
to a Skill or Skill Group (such as Pilot, Lore, Ciphers,
and so forth) that he did not already possess. The Skills
he may gain are at the GM’s discretion, depending on
the Skills originally possessed by the enemy. The Space
Marine may access this acquired Skill or Skill Group as
an untrained Basic Skill for a number of hours equal to
his Intelligence Bonus. After this time, the information
begins to fade and the Skill is no longer useable by the
Space Marine (until he devours another portion of an
enemy, of course).

Multi-lung: The Space Marine may re-roll any failed
Toughness Tests for drowning or asphyxiation (see page
261). In addition, the Space Marine gains a +30 bonus -
to Toughness Tests made to resist the effects of gases,
and may re-roll failed results. The Space Marine may also
breathe water through his multi-lung.

Occulobe: This implants grants the Space Marine the
Heightened Senses (Sight) Talent.

Lyman’s Ear: This implant grants the Space Marine the_
Heightened Senses (Hearing) Talent.

Sus-an Membrane: The Space Marine may voluntarily'
enter a form of suspended animation. To do so, the Space
Marine must meditate for 1d5 Rounds. This organ also
automatically activates if the Space Marine is knocked
unconscious by Critical Damage. While in suspende:
animation, the Space Marine’s wounds will not detetios
or heal. It requires chemical therapy, auto-suggest
techniques, and a successful Hard (—20) Medi

to revive a Space Marine in suspended animation




* Mzlanchromic Organ: This organ has no in-game
== Desides contributing to the Space Marine’s
_s=mural Toughness (x2) Trait. At the GM's discretion,

ce Marine may ignore or be resistant to exposure
= aciztion, depending on the severity.
- Dwlitic Kidney: This implant gives the Space Marine
7 to re-roll any failed Toughness Test to
s, including attacks with the

- Mezroglottis: The Space Marine may detect any poison

by taste with a successful Challenging (+0)
“Swzreness Test. He may also detect poisons or toxins
= with a successful Hard (—20) Awareness Test.
e

Marine gains the Tracking Skill as a basic
Skill, and may (at the GM’s discretion) gain a
s to any Tracking Tests against an opponent
sted.
Mzcrznoid: The Space Marine may re-roll any failed
eshness Tests caused by temperature extremes, such as
e heat or the cold of outer space.

+ Betcher’s Gland: The Space 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
Space Marine gains three or more Degrees of Success on
his Ballistic Skill Test, he may also blind the opponent
for 1d5 Rounds. At the GM’s discretion, the Space
Marine may also slowly chew his way through nearly
any nonliving substance. The rate at which he does so

is at the GM'’s discretion (one example includes chewing

through iron bars—this would be roughly at a rate of 4 kg
per minute).

Progenoids: See page 271 for more information on
the benefits of retrieving a Space Marine’s progenoids.
Removing a Space Marine’s progenoids requires a
Difficult (—10) Medicae Test. This Test becomes
Arduous (—40) if performed without the narthecium
(see page 173), and adds 2 Rounds to the time required.
Taking out the progenoids takes 1 Round, adding 1
Round for every Degree of Failure on the Medicae Test.
Space Marines go to great lengths to recover a fallen
Battle-Brother’s gene-seed, and the GM may require a
Willpower Test to leave the progenoids behind.

Black Carapace: This implant gives the Space Marine
exceptional control over his power armour. Although a
Space Marine in power armour has the Size (Hulking)
Trait, his enemies gain no bonus to hit him thanks to the
Black Carapace.

= 2m idea of what they encompass.

s Chapter than when he is in Solo Mode.

casiy-unstoppable unit of deadly warriors.

When a Kill-team is in Squad Mode, they have access to a resource known as Cohesion. Cohesion may be spent to
==cr certain effects and abilities that benefit the group and allow the Kill-team to perform incredible feats.
“ou can find more detailed game information about these terms on page 219 (for Squad Mode), page 215 (for Solo

sde) and page 211 (for Cohesion).

owwee THE CTeEAM” iNTO “Kiri-tEam”

"' purpose of Solo Mode and Squad Mode abilities being separate things is to provide an in-game mechanic to
ssmont the overall concept of a group of individuals who slowly become a team. A Deathwatch Kill-team may contain
Siaod Angel, Space Wolf, and an Ultramarine—each of whom has his own special abilities, skills, and benefits from
s Chapter—but the Kill-team itself is greater than the sum of its parts. The Deathwatch RPG is about the process of
soasate individuals becoming a group that works together—in fact, there are some threats are simply so dangerous '
"t they can only be overcome by an experienced Kill-team combining their efforts. :

DEsIGNER’S NOTE: SQUAD MODE, SOL0 MODE, AND COHESION

=ay notice many references to some particular game mechanics for Space Marines named Squad Mode, Solo Mode,
Cobesion. These rules are discussed in detail in Chapter VIII: Playing the Game, but here’s a brief summary so you

cause the Space Marines of the Deathwatch are drawn from Chapters across the Galaxy, they are not as comfortable
= together as with the Battle-Brothers of their home Chapters. Some Space Marines may find themselves serving
e rivals or even enemies, and' overcoming those differences can be quite challenging. .

o Mode represents a Deathwatch Space Marine in his natural state soon after arriving at Watch Fortress Erioch.
¢ Safo Mode, the Space Marine’s particular special abilities, beliefs, and traditions that are part of his home Chapter
=mphasised. He is relying on his instincts and the decades or even centuries of experience fighting alongside other
“=—Brothers of his home Chapter. A Space Marine is never more an exemplar of what it means to be a battle brother

2ad Mode is a way of representing a Kill-team that has set aside their differences and are focusing on working
er as a team. In Squad Mode, the Space Marines are not as focused on their individual Chapter abilities, instead
==ae the benefits of teamwork and being able to act as a unit. When Space Marines are in Squad Mode, they are a
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THE BLACTK
TEIMTPLARS

“To the darkness, T bring fire. To the ignorant, I bring faith. Those
who welcome these gifis may live, but I will visit naught but death
and eternal damnation on those who refuse them.”

|

*
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—Chaplain Grimaldus

fter the Great Heresy, Rogal Dorn, primarch of the
A Imperial Fists, resisted the breaking up of the Legions

into smaller Chapters. It was only when the Imperial
Fists were branded heretics that Dorn relented, allowing his
beloved Legion to be subdivided into Chapters. One of the
new Chapters born of this time was the Black Templars.
To prove his loyalty to the Emperor, the first Chapter Master
of the Black Templars—the High Marshal Sigismund—
assembled a massive war fleet and began the greatest Space
Marine Crusade in the history of the Imperium. It has lasted
for 10,000 years.
Eschewing the establishment of a home world, the Black
Templars took to the stars in a mighty war fleet. Rather than
constructing a single Chapter fortress-monastery as most
Space Marine Chapters do, the Black Templars determined

to establish a chapter keep upon each world they conquered,

o keep watch for treachery, to stage future Crusades, and to
recruit new Battle-Brothers.
The ten-millennia-long Crusade of the Black Templars
has seen its warriors embroiled in some of the most
momentous conflicts ever to engulf the Imperium.
The High Marshals have followed the example of their
founder and taken the fight to the realms of
the alien, the heretic, and the witch. The
Black Templars are crusaders,
holy warriors battling to
bring the truth and light
of the Emperor to the
unconquered worlds of the
galaxy. With bolt shell and
chainsword, the Black Templars
convert the benighted to the light of the
Master of Mankind and destroy those who refuse
to welcome his truth, Each Crusade is directed
by the will of the Marshal in command, and each
is despatched by the decree of the High Marshal
_ of the Black Templars to fulfil their prime
- mission to cleanse the stars.

INITIATIONS

Despite that Rogal Dorn eventually accepted the dictates
 of the Codex Astartes, the Black Templars are organised
. in a different manner to many Space Marine Chapters and
 deviate from the strictures of Guilliman’s great tome in several
notable ways. One deviation is in the recruitment and training
fits warriors. The Black Templars have no Scout company in

which new recruits may prove their mettle. The Chapter must

judge the worthiness of its recruits in other ways. From the
monolithic chapter keeps they establish on every world' the

Black Templars conquer, the Chaplains maintain a strict vigil 'j

over the world and judge the worth of those warriors who
attract their notice. Often, there will be contests of arms or
other equally lethal trials held for those who aspire to joining
the Chapter. Only the bravest warriors can hope to reach the
final stages of selection and even then only a fraction will meet
the Chaplains’ high standards.

An aspirant is brought to the chapter keep, where the
Apothecaries administer tissue compatibility tests and root out
any latent mutation to ensure that he is of sufficient purity and
strength to become a Neophyte. Not all survive these processes,
as the Black Templars tolerate no weakness. Should the aspirant
survive, he becomes a Neophyte and so begins the ritual
surgery that will turn him into a superhuman warrior. Here too,
an aspirant may fail. Thanks to the degeneration of knowledge,
implant surgery is heavily ritualised. It is often accompanied by
scarring, incantation, prayer, fasting, and arcane practices that
unintentionally compromise medical efficiency.

Once a Neophyte begins his training, he severs all links
with the world of his birth and begins a life dedicated to the
Emperor. Once he is deemed ready, he will be taken under
the wing of an Initiate and complete his training in the fires
of battle, where he will either learn or die. When he finally
becomes an Initiate himself, he can no longer be considered

human. Any chance for a normal life is gone forever,
but though a great and terrible sacrifice, it is
made willingly.
Once accepted within one of a Crusade’s
Fighting Companies, an Initiate fights and
hones his craft of death, building his legend
and forging his hero’s name before one day
going on to train a Neophyte himself. In
this way, the experience and wisdom of
the Initiates is preserved and passed
on to new recruits.

The greatest warriors in a

Fighting Company will be
organised into the Marshal's

Codex Chapter’s First Company.
Known as the Sword Brethren,
these Space Marines are mighty
heroes whose deeds become part
of the Chapter's history. It is

to become one of these elite. Clad

of a baroque warrior=knight. When
a Marshal dies, it is from the Sword

drawn, and only the best and braves
are worthy of this great honour. Wh
Black Templar will succeed the Marsha
determined by ritual combat, during which:

household, the equivalent of a

every Black Templar's ambition

Brethren that his replacement will be

in the finest suits of armour and’
bedecked with purity seals, the
Sword Brethren are the very image




* »id contest the right to lead the Crusade will battle one
== with various weapons as well as pitting their strategic
¥ wcmcal prowess against their opponent. The winner earns
0 be Marshal, subject to the approval of the High
2nd the Sword Brethren swear new ocaths of loyalty
WInner

== om the Marshal’s household, larger Crusades are
== cown into a number of Fighting Companies, each
+ = Sword Brethren afforded the honorific of ‘Castellan.’
"i8i= e Fighting Company, individual squads are gathered
S Ssoersed in a fairly ad-hoc fashion. Initiates fight side
& - cegularly out of familiarity and comradeship rather
= == imposed organisation. Due to the Chapter’s focus on
Sieasoc the foe in the blood and fury of honourable close
s there is a notable lack of heavy weapons in the Fighting
ies. Such heavy weapons are mounted on vehicles and
B ughts, leaving the Battle-Brothers to close on their foe
EEcred.

ETERNAL CRUSADERS

= 2iack Templars have no single home world. Instead, they
= = their Crusade fleets, upon many battle-barges, strike
| e tmaining vessels, and gigantic forgeships. The Black
"o =ss establish chapter keeps on every world they conquer
= =c=im for the Emperor. The main purpose of the chapter
“eos is to recruit new Space Marines from the population,
== = oot as staging posts for mustering the Crusades. These

e keeps are sizeable, with chambers to accommodate two

§ === companies of Space Marines, but are far smaller than
= —ress-monasteries of other Chapters. However, there have
= mundreds of chapter keeps established over the millennia,
2= of which are still standing, others which have fallen into
s and disrepair and are no longer manned.

- 7= High Marshal himself has his own battle-barge, the
=1 Crusader, and he can travel from Crusade to Crusade
Z=c his military genius and spiritual guidance to those
=c= his command. The Eternal Crusader is gigantic, even

= baitle-barge, having been expanded and refitted over ten

The Emperor’s Champion

thousand years with extra docking facilities for escort ships,
additional launch bays for shuttles and Thunderhawk gunships,
as well as accommodation for twice as many Space Marines
than a normal battle-barge.

RIGHTEOUS ZEAL

All Space Marines are renowned for their fervent dedication,
but the extent of the Black Templars’ faith is often described as
fanatical. They seek nothing less than to crush every last enemy
of mankind. They have absolutely no tolerance of heretics,
mutants, witches, aliens, or any other abomination against the "
Emperor. For ten thousand years they have crusaded to prove
their loyalty, and this creed has become so embedded in their
doctrines that they are utterly ruthless towards anyone or
anything perceived as a threat to the Emperor. They have been
known to mercilessly wipe out entire planetary populations to
expunge the sin of heresy, while the mere presence of a witch
on the battlefield drives them into a zealous fury against which
few enemies have any hope of standing. The Black Templars’
professed loathing of the witch even extends to those psykers
in the employ of the Imperium. Although the Chapter must
utilise astropaths, Navigators, and others with such talents,
the Black Templars are loath to do so, and eschew the use of
librarians in the ranks of the Space Marines.

CHARACTER CREATION
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COMBAT DOCTRINE

In battle, the Black Templars seek to continue to fight in the
manner of their founder, Sigismund, preferring close combat over
ranged warfare. Face-to-face .with his enemy, a Black Templar -
seeks to earn glory and respect and be sure that his foe is truly
vanquished, fighting with righteous fury and the noblest ideals
of honour.

This is truly emphasised by the fanaticism of Black Templar
Battle-Brothers, whose righteous anger makes them loathe to
retreat before an enemy. They will instead drive towards the foe
relentlessly, their own casualties only serving to spur them on still
further, hungry for vengeance on the slayers of their brethren.

ve of battle, all of the Battle-Brothers ;;‘a ' - '
i, and the strength to slay the enemies g g e

_ of the Emperor. Should one be gified wi
gty _ I gifted with
e will present himself to the Chaplains, who will anoint fiim as the E?@er'oi’f’s. Eam i




Central to each Black Templar’s dedication to the Emperor is
the swearing of powerful oaths of faith and protection. On the
 eve of battle, it is customary for a Black Templar to renew one of
these vows to the Emperor. The specific vow undertaken focuses
the thoughts of the warrior on a specific aspect of his duties,
encouraging extreme bravery, ruthlessness, and sacred revulsion
of the foe.

Although utterly loyal to the Emperor, the Black Templars
are at the extreme end of independence from the Imperium’s
authorities. Some would say the Chapter verges on a rogue
element. The Chapter’s fleet-based nature and the goals of
its ten-thousand-year Crusade take the Black Templars
throughout the entire galaxy, and it is primarily the will of
the Marshals that drives the Crusades ever onwards. Like all
Space Marines, the Black Templars do not consider themselves
subject to the rule of the Imperium’s power structures, and
each Crusade is effectively an autonomous fighting force,
though they may choose to respond to requests for aid by
others in the vicinity.

When the Crusade fleet makes war upon the foes of the
Emperor, there are two main tactics the Black Templars use
to destroy the enemy. The most brutal is the orbital assault,
known to the few that have survived it as “death from
above.” The Black Templars drop into action in the wake
of a devastating orbital bombardment, using drop pods and
Thunderhawk gunships. With paralysing suddenness, the
Space Marines surgically destroy their targets, leaving the
enemy leaderless and disorganised, incapable of anything
more than surrender or flight.

If the Crusade is able to land heavy equipment, an equally
destructive tactic is the armoured spearhead. Indeed, the Land
Raider Crusader, a war machine that excels in the role of line-
breaker, first saw service with the Chapter. Manoeuvring at
speed, behind a far-ranging screen of bikes and land speeders,
the Black Templars smash their powerful tanks unerringly
through the weak link in the enemy army, armoured columns
slashing left and right before eliminating the remaining
enemy strongpoints.

Brack TEMPLARS CHARACTERS

Black Templars Space Marines perform an eternal
Crusade across the galaxy, eliminating the enemies of
man. This Chapter's warriors possess both great skill
at arms and mental fortitude. i

Black Templars Space Marines gain the following
benefits: +5 Weapon Skill,, +5 Willpower, and the
Righteous Zeal Solo Mode ability (see page 217).

Restrictions: Black Templars Space Marines may
not select the Deathwatch Devastator Marine or
Deathwatch Librarian Specialities.

Implants: Although Black Templars Space Marines
possess both the Betcher's gland and'sus-an membrane
implants, their zygotes are significantly deficient. Black
Templar characters do not gain the benefits of either of
these implants.

ZEALOUS

Zealous is a Demeanour (see page 32) unique to Space
Marines from the Black Templars Chapter. When not
engaged in battle, the brethren of the Black Templars
are invariably to be found preparing for it. They pass
their time in prayer and meditation, or engaged in
exacting training rituals. Those Initiates entrusted
with the training of a Neophyte spend' long hours
passing on their knowledge to their young pupil and
supervising endless drills, practice sessions, and trials.
The brethren frequently impose upon themselves many
hardships, foregoing all but the bare necessities in
order to purify themselves in the eyes of the Emperor
and their primarch, and to emulate the example of their
founder Sigismund.

When serving alongside the Battle-Brothers of
other Space Marine Chapters, many Black Templars
prepare themselves through long fasts and week-long
vigils in order to tolerate the presence of Space Marine
librarians. For those who serve in the Deathwatch,
fighting alongside a brother Space Marine who wields
psychic power is a particular hardship, a trial they
must undergo in order to serve the Emperor more fully
and to strike down the hated alien. For this reason,
great care is undertaken when selecting a Black |
Templar for secondment to the Deathwatch, for only
a brother able to contain his deep-seated: intolerance
will be able to fight to his full capacity. Despite this,
even these individuals are likely to pass every hour
not spent fighting in deep contemplation and prayer.
often cloistering themselves away from their fellow
Deathwatch Space Marines in a personal shrine to the
Emperor, Dorn, and Sigismund.




" THE BLOOD
ANGELS

S 5 iy who sheds bis blood with me shall be my Battle-Brother

—L =<z Line of the Invocation Initiate of the Flesh Tearers

- § 1 == Blood Angels are the noble descendants of that most
* ouissant and angelic of the primarchs—Sanguinius.
They are perhaps one of the most celebrated Chapters
| ¢ cndre Imperium, their countless heroic deeds and
Wimie=s known to untold billions of the Emperor’s subjects
= e length and breadth of the Imperium. The beauteous,
S visages of the Chapter’s heroes adorn gothic facades
& ==ned glass windows in a million holy basilicas, and
=r comraits gaze serenely from endlessly copied and much
' 2 illuminated tomes.
= Sidden from the multitudes, the Blood Angels harbour
==ie curse. When their beloved primarch was slain at the
== of the arch-traitor Warmaster Horus at the very height
=orus Heresy, every Blood Angel was doomed to share
of the pain inflicted upon his flawless form. From
Z=v forth, every Blood Angel has been tormented by
“ioes of the last moment of Sanguinius. The older the Space
- Wi=me gets, the more frequent and debilitating such waking
==res become. Should he not fall in battle, every Blood
w1l one day become so consumed by these soul-searing
that he will descend into a madness in which he must
the death of Sanguinius over and over again, ever
=0 intervene as the warmaster enacts his vile treachery.
= very inevitability of their curse ennobles the Battle-
e of the Blood Angels, driving them ever onwards
" = Zlotious death in the name of the Emperor and
omimarch. Where lesser men might have
mmcered to the dark urgings to shed the
- of the enemies of the Emperor, the
= Angels have remained pure and
i “or ten thousand years. Despite
== Chapter is dying, for each year §
2= =ore of its brethren succumb to
= so—called Red Thirst—the desire to
=2 =0 from limb those responsible
== death of Sanguinius, and
¢ =ension every enemy of
E==peror,
~ne death of Sanguinius represents
- = the most perfidious and tragic
=i of the Horus Heresy, for he
= == the hands of his brother-primarch,
a-traitor Warmaster Horus. Although some say
% sacrifice weakened the Warmaster just enough
ww the Emperor to defeat him, the death of Sanguinius
d to this day, and felt keenly by the Blood Angels, in
s his blood still pumps. When war calls and blood
the Blood Angels are gripped by a fury born of the

last moments of their primarch’s life. For some, the thirst is
too great and they are entirely overcome by what is called the
Black Rage, cursed to end their days reliving their beloved
primarch’s death over and over again.

THE WORLD OF BLOOD

The Blood Angels hail from a trio of worlds—the rust-red
desert planet of Baal, and its two barren moons, Baal Prime
and Baal Secundus. While Baal itself has always been a world
of red rust deserts, it moons were once paradises. Yet, at
some time around the end of the Dark Age of Technology,
utter devastation was visited upon Baal and its moons. In a
nameless, long-forgotten war, viral and nuclear weapons were
unleashed, their effects so potent that many thousands of years
later, all three worlds are still subject to deadly radiation storms.
Their surfaces are scarred by vast plains of blackened glass
and endless tracts of polluted desert. What must once have
been oceans are now poisoned seas of toxic sludge, covered
in layers of pallid dust. The people of the system must have
died in their millions. But somehow, humanity prevailed. The
populace became scavengers, picking the bones of their once
great civilisation. Many must have perished, growing sickly
and feeble as the atmosphere was radically altered. In the dark
time that followed the total collapse of their society; it is likely
that some became worse than scavengers, and turned in their
desperation to cannibalism.

Upon the surface of Baal is to be found, half
buried amid oceans of dust, some evidence
of a once great civilisation - vast edifices,
incredible monuments that must have been
constructed with masterful skill to have
stood for so long. It is obvious that the
people of Baal spent their time creating
mighty statues of their rulers and their
gods, and it is through this record
that those people are known.
One side effect from the
ensuing radioactive atmosphere
was inevitable. In time, the
accumulated  chemical and
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radioactive toxins that built
up in the survivors’ bodies
forced them to devolve into
mutants, shambling parodies
of the men their forefathers had
once been. But there were some
who held onto their humanity and
preserved some semblance of sanity, forming
tribes for mutual protection. But these were
the embattled few, as a new and savage
culture evolved amid the ruins of the old. .
The only social unit remaining was th
tribe. For humanity and cannibal alike
the only folk they could rely on were
their own kin. 5 :
The people of the Baal syst
became nomads, shifting from place
place, picking the ruins clean, and wart




‘to preserve what spoils could be gathered. They constructed
- ramshackle vehicles and learned how to make rad-suits—and
“more importantly, rad-counters—to protect them from their
hellish, blasted environment. The tribes fought constant wars.
- Where once they had been close to paradise, now they were closer
to hell.

The Blood Angels maintain their fortress-monastery on
Baal, and recruit from amongst the tribes of all three worlds.
To be chosen in such a manner is more than the greatest of
honours—it promises deliverance from the nightmarish realities
of life on Baal and its moons. Only the toughest ever earn such
honour, the vast majority eking out a short, brutal life amongst
the warring tribes and the benighted radiation deserts.

-
-

=]

INITIATIONS

To ascertain who is worthy to join the ranks of the Blood Angels,
the youths of the pure Baalite tribes must take part in violent
games and magnificent tournaments, battling against both the
harsh landscape of their home world and, ultimately, each other.
The contests are held only once in each generation, at the very

NOLLVHI) HHLDVHVHQ

must reach the so-called Place of Challenge by whatever means
they can, a process that weeds out many weaker individuals
hoping to join the ranks of the Blood Angels. They must race
across uncharted miles of hostile, irradiated desert. They must
leap from the highest cliffs, praying that the primitive assembly
of wings each bears will save them from sudden death. They
must find their way through canyons infested with gigantic,
mutated beasts. The desiccated husks of previous hopefuls bear
witness to those who undertook the trials rashly. Once they
reach the Place of Challenge, gladiatorial contests, often to the
very death, ensure that only the most skilled and determined
fighters survive.

Once fifty or so victors have been separated from the
unsuccessful aspirants, they will be taken by Thunderhawk
gunship to fulfil the next stage of their trials. Those who fail
are nonetheless granted positions of honour when they return
to their tribes, for the mere fact of their having survived the
trials, even if not selected, is a great feat in itself.

The successful aspirants are taken to the fortress-monastery
of the Blood Angels, where they witness sights of such
magnificent glory that many are struck down with awe. They
are taken before the full battle-brethren, and it is here that the
contrast between aspirant and Space Marine is truly evident.
Despite their youth, very few of the aspirants will be untouched
by the ravages of the blasted lands in which they have lived.
Their bodies are riddled with cankers and sores, their faces
marted by lesions. In contrast, the towering physiques of the
Space Marines around them are the very ideal of perfect beauty,
their skin smooth, their features noble.

Having observed a gruelling vigil of three days and three
nights, the aspirants are led away by the Chapter’s Sanguinary
Priests, who fulfil not only the role of Apothecary, but of the
‘bearers of their primarch’s most sacred blood. Each aspirant
‘must partake of this blood, which is born in a chalice proffered
to them by a priest. Soon after sipping the precious liquid, the
pirants fall into a profound sleep and are taken to the Hall
£ 'Sar_cophagL The walls of this vast, cathedral-like chamber

are lined with mighty golden caskets, cach twice the size of
a man. The sleeping aspirants are entombed within, dwarfed
by the size of the huge sarcophagi, and attached to an array
of life-sustaining nodes. There they remain for a full year
fed intravenously with nutrients and injected with the Blood
of Sanguinius.

As the aspirants slumber, they are engulfed by vivid and
strange dreams depicting the memories of Sanguinius himself:
Thus the very essence of the primarch permeates the minds of
his new sons, and ever afterwards these potent emotions and
memories will be permanently imprinted upon their souls.

When the aspirants are finally removed from their sarcophagi,
they have been changed so thoroughly that few could believe
they were once the twisted creatures rescued from the living
hell of their prior lives. They have become tall, immensely
strong, and superhumanly powerful. Their restructured bodies
have taken on a haunting beauty reminiscent of their angelic
forefather, their senses keener, and their muscles stronger
than tempered steel. Through this arcane process and lost
technology, the scrofulous wastelander is transformed into a
being of radiant purity and noble purpose.

THE SONS OF SANGUINIUS

The Blood Angels are amongst the longest-lived of all of
the Space Marine Chapters, their gene-seed granting a vastly
increased lifespan on all who possess it. It is not uncommon,
therefore, for a Blood Angel to live for a millennium or more, if
death in battle or the Red Thirst does not claim him first. These
vastly extended life spans allow the Blood Angels to petfect
their techniques in art as well as in war. They have centuries to
perfect the disciplines to which they turn their minds, and this
accounts for the fact that Blood Angels’ armour and banners
are amongst the most ornate ever produced.

Following the example of their primarch, the Blood Angels
espouse a vision of the galaxy in which the enemies of the
Emperor can be defeated and mankind can progress to the life
he was always fated to live. There is a deeply mystical streak in
the Blood Angels’ doctrines, and a strong belief that things can
be made better. After all, the Blood Angels are recruited from the

scrofulous wastelanders of Baal, and if such can be transformed

into a tall, proud, and handsome warrior, then there is hope for
mankind yet. This belief can be seen in everything the Blood
Angels do. They strive for perfection in all of their endeavours.
Their works of art are things of beauty and symmetry: Their
martial disciplines are practised unceasingly. Their doctrines are
permeated with a sense of mortality and the fallen greatﬂess
of Man. —

The beatific countenance and noble bearing of the'.B..”é):d’.

Angels is in stark contrast to the curse they bear. While
warriors might become morose or fatalistic, weighed dow: by
the inevitability of their fate, the Blood Angels remain :
The Blood Angels’ cadre of Sanguinary Priests—the equwai ent
of Apothecaries in other Chapters—tirelessly pursue
to the Red Thirst. But each year, more and more br
succumb to it. Perhaps in an effort to hold the curse at
many Blood Angels sleep in the same casket where the
were transformed from the ravaged Baalite was
perfect forms they emerged as, the arcane machine

1




= oo cheir blood as they slumber. This is even true of
m Zngels seconded to service in the Deathwatch.
S Ssiets are stored within a watch station or watch fortress,
= =ood Angel sleeps there to heal any wounds suffered
SiE = ==sion, emerging whole and unsullied once more.
e ouest for perfection in all they do makes Battle-
B Som the Blood Angels ideal warriors to serve in the
Seescs et their curse becomes all the more terrible. A
= Sl may find himself isolated from others of his kin
& == s=mves in the Deathwatch. He appears a paragon of
== == fellow Deathwatch Battle-Brothers, but by night
m Zzmnation alone in his cell, praying fervently that
not claim him here, so far from his Chapter and
Sem=—mary Priests who may aid him on his final journey.
% = Red Thirst takes hold, it can only be overcome with
e aiiculty.

-y
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COMBAT DOCTRINE

= Blood Angels adhere closely to the organisation
8 2owm i Roboute Guilliman's Codex Astartes, and the
e = Saule-Brothers are equipped in a similar manner to
\ 5= Space Marines. The Battle-Brothers often display a
e Seire 0 engage their foes in the fury of close combat,
s == crowing all the stronger the closer to succumbing
= e ==c Thirst the Blood Angel steps. Most of the time, the
s ==ocls are able to hold their curse in check, but those
S ====oe in assault soon discover the bloodthirsty savagery
» = soos of Sanguinius,
Slsec Angels are unique amongst the Space Marines in
“her zene-seed contains the encoded experience of their
“i=s and most deeply imprinted of all is the memory of
' " final battle with Horus. Sometimes, on the eve of
2= event or circumstance will trigger this embedded
=5oe 2nd the Battle-Brother’s mind is suddenly wrenched
. = distant past. The Black Rage overcomes the Blood
&= == the memories and consciousness of Sanguinius intrude
= == mind, and dire events ten thousand years old flood
i present.
= wammior overcome with the Black Rage appears half mad
i S Be is unable to distinguish past from present and does
“==oonise his comrades. He may believe he is Sanguinius

Siopia the Emperor proclaimed.
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SANGUINIUS

march of the Blood Angels Legion, Sanguiniuswas a radiant warrior said to have been. 5om a
minions. His countenance was noble and pure and he wore perfectly sculpted armour of shini
nils was saza’ to a‘ia've been blessed with the gi ﬁ, or 5unﬁm of pmpﬁecy ,’H.?z was in many

ve iizs fatﬁer. Sanguinius was possesszd' of an abidin ing sense of justice, rfe'votmg his life to Enngi
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Broop ANGELS CHARACTERS

The Blood Angels” battle honours encompass millennia
of victories, many purchased with ferocity in close-
quarters combat. Blood Angels Space Marines have
developed great manual dexterity and coordination
in the pursuit of art, due to their exceptlonally long
life spans.

Blood Angels Space Marines gain the following
benefits: +5 Weapon Skill, +5 Agility, and the Blood
Frenzy Solo Mode ability: (see page 217).

THE RED THIRST

The Red Thirst is a Demeanour (see page 32) unique
te Space Marines from the Blood Angels Chapter.
Deep within the psyche of every Blood Angel is a
destructive yearning, a battle fury and blood hunger
that must be held in abeyance in every waking moment.
Few Battle-Brothers can hold the Red Thirst in check
unceasingly—it is far from unknown for Blood
Angels to temporarily succumb to its lure at the height
of battle.

The Red Thirst is the Blood Angels’ darkest
secret and greatest curse, but it is also their greatest
salvation—for it brings with it a humility and
understanding of their own failings which make them
truly the most noble of the Space Marines.

CHARACTER CREATION
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upon the eve of his destruction, and the bloody battles of the
Horus Heresy are raging all around him. Such a Battle-Brother
stands at the end of his travails, for his path leads only to the
Death Company, where he and the Chapter’s other damned
souls will fight one final battle in Sanguinius’ name under the
guidance of a Chaplain. These individuals each fight their own
battle, perhaps believing themselves to be waging the wars of
the Horus Heresy at the side of their beloved primarch. Death
for the members of the Death Company is a blessed mercy,
for those not consumed in the cleansing fires of battle must
be restrained and imprisoned, for their safety and that of their
brethren, until the next battle.




THE DARK
ANGELS

“Repent, for tomorrow you die!”

|
e

—Battle cry of the Dark Angels Chapter

he Dark Angels stand first amongst the Space Marine

Chapters, as they have done since their very inception.

Theirs is a proud Chapter, with traditions and rituals
that date back to the earliest days of the Imperium. The origins
of the Dark Angels Chapter are shrouded in mystery, however.
Few records of its beginnings exist, nor are there many
mentions of the part it played in the Emperor’s Great Crusade.
Most references in the histories of the Imperium to its deeds
during the accursed times of the Horus Heresy have been
expunged. But yet, a legend persists that at one point the Dark
Angels teetered on the very brink of heresy and that an act
of the most terrible betrayal dishonoured all of the Chapter’s
feats of valour, leaving an enduring stain upon the Chapter’s
honour. Such is their shame that from that time onwards, the
Dark Angels have borne the mark of the Unforgiven and must
strive for absolution from the sins of millennia past.

Their terrible secret is that during the Horus Heresy, some of
the brethren were turned to the side of Chaos. The renegades
~ were defeated in a battle that destroyed the Dark Angels’ home
_ world, Caliban, but many of the traitor Dark Angels survived
to be cast through space and time by the intervention of the
~ Chaos Gods. These survivors are known
~ to those few Dark Angels granted
knowledge of their existence ]
as The Fallen. In the eyes of
the Chapter’s leaders, there is
only one way that the Chapter
can ever atone for its shame,
restoring its honour and trust in ._.-‘
the eyes of the Emperor: that is,
if all of the Fallen are found and
either made to repent, or slain.
The story of treachery and
betrayal is the Dark Angels’ hidden
shame, and their secret mission to
destroy all of the Fallen is |
now their only hope of
salvation. No one knows
~ of this other than the Dark
Angels,  their  successor
¢ Chapters and, perhaps, the

- Emperor himself on his
- Golden Throne.
The Chapter has been
shaped by its dark past and
_is secretive and monastic
- in nature, with much time
iven over to worship and
rayer. There are many
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remain undisclosed for all time, that no outsider mus
learn of the schism that had split the legion or

different levels within the Chapter which individuals may
gradually rise through. On attaining each new level, they are
granted a little more knowledge of the truth behind the Dark
Angels’ origins, but only the highest-ranking members of the
Chapter know the terrible, shameful secret of what occutred
ten thousand years ago.

CALIBAN

Caliban, the home world of the Dark Angels, was once a
verdant world of dense forests. Yet, those forests seethed
with mutation and corruption, the baleful influence of the
nearby Eye of Terror cursing Caliban and making it one of
the deadliest worlds in the galaxy. The original inhabitants
of Caliban are said to have been a proud, martial people,
brought up to live and die by the sword. The lush forests
were inhabited by all manner of terrifying beasts that had
been warped by Chaos. The ferocity of these creatures forced
the inhabitants to build brooding stone fortresses in huge
clearings hacked from the forests, in which the warrior-elite
dwelled. It was from this ruling class, called the Order, that
the Dark Angels Legion was formed.

During the titanic wars of the Horus Heresy, the entire
planet of Caliban was torn asunder, reduced in a cataclysmic
battle to scattered debris. All that remained was the rock upon
which stood the ruins of the Order’s fortress monastery. In the
millennia since the destruction of Caliban, the Dark Angels
have drilled deep into the bedrock and rebuilt the fortress
ruins. The dead asteroid was transformed into the Dark
Angels home, called the Rock, while the rebuilt monastery
is referred to as the Tower of Angels. Countless tunnels, halls

and chambers were constructed and, in time, even warp
engines were fitted to allow the Rock to move from star
to star. As a result, the Rock does not stay in any
one place for any length of time, and the Chapter
recruits from a variety of different worlds.

Many dark secrets lie
deep within the Tower
of Angels. Dungeons

that have remained sealed
for centuries and secret caves
shut behind adamantium
doorsand bound with
holy sigils conceal
vast repositories of
ancient archeotech.
Only the most senior
of the Dark Angels, the Masters
and the Inner Circle, ate aware of
the chambers and may unlock their
dread secrets. :

THE INNER CIRCLE
After the fall of Caliban, the senior members

of the Legion assembled in secret conclave. Th
decreed that knowledge of the fall of their brothers

&
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ismes of the Dark Angels Legion had turned to the
“ s “oo== Should this dreadful truth ever become
" e fzared, the Dark Angels would be reviled as
. 2=c =1 hope of expunging the stain to their honour
‘25 forever. An Inner Circle of the Legion’s most
=== was formed to forever guard this dangerous
z=2 each member swore oaths of unspeakable

= "-==c Masters of the Inner Circle swore that so
. = === one of the traitor Fallen remained alive and
ne Dark Angels would be Unforgiven, cursed
thers to atone for all eternity for the sins of
‘s U=l every last Fallen Dark Angel was captured and
4% ==oemr there could be no peace for the true sons of
= T would be the true mission of the Inner Circle,
© “wmecs s machinations, that of the entire Chapter.
i =mer Circle passed on their terrible knowledge only
= e muth of what occurred on Caliban is withheld
secruits, and only told to the Battle-Brothers one
2= = = mme. Much of the Dark Angels’ teachings to

TS

© t=—men are couched in allegory and myth, the same
“= —s told and retold, in one form after another. The
= = =gory a Dark Angel is told recounts the so-called
~o-Heads-Talking, in which a band of Deathwing

x::’r;_ :"s'a\ed by hideous xenos overlords. Daubing
" smmows white, as was the tradition of their people, the
“ieioes began their death-quest. They defeated their
Sur =t the cost of the life of their beloved librarian.
, “o=s are told at every stage in a Dark Angel's
S oo through the ranks, the details changing from
= =~ = he next, but the essential truth remaining. Each
" = zoup of heroes returning to their home world to
. o= people enthralled by a traitor, and only at the cost

e are the enemies defeated. Even then, some
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2ngels, but of the Lion, there was no trace.

ord}r tﬁat d' ﬁmdéa’ the peoples of Caliban from the Cﬁaos 6east$ qf tﬁe dark fo o,
or and led a crusade to slay the beasts and deliver tﬁe people of Caﬁﬁan from tﬁ evil

d'estmctwn ty‘ Ca&ﬁan ztseg‘ At the conc[uszongqf tﬁe battle, the tmztcrr Lutherwas .:apturmr 5)' the [o

Only on his ascension to the First Company, called the
Deathwing, does a Battle-Brother begin to learn the truth
of the events that transpired at the very dawn of the Age of
the Imperium. Rising through the intricate and convoluted
ranks of the Inner Circle, he learns more and more, the secrets
one by one unveiled as his masters’ trust in him increases.
Only upon ascension to the rank of Grand Master is the
truth revealed, and even then, it is likely that there remain
revelations known only to the holder of the title of Supreme
Grand Master, the Chapter Master of the Dark Angels. :

Only the most trusted of brethren are considered for
membership of the Inner Circle. These Space Marines are
observed from afar, and it may be many decades before
they are finally approached. Only warriors who have fought
through the ranks for many years and have proved their
loyalty to the Chapter time and time again are allowed to
progress. Silent and hooded brothers lead them before the
Inner Circle for judgement, and soon after they are elevated
to the Deathwing—or else they disappear forever.

CHARACTER CREATION

COMBAT DOCTRINE

With the breakup of the Space Marine Legions after the Horus
Heresy, the Dark Angels were split into Chapters according
to Roboute Guilliman’s Codex Astartes. With the exception
of the Deathwing and the Ravenwing, the Dark Angels
follow standard Space Marine combat doctrine, and their
dogged resistance against overwhelming odds is legendary. In
situations where even other Space Marines might withdraw
and redeploy, the Dark Angels will fight to the bitter end
rather than give ground to their foes. This is also reflected in
their stubborn refusal to move in the face of the enemy, even
in situations where it would sometimes be tactically beneficial
for them to do so.
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THE DEATHWING

The Deathwing is the First Company, or Terminator Company, of the Dark Angels Chapter. The First Company
of most Chapters consists of veterans who may fight in Terminator armour or in power armour, as dictated by
battlefield requirements. The Dark Angels, however, are unusual in maintaining an entire company that is only
ever fielded as Terminator squads. It is believed that when the Dark Angels Legion was divided into Chapters,
the Terminator armour-equipped Assault Company was split into a number of 100-strong units and each
assigned to a Chapter formed from the Legion. The warriors of the Deat wing perform all of the conventional
missions normally assigned to Terminator squads, but in addition, they act as the mailed fist of the Inner Circle.
Members of the Deathwing are not fully inducted into the Inner Circle, but they know far more of the Chapter’s
secrets than their rethren, and will stop at nothing to enact their masters’ vengeance on those who betrayed
the legion ten thousand years ago.

THE RAVENWING

The Ravenwing is the name of the Second Company of the Dark Angels Chapter. Instead of the usual dark
green panoply of the rest of the Chapter, the Ravenwing's bikes and land speeders, as well as their power
armour, are painted jet black, and it is this which gives the company its unique name. Although the Ravenwing
is highly specialised formation exceptionally skilled at scouting and assault missions, the company is much
more than a reconnaissance force. Its true function is vital to the ten thousand year mission of the Dark Angels.

Although only the company’s highest ranked officers know it, the Ravenwing’s primary role is to hunt down
and capture the Fallen Dark Angels. Therefore, the members of the Second Company are granted limited
knowledge of the secrets of the Dark Angels—much more than the Third to Tenth Companies, but far less than
the Deathwing and the Inner Circle. :

DARK ANGELS CHARACTERS

The Space Marines of the Dark Angels Chapter are cunning warriors who often rely on the precise application of
overwhelming firepower to defeat their foes.

Dark Angels Space Marines gain the following benefits: +5 Ballistic Skill, +5 Intelligence, and the Stoic Defence
Solo Mode ability (see page 217).

SonNs or THE LioN

Sons of The Lion is a Demeanour (see page 32) unique to Space Marines from the Dark Angels Chapter.

Although only the upper echelons of the Chapter are aware of the awful truth of the Dark Angels’ past, even those newly
recruited are possessed of a secretive, even introverted nature. The idea that outsiders are not to be trusted is drilled into
the recruits from an early stage, and they are tested continuously to ensure their compliance until it becomes second nature.
After all, a brother who cannot be entirely trusted to keep the Chapter’s secrets is unlikely to advance through its ranks.

Although the Dark Angels have fought beside all of the branches of the Imperium’s vast military machine, they prefer
to stand beside other Space Marines. Many, even brother Astartes, find the Dark Angels aloof and uncommunicative. The
Dark Angels, for their part are impatient and unforgiving with strangers who pry into their affairs. In truth, those Dark
Angels who are aware of the existence of the Fallen are ever watchful for any sign of their activity, and will abandon
whatever mission they are about should they gain any clue that one is nearby. In theory, even a Dark Angel seconded fo
the Deathwatch could go “off mission” in this manner, although the annals of Watch Fortress Erioch do not relate any such
incident taking place. '

The Dark Angels are also notoriously intolerant of non-humans and will often refuse to fight alongside armies that
include abhuman warriors or alien races. They are highly suspicious of outsiders and often appear unreasonably aloof and
intransigent. Indeed, there have been a number of occasions where Dark Angels have withdrawn suddenly and with no
explanation from a warzone when confronted by an Inquisitor or missionary.

Despite such incidents, many Dark Angels have served with distinction and honour in the Deathwatch. Their tamturn;
nature and stubborn refusal to accept anything other than total victory over their foes has served the Deathwatch well, and

several noted Wateh Commanders are drawn from the Chapter. These keep in close contact with one anothet, coordlnatlng:
the efforts of the Deathwatch across entire sectors of the Imperium.




" THE SPACE
WOLVES

0= =y be few, and our enemies many. Yet so long as there remains
e o s still fighting, one who still rages in the name of justice and
e then by the Allfather, the galaxy shall yet know hope.”

—Ragnar Blackmane of Space Wolves

ince the Imperium came into being, the Space Wolves
have fought tooth and nail for the cause of the
: Emperor. Amongst the most famous of the Chapters of
= Sdeprus Astartes, their sagas are told from one end of the
= =y 10 the other. As headstrong as they are fierce, the Space
es excel at close-quarters fighting, their warriors vying
= for glory on the field of battle. The Space Wolves live
» #z0t. and death holds no fear for them.

AND OF FIRE AND ICE

the home world of the Space Wolves Chapter, is a
2= of pain and hardship, swathed forever in freezing ice
smsorgiving fire. It drifts in the far northwest quadrant
~ == zalaxy, perilously close to the Eye of Terror, and yet
= Se=izens remain pure. From space, it is apparent that the
== —=jority of Fenris is covered in ice-cold water, and what
znd mass there is floats as small islands of frozen rock
s=ow. In the long, dark days of the Fenrisian winter, the
Womams freeze over entirely, swathing the planet in a hard,
i skin,

J== small continent remains stable throughout the
= the land of Asaheim, which sits atop the
of the world. Fenris orbits its sun in a
snced ellipse; as a direct result,
cimate ranges from ice cold for
= of the year to searing heat in the

wmer Even at the time when Fenris
oones s perigee, the primary
oemr remains intact,
ravaged by
ees lava and

= of magma.

Eeeesc  plates
S0C mountains
g ==own up, and
- rend deep
foes in the skin of the planet. Yet somehow,
=st the shifting ice floes and fierce tides,

the constant ravages of the cruel and
mging climate harden its people, so too
' the natwe 5pec1es The prey, such

are dangerous indeed. The predators, however, are among
the most ferocious in the galaxy. Ancient drakes and wyrms
soar on the thermals above the shifting islands, thriving
in caves heated by geothermal processes. Sea serpents and
kraken haunt the deeps, terrifying leviathans that can grow
thousands of metres in length. It has even been suggested
that these kraken, one of which is said to have been caught
by Leman Russ himself, are the remnants of an unsuccessful -
Tyranid invasion from the distant past. '
Great white bears, raging beasts that weigh as much as an
ice shark and are almost invisible in a blizzard, can be found
prowling the frozen tundra, fully capable of smashing apart
the strongest buildings to feed upon the unwary occupants.
But most dangerous of all, a predator so terrible that it is
known throughout the galaxy, is the Fenrisian wolf. These
iron-furred monsters range from the mass of a small horse to
that of an armoured personnel carrier, and are possessed of
a singular cunning. Perhaps the most terrifying thing about
these beasts is that they live in packs and, when they are
hunting, their prey has little hope of escape.
Given that many Space Wolves wear the pelts of these
vicious creatures, having killed the beasts with their bare
hands, the warriors of Fenris can be reckoned mighty indeed.
Born into a world of such omnipresent danger, only the
toughest can thrive. Few worlds in the breadth of the galaxy
hold any fear for the Space Wolves of Fenris.
Many Space Wolves have served in the Deathwatch,
and some of the most celebrated Battle-Brothers are drawn
from the Chapter. Their propensity to engage the foe head
on has led to many great victories, even if none outside of_f_
the Deathwatch ever hear of them. Though many Space
Wolves have been elevated to the rank of Watch-Captain in
the Deathwatch, comparatively few have

served as Watch Commanders. It
is likely that this is due to the
brothers’ natural gregariousness,
and their desire to return to the
great feasting halls of Fenris once
their duty is done.

CHARACTER CREATION
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THE TRIALS

The Space Wolves claim to
be blessed with the most
}*1 potent of all gene-seeds.
The heritage of Leman
Russ is as unique as it
is deadly, and the first
stage of the aspirant’s
transformation is often the -
last, for many are killed
or worse, transformed into
slavering beasts. Before
the transformation can begin,
the aspirant must first imbibe the

a number of substance_smtha_.t' a .
synthesised by the human bo



hey have a dramatic effect upon the potential Space Marine.
- The ravages of this unique gene first take effect during the
~ aspirant’s indoctrination. Ultimately, he is cast out into the
wilderness to make his own way back to the Fang—the
Space Wolves' mighty Fortress-Monastery. The gene works
its hideous changes upon the warrior’s mind and body; he
reverts to a primal state where his bones split and buckle, hair
sprouts across his body, and his only desire is to gorge on
fresh meat and blood. His body mass grows by almost eighty
percent, many of his bones fuse, and vestigial fangs sprout
from his gums as he undergoes the transformation. Whilst his
body is wracked with pain, the warrior must overcome the
gene, lest it overcomes him. The nights of Fenris are prowled
by giant, feral creatures, known as the Wulfen, the vestiges of
aspirants who have failed to overcome the eurse. To become
one of the Wulfen is to fail and truly become a monster.

If the aspirant finds his way back to the Fang across the
chasms and glaciers populated by snarling predators and
blasted by freezing winds, he is implanted with the remainder
of the Space Wolves' gene-seed, stabilising the Canis Helix
and completing his genetic indoctrination into the ranks of
the Sons of Russ. A minority of these warriors do not entirely
conquer the gene-seed’s effects, however, and in times of
great stress will revert to the hulking, bloodthirsty state that
haunts their genetic structure. This is the Curse of the Waulfen,
- and it is rightly feared.
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COMBAT DOCTRINE

. The Space Wolves have a very different approach to martial
strategy from many of their brother Space Marines. There
 are several distinct types of squad, or pack, unique to the
: Chapter. Due to the Canix Helix in the Space Wolf gene-seed,
Space Wolves experience their canines continuing to grow
throughout their life-span. As a Space

Thousands Sons, casting down their heretical works an

%*

ascension to the Golden Throne, that Le
fate, a place is set at the long table each

be fought.

Lf%ﬂW_RUSS

ch of the Space Wolves Legion, Leman Russ, is. one of the most fam(?usg ;y: :rﬁeﬁ(:;f:gzt
dum, Many legends tell of his deeds at the very Jawnof t.&e :-Impgﬁlfqmﬁ s .aﬁ . fv “ d-mo
were scattered to the warp, Russ was cast to the :wor_&qu .Ife\rm‘z There he u .
She-wolf on the hunt for prey to feed her cubs. (?u-t mtﬁgr than slay ¢ egoung%m
“fim as her own, Soon, the primarch reached maturity f;m{ conquered tﬁ_e tribes of
17, When word of King Russ's exploits reached tﬁe ears qf the Empe-ror:{t
united, and Russ took his place at the very forgfmnt.ofﬁﬁegreat Crusade.

A ;ﬁe Horus %resy_ca_me _amf the nascent Impgrium was
at the side of the Emperor, Their greatest battle was fought ag

tors’ ' ; the
e traitors’ home world of Prospero. There, Space ¥
Sons Legion, at the T o

_-d”uﬁﬁg the great feast in honour of tﬁ_e E?'nperd:' 5
man Russ disappeared: Though no Space Wolves Rnow their primarc
year, and' a forn of ale is filled in his honour. One day, the Space

Tt was long after the culmination of the Horus Heresy,

‘Wolves tell, when the need is greatest, the primarch shallreturn to his sonsf.; and the g

Wolf progresses through his life, he may rise through
ranks until he is old and his fangs are long. If his bravery
might are proven beyond question, he may be invited to jor
the Wolf Guard, or even become a mighty Wolf Lord and
one of the Chapter’s Great Companies.

Most Space Wolves begin their careers as Blood Claws, hor
headed young warriors who cannot wait to prove themsei\q

charging in howling packs at the front lines of the ene
in their efforts to garner personal glory. The Blood Claws
are the shock troops of the Space Wolves and spearhead the
majority of assaults. If they survive to become mature ane
capable warriors, they will be elevated to the ranks of te
Grey Hunters, tempered by battle but nonetheless ready
to give their lives in the name of honour. When the Spaes
Wolves are fully mature, their hair grey and their canines
pronounced, they are likely to be inducted into the Long
Fangs, veteran warriors who are disciplined and steady eves
in the heat of battle, and hence entrusted with the company £
heavy weapons.

The bravest and strongest of the Space Wolves, after provinz -
themselves in a feat of exceptional valour or martial prowess.
may become Wolf Guards. It is not by age or maturity tha:
one attains such a coveted rank, but by deed, and so a newly
raised Blood Claw has the same chance of joining the ranks
of the Wolf Guard as does a veteran Long Fang. The Wolf
Guard may lead less experienced packs into battle, or form
a retinue for the mightiest warrior of the Great Company—
the Wolf Lord himself. Few can stand before these heroic
warriors, equipped as they are with the best wargear in the
company’s armoury, making them virtually unstoppable in
close combat.

he primarch “

rent asunder; the Space Wolves stood lbyalljl
ginst their erstwhile brothers, the ‘I'ﬁousamf .
entire Space Wolves Legion decimated. the

catest battle of all wil
g PORTERT
& - :_._:-' s



Ives’ combat doctrine is not as organised as thrill of close combat above all else. Nonetheless, their battle

r Chapters. Given that they live for the  tactics are undeniably effective; the Space Wolves have fought
it is almost certain that the younger Space in such a manner on a hundred thousand battlefields since

n a standard tactical structure in favour  their conception, and a hundred thousand battle honours
headlong at the enemy, howling at the  bear witness to their bravery.
This has been known to aggravate allies
'ho must adapt their battle plans in the
Wolves’ actions. However, far from being
erkers, the Space Wolves simply relish the

THE LION AND THE WOLEF

_\=r the course of the many battles of the Great Crusade and the subsequent Horus Heresy, Leman

o=z ':)-:cnme firm friends with Lion El’Jonsen, primarch of the Dark Angels Legion. The two were

=& oace beloved brothers and bitter rivals, vying all the while for honour and glory. On the world

=1 - the Space Wolves and the Dark Angels were to assault an enemy-held fortress. Russ
—=—ed the right to lead the attack, for the Tyrant of Dulan had insulted him publicly. But the Lion
“=5.5=c and started the assault early. Russ was furious, and after the battle was won a duel broke out
2=mwe==n the brother-primarchs, in which Russ was laid low, only to regain consciousness some time
=== a=er the Dark Angels had departed. To this day, whenever the Space Wolves and the Darlk
“m==i serve alongside one another, a ritual duel is fought between the champions of each. Though
w=r=" ztal. the outcome of the fight is regarded-as an omen of the battle to come, and much
~omowr is earned by those who continue the brotherly feud of their primarchs.

o= Wolves Space Marine gains the following benefits: +5 Perception, +5 Fellowship, and the Wolf Senses Solo
Aty (see page 217).

alent: Space Wolves characters begin with the Heightened Senses (Smell) Talent.

==sricsions: Space Wolves characters may not select the Deathwatch Apothecary Speciality.

1== So~ns or Russ

% Sams of Russ is a Demeanour (see page 32) unique to Space Marines from the Space Wolves Chapter.
e Santle-Brothers of the Space Wolves are ferocious and aggressive warriors. Though far from mindless berserkers,
iy 2= cestainly possessed of a feral exuberance for battle. They have an overriding sense of duty and honour, and
Simwen ever onwards by a strong desire to right the many wrongs that have befallen the Imperium of Man since the
a5 Says of the Great Crusade. Space Wolves exhibit a fierce sense of loyalty to their comrades in arms and this is on
susoe extended fo their compatriots in other branches of the Imperium’s military.
“Seesh as devoted to the Emperor as any other Space Marine Chapter, the Space Wolves express their faith not in
e and piety, but in feats of arms. While the Battle-Brothers of other Chapters may spend the night before battle in
‘== mediation, the Space Wolves are more likely to mark the eve of battle in bawdy celebration, raising overflowing
A5 of Seanisian ale to brothers they may be mourning once battle is done. A Space Wolf will drink and make merry,
T ammosTow, he may die.
= Ssmocrament, most Space Wolves are blunt and plain speaking, even to the point of giving offence to those not
S8 5 sheis ways. They abhor pretension and despise politicking. They are honest to a fault, and expect the same
iy &5 those they fight alongside. Space Wolves embrace their lot with an uncomplicated enthusiasm, from the
“sissane newly recruited Blood Claw to the grey haired and taciturn Long Fang. Each plays the role fate lays before
i Ssawing that a life spent in service to the Emperor is a life well lived. :
* S face of an enemy attack, the warrior bounds forward like a Fenrisian wolf on the hunt, a joyous song of warf

-

*
*
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- of these hidden chambers, and

over these forbidden places.

STORIN WARDENS

We are the storm! We are the fury!”
—Lorgath Maclir at the Purging of Vigil

he Storm Wardens are stoic defenders often found upon

the very borders of the Imperium. Up until recently,

these Space Marines focused their attention upon the
great warp storms that trouble the Halo Stars region on the
galaxy’s western edge. There, they protect frontier worlds
from the predations of xenos threats, Chaos renegades, and
heretical recidivists. They are often unknown and unsung
heroes to those planets they defend, for the Storm Wardens
are highly insular, and there are only a relative handful of
monuments and records that celebrate their long list of battle
honours. A bizarre twist of fate occurred in the depths of the
36th Millennium, during the Age of Apostasy—an event that
many hold responsible for the Chapter’s aloof nature.

The Storm Wardens lost many of the records of their
founding during what later became known as the Nemesis
Incident in roughly 945.M36. This event began during an ill-
omened joint operation involving elements of the Inquisition
against the Enslaver infestation of the Steropes Cluster.
It is unknown exactly what transpired amongst Steropes’
cyclopean ruins, but the aftermath of this campaign forever
altered the destiny of the Storm Wardens Chapter.

Upon the conclusion of the Nemesis Incident, the serving
Storm Warden’s Chapter Master, Owin Glendwyr, consulted
with an Inquisitor Lord of the Ordo Xenos upon a most dire
decision. The Chapter Master sealed many sections
of the Storm Wardens' fortress-monastery by
the authority of the Lords of Terra. All
traces of their history and even the proud
legacy of their heritage to one of the
primarchs were destroyed or hidden
away. The Storm Warden’s home
world of Sacris was forbidden
to have greater contact with the
Imperium at large.

The only  sanctioned
record of that time, the Liber
Tempest, claims that many A
Storm Wardens were placed 4
in hidden stasis vaults,
including  the  Chapter
Master and the entire veteran
First Company. The Chapter’s /
Dreadnoughts are the guardians ©

b

each has taken a vow of silence, |
standing as mute sentinels |

After the Nemesis Incident, the Chapter re-built its Firss
Company. These honoured Battle-Brothers know themselves
as the “The Inheritors”, custodians of the Chapter’s honous
until the day their ancestors rise from their timeless slumber.

Ever since this time, the Storm Wardens have redoubled
their diligence, and their fortress-monastery mounts
sophisticated scanning technology placed reluctantly by
the Adeptus Mechanicus as payment for an ancient pact
Currently, the Chapter is led by Lorgath Maclir, a cunning
strategist who constantly challenges his captains with tactical
exercises and obsessively studies the Tactica Imperialis. Some
rumours claim that Lorgath has managed to memorise these
precepts of war, an impressive feat even for a Space Marine's
enhanced memory.

THE WORLD OF STORMS

Located in the Calixis Sector of the Segmentum Obscurus,
the planet known as Sacris is classified as Forbidden by the
Adeptus Terra. Sacris is a remote, feudal world of highland
moors and dark, oppressive swampland. It is inhabited by
primitive human tribes of warriors who gather around
charismatic warlords and continually struggle for dominance
in the murky swamps. The tribes of Sacris have a fierce code
of honour and hold that a man’s word is his bond. The tribes
worship the Emperor as a stern father-figure who judges all
men’s souls by the strength of their arms and the purity of
their honour. The culture of Sacris has a strong impact on
the Storm Wardens, and it is not uncommon to see
Storm Warden’s Scouts with woad-painted faces
like those of the native tribes. Humans are not
the only inhabitants of Sacris; a sizeable colony
of abhuman ogryns survive
on the rocky southern
continent, possibly the
result of an ancient
oath sworn by the
Storm Wardens prior to
: the Nemesis Incident.
u } Whatever the truth may
" be, the Storm Wardens
have no particular distaste
for abhumans and have fought beside
Imperial Guard regiments including
ogryns and ratlings in the past
Currently, automated beacons
surround Sacris’ orbit, declaring
the world forbidden and spreading
rumours of virulent plague. The reason
for this deception is unknown, save for
the fact that it was Owin Glendwyr’s
8\ final command as Chapter Master.
Chapter Masters have since dutifully
carried on with this oath-bound
quarantine, although they know
not its purpose. '
The  Storm . Wardens
maintain  their  fortress-
monastery on Highcastl,

L
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== - brilliant ivory moon that orbits Sacris. Crenelated
o= surmounted by watchful gargoyle-servitors mark the
=5ce of this immense and ancient keep. Inhabited by
Wardens, it contains massive chambers where the
=== wehicles and wargear are maintained. The fortress-
20y s grey halls bear many blank banners and deep,
=~ = scars left behind from the effects of the Nemesis
=== Highcastle’s lower halls extend deep below the
o= = s=race and contain ancient automated furnaces to
"= the raw materials and conditions necessary to craft
==pons and vehicles for the Chapter’s use, overseen by
wszer of the Forge. Deeper still are the stasis chambers,
“is= =one but the Chapter’s Dreadnoughts know of their
S= ocztion. Highcastle is a nigh-impregnable fortress,
per many significant portions remain inaccessible and
= T=e age of Highcastle is difficult to determine, but the
se=c=ry records remaining to the Storm Wardens indicate
= ==c=stle was present in the region before the Angevin
o 2nd the formal foundation of the Calixis Sector.

ATIONS

" Sioe= Wardens descend from Sacris’ moon to the foggy
= ==c reeming tribes below to hold a series of games and
. soembats to select only the fiercest and most cunning
== o join their ranks as aspirants,
“== aspirants must struggle against the fen-trolls and
= zaly dangerous native fauna of Sacris during the
“ S=ling their way up and down the shifting moors in a
&esion skirmish and marathon race. The aspirants must
2st pockets of deadly swamp gas, through regions
with swarm leeches, across quicksand-laden plains,
their way to the Storm Warden’s landing site. Those
wive that far then compete in games that pit aspirants
= ==ch other in contests of strength and skill at arms.
=a =0 compete in these trials elevates a man in the eyes
==oes of Sacris; succeed or fail, he has tested himself
- =52 greatest warriors on the planet, and that is worthy
=== cespect. After passing the trials, many Aspirants
_' == them the Sacris claymore, an heirloom weapon
= =C Dy the tribesmen. It is also common that, when a
== Warden dies, his claymore is ritually returned to his
ieworid. and many blades have earned great honour for
== —=oc in this manner.

HE WAY OF HONOUR

- Sioem Wardens, like the feral tribesman they recruit from,

- 2=msonal honour and strength at arms. It is said that
- Ssorm Wardens prefer to challenge enemy commanders
=ooal combat in order to test themselves against the
the foe has to offer. Many Storm Wardens have
“=ction for single combat with a foe they consider
=% of such a distinction, although more than a few
& sereants and captains have fallen in battle against
Sialy dangerous opponents in this way.

The Storm Wardens are highly insular, and rarely visit
other worlds. In fact, the Calixis Sector is largely unaware
of their very presence, with the exception of several high-
ranking Inquisitors and Lord Sector Hax. Much of the
Chapter’s aloof nature has to do with the high value that the
Storm Wardens place on personal honour, and some speculate
that these Space Marines prefer not to associate with many of
the disreputable worlds that surround them.

Despite their generally remote and detached nature, :
Storm Wardens rarely cause friction with the Imperium’s
various organisations, having assisted both the Inquisition
and the Imperial Guard in numerous campaigns and actions
throughout their history. Many Imperial frontier worlds
under dire threat have witnessed the sight of Storm Warden’s
drop pods entering the atmosphere, each containing a squad
of Space Marines intent on repelling any attack upon the
Imperium’s borders.

COMBAT DOCTRINE

The traditions of the Chapter mirror those of the tribes .
of Sacris, with a strong emphasis on close combat, testing
themselves against the strongest of foes upon the field of
battle.

Like most Codex Chapters, the Storm Wardens perform
well at all forms of combat, but there is one strategy they have
refined with devastating effect. Using heavy armour, their
assaults feature numerous Predator tanks and Land Raiders.
The enemy is subjected to a savage but brief bombardment,
either from a Strike Cruiser in close orbit or a Thunderhawk
gunship strafe. This pins the enemy in place for an armoured
assault by the Chapter’s Predators and Land Raiders, supported
by Rhinos and Razorbacks carrying Tactical and Sternguard
squads into the thick of battle.

It is this armoured assault which has its roots in the
Chapter’s recruiting world of Sacris. Many Storm Wardens
use their armoured vehicles as a steed to carry them into the
thick of the battle, where they may launch savage assaults
against the enemy and fight by the tenets of the Way of
Honour. Their preference for fighting in tandem with the

CHARACTER CREATION

I:

heavy firepower and mobility of their armoured units has led
to many stunning tactical feats, and also evens the balance
so they may fight their enemy face-to-face on even and
honourable terms.

It is no surprise, therefore, that the Chapter currently
counts a high number of Techmarines amongst its number,
and there has been some speculation that the Storm Wardens
have a closer relationship with the Adeptus Mechanicus than
other Space Marine Chapters.
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- StorM WARDENS CHARACTERS

Storm Wardens value strength at arms and have battled for centuries against some of the most dangerous denizens

the Imperium’s borders.

A Storm Wardens Space Marine gains the following benefits: +5 Strength, +2 Wounds, and the Thunder's C
Mode Ability (see page 218).

Starting Gear: A Storm Wardens Space Marine may replace his combat knife with a Sacris claymore (see page 170)

ASPIRE TO GLORY

Aspire to Glory is a Demeanour (see page 32) that is part of the beliefs and traditions of the Storm Watdens Chapter

While fierce upon the field of battle, Storm Wardens are no less committed to the tenets of personal honour: and
obligation. Generally considered clannish and aloof even by other Space Marines, Storm Wardens prefet to remain distant
from the Imperium at large. A Storm Warden is slow to make friends, but esteems and' protects those who persevere to
become companions.

Amongst the Storm Wardens, one’s word is his bond, and honour is paramount. The night before battle is often spunt
in meticulous planning of tactics and strategy, sharing quiet camaraderie amongst their fellow warriors. Many of the most
senior Battle-Brothers engage in ritualised duals, the victors gaining a coveted place in the vanguard.

Most Storm Wardens enjoy debate and crafting points to support their arguments, although some outsiders see (hese
tendencies as quarrelsome or insubordinate. However, once a course of action has been Qgreed upon, a Storm Warden will
set aside any dispute and carry it out. Perhaps because of their fondness for debate or their own turbulent history, Storm
Wardens have an interest in mysteries and engimas. This curiosity has led more than a few Battle-Brothers to volunteer for
the Deathwatch. -

When battle begins, Storm Wardens fight with keen fervour, often seeking out an enemy champion or commander to
test his skills against.

Kraazgrug'’s Folly

“One of the most famous of the Storm Wardens’ battles took place on the verdant plains of Keffik's
World-in the Scarus:-Sector. An Ork warband led by Warboss Kraazgrug had been ravaging a number
of settlements and threatened the food supply for an entire sub-sector. Just before the Orks overran
the last of the system’s defences, an astropathic distress signal was relayed to Sacris. In response,
the Storm Wardens deployed several companies of Space Marines, supported by many armoured
vehicles. These forces were under the command of Captain Lorgath Maclir (prior to his ascension to
the rank of Chapter Master) and included a handful of Space Marines from the elite First Company.
Maclir's plan was to face the Warboss’ trukks and warbuggies on the open plains of the northern
continent. However, the Ork vehicles manoeuvred through the depths of a massive dust storm, and
Maclir was forced to revise his strategy. Dispatching Scout Bikers, Stormravens, and Land Speeder
Typhoons, he used his swiftly-moving skirmishing force to lure the main body of the greenskin’s

| army into a box canyon. The Orks and the warboss were eliminated with an unrelenting salvo of

heavy weapons fire from the rim of the canyon, and no greenskin left that battlefield alive.

The Cleansing of Vigil

A singularly savage conflict was fought entirely underground in the tunnels beneath the dead world
of Vigil. In those lightless passages, the Storm Wardens battled metre by bloody metre in a series
of close-range firefights against the foul Slaugth and their warrior constructs. The cleansing of Vigil
proved to be a crucial test of the Chapter’s resolve, as the tight quarters of the tunnels precluded
the use of heavy armour and the alien forces seemed particularly adept at provoking the Storm
Wardens into abandoning a cautious, methodical approach. The planet was cleansed at last, but at
the cost of many veteran Battle-Brothers. The survivors, however, had learned to pay closer heed to
the wisdom of the Codex Astartes, and Chapter Master Maclir promoted many of these veterans to
his honour guard.




THE
ULTRAITARINES

SN i the footsteps of Guilliman. As it is written in the
s sball it be.”

—A\tzmeus Calgar, Chapter Master of the Ultramarines

= is the blue-clad Ultramarines that, in the mind
of the countless billions of the Emperor’s subjects,
St everything that the Adeptus Astartes stands for. The
Tumesnss and their many successor Chapters have stood at
= == “ocefront of the war against the traitor, the alien, and
“mc since the very foundation of the Imperium. Across
Somains of the Emperor, the Ultramarines are celebrated
8 Semoic virtuous, and noble defenders of Humanity, their
=it —=l=brated in devotional works the length and breadth
=== ==ongst the Space Marine Chapters themselves,
_I===arines occupy a position of special honour. The
= om which the original Ultramarines Legion was
== considered the purest, and it is estimated that some
~u=2s of Chapters share their inheritance, being either
W sccessors or created from tithed Ultramarines genetic
=== This shared inheritance often ensures that when the
\umesines go to war, they are supported by many other
=== =nd that when Space Marine commanders gather to
common strategy, the counsel of the Ultramarines
» = szlued. Often, the presence of even
.= =—=ber of Ultramarines units in
. == military undertaking will
"= = participation of many
“=zoters, so highly are the
@& Roboute
= held
piiE=r brothers’
W= Hive
= =--moth struck
Su==mm Fringe, it was
_=marines  Chapter
2 w—=c the tide, even at the cost
e casire First Company. At
. Tmmoters home world of
: one of the largest
{0~ ===n in centuries was
& with the Ultramarines,
L & cheir Master Marneus
== = the very forefront. In
“5e o the great honour won
Chapter in that titanic
the  Ultramarines
“=valuable experience
== these vile xenos,
have passed on,

. = 2ll the thousand and more Space Marine Chapters,
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often via service in the Deathwatch, to many other Chapters.

When the Horus Heresy struck, Guilliman was leading his
mighty Legion in a massive campaign in the galactic south. So
successful was the campaign that the Legion had been carried
far from the Imperium’s heart, so that by the time Guilliman
received word of the Warmaster’s treachery, the siege of Terra
was underway. The Ultramarines fought their way towards
Terra, and although they defeated a massive Traitor space
fleet, were unable to intervene in the final battle.

It is Guilliman’s actions subsequent to the Horus Heresy
that made him the figure of adoration that he would become.
With the traitors scattered and the Emperor to all intents
and purposes lost to Humanity, the Imperium stood at the
precipice. It was the genius and leadership of Roboute
Guilliman that saw the Imperium through its first century, as

he kept invaders at bay and saved the scattered worlds from

collapsing into anarchy.

Roboute Guilliman fell at the hands of his erstwhile
brother, Primarch Fulgrim of the Emperor’s Children Traitor
Legion. Poisoned unto death, Guilliman’s barely living
body was placed in a stasis field, and later enthroned in the
Ultramarine’s fortress-monastery. There it remains to this day,
and some say that within the timeless aura of the stasis field,
his body heals, and he may one day be returned to defend the
Imperium he strove so hard to build.

THE REALM OF ULTRAMAR

Situated deep in the galactic southeast in Ultima Segmentum,
Ultramar is unique amongst all of the Chapter headquarters
of Space Marines, in that while most Chapters operate

from asteroid bases, lonely fortress-monasteries, and
isolated worlds, the Ultramarines
control no fewer than eight
star systems near their home
world of Macragge. Each of
. these worlds has its own
government, armed forces,
and individual cultures,
but all are utterly loyal to
the Ultramarines Chapter. The
worlds surrounding Macragge
are  largely  industrialised,
though due to the organisational

are not the polluted wastelands of similar worlds across the
Imperium. The worlds of Ultramar do not pay a tithe to
the Imperium or provide regiments to the Imperial Guard.
Instead, their every effort is devoted to the service of the
Ultramarines, the ultimate reward for which is selection
of a scion for service in the Chapter. Those families with
an ancestor who joined the ranks of the Ultramarines are
greatly honoured, and revere his name for all time.
Macragge itself is mostly bleak and rocky, with
more than three-quarters of its land mass formed from
mountainous terrain nearly entirely devoid of life
The planet is encircled by vast, nigh impregnabl
orbital defences, as well as mighty fortresses at eithe
pole. The polar fortresses bore the brunt of th

skills and far-sightedness of the Chapter’s primarch, they

*
*




Tyranids’ attacks during the Battle for Macragge, where, thanks
to the sacrifices of the First Company, the back of the galactic
invasion was broken and Hive Fleet Behemoth defeated.

DUTY AND HONOUR

The Ultramarines are rightly held as exemplars of all that a
Space Marine can and should be. They are noble and virtuous,
self-sacrificing and stoic, and truthful and just in thought and
deed. Unlike the Battle-Brothers of some other Chapters,
they are not arrogant in their dealings with the common man,
and have served and died alongside warriors of every other
military force in the Imperium.

This attitude is instilled in the Ultramarines from a very
young age, long before consideration is given to recruitment
into the Chapter. The people of Macragge in particular, and of
Ultramar as a whole, are raised in a culture of discipline and
service. On Macragge, it is common for a young man to leave
his family whilst still a child to learn the ways of the warrior
in one of the many martial communities of the world. In these
schools, the youngster learns of honour and duty, practising
and studying so that his arm is strong and his mind keen.
It is from these communities that many of the Ultramarine
aspirants are deawn, for they are well versed in the arts of war
and ideal candidates for recruitment into the Chapter.

COMBAT DOCTRINE

As befits the Chapter of Roboute Guilliman, the Ultramarines
adhere rigidly to the tenets laid down in the Codex Astartes.
For ten thousand years they have fought in the manner
described in its holy pages. Other Chapters may freely
interpret the words of Guilliman, but to the Ultramarines
such deviation is unthinkable. The Codex Astartes is a work
of divine wisdom, sanctified by the Emperor himself, and
the Ultramarines see no reason to deviate from it. The life-
long lessons of discipline and self-reliance that are instilled
in the people of Ultramar from birth give them the strength
of character to hold true to teachings over ten thousand
years old.

For any given tactical situation, the Codex offers hundreds
of pages devoted to how it may be met and overcome. Each
warrior of the Chapter is required to memorise whole sections
of the Codex so that within a company there exists an entire
record of the Codex’s tenets. The wisdom of thousands of
the Imperium’s warriors has contributed to the Codex, and
details on everything from unit markings to launching a full-
scale planetary assault are contained within its pages.

This is not to say that the Ultramarines are hidebound or

e
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It is rather a deep-seated belief that every problem can be
solved with recourse to the Codex Astartes, that there is no
need to reinvent solutions to dilemmas solved long ago. By
their strict adherence to the Codex, the Ultramarines are in
fact freed by it. The success of this doctrine is self-evident in
the countless thousands of battle honours the Chapter has
arned over ten millennia of loyal service to the Imperium.
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unimaginative in their thinking, for it must not be forgotten §
that Primarch Roboute Guilliman is regarded as one of the |
- most imaginative and innovative military thinkers of all time. {

ULTRAMARINES CHARACTERS

The Ultramarines often serve as the standard ‘against

which all Space Marines are measured, a

qualities encompass a variety of strengths, from

skill to strategic genius. R
Ultramarines Space Marines gain the following

fits: +5 to two Characteristics of the players's
hoice, and the Favoured Son Solo Mode ability (see
page 218).

HONOURTHE CODEX

Honour the Codex is a Demeanour (see
page 32) unique fto Space Marines from the
Ultramarines Chapter. :

In all of their duties, from battle to study, the
Ultramarines are thorough, analytical, and attentive to
every detail. They are slow to anger and rarely make
a rash decision. By constant recourse to the articles
of faith enshrined within the Codex Astartes, the
Ultramarines are able to face any eventuality with well-
practised battle drills and established doctrine.

In their dealings with Battle-Brothers (rom
other Chapters, Ultramarines often fulfil the role of
facilitator and peacemaker. While the Battle-Brothers
of some Chapters display extremes of character, ‘
from hotheaded to taciturn, the Ultramarines are
balanced in their approach, and often able to broker ]
agreements between wildly differing points of view. 1
This is evidenced in the fact that a high proportion of |
Deathwatch leaders are drawn from the Ultramarines |
and their successors, a fact that has more to do with |
their outlook and character than it does with their
numerical superiority.

An Ultramarine is likely to turn to the vast tracts J
of the Codex Astartes that he has memorised for the
solution to a problem.

Roboute Guilliman

i of the Ultramarines was the great ﬁe;f:i
mpen'ﬁm Roboute Guillimarn. of all of the.
r's gene-Soms, Guilliman was held as tﬁe- m\_a:fst |
character and spirit. He was @ mzﬁtm:)‘a genms]
<ant. warrior, as were all of the pnmarcﬁs,j
¢ them Guilliman rebuilt that which
fiat worlds [iberated ﬁomi
de were thriving withis
of refined mind:

appreci_atiml‘j

uissant.
ut alone amongs
fhe cast down, ensuring t
 tyranny during the Great Crusa
months. Roboute Guilliman was aman
fiis strategic insight ccamjpul.?zrr:.e:rzzt,ea'r by an i
Sfor the finertes of disciplines as diverse as governmer:

and art.
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CHAPTER I
SPECIALITIES

“We are the Emperor’s wrath! Let the blood of the unclean act as an
offering to the Lion’s shade!”

1§

—Battle credo of the Dark Angels

+*
*

he Space Marines are the finest warriors of the
Imperium of Man, mighty defenders of the Emperor’s
domain who routinely face horrific threats to the
galaxy. From amongst their august number, you have been
chosen for a great honour, and have been seconded to the
Deathwatch—an elite force of alien-hunters working hand-
in-hand with the Holy Inquisition.

Not all Space Marines serve in the Deathwatch in the same
way. Sometimes, a Watch Captain has a need for a Battle-
Brother skilled in operating heavy weapons—a Deathwatch
Devastator Marine—to suppress Tyranid hordes, or he might
require a Deathwatch Apothecary to recover precious samples
of alien DNA from a long-forgotten stasis tomb. The psychic
talents of a Deathwatch Librarian or the special communion
with the machine spirits possessed by a Techmarine are also
invaluable tools for the difficult and special nature of the
Deathwatch’s missions in the Jericho Reach.

Your Speciality represents your character’s aptitude and
potential—effectively, your role within the Deathwatch
Kill-team. It defines your particular gifts and how you will
continue to develop. Your Speciality will define the new
abilities you can learn and the areas of responsibility you
have within your Kill-team. Part of the fun of DeaTHWATCH
is deciding exactly how your character develops within your
Speciality—there are many choices available, and no one
“right” way of progressing.

SALLIVIOAS

GETTING STARTED

“You carry the Emperor’s will as your torch. With i, destray
the shadows.”

—Verses of Sigismund, Book CIV, Verse 1

Your character’s Speciality is decided during the character
creation process. After you select your Space Marine’s home
Chapter (see page 26), you then choose a Speciality from the
options presented in this section. However, it is important
to note that some Space Marine Chapters (notably the Black
Templars and Space Wolves) are restricted in their selections
and are not able to choose certain Specialities.

56
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Each Speciality uses the following format:

SPECIALITY FO

DESCRIPTION |'

In each Speciality section, you can find a description and
illustration to help give you some ideas about what your
character might be like. This section tells you about the
background for the Speciality and how it fits into the Space
Marine organisation and the Deathwatch as a whole.

Rank CHART

Each Speciality is divided into a series of Ranks. This chart
tells you the progression necessary to reach a certain Rank.

CHARACTERISTIC ADVANCE SCHEME

Each Speciality allows you to improve your character’s raw
abilities, or Characteristics. Depending on the nature of the
Speciality, some Characteristics are more difficult to increase
than others. This chart lists the cost of each Characteristic
Advance you can take.

RANK ADVANCE SCHEME

For each Rank within your Speciality, you will find a table
that shows you what new abilities your character can learn,
and what you must do in order to learn them. '




DVANCEMENTS

W e s uncertainty, 1 shall bring light. Where there is doubt,
S =ith, Where there is shame, I shall point atonement.
= e o5 rage, 1 shall show its course. My word in the soul
Sl e =y Golter in the field.”

—Litany of Devotion

zdvenwre through the 41st Millennium, your
oo will have plenty of opportunities to improve. Your
Aizszer will reward you with Experience Points that
—= soend to further develop your character. Each career
s\==o of room for you to customise your character and
B unique.
zre three types of improvements that you can select
e choracter:
~ “E=racreristic Advance: Increases your raw abilities.
Sack Increase: Opens new training opportunities.
= 5%l or Talent Advance: Learn new Skills or Talents,
- ¢ =ocove an existing Skill or Talent.
% sscmion to the advances listed for the Ranks in your
s sometimes your GM will allow you to purchase an
~==nce. See page 59 for more on this.

= 4= ACTERISTIC ADVANCE

" waracieristic Advance is an increase to your character’s
< sies When you buy a Characteristic Advance, you
— = =0 the Characteristic on your character sheet.

: eristic Advances are divided into four progression

= These are as follows:

Sample: A small fulfilment of your potential.

“=cermediate: A significant  improvement  to

Weer capabilities.

© Trzimed: Active, focused effort upon improving
JEEE Drowess.

~ Swpere: The limit of your natural capabilities.
= oo set about increasing a Characteristic, you must

' “hrough each of the progression levels in turn, starting

ad ending at Expert.
T costs for these increases for each Speciality are listed in
& = =n Speciality section in a table, which looks like this:

"es-bwatch Tactical Marine Advance Scheme

istic Simple Intermediate Trained Expert
200 xp 500 xp 1,000 xp 1,500 xp

= oo can see, the first +5 increase to a Deathwatch

fzrine’s Willpower costs 200 xp; the next +5 (the

_ ¢ progression level) costs 500 xp; a further +5

“s==cnt (the Trained progression level) costs 1,000 xp,

3 final possible improvement (Expert progression
cesss 1,500 xp.

The costs for Characteristic Advances are cumulative. Thus,
you could not just pay 500 xp for a +10 increase. Instead,
you would pay 200 xp for the Simple Advance, then pay 500
xp for the Intermediate Advance.

ExAMPLE

Jobn wants to increase the Willpower of his Deathwatch Tuctical
Mearine character. His starting Willpower is 44, and it will cost
Jobn 200 xp to buy the Simple Willpower Advance. He spends 200
xp and increases his character’s Willpower to 49. Jobn wants to raise
his character’s Willpower even higher, so be spends another 500 xp
(the cost of the Intermediate Advance) to increase his Deathwatch
Tactical Marine’s Willpower by another +5. In the end, Jobn's
Space Marine has increased his Willpower to 54 (44 + 5 + 5 =
54), and has spent 700 xp to do so (200 + 500 = 700).

RANKS

Your Rank isa general measure of your experience and capabilities.
It represents the progression of your character’s abilities as he
grows in status and prowess. Your Rank is determined by the
total amount of Experience Points your character has spent.
The Advancement Scheme for each Rank has a combination of
Skills and Talents that you may purchase with xp.

You may buy Advances from any Rank Advancement
Scheme you currently hold or have previously held.

As your Rank rises, you have access to more and more
Advancement Schemes, and therefore, you have more options
on how to customise your character.

As with Characteristic Advances, it is easy to gain Ranks
to start with, but it becomes progressively harder throughout
the life of your character.

GAINING RANKS

Characters automatically gain Ranks by spending xp. Once
a character’s total spent xp reaches the necessary amount,
the character’s Rank increases. Note that Rank increases
always occur after an Advance has been taken. All Specialities
in DEATHWATCH require the same amount of xp in order to
increase in Rank. The xp needed to advance in Rank is listed
on Table 2-2 on page 58.

CHAPTER ADVANCES AND
DEATHWATCH ADVANCES

There areanumber of Skillsand Talents that are appropriate
only for specific Space Marine Chapters or the Deathwatch
itself. These special' Advance lists are presented on pages
60 to 67. Deathwatch-specific Advances can be selected by
any Deathwatch Space Marine of the appropriate Rank,
and Chapter-specific Advances can be selected by any
Space Marine from that Chapter of the appropriate Rank.
The best way: to: think of these Advances is to consider
them additional menus that your character may choose
from as he grows in Rank in his particular Speciality.

[I: SPECIALITIES




TABLE 2-2: RANKS
Rank XP Level
i 13,000-16,999
e 17,000-20,999
3 21,000-24,999
4 25,000-29,999
5 30,000-34,999
‘ 6 35,000-39,999
7 40,000-44,999
oo 8 45,000-49,999
ExAMPLE

Ross’s Deathwatch Librarian has spent 20,800 xp in total on
various Advances. In the course of the game, Ross earns an additional
1,000 xp, and he decides to spend this amount on a Characteristic
Advance. Ross receives permission from his GM to take the Advance
then crosses off the 1,000 xp from his unspent xp amount on bis
character sheet. He notes down the Advance on the character sheet
and alters his Characteristic Profile to reflect the Advance be took.
Finally, he adds the 1,000 xp to his current spent xp total. Ross
has now spent 21,800 xp (20,800 + 1,000 = 21,800). When he
consults the Deathwatch Librarian Ranks, be sees that he has spent
enough xp to earn Rank 3. He removes his old Rank (2) and notes
that his character is now Rank 3 on his character sheet.

© SALLNYIDAdS

SKILL AND TALENT
ADVANCES

A Skill Advance teaches you a new Skill or improves an
existing Skill to make it more effective. A Talent Advance
gives you a knack or aptitude for something.

Depending on your Speciality, some Skills and Talents are
easier to learn than others. A Scholarly Librarian, for example,
would have to spend far fewer Experience Points to learn a
Forbidden Lore Skill than a Deathwatch Devastator Marine
would. The wide range of Skills and Talents allows you to
customise your character as you wish.

Note that DearawarcH characters may select from four
different sources. A Deathwatch Space Marine may choose
advances for his appropriate Rank from his home Chapter
Advances, Deathwatch Advances, General Space Marine
~ Advances, and the advances for his Speciality. There is no
Rank requirement for selecting advances from the Chapter
Advances lists.

PREREQUISITES

If you take a look at the listed Advances for each Rank,
you will notice that some require you to have a Talent or
Characteristic at a particular rating. You must meet all the
listed prerequisites before purchasing such an Advance. If you
are ever in doubt about a prerequisite, ask your GM. He can
overrule or change prerequisites at his discretion.

Buying an Advance

Buying an Advance is simple. Once you have had a goed
look at your Advancement Schemes and have chosen whas
you want to buy, follow these steps:

* Check with the GM to make sure the Advance you would
like is available (the GM may restrict certain Skills and
Talents to meet the needs of the campaign, or he mighs
offer a better option).

Deduct the cost of the Advance from your current pool
of unspent Experience Points.
* Write down the name of the Advance in the Advances
section of your character sheet.
« Apply any changes to Characteristics, Skills, Talents, or
Traits from the Advance.
Finally, add the newly spent xp to your spent xp total on
your character sheet.
As you undertake missions, you will earn more Experience
Points as a reward for good roleplaying, completing mission
objectives, and for coming up with clever ideas. These rewards
allow you to buy further Advances for your character.
Certain Talent Advances have a multiplier listed after
their name (x2, x3, etc). Advances with a multiplier may
be purchased multiple times at that Rank, up to a maximum
number of times equal to the multiplier. However, this rule
does not apply to Advances that are Traits. Instead, the
multiplier for a Trait that is also an Advance is usually an
indication that the Trait is an Unnatural Characteristic (see
page 136 for details).

Deciping How o AbvaNce YOUR
CHARACTER

Figuring out which Advances you should take can be a little
daunting at first. Whilst Characteristic Advances are expensive,
they do have wide-ranging effects on your character’s ability.
Meanwhile, Skills and Talents are relatively cheap and open a
lot of new opportunities. You will need to decide if you want
to focus on improving your core abilities, to concentrate on
gaining Skills and Talents, or forge a compromise between
the two tactics.

You can expect to gain around 750 xp with each session
of play, provided you are reasonably successful and roleplay
well. When planning your Advances, you might find it handy
to use that amount as a measure of how long it will take
you to gain a certain improvement. For example, a Trained
+5 Weapon Skill Advancement that costs 1,000 xp will
take roughly two sessions to gain. Meanwhile, a new Talent
costing 500 xp could be gained after only a single session
of play. If you get stuck, or simply aren’t sure which choice
would be a better Advance for your character, ask your GM
to help you out. e




ADVANCES

~=ur character is broadly described by his Speciality. However,

"= Advancements listed are not the sum total of all that your

~=zracter could learn. Sometimes, your character will be

‘=ioosed to certain Skills or Talents during play. For example,

== might spend an adventure infiltrating the crystal caverns

o Hark’rikit or restoring the machine spirits of the long-

wsandoned Watch Station Scapula. If you think you have a

==od reason for learning a Skill or Talent that is not listed on

s Advancement Scheme, you can request an Elite Advance

=== your GM. The base cost for an Elite Advance is 750 xp.

7= CM may adjust this base cost at his discretion. To make

« ==auest, you will need the following:

- = Logical justification for the Elite Advance (e.g., “Spending
= month battling a mutant uprising on Vespasia means it
would make sense that I have learned the Lore: Forbidden
{Mutants) Skill.”)

= In-character explanation for how you gained the Advance
ieg. “Our Ordo Xenos guide taught me some secret
knowledge as repayment for saving his life.”)

= An offer of how many Experience Points you are willing
o pay to gain the Advance (e.g., “I will happily pay 800
=0 to learn the Lore: Forbidden (Mutants) Skill.”)

“2or GM may decide not to grant you the Elite Advance,
= m=v demand a higher Experience Point cost than you have

“iz=ested. In these cases, gracious acceptance of the GM’s

ie=c is the best course. Your GM may also rule that you

== o pass a series of tests in order to successfully learn
==guested Skill or Talent. This will usually tie into your

“z=ztion for how you gained the Advance (e.g., “Make a
s Test to convince the Ordo Xenos agent to teach you

\ s secret techniques.”). The quest for an Elite Advance can be

- asventure in and of itself.

“ometimes, your GM will offer you an oppeortunity to

== Elite Advance as part of the reward for completing

“wenture. For example, you may have encountered an

2l Inquisitor whilst on a mission. Having protected

“=cuisitor from various threats during the mission, your

" ==y offer you the chance to purchase Peer (Inquisition).

“imesmes, these Elite Advances will come with additional
=ccts, such as Corruption or Insanity Points. Think

Sy before accepting such an offer!

L 2E471NG YOUR OWN SPECIALITIES

"l the Specialities detailed here are purposely broad in
o= ooce you've had some experience adventuring within
= =i= Millennium, you might find it fun to develop
messiac 2 littde more specific. Perhaps you feel like making
= own Space Marine Chapter, or maybe you have a
=l kind of Space Marine you'd like to try out. If this is
: = work closely with your GM to develop an Advance
that is balanced and sensible. Remember to make
"= vour new Speciality fits in with the other members
scoup—after all, if the Deathwatch Space Marines
wor< smoothly together, malignant forces in the
%= w1 happily exploit their weaknesses.

- o

CoMPLETING ALL THE RANKS

Through a combination of skill, audacity, daring, and sheer
luck, your character may survive the manifold horrors of the
41st Millennium long enough to progress to the top Rank
within his Speciality. In game terms, the character who has
attained the top Rank of his Speciality is considered to
have completed his initial service in the Deathwatch. The
character has now passed beyond the scope of DEATHWATCH
and has entered into the realms of other Warhammer 40,000
roleplaying games.

At those rarefied heights, little can stand against such
powerful characters. Some may lead massive crusades to
conquer worlds for the Imperium or may direct the actions
of hundreds of his Battle-Brothers. Others might become a
legend that is celebrated in his home Chapter for millennia.
There are many options, only limited by your imagination.

DUPLICATED SKILLS AND FALENTS

It is important to note that many Space Marine starting
Skills and Talents are duplicated on the Rank 1 of the
General Space Marine Advances. This is an intentional
duplication, and represents the training that s available
to all Deathwatch Space Marines regardless of their
origins. Future expansions for the DEaTHWATCH line
may feature Space Marines with different starting
skills, and therefore, this duplication serves a purpose
for the overall DEaATHWATCH line.

SPECIALITIES
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GENERAL SPACE ITIARINE ADVANCES

SHLLITVIDAAS

RANK 1 GENERAL SPACE ITIARINE ADVANCES

Advance Cost Type Prerequisites
Awareness 200 Skill o '
Carouse 200 Skill —

Ciphers (Chapter Runes) 200 Skill —

Climb 400 Skill —

Concealment 800 Skill —

Dodge 300 Skill —

Drive (any) 600 Skill —

Intimidate 400 Skill —

Literacy 200 Skill —

Lore: Common (Adeptus Astartes) 400 Skill —

+Lore: Common (Imperium) 400 Skill -

Lore: Common (War) 400 Skill —

Navigation (Surface) 400 Skill —

Search 400 Skill —_

Silent Move 300 Skill —

Speak Language (any) 200 Skill —_—

Survival 300 Skill —

Swim 200 Skill —

Tech-Use 800 Skill —

Trade (any) 600 Skill —

Astartes Weapon Specialisation 1,500 Talent Astartes Weapon Training
Signature Wargear 500 Talent —

Sound Censtitution (x2) 500 Talent —

RANK 2 GENERAL SPACE ITIARINE ADVANCES

Advance Cost Type Prerequisites
Awareness +10 300 Skill Awareness

Carouse +10 200 Skill Carouse

Charm 800 Skill —

Climb +10 400 Skill Climb

Command 300 Skill -

Deceive 400 Skill —

Demolition 400 Skill —

Gamble 200 Skill -

Inquiry 800 Skill —

Literacy +10 200 Skill Literacy

Logic 400 skill =

Lore: Common (Imperial Guard) 200 Skill —

Lore: Common {Imperial Navy) 200 Skill —

Scrutiny 400 Skill -

Speak Language (any) +10 200 Skill Speak Language (same Skill group)
Survival +10 400 Skill Survival

Swim +10 200 Skill Swim

Tracking 400 Skill — _
Trade (any) +10 400 Skill Trade (same Skill group) . :
Wrangling 200 Skill —

Air of Authority 1,000 Talent Fel 30 =
Polyglot : 500 Talent Int 40, Fel 30
Resistance {Poisons) 500 Talent = e
Signature Wargear (Master) 1,000 Talent Signature Wargear (same item)
'Sound Constitution (x2) 1,000 Talent - -
-~ Total Recall 500 Talent Int 30




2 23 3 GENERAL SPACE ITIARINE ADVANCES

Advance Cost Type Prerequisites
2reness +io 800 Skill Awareness +10
: 200 Skill Carouse +10 _
(Cthter Rnncs______ 10 200 Skill Ciphers (Chapter Runes)
Cimb +20 400 Skill Climb +10
Eﬂmrﬂt +10 800 Skill Concealment
EEsmnctionist 800 Skill —
B fzny) 10 800 Skill Drive (same Skill group)
Eominer s 400 Skill —
Seeetion 400 Skill o
Ece 10 400 Skill Intimidate
By 420 . 200 Skill Literacy +10 _
o= Common (Adeptus Astartes) +10 400 Skill Lore: Common (Adeptus Astartes)

- Common (Ecclesiarchy) 200 Skill = o
l-t Common (Impenal Guard) +10 200 Skill Lore Common (Imperial Guard] 3
e Common (Impena! Navy) +10 200 Skill Lore: Common (Imperial Navy) -

== Common (Imperium) +10 400 Skill Lore: Common (Imperium)
- Common (Tech) 200 Skill —
PSae= Common (War) +10 400 Skill Lore: Common (War)
Em= Focbidden {Ade_p_tl_l_s Astartes) 400 Skill —
.hl!ﬁ:::oe: {any) 400 Skill —_
 Plex (o 800 Skill =
NS =10 400 Skill Search
- Sesesy 800 Skill e
Sl Move +10 i 800 Skill Silent Move —
& Lamcuage (any) +20 200 Skill Speak Language (same Skill group) +10
S —2() 200 Skill Swim +10
g fany) 400 Skill s
i ey +20 400 Skill Trade (same type) +10
 Eficers 500 Talent —
M Reacrion 500 Talent Ag 40
g Refoad 300 Talent —
< GENERAL SPACE ITIARINE ADVANCES
Cost Type Prerequisites
800 Skill Charm
500 Skill Command
400 Skill Deceive
400 Skill Demolition
200 Skill Gamble
800 Skill Inquiry
400 Skill Logic
; CL!:ﬂ!‘ (Ecclestarchy) +10 200 Skill Lore: Common (Ecclesiarchy)
{Imperlal Guar }._+20 200 Skill Lore Common (Imperial Guard) +10.
200 Skill Lore: Common (Imperial Navy) +10
=—on [I'cg:h} +10 200 Skill Lote: Common (Tech)
fay) =10 400 Skill Petformer (same Skill group)
400 Skill Scrutiny Lo
400 Skill —
800 Skill Survival +10
1,000 Talent - WP 30, Command - e
500 Talent TR -
600 Talent —

61
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RANK 5 GENERAL SPACE ITIARINE ADVANCES

Advance Cost Type Prerequisites
:':_(i;;ﬁéeaimen't' +20 800  Skill Concealment -!-'3;'0_' T
Ciphers (Chapter Runes) +20 200 Skill Ciphers (Chapter Runes) +10
Dodge +10 500 skill Dodge L
Drive (any) +20 800 Skill Drive (same Skill group) +10
Evaluate +10 400 Skill Evaluate .
Intimidate +20 400 Skill Intimidate +10
Navigation (Stellar) 400 Skill = o
Lore: Common (Adeptus Astartes) +20 400 Skill Lore: Common (Adeptus Astartes) +10
_I:t._:am.-_ Common (Ecclesiarchy) +20 200 Skill Lore: Common (Ecclgsiaref;i/):f 10 :
Lore: Common (Imperium) +20 400 Skill Lore: Common (Imperium) +10
_LOI"e.: C_on{mon {Tech) +20 200 Skill Lore: Common (Tech) +10 :
Lore: Common (War) +20 400 Skill Lore: Common (War) +10
Lore: Scholastic (any) 800 Skill — -
Performer (any) +20 400 Skill Performer (same Skill group) +10
Pilot (any) +10 800 Skill Pilot (same Skill group)
Search +20 400 Skill Search +10
‘Security +10 800 Skill Security
Silent Move +20 800 Skill Silent Move +10
Tracking +10 400 Skill Tracking
Wrangling +10 200 Skill Wrangling
Call to Vengeance 1,000 Talent Fel 40
Double Team 500 Talent —
Hardy 1,000 Talent T 40
Mimic 500 Talent —
Peer (Adeptus Astartes) 500 Talent Fel 30
Signature Wargear 500 Talent R
Sound Constitution (x2) 1,000 Talent — .
RANK 6 GENERAL SPACE ITIARINE ADVANCES
Advance Cost Type Prerequisites
Charm +20 800 Skill Charm +10
Command +20 800 Skill Command +10
Deceive +20 400 Skill Deceive +10
Demolition +20 400 Skill Demolition +10
Gamble +20 200 Skill Gamble +10
Inquiry +20 800 Skill Inquiry +10
Logic +20 400 Skill Logic +10 :
Navigation (Surface) +10 400 Skill Navigation (Surface)
‘Serutiny +20 400 Skill Scrutiny +10
Good Reputation (Adeptus 500 Talent Fel 50, Peer (same Talent
Astartes) ; group)
_Hammr:f Blow 1,000 Talent —
Last Man Standing 500 Talent Nerves of Steel
Paranoia 500 Talent —
Sound Constitution 1,000 Talent —
‘Unbowed and Unbroken 1,500 Talent Fel 30
Wisdom of the Ancients 1,000 Talent Int 40




S 2NK 7 GENERAL SPACE ITIARINE ADVANCES

Advance Cost Type Prerequisites

e Use 800 Skill =

Eetre 120 400 Skill Evaluate +10

SEe=rogarion +10 . 400 Skill Interrogation

;:; ;irt;ltligen (Adeptus 400 Skill ;r;:;t::]rbldden (Adeptus
=sz=tion (Surface) +20 400 Skill Navigation {Surface) +10
Biiee f2ny) +20 800 Skill Pilot (same Skill group) +10
Sy 120 800 skill Security +10

Srses (any) +10 400 Skill Tactics (same skill group)
et Tise +10 800 Skill Tech-Use

Tk 120 400 Skill Tracking +10

Weesing +20 200 Skill Wrangling +10

Slee Eiohiing 800 Talent Per 30

Sl Drill 1,500 Talent Astartes Weapon Training
S 1,000 Talent —

Zﬁntae Wargear (Hero) (any) 1,500 Talent —

Soums Constitution 1,000 Talent .
S 0% 3 GENERAL SPACE ITIARINE ADVANCES

Sdwance Cost Type Prerequisites

Dede: <20 600 Skill Dodge +10 _
Ee=ocacion +20 400 Skill Interrogation +10

;_h: Torbidden (Adeptus 400 Skill Lore: Forbidden (Adeptus
) =20 Astartes) +10

Yercicz 800 Skill = _
EE =y) 20 800 Skill Tactics (same skill group) +10 '_
S e J=ws of Hell 1,500 Talent Iron Discipline

W Orzior 1,000 Talent Fel 30

S Constitution 1,000 Talent -

5 gy e (— £
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DEATHWATCH ADVANCES

RANK 1 DEATHWATCH ADVANCES

SALLITVIDAAS

Advance Cost Type Prerequisites
Ciphers (Xenos Markings) 200 Skill —

Ciphers (Deathwatch) 200 Skill —

Ciphers (Inquisition) 200 Skill ol

Lore: Common (Deathwatch) 200 Skill —

Lore: Common (Jericho Reach) 400 Skill s

Lore: Forbidden (Xenos) 400 Skill —

Interrogation 400 Skill —

Sleight of Hand 400 Skill -

Hunter of Aliens 1,000 Talent —

Resistance (Cold) 300 Talent —

Resistance (Heat) 300 Talent ==

RANK 2 DEATHWATCH ADVANCES

Advance Cost Type Prerequisites

Ciphers (Xenos Markings) +10 400 Skill Ciphers (Xenos Markings)
Ciphers (Deathwatch) +10 200 Skill Ciphers (Deathwatch)

Lore: Common (Deathwatch) +10 200 Skill Lore: Common (Deathwatch)
Lore: Common (Jericho Reach) +10 400 Skill Lore: Common (Jericho Reach)
Interrogation +10 400 Skill Interrogation

Sleight of Hand +10 400 Skill Sleight of Hand

Hatred (Orks) 500 Talent —

Hatred (Tyranids) iS00 Talent -

RANK 3 DEATHWATCH ADVANCES

Advance Cost Type Prerequisites

Ciphers (Xenos Markings) +20 400 Skill Ciphers (Xenos Markings) +10
Ciphers (Deathwatch) +20 200 Skill Ciphers (Deathwatch) +10
Lore: Common (Deathwatch) +20 200 Skill Lore: Common (Deathwatch) +10 ”'
Lore: Common (Jericho Reach) +20 400 Skill Lore: Common (Jericho Reach) +10
Interrogation +20 400 Skill Interrogation +10 L
Sleight of Hand +20 400 Skill Sleight of Hand +10

Exotic Weapon Training (any) 500 Talent —

Hatred (Eldar) 500 Talent -

Hatred (Tau) 500 Talent -

RANK 4 DEATHWATCH ADVANCES

Advance Cost Type Prerequisites

Lore: Forbidden (Black Library) 400 Skill e

Lore: Forbidden (Inquisition) 800 Skill —

Lore: Forbidden (Traitor Legions) 800 Skill —

Lore: Forbidden (Warp) 400 Skill —

Scourge of Heretics 1,000 Talent —

RANK 5 DEATHWATCH ADVANCES

Advance Cost Type Prerequisites

. Lore: Forbidden (Inquisition) +10 800 Skill Lore: Forbidden (Inquisition)
Lore: Forbidden (Warp) +10 400 Skill Lore: Forbidden (Warp)
i;-I.-xj're:".'Ee:fbiddén (Xenos) +10 400 Skill Lore: Forbidden (Xenos)

Peer (Inquisition) 1,000 Talent Fel 30

Slayer of Dacmons 1,000 Talent —




S LMK 6 DEATHWATCH ADVANCES

Sdvance Cost Prerequisites
__' Forbidden (B]ack lemry)

400 i Lore: Forbidden (Black Libsary)

!_a'z: Forbidden {Inqmsltron] 300 . Lore: Forbidden (Inquisition)

=30 +10

g.l:xbidden (Traitor 500 : Lote: Forbidden {-‘l"raitor -
mous) 110 ; Legions) G

“=e= Forbidden (Warp) +20 400 i Lore: Forbidden {\’Varp) +10

B: Forbidden (Xenos) +20 400 i Lore: Forbidden [Xenos_)__+ 10

2435 7 DEATHWATCH ADVANCES

Advance Cost Type Prerequisites S

Forbidden (Traitor - Lore: Forbidden (Traitor

gsaézo i &oo Sl Legions)+10 o
S Constitution 1,000 Talent

Eg Minded _ 1,500 Talent WP 30, Resistance (Psychlc
Powers)

SPECIALITIES
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luii 2 DEATHMWATCH ADVANCES

Cost Type Prerequisites

gfub&dden (Black Library) o o I;olrg Forbidden (Black Lzbrary}

1,500 Talent Fel 50, Peer (Inqu]s]t]on)
1,000 Talent

. : = i o — s
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CHAPTER ADVANCES

BLACK TEMPLARS CHAPTER ADVANCES

Advance Cost Type Prerequisites
Interrogation 200 skill e
Interrogation +10 200 Skill Interrogation
Interrogation +20 200 Skill Intermgarioﬁ:-:i-ﬁ]io_: =
Abhor the Witch 800 Talent Adeptus Astartes
Fearless 800 Talent — o
Hatred (Heretics) 500 Talent —
 Hatred (Mutants) 500 Talent —

Hatred (Psykers) 500 Talent —

Inspire Wrath 1,000 Talent Fel 30

Litany of Hate 1,000 Talent Hatred (any)

Orthoproxy 500 Talent —

Scourge of Heretics 500 Talent —_
BLOOD ANGELS CHAPTER ADVANCES

Advance Cost Type Prerequisites
Acrobatics 200 Skill — . .: .' _.
Acrobatics +10 600 Skill Acrobatics

Acrobatics +20 600 Skill Acrobatics +10°
Assassin Strike 500 Talent Ag 40, Acrobatics

Battle Rage 400 Talent Frenzy .
Berserk Charge 600 Talent —

Flesh Render 500 Talent —

Furious Assault 600 Talent WS 35

Erenzy 400 Talent —

Hatred (Orks) 500 Talent —

Mental Rage 800 Talent Frenzy

Slayer of Daemons 1,000 Talent ——

Talented (Trade [Artisan]) 500 Talent e

Talented (Pilot [Personal]) 500 Talent ==

DARK ANGELS CHAPTER ADVANCES

Advance Cost Type Prerequisites
Interrogation 200 Skill —

Interrogation +10 200 Skill Interrogation

Interrogation +20 200 Skill Interrogation +10

Lore: Forbidden (Adeptus Astartes) 200 Skill —_

Lore: Forbidden (Adeptus Astartes) +10 200 Skill Lore: Forbidden (Adeptus Astartes}
Lore: Forbidden (Adeptus Astartes) +20 200 Skill i‘:;r;: Forbiddeo (ddeptis Al
Lore: Forbidden {Inquisition) 400 Skill — : _
Lore: Forbidden (Inquisition) +10 400 Skill Lore: Forbidden (Inquisition)
Lore: Forbidden (Inquisition) +20 400 skill Lore: Forbidden (Inquisition) + ;
Lore: Forbidden (Traitor Legions) 400 Skill —

Lore: Forbidden (Traitor Legions) +10 400 Skill Lore: Forbidden (Trattor Leg
Lore: Forbidden (Traitor Legions) +20 400 Skill Lore: Forbidden (Traitor Legion
Hatred (Chaos Space Marines) 500 Talent — S
Hatred (Mutants) 500 Talent ==

Paranoia 500 Talent 0

Talented (Pilot) 500 Talent —_
‘Talented (Drive [Ground Vehicles]) 500 Talent —

b ! 66 |
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WOLVES CHAPTER ADVANCES

~ Cost : Type Prerequisites
S 200 Skill = _
== =10 200 Skill Carouse

=20 200 Skill Carouse +10

200 Skill —
200 Skill Performer (same skill éroup] &
200 Skill Performer (same skill group) +10
o Skill = . A
Sme =10 ; 200 Skill Tracking S|
Sz -20 = 000 Skill Tracking +10 ;
: 100 Skill — —
= =10 100 Skill Wrang’ling —
20 : 100 Skill Wrangling +10 f_’;
= 200 Talent Toughness 40 U
St Chzos Space Marines) 500 Talent — LI-]
Bi=mes Sences (Taste) 500 Talent — e~
i 500 Talent = m
Peding) 500 Talent - v
B of the Ancients 1,500 Talent Int 40 :

"5 WARDENS CHAPTER ADVANCES

Cost Type Prerequisites
200 Skill ==
200 Skill Gamble
200 Skill Gamble +10
; 400 Skill —

e =10 400 Skill Tracking
20 400 Skill Tracking +10
Beash 800 Talent WP 45

=y 500 Talent —
z= Defenc . 800 Talent =
mes Dene [Ground Vehicle]) 500 Talent —

e Cramze 1000 Talent i

T 2=INES CHAPTER ADVANCES

 Cost Type Prerequisites
400 Skill =
400 Skill Charm
400 Skill Charm +10
400 Skill -
400 . Skill Command
400 Skill Command +10
200 Skill S :
200 Skill Performer (same skill group)

400 skill =

Skill Tactics (same Skill group)
Skill Tactics (same Skill group) +10
Talent WP 45
Talent —
Talent Fellowship 50, Peer (same Skill group)
Ta[eqf : i S x R -
Talent Fel 30 3

mkne SR




DEATHWATCH
APOTHECARY

“Yours is to serve, unto the last drop of your blood, that your brothers
might live to fight on. Watch over them, heal them, offer up your
very life should it extend theirs but a moment, and by your sacrifice
the enemy be slain. And when the time comes that you must fulfil
“your most solemn odth, speak clearly, speak proudly, speed the bolt
that brings his end and send him joyous to the Emperor’s side. Then
do your duty, take that which is due, and know your mission is done.”

I

L d

SALLITVIDAdS

—Extract from the Apocrypha of Eons, Verse V, Chapter L
(M40 Redaction)

pace Marine Apothecaries are charged with maintaining
the bodily health of their Battle-Brothers, whether this
is monitoring their genetically engineered implants or
administering emergency medical attention on the field of
battle. Only the bravest of warriors are chosen for this honoured
duty, for each must look first and foremost to the health of
his companions, and consider his own life as secondary.
Apothecaries are at once mighty warriors and selfless servants,
and each would fight their way through
hordes of vile enemies to reach a fallen
Battle-Brother and then transfuse the
_ very last drop of his own blood to save
the life of the wounded.
Deathwatch Apothecaries take on a
" number of additional duties over
those performed in their parent
Chapter. For a start, they must
master the genetic inheritance
not only of their own helix,
but of a myriad of other Chapters
too, so that they might monitor
and maintain the implants of all
their fellow Space Marines, each of
which may be drawn from a different
Chapter. In this matter, Deathwatch
Apothecaries occupy a uniquely trusted
position. Space Marine Chapters
do not lightly share the details of
their gene-seed, with its associated traits,
variations, and even mutations. Deathwatch
Apothecaries are sworn to maintain the secrets of
each of the Chapters from which their fellows
are drawn, an oath that carries the harshest of
penalties should it ever be broken.
~ Aside from monitoring the state of the
Space Marines’ implants, the Apothecaries
must also be ever alert to the risk of alien
~ contamination. Whilst undertaking their
‘missions, the Deathwatch Kill-teams
- are likely to come into contact not only
with creatures of utterly alien biology,
t with all the bacterial life that

:

accompanies them. While the Space Marines are blessec wats
the very strongest of immune systems, it is known that the sosss
of some alien life forms can cause mutation or death even = =
Adeptus Astartes. There are some xenos that actually repracacs
in this vile manner, their seed infecting the victim and slows
mutating him into the original life form. Such blasphemy ===
be guarded against, and the Apothecaries administer an emsse
bank of tests on every member of a Kill-team before anc ===
every mission.

Another area in which the Deathwatch Apothecaries ===
highly involved is that of training. Deathwatch Kill-tea=e
push their bodies to, and beyond, the limits even of t==r
unique physiology, and the Apothecaries must moniter ==&
process closely. But they are a part of the training too, for ==
Apothecaries often aid the Watch Captains in formulating ===
most arduous of training regimens. Using his unique knowlecas
of his charges, the Apothecary can induce various states in ==
Battle-Brothers, under which their skills and strengths w=t
be tested all the further. Interfacing remotely with a Bamie-
Brother’s armour systems, the Apothecary might disable a i==
limit blood oxygen levels or simulate the effects of any numses
of poisons, all in the cause of maintaining combat readiness

In battle, an Apothecary carries a number of specialises
items of equipment, integrating a variety of tools into a singls

wrist-mounted unit. The Apothecary mas
have crafted many of these himses
according to his own needs. He uses
a high-powered laser scalpel or ==
adamantine-toothed chainsaw to =
away ruined armour so that he cz=
treat a Battle-Brother's wounds
and he administers the panacea of
drugs stored within the unit usinz
long syringes.
Apothecaries invariably cary
a bolt pistol, intended not only
for self-defence. One of the
most arduous duties they
must perform is to end the
life and the suffering of 2
battle brother wounded unto
death. Space Marines’ bodies ar=
such a feat of genetic engineering that they
are able to sustain horrific injuries and live
on. However, there are some wounds tha:
not even an Adeptus Astartes can survive.
even though he may remain conscious
for some time. The Apothecary must
offer the fallen Battle-Brother such
words as will ease his passage to
the afterlife, where it is believed
he will sit at the right hand of his
Primarch, or even the Emperor
himself. Once the Apothecary
has spoken such words that the
dying Space Marine needs to
hear, a single bolt pistol round
is the final meréy that he can
administer. '-




. 75 greatest duty that a Deathwatch Apothecary must
S s to recover the gene-seed of a fallen Battle-Brother, so
= = may be returned to his parent Chapter, and he may live on
Sw=h future generations of Space Marines. This is a solemn
wask in a normal Chapter, but takes on an additional
"= i the Deathwatch. No Chapter would agree to dispatch
= s across the galaxy to fight at the behest of the Inquisition
. 2iher Chapters (some of whom may be rivals), were it not
== certain knowledge that their gene-seed will be returned
3 ey fall. It has been known for a Chapter to temporarily
“imold s honour service to the Deathwatch if too many of
=2ce Marines serving with the Ordo have been killed and
= ceecious gene-seed irretrievably lost. Thus, the survival
© & So=ce Marine's parent Chapter and the reputation of the
Ssach itself relies on the action of the Apothecaries.

'G SKILLS

Deathwatch Apothecary begins with Medicae as a
e Advanced Skill.

-'&. 4

BECTAL ABILITY

wse one of the following:

of Purity

“oothecary’s careful monitoring of his Battle-Brothers’
=22 means that any Space Marine in a Kill-team that
the Apothecary reduces all Corruption Points he
v 2 (to a minimum of 1), as long as the Apothecary
w0 his narthecium—a special tool that assists with
°2 surgery (see page 173). '

Create Toxins

Once per day, the Apothecary can create a virulent poison.
that he can hand out to the members of his Kill-team to help
destroy a particular enemy. The Apothecary needs a tissue
sample of a particular enemy, his narthecium, and one hour
to create the toxins. Once the toxin is applied, the Kill-team’s
attacks in the next combat all have the Toxic quality against
the enemy type (Tyranid, Tau, etc)) for a number of rounds
equal to the Apothecary’s Intelligence Bonus. Creatures with
the Daemonic Trait are not affected by this ability. In order to
benefit from this ability, the Space Marines in the Kill-team
must be in Squad Mode.

Enhance Healing

The Apothecary may restore 1d5 additional Wounds with
any successful Medicae Test for First Aid (see page 102).

SPECIALITIES
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SELTHWATCH APOTHECARY CHARACTERISTIC ADVANCES
Simple Intermediate Trained Expert
200 500 1,000 1,500
W 500 1,000 1,500 2,000
500 1,000 1,500 2,000
500 1,000 1,500 2,000
500 1,000 1,500 2,000
200 500 1,000 1,500
. 200 500 1,000 1,500
500 1,000 1,500 2,000
500 1,000 1,500 2,000
1 DEATHWATCH APOTHECARY ADVANCES
Cost Type Prerequisites
400 Skill -
200 Skill = :
400 Skill — 2
500 Talent S
500 Talent T40
500 Talent =
500 Talent
500 Talent =




RANK 2 DEATHWATCH APOTHECARY ADVANCES

Advance _ Cost Type Prerequisites

; Chem-Use +10 400 Skill ~ Chem-Use

Interrogation +10 200 Skill Interrogation

Lore: Scholastic (Beasts) 200 Skill — .

Lore: Scholastic (Chymistry) 200 Skill — =

Medicae +10 400 Skill Medicae: 3
f— .
S RANK 3 DEATHWATCH APOTHECARY ADVANCES
m g Advance Cost Type Prerequisites
- Chem-Use +20 400 Skill Chem-Use +10°
H Interrogation +20 200 Skill Interrogation + 10
Q) Lore: Scholastic (Beasts) +10 200 Skill Lore: Scholastic ( Beasts)
) Lore: Scholastic (Chymistry) +10 200 Skill Lore: Scholastic ( Chymistry
> Medicae +20 600 Skill Medicae +10
: Tech-Use 500 Skill —
=] 3
—)
Elnj ; RANK 4 DEATHWATCH APOTHECARY ADVANCES

E Advance Cost Type Prerequisites

Lore: Scholastic (Beasts) +20 200 Skill Lore: Scholastic (Beasts) + 10

Lore: Scholastic (Chymistry) +20 200 Skill Lore: Scholastic (Chymls:ry +10

Lore: Forbidden (Mutants) 400 Skill e

Sure Strike 600 Talent : WS 30 E

RANK 5 DEATHWATCH APOTHECARY ADVANCES

Advance Cost Type Prerequisites :

Lore: Forbidden (Mutants) +10 400 Skill Lore: Forbidden (Mutants)

Disarm 1,000 Talent Ag 40

Infused Knowledge 1,000 Talent Int 40

Iron Jaw 300 Talent T 40

RANK 6 DEATHWATCH APOTHECARY ADVANCES

Advance Cost Type Prerequisites

Lore: Forbidden (Mutants) +20 400 Skill Lore: Forbidden (Mutants) +10
Crippling Strike 400 Talent WS 50

Prosanguine 800 Talent Autosanguine

Sound Constitution 500 Talent —

Swift Attack 500 Talent WS 35

RANK 7 DEATHWATCH APOTHECARY ADVANCES

Advance Cost Type Prerequisites
Master Chirurgeon 800 : Talent - Medicae +10
Lightning Attack 800 Talent Swift Attack
Sound Constitution 1,000 Talent =

RANK 8 DEATHWATCH APOTHECARY ADVANCES

. Advance : Cost Type Prerequisites
‘Flesh Render 800 Talent - =
Precise Blow 500 Talent

1,000 Talent




Gods Among Men

To the average man, Space Marines are the subject of myth and legend, the
descendants of mighty heroes who went to war beside the Emperor himself. Many
are raught the names of the greatest heroes, and celebrate their %rearesr deeds, as
proclaimed from countless millions of pulpits across the entire Imperium.

Yet, very few will ever see a Space Marine, for their numbers are so few compared
1o the great, seething mass of humanity. Only when war comes to his world, and
with it the hosts of the Imperium’s armies, will a common man have any chance
of setting eyes upon a Space Marine, let alone conversing with him.

Most common men who do have cause to interact with a Space Marine are likely
10 kold him such awe that he may lose the power of words. At the very least,
Q Sﬁfexe Marine will be regarded and addressed with grear deference, even the
Righest-ranking of ficials bowing their head to the Battle-Brother. As well they
should, for the very fact that a Space Marine has come ro their world is sure sign
thar the enemies of the Emperor are abroad, and only his strength and bravery
will hold them at bay.

The manner in which Space Marines are wont to interact with common Humanity
saries enormously, but most are aloof, so dedicared to their own mission, their
2ery nature so apart from what they once were, that they have little in common
with ordinary people. Most Space Marines care only for the traditions of their
Chapter and the task of defeating the Emperor’s enemies, and know so little
of zﬁe trivial cares of normal life that very little common ground exists. Even
when interacting with a mighty warrior, perhaps a decorated veteran Imperial
Guardsman, so total is the Space Marine’s dedicarion to his duty that few can live

to his standards. It is rare indeed for a normal man to be regarded by a Space

arine as an equal. Only the greatest of the Imperium’s heroes—men such as the
Lord Solar Macharius—have earned such an honour of counting amongst their
Friends one or more Space Marines of the Adeptus Astartes.

o
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DEATH ‘x ZATCH reality, all are warriors of the utmost skill, schooled i= ¥

nuance of every possible style of combat, and able to
any foe the galaxy has to offer.

ASSAULT ITTARINE o seing o o pesimach i e s i
of the Assault Marine to close with and engage the s

in an overwhelming charge. Many of the alien foes &

“Look not bebind you, brother. Know in your heart that your kin Deathwatch must face are ravening beasts sporting mulssie

are there, offering their fire and their prayers. Look instead to your diamond-hard claws, whipping tentacles, slavering ==ws

c foe as you scream from the skies upon jets of white fire. Take but one or carrying all manner of deadly close combat weapeer
:I' instant to savour the fear in his eyes as be looks skywards, and there, In addition, many are protected by such tough armass
2 in the keen edge of your blade, he sees his doom, delivered by your (technological or biological) that they can only be defzaes

hand.” in the deadly whirl of close combat. Ranged weapons ma: &
all but useless against such foes, or the environs in which e
—Extract from the Apocrypha of Eons, Verse I, Chapter VI lurk may preclude the use of ranged weaponry.

The number of Deathwatch Battle-Brothers thar ==
ssault Marines are specialists in the brutal art of close  deployed as Assault Marines in any given mission depess
quarters combat. They carry a range of weaponry,  largely upon the mission itself, and the nature of the ene=n
usually a lethal combination of a pistol and a melee ~ When fighting in the cramped environment of a boardims

weapon, the most common being the iconic bolt pistol and  action, or undertaking an exploration of an ancient zhes

chainsword. Many choose to take to the battlefield equipped  tomb complex for example, several may be assigned. Eves &=

SALLITVIDAS

with a jump pack, allowing them to close rapidly on their foes, ~ missions where fewer are likely to be required, it is comman
often descending from above in a devastating charge. for at least one Assault Marine to be deployed, for all too oz
A Deathwatch Assault Marine is likely to be a warrior it is in close combat that the ultimate victory is to be founs.
who has mastered all of the methods of war, and discovered Assault Marines can be equipped with a variety of equipmess.
that he is most skilled at close combat. To serve as an Assault ~ Some may carry the weapons in which they most excel, whie
Marine is to go quite literally face to face with others carry specialised wargear unique to the mission at hans.

the most terrible of Humanity’s foes,
and to have pitted wits against the
vilest of beasts countless times,
and won. An Assault Marine
is a master with his chosen
weapons combination, and
he practices endlessly in
their use. Many Assault
Marines hone their skills in
long duels with their brethren,
perfectly willing to risk injury
so that their abilities might be
honed to perfection. As a result of
their training, many Assault Marines
suffer more scars than a veteran of
centuries of warfare, and they bear
them proudly as a sign of their
calling.

To succeed as an Assault
Marine, the Battle-Brother must
display a unique balance of patience
and impetuousness. He must be a master
at judging the exact moment of his charge,
allowing his brothers to cover his advance and
weaken his target with their fire. Yet, when
the moment to charge comes, he must
have the courage to commit entirely, to
show not a hint of fear or hesitation,
for once locked in the lethal dance
of close combat, only one combatant
‘will walk away. Some might say that
the Assault Marine is hot-headed, and

Most carry a pistol, either a bolt pistol or a plas==
; pistol, and complement it with a blades
weapon such as a chainsword or powes
sword. However, the armouries =
the Deathwatch
contain many

m- o Ee
poweris
weapons.

such ==
"/ Dpowes

fises.
lightning
clawss
and all manner of similarly
devastating arms, and the Assault
Marine is adept in the use of them
all. Some choose not to carry =
pistol and a blade, and instead forego one
weapon in favour of a combat shield or
a storm shield. These are particulady
useful against foes that are able o
unleash powerful attacks in close
combat, allowing the brother to
deflect a strike with his shield while

delivering a lethal counter-attack with
his other weapon. Some Assault Marines
arm themselves instead with a mighty, double
handed weapon, allowing them to put all of
their strength into a single blow, which is capable of
decapitating even the mightiest of foes.

AR A




In addition to their primary weapons, most Deathwatch
“ the most devastating and venerated melee weapons in the
senal of a Watch Fortress. Many of these are unique and
socient, often crafted by the hand of the most revered of
s2ch weapons in combat, and every enemy slain by their
=i=de is recorded on a roll of honour, along with the name of
wiclder. Thus, the legacy of the Assault Marine’s deeds will live
o @llen in service to the Deathwatch, defending Mankind
==zinst the myriad horrors of the galaxy.

STARTING SKILLS

“5e Deathwatch Assault Marine gains Pilot (Personal) as a
Trzined Advanced Skill.

SPECIAL ABILITY

Angel of Death

The Assault Marine gains the Swift Attack Talent.

In addition, choose one of the following:

Wings of Angels

The Assault Marine may add 20 metres the movement rate
of his Jump Pack with a successful Challenging (+0) Pilot
(Personal) Test. When making a Charge whilst using this
ability, the Space Marine adds an additional 1d5 Damage to
any melee attacks. This ability only functions when in Solo
Mode.

Wrathful Descent

When making a Charge against a Horde, the Assault Marine
may inflict an additional 1d10 damage to the Horde’s
Magnitude after a successful melee attack. This ability only
functions when in Squad Mode.

“=sault Marines carry a variety of other wargear, mostly in the
" of specialised types of grenade. These are unleashed as
= Assault Marine charges or descends upon the screaming
‘=== of his jump pack, disrupting enemy formations and sowing
2==th and confusion in their ranks, laying them wide open to
“=< Assault Marine’s charge.

Those Assault Marines who have truly proven themselves
“roughout multiple actions may be granted access to some
“==pons smiths. It is a great honour to be allowed to carry
== long after he himself has returned to his parent Chapter

]

ﬁ DEATHWATCH ASSAULT ITIARINE CHARACTERISTIC ADVANCES
Level Simple Intermediate Trained Expert
Weapon Skill 200 500 1,000 1,500
Ballistic Skill 750 1,500 2,000 5,000
Strength 200 500 1,000 1,500
Toughness 500 1,000 1,500 2,000
Agility 200 : 500 1,000 1,500
| In{el]iggnce 750 1,500 2,000 _ 5,000
Perception 200 500 1,000 e 1500
Willpower 750 1,500 2,000 5,000
Fellowship 500 1,000 1,500 7 2000
l
- RANK 1 DEATHWATCH ASSAULT ITIARINE ADVANCES
Advance Cost Type Prerequisites
Catfall 200 Talent Ag 30
Double Team 200 Talent —
Takedown 500 Talent —
Two-weapon Wielder (Ballistic) 500 Talent BS 35, Ag 35
Two-weapon Wielder (Melee) 500 Talent WS 35, Ag 35
RANK 2 DEATHWATCH ASSAULT ITIARINE ADVANCES
Cost Type Prerequisites
500 Skill Pilot (Personal)
600 Talent 540 2
500 Talent —
500 Talent WS 30 g
600 Talent Swift Atack

s

SPECIALITIES

*
*

1



*
+

I

SHLLIVIOAdS

i

RANK 3 DEATHWATCH ASSAULT ITIARINE ADVANCES

Advance Cost Type Prerequisites
Acrobatics 400 Skill SR

Pilot (Personal) +20 500 Skill Pilot (Personal)
‘Berserk Charge 700 Talent : 2 =
Leap Up 500 Talent Ag 30
Precise Blow 700 Talent WS 40 ‘Sure Strike :
Sound Constitution 1,000 Talent —
‘Wall of Steel 700 Talent AgBS -

RANK 4 DEATHWATCH ASSAULT ITIARINE ADVANCES

Advance Cost Type Prerequisites

Counter-Attack 600 Talent WS40 -

Dual Strike 500 Talent Ag 40, Two-wespostuu
(Melee)

Hammer Blow 800

Talent o

RANK 5 DEATHWATCH ASSAULT ITIARINE ADVANCES

Advance Cost Type Prerequisites
Acrobatics +10 400 Skill Acrobatics
Assassin Strike 500 Talent Ag 40, Acrobatics
Death From Above 900 Talent Ely (Jump Pack)
Disarm 500 Talent . Ag 30

Furious Assault 500 Talent WS 35

RANK 6 DEATHWATCH ASSAULT ITIARINE ADVANCES

Advance Cost Type Prerequisites
Blademaster 800 Talent WS 30' : _' X
Hard Target 600 Talent Ag 40

Step Aside 800 Talent Ag 40, 'Do'dge

RANK 7 DEATHWATCH ASSAULT ITIARINE ADVANCES

Advance Cost Type Prerequisites

Acrobatics +20 400 skill Acrobatics +10

Crippling Strike 400 Talent WS 50

Dual Shot 600 Talent Ag 40, Two-wcapon N
i (Ballistic)

Independent Targeting 800 Talent BS 40

RANK 8 DEATHWATCH ASSAULT ITTARINE ADVANCES

Advance Cost Type Prerequisites

Combat Master 500 Talent WS30 *
Gunslinger 700 Talent B5 40, Two weapol N
s (Ballistic) 3
Preternatural Speed 1,000 Talent WS 40, Ag 50

Whirlwind of Death 1,000 Talent —




SPACE MARINES AND THE ECCLESIARCHY

= A= BEEN CONFLICT BETWEEN THE ADEPTUS MINISTORUM AND THE CHAPTERS

= ADEFPTUS ASTARTES FOR MILLENNIA. THEY ARE RIVALS IN POWER LIKE

IMPERIUM’S INSTITUTIDONS, BUT MORE IMPDORTANTLY, THEIR BELIEFS

== AT A VERY FUNDAMENTAL LEVEL. IN PARTICULAR, THERE IS A SCHISM IN

EY'S THINKING CONCERNING THE SPACE MARINES. ON THE ONE HAMND,

MARINES ABOVE ALL OTHERS CAN TRULY BE CALLED THE SONS OF THE

T—= EMFEROR'S OWN GENETIC STRUCTURE. THEY ARE THE FOUNDERS OF THE
=== AND THE SWPREME DEFENDERS OF HUMANITY. THE SPACE MARINES
EVINGLY LOYAL TO THE EMPEROR AND WOULD DIE IN THE DEFENCE OF

= =AWE THEIR OWN TRADITIONS, CEREMONIES, AND BELIEFS, SOME OF WHICH ARE

SASSARIC COMPARED TO THE WELL-ORDERED RITES OF THE ECCLESIARCHY.

MARINES WORSHIP THE EMPEROR AS A GREAT AND GIFTED MAN, BUT

T CONSIDER HIM A GOD IN THE SAME SENSE AS PREACHED BY THE

|

(4]
7
(W]

=CcHY. HIS BLOOD PUMPS THROUGH THEIR VEINS, AND HE IS CONSIDERED

E EXAMPLE OF MANKIND, BUT HE IS A MAN NONETHELESS. ALSO, IT IS

OF DEBATE WHETHER THE SPACE MARINES ARE TRULY HUMAN AT ALL.

i
il
1"
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I

TICALLY ENGINEERED BODIES ARE FAR SUPERIOR TO A NORMAL HUMAN,

D= TDO MAKE THEM A SEFARATE RACE IN THE EYES OF SOME. FEW CAN RELATE

STREOUS GIANT WHO CAN SPIT ACID, CRUSH A MAN'S SKULL WITH ONE

=. AND FRACTICE ACTS OF BLOOD SACRIFICE.

A=Y COMPROMISE HAS BEEN REACHED OVER THE MILLENNIA, WHICH CAN
= ED UFP AS AN AGREEMENT TO DIFFER. THE ECCLESIARCHY DOES NOT SEND
ORS AMND MISSIONARIES TO THE SPACE MARINE WORLDS, AND THE

OF THE ADEPTUS ASTARTES DO NOT INTERFERE WITH THE ADEPTUS

=To=uM. SPACE MARINE CHAPLAINS ARE GIVEN THEIR PRECIOUS ROSARIUS BY

IARCHY AS A SYMBOLIC LINK BETWEEN THE TWO INSTITUTIONS, BUT THE

=TILL PREACH THEIR OWN VERSION OF THE IMPERIAL CREED TO THEIR

Ripsajlidiiiiladiisdniiad
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DEATHWATCH
DEVASTATOR
ITIARINE

“Look to your fore—there you shall see your foe. Blast him! With
bolt, flame, and plasma, lay waste to his body and shrive his very

- soul. Do this so that your brothers may close upon their target, do it
because their very lives depend upon Jyour deeds, do it because they
are your kin, and you are theirs, and you can never fail.”

—Extract from the Apocrypha of Eons, Verse I, Chapter V

evastator Marines are those Battle-Brothers tasked

with manning the very heaviest and most powerful of

portable weapons. In his parent Chapter, the Devastator
Marine might recently have ascended from the 10th Scout
Company, and therefore be undertaking a crucial stage in the
process of mastering all of the arts of war. In the Deathwatch,
however, it is more likely that the Devastator Marine has
already served in his parent Chapter as a Devastator, Assault,
and Tactical Marine, and is returning to the role he most excels
in—the application of overwhelming firepower.

In battle, the Deathwatch Devastator Marine
carries one of a wide range of heavy weapons, and
his role is to provide fire support for the other
members of the Kill-team. It is often the
case that a concentrated burst of fire
from a heavy weapon will force the
enemy to seek cover, thus allowing
the Kill-team to advance across
otherwise  perilous  ground.
Weapons such as the heavy
bolter are ideal for this task, as
they combine a high rate of fire
with a powerful ammunition
type. For this reason, the heavy
bolter is the most common
type of heavy weapon carried
by Deathwatch Devastator
Marines, but there are plenty
more, chosen according to
the nature of the mission
and the enemy.

If it is considered likely
that the Kill-team will
encounter especially large and
tough alien beasts, such as a
Tyranid Carnifex, the Devastator
Marine may take to the field
carrying a lascannon or a plasma
cannon. Both are long-ranged weapons

~ with an extremely powerful attack. The
 former is designed to destroy enemy tanks with the
single shot, while the latter is capable of wiping

SHLLINVIAHS <]

out enemy wearing heavy armour that are caught in its deadly i
blast effect.

If the Kill-team is likely to face enemies occupying highly
fortified bunkers or similar structures, the Devastator Marine
may carry a multi-melta to battle. This weapon is an even more
powerful version of the standard meltagun, and is capable of
reducing an entire fortress wall to slag. A Devastator Marine
wielding such a weapon must be a master in its use, for it is
all too possible to bring down an entire structure on to the
heads of the Kill-team instead of burning a tunnel through
an obstacle.

A commonly wielded heavy weapon is the missile launcher:
The strength of this weapon is its versatility, as it is able to fire
a wide range of missile types. Most common are frag and krak
missiles, which are essentially larger versions of the grenades
of the same name. However, the Deathwatch maintains stocks
of more unusual or specialised warheads, including those
capable of delivering devastating toxins, gas, or even defoliants
for destroying vegetation. The Devastator Marine must be
adept in the use of all such weapons, and he trains endlessly to
master their application.

In addition to his heavy weapon, a Devastator Marine is
likely to carry a range of specialised equipment. Many carry
suspensors, small devices attached to the heavy weapon that
utilise a miniature anti-grav generator to provide sufficient lift

to offset the weight of the weapon. Other

devices include additional targeting
gear built into the Devastator
Marine’s helmet and integrating
with pick-ups on the weapon
itself, allowing him to see his
target from the point of view
of his weapon's barrel. Some
Devastator Marines utilise rare
or exotic systems, often supplied

on a mission-specific basis by a
Techmatine. These include motion
predictors, psych- ocular buffers and
wide band electro-magnetic filters.

The number of Deathwatch Battle-

Brothers designated as Devastator Marines

for a given mission depends upon the nature

of the objective and the enemy, as does the

exact weapons each will carry. Deciding such

details is the responsibility of the Watch Captain,

and a mission’s success or failure might rest upon it.

Assigning two brothers to deployment as Devastator

Marines allows for more flexibility, perhaps

with one being equipped with a

heavy bolter and the other with a

lascannon, but doing so reduces

the overall flexibility of the team,

for fewer brethren will be serving

as Tactical Marines. Sometimes,

two Devastator Marines may

both carry the same weapon,

so that one may cover the entire Kill-team as

it advances, before he redeploys covered by his
Battle-Brothers, -




a
-

It is said that the single most important qualification to
senve as a Deathwatch Devastator Marine is not skill at arms or
=< ability to maintain the heavy weaponry, but raw courage.
= Devastator Marine must often stand before gargantuan alien
sorrors, and it is vital that he remains as cold as steel as he
Zr=ws a bead on his enemy’s weak point. It takes a very special
=ioe of warrior to undertake such as task, one who has faced
z=d prevailed upon a million different xenos abominations
==d emerged victorious.

SPECIAL ABILITY

“hoose one of the following:

Immovable Warrior

“When the Devastator Marine is wielding a Heavy weapon and
=hind cover, he gains the Sturdy Trait and a +10 bonus to all
Histic Skill Tests. This ability only functions in Solo Mode.

Unrelenting Devastation

When firing a Heavy weapon, the Devastator Marine inflicts
L extra point of damage to a Horde’s Magnitude for every hit.
= using a weapon with the Blast Quality, he instead inflicts
145 extra points of damage to a Horde’s Magnitude (after all
azher hits have been applied). This ability only functions in
Szuad Mode.

“Many find it utterly preposterous that a realm so vast as the
Imperium should rely so completely upon only a million or
s0 Space Marines to defend it against the untold horrors of
the galaxy. These fools ask, ‘if the Imperium is made up of
more than a million worlds, how can but one Space Marine
defend each?”

They have no conception of the application of strategic
power. They do not understand how but one battle can turn
the tide of war in the same manner as one sniper’s bullet can
end a tyranny. The Space Marines do not fight protracted

campaigns or engage in wars of attrition; they launch
lightning strikes where their presence will tip the balance.

While the uncounted masses of the Imperial Guard engage
in century-spanning wars in which millions lay down their
lives to advance but a mile, the Space Marines carry th

to the very heart of the enemy. By cutting out that beart, by
brandishing it before his eyes even as he dies, by crushing it
to a pulp before bis cowering followers, the Space Marines

win the battles that win the wars that win the crusades thar

ultimately decide the balance of power in the entire galaxy.

—Discourses on the Seventy-Nine Truths
of Statecraft

DEATHWATCH DEVASTATOR ITIARINE CHARACTERISTIC ADVANCES

My koo il R

Level Simple Intermediare Trained Expert
Weapon Skill 750 : 1,500 2,000 5,000
Ballistic Skill 200 500 1,000 1,500
Strength 200 500 1,000 1,500
Toughnr_:ss 500 1,000 1,500 2,000
Agility 750 1,500 2,000 5,000
Intelligcncc 750 1,500 2,000 5,000
Perception 200 500 1,000 1,500
Willpower 500 1,000 1,500 2,000
Fellowship 500 1,000 1,500 2,000
RANK 1 DEATHWATCH DEVASTATOR ITIARINE ADVANCES

Advance Cost Type Prerequisites
Cleanse and Purify 500 Talent —

Exotic Weapon Training (any) 500 Talent —

Mighty Shot - 500 Talent BS 40

Stalwart Defence 500 Talent —
RANK 2 DEATHWATCH DEVASTATOR ITIARINE ADVANCES

Advance Cost Type Prerequisites
Combat Formation 600 Talent Int 40

Crack Shot 500 Talent BS 40

Dead, of 500 Talent BS 30

Die Hard 500 Talent WP 40

Trc e 500 Talent T 40

SPECIALITIES
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RANK 3 DEATHWATCH DEVASTATOR ITIARINE ADVANCES

Advance Cost Type Prerequisites
Bolter Drill 800 Talent ——

Hip Shooting 500 Talent BS 40, Ag 40

Sound Constitution 1,000 Talent —

Target Selection 500 Talent BS 50

RANK 4 DEATHWATCH DEVASTATOR ITIARINE ADVANCES

Advance Cost Type Prerequisites
Marksman 500 Talent BS 35

Rapid Reload 500 Talent —

Storm of Iron 500 Talent —

RANK 5 DEATHWATCH DEVASTATOR ITTARINE ADVANCES

Advance Cost Type Prerequisites
Hardy 600 Talent T 40 S
Sharpshooter 600 Talent BS 40, Deadeye Shot
Sound Constitution 1,000 Talent e

RANK 6 DEATHWATCH DEVASTATOR IITARINE ADVANCES

Advance Cost Type Prerequisites
Tech-Use 500 Skilt —

Rapid Reaction 500 Talent Ag 40

Sound Constitution 1,000 Talent —

RANK 7 DEATHWATCH DEVASTATOR ITIARINE ADVANCES

Advance Cost Type Prerequisites
Tech-Use +10 700 Skill Tech-Use

Eye of Vengeance 1,000 Talent BS 50

Sound Constitution (x2) 1,000 Talent — s
RANK 8 PEATHWATCH DEVASTATOR ITTARINE ADVANCES

Advance Cost Type Prerequisites
Tech-Use +20 800 Skill Tech-Use +10
Sound Constitution 800 Talent —

Swift Attack 700 Talent WS 35




Within the ever-changing delirium of the daemon worlds, most Chaos Space Marines fiave survived the
extremes of the warping inflience of Chaos by the strength of their hatred for the Emperor. They have not
Jorgotten, nor forgiven, the mortal untverse which expelled them and stifl exact a bloody vengeance when
the tides of the warp carry them back,there. They are carried Jforth by ancient warships that have survived: o
from the time of the Heresy, but are now encrusted with millennia of baroque decoration and scarred by old
battle wounds, The fickle tides of the warp can carry the Chaos Space Marines to anywhere 1n the galaxy.
They descend upon unsuspecting worlds, plundering all they can and razing anything they cannot take before
retreating once more to the Eye of Terror. Though localforces may mount a courageous and desperate defence
against the invaders, they are doomed unfess Space Marines are on hand. Then, brother willfight brother once
more, with all the bitterness and hatred unleashed ar the height of the Horus Heresyiten thousand years ago.

. Renegade Space Marines |

Although the Horus Heresy represents by far the largest and most devastating example of Space Marines
casting off their vows of loyalty and turning on those they were created to defend, there hiave Geen other
wnstances of rebellion throughout the millennia, Fortunately, the core precautions enshrined within the Codex.
Astartes have ensured that such rebellions fiae remained relatively smafl in scale, though each represents

a tragic and totally unforgivable betrayal It is thought that several dozen Chapters have reneged on their
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blade of a specially crafted weapon
- such as a force sword or halberd,

DEATHWATCH
LIBRARIAN

“Your fate is to know that which may not be known, to look into
those places of darkness and desolation and know that horrors look
back upon you. Speak not to your brothers of such things, but use the
gifts you have been given, by the Emperor himself, to blast and sear
and rend and banish all those who would deny us our destiny.”

~Extract from the Apocrypha of Eons, Verse XXI, Chapter
LXI (Appendix cii)

ibrarians are those Space Marines born as psykers,

able to wield the powers of the mind against the foes

of Mankind. To be a Space Marine is to be one in a
billion—a man judged strong, tough, and bold enough to
stand against the horrors of the galaxy. To be also a psyker,
judged capable of holding back the ravenous beings of the
warp and to wield his powers in combat, the Librarian is truly
one of Mankind’s most exceptional warriors,

Most of the Librarians called to serve in the Deathwatch
hold the rank of Lexicanium, the most junior of the four ranks
of the Space Marines’ battlefield psykers. They are nonetheless
warriors of fearsome ability and renown. However, a small
number of higher ranked Librarians do serve—the most

senior become the Watch Commanders’ most valued
counsellors. Within their own Chapters, Librarians
may have different titles and unique methods
of utilising their powers. Amongst
the Space Wolves, for
example, Librarians
are known as
Rune Priests,

a n d
manifest
their powers
through  the
casting of stone-
engraved  runes,
manifesting spectral
wolves of legend, and
summoning violent
thunderstorms.
Librarians fulfil a number of
roles within the Deathwatch. Chief among
them is that of the combat psyker.
By focusing his prodigious psychic
powers, the Librarian is able to unleash
withering blasts of searing energy at
his foe, reducing them to ashes with
but a thought. Often, the energies are
directed and multiplied through the

with which even the mightiest of

before the scythe. Death can be unleashed from afar as well,
for the Librarian is able to project his powers at distant
enemies, launching deadly bolts from a staff, an outstretched
hand, or through his very gaze. Unlike conventional weapons,
a Librarian’s wrath cannot be parried and does not run out of
ammunition. The only limit on a Librarian’s powers is his own
will, and this is as strong as any of the Imperium’s mightiest
heroes.

Librarians are also the guardians of the secrets of the
Deathwatch. Within ecach Watch Fortress is to be found the
sealed Vault which stores weapons and relics too dangerous
to be allowed to fall into the hands of Mankind’s enemies.
Also within the Vault is an archive of forbidden knowledge—
multiple stasis chambers contain ancient tomes, engraved
tablets, data-crystals, and mnemonic banks. Not even the
Watch Commander has access to these archives—only the
Librarians are entrusted with their access codes, and only they
are judged strong enough to withstand the sanity shattering
secrets sealed within. It is only in the direst of circumstances
that a Librarian will enter the Vault archive, for each time he
does so he is exposed to the whispering voices of long-dead
alien beings, tempting him with the power to rule the whole
of Humanity in the name of ancient and blasphemous gods.
Nevertheless, so terrible are many of the horrors faced by the
Deathwatch that the Librarian may be required to consult
the archives in order to discover some previous record of an
enemy’s weakness. Such knowledge can spell the difference
between a mission’s success and failure.

Another role carried out by a Watch Fortress’s Librarians is
that of providing the Watch Commander with counsel. Given
their access to forbidden knowledge and their innate
understanding of arcane matters, the word of a
Librarian rarely goes unheeded in the Watch
Commander’s plans. In addition to this,
many Librarians are gifted with some

degree of prognostication—whether
by way of visions,
meditation,
consulting
= —he =Se
Emperor’s
Tarot, or
seeming
intuition, Librarians
can often discern
by something of what will come to pass. Though
such a premonition is rarely clear enough to
provide complete certainty, it often provides

clues that enable an experienced Librarian
B\ to make a sound judgement concerning
potential dangers that may be faced in
an upcoming mission, and to advise the
Watch Captains accordingly. Often,
the premonition focuses upon the
actions of the Librarian himself,
telling him that his own
presence will be required if a
mission is to succeed. Many
Deathwatch  Librarians




“=ve foreseen their own death at the hands of some alien
monstrosity, and gone proudly and stoically to their fate, with
czmain knowledge that their death will sow the seed of their
companions’ victory.

Another task at which many Librarians excel is the sending
o¢ psychic messages. Many Librarians are skilled enough to
send messages from the surface of a planet to a vessel in orbit,
z=d more powerful Librarians might even be able to contact
= fllow Librarian in another sector. Generally, the further
“= message is projected the less clear it becomes. However,
= several cases, a Kill-team that has been considered to be
‘st has been recovered due to the efforts of a Librarian, who
==znaged to invoke a simple insight from the mind of a Battle-
Scother light years away. Given the nature of some of the
ciaces into which the Deathwatch must go, such an ability
= mvaluable, and has saved the lives of many of Humanity’s
==chtiest warriors.

While many Deathwatch Librarians are, in effect, part of
“c Watch Commander’s officer cadre and not permanently
zssigned to a single Kill-team, in reality most come to associate
“=emselves with one single group of warriors. Such is the bond
Seoween the Battle-Brothers of a Kill-team that to separate
“em is to degrade their considerable combat effectiveness.
Dezthwatch  Librarians are able to make a significant
conrribution to a Kill-team, lending their singular abilities to
e eternal war against the alien horrors of the galaxy.

STARTING SKILLS

The Deathwatch Librarian begins with Psyniscience as a
Trained Advanced Skill.

SPECIAL ABILITY

Battle-Psyker

TheLibrarianbeginsthegamewithaPsyRatingof 3 and accessto
three Psychic Techniques. Choose three from the following list:

Name Description Page
Ipite Bolster your comrades against pinning 190
and fear.
By Read the Emperor’s Tarot to divine hints 192
of the future.
7 : p in insigh
Reding .‘Sensc 4 creature’s aura to gain insight 193
into their nature.
Avenger 'SUI?'lmOI'I a flaming avatar of death to 194
incinerate an area.
Your arm is sheathed in a field of psychic
Iron Arm energy, and you may ward off enemy 194
attacks.
Short Rarige You can communicate mind-to-mind. 191
Telepathy
e ; :
Smite Conjure lethal bolts of lightning to blast 195

your enemies.

DEATHWATCH LIBRARIAN CHARACTERISTIC ADVANCES

Level Simple Intermediate Trained Expert
Weapon Skill 200 _ 500 1,000 1,500
Ballistic Skill 750 1,500 2,000 5,000
Swength 500 11,000 1,500 2,000
Toughness 500 1,000 1,500 2,000
Agility 750 1,500 2,000 5,000
Intelligence 200 500 1,000 1,500
Derception 200 500 1,000 1,500
Willpower 200 500 1,000 1,500
Sellowship 750 1,500 2,000 5,000

RPANK 1 DEATHWATCH LIBRARIAN ADVANCES

| Advance Cost
Invocation 400
Lore: Commen (any) 400
: Forbidden (Adeptus Astartes) 200
Lore: Forbidden (Psykers) 400
Eore: Forbidden (Warp) 400
Lore: Scholastic (any) 400
Byniscience 400
: 600
Varies*

400

500

.

=See 'C-‘b@zp.rer 6: Psychic Powers

Type Prerequisites
Skill —

Skill —

Skill e

Skill —

Skill -

Skill =

Skill =

Talent Int 30

Talent Varies”™

Talent Psy Rating i T ;
Talent _ Psy Rating, Psyniscience, Per 30.
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RANK 2 DEATHWATCH LIBRARIAN ADVANCES

Advance Cost Type Prerequisites

Invocation +10 400 Skill Invocation o
Lore: Forbidden (Adeptus Astartes) +10 200 Skill Lore: Forbidden (Adeptus Astartes)
Lore: Forbidden (Daemonology) 400 Skill —— o
Lore: Forbidden (Psykers) +10 400 Skill Lore: Forbidden (Psykers)

Lore: Forbidden (Traitor Legions) 400 Skill —

Lore: Forbidden (Warp) +10 400 Skill Lore: Forbidden (Warp)

Lore: Scholastic (any) +10 400 Skill Lore: Scholastic (same skill group)
Psyniscience +10 400 Skill Psyniscience

Psy Rating 4 500 Talent Psy Rating 3

Psychic Power Varies* Talent Varies*

*See Chapter 6: Psychic Powers
RANK 3 DEATHWATCH LIBRARIAN. ADVANCES

Advance Cost Type Prerequisites

Ciphers (any) 400 Skill -

Invocation +20 400 Skill Invocation +10

Lore: Common (any) +10 400 Skill Lore: Common (same skill group)

Lore: Forbidden (Adeptus Astartes) +20 200 Skill Lore: Forbidden (Adeptus Astartes) +10
Lore: Forbidden (Daemonology) +10 800 Skill Lore: Forbidden (Daemonology)

Lore: Forbidden (Heresy) 800 Skill —

Lore: Forbidden (Psykers) +20 400 Skill Lore: Forbidden (Psykers) +10

Lore: Forbidden (Traitor Legions) +10 400 Skill Lore: Forbidden (Traitor Legions)

Lore: Forbidden (Warp) +20 400 Skill Lore: Forbidden (Warp) +10

Lore: Scholastic (any) +20 400 Skill Lore: Scholastic (same skill group) +10
Psyniscience +20 400 Skill Psyniscience +10

Meditation 500 Talent —

Psy Rating 5 500 Talent Psy Rating 4

Swift Attack 700 Talent WS 35

Warp Conduit 800 Talent —
RANK 4 DEATHWATCH LIBRARIAN ADVANCES

Advance Cost Type Prerequisites

Lore: Forbidden (Daemonology) +20 800 Skill Lore: Forbidden (Daemonology) +10
Lore: Forbidden (Heresy) +10 800 Skill Lore: Forbidden (Heresy)

Lore: Forbidden (Traitor Legions) +20 400 Skill Lore: Forbidden (Traitor Legions) +10
Combat Sense 1,000 Talent Per 40

Improved Warp Sense 1,500 Talent ‘Warp Sense

Infused Knowledge 1,000 Talent Int 40

Lightning Reflexes 1,000 Talent —

Psy Rating 6 1,000 Talent Psy Rating 5

Psychic Power Varjes* Talent Varies* i
Strong Minded 1,000 Talent WP 30, Resistance (Psychic Powers)

*See Chapter 6: Psychic Powers

RANK 5 DEATHWATCH LIBRARIAN ADVANCES

Advance Cost
Ciphers (any) +10 . 400
Lore: Common (any) +20 400
Lore: Forbidden (Heresy) +20 800
Psy Rating 7 1200

Type
Skill
Skill
Skill
Talent

Prerequisites =
Ciphers (same skill group)
Lore: Common +10 (same skill group)
Lore: Forbidden (Heresy) +10 =
Psy Rating 6

Lol it Bl b e Lio B |



RANK 6 DEATHWATCH LIBRARIAN ADVANCES

Advance Cost Type Prerequisites

Bastion of Iron Will 1,000 Talent Psy Rating, Strong Minded, WP 40

Disturbing Voice 500 Talent —

Psy Rating 8 1,500 Talent Psy Rating 7

Psychic Power Varies™ Talent Varies*

Step Aside 500 Talent Ag 40, Dodge

*See Chapter 6: Psychic Powers

i

RANK 7 DEATHWATCH LIBRARIAN ADVANCES —
Advance Cost Type Prerequisites t
Ciphers (any) +20 400 Skill Ciphers (same skill group) +10 —
Crushing Blow 800 Talent $ 40 : f_‘;
Favoured by the Warp 800 Talent WP 35 kd
Lightning Attack 800 Talent Swift Attack S|
Psy Rating 9 2,000 Talent Psy Rating 8 -
RANK 8 DEATHWATCH LIBRARIAN ADVANCES e
Advance Cost Type Prerequisites ;
Furious Assault 800 Talent WS 35

Preternatural Speed 2,000 Talent WS 40, Ag 50

Psy Rating 10 2500 Talent Psy Rating 9

Psychic Power Varies* Talent Varies*

*See Chapter 6: Psychic Powers

. Chaplains are mighty warriors and truly inspirational leaders. Their duty is to tend to the spinitual welfare of
" the brethren, on and off of the battlefield. Many of the sights a Space Marine must witness and mary of the fell
beings e must face are so infernal that the soul of an ordinary man would be seared to ashes. The ministrations
' of the Chaplains ensure that Space Marines remain pure of heart, armouring their souls with unshaRable faith.
Just as the Chaplains see to the spiritual well being of the Battle-Brothers, so the Apothecaries look to their
bodily health. These warriors would give their last drop of blood that a Space Marine might continue to fight,
and they are able to hieal the most grievous of battlefield injuries. The Apothecaries are assigned the most sacred:
of duties, that of recovering the gene-seed of a fallen Battle-Brother, so that the Chapter's genetic future might

be ensured and his memory lives on in the inheritance of future generations of Space Marines.

For the mightiest heroes of a Chapter, even death doesnot spell the end of service. Even if a Space Marine’s body
is crippled so utterly that no hope of healing exists, fiis broken form may be interred into the ceramite sarcophagus
of a Dreadnought, where fiis will drives a towering engine of destruction. Such heroes are mightily revered by the
Space Marines, and the Battle-Brother's words and deeds are the very stuff of Chapter legend.

Those Neopliytes who show an affinity for the workings of the machine are assigned to the Forge, where
they undergo extensive training in the mastery of all of the Chapter's weaponry and vehicles. These so-called
Techmarines are dispatched to Mars, where they are inducted into the secrets of the Cult Mechanicus by the tech-
priests of the Omnissiah. In battle, the Techmarines operate, maintain, and repair the Chapter's many fearsome.
engines of wa. ' :




1l

*
*

W
he
T
®
>
:
=
i &
n

‘the Tactical Marine has not encountered and

the very highest possible standard, and

DEATHWATCH
TACTICAL
ITIARINE

“No place shall be denied to them, no enemy shall bar their way.
They shall be proud of heart and stoic of spirit. They shall be
measured and wise, yet their batred shall burn with such heat that
their enemics wither and die before them. They shall be masters of
every weapon, every ploy, and every strategy, ferce in the attack and
solid in the defence. They shall go where others fear to tread, and
return victorious, that we all might live but one more day.”

—Extract from the Apocrypha of Eons, Verse I, Chapter III

actical Marines are the most numerous of Space Marine

warriors, and as their name suggests they are equipped

and trained to fulfil the widest range of battlefield roles.
Armed with the iconic boltgun, Tactical Marines provide the
bulk of the Kill-team’s firepower, which they are able to lay
down in a devastating fusillade even as they advance implacably
towards their objective. Most Battle-Brothers taking up service
in the Deathwatch have advanced to the position of
Tactical Marine in their parent Chapters, and so are
veteran warriors well versed in the many disciplines
of war. Truly, there are very few enemies that

defeated, and no battlefield holds any
terror for him.

The primary task of a Kill-
team’s Tactical Marinesistoengage & $
the bulk of the foe, and to bring :
about the achievement of
its objectives. Any
specialists in the
team, such as
Devastator
Marines
and Assault
Marines,
are present
mainly  to
support  the  Tactical
Marines in their task. To this end, the Tactical Marines
are masters of a wide range of combat tactics, and
they are adept in the use of a variety of weapons
and other equipment.

The most commonly fielded weapon
amongst the Deathwatch Tactical Marines
is the bolter, but this is not the standard
issue weapon carried by other Chapters.
Almost every boltgun in the arsenal of
the Deathwatch has been crafted to

regimes. They are invariably fitted with a device called a
shot selector, which allows the brother to quickly chamber
one of the many specialised types of bolter ammunition
that the Deathwatch utilises, and engage any foe that may
present itself.

It is the use of this specialised ammunition that makes the
Deathwatch Tactical Marine such a fearsome and highly flexible
warrior. Hellfire rounds for example, have been introduced
following the lessons learned in costly battles against Hive
Fleet Behemoth, each containing a small payload of mutogenic
acid that is devastating to organic matter. Dragonfire rounds
explode on contact with their foe, erupting in a burst of
incandescent chemical fire that soon engulfs the target.
Kraken rounds contain a super-dense core that affords them
improved range and penetration compared to a conventional
round, making them ideal against heavily armoured targets.
Metal Storm rounds are examples of highly sophisticated and
barely understood technology, a miniscule proximity detector
triggering the round’s detonation microseconds before impact,
and lacerating the foe with thousands of razor-sharp fragments,
causing him to bleed out in seconds. Stalker shells are optimised
for range and stealth, allowing a Tactical Marine to use his
bolter as a makeshift sniper rifle, increasing his flexibility and
lethality still further.

This huge range of ammunition types means that the
Deathwatch Tactical Marine can face a wide range of foes,
and the shot selector allows him to switch, even in the heat of
battle, from one to the next. Some Tactical Marines,
however, choose to specialise instead of
taking this all-round approach. It is

not uncommon for one of a Kill-
team’s Tactical Marines to carry a

special weapon, such as
» a flamer or meltagun
' into combat. Such
. \ weapons do not have
{ the broad utility
of a boltgun fitted
with a shot selector

and utilising
the specialised
ammunition of

the  Deathwatch.
Instead they excel in
one particular field,
such as engaging
multiple foes in the case
of the flamer, or attacking heavily armoured enemies
or positions in the case of the meltagun.

Because he has already served as Scout, Devastator,
& and Assault Marine in his parent Chapter, a Tactical
Marine is able to take over the duties of a fallen brother
should the mission demand. Even if he is not as well
practised in a specialist weapon, such as a multi-melta,
a Tactical Marine can take over the operation of such a
weapon should the Devastator carrying it fall in action.
Such flexibility and range of skills and experience makes
the Deathwatch Tactical Marine the core of the Kill-team, and

the equal of almost any foe he may encounter.
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STARTING SKILLS

The Deathwatch Tactical Marine begins with Command as a
Trained Advanced Skill.

SPECIAL ABILITY

Choose one of the following:

Bolter Mastery

The Tactical Marine gains a +10 bonus to all Ballistic Skill
Tests and +2 to Damage when firing a Bolt weapon. This
ability only functions in Solo Mode.

Tactical Expertise

When initiating a Squad Mode ability, the Tactical Marine
may share the benefits of his Chapter's Squad Mode
abilities with the members of his Kill-team as if they were
part of his Chapter. This requires a successful Hard (-20)
Command Test. At Rank 3, the Command Test becomes
Challenging (+0). At Rank 7, the Command Test becomes
Routine (+20).

DEATHWATCH TACTICAL ITIARINE CHARACTERISTIC ADVANCES

Level Simple Intermediate Trained Expert
Weapon Skill 500 : 1,000 1,500 2,000
Ballistic Skill 500 1,000 1,500 2,000
Strength 500 1,000 1,500 2,000
Toughness 500 1,000 1,500 2,000
Agility 500 1,000 1,500 2,000
Intc][i_gence 500 1,000 1,500 2,000
Perception 500 1,000 1,500 2,000
Willpower 200 500 1,000 1,500
Fellowship 200 500 1,000 1,500
RANK 1 DEATHWATCH TACTICAL ITIARINE ADVANCES

Advance Cost Type Prerequisites
Air of Authority 500 Talent Fel 30

Astartes Weapon Specialisation 1,000 Talent Astartes Weapon Training
Double Team 200 Talent —

Rapid Reload 200 Talent —

Cost
500
500
500

RANK 2 DEATHWATCH TAC'!;ICAL ITTARINE ADVANCES

Type

Talent
Talent
Talent

Prerequisites
Per 40

BS 40, Ag 40
BS 40

SPECIALITIES
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RANK 3 DEATHWATCH TACTICAL ITIARINE ADVANCES

Advance Cost
Cleanse and Purify 400
Combat Formation 600
Iron Discipline 600
Marksman 600

Type
Talent
Talent
Talent
Talent

Prerequisites
Int 40

WP 30, Command
BS 35

RANK 4 DEATHWATCH TACTICAL ITIARINE ADVANCES

Advance Cost
Call to Vengeance 1,000
Deadeye Shot 500
Storm of Iron 800
Target Selection 800

Type
Talent
Talent
Talent
Talent

Prerequisites
Fel 40
BS 30

BS 50

SALLITYIDAGS

RANK 5 DEATHWATCH TACTICAL ITIARINE ADVANCES

Advance Cost
Bolter Drill 1,000
Sound Constitution 1,000

Two-weapon Wielder (Ballistic) 800
Unbowed and Unbroken 800

Type
Talent
Talent
Talent
Talent

Prerequisites

BS 35, Ag 35
Fel 40

RANK 6 DEATHWATCH TACTICAL ITIARINE ADVANCES

Advance Cost
Into the Jaws of Hell 600
Master Orator 700
Sharpshooter 600
Swift Attack 500

Type

Talent
Talent
Talent
Talent

Prerequisites

Iron Discipline

Fel 30

BS 40, Deadeye Shot
WS 35

RANK 7 DEATHWATCH TACTICAL ITIARINE ADVANCES

Advance Cost
Foresight 800
Hard Target 800
Independent Targeting 800

Type
Talent
Talent
Talent

Prerequisites
Int 40
Ag 40
BS 40 |

Advance Cost
Eye of Vengeance 1,000
Gunslinger 1,000
Stalwart Defence 800

RANK 8 DEATHWATCH TACTICAL ITIARINE ADVANCES

Type
Talent

Talent

Talent

Prerequisites

BS 50 4
BS 40, Two-weapon Wislze
(Ballistic)
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- process, guiding the battle brothers in the
correct and proper rituals by which the
‘war spirit of each and every weapon is

DEATHWATCH
TECHITTARINE

“Yours is to heed the machine as others beed their kin. Tend to the
war spirits all about, but do so in the knowledge that you do the
Emperor’s duty. Without your ministrations, no bolt may be fired,
and no enemy slain.”

—Extract from the Apocrypha of Eons, Verse I1I, Chapter CIV

echmarines are those brethren schooled in the forbidden

knowledge of the Omnissiah—the Machine God. Those

aspirants who display an affinity for the operation of
machines undergo special trials and tests, to discern their suitability
to receive additional training under the Adeptus Mechanicus.
Upon their ascension to the status of Battle-Brother, those
judged worthy are dispatched to a Forge world of the Adeptus
Mechanicus—perhaps even Mars itself, where they are inducted
into the secrets of the Machine Cult. Upon his eventual return
to his Chapter, the Space Marine has learned
not only the operation of all manner of
machinery, but also how to convene
with the machine spirits themselves,
how to undertake repairs of aggrieved
or wounded machines, and even how to
build new ones. This terrible knowledge
weighs heavily upon the newly created
Techmarine, and in many ways sets him
apart from the ranks of his brothers. _
Yet, despite his induction into the '
most secret of arts, he is, and shall
ever remain, a Space Marine,

The most critical of their

tasks is to operate, maintain,
and, if necessary, repair the
myriad of war machines used
by the Space Marines. Every
item of technology, from a
simple round of ammunition
to a battle barge, is revered
as an instrument of the &
Emperor’s divine will, and /4 2 k.
the Techmarine knows that ;é o N
to neglect such equipment '!'94;___ i -_ 5
is akin to dereliction of duty T
and blasphemy. After all, a
bolter not cleaned, oiled, blessed,
and beseeched can scarcely be
expected to be reliable in battle,
and so a Space Marine’s life may
depend upon how well such weapons
are maintained. Techmarines oversee this

\

%

ppeased.

e {

On the battlefield, a Techmarine’s primary role is to effect
repairs of damaged equipment, so that it may return to the fight.
Each Techmarine carries a huge range of highly specialised
and often arcane tools, sometimes mounted on a servo-arm or
at the end of a prehensile mechadendrite. With these tools, the
Techmarine can repair virtually any item of equipment, from
an overheated plasma pistol to an immobilised Land Raider,
provided that some spark of the machine spirit’s essence remains.
Many battles have been won thanks to a Techmarine recovering
a damaged weapon in this manner, and in their own way they are
often vital to a mission’s success.

Although many of the weapons carried by Space Marines
are wonders of technology beyond the dreams of normal men,
there are some machines that are so exceptional that only a
Techmarine may attend them. One of the most unusual of these
is the conversion beamer, a rare weapon that works by converting
matter to energy in a beam that becomes stronger the further
it extends and the more matter is converted. It is only by the
constant ministrations of a Techmarine that such a weapon can
be utilised—should anyone else attempt to use the weapon, its
war spirit might become greatly angered and turn its ire upon the
wielder instead.

There are yet more weapons and items of equipment even more
exotic than the conversion beamer. Many are unique,
and all are sealed within the Vault at the heart of
each Watch Fortress. Just as the Librarian has
exclusive access to the reams of forbidden

knowledge in each of these archives, so
the Deathwatch Techmarine keeps his
portion of the Vault sealed to all but his
fellow Techmarines. There are weapons kept
within the Vault the likes
of which are thought
L o be unique in the
L galaxy, their secrets
- impenetrable even
5 to the highest of the
Tech-Priests of Mars.
In many cases, the
Techmarines have only
incomplete knowledge of
their operation, and no understanding of
their maintenance. Such weapons might be
lost relics from the Dark Age of Technology,
or the product of alien technologies long since
vanished from the galaxy. Some are known to
be capable of unleashing unprecedented levels
of destruction, perhaps laying waste to entire
cities in a single blast. Others are so poorly
understood that their use would only be risked in
the direst of circumstances, and it is
the responsibility of the
Deathwatch  Techmarine
to do so when called upon

by his Watch Commander.
A final, and often critical
role performed by Deathwatch

Techmarines is the evaluation and, if
deemed necessary, the retrieval of alien

aaa b (AL o L L



DEATHWATCH TECHITARINE CHARACTERISTIC ADVANCES

Level Simple Intermediate Trained Expert
Weapon Skill 500 1,000 1,500 2,000
Ballistic Skill 500 1,000 1,500 2,000
Strength 200 500 1,000 1,500
Toughness 200 500 1,000 1,500
Agility 750 1,500 2,000 - 5,000
Intelligence 200 500 1,000 1,500
Perception 500 1,000 1,500 2,000

‘ Wi]lpower 750 1,500 2,000 5,000

:‘ Fellowship 750 1,500 2,000 5,000

l
RANK 1 DEATHWATCH TECHIIARINE ADVANCES
Advance Cost Type Prerequisites
Lore: :l'fo'.rbidden (Adeptus 400 Skill 2

: Mechanicus)

[ Security 400 Skill —_

: Speak Language (Techna-Lingua) 200 Skill £l

| Tech-Use 400 Skill —
Autosanguine 500 Talent —
Electro-Graft Use 600 Talent —
Feedback Screech 500 Talent Techmarine
Mechadendrite Use (any) 500 Talent Techmarine
Technical Knock 500 Talent Int 30
The Flesh is Weak 1 800 Talent -
RANK 2 DEATHWATCH TECHITIARINE ADVANCES
Advance Cost Type Prerequisites
Lore: Forbidden (Adeptus Mechanicus) +10 400 Skill Lore: Forbidden (Adeptus Mechanicus)
Lore: Forbidden (Archeotech) 400 Skill —
_Spe'ak Language (Techna-Lingua) +10 200 Skill Speak Language (Techna-Lingua)
Ferric Lure 500 Talent Techmarine
Logis Implant 500 Talent -
Luminen Charge 500 Talent Techmarine
Mimic 500 Talent o
Rite of Awe 1,000 Talent Techmarine

technology encountered in the field. In the first instance, a SPECIAL ABILI’I‘Y

Techmarine must be able to ascertain whether alien machinery

presents an immediate danger to the Kill-team, and if it does he
l must conceive a plan of action to neutralise or circumvent the
: threat. This is especially true when boarding alien spacecraft, for
_‘ the team might be faced with a wholly alien environment, in
| which even the most innocuous looking item might prove to be a
deadly weapon system. In the second instance, it is long-standing
doctrine that, if possible, examples of alien technology should
e recovered so they may be studied by the Xenos-Savants of
the Inquisition. Such a task is dangerous in the extreme, but vital
10 the continued mission of the Deathwatch, and potentially the
very survival of Mankind,

STARTING SKILLS

The Deathwatch Techmarine begins with Speak Language
(Tech:d'_a_—Lingua) and Tech-Use as Trained Advanced Skills.

Improve Cover

The Techmarine can add a number of Armour Points equal
to his unmodified Intelligence Bonus to any cover (see page
246). Improving cover requires one Full Action.

Blessed by the Omnissiah

The Techmarine begins the game with the Mechanicus Implants

Trait and the Electro-Graft Use and Mechadendrite Use

(Servo-Arm) Talents.

SPECIALITIES

II:




RANK 3 DEATHWATCH TECHITARINE ADVANCES

Advance Cost  Type Prerequisites 2
Lore: Forbidden (Adeptus Mechanicus) +20 400 Skill Lore: Forbidden (Adeptus Mechanicus) +10
Lore: Forbidden (Archeotech) +10 400 Skill Lore: Forbidden (Archeotech)
Security +10 400 Skill Security
Speak Language (Techna-Lingua) +20 200 Skill Speak Language (Techna-Lingua) +10
Tech-Use +10 400 Skill Tech-Use
Infused Knowledge 1,000 Talent Int 40

: 3 The Flesh is Weak 2 800 Talent The Flesh is Weak 1

% Weapon-Tech 600 Talent Techmarine

A

- ¥ RANK 4 DEATHWATCH TECHITARINE ADVANCES

m Advance Cost Type Prerequisites

g Lore: Forbidden (Archeotech) +20 400 Skill Lore: Forbidden (Archeotech) +10

> Binary Chatter 500 Talent =

: Disturbing Voice 400 Talent —

-] Luminen Shock 800 Talent Techmarine

a Rite of Fear 1,000 Talent Techmarine

w2 Servo-Harness Integration 1,000 Talent Mechadendrite Use (Servo-arm)
Signature Wargear (Hero) (Artificer Armour) 1200 Talent e

RANK 5 DEATHWATCH TECHINARINE ADVANCES

Advance Cost Type Prerequisites
Security +20 400 Skill - Security +10
Tech-Use +20 400 Skill Tech-Use +10

Gun Blessing 800 Talent Techmarine

Master Enginscer 1,000 Talent - Tech-Use +10
Prosanguine 1,000 Talent Autosanguine

The Flesh is Weak 3 1,000 Talent The Flesh is Weak 2

RANK 6 DEATHWATCH TECHITARINE ADVANCES

Advance Cost Type Prerequisites
Armour-Monger 500 Talent Techmarine

Ferric Summons 1200 Talent Ferric Lure, Techmarine
Luminen Blast : 1,000 Talent Techmarine
Machinator Array ] 1200 Talent Techmarine

Sound Constitution 1,000 Talent —

RANK 7 DEATHWATCH TECHITIARINE ADVANCES

Advance Cost Type Prerequisites
Concealed Cavity 500 Talent —

Electrical Succour 1,000 Talent Techmarine

Energy Cache 1,500 i Talent Techmarine

Sound Constitution 1,000 Talent —

The Flesh is Weak 4 1,000 Talent The Flesh is Weak 3

RANK 8 DEATHWATCH TECHITIARINE ADVANCES

Advance Cost Type Prerequisites
Enhanced Bionic Frame 1,000 Talent Machinator Array
Rite of Pure Thought 1,000 Talent Techmarine

Sound Constitution 1,000 Talent e &
The Flesh is Weak 5 1,000 Talent The Flesh is Weak 4
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CHAPTER III:
SKILLS

“To kill your foe, you must understand your foe.”
—Ursus Kane, Captain of the Iron Hands’ 3rd Company

nowledge and training are as vital to a soldier’s

success in war as his weapons, armour, and comrades.

The Adeptus Astartes are no exception to this. Space
Marines prize knowledge and study all things that will help
them defeat their foes and do their duty to the Emperor.
This can range from obviously belligerent Skills like Tactics,
Demolition and Command; the eminently useful Skills such
as the Medicae, Dodge and Tech-Use, and also the more
subtle Skills like Concealment, Ciphers and the various Lores.
Skills also form a substantial part of the arsenal of a Battle-
Brother’s foes, providing these adversaries with more tools to
confound and confront the players” Kill-team.

Choosing appropriate Skills is an essential part of fleshing
out the character concept, as they represent a character’s
specialised training. This chapter details how to obtain Skills,
the specific types of Skills, and all the detailed descriptions
that combine with the rules presented in Chapter VII:
Playing the Game to use them effectively in adventures.

GAINING SKILLS

The player chooses his first set of Skills during character
creation, based upon his background and chosen Speciality.
These Skills were learned some time in the past, before
the character started his current exploits. As the campaign
progresses, the player spends experience to gain additional
Skills, furthering his vision for his character and reflecting
his in-game experiences. The Skills available for the various
Specialities and their costs can be found in Chapter II:
Specialities.

SKILL MASTERY

Many characters have the opportunity to acquire the same
Skill several times as they advance in their Speciality. Skill
Mastery is represented on the Specialities Rank Advance
Schemes as the base Skill with a +10 or +20 bonus. The
base Skill must be acquired first, then the +10 version and
then the +20 version. As it is possible to buy advances from
previous Ranks, if a character misses a base Skill which is
offered at Skill Mastery level on a later rank, he can still
acquire the base Skill from the lower rank’s advances in order
to then take the Skill Mastery.

ExaMPLE

Helgath already possesses the Intimidate Skill, and bis career
progression allows him to take Intimidate +10. He pays the
required experience and checks the +10 box on his character sheet,
representing Intimidate +10. Were this Skill to become available
as Intimidate +20, he could pay for it and check the +20 box on
his sheet.

BASIC AND ADVANCED
SKILLS

Skills are divided into two categories: basic and advanced.
Basic Skills are ones that virtually anyone may attempt,
regardless of their experience or background. Only
those with specific training, on the other hand, may use
advanced Skills.

Basic SKILLS

Characters have intrinsic abilities and Characteristics that
allow for rudimentary attempts at tests with basic Skills.
Thus, even though a character may not possess basic Skills,
he may still make Skill Tests using them. Those who do
not possess a basic Skill may test that Skill at half of the
associated Characteristic, rounding down. The Characteristic
gets halved before any situational modifiers get applied to
the test. For example, an Easy test against an untrained basic
Skill would be (Characteristic/ 2)+30, and not (Characteristic
+30)/2. Even though the character might be able to muddle
through such attempts, he does not have the same abilities as
one who has received real training or instruction.

YL BT
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TABLE 3-1: BASIC SKILLS
Skill Name Characteristic Descriptor
._Mreneséﬁh'_'_-ﬁ' e ~ Perception =
Carouse Toughness —_
o Fellowship Interaction
Climb Strength Movement
Command Fellowship Interaction
Concealment Agility ==
Contortionist Agility Movement
Deceive Fellowship Interaction
Dodge Agility — 7))
Evaluate Intelligence Investigation |
Gamble Perception e 5
Inquiry Fellowship Investigation M
Intimidate Strength Interaction m
Logic Intelligence Investigation
Scruting Perception — ot
Search Perception — :
Silent Move Agility Movement
Swim Strength Movement

TABLE 3-2: ADVANCED SKILLS
Skill Name Characteristic Descriptor
Acrobatics Agility Movement
Chem-Use Intelligence Crafting, Investigation
Cipherst Intelligence -
Demolition Intelligence Crafting
Drivel ._ ..:: ' Agility Operator
Interrogation Willpower Investigation
Invocation : Willpower —
Lip Reading . Perception S
Literacy Intelligence —
Lore: Common' Intelligence Investigation
Lore: Fﬁfﬁi_dden* Intelligence Investigation
Lore: ScholasticT Intelligence Investigation
Medtcae ; Intelligence s
Navigation® Intelligence —
Performert Fellowship —
Agility Operator
Perception —
Agility -
Agility —_
Agility -
Intelligence e
Intelligence =
Intelligence —
Intelligence —
Intelligence —
-; Intelligence Crafting
F Intelligence —

e L Lt
3



1]

+*
*

STINIS

ADVANCED SKILLS

- Advanced Skills require very specific training or education, and
- common individuals may not attempt their use. Regardless of

a character’s intrinsic abilities and Characteristics, he would

- never be able to understand the Eldar language without

previous instruction.

SKILL DESCRIPTORS

Some Skills fall into broad categories that use common rules.
These descriptors allow both players and GMs to instantly
identify the appropriate rules section from Chapter VII: Playing
the Game for their resolution. These categories include: Crafting,
Interaction, Investigation, Movement and Operator.

CRAFTING SKILLS

Skills with the Crafting descriptor allow characters to create
things from parts or raw materials. These creations can vary
from sculptures to custom gun cutters. In general, a character
must obtain components or materials equal to half the item’s
value. The GM sets up an appropriate Extended Test for
the task, and its resolution follows the guidelines given on
page 203.

- INTERACTION SKILLS

All Skills with the Interaction descriptor involve interplay

. with others. The difficulty of these Skill Tests depends on

the individual’s disposition towards the character, as defined
by the GM in accordance with the circumstances of the
encounter. See page 275 of Chapter IX: The Game Master
for more information on NPC disposition.

INVESTIGATION SKILLS

Most of the Skills with the Investigation descriptor allow the
character to collect information from various sources. These
Skills also permit Extended Tests as the character tries to gather
detailed intelligence on his foes. The GM sets up the proper
time period for the test using his discretion, as it takes far
longer to uncover a hidden xenos shrine than it does to scout
the location of an armoured column.

MOVEMENT SKILLS

Skills with the Movement descriptor all relate to the
character’s mobility, anything from daring leaps across chasms
to climbing out of the same if he doesn’t quite make it across.
They involve the ability to move across, through, over, or
between the surrounding environment.

- OPERATOR SKILLS

If a Skill involves transportation, be it a humble ground vehicle
or an mighty starship, it receives the Operator descriptor.
These Skills allow the character to drive or pilot a variety of
vehicles.

94

SKILL GROUPS

Some Skills encompass groups of related Skills. For brevity's
sake, these Skill groups are listed under the same entry, but
each must be acquired and used separately. Thus, a pilot with
the Pilot (Personal) Skill would be able to fly using a jump
pack, but not pilot a Thunderhawk gunship.

SPECIAL USES

Several Skill entries have subsections that detail a specific,
focused use outside its usual employment. These sections
spotlight a particularly creative or interesting use of the Skill,
allowing for greater variety of Skill applications.

SKILL
DESCRIPTIONS

he following are descriptions for all Skills. Each
I Skill is listed as either Basic or Advanced, plus the
Characteristic that is used when making a Test with

that Skill.

Acrosatics (ADVANCED, MOVEMENT)
Agility

Acrobatics training supplements the character’s natural agility
in attempting types of movement the less athletic would not
even consider. Leaping between the spires of an Imperial
cathedral, jumping over the heads of shorter foes and falling
with grace all become possible. The difficulty of the test
depends on the difficulty of the feat involved: dodging around
the legs of an enraged Ork and leaping from stone to stone
in a swirling magma flow would both present significant
challenges. The more degrees of success obtained, the more
stylish or dramatic the end result.

Skill Use: Full Action unless otherwise noted

Special Uses
Disengage

When taking the Disengage Action in combat (see page 239),
the character may make a Challenging (+0) Acrobatics Test
to reduce it to a Half Action.

Jump And Leap
An Acrobatics Test may substitute for an Agility Test when

jumping or a Strength Test when leaping, according to the
appropriate rules on page 207.
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- AWARENESS (BAsIC)

Perception

“Swareness encompasses the character’s subconscious ability
o react to things his conscious mind may not perceive.
e can use this Skill to notice threats—such as ambushes,
=2ps or cleverly hidden objects—or slight changes in the
cavironment—such as a faint vibration of a far off Ork
Sauiggoth or the foul smell of a Daemonhost. When using
“swareness against an opponent, the test is always opposed.
This use includes noticing ambushes, spotting traps, and
ather things involving another’s actions. However, noticing
eavironmental factors is a standard test. This use includes
oerceiving trace scents, motion, or similar things.

Skill Use: Free Action made in reaction to something.

CARrOUSE (BAsIc)

Toughness

The Carouse Skill is used to resist the effects of alcohol and
marcotics. Frequent imbibers can build up quite a tolerance to
zicohols and other drugs, remaining clear-headed and lucid
while those across the table find their judgement or capabilities
Ziminished. The character makes a Skill Test whenever he
suffers the effects of alcohol or similar intoxicants (naturally,
for Space Marines, this requires imbibing of truly predigious
2mounts or toxicity!). Each time he would otherwise suffer
rom the effects of an intoxicant, make a Carouse Test. Failure
indicates he gains a level of Fatigue or suffers the side effects
of the substance. Should the character lose consciousness, he
-emains passed out for a number of hours equal to 1d10 minus
ais Toughness Bonus (minimum 1 hour).

Skill Use: Free Action taken whenever the character imbibes

CHARM (BAsIC, INTERACTION)

Fellowship

The character can use Charm Skill to improve the disposition
of others towards him, making a Charm Test whenever he
wishes to change the minds of an individual or small group.
The character need not make a Charm Test each time he speaks
with others in a pleasant manner, but only when he wishes
o change their opinion or disposition, or convince them to
Zo something. All Charm Tests are opposed by Willpower
and can affect a number of targets equal to the character’s
Fellowship Bonus. The targets must be able to see and hear
the character clearly, and share a common language.

Skill Use: 1 minute

Special Uses
Inspire

~ Those in a position of authority can use the Charm Skill to
~ inspire a group-related test, either with positive or negative
: inforcement. Success provides a +10 bonus to the next
ristic Test of the motivated group, such as passing a
wer Test to resist Fear or recover from Pinning. Thus, a

"

harder, or the Kill-team’s Brother-Chaplain might rouse his
brothers with an impassioned prayer to the Emperor.

CueM-UsE (ADVANCED,
INVESTIGATION)

Intelligence
The Chem-Use Skill allows the character to safely identify,
handle, and prepare a variety of chemicals, toxins, poisons, and
drugs. While Chem-Use covers the use and basic combination
of these substances, the Trade (Chymist) Skill deals with their
manufacture from base components.

Success in a Chem-Use Test, modified by the appropriate
difficulty for the chemical or drug in question, indicates it has
been administered, combined, or otherwise applied correctly,
providing the desired results. Failure on the test indicates the
dose was wasted without effect. See Chapter V: Armoury
for more information on drugs, chemicals, and their effects.
Skill Use: Full Action; when using a medicae injector or
narthecium, the Skill Test to administer a drug or antidote |
is reduced to a Half Action. Employing Chem-Use to apply
particularly complex combinations of substances or toxins
requires an Extended Test of duration and difficulty set by
the GM for the treatment in question.
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- CreuEeRs (ADVANCED)

- Intelligence

Skill Groups: Xenos Markings, Deathwatch, Chapter Runes,
Imperial Codes, Mercenary Cant, Inquisition, and Underworld
Many groups and organisations employ ciphers as a secret
shorthand code in communicating basic ideas, warnings, or
information rapidly. The character can use and understand the
signals, physical markings, or other subtle signs employed to
express these concepts. Ciphers tend to express simple concepts
or messages, such as warning of danger, marking a target, or
indicating ownership. Skill Tests are not required to either
leave or read basic messages but are necessary to communicate
or decipher complicated meanings or signs obscured by the
passage of time.

Xenos Markings: Many aliens, such as Orks, make
extensive use of symbolism and icons. Understanding these
markings allows a broad understanding of their meaning, such
as where a tribe has marked its boundaries or areas they have
marked as dangerous.

Deathwatch: Kill-teams often develop their own shorthand
communication to allow them to converse quickly and
secretively in the presence of others. This is especially useful
when dealing with other arms of the Imperial war machine,
where the goals of the Deathwatch may not coincide with
those of the Imperial Guard or Navy.

Chapter Runes: Each Chapter of the Adeptus Astartes has
its own form of ciphers used to communicate between its Battle-
Brothers. These closely guarded secrets are almost never taught
to those outside the Chapter and constitute a reliable way for
those within the Chapter to quickly identify each other.

Imperial Codes: Both the Imperial Navy and the Imperial
Guard employ a battle language which comprises mostly of
numbers and acronyms. Incomprehensible to those who do
not know its meaning, it allows them to quickly signal for
reinforcements, identify enemies, and call down fire support.

Inquisition: Used to communicate a private and pre-
arranged code between given agents of the Inquisition. Note
that these codes are unique to specific Ordos within the
Inquisition. This Skill Group applies to all ciphers used by
acolytes and throne agents of the Inquisition.

Mercenary Cant: Many mercenary companies operate
in the Imperium, and each has an abbreviated, clipped battle
language for orders and commands. Though there are some
commonalities, each is essentially, unique.

Underworld: Crime lords have used ciphers since before
the time of the Emperor, and their sophistication has only
increased over time. Each organisation uses its own to deter
competition.

Skill Use: Full Action

Crims (BAsic, MOVEMENT)

Strength

With the Climb Skill the character can ascend or descend
ropes, pipes, scaffolding, and both natural and man-made
walls. This Skill is not used for ladders or other easily ascended
ways, but for climbs without ready handholds or other poor
climbing conditions. The condition of the surface or item

and the environmental conditions can impose additional%
bonuses or penalties. It is far more difficult to ascend an icy -
rock face in a blizzard than the outer shell of a hive that is .
crisscrossed with pipes and conduits. A successful test allows

the character to ascend or descend at one-half his half move
rate. See Climbing in Chapter VII: Playing the Game for
more details. |
Skill Use: Half Action

CoMMAND (BASIC)

Fellowship :
The character uses the Command Skill to both direct those
under his authority and establish actions for groups to execute
on command, such as launching an assault or ordering a
regroup. This Skill is only effective upon those under the
character’s authority. A successful Command Test indicates
that those whom he directs follow his instructions in a timely
manner. Failure on the Skill Test when used on an individual
simply means that he does not follow the character’s directions.
though additional Degrees of Failure can indicate that the
underling accepts the task with no intention of actually doing
it, or that he misinterprets the command or takes contradictory
actions. For directing groups, Degrees of Success or Failure -
increase or decrease the time necessary to execute the orders.
with three or more Degrees of Failure subjecting them to
confused inaction. A Command Test can affect a number of
targets equal to the character’s Fellowship Bonus. The targets
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=ust be able to see and hear the character—though this could
== done remotely through a vox or pict-caster—and speak a
common language.

Skill Use: Half Action for simple commands, Full Action for
=ore involved direction

Special Uses

Extend Support Range

=5 2 Half Action the Battle-Brother nominated as the squad’s
\zzder (see page 238) may extend his Kill-team’s Support
Zznge (see page 213) by a number of metres equal to his
F=llowship Bonus. For this Skill to work the Battle-Brother
=ust be either within visual or vocal range of his Kill-team.
This extension lasts until the start of the Battle-Brother’s
BEXT turn.

CONCEALMENT (BAsIc)

asility

e Concealment Skill is used to hide things, from small
aoiects to vehicles to starships, even oneself. Use of the Skill
=guires an appropriate environment to mask the item in
S=estion, such as buildings and trees for a small shuttle or an
z=teroid field or a space anomaly for a starship. Concealment is
25ways an Opposed Test, pitting the character’s Concealment
2zzinst his opponent’s Awareness or Scrutiny. Thus, the
caaracter only makes the test when someone looks for him.
¥ the character or the object he intends to hide remains
cerfectly still, he gains a +10 bonus to the Skill Test.

Skill Use: Half Action

COoNTORTIONIST (BAsic, COMBAT)

asility .

“haracters with the Contortionist Skill can make use of their
snate flexibility, double joints, or even selective dislocation
of joints, to allow them to escape bonds, squeeze through
coenings normally too small for passage, or fit into an
z7=a normally too small for their body. It also provides an
zlzernative to brute strength in grappling.

Skill Use: Full Action unless otherwise noted below

Special Uses

Escape Bonds

. The character can make a Contortionist Test to slip free
. of bonds. This is an Opposed Test, using the character’s
Contortionist Skill against his opponent’s Characteristic Test
ssing Intelligence.

The quality of the bonds and the time used to employ
them affects the difficulty of the test. It may be impossible to
=scape adamantine manacles properly employed by a bounty
sunter, but far easier to slip out of the crude ropes hastily
zoplied by a feral tribesman—especially after applying grox
£t to one’s wrists. Escaping bonds requires 1 minute, with
c2ch Degree of Success reducing this time by 10 seconds.
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Escape Grapple

After an opponent has grappled the character in combat, he
may escape using the Contortionist Skill. Make an Opposed
Test with the character’s Contortionist Skill against the
grappler’s Strength Characteristic. Success indicates the
character has slipped out of his enemy’s hands and is free.
Failure means he remains grappled.

Squeeze Through

The character can make a Contortionist Test to squeeze
through a tight space, such as through a maintenance conduit
aboard a ship or a gap in damaged blast doors. The character
can also use this aspect of the Skill to cram himself into a space
normally too small to fit his body. The GM sets the difficulty
of the test according to the size of the passage or opening,
is well within his rights to rule that some spaces are simply
too small to allow use of this Skill. A successful Skill Test
indicates that the character has managed to squirm through
the gap or into the crate. Failure means that he cannot pass
the area or fit into the space. Four or more Degrees of Failure
means the character has become stuck until he can succeed
in another Contortionist Test or someone else pulls him free
of the embarrassing predicament. Squeeze Through takes 1
minute, with each Degree of Success reducing this time by
10 seconds.

DEecEIVE (BAsic, INTERACTION)

Fellowship

The Deceive Skill enables the character to mislead others as
to his true intent. Any time he tells a lie, reveals only part
of the truth, or spins informaticn to his advantage with the
intent to mislead someone, the character makes a Deceive
Test. He need not make a Deceive Test every time he tells a
lie, but only when that deception would change someone’s
mind, opinion, or actions. Deceive is always an Opposed Test,
using the character’s Deceive Skill against his opponent’s
Scrutiny. A Deceive Test affects a number of targets equal to
the character’s Fellowship Bonus. They must be able to see
and hear the character clearly, either in person or via vox or
pict-caster. They must also speak a common language.

Skill Use: 1 minute, or more for complex deceptions

DEMOLITION (ADVANCED, CRAFTING)

Intelligence

The character can use the Demolition Skill to employ
explosives in the proper quantity to achieve a desired effect,
from cutting through the hatch of a Land Raider to destroying

a plasma conduit without significantly damaging the reactor

behind it. It can also be used to defuse explosives left b
others or to manufacture demolition materials, from slow
fuses to blasting caps to the explosives themselves. This Skil

pertains to set charges rather than grenades and other devices

intended for use against the enemy in combat.
Skill Use: Full Action unless otherwise noted

lI: SKILLS




Special Uses

Manufacture Explosives

Much like the Trade Skills, Demolition Skill allows the
character to make explosive materials from basic components.
This use of the Demolition Skill is an Extended Test, and
the GM assigns a difficulty and duration in accordance with
the complexity of the compound and the materials at hand.
Constructing breaching charges in a well-stocked munitorum
warehouse is far easier than making a fuse from dried vines
and droppings.

Place Explosives

The effectiveness of explosive devices is greatly dependent
upon the skill with which they are placed. Success on a
Demolitions Test indicates the character has successfully
planted the explosive charge, set with his trigger of choice.
Possible triggers are only limited by the imagination, and
can include trip wires, timers, proximity sensors, or remote
activators. Failure indicates that the explosives fail to go off
when triggered, though the character will not know this until
the time of activation. Four or more Degrees of Failure indicate
the device explodes as the character is manipulating it, with
suitably lethal results. Some tasks, such as rigging a building
for demolition or bringing down a massive suspension bridge,
require an Extended Test. The GM sets difficulty and duration
depending on the extent of the undertaking. When placing
explosives, make sure to note the total Degrees of Success and
the die roll, as it may be used in an Opposed Test if someone
. attempts to defuse the character’s hard work.

STIXS :11l

Defuse Explosives

Defusing charges also falls under the Demolition Skill. Make
an Opposed Test against the Demolition Skill of the individual
who sets the explosives. Winning the test indicates that the
bomb has been defused. Simple failure means that while the
charge has not been disarmed, neither has it gone off. Four or
more Degrees of Failure indicate the character has set off the
device, suffering the consequences of the explosion. Defusing
multiple charges or complex trigger mechanisms may require
an Extended Test as determined by the GM.

Dobck (Basic, COMBAT)

Agility

Use the Dodge skill as a Reaction to nullify a successful hand-
to-hand or ranged attack. Success on the Skill Test means the
attack has been avoided and deals no damage. See Chapter
VIII: Combat for more information on Dodge.

Skill Use: Reaction

DrivE (ADVANCED, OPERATOR)

Agility

Skill Groups: Ground Vehicle, Skimmer/Hover, Walker
The Drive Skill allows the character to control land-based,
hover, or skimmer-type vehicles. Vehicles include Cargo-8s,
Rhinos, Land Speeders, Sentinels, and other ground-based
transports. Normal driving does not require a test, but a test
is required for hazardous conditions, excessive speed, or
dangerous manoeuvres.

Skill Use: Half Action

EVALUATE (BAsIC, INVESTIGATION)

Intelligence

The character uses Evaluate to determine the approximate
value, strength, or manufacture of an object or group of items.
Thus, the Skill can be used on anything from a single power
sword to a fortified bunker. Before evaluating an object,
the character must specify what he is trying to determine:
its approximate monetary value, its quality and strength, or
its origin. Success on the Evaluate Test reveals the relevant
information in a broad sense, such as its value in Throne Gelt,
its Craftsmanship (see page 140) and structural integrity,
or its make or model. Additional Degrees of Success gives
additional information about the object. A failed test results
in false information about the object, with the degree of error
increasing with each Degree of Failure. The GM should roll
Evaluate Tests and only reveal what the character believes to
be true. The difficulty of the test should be adjusted for the
character’s access to the item and any relevant Lore or Trade
Skills related to the item. Using Evaluate on large or numerous
objects requires an Extended Test, though the character can
appraise a single item in about a minute.

Skill Use: 1 minute or more

Special Uses

Weak Points

When making an attack against a heavily armoured stationary
target such as a bunker or pillbox, a character may use
Evaluate to determine weak points by making a Challenging
(+0) Evaluate Test. Success adds an additional +4 to the Pen
of the character’s weapon for his next attack if it is made
against the target. Each additional Degree of Success adds a
further +4 points of Pen. This is a Full Action.

Solid Cover

When in cover, a character can make a Challenging (+0)
Evaluate Test to find the cover’s strongest point. Success adds
an additional +4 AP to the cover (for the character only) with
each additional Degree of Success adding another +4 AP.
This is a Half Action.




GaMBLE (BAsic)

Intelligence

The character uses the Gamble Skill when participating in
cames of chance and the countless other games popular
=mongst soldiers across the Imperium. Each participant wagers
2n amount, though these are typically the same, and makes
2n Opposed Test with the Gamble Skill. The player with the
most Degrees of Success or fewest Degrees of Failure wins
the pot. The character may choose to lose against any player
with a worse result as part of a Deceive attempt.

Those with both Skills may use Sleight of Hand instead
~F Gamble to hide cards or alter dice rolls. Success gives this
character a +20 bonus to his tests, but four or more Degrees
of Failure indicates he has been caught in the act.

Skill Use: Full Action to an entire day of gaming

INQUIRY (BASIC, INVESTIGATION)

Eellowship

The character can use the Inquiry Skill to gain information
5y asking questions, making conversation, or simple
<avesdropping. Inquiry allows the character to pick up general
‘nformation about an area: its news, recent events, and more.
Additional Degrees of Success reveal more detailed or more
secretive tidings. Inquiry can also be used as an Investigation
Skill, allowing the character to hunt after a particular item of
information from either individuals or resources, such as the
Chapter’s librarium. This use is virtually always an Extended
Test, with difficulty and duration set by the GM.

Skill Use: 1 hour or more

INTERROGATION (ADVANCED)

Willpower

The Interrogation skill allows the chamcter to extract
information from an unwilling subject. The application differs
“om torture, where a subject will frequently say anything
w0 stop the ordeal. Rather, interrogation represents skilled
aoplication of psychology, various devices, serums, and other
techniques. The GM may modify the difficulty of the test
according to the availability of tools, facilities, and other
conditions. Interrogation is always an Opposed Test, pitting
the character’s Interrogation Skill against an opponent’s
Willpower. If the interrogator wins the Opposed Test, he gets
one answer plus one answer for each Degree of Success. If the
victim wins the Opposed Test, the interrogator get nothing
of worth. Two or more Degrees of Failure inflict 1d10 plus
the interrogator’s Willpower Bonus in damage against the
victim and prevents any further interrogation for 1d5 days.
If the interrogator suffers four or more Degrees of Failure,
the victim takes the same damage and gains a +30 bonus to
Willpower Tests made to resist Interrogation at the hands of
the interrogator or his allies. Each Interrogation Test inflicts
one level of Fatigue on the target.

Skill Use: 1d5 hours

INTIMIDATE (BASIC, INTERACTION)

Strength

The character uses Intimidate Tests to pressure individuals
to give in to his demands. The character does not make an
Intimidate Test every time he makes a threat, but only when
it involves coercion. Though Intimidate lists Strength as its
associated Characteristic, the character may substitute either
Intelligence or Fellowship if the threat involves more subtle
methods than brute force, such as blackmail or humiliation. An
Intimidate Test affectsa number of targets equal to the character’s
Strength, Intelligence, or Fellowship Bonus, depending on the
characteristic used for the test. The targets must be able to see
and hear the character clearly, either in person or via pict or
vox-caster, and speak a common language.

Skill Use: Full Action

Special Uses

War Cry

As part of a Charge Action a character may use the Intimidate
skill to make a war cry. This is a Free Action that targets the
recipient or recipients of the character’s charge—i.e. those he
will end up in combat with and make melee attacks against.
The character then makes an Intimidate Test, based on
Strength, opposed by the target’s Willpower. If the character
is successful, the target suffers —10 to all Parry and Dodge
tests against the charging character.

Creatures immune to the effects of Fear and other mind-
effecting psychology are immune to the effects of a war cry.

INvOCATION (ADVANCED)

Willpower

An Invocation test is a Full Action. For the duration of the
Round, the character clears his mind of external influence and
focuses his will more intently. This may be through recitation
of mantras, use of psychic foci, or meditation. A successful
test indicates that the character’s mind is ready to channel a
greater amount of the warp than usual, while still limiting his
exposure. On the next Round, the character adds +1 to the
final Psy Rating of any Fettered Power Test.

Failure on the Invocation Test indicates that the character’s
attempts to focus have backfired, and he must take a —1
penalty to the final Psy Rating of a Fettered Power Test. If this
reduces the Psy Rating to zero, the power fails to activate.
Skill Use: Full Action

LiTERACY (ADVANCED)

Intelligence

The Literacy skill allows the character to read and write

any language he speaks. Everyday activities do not require

Literacy Tests, but situations involving regional variations,
damaged manuscripts, archaic usage, or colloqulal phrases._

necessitate a Skill Test.
Skill Use: 1 minute for 1 page of text, roughly 750 words

II: SKILLS
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- Logcic (Basic)

Intelligence

The character uses Logic to solve problems, decipher puzzles,
and deal with other situations involving demonstration and
inference. A Logic Test might infer the missing symbol in
a series or solve a particularly troublesome mathematical
equation. The character can also use the Skill to prepare a
reasoned argument for debate or philosophical exchange. The
preparations of complex reasoning or complicated problems
are Extended Tests.

Skill Use: 1 minute, or longer for particularly
complex problems

Lore: CoMMON (ADVANCED,
INVESTIGATION)

Intelligence
Skill Groups: Adeptus Arbites, Adeptus Astartes, Adeptus
Mechanicus, Administratum, Deathwatch, Ecclesiarchy,
Imperial Creed, Imperial Guard, Imperial Navy, Imperium,
Jericho Reach, Tech, War
The Common Lore skill allows the character to recall general
information, procedures, divisions, traditions, famed individuals,
and superstitions of a particular world, group, organisation, or
race. This skill differs from Scholastic Lore, which represents
scholarly learning, and Forbidden Lore, which involves hidden
or proscribed knowledge, in that it deals with basic information
learned from prolonged exposure to a culture or area.

Success in a Common Lore Test indicates the character recalls

~ general information about the subject. The GM determines

what extra information to provide for additional Degrees
of Success.

Adeptus Arbites: Knowledge of the vavious arms and
sub-sects of the Adeptus Arbites, including such things as
rank structure, common procedures, and the basic tenets of
Imperial justice.

Adeptus Astartes: An understanding of the role, function,
and nature of the famed Imperial Space Marines, as well as
a knowledge of the commonly known Chapters and their
practices and areas of operation.

Adeptus Mechanicus: A general understanding of the
symbols and practices of the Adeptus Mechanicus as well as
their hierarchy, identifiable ranks, and the existence of the
Sixteen Universal Laws.

Administratum: Broad knowledge of the labyrinthine
workings, rules, traditions, and dictates of the Adeptus
Administratum.

Deathwatch: Knowledge of the function and organisation
of the Deathwatch, including its primary mandates and
favoured practices.

Ecclesiarchy: Understanding of the structure of the Adeptus
Ministorum and its role in the worship of the God-Emperor as
divine, its organisation, greetings, and general practices.

Imperial Creed: Knowledge of the rites and practices of

- the Imperial Cult, the most common observances, festivals,

nd holidays in honour of the Emperor, and the most
well-known saints.

Imperial Guard: Basic information about the ranking
system, logistics, structure, and basic tactical and strategic
practices of the Imperial Guard, as well as particularly famed
regiments.

Imperial Navy: Basic information about the ranks, customs.
uniforms, and particular traditions of the Imperial Navy, as well |
as famous admirals and ships.

Imperium: Knowledge of the segmentums, sectors, and
most well-known worlds of the Imperium.

Jericho Reach: Information concerning the general
astrography of the Reach, including known worlds, recorded
inhabitants, and theatres of conflict.

Tech: An understanding of simple litanies and rituals to
soothe and appease machine spirits.

War: Knowledge of great battles, notable and notorious
commanders, heroes, and famous stratagems employed by the
Imperium in its many campaigns.

Skill Use: Free Action

Lore: FORBIDDEN (ADVANCED,
INVESTIGATION)

Intelligence

Skill Groups: Adeptus Astartes, Adeptus Mechanicus,
Archeotech, the Black Library, Daemonology, Heresy, the
Inquisition, Mutants, Psykers, the Traitor Legions, the Warp
and Xenos

Forbidden Lore skills represent knowledge usually hidden.
veiled, or proscribed by an organisation or society. Mere
possession of this knowledge may cause difficulties for those
not associated with the group in question. Excessive knowledge
of the hidden truths of the Traitor Legions, for example, can
be decidedly bad for one’s health for those outside (or even
inside) the Adeptus Astartes. A successful Forbidden Lore Test
indicates the character recalls basic information about the
subject. The GM reveals additional information as appropriate
to the Degree of Success on the roll.

Adeptus Astartes: Extensive knowledge of the practices,
organisation, and homeworlds of the Imperial Space Marines
and their Chapters, including hints and rumours of their myriad
of secret rituals and methods of recruitment and training.

Adeptus Mechanicus: An in-depth understanding of
followers of the Machine God, including such things as their
rituals, observances, common beliefs, core philosophies, and
specific knowledge of the Universal Laws.

Archeotech: Knowledge of the great, lost tech devices
of past times and clues to their mysterious functions
and purposes. '

The Black Library: Secret knowledge concerning the
Black Library, its forbidden contents, horrific guardians, and
the unspeakable xenos that toil within its confines. :

Daemonology: The crawling information about some of
the most infamous warp entities and their twisted physical
manifestations.

Heresy: Wisdom concerning acts and practices decmed
heretical by the Imperium, the most contemptible heretics of
history, and their acts.
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The Inquisition: An understanding of the secretive
organisation of the Imperium, its common tenets, and
famous Inquisitors.

Mutants: The study of stable and unstable mutations
within humanity, their cancerous development over time, and
some of the studies and books on the topic.

Psykers: Skill in identifying psykers, the physical effects
of their powers, the danger they cause, and the general extent
of their capabilities.

The Traitor Legions: The secrets of the lost Space Marine
Legions, their names, and the sad tale of their fall from grace.

The Warp: An understanding of the energy of the warp, its
interaction and interrelation with realspace, and how its tides
and eddies affect travel between the stars.

Xenos: Knowledge of the minor and major alien species
known to the Imperium, the threat they pose, and their
general appearance.

Skill Use: Free Action...although the consequences of
knowing such things can last a lifetime

LORE: SCHOLASTIC (ADVANCED,
INVESTIGATION)

Intelligence

Skill Groups: Archaic, Astromancy, Beasts, Bureaucracy,
Chymistry, Codex Astartes, Cryptology, Heraldry, Imperial
Creed, Judgement, Legend, Numerology, Occult, Philosophy,
Tactica Imperialis

Scholastic Lore grants the character knowledge of a

particularly complex or esoteric subject. A successful Skill
Test allows the character to recall necessary information or
research a particular subject if appropriate reference material is
readily available. Scholastic Lore grants a depth of knowledge
far beyond that of Common Lore, requiring both experience
and study to obtain. Scholastic Lore Tests can identify things
that fall within the character’s area of expertise, such as a
person, book, starship, or machine spirit. A successful Skill
Test within the realm of the character’s speciality reveals basic
information about the object in question in accordance with
Table 3—3: Scholastic Lore.

TABLE 3-3: SCHOLASTIC LORE

Degrees of Success Result
Reveals basic information known

Standard Success .
- to scholars on the topic.
o Reveals uncommon information,

ne . =
known to few dedicated academics.
Reveals obscure information,
Two 2
known to only serious scholars.
Reveals extremely obscure
information, known only to true

experts in the field.

Three or more

Scholastic Lore can overlap with Common Lore and
Forbidden Lot. in some areas, but it represents more in-

depth—and academic—information. A character with

Common Lore (Imperial Creed) might know conventional

information about the Cult of the Emperor and its various

organisations and their practices within the Imperium, but
one with Scholastic Lore (Imperial Creed) would be able to
name the various cults within a subsector and their varying
levels of divergence from the Ministorum. Scholastic Lore
Tests require no time, as the character cither knows the fact
or not. Researching, however, requires an Extended Test of a
duration and difficulty appropriate to the task at hand.

Archaic: An understanding of the Imperium’s dark past,
its proscribed eras, and how the long millennia have changed
the face of mankind.

Astromancy: A knowledge of stars, singularities, and the
worlds around them, as well as theoretical understanding of
how to use telescopes, astrolithic charts, and the like.

Beasts: An understanding of the genus and families of
animals and familiarity with the characteristics and appearance
of many semi-sentient creatures.

Bureaucracy: A familiarity with the rules and regulations
involved with governments, particularly the Adeptus

Administratum, and their many and varied departments,

bureaus, and policies.

Chymistry: A knowledge of chemicals, their alchemical

applications in a number of uses, and their prevalence o
scarcity throughout the Imperium.

Codex Astartes: Understanding and interpreting the.

sacred Codex Astartes and how it relates to the organisation
deployment, and tactics of the Space Marine Chapters.
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Cryptology: An understanding of codes, ciphers,
cryptographs, secret languages, and numerical keys. This may
be used to either create or decipher encryptions.

Heraldry: A grasp of the principles and devices of
heraldry, as well as a knowledge of the most common seals
and heraldic devices used by the Imperium'’s most noble houses
and families.

Imperial Creed: An understanding of the specific
rituals and practices of the Ecclesiarchy, from the traditional
construction of their temples to specific points from its
texts. This information may be used to conduct the rituals
for others.

Judgement: Knowledge of the proper punishments for the
myriad of crimes and heresies punishable by Imperial law.

Legend: Going beyond archaic knowledge, this
encompasses the most secretive portions of Imperial history,
such as the Dark Age of Technology, the Age of Strife, the
Great Crusade, and the Horus Heresy.

Numerology: An understanding of the mysterious link
between numbers and the physical universe, from Catastrophe
theory to the Sadleirian litany.

Occult: An understanding of occult rituals, theories, and
superstitions, as well as the better-known mystical uses of
occult items.

Philosophy: Knowledge concerning the theories of
thought, belief, existence, and other intangibles. As it also
includes logic and debate, it may be used for argument or
creating philosophical works.

Tactica Imperialis: The theories of the Tactica Imperialis,
as well as other systems of war, troop deployment, and battle
techniques used by the Imperium.

Skill Use: Free Action

MEDICAE (ADVANCED)

Intelligence

The Medicae Skill helps diagnose and treat injuries by suturing
wounds, applying counterseptic, and use of medical devices such
as the narthecium. On individual patients, Medicae provides first
aid and extended care, for short and long-term treatment. On
larger groups of wounded, Medicae can help save the lives of
those that can be saved and apply the Emperor’s grace to those
who cannot, resulting in fewer overall deaths. It can also help
diagnose widespread medical problems and apply the ounce of
prevention before the pound of cure becomes necessary.

Skill Use: Full Action

Special Uses

First Aid

The Medicae Skill performs first aid for the injured, removing
a small amount of damage by suturing lacerations, bandaging
abrasions, and plugging punctures. A successful Medicae Test
removes Damage equal to the character’s Intelligence Bonus

on lightly damaged characters, or 1 Damage from heavily or

critically damaged characters. Performing First Aid is a full

~round action. First Aid may only be applied to each wound
~once and is a full round action by you and your patient.
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Extended Care

Using the Medicae Skill for extended care speeds the
healing process. The character can properly treat a number
of patients equal to his Intelligence Bonus. Each additional
patient imposes a cumulative —10 penalty to Medicae Tests
to provide extended care. For lightly damaged patients,
make one test at the end of each day. For heavily or critically
damaged patients, test once at the end of each week. Success
allows each patient to remove twice the normal Damage—
removing Critical Damage first—plus 1 additional Damage
for each Degree of Success. Failure does not adversely affect
the character’s patients, who heal at the normal rate. Two or
three Degrees of Failure indicates that all lightly and heavily
damaged patients take 1 Damage each, using sudden death
to resolve any Critical Damage (see page 250). Four or more
Degrees of Failure indicates all patients take 1d10 Damage,
using sudden death to resolve Critical Damage.

For additional information on Healing, see Chapter VIII:
Combat.

Diagnose

The Medicae Skill can also be used to diagnose disease and
other ailments, both on one’s fellow characters and also
on the crew at large. On individuals, a successful Skill Test
yields the name of the ailment and basic treatments. When
used on groups, a successful Skill Test prevents casualties to
the Crew Population due to disease or malnutrition due to
extended voyages. .

Harvest Gene-Seed

As part of an Apothecary’s battlefield duties, he trains in the
use of harvesting the gene-seeds of his fallen brothers. An
Apothecary may use this Skill to extract the gene-seed from
a fallen Space Marine with the use of a narthecium (See page
271 for details).




NAVIGATION (ADVANCED)

Intelligence

Skill Groups: Surface, Stellar

The character uses the Navigation Skill to plot a course
between two points. The course might be across a continent or
across a star system. A successful Navigation Test also provides
an estimated travel time based on geography, cosmography,
prevailing conditions, weather, and solar winds. Surface
navigation is used to navigate across a planet’s surface, using
logi-compasses, map readouts, and geographical knowledge.
Stellar navigation is used to navigate in space between planets,
using star-charts, and carto-mantic rituals. A Navigation Test
represents several hours of charting courses, consulting maps,
and making necessary trajectory corrections. However, 1
minute is adequate for the purpose of finding the character’s
current location.

Skill Use: 1 minute for simple location; 1d5 hours for
plotting courses or routes

PERFORMER (ADVANCED)

Fellowship

Skill Groups: Dancer, Musician, Singer, Storyteller

The character can use the Performer Skill to entertain and
enthral groups of spectators. The Performer Skill may also be
used to earn money and wealth, much like the Trade Skills.
Performer Tests take an amount of time dependent on the art
form involved.

Skill Use: Variable

Special Uses

Charming Performance

A character may make a Difficult (~10) Performer (Storyteller)
or Performer (Singer) Test instead of a Charm test, to win
round an audience, causing their disposition to improve by
one level (see page 276).

Enthralling Performance

A character may make a Difficult (—10) Performer (Musician)
or Performer (Singer) Test instead of a Blather Test, utterly
enthralling and distracting an audience for a moment. When
used in place of the Blather Skill, it is subject to the same
rules and conditions.

Rousing Tale

A character may make a Challenging (+0) Performer
(Storyteller) or Performer (Singer) Test instead of a Command
test to raise the moral of troops under his command or get them
to undertake a difficult duty, such as making a last stand.

P10t (ADVANCED, OPERATOR)

Agility

Skill Groups: Personal, Flyers, Space Craft

Characters utilise the Pilot Skill to fly anything from personal
jump packs, to small atmospheric craft such as landers or gun-
cutters, to void-capable fighters, bombers, and capital vessels.
Under normal conditions, piloting does not require a test,
but unusual or difficult conditions such as storms, obstacles
or dangerous manocuvres do require a Skill Test. When
chasing another vehicle or ship or contesting for position, the
character makes an opposed Pilot Test against his opponent.
Skill Use: Half Action

PsYNISCIENCE (ADVANCED)

Perception

Those with the Psyniscience Skill sense the currents and eddies
of the warp. The character can use the Skill to detect the presence
or absence of daemons, and the use of psychic powers. The
Skill also allows detection of psychic phenomena, disturbances,
voids, or other areas where the flow of the immaterium has
been unsettled or disrupted. The general results of Psyniscience
Tests are summarised on Table 3—4: Psyniscience.

Skill Use: Full Action

TABLE 3-4: PSYNISCIENCE

Degrees of Success Result

Awareness of warp disruption or

Standard Success e
number of entities present

Approximate direction of the

One

phenomena or creatures

Rough location of the warp
Two creatures or beings affecting the

Immaterium.
Exact position of the creatures or

Three or more
psykers present

ScruTINY (BASIC)

Perception

The Scrutiny Skill helps assess the people or objects
encountered in the game. The character uses it to determine
an individual’s truthfulness, his motives, personality, and
temperament. It can also be used to examine an object in
detail, noticing small details and characteristics that might
pass unseen in a casual inspection. Scrutiny is an Opposed
Test against the target’s Deceive when trying to perceive
falschoods, or .some other deceptions. However, Scrutiny
does not reveal hidden secrets or a target’s carefully concealed
intent, and should never replace good roleplaying in an
interactive situation. This skill counters the Opposed Tests of
many manipulative Interaction skills, such as Charm, Deceive,
and Intimidate. ;
Skill Use: Full Action though special uses may require
more time o
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SEARCH (BasIC)

Perception

The character uses the Search Skill to attempt to discover things
that are physically hidden, from a secreted holdout pistol to a
bunker keyplate. Search involves active investigation, whereas
Awareness deals with passive or subconscious detection. Each
Search Test covers a small room or area. When an object or
individual has been deliberately hidden, the Search Test is an
Opposed Test against your target’s Concealment.

Skill Use: 1 minute

SecuriTY (ADVANCED)

Agility

The Security Skill is used to bypass mechanical locks and other
physical security systems. This differs from many systems that
employ codes or cogitators that are more suited to the Tech-
Use Skill. The GM sets the difficulty of the test according to
the complexity of the mechanism. In most cases one test is
sufficient, but large, intricate systems may require Extended
Tests. See the Tech-Use Skill for systems that combine both
mechanical and technical challenges. Using this Skill without
proper tools or equipment is extremely challenging, and any
attempt to bypass a lock or other security system without
using a multikey or other set of appropriate tools suffers a
=20 penalty.

Skill Use: 1 minute, reduced by 10 seconds for each Degree
of Success

Special Uses

Strategic Entry

Although the Security Skill generally focuses on the tactical
aspects of defeating a system, it also has its uses in finding
weak points in the defensive system involved. Careful study of
a building might reveal that one of the locks is of substandard
quality or that sensors fail to cover the weed-choked culvert
behind the facility. The skill can help determine where to
strike instead of just how. This can also be used to find the
weak spot in one’s own defences.

Security Tests made in this manner should test against
Awareness rather than Agility, and requires 1d5 hours. The
GM can adjust the time necessary upward in increments of 1d5
additional hours for particularly large or complex systems.

SHADOWING (ADVANCED)

Agility

Shadowing allows the character to follow others, either on
foot, in vehicles, and even aboard shuttles and starships. It
contrasts with Concealment because it involves movement
and blending into one’s surroundings. On foot, it might
involve using physical cover or the press of bodies in a crowd;
in a vehicle, techniques might include false turns or using a

-nearby cargo hauler as cover; aboard ships, it can entail the
_use of asteroids or other stellar objects or busy space lanes

round major systems. Shadowing Tests are always Opposed

Tests against the opponent’s Awareness or Scrutiny Skill. A
single Shadowing Test is sufficient to follow the opponent
unseen for 1 minute.
Skill Use: 1 minute

SiLeNT MOVE (Basic, MOVEMENT)
Agility

Use the Silent Move Skill any time silence and secrecy
are essential in the character’s activities. The GM sets the
difficulty of the test depending on the environment: the
echoing steel halls of a space hulk yield a greater difficulty
than the carpeted throne room of a planetary governor. Silent
Move Tests are always Opposed Tests against the opponent’s
Awareness or Scrutiny Skill,

Skill Use: Free Action as part of Movement

SreicHT OF HAND (ADVANCED)

Agility

Characters use Sleight of Hand for any task requiring a
combination of deception and dexterity. Examples include
palming small objects, picking pockets, or performing tricks.
The GM sets the difficulty for the test according to the size of
the object and the intensity of observation. Sleight of Hand
is always an Opposed Test against the opponent’s Awareness
or Scrutiny.

The character can use Sleight of Hand instead of Gamble
to employ deception and alter the odds in games of chance.
See the Gamble Skill for more information. Though Sleight
of Hand usually requires a Half Action, the character may
make a test as a Free Action with a —10 penalty.

Skill Use: Half Action

SPrEAK LANGUAGE (ADVANCED)

Intelligence

Skill Groups: Eldar, High Gothic, Kroot, Low Gothic, Ork,
Techna-Lingua, Tau

The Speak Language Skill is used to communicate with others
using the same language. The Imperium has nearly as many
languages as it has star systems, but for all this variety, most
can speak or understand a variation of Low Gothic. In most
situations, Skill Tests are unnecessary so long as those involved
all speak a common tongue. However, communication with
those using obscure dialects or cryptic, complex concepts
requires a test at an appropriate difficulty.

Eldar: Though no human can hope to capture the subtle
nuances and sub-tones of this extremely complex and ancient
language, it is enough to make one’s meaning clear.

High Gothic: The official language of the Imperium, used
by Imperial officials, nobility, members of the Ecclesiarchy,
and those involved in high-level negotiations.

Kroot: The native chirping language of the Kroot is
almost impossible for a human to emulate, however, with
training and a good ear, it can be understood. :

Low Gothic: The common tongue of the Impenum used
by the countless millions of ordinary citizens. :



Ork: More grunts and physical violence than an actual
language, it is possible for humans to speak and understand
it, though it is doubtful they would be able to survive a
conversation.

Techna-Lingua: The official language of the Adeptus
Mechanicus, this binary language has been optimised for rapid
communication of technical data and servitor commands.

Tau: The language of the Tau Empire, spoken by the Tau
themselves and shared by their multitude of alien subjects.
Skill Use: Free Action

SURVIVAL (ADVANCED)

Intelligence

The Survival Skill allows the character to endure prolonged
periods in unusual or alien environments. Space Marines
do not die of exposure to the elements, and their implants
allow them to survive on even the most inedible of flora and
fauna. Thus, the Survival Skill most often applies to normal
humans or those Space Marines who learned this skill before
becoming an Initiate in their Chapter. A skilled outdoorsman,
the character can find edible plants, hunt for game, and
determine if food is safe for consumption. He can also
construct viable shelters from native materials or improvised
substances and ensure they’re located away from flood chutes
or the territory of predators. The difficulty of these tests
depends on the location: barren deserts provide much greater
challenge than the verdant tropical forests. This skill can also
apply to man-made environments, such as artificial worlds,
the depths of the underhive, or the belly of massive starships.
In this case, the Skill can provide safe resting areas away from
plasma venting and knowledge about which sacred unguents
also provide minimal nutrition.

Skill Use: Various

Swim (Basic, MOVEMENT)

Strength

Though something of a lost skill to much of the Imperium,
the uncharted fringes require its use far more frequently. The
Swim Skill allows the character to swim through various
liquid mediums. Under normal conditions swimming does
not require a test. More difficult waters, unusual circumstances
or long distances call for a Skill Test. For more information
on the Swim Skill, see the Swimming section on page 207 of
Chapter VII: Playing the Game.

Skill Use: Full Action

Tacrics (ADVANCED)

Intelligence

Skill Groups: Air Combat, Armoured Tactics, Assault
Doctrine, Defensive Doctrine, Orbital Drop Procedures,
Recon and Stealth

Tactics is the practical application of military knowledge in
the field of battle. It differs from the various Lore Skills in

that it relates directly to on the ground combat manoeuvres

and actions rather than a broad theoretical or strategic view
of warfare. It also differs from the Command Skill in that

Command allows the direction of troops but does not grant

any special knowledge in how best to use them. A character
can use Tactics at any time when he wants to determine the
best military course of action in a combat. This could be
anything from the best position to suppress an entrenched
enemy before an assault to picking a good landing zone
when coming in under fire. Failing a Tactics (Assault) Test, for
example, might mean facing a concentration of a defending
force or hitting a stronger line of fortifications.

Air Combat: Covers atmosphere and near-orbit
engagements with air superiority fighters as well as close
support and bombing with ground attack aircraft.

Armoured Tactics: An understanding of armoured
warfare, how best to use armour, as well as how best to
exploit the weaknesses of such vehicles.

Assault Doctrine: Covers all kinds of assaults, from
charging a bunker to opposed amphibious landings.

Defensive Doctrine: How to set up a good defensive
line, including layering units, creating areas of enfilading fire,
and good clear kill zones.

Orbital Drop Procedures: A knowledge of orbital drop
doctrine and how to use it to maximise troop concentration
and ensure shock and awe in the enemy.

Recon and Stealth: An understanding of the best methods
of recon and stealth, such as how to approach a defensive
position unseen or quietly destroy sentry positions.

Void Combat: Covers starship combat between anything
from lightly armoured escorts up to battle barges and space
hulks. It is also includes knowledge of high orbit fire support
doctrines and the best way to use ships in orbit to aid
ground troops.

Special Uses

Ambush

A character in the role of Kill-team leader may use Tactics
(Recon and Stealth) in the place of an opposed Concealment
for himself or any member of his squad provided they are in
Support Range (see page 213).

Tecu-USE (ADVANCED)

Intelligence

Tech-Use allows the character to use or repair complex
mechanical items or fathom the workings of unknown
technical artefacts. Using a basic piece of equipment under
typical circumstances requires no test, such as using a vox-
caster or opening a shuttle hatch. Tech-Use Tests dre necessary
for unusual or unfamiliar gear, malfunctioning or broken
items, and any situation where conditions are less than ideal,

such as attempting to use the same vox-caster near a plasma
core or coaxing the machine spirit of a strange vessel's warp

drive to reignite its fires. The character can also use Tech
Use to repair damaged or defective items, using an Extended
Test of duration and difficulty set by the GM depending o

the item’s complexity and the extent of the damage. Tech-

Use does not include building an item from scratch, wh
requires the relevant Trade Skill.
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A Tech-Use Test to determine the function of a complex
system takes 1 minute, but the GM may adjust this
depending on the complexity. Tests made to repair items are
Extended Tests, the duration of which depends upon its size
and complexity.

Skill Use: 1 minute, or more for more complex systems

Special Uses

Security Systems

The Security Skill covers mechanical security systems,
but many systems may have both physical and electronic
components, and certain examples may be entirely controlled
by cogitators and machine spirits. The GM determines the
necessary Skill Tests required for a particular system, which
may include a combination of both Skills, or may involve a
single roll with an appropriate modifier for possessing both
Skills, or lacking one or the other.

TRACKING (ADVANCED)

Intelligence

" With the Tracking Skill, the character can follow the
signs left by his quarry, allowing him to hunt them down.
Following obvious tracks does not require a Skill Test, and is
considered part of a character’s movement. In instances where
the time or elements have eroded the signs or where the very
environment makes seeing them difficult, such as darkness
or fog, Tracking Tests are required. The difficulty depends
on the condition of the traces and the tracker’s surroundings.
- When following any tracks where the difficulty of the test
is more than Challenging (+0), the tracker’s Movement rate
drops to half. Cunning or devious quarry may attempt to
conceal or erase their tracks. In any case where an opponent
has attempted to do this, make an Opposed Test made against
the prey’s Concealment.

Skill Use: Free Action made as part of Movement

TRADE (ADVANCED, CRAFTING)

Various

Skill Groups: Archaeologist (Int), Armourer (Ag), Astrographer
(Ag), Chymist (Int), Cryptographer (Int), Explorator (Int),
Linguist (Int), Remembrancer (Ag or Int), Shipwright (Int),
Soothsayer (Fel), Technomat (Int), Trader (Fel)

Trade Skills allow the character to create things, from guns
to starships. Characters with this Skill can earn money or
reputation plying a trade. They can identify the works of
particularly famous or infamous craftsmen, or recall information
concerning items of their trade.

Trade Tests can represent the work of an hour, week, or
month depending on the complexity of the task at hand.
However, tests that involve the examination of an item to recall
~information require a Full Action.

- Archaeologist: Used to locate, examine and analyse ancient
ruins and artefacts.

“Armourer: Used to design, upgrade and forge weaponry,
from personal to starship sized.

Astrographer: Used to create two and three-dimensional
representations of stellar locations and warp routes.

Chymist: Used to create poisons, drugs, and a wide variety
of other compounds.

Cryptographer: Used to create or decode ciphers, codes.
and other puzzles.

Explorator: Used in the exploration of unknown stellar
regions.

Linguist: Used to learn or decipher new languages, both
spoken and written.

Remembrancer: Used to recount events in a variety of art
forms, from sculpture to poetry.

Shipwright: Used to design, upgrade, and create void-
capable vessels.

Soothsayer: Used to foretell the future by a number of
interpretive arts, though its effectiveness is suspect.

Technomat: Used to maintain and repair technological
devices, but through rote memorisation rather than true
understanding.
Skill Use: Variable depending on task and complexity

WRANGLING (ADVANCED)

Intelligence

The character can tame, train, and potentially ride animals he
encounters in his travels, from spine-hounds to the noble warhorse
breeds. Both taming and training beasts are Extended Tests, the
duration of which is determined by the nature and temper of the
creature involved. Once an animal has been broken to its master's
will—or at least formed a partnership for particularly strong-
willed beasts—directing it or issuing commands is a Half Action.
Wild animals, or those trained for hostility and aggression,
can have their Disposition changed by one level for every two
Degrees of Success, up to a maximum of three levels by a Full
Action use of this Skill. GMs may impose penalties for animals
that have been particularly well trained or those with uncommon
Willpower and Intelligence. Wrangling is of no use against cyber
or psy-bonded animals, nor against any xenos with true sentience.
Skill Use: Variable depending on task and complexity
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CHAPTER 1V:
TALENTS &
TRAITS

Ability is not enough. Dedication is not enough. Even victory is

not enough. To become one of our number, you must embody all of
these, and yet be more still. What that more is I cannot tell you. Find
the answer in your bones, in your heart and soul, and you will be a
warrior.”

—from an address to the 10th Company by Cadmus
Gracchus, Imperial Fists Chaplain

Talents are special abilities and proficiencies that a character
possesses either through his intrinsic nature or through the
application of well-practised experience. This is in contrast to
Skills, which represent abilities gained by learning or training.
A Talent is an ability that a character is either capable of or
is not, whereas a Skill is something that he can be better at
by degrees. When a Battle-Brother smites an enemy with a
devastating blow with his thunder hammer heedless of the
danger to himself, smashes aside dozens of lesser foes, and
calls for vengeance for his fallen brother, he is using Talents.
The battlefields of the 4 1st Millennium are unforgiving. From
breaking a horde of Tyranids to sabotaging a Tau shield
generator; a Battle-Brother will need every edge that his
Talents provide him with.

Talents differ from Skills in that a player need not use an
Action or Test to utilise the ability. They are always in effect,
and many Talents give bonuses to Tests or allow Actions not
available to the common man.

Planning out effective and flavourful combinations of
Talents and Skills that match the character’s background
can be an enjoyable process for the entire game group, and
can provide interesting ideas for the GM or other players to
~ further cement their relationships and adversaries.

GAINING TALENTS

 “Experience is the only true teacher, and experience without pain is
meaningless.”

—XIXth training maxim of the Storm Wardens

Players receive, or choose between, a number of Talents during
the creation of their characters in Chapter I: Character
Creation. They also gain more by spending Experience
Points as they advance through their Career Path, as outlined
in' Chapter II: Specialities.

TALENT GROUPS

Several Talents represent a general ability that can be applied
to a specific category within that group. As some of these
groups have many sub-categories, they have been collected
into related groups. When selecting one of these Talents,
the player chooses one of the entries from the group. Thus,
when selecting the Peer Talent, the player would also choose
a specific group or organisation from the talent group, such
as Peer (Inquisition). Each time the character gains the talent,
he may choose a different specialisation, so the next time he
selects it, he might opt for Peer (Adeptus Mechanicus). In
many cases, group listings are representative as opposed to
all-inclusive. Consequently, even though “Storm Wardens and
the Iron Lords” are not specifically listed in the Peer Talent
group, it can still be chosen with GM approval.

TALENT PREREQUISITES

Several Talents require a character to possess a prerequisite
before their selection. This represents a certain innate ability
level required to employ specific Talents, or a Skill or other
Talent necessary to access more advanced capabilities. These
prerequisites may take the form of Characteristic scores, Skills,
Talents, or even special abilities.
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TABLE 4-1: TALENTS
Tgl_e_nt Name

Abhor the Witch

Ail.:'. of Authority

Ambidextrous
Armour-Monger
_A:s:_sassin Strike

Astartes Weapon Training
Astartes Weapon Specialisation
Autosanguine

Basic Weapon Training?
Bastion of Iron Will
Battle Rage

Berserk Charge

Binary Chatter
Blademaster

Blind Fighting

Bolter Drill

Bu}ging Biceps

Call to Vengeance

Catfall

Chem Geld

Clc'mse and Purify
Combat Formation

Cqﬁ:b_at Master

Combat Sense
Concealed Cavity
Counter Attack
Crack Shot
Crippling Strike
Cmshmg Blow
Deadeye Shot

Death From Above

Deathwatch Training

Deflect Shot

Die Hard

Disarm
Disturbing Voice
Double Team
_Dual Shot

Dual Strike

Duty Unto Death
ctrical Succour

Electro Graft Use

"Denotes mfem.;g.roup,

Prerequisite
Adeptus Astartes

Fel 30
Ag 30
Techmarine

Ag 40, Acrobatic

Psy Rating, Strong-Minded, WP 40
Frenzy

WS 30, Melee Weapon Training (any)

Per 30

Adeptus Astartes Weapon Training
S45
Adeptus Astartes, Fel 40

Ag 30
Basic Weapons (Flame)
Int 40

WS 30

Per 40
WS 40
BS 40
WS 50
S 40

BS 30

Adeptus Astartes, Pilot (Personal)

Adeptus Astartes, member of the Deathwatch

Ag 50
WP 40
Ag 30

Ag 40, Two-Weapon Wielder

Ag 40, Two-Weapon Wielder

WP 45

Techmarine or Mechanicus Implants

Benefit

Spend Fate Point before a mission to gain resistance
to Psychic Powers. a
Affect more targets with Test.

Use either hand equally well.

Increase the efficacy of physical armour.

On a successful Acrobatics Test after making a
melee attack, character may move as a Free Action.

Heal 2 damage/day, always nghtly Dam'lged
Use weapon group without penalty.

Double Defensive Psy Rating for 0pposed Tests _

Parry while frenzied.

Gain +20 bonus when charging.

+10 bonus to control servitors.

Re-roll missed attack, once per Round.

Suffer half the usual penalties when vision is
obscured.

Get an extra shot when firing a bolt weapon on full
or semi-auto.

Remove bracing requirement for certain weapons..

Spend Full Action when a Battle-Brother is taken
out of action to regain full Cohesion.

Reduce falling damage.

Immune to seduction, resistant to charm.
Increases the effect of your flamer attacks.

Use Int Bonus for Initiative.

Opponents get no bonus for outnumbering the
character.

Use Per Bonus instead of Ag Bonus for Initiative.
Character has a secret compartment on his person.
Gain free attack with successful Parry.

Deal +2 Critical Damage with ranged weapon.
Deal +4 Critical Damage with melee weapon.
Deal +2 Damage with melee weapons.

Called Shots are at —10 penalty.

Cause greater damage when charging or droppmg
into combat using a jump pack.

The Space Marine gains bonuses when ﬁghtmg
aliens.

Character can parry primitive ranged attacks.
Re-roll death chance incurred by blood loss.
Force opponent to drop weapon.

+10 bonus to Intimidate and Interrogation, —10
penalty to Fel.

Gain additional +10 bonus for ganging up.

One Ballistic Skill Test hits target twice.

One Weapon Skill Test hits target twice.

+10 bonus to T Tests to remove Fatigue

+10 bonus to Inquiry, Tech Use, Common
Knowledge.

An organisation or group pamcu]arly despises the =

character.
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Talent Name
Energy Cache
Enhanced Bionic Frame

Eye of Vengeance

Exemplar of Honour
Exotic Weapon Training®
Eye of Vengeance

Favoured by the Warp

Fearless

Feedback Screech

Ferric Lure

Ferric Summons

Flame Weapon Training®
Flesh Render

Foresight

Frenzy

Furious Assault

Good Reputation®

Gun Blessing
Gunslinger
Hammer Blow

Hard Target

Hardy

Hatred®

Heavy Weapon Training®
Heightened Senses’
Hip Shooting

Hot Shot Pilot

Hunter of Aliens
Improved Warp Sense
Independent Targeting
Infused Knowledge
Inspire Wrath

Into the Jaws of Hell

Iron Discipline
Iron Jaw

Jaded

Killing Strike

Last Man Standing

Leap Up

Light Sleeper
Lightning Attack
Lightning Reflexes
Litany of Hate
Logis Implant
Luminen Blast
Luminen Charge

"Denotes talent group.

TABLE 4-1: TALENTS, CONTINUED

Prerequisite
Techmarine or Mechanicus Implants
Machinator Array

Astartes Weapons Training, BS 50

Adeptus Astartes

WP 35

Techmarine or Mechanicus Implants
Techmarine or Mechanicus Implants
Techmarine or Mechanicus Implants, Ferric Lure
Adeptus Astartes

Int 30

WS 35
Fel 50, Peer

Techmarine or Mechanicus Implants
BS 40, Two-Weapon Wielder
Adeptus Astartes

Ag 40
T 40

BS 40, Ag 40

‘Warp Sense
BS 40
Int 40
Fel 30

Iron Discipline

WP 30, Command
T 40
WP 30

Adeptus Astartes

Nerves of Steel

Ag 30
Per 30
Swift Attack

Hatred

Techmarine or Mechanicus Implants

Techmarine or Mechanicus Implants

Benefit :
Luminen Blast, Charge and Shock don’t cause Fatigue:

Fire a single shot to penetrate armour and increase the
chance of Righteous Fury. :

Exchange a Fate Point for a point of Cohesion.
Gain proficiency with an exotic weapon type.

Roll twice for Psychic Phenomena (see page 187) _and
take better result. G

Immune to Fear and Pinning.

30m radius, Test WP or lose Half Action.

WP Test to call 1kg/ WP Bonus of metal objects.

WP Test to call 2kg/WP Bonus of metal objects.
Gain proficiency with a group of flame weapons.
Cause additional damage with chain weapons.
Contemplate to gain +10 bonus on next Test.

Enter psychotic rage to gain combat bonuses.

On a successful WS Test, gain a free second attack.
The character has a good reputation amongst a certain
group. :
Un-jam Int Bonus guns in 10m radius.

Fighting with two pistols incurs only —10 penalty.
Make a thunderous single strike with a melee weapon.
Opponents take —20 to BS Tests when character
charges or runs.

You always heal as if Lightly Damaged.

Gain +10 bonus to attack hated creatures.

Gain proficiency with a heavy weapon group.

Gain +10 bonus to particular sense.

Gain a free attack while moving.

Gain an advantage in combating aliens.

Allows Psyniscience Test as Free Action.

Fire at two or more targets further than 10m apart.
Treat Common and Scholastic Lore as Basic Skills,
Inspire crowds to anger.

Minions gain immunity to Pinning and Fear whilst in

character’s presence. :
Minions can re-roll Fear and Pinning Tests.
Test Toughness to overcome Stunning.
gain IP from ordinary horrors.

Spend a Fate Point to make your melee attack
impossible to parry or dodge.

Never

Immune to Pinning by Pistols and Basic Weapons.
Improves Cover.

Stand up as a Free Action.

Count as awake, even when asleep.

Attack three times with a Full Action.

Add twice Ag Bonus to Initiative rolls.
Extend benefits of Hatred to allies. :
+10 bonus on WS and BS on successful Tech-Use Test.
1d10+WP Bonus Energy Damage bolt. 'Caqus_'_u_l:-fén

T Test to power/charge tech. Causes Fatigue. '




TABLE 4-1: TALENTS, CONTINUED

Talent Name
‘Luminen Shock

Machinator Array

:Maglev Grace

Maglev Transcendence
Marksman

Master Chirurgeon

Mas[er Enginseer

Master Orator
Mechadendrite Use®
Meditation

Melee Weapon Training?
Mental Rage
Mighty Shot

Mimic

Nerves of Steel
Orthoproxy
Paranoia

Peer®

Pistol Weapon Training’
Polyglot
Precise Blow

Preternatural Speed

Prosanguine

Psy Rating

Psychic Technique?
Quick Draw

Rapid Reaction
Rapid Reload
Resistance’

Rite of Awe

Rite of Fear

Rite of Pure Thought
Rite of Sanctioning

Rivalf
Scourge of Heretics
Servo-harness Integration

Sharpshooter
Sound Constitution

nature Wargear

Signature Wargear
ter)

ature V\;’Iz;.lrgéar- (_Hero‘}fr

"Denotes talent group.

Prerequisite
Techmarine or Mechanicus Implants

Techmarine or Mechanicus Implants

Techmarine or Mechanicus Implants

Techmarine or Mechanicus Implants, Maglev Grace
BS 35

Medicae +10

Tech Use +10, Mechanicus or Techmarine or
Mechanicus Implants

Fel 30

Techmarine or Mechanicus Implants

Frenzy

BS 40

Fel 30

Int 30, Fel 30
WS 40, Sure Strike

WS 40, Ag 50

Ag 40

Techmarine or Mechanicus Implants
Techmarine or Mechanicus Implants
Techmarine or Mechanicus Implants
Psy Rating, Special

Techmarine Implants, Mechadendrite Use
(Servo-arm)
BS 40, Deadeye Shot

Signature Wargear

Benefit

1d10+3 Energy Damage shock. Causes Fatigue.
The character has advanced Mechanicus
augmctlcs.

Hover 1d10+TB minutes once per day.

Hover 2d10+TB minutes twice per day.

No penalties for firing at long or extreme range.
Perform advanced medical procedures.

Use a Fate Point for automatic success.

Affect 10 times the normal numbers with a
Fellowship Test.

The character can use a type of Mechadendrite.

The character may enter a trance to remove
Fatigue.

Gain proficiency with a group of melee weapons.

The character may use Psychic Powers while in
the throes of frenzy.

Deal +2 Damage with ranged attacks.

The character can copy voices.

Re-roll failed tests to avoid pinning.

+20 bonus to resist mind control or interrogation.
The character is alert for danger.

Gain +10 bonus on Fel Tests to interact with
organisation.

Gain proficiency with a group of pistol weapons.
The character has an innate ability with languages.
No penalty for attacks against specific locations.
Use Swift and Lightning Attack as a Half Action
and when charging,

Heal 1d5 Damage once per day.

Become a more powerful Psyker, rated 1 —10.
Gain an extra Psychic Technique.

Ready as a Free Action.

Test Ag to negate surprise.

Reduce reload time.

Gain +10 bonus to Resistance Tests.

50m radius, =10 to all Tests due to Fear.

Fear Rating 1 for two minutes in a 50m radius.
The character is immune to emotion.

Reduces Psychic Phenomenon.

A group or organisation bears the character
anlmosny,

Gain an advantage when battling traitors and
heretics.

Gain the ability to use a Servo-harness.

No penalties for called shots.

Gain an additional Wound.

One item up to 20 Requisition becomes standard
issue.

One item up to 40 Requisition becomes standard
issue and gain an additional benefit.

One item up to 70 Requisition becomes st_aﬁ_dard :
issue. :

TALENTS & TRAITS
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TALENT
DESCRIPTIONS

“The Imperium is a realm defended by sword strokes and the roar of
guns: a million sword strokes and a roar like the thunder of angry
gods pass every day, and yet it may prove not enough.”

—from the Ascension Address by Lord Militant Tetrarchus

Players can find a complete listing of the Talents available in
DeatuwatcH in Table 4—1: Talents, and the full explanations
of each Talent on the following pages.

TALENTS FOR SPACE M ARINES
THEIR ENEMIES

This chapter details many Talents; some off the:
for the exclusive use of Battle-Brothers of the Adeptus

here are not applicable to Space Marine characters,
because they are rendered redundant by a Battle-Brot
extraordinary prowess and abilities or because they:sii

are not things that a Space Marine would learn of do.

. This second group of Talents has been included in this

chapter not for the use of players inicreating DEATHWATCH
characters; but to enable Game Masters to create varied and
interesting NPCs and enemies for the player chatacters to
encounter during their missions for the Deathwatch.

TABLE 4-1: TALENTS, CONTINUED

Talent Name

Signature Wargear (Hero)?

Slayer of Daemons
Sprint

Stalwart Defence

Step Aside
Street Fighting

Storm of Iron

Strong Minded
Sure Strike

Swift Attack
Takedown
Talented®

Target Selection
Technical Knock
The Flesh is Weak

Thrown Weapon Training”

Thunder Charge

Total Recall

True Grit
Two-Weapon Wielder®
Unarmed Master
Unarmed Warrior

Unbowed and Unbroken

Unshakeable Faith
Wall of Steel
Warp Affinity
Warp Conduit
Warp Sense

Weapon-Tech

Wisdom of the Ancients
Whirlwind of Death
Denotes talent group.

Prerequisite

Adeptus Astartes

Ag 40, Dodge

Adeptus Astartes

WP 30, Resistance (Psychic)
WS 30
WS 35

BS50
Int 30

Adeptus Astartes

Int 30

T 40

WS 35 or BS35, Ag 35

WS 45, Ag 40, Unarmed Warrior
WS 35, Ag 35

Adeptus Astartes, Fel 40

Ag 35
Psy Rating, Special

Psy Rating, Strong Minded, WP 50
Psy Rating, Psyniscience Skill, Per 30+

Techmarine

Adeptus Astartes, Int 40
Adeptus Astartes

Benefit 5
One item up to 70 Requisition becomes standard issue.
Gain an advantage when fighting warp entities.

Move more quickly in combat. :
Hold a chosen point with indomitable determination and a
storm of fire.

Gain extra Dodge in a Round. .
Deal +2 Critical Damage with knives or unarmed attack

Cause additional Damage against Hordes with ranged
\’\-’C&POHS.

Re-roll failed WP Tests made to resist Psychic Powers.
Choose location on a successful attack.
Attack twice with a Full Action.

Make a special attack to Stun opponent.
Gain +10 bonus to corresponding Skill Test.
Shoot into melee without penalty.

Un-jam a gun as Half Action.

Replace parts of the body with iron and machine. :
Gain proficiency with a group of thrown weapons.

Break enemies with the momentum of an armoured charge.
The character can remember trivial facts and minor det’llls
Reduce Critical Damage the character takes. "
Attack twice when wielding two weapons. :
Attacks do 1d10+SB Damage and lack the Primitive tra
Deal 1d10 —3+5B with unarmed attacks.

Perform an act of defiance to remove Cohesion Damage
suffered in previous turn.

The character may re-roll failed Fear Tests.
Gain extra Parry each Round.

Re-roll Psychic Phenomenon.
+1 to Psy Rating when pushing.

Allows Psyniscience Test as Half Action.

Increase the efficacy of weapons w1elded by the 'Te:
or Mechanicus Implants. :

Spend a Fate Point to get insight on a situation.
Cause additional Damage against hor_de_.s ;n:m_g_‘la'
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ABHOR THE WITCH

Prerequisites: Adeptus Astartes, may not be taken by
characters with a Psy Rating

The Battle-Brother spends the time before battle armouring
himself against the power of the warp by reciting canticles
and litanies of hate and contempt against the unclean powers.
This Talent may be used in the Oath Making phase before
undertaking a mission. The Battle-Brother spends a Fate
Point in the Oath Making phase and counts as having spent
this Fate Point for the duration of the mission. During the
mission, the Battle-Brother must take a Challenging (+0)
Willpower Test whenever he is the subject of the effects of
a Psychic Power, daemonic power other warp-based power.
If the Willpower Test succeeds, then the Battle-Brother is
unaffected by the power. If the Test fails, then the power
affects him as normal. The effects of this Talent also apply to
powers that cause Damage indirectly such as blasts, and those
used by friendly psykers which might be beneficial to the
Battle-Brother. A power that is resisted by a Battle-Brother
using this Talent is not nullified if others will be affected by
it as normal.

AR OF AUTHORITY

Prerequisites: Fellowship 30

The character was born to command, either motivating or
rerrifying those under his charge. On a successful Command
Test, the character may affect a number of targets equal to
1d10 plus his Fellowship Bonus. Furthermore the character’s
voice commands such respect that even those not in his retinue
pay heed. The character may make a Command Test on those
not under his authority with a —10 penalty. This Talent has
no effect on hostile targets, and only affects NPCs.

AMBIDEXTROUS

Prerequisites: Agility 30
This Talent does not represent true ambidexterity so much as
sufficient training with both hands to make the distinction
moot. The character may use either hand equally well for any
zask, and does not suffer the —20 penalty for actions using
his off hand.

Special: When combined with a Two-Weapon Wielder
Talent, the penalty for making attacks with both weapons in
the same turn drops to —10.

ARMOUR-MONGER

Prerequisites: Techmarine

The finest armours and most powerful shields are all products
of the followers of the machine god, based on the fabled and
ancient designs of man’s glorious past. With years of training,
a Techmarine can learn to enhance these protections, or use
them in their optimum fashion. The Techmarine increases the
Armour Points of any armour he wears by 2 on all locations it
would normally cover as long as he has at least an hour each

~ day to bless and prepare the armour. This bonus applies only

ur worn by the Techmarine.

ASTARTES WEAPON SPECIALISATION

Prerequisites: Adeptus Astartes, Astartes Weapon Training
A Space Marine is a master of the tools of warfare, but through
long practice and affinity he may reach a level of mastery
with a particular type of weapon so that it becomes a tool of
perfect destruction. When this Talent is taken, a type and class
of weapons must be specified, such as bolt (pistols) or melee
(chain). This Talent may be taken multiple times for different
types and classes of weapons. When using the specified type of
weapon, the Battle-Brother never suffers a penalty greater than
—30 when using the weapon.

ASTARTES WEAPON TRAINING

Prerequisites: Adeptus Astartes

Battle-Brothers of the Adeptus Astartes spend years becoming
proficient with all manner of weapons. By the time that a
Battle-Brother has entered service in a squad, he will have not
only trained with both heavy and melee weapons, but used
those weapons on countless battlefields. The Battle-Brother
is proficient with bolt, chain, melta, plasma, power, flame,
primitive (ranged and melee), las weapons, launchers, solid
projectile, and thrown weapons of all Classes. In essence, the
only weapons that the Battle-Brother is not proficient with
are exotic weapons; for these, he must acquire individual
proficiencies as normal.

ASSASSIN STRIKE

Prerequisites: Agility 40, Acrobatics

The character’s natural agility and graceful martial forms turn
him into a dervish of death on the battlefield. After making a
melee attack, a successful Acrobatics Test allows the character
to move at half rate as a Free Action. Opponents do not
receive free attacks resulting from this move. The character
may only make this move once per Round.

AUTOSANGUINE

The ancient and blessed technology of the Mechanicus flows
through the character’s blood. These miniscule machines repair
minor injuries and speed healing. When applying healing, the
character is always considered Lightly Damaged, and heals at
an increased rate, removing 2 points of Damage per day.

Basic WEAPON TRAINING

Talent Groups: Bolt, Las, Launcher, Melta, Plasma, Primitive,
SP and Universal

The character has received Basic Weapon Training in a group
of weapons, and can use them without penalty. The Universal

group includes the Bolt, Las, Launcher, Melta, Plasma, and SP

groups. Weapon Skill or Ballistic Skill Tests used with a weapon

that a character does not have training for suffer a —20 penalty.
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BastioN OF IRON WiLL

Prerequisites: Psy Rating, Strong Minded, Willpower 40
The character’s sheer willpower and psychic focus have
become one and the same over years of practice and training,
such that their combined use is second nature. The character
doubles his Psy Rating on any Opposed Test involving the
Psyniscience Skill or Psychic Powers.

BarTLE RAGE

Prerequisites: Frenzy

Long experience and indomitable will have allowed the
character to master the beast within him, directing its
rage while keeping a clear head. The character may Parry
while Frenzied.

BERSERK CHARGE

The character has learned to put the whole force of his
momentum behind his weapon blows. When the character
charges into combat, few can stand before him. If the
character uses the Charge Action, he gains a +20 bonus to
Weapon Skill instead of +10.

BiNARY CHATTER

The character has optimised his use of Techna-Lingua for
controlling servitors. The character receives a +10 bonus to any
attempt to instruct, program, or communicate with servitors.

BLADEMASTER

Prerequisites: Weapon Skill 30, Melee Weapon Training
The character’s mastery of bladed weapons and martial
disciplines has no peer. When attacking with any bladed
weapon, including chainswords and power swords, the
character may re-roll one missed attack per Round.

Brinp Ficuting

Prerequisites: Perception 30

Years of practice and development of other senses allows the
character to fight in close combat without the benefit of sight.
This Talent reduces all penalties for obscured vision by half,
permitting the character to fight in fog, smoke, or darkness
more effectively.

Borrer DRILL

Prerequisites: Adeptus Astartes Weapon Training

The skill of an Adeptus Astartes with bolters of all types can
be honed by training and combat, allowing Space Marines to
unleash devastating volleys of disciplined fire that cut down
their enemies like the sweep of a scythe. When firing any
class of Bolt weapon on Full or Semi-Auto, the Battle-Brother
may opt to increase the weapon’s rate of fire by +1 (this
bonus applies to any and all bolt weapons wielded by the
Space Marine, meaning that if he is firing more than one bolt
weapon at a time, the bonus will apply to all such weapons).
This Talent only applies to personal weaponry and does not
impact vehicle-mounted weapons of any kind.

Burcing Bicers

Prerequisites: Strength 45

Whereas a weaker man would be sent flying when using
heavy weapons, the character’s strong physique allows him to
remain standing . The character can fire heavy weapons using
Semi-Auto Burst or Full Auto Burst without bracing, and he
does not suffer the —30 penalty for failing to brace.

CA1L TO VENGEANCE

Prerequisites: Adeptus Astartes, Fellowship 40

When a Space Marine falls in battle, one of his Battle-Brothers
may inspire those who remain to great deeds in revenge for
their fallen comrade. When another member of the unit is
killed or taken out of action, the Battle-Brother may take
a Full Action and spend a Fate Point to call his remaining
brothers to revenge the fallen. The character may raise his
weapon in defiance and speak an oath of hatred, or recite one
of the canticles of vengeance. No matter how it is embodied.
his action restores the Battle-Brother and all those in Suppor
Range of him to their starting Cohesion.

CATFALL

Prerequisites: Agility 30

Gymnastic ability and natural balance enables the character
to fall great distances without harm. Whenever he falls, the
character may take an Agility Test as a Free Action. Success.
and each additional Degree of Success, reduces the distance
fallen by a number of metres equal to the character’s Agiliey
Bonus for the purposes of determining Damage from the fall.

CueM GELD

Either chemical and surgical treatments or sheer will has
rendered the character immune to most mundane temptations.
Seduction attempts against him automatically fail, and Charm
Tests increase their Difficulty by one level. Taking this Talens
gives the character one Insanity Point.
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CLEANSE AND PURIFY

Prerequisites: Basic Weapons Training (Flame) Talent or
equivalent

The character can control the flowering flow of promethium
like no other, manipulating flame like an old accomplice. The
targets of the character’s flamer attacks take a —20 penalty to
their Agility tests to escape its effects, and when used against
an enemy with the Horde trait, the number of hits on the
Horde is increased by +1d5.

CoMBAT FORMATION

Prerequisites: Intelligence 40

The character has directed his comrades to prepare for danger,
slanning out their actions for many contingencies if attacked.
Before rolling Initiative, all other members of the group
may choose to use the character’s Intelligence Bonus for all
Initiative rolls rather than individual Agility Bonuses.

COMBAT MASTER

Prerequisites: Weapon Skill 30

The character’s weapon seems to be everywhere at once,
keeping many more opponents at bay in close combat
than would seem possible. Opponents fighting the
character in hand-to-hand combat gain no bonuses for
outnumbering him.

COMBAT SENSE

Prerequisites: Perception 40

The character has the ability to consciously recognise the
proddings of his subconscious as it reacts to his preternaturally
sharp senses, giving the character an edge that mere speed
cannot match. The character may use his Perception Bonus in
place of his Agility Bonus when rolling Initiative.

CoONCEALED CAVITY

The character’s flesh or augmetics conceals a small
compartment. This might be a pouch hidden under a flap
of flesh or a chamber fitted into a cybernetic enhancement.
The character may conceal one small item, no larger than a
closed fist, within this cavity. Discovering this compartment
requires success on a Difficult (~10) Search Test. If using
2 medicae scanner or auspex, the Difficulty is reduced to
Ordinary (+10).

COUNTER ATTACK

Prerequisites: Weapon Skill 40
The character’s lightning ripostes are things of deadly beauty,

swift and invisible as the wind. After successfully Parrying an
opponent’s attack, the character may immediately make an

attack against that opponent using the weapon with which he
Parried as a Free Action. This attack suffers a —20 penalty.

CRACK SHOT

Prerequisites: Ballistic Skill 40

The character can place his shots where they inflict more
harm, at creases, gaps, or joints in armour. When the
character’s ranged attack causes Critical Damage, add +2 to
the Damage.

CRIPPLING STRIKE

Prerequisites: Weapon Skill 50

The character can land his blows precisely where they inflict
the most harm, cutting into seams or hammering at weak
points. When the character’s melee attack causes Critical
Damage add +4 Damage.

CrusHING Brow

Prerequisites: Strength 40

The character has the ability to focus his entire body into
close combat attacks. The character adds +2 to damage
inflicted in melee.

DEADEYE SHOT

Prerequisites: Ballistic Skill 30

The character’s rock-steady hand and hawk-like eyesight
make him a dreaded marksman. No target, however precise,
can escape his crosshairs. When making a called shot, the
character suffers a —10 penalty instead of —20.

Dzrate FrRoM ABOVE

Prerequisites: Adeptus Astartes, Pilot (Personal)

A Space Marine descending into battle on trails of fire is a
true angel of death come to bring ruin and ending on all who
stand in his way. When the Battle-Brother makes a Charge
Action using a jump pack, his melee attack deals an extra d10
Damage for every two Degrees of Success, to a maximum
bonus of 2d10.

DEATHWATCH TRAINING

Prerequisites: Adeptus Astartes, member of the Deathwatch
All Deathwatch Space Marines automatically confirm any
Righteous Fury results (see page 245) against alien enemies
without needing to re-roll the Ballistic Skill Test or Weapon
Skill Test.

DEFLECT SHOT

Prerequisites: Agility 50

The character’s weapons move with such speed that they
can deflect thrown weapons and shots fired from primitive
weapons. The character may spend a Reaction to Parry an
incoming ranged attack from a primitive or thrown weapon.
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D1 HAarD

Prerequisites: Willpower 40

Through either willpower or sheer stubbornness, the character
refuses to cross into shadow. When the character suffers from
blood loss, he may roll twice to avoid death.

DisArRM

Prerequisites: Agility 30

The character can wrest weapons from his opponent’s hands
through practised technique or brute force. If in close combat,
the:character may use a Full Action to disarm his foe by
making an Opposed Weapon Skill Test. If the character wins
the Test, the enemy drops his weapon at his feet. Should the
character obtain three or more Degrees of Success, he may
take the enemy’s weapon from him.

DisturBING VOICE

The character’s voice has particularly baleful or menacing
qualities, causing others to quail before it. The character gains
a +10 bonus to all Intimidate or Interrogation Tests when
employing this talent, but suffers a —10 penalty to Fellowship
Tests when dealing with others in a non-threatening manner,
such as animals, children, or the easily startled.

DouBLE TEAM

The character has experience of fighting in paired teams that

- work together to take down their enemies. When ganging up
'~ on an opponent, the character gains an additional +10 bonus

to Weapon Skill Tests. If both characters who outnumber the
enemy have this Talent, both gain an additional +10 bonus,
for a total of +20. This bonus is in addition to the normal
bonus gained from outnumbering opponents.

DuaL SHOT

Prerequisites: Agility 40, Two-Weapon Wielder

The character’s skill with guns is such that he can target
two shots on exactly the same point. When armed with two
pistols, the character may fire both simultaneously as a Full
Action. A single Ballistic Skill Test is made, and if successful,
the character hits his target with both shots. As the character
is firing both guns as a single attack, he may take an Aim
Action before firing to get a +10 or +20 bonus to the BS
Test, and a red-dot laser sight mounted on any one of the
weapons provides its +10 bonus. The character does not suffer
from the normal —20 Ballistic Skill penalty for wielding two
weapons. If the attack hits, the target’s armour gets applied as
normal to both hits individually, but Toughness only counts
once against the combined damage rolls of both hits. A single
successful Dodge Test from the target avoids both shots.

DuAL STRIKE

Prerequisites: Agility 40, Two-Weapon Wielder

The character’s skill with melee weapons can place two blows
together to maximise Damage. When armed with two melee
weapons, the character may attack with both simultaneously
as a Full Action. Make a single Weapon Skill Test. If the test is
successful, the character hits the target with both weapons. As
the character is swinging both weapons as a single attack, he
may take an Aim Action before attacking to geta +10 or +20
bonus to the WS Test. The character does not suffer from the
normal —20 WS penalty for wielding two weapons. If the
attack hits, the target’s armour gets applied as normal to both
hits individually, but Toughness only counts once against
the combined Damage rolls of both hits. A single successful
Dodge or Parry Test from the target avoids both blows.

Dutry UntOo DEATH

Prerequisites: Willpower 45

The character’s will or faith can sustain him when his flesh
fails. He ignores the effects of injury, Fatigue, and Stunning
during combat. This Talent does not prevent the Damage, but
allows the character to temporarily ignore its effects for the
duration of the combat. Death still affects him normally.

E1LecTRICAL SUCCOUR

Prerequisites: Techmarine or Mechanicus Implants

The character can channel the sacred flow of energy from his
Potentia Coil or other energy source to replenish his flesh.
Whilst in contact with a functioning, powered machine or
fully charged battery or power cell, the character may make
an Ordinary (+10) Toughness Test. Success removes
one level of Fatigue plus one additional level of Fatigue for
each additional Degree of Success. This takes one minute of
meditation and ritual incantation.

E1rectrO GRAFT USE

Prerequisites: Techmarine or Mechanicus Implants

The character may use his Electro Graft to access data ports
and commune with machine spirits. This grants a +10 bonus
to Common Lore, Inquiry, or Tech-Use Tests whilst connected
to a data port.

ENEMY

Talent Groups: Adeptus Arbites, Adeptus Astra Telepathica,
Adeptus Astartes, Adeptus Mechanicus, Adepta Sororitas,
Adeptus Titanicus, Administratum, Astropaths, Chartist Captains,
Ecclesiarchy, Imperial Guard, Imperial Navy, Inquisition,
Navigators, Officio Assassinorum, PDEF, Planetary Governors,
Rogue Trader, Schola Progenium, Scholastica Psykana

The opposite of Good Reputation, the character is particulatly
despised by a specific social group or organisation. The
character suffers an additional —10 penalty to Fellowship
Tests when dealing with this group. This Talent is cumulative
with the Rival talent, for a total =20 penalty. =



THE PILLARS OF THE IMPERIUM

The Imperium is a complex machine made up of many divisions and sub-divisions of authority, power, and responsibility.
I addition to the many layers of organisation within the Imperium, there are countless more that exist outside the official
architecture of power, or exist only within particular locales of the Imperium. Included here is a list of some of the
organisations that are used in the descriptions of the Enemy, Good Reputation, Rival, and Peer Talents/in this Chapter.

Organisation

 Administratum
Adeptus Arbites
Adeptus Astartes.
Adeptus Astra
Telepathica
Adeptus Mechanicus
Adepta Sorotitas

Description

communications.

Ecclesiarchy
inpeialGrard S

Imperial Navy

Inquisition
Navigators
The secret bringers of death.

Rogtie Trader

Schola Progenium Emperor.

Scholastica Psykana

The GM and player may agree to award This talent when
appropriate to the adventure or campaign. This Talent can
5e removed with an Elite Advance, and the approval of the
GM, if the character has redeemed himself with the group
in question.

ENERGY CACHE

Prerequisites: Techmarine or Mechanicus Implants

The character has learned to focus the power stored within
his Potentia Coil with greater efficiency. The character no
longer gains Fatigue from using Luminen Charge, Luminen
Shock, and Luminen Blast.

ENHANCED Bionic FRAME

Prerequisites: Machinator Array

The character’s already impressive bionic body structure is
steadied by a gyro-array guided by a targeting system linked
<o the machine-spirit. The character gains the Auto-stabilised
Trait (see page 130).

The vast bureaucracy of the Imperium that administers the domains of the God-Emperor of mankind.
The keepers of Imperial law and enforcers of loyalty to the Golden Throne.
 The genetically enhanced, power armout-clad angels of death.

_ The organisation that trains and sanctions Imperial Psykers.

The Tech-Priests are the preservers of technology and fabricators of machines.
The female holy orders which include the Sisters of Battle.

- The Titan Legions whose vast war machines shake planets when they walk.
The telepaths who are soul-bound to the Emperor and who unite the Imperium through their telepathic

persecute its wars in the darkness between stars.
The secretive protectors of the Emperor's dominion.
The mutants whose abilities allow starships to pass through the warp and so travel between distant stars.

Planetary Defense Forces The military forces raised on planets to defend against invaders.
o A starship captain who possesses a charter granting him the right to voyage beyond!the bounds off the

The schools that teach orphans of Imperial officials who have given their lives in the service of the

Exot1ic WEAPON TRAINING

Talent Groups: Each exotic weapon

The character is trained to use a particularly obscure type of
weapon, allowing him to use armaments few others have ever
seen. Weapons requiring this unique Talent are noted in their
armoury descriptions. Weapon Skill or Ballistic Skill Tests used
with a weapon that a character does not have training for suffer
a =20 penalty.

Eve oF VENGEANCE

Prerequisites: Astartes Weapons Training, Ballistic Skill 50
The Battle-Brother can focus his intent on where it is likely
to do most Damage to his enemy and then strike the target
down with a single shot. The Battle-Brother may declare
that he is using this Talent before he makes a.single ranged
attack. If the attack hits, it ignores an additional point of
armour per Degree of Success. If a 10 is rolled for Damage,
it automatically triggers Righteous Fury without the need for
another Ballistic Skill Test (see Righteous Fury on page 245
in Chapter VIII: Combat). This Talent may not be used in
conjunction with Blast weapons, Semi or Full-Auto Bursts, or
Flame weapons. It may, however, be used in conjunction with
accurate weapons and in conjunction with making Called
Shots and taking Aim Actions. e
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ExeMprLAR OF HONOUR

Prerequisites: Adeptus Astartes

The Battle-Brother exemplifies all that is finest in an Adeptus
Astartes to the extent that his presence can rally his brothers
and inspire them to fight together against overwhelming
odds. The Battle-Brother may spend a Fate Point as a Free
Action to regain Cohesion equal to his Fellowship Bonus. He
may do this once per Round.

FAVOURED BY THE WARP

Prerequisite: Willpower 35
Whenever a Psychic Power results in Psychic Phenomena,

* the character may roll twice on that table and take the more

favourable result.

FEARLESS

Through hard experience with horrifying situations, fear no
longer commands the character’s actions. The character is
immune to the effects of Fear and Pinning, but disengaging
from combat or backing down from a fight requires a
successful Willpower Test.

FEEDBACK SCREECH

Prerequisites: Techmarine or Mechanicus Implants

The character can scramble his vox synthesizers, causing a
hideous blast of noise that shocks and distracts others. All
unprotected creatures within a 30-meter radius who have the
ability to hear must make a Willpower Test or lose a Half

Action on their next turn as they involuntarily react to the
- cacophonous shriek.

=1 118 |

Ferric LUre

Prerequisites: Techmarine or Mechanicus Implants

The character can cause an unsecured metal object within his
field of vision to fly into his hand. The object may weigh up
to 1 kilogram per point of the character’s Willpower Bonus,
and must lie within 20 metres. Using this Talent requires a
Full Action and a successful a Willpower Test.

FeErRRIC SUMMONS

Prerequisites: Techmarine or Mechanicus Implants,
Ferric Lure

The character can call an unsecured metal object to his hand as
with Ferric Lure. The character may summon objects of up to
2 kilograms per point of Willpower Bonus, and the object may
be up to 40 metres distant. The character must spend a Full
Action and succeed on a Willpower Test to enact this rite.

FramMe WEAPON TRAINING

Talent Groups: Universal

The sight of flaming streams of promethium brings joy to the
Explorer’s heart and dread to his foes. He has mastered the
art of a wide variety of flamer weapons. The Universal Talent
group encompasses all non-Exotic weapons with the Flame
special quality.

Fresg RENDER

Prerequisites: Adeptus Astartes

The Battle-Brother has a taste for the massive damage that
can be inflicted with chain weapons and other melee weapons
that rip apart the flesh of their enemies. When inflicting
Damage with a melee weapon that has the Tearing quality,
the character rolls a single additional die for Damage and
picks the highest roll. For weapons that inflict several dice
worth of Damage, only a single additional die is rolled.

ExAMPLE

Averrus, a Deathwarch Assault Marine, attacks a Tyranid
Hormagaunt with bis chainsword. Because Averrus’ chainsword
bas the Tearing Quality, be benefits from bis Flesh Render Talent.
Averrus rolls 3d10 for Damage (getting a 9, 2, and 5 on the dice)
and selects the best result (9).

FoRrEesiGgHT

Prerequisites: Intelligence 30

Logic and analysis do for the character what Tarot and
the bones claim to do for the superstitious masses. By
careful consideration of all the possible consequences, and
examination of all evidence and information, the character

can identify the best path for success. By spending 10 minutes

studying or analysing a problem, the character gains a +10
bonus to his next Intelligence Test.
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ERENZY

The character’s temper and passion boil just below the surface
of his psyche, mostly held in check by his rational mind, but
casily released when needed. If the character spends one full
Round fuelling his anger—by flagellation, drugs, or other
means—on the next Round he goes into an uncontrolled rage,
gaining a +10 bonus to Weapon Skill, Strength, Toughness,
and Willpower, but suffering a —20 penalty to Ballistic Skill
and Intelligence. The character must attack the nearest enemy
in melee combat if possible. If he is not engaged with the
nearest enemy, he must move towards that enemy and engage
it if possible. The character will not take obviously suicidal
actions such as leaping off a building in order to engage
someone on the ground, but he will take any actions that
have a reasonable opportunity to engage in melee with the
nearest enemy. While Frenzied, he is immune to Fear, Pinning,
Stunning effects, the effects of Fatigue, and he may not Parry,
retreat, or flee. He remains Frenzied for the duration of the
combat. Unless the character has a Talent that allows him to
do so, he may not use Psychic Techniques whilst in Frenzy.
Some beings are either permanently Frenzied or can Frenzy
at will.

Furious ASSAULT

Prerequisites: Weapon Skill 35

The character’s speed and martial prowess allow him to land
several blows where lesser combatants land one. If the character
successfully hits his target using the All Out Attack Action, he
may spend his Reaction to make an additional attack using the
same bonuses or penalties as the original attack.

Goobp REPUTATION

Prerequisites: Fellowship 50, Peer (of that group)

Talent Groups: Adeptus Arbites, Adeptus Astra Telepathica,
Adeptus Astartes, Adeptus Mechanicus, Adepta Sororitas,
Adeptus Titanicus, Administratum, Astropaths, Chartist Captains,
Ecclesiarchy, Imperial Guard, Imperial Navy, Inquisition,
Navigators, Officio Assassinorum, PDE, Planetary Governors,
Rogue Trader, Schola Progenium, Scholastica Psykana

The character is well respected within a social group or
organisation. The character gains an additional +10 bonus to
Fellowship Tests when dealing with this group. This Talent
is cumulative with Peer, for a total of a +20 bonus. This
bonus also applies to Influence Tests when dealing with this
particular group. The GM and player may agree to award this
Talent when appropriate to the adventure or campaign.

GuN BLESSING

Prerequisites: Techmarine

Utilising his sacred ability to subtly affect ferrous materials,
the character may un-jam a number of weapons equal to his
Intelligence Bonus, so long as they are within a 10-meter
radius. A successful Intelligence Test indicates the character
has appeased the spirits of the weapons. This blessing requires

a Full Action.

GUNSLINGER

Prerequisites: Ballistic Skill 40, Two-Weapon Wielder

The character has trained with pistols for so long that they are
like extensions of his own body, barely requiring conscious
thought to aim and fire. When armed with two pistols, the
character reduces the penalty for Two-Weapon Fighting by
—10. If the character also possesses the Ambidextrous Talent,
the penalty is reduced to 0. ]

HaMMER Brow

Prerequisites: Adeptus Astartes

The Battle-Brother strikes a single blow with such focus and
force that it breaks armour and pulps flesh as it strikes. When
the Battle-Brother makes an All Out Attack manoeuvre to
make a single melee attack, he may add half his Strength
Bonus to the weapon’s Armour Penetration. The attack
also counts as having the Shocking quality to represent the
concussive force of the blow’s impact.

HARD TARGET

Prerequisites: Agility 40

Light on his feet, the character dodges and weaves as he
moves, skills learned from long years in the line of fire. When
the character performs a Charge or Run Action, opponents
suffer a —20 penalty to Ballistic Skill Tests made to hit the
character with a ranged weapon. This penalty continues until
the start of the character’s next turn.

HARrDY

Prerequisites: Toughness 40

The character’s constitution rebounds quickly from shock
or injury. When undergoing medical treatment or healing
from injures, the character recovers Damage as if Lightly
Damaged.

HATRED

Talent Groups: Chaos Space Marines, Daemons, Mutants,
Psykers, Xenos (specific), other

A group, organisation, or race has wronged the character in
the past, fuelling this animosity. When fighting opponents of
that group in close combat, the character gains a +10 bonus
to all Weapon Skill Tests made against them.

Heavy WEAPON TRAINING

Talent Groups: Bolt, Las, Launcher, Melta, Plasma, Primitive,
and SP

The character can employ some of the most devastating
weapons of the battlefield. The character can use weapons
of the groups for which he has selected this Talent, choosing

one new group each time the character obtains it. When a
character attempts to use a weapon he does not have the
correct Weapon Training Talent for, he suffers a —20 penalry
to any relevant Weapon Skill or Ballistic Skill Test.
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HEIGHTENED SENSES

Talent Groups: Sight, Sound, Smell, Taste, Touch

Either genetics or augmetics have made one of the character’s
senses are superior to others. When the character gains this Talent,
select one of the five senses. The character gains a +10 bonus
to any tests specifically involving this sense. Thus, Heightened
Senses (Sight) would apply to an Awareness Test to see a distant
flock of shale crows, but not to a Ballistic Skill Test or a Weapon
Skill Test simply because the character is using his eyes.

Hir SHOOTING

Prerequisites: Ballistic Skill 40, Agility 40

The character’s prowess with ranged weapons is such that he
can still fire accurately without his eye behind the weapon’s
sights. As a Full Action, the character may both move up to his
Full Move rate and make a single attack with a ranged weapon.
This attack can only be a single shot—no automatic fire.

HUNTER OF ALIENS

Aliens are a foul and constant threat to the Imperium, and
the character has taken a vow to rid the galaxy of their foul
presence. Though he knows such a task is greater than his
actions alone, the character hopes the vile xenos blood he spills
goes some way to winning the Emperor’s war against this most
terrible of foes. The character gains +10 to his Weapon Skill
‘and +2 to melee weapon Damage when combating aliens.

IMPROVED WARP SENSE S

Prerequisites: Warp Sense

The character can now see the warp and physical universe side
by side, no longer taking any concentration on his part. After
gaining this Talent, the character may use the Psyniscience
Skill as a Free Action.

INFUSED KNOWLEDGE

Prerequisites: Intelligence 40

The character has been infused with a great wealth of lore and
knowledge, either through punishing noetic techniques or by -
arcane methods kept secret by the guardians of technology and -
knowledge. The character treats all Common and Scholastic
Lore Skills as Basic Skills. This Talent also provides a +10
bonus to any tests involving Common or Scholastic Lore for -
which the character already possesses the Skill.

INDEPENDENT TARGETING

Prerequisites: Ballistic Skill 40

The character has developed his peripheral vision and situational -
awareness to a point where he can fire in two directions within
a split second. When firing two weapons as part of a single
Action, the targets need not be fewer than 10 metres apart.

INTO THE JAWs OF HELL

Prerequisites: Iron Discipline

The character inspires loyalty and devotion in his followers
such that they would follow him into the warp vortices of
the Maw or on a boarding action against xenos corsairs. In
personal combat, while visible to the character, the followers
are immune to Fear and Pinning,

INSPIRE WRATH

Prerequisites: Fellowship 30

The character knows just the turn of phrase that incites
individuals or groups to rage against others. The character’'s
rhetoric grants him +20 to Interaction Tests when inspiring
hatred or anger, and this Talent doubles the number of
individuals affected. This Talent can be combined with Master
Orator to further increase the number of listeners affected.

IroN DiscIirLINE

Prerequisites: Willpower 30, Command
Iron sharpens iron. The character does not coddle his
subordinates nor motivate them through kindness. The
character’s stalwart example and stern leadership exhorts them -
with steel instead of spoils. If the character is visible to his -
followers, either in person or via vox- or pict-caster, they may -
re-roll failed Willpower Tests made to resist Fear and Pinning.
Iron Discipline can affect a number of targets equal to the
character’s Willpower Bonus, who must be under the character’s
command. Player characters can benefit from Iron Discipline if
the character with this Talent is the official group leader.




IrON Jaw

Prerequisites: Toughness 40

The character has taken blows from Orks and given back
as good as he got. The character can bounce back from
most strikes without ill effects. If ever Stunned, a successful
Toughness Test allows the character to ignore the effects.

JADED

Prerequisites: Willpower 30

The character’s wide travels have shown him both wonders
and horrors beyond the ken of most. The galaxy has thrown
its worst at the character, and he has yet to flinch. Mundane
events, from death’s horrific visage to xenos abominations, do
not cause Insanity Points, nor Fear Tests. Terrors of the warp
still affects the character normally.

KILLING STRIKE

Prerequisites: Adeptus Astartes

Space Marines are amongst the deadliest warriors in the
galaxy, and they have learned how best to place their blows
for maximum effect. When taking the All-Out Attack action,
a Space Marine may spend a Fate Point (before rolling the
dice) to make his melee attacks for that round impossible
to parry or dodge.

Leap Upr

Prerequisites: Agility 30

A combination of athletic ability and speed allow the
character to spring to his feet in virtually any circumstance.
The character may stand up as a Free Action.

LAsT MAN STANDING

Prerequisites: Nerves of Steel

The character has developed a sixth sense about hails of
gunfire, allowing him to sense gaps and pauses in the lethal
rain. The character is immune to Pinning by pistols and
Basic Weapons, and he adds +1 AP to the value of any cover
protecting him from ranged attacks.

LIGHT SLEEPER

Prerequisites: Perception 30

The slightest change in conditions or disturbance brings the
character from sleep to full awareness, remaining alert even
in slumber. The character is always assumed to be awake,
even when asleep, for the purposes of Awareness Tests or
surprise. Unfortunately, the character’s sleep is not deep and
can be frequently interrupted, resulting in a less-than-cheery
disposition when awake.

a'Ballistic Skill Test allows the character to direct this energy
‘against a single target within 10 metres. The target takes 1d10

LIGHTINING ATTACK

Prerequisites: Swift Attack

The character’s speed with weapons is legendary, allowing him to
launch flurries of attacks in melee. As a Full Action, the character
may make three melee attacks on his turn. The effects of this
Talent replace those of Swift Attack rather than adding to them.
The use of Lightning Attack may not be combined with Dual
Strike. If the character has the Two-Weapon Wielder Talent and
is wielding two melee weapons, the character gains the advantage
of Lightning Attack with only one of the weapons, and a single
attack with the other. If the character has the Two-Weapon
Wielder Talent and is wielding a melee weapon in one hand and
a gun in the other, they gain the advantage of Lightning Attack
with the melee weapon and a single attack with the gun.

LicHTNING REFLEXES

The character always expects trouble, even in the most innocuous :

situations, allowing him to act quickly when needed. Add twice
the character’s Agility Bonus when rolling for Initiative. If the
character has Unnatural Agility, then add one to the multiplier
before factoring the bonus into the character’s Initiative roll.

Litany oF HATE

Prerequisites: Hatred (any)

The character’s belief in the righteousness of his hatred is
5o ingrained in his being that he can inspire the same hate
in others. As a Full Action, make a Charm Test to extend
the effects of the character’s Hatred Talent to nearby allies.
Success on the test confers a +10 bonus to WS when fighting
hated foes to one ally per point of the character’s Fellowship
Bonus. The effects last for the duration of the encounter.

Locis IMPLANT

The character’s logis processors work with preternatural speed,
filtering sensory input and allowing the character to analyse
and anticipate the actions of those around him. By using the
character’s Reaction for the Round, the character may make a
Tech-Use Test to make use of this Talent. The character gains
a +10 bonus to all Weapon Skill and Ballistic Skill Tests until
the end of his next turn. The character must pass a Toughness
Test when he uses this Talent or gain a level of Fatigue.

LUMINEN BLAST

Prerequisites: Techmarine or Mechanicus Implants

The Omnissiah has blessed the character with augmetic conduits
that parallel the bones of his arms. By reciting the proper litany,
the character can channel the energy stored in his Potentia
Coil down these channels and direct it at enemies. Success on

plus the character’s Willpower Bonus of Energy Damage with
the Shocking Quality. The character must pass a Toughness
Test when he uses this ability or gain a level of Fatigue.
Talent Use: Half Action Attack

TALENTS & TRAITS
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LuMINEN CHARGE

Prerequisites: Techmarine or Mechanicus Implants

The character has mastered the union between his holy
mechanical elements and his mortal flesh, allowing the
former to power the latter. With a successful Toughness
Test, the character may recharge or power machinery with
his internal coils. This requires one minute of meditation and
ritual incantation. The difficulty of the Toughness Test varies
depending on the nature of the powered system:

Difficulty Example
Ordinary (+10) Simple Power Cell, Illuminator

a Slate,
Challenging (+0) Weapon Charge Pack, Data Slate,

Bridge Terminal

5 Hotshot Charge Pack, Shuttle
Difficult C10) Electronics, Sf:'o-Skull
Lascannon Charge Pack, Servitor,
Bridge Hololith

Ship’s Cogitator Core, Reactor
Machine Spirit, Xenos Tech

Hard (~20)

Very Hard (~30)

The character must pass a Toughness Test when he uses
this ability or gain a level of Fatigue. No matter the power
bestowed upon the character by the Omnissiah, some systems
are either too large or too alien for this Talent—the GM is
the final judge.

LUMINEN SHOCK

Prerequisites: Techmarine or Mechanicus Implants

The power of the character’s Potentia Coil flows through
a network of inductors within his flesh. This allows the
character to channel this energy into his blows. In close
combat, a successful Weapon Skill Test or Grapple delivers
the shock. The Luminen Shock inflicts 1d10+3 points of
Energy Damage with the Shocking Quality. The character
must pass a Toughness Test when he uses this ability or gain
a level of Fatigue.

Talent Use: Half Action Attack

MACHINATOR ARRAY

Prerequisites: Mechanicus Implants

The character has returned to the créches of the Mechanicus
so the Priesthood of Mars may bring him closer to the most
holy of forms by adding an extensive machinator array to
the character’s existing augmetics. The character’s Strength
and Toughness Characteristics are increased by +10. Reduce
the character’s Agility and Fellowship by —5. The character’s
mass increases to three times that of a normal person, and
the character may no longer stay afloat or swim in water or
similar liquids. The character may mount a single pistol or
close combat weapon on any Servo-Arm or Servo-Harness he
possesses. The character must still have the proper Talent to

~ use the mounted weapon.

MAcLEV GRACE

Prerequisites: Mechanicus Implants

The character is implanted with anti-grav coils throughout his
lower body, allowing him to hover just off the ground. Using
a Half Action, the character may hover 20 —30 centimetres
off the ground for a number of minutes equal to 1d10 plus
the character’s Toughness Bonus. The character must employ
a Half Action each Round to maintaining the rite, and may
use the other actions to move normally. The character may
activate this rite to slow his rate of descent when falling,
reducing all falling Damage to 1d10+3 Impact. Each use of
Maglev Grace exhausts the power stored in the character’s
Potentia Coil, and so this Talent cannot be reused until the
Coil has been recharged (usually 1d5 hours).

MAGLEV TRANSCENDENCE

Prerequisites: Mechanicus Implants, Maglev Grace

The character has proven his devotion to the Machine God by
lacing anti-grav coils through every portion of his body. Using
a Half Action, the character may hover 20 —30 centimetres
off the ground for a number of minutes equal to 2d10 plus |
the character’s Toughness Bonus. The character must employ
a Half Action each Round to concentrate on maintaining this
rite, but any Move Action allows the character to move up to
his running speed. The character can slow his rate of descent
when falling so long as this rite is active when the character
reaches the ground, taking no falling Damage. Each time the
character enacts this rite, it drains 50% of the power stored
in his Potentia Coil.

MARKSMAN

Prerequisites: Ballistic Skill 35

The character’s steady hand and eagle eye allows him to keep
crosshairs steady on any target, regardless of range. Distance
is no protection against the character’s marksmanship, and
he suffers no penalties for Ballistic Skill Tests at long or
extended range.

MASTER CHIRURGEON

Prerequisites: Medicae +10

The character’s advanced medical skills enable him to knit flesh
with deft same mastery. The character’s exceptional education
in use of the Narthecium, med-slate, and supplemental drugs
give his patients an enormous advantage. The character gains
a +10 bonus on all Medicae Tests. If treating a Heavily or
Critically Damaged patient, a successful test heals 2 Wounds
instead of 1. If the patient is in danger of losing a limb from
a Critical Hit (see Chapter VIII: Combat), the character
provides the patient with a +20 bonus to the Toughness Test
to prevent limb loss.
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MASTER ENGINSEER

Prerequisites: Tech Use +20, Mechanicus or Techmarine
Implants

The character’s knowledge of engines and their machine
spirits surpasses all but the most venerable servants of the
Machine-God. The character can almost feel the plasma
pulsing through a reactor’s conduits as if it were his own
veins. The character may spend a Fate Point for automatic
success on a Tech Use Test for enhancement, repair, or
upgrade of a machine’s system, taking the minimum amount
of time possible on the task.

MASTER ORATOR

Prerequisites: Fellowship 30

The character has learned the techniques required to
influence large audiences. The character’s Fellowship Tests
and Fellowship-based Skill Tests affect 10 times the normal
number of targets.

MEecCHADENDRITE USE

Prerequisites: Mechanicus or Techmarine Implants

Talent Groups: Servo-arm, Weapon, Utility

Though there are many different types of Mechadendrite,
this Talent divides them into two broad categories:
Servo-Arm: Servo-arms are powerful mechanical arms fitted
with piston-driven claws that are equally effective as weapons
as they are at repairing machines.

Weapon: Mechadendrites of this type end in either ranged
or close combat weapons, and have the supplemental support
and strength necessary for combat. Servo-Arms and the
Servo-Harness may also count as this type.

Utility: Including such varied types as Machine Spirit
Interface, Manipulator, Medicae, Utility, Optical, and
countless others, these Mechadendrites generally require less
hardy mountings, but all interface with the Cyber Mantle in
a similar manner.

MEDITATION

The character has mastered his body and its reactions by the
practice of meditative techniques, shutting down unnecessary
functions that enables him to refresh both body and mind.
Success on a Willpower Test and 10 minutes without
interruptions removes one level of Fatigue.

MELEE WEAPON TRAINING

Talent Groups: Chain, Shock, Power, Primitive, Universal

The character has trained extensively with hand-to-hand
weaponty, becoming proficient in the use of virtually all
hand-held close combat arms. The “Universal” group includes

the Primitive, Chain, Shock and Power groups. When a

character attempts to use a weapon he does not have the
correct Weapon Training Talent for, he suffers a =20 penalty

t0 any relevant Weapon Skill or Ballistic Skill Test.

MENTAL RAGE

Prerequisites: Frenzy

The character’s madness and hate open his mind to the warp,
allowing the character to use its power with little conscious
thought. While in a Frenzied state, the character may use his
Psychic Powers normally.

MicuTtY SHOT

Prerequisites: Ballistic Skill 40

The character knows the weak points in every armour and
material, and has the skill to ensure that his shots land exactly
where they do the most damage. The character adds +2 to
Damage inflicted with a ranged weapon.

MiMmic

Vox synthesisers, training, or innate abilities allow the
character to accurately mimic the voice of another. The
character must study the voice patterns of his intended
target for at least one hour for proper imitation, and speak
the same language. The character cannot accurately copy the
voice of a xenos due to the difference in physiology and the
subtle complexities of most alien languages. Listeners must
succeed on a Difficult (-10) Scrutiny Test to penetrate the
deception. If the character’s study used vox recordings or
comm-link conversations rather than in-person observation,
the Difficulty of the Scrutiny Test is reduced to Challenging
(+0). The character’s deception automatically fails if the
listener can clearly see him.

NERVES OF STEEL

Long years on the battlefield enable the character to remain
calm as fire impacts all around them. The character may re-
roll failed Willpower Tests to avoid or recover from Pinning.

ORTHOPROXY

A liturgical circuit has been implanted within the character’s
skull, allowing him to focus on the prayers recited by the
proxy unit when the character’s mental fortitude is in peril.
The character receives a +20 bonus to Willpower Tests made
to resist mind control or interrogation.

PArRANOIA

The character knows that danger lurks behind every corner
and knows the galaxy will hit him as soon as he lets his guard
down. The character gains a +2 bonus on Initiative rolls, and
the GM may secretly test using the character’s Perception to
notice hidden threats. The price of this eternal vigilance is a
ewitchy disposition and the inability to relax.

TALENTS & TRAITS
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PEER

Prerequisites: Fellowship 30

Talent Groups: Adeptus Arbites, Adeptus Astra Telep'erh]m
Adeptus Astartes, Adeptus Mechanicus, Adepta Sororitas,
_ Adeptus Titanicus, Administratum, Astropaths, Chartist Captains,
Ecclesiarchy, Imperial Guard, Imperial Navy, Inquisition,
Navigators, Officio Assassinorum, PDE, Planetary Governors,
Rogue Trader, Schola Progenium, Scholastica Psykana

The character knows how to deal with a particular social
group or organisation. He gains a +10 bonus to all Fellowship
Tests when interacting with the chosen group. The GM and
player may agree to award this Talent when appropriate to the
adventure or campaign.

Pistor WEAPON TRAINING

Talent Groups: Bolt, Las, Launcher, Melta, Primitive, Plasma
SP, Universal

The character has practised with nearly every single-handed
ranged weapon within the confines of the Imperium, and no
small number without. This talent confers proficiency with
most pistol-type weapons, including the Bolt, Las, Launcher,
Melta, Plasma, Primitive, and SP groups. When a character
attempts to use a weapon he does not have the correct Weapon
Training Talent for, he suffers a —20 penalty to any relevant
Weapon Skill or Ballistic Skill Test.

Porycror

Prerequisites: Intelligence 40, Fel 30

The character has an innate ability to derive meaning from
unknown languages, and make himself understood using this
intuitive grasp. The character treats all languages as Basic
Skills. This is not the same as true knowledge of the language,
and tests using this Talent suffer a —10 penalty due to the
simplistic nature of translation.

PrEecise Brow

Prerequisites: Weapon Skill 40, Sure Strike

The character’s eye, hand, and weapon act seamlessly together,
placing the character blows exactly where the character
intends. When making a called shot with a melee weapon,
the character does not incur the normal —20 penalty.

PRETERNATURAL SPEED

Prerequisites: Weapon Skill 40, Agility 50

The character is a swift moving bringer of death, a living,
bloody scythe before whom foes die like corn before the
reaper. The character may use Swift Attack and Lighting
Attack as a Half Action rather than a Full Action. In addition,
the character may use the Swift Attack and Lightning Attack
Talents during a Charge.

R ——

PROSANGUINE .

Prerequisites: Autosanguine

Through the application of his will, the character may speed -
the function of his Autosanguinators. By spending 10 minutes
in meditation and ritual incantation, the character may make
a Tech-Use Test, and if successful, remove 1d5 points of
Damage. If the character rolls a 96—100, he overstrains his
implants, losing the ability to use them for one week. During
that week, the character may use neither the Autosanguine
nor Prosanguine Talents. Using Prosanguine requires 10
minutes of meditation and ritual incantation.

Psy RatING

The character is a psyker; their power in game terms is rated
on a scale of 1 to 10, where Psy Rating 1 is the lowest to
warrant the attentions of the Scholastica Psykana and the
Black Ships, and a rating of 10 represents one of the most
powerful of the entire human sphere. A Librarian begins play
with Psy Rating 3, as detailed on page 80 of Chapter II:
Specialities. See Chapter VI: Psychic Powers for detailed

rules on the game mechanics of this ability. Increasing a -

character’s Psy Rating represents that character unlocking
more of his psychic potential and becoming more and more

powerful. A character may take this Talent multiples times.

Each time this Talent is taken, the character’s Psy Rating is
increased by 1. An increase in Psy Ratings in DEATHWATCH
does not give additional Psychic Powers.

Psycuic TECHNIQUES

Talent Groups: See Psychic Techniques

Either through training or natural development, the character
has learned an additional Psychic Technique. Once this Talent
has been selected, the character may select one new Psychic
Technique in any Discipline he possesses with an XP cost
equal to or lower than the Talent’s XP cost. Note that when a
Psychic Technique is selected, the character does not have to
spend more XP -he spent the required XP when he purchased
the Talent. This Talent may be chosen multiple times, each
selection granting an additional Technique.

Quick Draw

The character has practiced so frequently with his weapons
that they practically leap into his hands in response to a
simple thought. The character can Ready as a Free Action
when armed with a pistol or basic ranged weapon, or a melee
weapon that can be wielded in one hand. :

RariD REACTION

Prerequisites: Agility 40
The character has honed his reactions to a razor's edge,
allowing them to act while most stand dumbfounded. When
surpused or ambushed, a successful Agility Test allows the
character to act normally. i




RaApriD RELOAD

The firing ranges and weapon drill chambers are the character’s
constant abode, and hours of reloading countless magazines or
power cells means that he can replace them without looking
and without thinking. The character halves all reload times,
rounding down. Thus, Half Action reload become a Free
Action, a Full Action reload becomes a Half Action and so on.

RESISTANCE

Talent Groups: Cold, Fear, Heat, Poisons, Psychic Powers
The character’s background, experience, training, exposure,
or plain stubbornness has developed a resistance within him.
Each time the character selects this Talent, choose one area
of resistance. The character gains a +10 bonus when making
zests to resist the effects of this group. The character's GM
may wish to approve certain choices or have them justified by
the character’s past.

RITE OF AWE

Prerequisites: Mechanicus or Techmarine Implants

The augmetic blessing of the Omnissiah on the character’s
voice box allows him to recite infrasonic liturgies that trigger
swe and fear. All humans, regardless of their ability to hear,
within a 50-meter radius feel a sense of dread and take a
—10 penalty to their next Skill Test (including Weapon Skill
2nd Ballistic Skill Tests). Player characters may ignore these
=ifects with a successful Willpower Test. Whilst incanting
the rite, the character may not talk or communicate with
others. The rite requires one-Half Action speaking the litany
in Techna-Lingua, and it is considered very bad form to
break off the recitation before completion. Humans without
zuditory implants cannot hear infrasonic sounds, and though
still affected do not know the character is speaking.

Ri1TE OF FEAR

Prerequisites: Mechanicus or Techmarine Implants

The character’s infrasonic dirges cause terror in the weak. All
Sumans, regardless of their ability to hear, within a 50-meter
=zdius treat the character as if he had a Fear Rating of 1. While
incanting the dirge, the character may not communicate in
zny other way. The rite requires one-Half Action chanting
in Techna-Lingua, and most would not consider halting
the incantations prior to their completion. Humans without
zuditory augmentation cannot hear infrasonic sounds, and
hough still affected do not know the character is speaking.

RiTE OF PUrRE THOUGHT

Prerequisites: Mechanicus or Techmarine Implants

The character has replaced the creative half of his brain with

sacred cranial circuitry. The character can no longer feel

emotion, and instead embraces the crystal purity of logic.
The character is immune to Fear, Pinning, and any effects
- hat stem from emotional disturbance. The character's GM
_ ==moves any Mental Disorders that no longer apply, and grant

the character appropriate new ones of equal severity. The
character’s comrades may find the character somewhat cold,
though other followers of the Omnissiah will rejoice in the
character’s newfound freedom.

RITE OF SANCTIONING

Prerequisites: Psy Rating

The character has been trained to resist the dangers of the
warp: his resistance has been weighed and measured and
found to be sufficient for his power to be sanctioned. This
ceremony changes a psyker, and the character bears these
physical changes along with a Sanctioning Mark. Choose one
result on the Psychic Phenomena chart on page (other than
Perils of the Warp). When rolling for Psychic Phenomena,
the character may substitute the specified result for the effect
rolled on the table, so long as the character did not roll Perils
of the Warp.

RivaL

Talent Groups: Adeptus Arbites, Adeptus Astra Telepathica,
Adeptus Astartes, Adeptus Mechanicus, Adepta Sororitas,
Adeptus Titanicus, Administratum, Astropaths, Chartist Captains,
Ecclesiarchy, Imperial Guard, Imperial Navy, Inquisition,
Navigators, Officio Assassinorum, PDF, Planetary Governors,
Rogue Trader, Schola Progenium, Scholastica Psykana

This Talent represents aggressive competition and some
animosity with a particular social group or organisation. The
character suffer a —10 penalty to all Fellowship Tests when
interacting with the group in question.

The GM and player may agree to award this Talent when
appropriate to the storyline. This Talent may be removed with
an Elite Advance and the approval of the GM if the character
has taken suitable actions to earn the trust of the group.

SCOURGE OF HERETICS

The character has taken a vow to purge heretics wherever
he finds them and has honed his skills in dispatching them.
This is not a blood-fuelled rage or the uncontrollable madness
of death but rather a cold, calculated skill drilled into the
character through countless hours of training and prayer. The
character gains a +10 to his Weapon Skill and +2 to melee
weapon Damage when combating heretics. It is up to the GM
to decide exactly which enemies count as heretics.

SERVO-HARNESS INTEGRATION

Prerequisites: Techmarine Implants, Mechadendrite Use
(Servo-arm)

The Techmarine has had his implanted systems integrated
with a many-armed servo harness, allowing him to use its
pincer-arms and weapon arrays as if they were extra limbs of
his body. The Techmarine may be fitted with and use a Servo-
harness (see page 177 in Chapter V: Armoury) and may use
weapons fitted to the harness in which he is proficient. ;
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; SHARPSHOOTER

3 Prerequisites: Ballistic Skill 40, Deadeye Shot
" The character’s steady hand and eagle eye allow him to place

shots exactly where he wants. When making a Called Shot,
the character does not incur the normal —20 penalty. The
effect of this Talent replaces those of Deadeye Shot.

SIGNATURE WARGEAR

A tool of war has served the Battle-Brother in countless
victories, and is always at his side. Select one item from
the Armoury (excluding unusual ammunition) with a
Requisition cost of 20 or less. This Requisition limit may
include Upgrades and/or Craftsmanship modifiers in its
calculation. (For example, a Master-Crafted Flamer.) This item
is permanently in the Battle-Brother’s possession without
the need to Requisition it, effectively becoming standard
issue for him. He must meet any Renown requirement for
the item. A Battle-Brother may purchase this Talent multiple
times in accordance with his Carcer Advances. Each time,
note the item it applies to such as Signature Wargear (Master-
Crafted Flamer).

SIGNATURE WARGEAR (MASTER)

Prerequisites: Signature Wargear for the item selected

The Battle-Brother has forged a bond with his chosen tool of
war, and can perform impressive feats with it. The maximum
Requisition cost of his Signature Wargear increases to 40. (At
the time this Talent is purchased, you may choose to apply
additional Upgrades to your existing Signature Wargear,
or replace the Signature Wargear item with a new item
worth up to 40 Requisition.) Choose one applicable effect
from the table below and apply it when equipped with the
Signature Wargear.

TABLE 4-2: SIGNATURE WARGEAR (ITIASTER)

Effect Applies to
You know how to wield the weapon to
maximum effect. Gain +10 to Attack Tests Weapons

made with this weapon.
Your defences are at their best wearing this
armour. Add +10 to Dodge Tests.

Your affinity with this device serves you on
and off the battlefield. Re-roll failed Skill Tests  Wargear
~made to use the item.

The machine spirit is as trusted as any Bartle-

Armour

Brother. Gain +1 Cohesion. Ay e
Your. guardlan machine spirit aids you in A

.thwarting enemies. Gain +2 Initiative. D
Faith in your war gear bolsters your morale. Angitem

- Gain +5 on WP tests.

SIGNATURE WARGEAR (HERO)

Talent Groups: Weapon, Armour, Relic, and Warges
(includes Servitors) 4
The Battle-Brother has been permanently entrusted with
artificer armour, a Space Marine relic, master-crafted weapos
or some other prestigious and rare tool of the Adepus
Astartes. Select one item from the Armoury (excluding unusus
ammunition) with a Requisition cost of 70 or less.
Requisition limit may include Upgrades and/or Craftsmanshig
modifiers in its calculation. This item is permanently in <
Battle-Brother's possession without the need to) Requisitic
it, effectively becoming standard issue for him. He must mes
any Renown requirement for the item. A Battle-Brother mas
purchase this Talent multiple times in accordance with b
Career Advances. Each time, note the item it applies to such
as Signature Wargear (Artificer Armour).

stil

Sounp CONSTITUTION

The character gains an additional Wound. The character mas
purchase this Talent multiple times, the exact number of time
is determined by his Career Path. When a character has gaines
this Talent multiple times, note the number of times it's bee
taken after the Talent, such as Sound Constitution 3.

SLAYER OF DAEMONS

Vowing to battle the beyond, the character has marks
the warp-spawned for death: The character gains a +10
his Weapon Skill and +2 to melee weapon Damage whe
combating daemons.

SPrRINT

The character can move at great speeds. When' taking
Full Move Action, the character can move an extra numes
of metres equal to his Agility Bonus. When taking the &8
Action, the character may double his movement for ¢
Round. The character gains one level of Fatigue if he &
this Talent two Turns in a row.

STALWART DEFENCE

Prerequisites: Adeptus Astartes ]
The Battle-Brother stands immovable and indomitable, &
he were made of rock and iron against which foes brealk‘
water against a cliff. The Battle-Brother may spend a4
Point as a Full Action to adopt a Stalwart Defence. W
adopting this condition, the Battle-Brother may not
and may not Dodge. He may make a Parry reaction
all successful strikes against him, and all Damage he
is reduced by —2. Furthermore, the character’s ene
no benefits for outnumbering the Battle-Brother
combat. These effects last until the Baulc-—Brothcr
to end his Stalwart Defence or until he is rendered
of fighting. :



:p ASIDE

sequisites: Agility 40, Dodge

haracter can sway his body out of the path of an attack,
Bng it o pass through thin air. The character may make
Sditional Dodge once per Round. In effect, this gives the
Beter a second Reaction that may only be used to Dodge,
ing two Dodges in a Turn. However, the character may
only attempt a single Dodge against one attack.

FIGHTING

b character is an experienced survivor of the kind of
Berous fights that occur in the depths of an underhive or
Bing alleys of a sink hab. When dealing Critical Damage
an unarmed attack or knife, the character deals an
Bonal +2 points of Damage.

TORM OF IRON

srequisites: Adeptus Astartes

s facing massed enemy, the Battle-Brother's fircpower is
& down in precise patterns and well trained rhythm, so that
B create a storm of iron that Kills and maims many. By such
f.. line, the Battle-Brother has faced enemies many times
tsumber and emerged victorious. When using a flamer or
e 2 Semi or Full Auto Burst against an enemy with the
S trait, the Battle-Brother doubles any Damage that he
& 10 the Horde's Magnitude. For example, if the Battle-
Sher's attacks would reduce the Horde's Magnitude by 5,
amount is doubled to 10.

RONG MINDED

srequisites: Willpower 30, Resistance (Psychic Powers)

character's conditioned mind acts as a fortress against
ghic attacks. The character may re-roll failed Willpower
S 10 resist any Psychic Powers that affect his mind. Psychic
Sers that have a physical effect, such as Telekinesis, are
ed by this Talent.

SURE STRIKE

Prerequisites: Weapon Skill 30

The character has a degree of control over where his melee
attacks land. When determining hit location for a melee
attack, the character may use the dice as rolled, or he may
reverse them, choosing the preferred location. For example, if
Cassus rolls a 37 to hit a Chaos Heretic, this would ordinarily
strike the Right Leg. However, since he has the Sure Strike
talent, he could choose to hit the Body (37).

Swirr ATTACK

Prerequisites: Weapon Skill 35

The character’s speed and martial ability allows him to land
flurries of blows. As a Full Action, the character may make two
melee attacks. If the character has the Two-Weapon Wielder
Talent and is wielding two melee weapons, the character
gains the advantage of Swift Attack with only one of the
weapons, and a single attack with the other. If the character
had the Two-Weapon Wiclder Talent and is wielding a melee
weapon in one hand and a gun in the other, the character gets
the advantage of Swift Attack with the melee weapon and a
single attack with the gun.

TAKEDOWN

As a Half Action, the character may declare that he is
attempting a takedown before making his Weapon SKill
Test. If the character hits and would have done at least 1
point of Damage, it is ignored, but the character’s opponent
must make a Toughness Test or be Stunned for 1 Round. In
addition, when performing a Stun Action, the character does
not suffer a =20 penalty to his Weapon Skill.

TALENTED

Talent Groups: Any Skill

The character has an affinity for a particular Skill. Choose any
one of the character’s Skills, and gain a +10 bonus to tests
made using the Skill.

TARGET SELECTION

Prerequisites: BS 50

The character’s dread gaze marks out his chosen victim, and
not even the riotous confusion of close combat interferes. The
character may shoot into melee with no penalty.

TecHNICAL KNOCK

Prerequisites: Intelligence 30
Either through the case of long practice, or the proper ritual =
to appease a weapon’s machine spirit, the character can clear
stoppages with a simple knock. The character may un-jam
any gun as a Half Action, but may only perform this rite
on one weapon per Round. The character must touch the "
weapon to enact this rite. A




THE FLESH 1S WEAK

Prerequisites: Mechanicus or Techmarine Implants

The character's body has undergone significant bionic
replacement to the point where he is far more machine than man.
This Talent grants the character the Machine Trait (see page 133)
with Armour Points equal to the number of times this Talent
has been taken. The character may purchase this Talent multiple
times in accordance with his Career Path. In this case, note the
number of times this Talent has been taken, such as The Flesh
is Weak 3.

THUNDER CHARGE

Prerequisites: Adeptus Astartes

The Battle-Brother charges into combat using his armoured
body as an additional weapon. Driven by his armour and
the Battle-Brother's enhanced muscle, the impact of such a
charge is like being struck by a thunderbolt. When the Battle-
Brother makes a Charge Action, first make an unarmed attack
(see page 245 for more details) against every opponent he is
charging. This represents slamming into the enemy with the
~ character’s armoured bulk. This attack automatically also has
* the potential to knock the opponent down in the same way
as if the Battle-Brother had used the Knock Down Action
I see page 241 for more details). Once this attack has been
resolved, the Battle-Brother may make his normal Charge
L Attack as normal. If the Battle-Brother charges a Horde, he
'-' may make d5+1 unarmed attacks against the Horde.

THROWN WEAPON TRAINING 3

Talent Groups: Universal
The character’s mastery of the balance, spin, and weight &%
thrown weapons makes him a formidable foe at any distances
even if only armed with a knife. The Universal group includes
the Primitive, Chain, Shock, and Power weapon groups. Whes
a character attempts to use a weapon he does not have the
correct Weapon Training Talent for, he suffers a —20 penal
to any relevant Weapon Skill or Ballistic Skill Test.

TortAarL RECALL

Prerequisites: Intelligence 30 i
Mental conditioning or augmentation enables the characies
to record and recall great amounts of information, effectivel
granting him a perfect memory. The character &8
automatically remember trivial facts or pieces of informatie
he might feasibly have picked up in the past. When dealis
with more detailed, complex, or obscure facts, such as 5
exact layout of a defence network, the GM may require
successful Intelligence Test to recall the information.

TRUE GRIT

Prerequisites: Toughness 40
The character is able to shrug off wounds that would &
lesser men. Whenever the character suffers Critical Da
halve the result (rounding up).

Example: Agamemnon takes a grievous wound from s
tyranid warrior. After reduction for Armour and Toughness
the Scything Talon strike still does 8 Damage. Unfortunatess
it's been tough going and Agamemnon only has 4 Wouss
remaining, which would normally resultin 4 points of Critics
Damage. However, since he has the True Grit Talent, he o8 h
takes 2 points of Critical Damage.

Two-WEAPON WIELDER

Talent Groups: Ballistic, Melee

Prerequisites: Ballistic Skill 35 or Weapon Skill 35, Agility 3
Years of training allow the character to use a weapon in €58
hand when needed. When armed with two weapons of &8
same type, the character may spend a Full Action (o At
with both. Both tests made to attack with the weapons Suis
a —20 penalty (see Chapter VIII: Combat for more des
on fighting with two weapons). The character must posss
Two-Weapon Wielder (Melee) and Two-Weapon Wi
(Ballistic) if he wishes to use a gun and hand weapon &
this Talent.

UNARMED MASTER

Prerequisites: Weapons Skill 45, Agility 40, Unarme
Warrior '
The character has developed unequalled mastery of u

combat techniques. The character's unarmed combat atts
do 1d10 + Strength Bonus in Impact Damage, : and*
attacks no longer have the Primitive quality.




INARMED WARRIOR

srequisites: Weapons Skill 35, Agility 35

% 10 extensive training in unarmed combat, the character's
armed combat attacks do 1d10-3 + Strength Bonus in
mage instead of 1d5-3. Because of the character’s advanced
ining against both armed and unarmed foes, he does not
sent as Unarmed, as defined on page 245, when making
acks against armed opponents. The character’s unarmed
still count as having the Primitive quality.

INBOWED AND UNBROKEN

quisites: Adeptus Astartes, Fellowship 40
Battle-Brother is a source of inspiration to those around
= when all seems lost, he stands defiant and by his deeds
fses the warrior spirits of his comrades. If the squad has
fered Cohesion Damage caused by the enemy in the
fesent or previous Round, the Battle-Brother may declare
2t his next Action is an act to demonstrate that the squad is
sowed and unbroken. His next Action may be one of the
Bllowing: a ranged attack against the enemy, a melee attack
winst the enemy, or a Challenging (+0) Fellowship Test
at represents a roar of defiance or exhortation to heroism. If
test involved in the Action (the attack roll or Fellowship
f51) succeeds, then the Battle-Brother and those within
Spport Range of him regain all of the Cohesion they lost to
Sohesion damage in this or the last round.

INSHAKEABLE FAITH

character’s confidence in the Emperor is so strong that
character can face any danger. The character may re-roll
failed Willpower Tests to avoid the effects of Fear (sce
276).

WALL OF STEEL

requisites: Agility 35
e character’s skill with blades is so profound that to try to
%nd a blow on him is like trying to strike an invisible wall of
eel, as the character’s blade is constantly in the correct place
o deflect an attack. The character may make one additional
' per Round, in effect giving the character a second
Reaction that may only be used to Parry. The character may
Saly attempt a single Parry against any one attack.

W ARP AFFINITY

requisites: Psy Rating

The character has a special connection to the warp, allowing

im to sense and avoid its less desirable effects as he channels

s power. The character may not select this Talent if he has

indergone the Rite of Sanctioning. When rolling for Psychic

Phenomenon, the character may discard the die roll, gaining
d5 Comlptlon Points, and then re-roll with no modifiers.

WARp CONDUIT

Prerequisites: Psy Rating, Strong Minded, Willpower 50
The sheer power of the character’s mind allows him to =
channel vast amounts of warp energy. When pushing, the =
character may add +1 to his Psy Rating and subtract —10 on =
any resultant Psychic Phenomenon rolls.

WARP SENSE

Prerequisites: Psy Rating, Psyniscience Skill, Perception 30
The character's senses have evolved to perceive the warp in
parallel with the physical world, though it requires some
concentration to do so. After gaining this Talent, using =
the Psyniscience Skill requires a Half Action instead of a
Full Action.

WEAPON-TECH

Prerequisites: Techmarine
It is in the nature of a Techmarine to become concerned with
learning the blessed and secret intricacies of weaponry. Once
per combat, the Techmarine can enhance his weapon or seek
out the weak points in an opponent’s armour, increasing the
Techmarine’s deadliness. The effects of this mean that for one
Round per combat encounter, a weapon personally wielded
by the Techmarine from the Melta, Plasma, Power, or Exotic
category increases its Damage and Penetration by an amount
equal to the character’s Intelligence Bonus.

WHIRLWIND OF DEATH

Prerequisites: Adeptus Astartes
When facing massed opponents in combat, the Battle-Brother
becomes a whirlwind of death, moving, hacking, gutting, and
beheading with ceaseless fury. When attacking an enemy with
the Horde trait in close combat, the Battle-Brother doubles
any Damage dealt to the Horde's Magnitude. For example,
if the Battle-Brother's attacks would reduce the Horde's
Magnitude by 3, this amount is doubled to 6.

WISDOM OF THE ANCIENTS

Prerequisites: Adeptus Astartes, Intelligence 40
The Battle-Brother has survived many wars, seen much, and
been favoured with the experience of his chapter's most =
ancient warriors. Within their mind and soul, they hold the
well of knowledge that stretches back far before they were 8
raised to become one of the Adeptus Astartes. The Battle-
Brother may spend a Fate Point during a combat to get
insight on a situation. This is represented by the player asking
the GM a question about the immediate situation the Battle=_8
Brothers faces, which the GM should answer as helpfully as S
possible. For example when trapped in a genestealer-infested S
space hulk, the question might be, “What is the most ltkcly

route to the main reactor?” g



TRAITS

" “Weapons are not found only in the bands of a warrior. They are
- found in their blood, in the bones, and in their indomitable spirit.
With such weapons, how can we fail to conquer?”

—attributed to Lord Solar Macharius

kills and Talents represent ability and knowledge

gained over the course of a character’s life. Traits, then,

are innate abilities gained by virtue of birth and racial
circumstance. They may be gained through other means later
@R in life, but they are almost never gained through choice. As
indicated in Chapter I: Character Creation, player characters
acquire certain traits as a result of their origins, experience or
other factors that make them who and what they are.

TRAIT DESCRIPTIONS

Descriptions of the various traits follow.

AMORPHOUS

An amorphous creature has a malleable form, capable of
squeezing its body or expanding it. It can change size by one
step in cither direction, though doing so does not change
its speed. Creatures with this trait determine their movement
rates using onc-half their Agility Bonus (rounding up).
Amorphous creatures are often missing senses and so rely on
the Unnatural Senses Trait to perceive their surroundings.

ARMOUR PLATING

The creature is encased in armour plating, increasing its
Armour Points by 2 to all locations.

AUTO-STABILISED

The creature always counts as braced when firing heavy
weapons and may fire on semi- or full-automatic as a
Half Action.

BESTIAL

A creature with this trait is animalistic, tending to behave
instinctively rather than rationally. No matter how high its
Intelligence score is, it is still bestial. A creature with this
trait never needs to make a Survival Test whilst in its natural
habitat. Unless starving or desperate, a bestial creature must
make a Willpower Test when frightened, startled or injured.
& On a failed test, the creature flees.

- BLinp

" Blind creatures automatically fail all tests based on vision and
-*amomaucally fail all Ballistic Skill Tests. Such creatures take
- 230 penalty to Weapon Skill Tests and most other tests that
b ordinarily involve or are benefited by vision.

Broop Soakep Tine (HORDE) .

The horde with this trait is teetering on the brink of madness
These bloodthirsty madmen thrive on the slaughter of battie
When the horde fails a Willpower test to avoid being broke

or would have broken automatically (see Breaking a Horde
on page 360 in this chapter), it is not broken, but instess
gains the Fearless and Frenzy Talents. i

BrutAL CHARGE

A creature with this trait deals an extra 3 points of da
when it charges in the same round. A horde with this (s
does an additional 1d10 damage when it charges in the sam
round.

BURROWER

A creature with this trait can move through solid objecs
by burrowing through them. This trait always includess
number to indicate speed. Such creatures can burrow througs
soil, rock, sand, and so on, though some (expressed in the
creature’s entry) can burrow through metal. When a creatuss
burrows, it leaves behind a tunnel. Creatures of one size
smaller than the creature that created the tunnel can entes
these areas without impediment. There is a 50% chance eag
round that the tunnel collapses behind the creature.

CRAWLER

Worms, serpents, and similar creatures crawl and slither ra
than walk. The base move for a creature with this trait is hal
its Agility Bonus, but it does not take penalties for movis
over difficult terrain.

DAEMONIC

Daemonic creatures are creatures of the Warp, but &8
manifest in realspace either through sheer strength of
hunger, or occult rituals. Creatures with this trait multiph
their Toughness Bonus against all damage by the numbs
indicated in parentheses after the trait in the same manse
as an Unnatural Characteristic (see page 136). The effects &

this trait stack with the effects of the Unnatural Characteriss
trait. The effects of this trait are ignored for damage inflice
by force weapons, psychic powers, holy attacks, or ot
creatures with this trait. Daemonic creatures are also immus
to poison and disease.

DARK S1GHT

A creature with this trait sees normally even in areas of Dt
darkness, and never takes a penalty for ﬁghlmg in ar
dim or no lighting.

DISCIPLINED (HORDB)-




Burrower

E:wlcr

Daemonic

S Hoverer

Improved Natural Weapons

Mincorporeal

mstinctive Behaviour

Machine

Flﬁplc Arms

Natural Armour

!Brur:l Weapons

Overwhelming
Possession
Regeneration
Sonar Sense

‘Soul-bound

Stampede

Eﬁngt Physiology
Stuff of Nightmares

Sympsc Creature

“Touched By The Fates

Toxic

. Warp lnst:bdlty

Description

Creature is a blob, and slow:

Increase Armour Points by 2.

Always counts as braced.

No need to make Survival Tests in natural habitat, test Willpower to avoid flight.
Cannot see.

A horde becomes Frenzied and Fearless rather than breaking.

+3 damage on a charge.

Move by digging.

Calculate Movement by half Agility Bonus. No penalties for moving over difficult terrain.
Double TB against normal weapons, immune to disease and poison.

See in darkness.

A horde is resistant to breaking.

A horde that breaks moves back in good order.

A horde gains an extra ranged attack.

Forces others to make Fear Tests to avoid Shock and Madness.

Fly and enter any altitude.

Immune to Fear, Pinning, Insanity Points, and mind-affecting powers.

Fly and enter the hover altitude.

Creature’s Natural Weapons are no longer Primitive.

Creature can become insubstantial.

Creature has a set of reactions to stimuli.

Creature gains immunities and resistances.

Creature gains extra attack with multiple attack action, +10 T, +10 to Strength Tests involving
movement.

Gain one or more Armour Points to all locations.

Unarmed attacks deal 1d10+SB damage.

A Horde does extra damage in melee.

Switch between incorporeal and corporeal as a Half Action.

Take control of another creature.

Movement equals ABX2,

Test Toughness to remove 1 damage.

Determines creature’s size and benefits

Perceive surroundings flawlessly within 30 metres.

Bound to a particular group or creatures in exchange for certain benefits.
Failed Willpower Test causes creature to flee, trampling anything in its path.
Death when damage equals Wounds.

Gain appalling list of immunities.

+20 bonus to resist grapple and takedown.

This creature grants the Fearless Talent to nearby Tyranids.

The being has Fate Points and may benefit from Righteous Fury.

Gain poisonous attack.

This creature possesses many immunitics.

The creature does not need to breathe and cannot be harmed by diseases, poisons, or toxic effects.
Increases one Characteristic Bonus.

Perceive surroundings by uncanny means.

Double Agility Bonus for purpose of determining movement.

Creature must deal damage if damaged, or be cast back into the Warp.
Creature’s weapons ignore Armour.

L.‘

sualties. The horde with this trait does not suffer the —10
malty 1o Willpower tests to resist breaking if it is below 50%
staring magnitude. Also, it does not automatically break (see
D) if it is below 25% of its starting Magnitude.

FEAR (VARIABLE)

Space Marines

A creature with this trait has an unnerving appearance. The fearoff &
it always has an associated rating (1-4) to reflect just how awful &
the creature is to behold. See page 277 for the effects of Fear on™
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" FigaTING WiTHDRAWAL (HLORDE)

" Though broken, the horde does not simply flee, but makes
" a fighting withdrawal that prevents its enemics from simply
overwhelming it. When a Horde with this trait breaks, it does
not flee moving at its Sprint rate of movement, but instead
withdraws at any movement rate that is appropriate. The Horde
will also continue to make ranged attacks as it withdraws.

Fire DrirL (HORDE)

The horde is made up of troops that are trained and drilled to
fire in a deadly rhythm that soaks its enemy in fire. The horde
with this trait may always make one additional ranged attack
in addition to those it could normally make.

FLYER

A creature with this trait has the natural ability to fly, whether
with broad leathery wings, strange warp energies, or inflatable
gas sacs. This trait always includes a number to indicate at
what speeds it moves when it flies. For more details on flying,
see Chapter VII: Playing the Game.

FroM BEYOND

The mind of a creature with this trait is beyond the petty
frailties and precarious sanity of a mortal mind. It is immune
to Fear, Pinning, Insanity Points, and psychic powers used to
cloud, control, or delude its mind.

IMPROVED NATURAL WEAPONS

This creature’s attacks are powerful enough to crush plasteel
or punch through armour. The creature gains all the benefits
of the Natural Weapons Trait, except that its attacks do not
count as Primitive.

HOVERER

Creatures with this trait have a limited capability for flight,
flying no higher than 2 metres. As with the Flyer trait, this
trait always includes a number to indicate speed. For more
details on flying, see Chapter VII: Playing the Game.

INCORPOREAL

Incorporeal creatures are insubstantial and weightless, able to
pass through solid objects such as walls and weapons. An
incorporeal creature gains a +30 bonus on Concealment
Tests when hiding inside something. If it wishes, it may
" become completely silent, automatically passing any Silent
~ Move Tests it is required to make.

An incorporeal creature is also immune to normal
" weapons—they simply pass through its body as if it wasn't
 there. Daemons, psychic powers, warp creaturcs, other
“incorporeal creatures, and opponents armed with force

eapons may all injure an incorporeal creature normally. An
¥ incorporeal creature can't normally affect the mortal world,

P

o

e

and thus can’t damage non-incorporeal opponents unless
it has a suitable special ability or talent. Creatures with
the Incorporeal trait can damage other creatures with thel
Incorporeal trait normally. :

Certain devices can keep an incorporeal creature at ba ;
most notably the Gellar Field of a spaceship. Creatures with
this trait cannot pass through such a field. -

INSTINCTIVE BEHAVIOUR (TYRANID)

A Tyranid creature with this trait will be reduced to acting’
according to their instincts if they are separated from the
controlling presence of the Hive Mind. In effect, this means
that any encounter in which creatures with this trait are not
accompanied by a Tyranid creature with the Synapse Creature
trait (see page 135 in this chapter), they will behave in 2
particular way. The creature’s instinctive behaviour is noted
in parenthesises and has the following effects:

Feed: The creature’s instinct is to feed on flesh, blood, and
bone and its hunger can never be sated. The creature will try
to find and attack any living, biological, non-Tyranid creatute
and eat them. In this state, the creature gains the Fearless ang
Frenzy talents. The same applies to a Horde with this trait ne
under the influence of a synapse creature.

Lurk: The creature’s instincts are to find shelter from
attack. to hide and survive. It will try to flee and find shelter i
whatever way the situation allows. In a starship, for examples
it may scuttle into the ducting system. When confronted, the
creature’s aim is to try to escape and will only attack if left
no avenue for escape or in order to survive. If a2 Horde with
this trait is not under the influence of a synapse creature, it
will automatically break (see Breaking a Horde on page 360
of this chapter).

Stalk: The creature’s instinct is to remain unseen, 10 A8
prey, slay it, feed, and then resume its hunt for others. I8

this state, the creature gains the Stealth (Ag) +10 skill I8
will not attack enemies unless it can take them by surpriss

AR




Trarr: MECHANICUS IMPLANTS

he character is a servant of the Machine-God, an initiate into the mysteries of the Priesthood of Mars and as such is

essel for the following implants:

ELECTRO-GRAFT

e Electro-graft is a small port that is grafted into the nervous system. Once a recipient has been properly trained, this
ows him to interface with machine data ports and certain types of data nets. Electro-grafts can take many forms, such

skull shunts, finger probes, or spine jacks.

Errctoo INDUCTORS

ectoo Inductors are palm-sized metal skin grafts that appear much like tattoos to the uninitiated. The electoos are
ired into the nervous system, where they derive power from the bio-electrical emanations of the flesh and the sacred
ssteries of the Potenia Coil. They can be used to emit or siphon power in many ways.

RespIRATOR UNIT

Respirator Unit implant involves tubes, wires, vox-grills, or other augmetic parts replacing the neck and upper chest.
he unit purifies the air supply, granting a +20 bonus to resist airborne toxins and gas weapons. The respirator unit also
ntains a vox-synthesiser capable of transmitting the voice in a variety of ways.

CYBER-MANTLE

he Cyber-mantle is a framework of metal, wires, and impulse transmitters bolted onto the spine and lower ribcage.
s the initiate gains further implants, this mantle acts as a sub-dermal anchorage point. Amongst some servants of the
ymnissiah, this cyber-mantle is often referred to as “the true flesh.”

PorenTiA ColL

“radled within the cyber-mantle is a power unit known as the Potentia Coil. This mass can store energy and produce
rious types of fields. Coils come in many types, from small crystal stack affairs to bulky clectrical galvinators.

CraNIAL CIRCUITRY

ranial circuitry is a series of linked processors, implants, and cortical circuits that enhances mental capacities. Most sit
vithin housing bolted onto the skull, whilst others nestle within the brain itself,

Sutnumbers them. Having made a kill, the creature briefly
a8 before flecing. A horde with this trait automatically
saks (see Breaking a Horde on page 360 of this chapter),
8% individual creatures scattering to find shadows from
Bch to begin their hunt.

MACHINE

Sreature with the Machine trait is fashioned from inorganic
jals and is generally more rigourous then fleshy folks.
ines do not breathe, are immune to the effects of a
m, extremes of cold, any mind-influencing psychic
. and their Armour Points apply toward fire damage.
ines are also resilient to injury, having 1 to 5 Armour

snts for each location. This number is indicated next to

trait.

MULTIPLE ARMS

B creature has more than one pair of arms. It increases its
pehness Characteristic by +10 and gains a +10 bonus on

sength Tests involving movement such as Climb and Swim.

ally, the creature may use the Multiple Attack action to

S0 two attacks on its turn. If the creature also has the Swift

Plightening Attack Talent, this trait increases the number of
eks they make with a multiple attack action by +1.

NATURAL ARMOUR

This creature has a naturally tough hide or an exoskeleton,
affording it some protection against attacks. This trait always
includes a numeric value to indicate how many Armour Points
the creature gains to all locations.

NATURAL WEAPONS

This creature has sharp claws, teeth, spines or some other
natural weapon with which it can slice and dice its foes. It
counts as being armed even when not wielding weapons. Its
attacks deal 1d10 points of damage plus its Strength Bonus.
The creature may make attacks with its Natural Weapons
using its Weapon Skill, though it cannot parry with its natural
weapons, nor can it be disarmed—unless, of course, you hack
off its limbs! Natural weapons always count as Primitive.

OVERWHELMING (HORDE)

The creatures that make up the horde are capable of swarming ™
over enemies and ripping them apart with a thousand cuts:=

The horde with this trait always rolls an extra 1410 for

damage caused by the horde in clos¢ combat as long as it has: %

a magnitude equal to or greater than 20.
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- PHASE
~ A creature with this trait can transform its body into an
insubstantial state, passing ghost-like through solid objects
or barriers of any sort. This trait functions exactly like the
Incorporeal trait, except the creature may become solid or
insubstantial by spending a Half Action.
Phase carries additional limitations. A creature in a phased
state cannot cross psychically charged barriers, holy wards, or

energy fields designed to flux space or manipulate the warp
such as a Gellar Field or a Void Shield.

POSSESSION

Certain spirit-beings and denizens of the warp have the
ability to possess mortal bodies. This is a far more insidious
and damaging process than most forms of mental control, or
even the power of the strongest psykers to ‘ware” the bodies
of others, as the very fabric of the assaulting warp being is
merged with the victim's living body on a fundamental level
50 as to allow it to remain in our reality. The mechanisms by
which these possessions occur in the game are detailed below,
although circumstance and the nature of the entity itself may
vary. Note that Dacmonhosts, being extraordinary powerful
examples of deliberate, ritualistic possessions, designed to
bind and control daemons in living vessels, are a special case
and dealt with separately.

The Possession Attack

The entity must be within a few metres of its intended
victim and use a Full Action. The creature and target make
Opposed Willpower Tests each round until either the entity
or the victim achieve a total of five degrees of success over
the other—this is cumulative over several rounds. If the entity
wins, it successfully possesses its victim. If their victim wins,
he has repelled the entity who may not attempt to possess
him again for 24 hours. A repelled entity also takes 1d10
points of damage.

The Effects of Possession

A possessing entity takes control utterly, binding itself to its
victim, and is capable of commanding the body to function
regardless of pain and injury, (and indeed might delight in
damaging or altering it to suit its whims). The victim increases
its Strength and Toughness Characteristics by 10 and gains
1d10 Wounds. The victim uses the possessing entity’s
Intelligence, Perception, Willpower, and Fellowship, and uses
the entity’s Psy Rating and powers in place of its own (if
" any). Likewise, the possessed creature uses any mind-related
~ skills and talents had by the entity and loses its own.

- The entity may also attempt to recall memories and skills
" from its victim with a successful Intelligence Test. In the case
. of possession by daemon the victim has a good chance of
" becoming immediately mutated, and likely becomes further
* mutated the longer the possession continues.

Surviving Possession ' -
Should the victim survive and the entity is cast out b
exorcism or some other means, then the ordeal deals 2d10°
points of permanent damage to the character’s Toughness and
Willpower Characteristics. In addition, the victim gains 1d10
Insanity Points.

‘A cre
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QUADRUPED

Quadrupeds are much quicker over a distance than th ir
bipedal counterparts. To calculate their movement, double
their Agility Bonus. This trait is intended to cover Creatures
with hind legs and forepaws. Creatures with more than four
legs may gain this trait but they increase the Agility Bonus by
I multiplier for every extra set of legs (six legs equals AB '
cight legs AB X 4, and so on). '

REGENERATION

Creatures with this trait heal very quickly. Each round, at the
start of its turn, the creature tests Toughness to removes a8
amount of damage indicated in the parenthesis after the traits
It loses this trait when slain. '

SHADOW IN THE WARP (TYRANID)

The Tyranid creature floods the warp around them with the
all enveloping cloud of interference which is the signatuses
of the Hive Mind. Any non-Tyranid psyker that attempts &
use a psychic power within a range equal to the creature!
Willpower in metres suffer a —20 penalty to their tests 8
use psychic powers (see pages 185 in Chapter VI: Psychic
Powers)

S1zE

Trait Groups: Miniscule, Puny, Weedy, Hulking, Enormoss
Massive !
Creatures come in one of seven different size categories

shown on the following chart. Size affects movement &8
how easy or hard it is to strike that creature in combat.

calculating movement, apply the size modifier first, and
other modifiers from other traits or talents) For the purpose
of comparison, a human is an average-sized creature. :

TABLE 4-4: SIZE

Size Modifier Concealment Base Movement
Miniscule =30 +30 Agility Bonus =3
Puny -20 ili

Scrawny  —10

Average 0

Hulking +10

Enormous +20

Massive 30




INAR SENSE

sature with this trait perceives its surroundings by emitting

cy noise, allowing the creature to locate the position

solid object within 30 metres. Other creatures within

¢ and that succeed on a Difficult (-10) Awareness
& may detect the curious keening.

JUL-BOUND

g soul of this creature is bound to a higher purpose or
2 in return for a measure of protection. When this trait
B gained, the entity to which the soul is bound must
geided. Many Imperial psykers, especially Astropaths,
bound to the Emperor, for example, whereas Chaos
wers may be bound to one of the ruinous powers. A soul-
psyker rolls an additional die when forced to roll on
Penils of the Warp table, discarding whichever one he
§55 1o get a more favourable result.
won becoming soul-bound, a character must choose
BRF the following effects: 1d10 Insanity Points, the
anent loss of their sight, permanent loss of 1d10 from
Characteristic, or a random mutation.
addition, a soul-bound character is permanently
ed to the entity, which undoubtedly entails all manner
duties and consequences.

APSE CREATURE (TYRANID)

manid creature with this trait is a node from which the

ing and unifying presence of the Hive Mind guides the

s of other Tyranids. The presence of a synapse creature

B encounter grants the Fearless talent to all other Tyranid

and also suppresses the effects of the Instinctive

sour Trait in those creatures that possess it (see page

' this chapter for more details). If an exact range for this

&5 needed, it can be considered equal to the creature’s
ower Bonus x10 metres.

APEDE

r a creature with this trait fails a Willpower Test, it
atically stampedes, charging in a straight line forwards
far as possible, overrunning anything in its path until

pource of danger is escaped or crushed under hoof, taking

geee equal to the creature’s Natural Weapon damage (or

=SB | if it doesn't have one). One stampeding creature
satically causes all other creatures with this Trait within
10 stampede. The stampede lasts until the source of
ger IS no longer visible or for 1d10 minutes, whichever
s last.

GE PHYSIOLOGY

- ture with this trait has an unusual, alien, or altogether
& anatomy. All hits count as Body hits and death results
mage equals or exceeds the creature’s Wounds.

STURDY

Sturdy creatures are hard to move and thus gain a +20
bonus to tests made to resist grappling and uses of the
Takedown Talent.

THE STUFF OF NIGHTMARES

Some warp entities are so terribly powerful the will
perpetuating their bodies in our reality is almost impossible
to break or disrupt. Such entities are completely immune to
the effects of poisons, discases, the need to breathe, most
environmental hazards, bleeding, stunning, and any critical
result other than one that would destroy them outrighe, unfess
caused by a psychic power, force weapon, or holy attack.

ToucHED BY THE FATES

The NPC has a number of Fate Points shown in parentheses
after the trait. He may use these Fate Points in exactly the
same way as Player Characters and may even ‘burn’ a Fate
Point to survive death and destruction at the GM's discretion.
The rules for Righteous Fury also apply to this NPC.

Toxic

A creature with this trait is poisonous. The toxins might
be delivered through the creature’s attacks, in which case
a target hit by its natural weapons must make a Toughness
Test. The toxins might instead be delivered by contact with
the creature’s skin or by inhaling its stench, in which case
a Toughness Test must be made upon coming into contact
or proximity. A failed Toughness Test indicates the victim
has been poisoned. A typical poison deals 1d10 points of
damage, ignoring Armour Points. Variations, if present, are
included in the creature’s description.

TALENTS & TRAITS

IV




| The creature is a species of Tyranid; the all consuming alien
" race ruled by the will of the Hive Mind that links and controls
all Tyranids. Tyranids are immune to all of the effects of the
following: pinning, mind-affecting Psychic Powers, warp-
based powers that affect the mind, cold, heat, diseases,
and poisons, including the effects of weapons with the
Toxic Quality.

UNDYING

This creature has a strange and ill understood physiology. It
cannot be harmed by diseases, poisons, or toxic effects. It has
no need to breathe and can survive unaided in a vacuum.

UNNATURAL CHARACTERISTIC

One or more of the creature’s Characteristics is unnatural.
Each time this trait is gained, select a Characteristic, and
double its bonus. For example, a creature with a Strength
of 41 normally has a 4 Strength Bonus. With this trait, its
Strength Bonus increases to 8.

The trait may be gained multiple times. Each time, you
may select a new Characteristic or one chosen previously.
Each time you apply this trait to the same Characteristic, the
Bonus multiplier increases by 1. For example, one selection
multiplies the Characteristic Bonus by %2, two selections by
%3, and three selections x4. Note this trait does not modify
the creature’s movement.

EXAMPLE

A Space Marinewith a 42 Strength would normally bave a 4 Strength
Bonus (the tens digit of bis Strength Characteristic). However,
because he has Unnatural Strength (x2), bis actual Strength Bonus
58 (4x2=8).

It is important 1o note that the Power Armour strength bonus
comes after this multiplication, so @ Space Marine with a 42
Strength gains +20 from his Power Armour. While wearing bis
Power Armour, the Space Marine’s Strength Bonus s 10 (#x2=
8 +2=10).

There’s also the Feat of Strength Solo Mode Ability (see page
216), which lets the Space Marine perform truly heroic feats using
his superhuman physique. This increases the multiplier by 1 (to x3),
50 a Space Marine with a Strength of 42 would then have a Strength
Bonus of 14 (4 x 3 = 12, +2 = 14) when using this ability.

During Opposed Characteristic Tests, on a success, the bonus
multiplier is added to the degree of success. Any additional
multipliers for Unnatural Characteristics (i.e., if a Space Marine
" with Unnatural Strength (x2) uses a Powerfist, which doubles
the user's Strength Bonus), simply improves the existing
" multiplier by 1. For a Space Marine using a Powerfist, he
. would triple his Strength Bonus rather than doubling it and
‘then doubling it again.

~ When taking a Skill Test based upon a Characteristic
*with the Unnatural trait, the base Difficulty of the Test is
) staged downwards one level for degree of multiplier past

e

= 1136 {iN

normal (to a maximum of +30), For example: the Archmage
Voltaic has a Dark Age of Technology cortical implant giving
him Unnatural Intelligence (x3). He is called on to repait
damaged plasma core using his Intelligence based Tech
skill. Normally this would be a Very Hard (~30) Test, B8
thanks to his Unnatural Intelligence the Difficulty is reducs
by two stages to Difficult (~10), (~1 stage for %2, and =
for X3).

During Opposed Characteristic Tests, where success
achieved, the Unnatural multiplier is added to the degrees :
success. In the case of a tie, the participant without the Unnatuss
Characteristic trait loses the Opposed Test. For example: Gas
Felbood is struggling with a tentacled monstrosity from &
swamps of Dusk. Garm has Strength 40 and the thing from the
swamp has Strength 33 (Unnatural (X2)). Garm rolls 20 (
degrees of success) and the thing rolls 30 (straight succes
unfortunately the thing adds +2 degrees of success becauses
its (x2) modifier, bringing the Opposed Test to a draw: 188
translates 1o a victory to the swamp thing as it has Unn
Strength and poor old Garm does not!

UNNATURAL SENSES

The creature can perceive its surroundings using senses O8SS
than sight or hearing, using special organs, fine hairs, or ¢

other disturbing trait to make itself aware of what's around s
This trait always includes a range, usually 15 metres.

UNNATURAL SPEED

The creature moves with incredible speed. For the purpess
of determining movement, the creature doubles its Ags
Bonus (after modifying AB from other traits and faces
specifically size).

WARP INSTABILITY

Most warp-entities have a tenuous hold on our reality, 688
maintained only by horror and bloodshed, and may S
disrupted if sufficient harm can be done to their manifes
forms. If a creature with this trait takes damage and does S
deal damage or Insanity Points on other creatures by the &8
of its next turn, it must make a Willpower Test. The cress
takes 1 damage for failure, plus 1 damage for each degress
failure. If this would deal damage equal to or in excess oF
creature’s Wounds, it is cast back into the warp.

WARP WEAPON

Creatures with this trait have weapons that are pass
insubstantial, able to ignore such mundane things as
or cover. Natural weapons and attacks made by a

with this trait ignore physical armour unless it is created &
psychoactive materials or carries the holy quality. FOreess
still work against these attacks normally. ¥
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§ CHAPTER V:
ARIMOURY

“The history of our chapter is in this bolter. Twelve times it has
passed from one of our fallen Brothers to bis successor. May the deeds
it performs in your hands live up to theirs.”

~Sergeant Caclicus of the Ultramarines, upon a Scout’s
induction to the 10th Company

{ ach Adeptus Astartes is a weapon unto himself, an
H instrument of war left behind to safeguard humanity
in the God-Emperor's stead. This sacred task is

assailed from every corner of the galaxy by every manner of
foe; a Battle-Brother faces threats so terrible that the mere
knowledge of them can break mortal men. He could not hold
back this abominable tide without weapons as carefully forged
and time-tempered as his own gene-seed. The Space Marines
are a remnant of the mighty Imperium that was, and their
tools of war reflect this same might. Their arsenals include
the finest weapons and armour in the Imperium—equipment
worthy of the Adeptus Astartes’ legacy.

The resources of the Deathwatch exceed those of
traditional Chapter. The wargear in a Watch Fortr&
armoury has many sources: equipment specialised to 8
purpose of fighting xenos forged by the Deathwatch's ©
artificers, tithes from the Chapters sworn to the Deathwaté
Inquisitional support, caches revealed by the cryptic O
Vault, and even technology captured during thousands
years at war with the alien.

REQUISITION

Victory is just a prelude to the next bartle.
—maxim of the Blood Ravens Chaps

hough the Deathwatch’s tools of war fill armouss

chambers deep beneath Watch Fortress Erioch

sleep in the holds of its scattered Watch Stations 8
resources are still ultimately finite. The Forge Master ms
ensure all Deathwatch Kill-teams in the Jericho Reach
sufficiently equipped to fight the enemies of man. Sims
keeping a steady stock of bolt shells requires vigilans
protected and seccret supply lines. Replacing a suit 8
Terminator Armour may take years, and if a relic blade st
down Tau Fire Warriors, it cannot be used at the same &
to slay a Hive Tyrant. As such, the Deathwatch must allos
assets to Kill-teams in proportion to the threat they face.

Wealth and titles are of little use to the average Bas®
Brother; the Deathwatch supplies him with everything
needs to carry out his charge. A Watch Captain, Inquiss
or similar authority determines the level of resouss
necessary for a given Mission. This judgement is represes
by the Mission's Requisition rating. Each Battle-Bross
on the Mission then has a number of Requisition Pos
cqual to that rating with which to arm himself. The &
challenging a task, the greater the magnitude and rarity of
Deathwatch's resources a Battle-Brother has at his dispes
A straight forward Mission may have a Requisition rafs
of 50, while the protracted defence of a planet may wars
a rating of 200 or more. If a Kill-team disagrees with
assessment of a Mission's difficulty, their Leader can trg
convince the Mission authority, but frequent quibbling is 1
viewed favourably.

Each item in the armoury has a Requisition cost assocs
with it. The total Requisition cost of a Battle-Bros
withdrawals may not exceed the Requisition Points ava
to him. This allocation can be used only for the Miss
at hand; unspent Requisition does not carry over (o
undertakings, nor is it increased based on results or res
of a prior Mission. A Squad may choose to pool &
Requisition Points for a communal item or to Requiss
a particularly rare item for one member. Unless othes
stated, ranged weapons include an adequate supply of &5
ammunition; explosives (including grenades and missiles
other consumables likewise last the duration of the
However, the Requisition cost of Special Issue Am
represents only a single clip. Requisitioned equipment;



ays returned at the Mission’s end. Some items
8¢ typically Requisitioned still have a Requisition
listed, should the cost be relevant if the Battle-
sshes to acquire a back-up or secondary weapon, or
Gear calculations.

€

MPLE
Steon (an Apothecary) and Brotber Aeldan (a Deathwatch
Marine) are both Respected Battle-Brothers. They are
gebed on a Mission for Inquisitor Quist. She has assessed
as “Xenos Abbrevio Intermedss.” The GM informs the
equates to a Requisition rating of 60. Gideon's player
W Requisition a storm bolter (20 Requisition) to use instead
and two clips of bellfire rounds (2 x 15 Requisition).
or, Aeldan always has a heavy bolter, so be Requisitions
eur (25 Requisition) and the vox-operated upgrade (15
Ben) for it. This leaves Gideon with 10 Requisition and
‘f 20.
B seree beavier firepower might be required on this Mission
sheir remaining 30 Requisition for a better beavy weapon
e They would ltke a plasma cannon, but won't have access
they reach the Distinguished Renown rating. Instead, they
& lascannon. Aeldan chooses to apply the suspensor and
pted upgrades to the lascannon.

5-1: AVAILABILITY AND REQUISITION
alability Requisition Point Range

B3ant

Rare
Eemely Rare
e Unique

RESOURCES IN THE 4XST MILLENNIUM

RENOWN

“This ship’s record is long and admirable indeed; with the Emperor's
blessing we will add to it before our souls rejoin him. But let us never

forget it is bravery and honour that lead to glory. Those who sought
[fame for its own end are remembered now only in infamy.”

~Brother Pellas, upon taking command
of the Thunder's Word

he Mission’s difficulty alone does not determine what

a Battle-Brother can remove from Deathwatch vaults.

Many weapons of the Adeptus Astartes arc marks of
status, and the right to carry them must be earned in the
eyes of this unique organisation. Renown represents status
within the Deathwatch, and is not altogether divorced from
prestige in a Battle-Brother's home Chapter. A warrior with
an exceptionally valorous record is welcomed with warm
accolades when he joins a Kill-team. Conversely, it is possible
for a Battle-Brother to arrive full of unrecognised potential
and return to his Chapter a hero.

In many ways, a Battle-Brother’s standing with his new
Deathwatch comrades matters more during his service there
than his Rank before induction. Renown determines which
weapons the commanders of the Deathwatch believe him
ready to Requisition. A Battle-Brother's Renown Rank (see
Table 5-2: Renown) must be at least as high as any Renown
restriction on an armoury item before he may Requisition it.
A Battle-Brother’s Renown increases as he proves himself to
the Deathwartch through service, sacrifice, and victory. See
Chapter VII: Playing the Game on page 232 for more
information on how Missions affect Renown.

Renown also serves as a measure of Chapter obligations to
the Deathwatch. Tradition warrants that if a Battle-Brother
falls before his sworn term is served, his Chapter must send a
replacement of equal merit.

nity IS in constant competition with itself for resources: from underhive denizens hunting rats through alleys to

oue Traders squabbling with one another over trade routes and with endless burcaucracy. Space Marines fight more

portant battles; their Chapters provide everything they need. They have little use for the various currencies used to

sasure wealth across the Imperium. Money among the Emperor’s subjects is as varied as their worlds and cultures. The

lixis Sector—intimately connected with the Achilus Crusade—uses Throne Gelt as the gauge for tithes, and it has

ecome the de facto standard for exchange in the sector.

In DArRk HEeresy, lower ranking members of the Inquisition use Thrones for purchases, while Throne Agents rely
. 1 £ Y

o Influence to fund their pursuit of heretics. Explorers in RoGue TRADER use a similar mechanic called Profit Factor to

spresent their fortunes and power. In both games, Availability drives the difficulty of using these resources to acquire

£
soods or services.

Should a Battle-Brother need to requisition an item from RoGue TRADER or DARK HEresy, Table 5-1: Availability
and Requisition provides guidance on how many Requisition Points it is likely to require. The GM may also choose to
nandate a Renown requirement for certain items. In general, articles unique to the Adeptus Astartes are neither available to,

sor easily usable by, Throne Agents and Rogue Traders.




TABLE 5-2: RENOWN

Renown Rating Renown Rank

Initiated: You have recently swomn
your oaths of duty to the Deathwatch.
Respected: You have proven your
prowess repeatedly through bravery and
blood.

Distinguished: You have eamed

an impressive number of victories
safeguarding humanity against its
enemies.

0-19

20-39

40-59

Famed: Your reputation precedes you,
and your deeds are known to Battle-
Brothers across the Reach.

Hero: Your name echoes to your
80+ Chapter and beyond as a paragon of
strength and valour.

CRAFTSIMTANSHIP

A finely crafted weapon is like a finely-crafted bartle plan. Both will
serve you well.”

60-79

—Commissar Holt

ithin the Imperium, the quality of goods and services
varies widely, from handcrafted masterpieces of war
to crude, mass-produced laspistols. To put a poor
quality item in the hand of an elite Adeptus Astartes would be
wasteful. Indeed, Adeptus Astartes gear is measured on a scale
unto itself. Imperial governors and the richest noble families are
lucky to own a single treasure that rivals the fine make of the
most Common Adeptus Astartes equipment. Still, more time and
customisation can be put into a given piece, creating superlative
equipment most likely found in the hands of esteemed Battle-
Brothers. Exceptionally crafted items are produced in venerated
forges by senior artificers, and their design reflects the additional
effort devoted to their making. Lauded even above these
noteworthy works are Master-Crafted items, the rare opuses of
Forge Masters, into which untold years and the most precious
and advanced materials are poured.

Items of Exceptional and Master craftsmanship are more
durable, though it is up to the GM how and when these effects
enter into play. In the case of weaponry and armour, effects on
performance or weight are detailed later, but for other goods,
differences of quality are merely descriptive. The GM may reduce
the Difficulty of some Tests involving items of better craftsmanship,
but that is entirely at his discretion. Unless specifically stated, an
object is considered of Common craftsmanship.

WEAPONS

“Doesn’t matter how I came by it. Point 15, this is the genutne &8
a Space Marine bolter. Cursed? Only if you get caught with 8
I'll show you how easy it is.” 3
—Last words of Edwin Dice, Metallican arms &
he Deathwatch has access to a dizzying spectrs
armaments. Weapons are divided into several g8
containing a plethora of ranged and melee wess
covering everything from mundane clubs to Astartes "
cannons. All weapons come with the appropriate &
when Requisitioned. !
Weapon profiles use the following statistics, prow
players and GMs with all the relevant information neeg
use them:
Name: What the weapon is called.

Class: Describes what class the weapon is: exotic,

thrown, pistol, basic, heavy, or mounted weapon.

* Melee weapons can be used in close combat
using a melee weapon, you add your SB to the &&=
you inflict.

* Thrown weapons cover anything propelled by &
power alone and include knives, axes, spears, and the:
Unless they are also classed as melee, thrown wess
cannot be used in close combat (except as impres
weapons). When using a thrown weapon you add 8
SB 1o the damage you inflict (with the excepta
explosives such as grenades).

+ Pistol weapons are fired one-handed and can be use
make a Standard Attack while engaged in melee §
a pistol is used in this fashion, the pistol still Tess
Ballistic Skill and continues to count as a ranged wes
forall other purposes, including the application of 188
However, the firer gains no bonuses or penalties &
for range or targeting equipment such as Sighis #
with the Scatter Quality fired in melee are conss
to be firing at Point-Blank range for the purpe
determining number of hits only.

* Basic weapons normally require two hands, bes
be used one-handed with a =20 penalty to hit.
wearing Astartes power armour this penalty is negs

* Heavy weapons always require two hands and o
braced in some way, usually either on a bipod or
to be fired without penalties. A windowsill, sam
or the firer's shoulder (in the case of missile laung
can also serve to brace. Firing a heavy weapon W
bracing incurs a —30 penalty and prohibits semi-au
full auto fire. '

TABLE 5-3: CRAFTSIANSHIP AND REQUISITION COSTS

Craftsmanship Upgrade Requisition Multiplier Renown Requirement
|| ‘Common to Excepional x5 Respected 10 LA
; Exceptional to Master x 1.5 Distinguished
|| {Common to Master x2 Distinguished




ated weapons are heavy weapons too large and
geful to be man-portable. They are fired using the
gopriate Heavy Weapon Training Talents, but must
Bounted on a weapons platform (such as Terminator
gour) or a vehicle. Some Melee weapons (such as the
@nfist) are also in this category.

This number determines how far the weapon can
peately in metres. The weapon's Short Range is half
. while its Long Range is double this number (for
suses and penalties see Chapter VIII: Combat,
I 249). Weapons cannot be fired at targets more than
pes their Range distance away.

PIRate of Fire): This tells you if the weapon fires on
i-auto or full auto and how many rounds or charges
s when doing so. A weapon's RoF has three entries
e the modes it can fire in. The first entry indicates
{8he weapon can fire singly (with an S). The second
cates whether or not it can fire semi-automatically,
pumber listed describes the number of shots fired by

Finally, the third entry describes if the weapon
full automatic and how many shots are fired when
Any mode in which the weapon cannot fire is
@ with a *-",

: weapons can fire in more than one mode. If this is
each of its different rates of fire is listed in its profile.
28 must choose which mode to fire their weapon in
ssaking their attack.

® {Damage): The Damage the weapon does and the
& damage it inflicts for the purpose of Criticals (as

B brackets): (E): Energy, (X) Explosive, (R) Rending,

-

{Penetration): Reflects how good the weapon is
e through armour. When a shot or blow from this
Bits a target, reduce the target’s Armour Points by
seon's Penetration, with results of less than O counting
ie the armour provides no protection at all). Then
e damage as normal. For example, if a weapon with a
gon of 3 hits a target with 5 Armour Points, the target

=V A . VN
R i

LY

:" athwatehi draws its arms from a vast a
ur to supply the thousand Chapters of the

spons circulate through their ranks. While the
sta iple Adeptus Astartes weapon,
the Raven Guard favour Ha

e ”’.‘

Born of a Thousand Forges |

rray of sources. Cof:::tfmﬁ:ye worlis, factpnes, :
14, jactones, and,

. ; Adeptus Astartes, each tithing some porti
Deathwatch. With no standard for these contributions, ik g ol

atered in the course of the Deathiwatch's duty, one can only guess fiow marty mode

s Godwyn-pattern boltqun is the most mumerous
it is far from the only one. Space Wolves often can;_' wmerous

WK's Talons-pattern lightning claws. It would 6e i

and every weapon and variant pattern to be found in a Deathwatef armoury (or even a

fem), so the uwapqirs, armour, and equipment in this

o Fog

o

counts as only having 2 Armour Points against any damage =
the hit deals Note that Penetration has no effect on fields, but
it does affect cover.

Clip: How many rounds/charges the weapon holds when
fully loaded.

RId (Reload): How many Actions the weapon takes to
reload. This is generally Half (for a Half Action) or Full (for a
Full Action). Some weapons can take a number of Actions over
several Rounds. The number of Rounds is given as a number;
for example 2 Full means that reloading takes 2 Full Rounds.

Special: Tells you if the weapon has any special Qualities
such as creating a blast when fired or needing to recharge
between shots.

Wt (Weight): Represents how much the weapon weighs,
normally in kg (kilograms),

Req (Requisition): The number of Requisition Points
required to acquire a weapon from the armoury. Higher
Requisition Point costs represent items that are more difficult
to keep in supply and must be reserved for more challenging
Missions. Items listed as N/A are not typically stocked in
Watch Station armouries.

Renown: The minimum Renown Rank required to
Requisition the item. If no Rank is listed, then anyone may
Requisition the item.

-
L4

Vv

SPECIAL ISSUE OF WARGEAR

The GM, at his discretion, may simply award the Kill-
team with a particular item, weapon, or other piece of
wargear if he feels it is appropriate.
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'ASTARTES WEAPONS

L Just as the Space Marines are paragons apart from mankind,
~ their weapons are likewise a class unto themselves. Many

designs throughout the Imperium are simply the best attempts
to mimic Astartes designs on a scale that a normal human can
control. The original, unadulterated versions of their arms and
equipment shame such replicas. Over millennia, a particular
Chapter forge may have made their own adaptations to a
design, just as a warrior may have left battle scars on a combat
knife before it passed to his next Battle-Brother. However,
the essentials of most weapon types (along with some rare
weapons themselves) have been in service since the first
Founding, and in the Imperium, ancient is better.

Armoury entries that begin with “Astartes™ designate an
item that is designed specifically for use by Space Marines. Its
size, weight, and potentially its technology base are different
from outwardly similar models found in the hands of other
organizations. These items are very difficult to obtain (and
use) outside the Adeptus Astartes.

WEAPON SPECIAL
QUALITIES

Some weapons possess special qualities to represent such
things as special damage or unusual effects. The following
are the most widely used weapon qualities:

ACCURATE

i Some weapons are designed with precision in mind and

respond superbly in skilled hands. They grant an additional
bonus of +10 to the firer’s Ballistic Skill when used with an
Aim Action in addition to the bonus Aiming grants. When
firing a single shot from a single Accurate Basic Weapon, if
such an attack also uses the Aim action, it gains an extra 1d10
of damage for every two degrees of success to a maximum of
two extra d10.

BALANCED

Some weapons, such as swords and knives, are designed so
that the weight of the hilt balances the weight of the blade,
making the weapon easier to wield. Balanced weapons grant
a +10 bonus to Weapon Skill Tests made to Parry.

Brast (X)

Many missiles, grenades, and some guns create an explosion
when they hit. When working out the effects of a Blast
weapon, anyone within the weapon’s blast radius in metres

L (the number in parenthesis) is also hit. Roll Hit Location and

Damage individually for each person affected by the blast.

CONCUSSIVE

The weapon causes a barrage of sound and force upon imgs
When you strike an opponent with a Concussive weapon
must make a Toughness Test at a Difficulty of —10 per deg
of success by which the attack succeeded or be Stunned
I Round. Auditory protection confers a +10 bonus to
Test, but does not negate the kinetic energy of the &
Additionally, any target taking Damage greater than
Strength Bonus from a Concussive weapon is automatie
knocked down. -

DEFENSIVE

A Defensive weapon, such as a shield, is intended for block
and is therefore awkward when used to make ates
Defensive weapons grant a +15 bonus to tests made W
used to Parry, but take a —10 penalty when used to attaes

DEVASTATING (X)

Either because of an unnatural psychological prop
pure destructive power, a Devastating weapon shakes:
confidence of a Squad struck by it. If the weapon hi
does one additional point of Cohesion Damage regase
of Damage to Wounds, in addition to secondary effecs
Cohesion from the hit's Damage and other results. If the &
is a Horde, it reduces its magnitude by a number equal &
number in parenthesis every time it is hit by this weapos

FeLLiNG (X)

Designed to puncture and to mangle, this weapon is cags
of toppling even the mightiest foes. If the weapon hi
ignores a number of levels of Unnatural Toughness posss
by the target equal to the number in parenthesis. For inss
a Felling (1) weapon ignores the benefits of Unnas
Toughness (x2) and would reduce the benefits of Unns
Toughness (x3) by one multiplier.

EXAMPLE

Brother Argos fires bis bolter (loaded with vengeance rounds) a8 ‘
a Hive Tyrant. The Hive Tyrant possesses Unnatural Tough
(x3), raising its Toughness Bonus from 5 to 15. The venge
rounds are Felling (1), meaning that the Hive Tyrant's Tough®
Bonus is only 10 (5 x 2 = 10) rather than 15 against this aties

FrAME

Flame weapons project a cone of flame out to the Rang
the weapon. Unlike other weapons, flamers have just
range. When fired, they cast fiery death out o this diss
The wielder does not need to Test Ballistic Skill; he S
fires. The flame’s path is a cone-shaped area extending
30 degree arc from the firer out to the weapon's Ra
creatures caught in it must succeed on an Agility T
struck by the flames and take damage normally. If
damage, they must succeed on a second Agility Test



¢ effects of being on Fire, see page 260.) Cover does
& characters from attacks made by Flame weapons.
B when a weapon is fired without the appropriate
sning Talent or a heavy weapon is fired without
wielder suffers a —20 or —30 penalty respectively
i Skill Test. When a wielder who does not possess
seiate Weapon Training Talent fires a weapon with
& Quality, anyone in the area of effect gains a +20
{5 Agility Test to avoid damage. This bonus rises to
s weapon is heavy and the wielder is not braced.

TABILISED

beon has a small auto-stabilisation unit that is typically

i the end of the barrel. While not as powerful as a
the gyro-stabiliser helps keep the weapon levelled at
Bl angle for firing. A Gyro-Stabilised weapon never
& target as being further than Long Range (normal
i range still applies). Heavy weapons with this Quality
& penalty for firing without Bracing to —20.

RE (X)

Seon generates an electro-magnetic field that troubles
§ine spirits of most technology. Everything within
0. radius, indicated by the number in parenthesis,
-4 Roll on Table 5-4: Haywirc Field Effects
Sy modifiers from the weapon) to determine the
S of the effect. As the field slowly dissipates, the
Jessens one step in severity cach round until it b
= lasignificant.

ATS

weapons are prone to overheating, either because
design or because they fire unstable superheated
gtion. A weapon with this Quality overheats on an
woll of 91 or higher. When this happens, the wielder
& energy damage equal to the weapon's damage with
gesation of O to an arm location (the arm holding the
S if it was fired one-handed, or a random arm if it
&4 with two hands). The wielder may choose to avoid

taking damage by dropping the weapon. Dropping a weapon N
is a Free Action. A weapon that overheats must spend the
round afterwards cooling down and may not be fired again
until the second round after overheating. A weapon with
this Quality does not Jam, and any effect that would cause a
Jam (i.c., certain psychic powers) instead causes the weapon
to overheat.

PoweR FIELD

A field of power wreathes weapons with this Quality,
increasing their Damage and Penetration. Such modifiers
are already included in the weapon's profile. When the
wielder successfully uses this weapon to Parry an attack
made with a weapon that lacks this Quality, he has a 75%
chance of destroying his attacker’s weapon. Weapons with
the Warp Weapon Trait and Natural Weapons are immune to
this effect.

PRIMITIVE

Crude and basic in design, these kinds of weapons, while still
deadly, are less effective against modern armour. All Armour
Points are doubled against hits from Primitive weapons unless
the armour also has the Primitive Quality. Non-Primitive
armour doubles its AP before being reduced by Penetration.

RAZOR SHARP

The shearing edge of this weapon can glide through the most
advanced armour as though it were primitive tin. When rolling =5
to attack with this weapon, if the attack roll results in two or
more Degrees of Success, double the weapon's Penetration.

RECHARGE

Because of the volatile nature of the weapon’s ammunition or
due to the way it fires, the weapon needs time between shots
to Recharge. The weapon must spend the Round after firing
building up a charge and cannot be fired—in effect you can
only fire the weapon every other round.

5-4: HAYWIRE FIELD EFFECTS
Field Strength

 Jess Insignificant: There is no noticeable effect on nearby technology.
Minor Disruption: All actions utilising technology, including firing Ranged weapons without the Primitive Quality,
Tech-Use Tests, and any physical actions attempted while wearing power armour or employing cybernetics, suffer a ~10

penalty. The Base Movement of anyone in power armour is reduced by I.

~ function as a Primitive weapon of the analogous type.

as a Primitive weapon of the analogous type.
d Dead Zone: As Dead Zone.

~ Major Disruption: All actions utilising technology, including firing Ranged weapons without the Primitive Quality,
e - Tech-Use Tests, and any physical actions attempted while wearing power armour ot employing cybernetics, suffer a ~20

~ penalty. The Base Movement of anyone in power armour is reduced by 3. Melee weapons with technological componcnm

%

f)cad Zone: Technology within the affected area completely ceases to function. Power armour becomes Unpowered as
per Table 5-13: Power Unit Critical Effects. Characters with cybernetic replacements to any internal organ(s) suffer
one level of Fatigue each round they remain in the Dead Zone. Melee weapons with technological components function




* RELIABLE

~ Based on tried and true technology, Reliable weapons seldom
fail. If a Reliable weapon Jams, roll 1d10 and only on a roll of
10 has it in fact Jammed. Otherwise, it just misses as normal.

SANCTIFIED

Damage inflicted by a Sanctified weapon counts as Holy
Damage, which has certain effects on some Daemonic and
warp creatures. All weapons with this special Quality must be
either Exceptionally or Master-Crafted.

SCATTER

The standard ammunition of these weapons spreads out when
fired, hitting more of the target. If fired at a foe within Point
Blank Range, every two degrees of success indicates another
hit (use Table 8-2: Multiple Hits on page 239). However,
at longer ranges this spread of small projectiles reduces its
effectiveness. Double all Armour Points against hits from
Scatter weapons at Long or Extreme Range.

SHOCKING

Shocking weapons can stun their opponents with a powerful
surge of energy. A target that takes at least 1 point of Damage
from a Shocking weapon after Armour and Toughness Bonus
must make a Toughness Test. He receives a +10 bonus for
every Armour Point on the location hit. If he fails, he is
Stunned for a number of Rounds equal to half the Damage
he suffered.

SMOKE

These weapons throw up dense clouds of smoke to create cover.
When a hit is scored from a weapon with the Smoke Quality, it
creates a smokescreen 3d 10 metres in diameter from the point
of impact. This screen lasts for 2d10 Rounds, or less in adverse
weather conditions (see page 249).

SNARE

Weapons with this Quality are designed to entangle enemies.
On a successful hit, the target must make an Agility Test
or be immobilised. An immobilised target can attempt to
burst the bonds (a Strength Test) or wriggle free (an Agility
Test) on his Turn. The target is considered helpless until
he escapes.

STORM

= A weapon with the Storm Quality unleashes shots at rapid
§ speed, often through use of a double-barrelled design. This
& Quality doubles the number of hits inflicted on the target
* and the amount of ammunition expended. For example, when
firing a weapon with the Storm Quality in fully automatic
‘n ode, each degree of success yields two additional hits (to a
axlmum of'twtcc the weapon's Full Automatic rate of fire).

i -,

T .

TEARING

Tearing weapons are vicious devices, exploding while lods
inside their victim or using multitudes of fast-moving jag
teeth to rip into flesh and bone. These weapons roll one &
die for Damage, and the lowest result is discarded.

Toxic

Some weapons rely on toxins and poisons to do their das

Anyone that takes Damage from a Toxic weapon %
reduction for Armour and Toughness Bonus must maks
Toughness Test with a -5 Penalty for every Point of D&
suffered. Success indicates no further effect from the wes
Failure, however, deals an immediate 1d10 points of I8
Damage to the target with no reduction from Armoss
Toughness Bonus.

TWIN-LINKED

A Twin-linked weapon represents two identical wess
connected together and linked to fire at the same tme &
through one pull of the trigger or push of a button. Twin-5
weapons are built this way in order to increase the chanes
scoring a hit through the crude expedience of blasting &
shots at the target. A weapon with the Twin-linked QS8
gains a +20 bonus to hit when fired and uses twice &8 &
ammunition. In addition, the weapon may score one addits
hit if the attack roll succeeds by two or more degrees of s
Lastly, the weapon’s reload time is doubled.

UNBALANCED

Heavy and difficult to ready after an attack, Unbalss
weapons impose a —10 penalty when used to Parry.

UNWIELDY

Huge and often top-heavy, Unwieldy weapons ass
awkward to be used defensively. Unwieldy weapons &8
be used to Parry.

VOLATILE

Volatile matter is charged with potential encrgy, and |
violently on a solid hit. If a 10 is rolled for Damage
weapon with the Volatile Quality, Righteous Fury
automatically, dealing another 1d10 points of Das

the second roll results in 10, further Damage is possis
Righteous Fury on page 245).




1= 5-5: RANGED WEAPONS
' Class Range RoF  Dmg Pen Clip RId  Special Wt Req Renown

_pOl‘IS
___lPiSlDI Pistol 30m S/3/- 2d10+5X 5 14 Full Tearing 5.5 51 -

B]°hcr Basic 100m S/2/4 2d10+5X 5 28  Full Tearing 18 5 -
gBoligun  pogc  200m S/-/- 2d10+5X 5 24 Full _"r::‘::' 17 15 Respected

28 Full Tearing 25 15  Respected

W

Basic 100m S/2/4 2d10+5X

Ry Heavy  150m —/-/10 2d10+10X 6 60 Full  Tearing (53 70 - =

smes Storm Basic 100m S$/2/4 2d10+5X 5 60 2Full Storm, Tearing 26 20  Respected

ditional weapons beyond standard issue I F | E
aile is for the primary bolter. Secondary weapon bas RoF: S/—/— and Clip: 1, with all other statistics as per the weapon’s entry. - Q{
Weapons ¢

SPlasma o 150m  S/-/- 2d10+11E 10 16 5 Full Blase(1).
-n Volatile

70 30 Distinguished

= ;”“‘m Gun p e 100m S/2/- 1d10+9E 8 40 4Full Volaile 27 20  Respected
E Plasma o001 30m  S/2/- 1d10+8E 8 12 3Full Volaile 6 25 Respected
ta Weapons
s infernus . 0 jom  s/-/— 2d10+8E 13 4 Full - 5 35 Famed
S Melagun g 20m S/-/- 2d10+8E 13 6  2Full - 14 20 Respected
jes Multi-melta Heavyy 60m  S/-/— 4d10+6E 13 12 2Full Blhst(l) 72 35 Respected

xima)

Weapons
gs Flamer Basic 20m S/~/= 2d10+2E 3 6 2 Full Flame 15 10
b e pistol  10m  S/-/- 2d10+2E 3 4  2Full Flame 6 10
Y Heay 30m  S/-/- 2410+6E 6 10 2Full Flame 65 15
id Projectile Weapons
fes Assault 4 1S0m —/-/10 3d10+61 6 200 3 Full Tearing 80 30

' - Reliable,
tes Shotgun  Basic 30m  S/2/- 2d10+31 0 18 Full oo 10 5
orog Basic 90m  S/3/10 1d10+31 0 30 2Full - 3.5 N/A -
opistol Pistol  30m  S/-/6 1d10+21 O 18 Rl - 25 N/A -
s Weapons
artes Lascannon Heavy  300m  §/-/— 6dI10+10E 10 6 2Full - 75 30
Basic 100m S/3/- 1d10#3E 0 60 Full  Reliable 4 N/A -
pistol  30m  S/-/- 1d10+2E 0 30 Full  Reliable 15 N/A -
nchers
CV"“’]“; Mounted 300m  S/2/- ' #t 12 3Full 95 25
es Missile
Heawy 250m S/-/- 7 t g  FRll M 50 10
ike) :
ey asm us/o/- # 4 2Ful fi #3 15  Respected




[ BOLT WEAPONS

* If common Imperial citizens picture power armour when -

~ they think of a Space Marine's profile, then they picture bolt
weapons when they think of his fury. Powerful and flexible,
bolters are the favoured weapon of the Adeptus Astartes, and
every recruit is issued one as soon as he becomes a Scout.
Most bolter models have their roots with the Space Marines,
despite smaller, inferior adaptations treasured by Imperial
officers and nobles. Loud and brutal, bolt weapons are
terrifying to witness in any hand, but none wield them with
such deadly proficiency as the Adeptus Astartes.

Bolters fire self-propelled mass-reactive shells called bolts,
set to explode just after penetration for maximum lethality.
Overall they are superb if temperamental devices, requiring
skilled maintenance using only the most proper rituals and
blessings. The standard bolter round is .75 calibre with a
super-dense metallic core and diamantine tip. The Deathwatch
makes frequent use of variant shells for specialised purposes,
such as penetrating armour plating or silently eliminating a
target without revealing one’s position. To use the various
classes of bolt weapons, a character must have the Pistol
Training (Bolt), Basic Weapon Training (Bolt) or Heavy
Weapon Training (Bolt) Talents.

ASTARTES Borr PisToL

As destructive as its full-size counterpart,
a bolt pistol’s primary drawbacks are
its smaller clip and slower rate of fire.
However, they are ideal for Devastator
units needing to take down an enemy at
close quarters and for Assault specialists needing a vehicle for
the Deathwatch’s many special bolt types.

ASTARTES BOLTER (GODWYN PATTERN)

The bolter, or boltgun, is
the backbone of every Space
Marine arsenal. Bolters vary
in age and pattern across
the Space Marine Chapters,
though nearly all Astartes
bolt weapons accept the
same ammunition.  The
Deathwatch-pattern bolter incorporates a shot selector, while
Battle-Brothers who bring weapons from their home Chapter
add attachments for the same functionality.

ASTARTES BOLTGUN (STALKER PATTERN)

The Stalker-pattern boltgun is most impressive when used in
conjunction with Stalker Rounds, but it is still an effective
- sniping weapon with any ammunition type. It significantly
muffles the sound of any shell fired, and produces no
~ muzzle flash.

ManN’s ReacH EXceEDs His GRrAs?y

Grave religious taboos exist throughout most of ¢!
Imperium against daring to touch weapons meant §
the hands of the Emperor's Angels of Death. Astars
weapons react violently to the grip of the unwort!
and men bearing terrible burn scars are living proof o
flamer’s outrage in the hands of an ignoble master. S
there are invariably those bold and foolish enough
try taming the machine spirits of Astartes weapons
Obtaining an weapon should
considerable efforton a character’s part and neversi

Astartes requ
be the result of an Acquisition or Influence roll. As
Ranged weapons count as one C
lacking in Space Marine physiology. For exampl
Pistol is a Basic weapon; a Basic weapon is Heav

ass heavier to amy

so on. Furthermore, Astartes weapons impose :
penalty to all Tests made with them by presumpts
mortals due to improper scale, weight, and/or recos
even in power armour. The GM may also choose
impose other problems from the rebellious mach
spirit based on the nature of a weapon (a pk
weapon may require Toughness Tests from routine
»on may run the risk of fe
caled for nos
although

rines may use weapons s
humans without penalty if they cho
GM may wish to require that the Space |
extra action or two to remove parts that get in the

arine take

(such as the trigger guard or the stock!).

Awareness Tests to hear shots made with a Stalker=—58
boltgun suffer an additional —30 penalty and can ¢
attempted at half the normal distance. See Stalker R&
the Ammunition section for more information on cos
the two.

ASTARTES COMBI-WEAPON

Combi-weapons are actually

two different weapons that

have been combined into

one firearm. The idea is to

provide the user with the

versatility of two different

types of guns, without

requiring him to switch

between them (not to mention carry them both) &

battlefield. Astartes combi-weapons typically use a b

the primary weapon with a one-shot secondary :

under the barrel. g
The most popular variations found in the Deathws

the combi-flamer, combi-meltagun, and combi-plas

The profile entry for each of these weapons details the

boltgun. The secondary weapon on each firearm has

identical to a Flamer, Meltagun, and Plasma Gun

except its Clip is reduced to 1. The wielder may

the primary or secondary weapon on his Turn; both'

cannot fire at the same time. ;




s1Es HEAvY BOLTER

weer variants have been widely adopted for Imperial
Sond the Space Marines, although none can compare

Sishment doled out by the original design. These
& are potent in a wide variety of roles, capable of
‘satire infantry platoons into a carpet of gore as well
ng vehicles in a hail of large, armour-penetrating
e Heavy bolters fire rounds of a much larger calibre
sandard bolt, contain more propellant and are
B 8f achieving longer ranges.

wRTES STORM BOLTER

& Bolters originated and
Sede almost exclusively
Adeptus  Astartes.
wapons resemble two
& with a single casing
“single trigger. They
down a barrage of
sealling heavy weapons,
=5 better portability. A
& Solter uses twin clips to
% dual firing mechanisms.

O

ASMA WEAPONS

Seerets of plasma technology are almost lost outside the
ghes Astartes, amongst whose ranks thesc weapons arc
smmon. Plasma technology is frequently found in
s of the Dark Angels, who have maintained a large
& of such weapons and the art of their construction
iheir Founding.

ima weapons work using hydrogen fuel suspended in
snic state in either fuel flasks or backpack containers.
= fuel is fed into the miniature fusion core inside the
4. the hydrogen energises into plasma, held in the
powerful magnetic containment fields. When fired,
Sids dilate open and the plasma is cjected via a linear
accelerator in a bolt of superheated matter akin
r flare in appearance and temperature. For this
s plasma weapons are sometimes called “sun guns” by
smmon population. Plasma weapons tax their cooling
% considerably, and the Space Marines push the
s of their own resilience by using hydrogen in a higher
S state than standard Imperial patterns. To use the
s classes of plasma weapons a character must have the
Fraining (Plasma), Basic Weapons Training (Plasma), or
Weapon Training (Plasma) Talents.

FiriNG PrasmMa WEAPONS

Plasma weapons can be used in two firing modes: standard
mode (the normal and safest method), or higher-powered
blast with a longer range and higher temperature. The latter
requires a short time to replenish the plasma back to firing
levels. When an Astartes plasma weapon fires in Maximal
mode, it gains an extra 10 metres to range, 1d10 to Damage,
and +2 Pen, but uses 3 rounds of ammunition. The Maximal
setting also adds the Recharge and Overheats Qualities to the
weapon, but increases any Blast Quality by +2 (so an Astartes
Plasma Cannon would fire a Blast (3) on Maximal).

ASTARTES PLASMA CANNON

The largest portable plasma weapon is the plasma cannon
or heavy plasma gun, which is also seen in service on some
Adeptus Astartes transports. Rather than using attached
flasks, the wielder wears a large fuel canister that attaches
to his backpack unit. This weapon has a much greater range
and ammunition supply, and its violent discharges hurtle like
miniature suns from its barrel, impacting a large area. It can
also fire on Maximal mode which exhausts even more fuel
but provides an even larger blast of heat on impact, creating a
fireball capable of destroying heavily armoured targets.

% [/
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ASTARTES WEAPON CRAFTSMANSHIP

All weapon listings portray Common craftsmanship of
the Adeptus Astartes. For weapons of better manufacture
use the following modifiers:

Exceptional: More carefully constructed, these
weapons are consequently more reliable. All Exceptional
craftsmanship weapons add 1 to the Damage they
inflict. Ranged weapons of Exceptional craftsmanship
have the Reliable Quality. Exceptional craftsmanship
Melee weapons add a +5 bonus to Weapon Skill Tests.

Master: A work of art as much as a weapon, these

weapons are created by skilled artificers and are often
centuries old. All Master-Crafted weapons add 2 to
the Damage they inflict. Ranged weapons of Master
craftsmanship never Jam or Overheat. If a roll would

result in either occurrence, count it as a miss instead.
Master-Crafted melee weapons add a +10 bonus to
Weapon Skill Tests.

-




_'AS'I‘A.RTES Prasma GuN
! (RAGEFIRE-PATTERN)

- The most common
model of this uncommon
technology, plasma guns
are often deployed in
situations where raw
takedown power s
required against highly resilient or armoured enemies.

ASTARTES PLASMA Pi1sTOL

Few pistols are deadlier than the
plasma pistol, and many ranking
Adeptus Astartes find them worth
the trouble of acquiring and the risk
of using for their sheer efficiency in
eliminating foes at close range.

MELTA WEAPONS

Melta weapons emit devastatingly intense but short-ranged
blasts of heat which can melt through almost any material.
Most types of melta induce highly pressurised gases from an
ammunition canister into an unstable sub-molecular state and
direct the resulting energies down the barrel. Melta usage is
accompaniced by a distinctive hissing sound as the beam boils
away the water in the air, then a roaring blast as the beam
reduces the target to charred scraps or molten slag.

Meltas are the premier anti-armour weapons, and few if any
vehicles can withstand their power. Astartes melta weapons
deal an extra 1d10 Damage to targets at Short Range or
closer. To use the various classes of melta weapons, a character
must have the Pistol Training (Melta), Basic Weapon Training
(Melta), or Heavy Weapon Training (Melta) Talents.

ASTARTES INFERNUS P1sTOL

The Infernus pistol represents specialised and ancient
technology, almost impossible for even the Adeptus Astartes
to recreate. Mere handfuls exist in any sector, and they are
found only in the hands of Battle-Brothers who have proven
themselves worthy of such a profoundly rare weapon. This is
a favoured weapon of the Blood Angels Chapter.

ASTARTES MELTAGUN (VULKAN-PATTERN)

Meltaguns are the most
common form of melta
weapon and are found in
. many Imperial forces. They
~ are less prone to catastrophic
failure than plasma guns
- and work best at shorter ranges. An ideal weapon for cutting
 through bulkheads or armour, the Deathwatch has no end of
* uses for it. The Vulkan-pattern uses a built-in fuel canister, but
versions with a backpack attachment are also common.

ASTARTES MULTI-MELTA (MAXIMA- -
PATTERN)

The largest type of melta weapon is the multi-meltais
models not built for the Adeptus Astartes and their VeSS
are rare. This huge weapon carries more fuel, fires at &8
longer ranges, and creates a larger blast arca capatss
vaporising several square metres at a time. It also genss
much more heat than its smaller cousins, making pross
to the firer highly uncomfortable for those not insu
power armour.
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FLAME WEAPONS

As the name suggests, these weapons operate by firing g
flame at the target and are capable of smiting large swas
small creatures. As such they are a favoured weapon on
in the Orpheus Salient where the Tyranid threat swarms

Flame weapons use a fuel generically referred
promethium. On worlds of lower technology, this &
home-brewed concoctions or other chemicals, but
weapons use only the most concentrated and refined
achieving consistently superior results. Most models &
mono-propellant fuel which ignites via a small pilos 8
at the tip of the barrel, though self-igniting models &
binary hypergolic fuels are not unheard of. Once pross
the intense jet that spurts from the barrel creates a tomes
liquid fire, which spreads out in an inferno that bumss
underwater, leaving enemies hard-pressed to put out the 8

Due to the exceptional grade of fuel, a victim caught &
by an Astartes Flame Weapon takes an additional 4 pass
damage per Round from being on fire. (For the full effes
fire, see page 260.)

ASTARTES FLAMER

The flamer is an ideal weapon for flushing out ene

cover and cleansing areas with purifying flame. The 8
Adeptus Astartes model accepts fuel through a pressss
that can attach to a backpack feed for longer uninges
usage or a smaller canister for quick refuelling in busss




HAND FLAMER

d flamer is still capable of unleashing large
. but is good for only a few shots before the
must be switched out.

HEeAvy FLAMER

size and weight of heavy flamers makes them
choice among many Imperial forces, these
deterrents to a Space Marine in power armour.
squads and many vehicles make frequent use of
saturation area of heavy flamers. The twin nozzles
Buge gouts of fire, enough to purge the densest
f xenos.

V4K U_"o.o.o

PROJECTILE
ONS

slug-throwers are exceedingly plentiful across the
they find limited use among most Space Marine

Most alien races have their own versions as well, for
logy and manufacture are fairly simple.

s AssAaurLt CANNON

cannon is a massive, brutal weapon with a ring

barrels that spray explosive shells at terrifying

nd velocity. This weapon’s incredible firepower can
ps or vehicles even more efficiently than a heavy

Shhough its size and weight somewhat preclude man-
. The Adeptus Astartes circumvent that limitation
nly employing them on Terminators.

b

S SHOTGUN
monly encountered in Scout units, the shotgun is a
versatile weapon. Whileiits lack of armour penetration
make it a widely deployed choice with more senior
thers, that same aspect is useful in situations where
bulkheads or damaging equipment is a concern.
e shot spray also makes it effective against creatures

pies in large numbers.

AUTOGUN

Cheap and easy to produce, autoguns are a COMmon weapon
across the galaxy; even alien races acquire and use them or
sometimes make their own equivalents. These rapid-firing
automatic weapons use common solid low-calibre shells fed
via standardized clips. Reliable, rugged, and easily stocked
with ammunition, they are a mainstay on many a planet.

AUTOPISTOL

Small but effective, autopistols are a favourite among many
military veterans as a supplement for their standard lasgun.
They have a faster rate of fire than most pistols, and can put
down un-armoured targets in a single burst of shells.

LAS WEAPONS 1

Laser or “las” weapons are by far the most numerous types of
weapons found in the Imperium as they are the basic tool of
the Imperial Guard’s countless soldiers. Their STC template
is well known and their extreme ruggedness and ease of
use makes them the perfect weapon for the Hammer of the
Emperor. Las weapons can be found on almost any planet,
even outside the Imperium and among many xenos tribes.
Even with the Adeptus Astartes’ access to mankind's most
sophisticated weapons, they still use this staple technology to
limited but devastating effect.

Las weapons work by emitting short, sharp pulses of laser
energy from high capacity fast-discharge generators, with a
flash of light and a distinctive snap like the cracking of a
whip as the trigger is pulled. Though they are produced in
a multitude of styles and patterns depending on the home
world of manufacture, most use a very common Departmento
Munitorum sanctioned power pack. The liquid metal core of
the pack stores vast amounts of energy, and can be recharged
from standard power sources with a successful Tech-Use Test.
In emergencies they can even be recharged by placing them
in an open fire, though this diminishes the lifespan of the
pack and increases its failure rate.

To use the various classes of las weapons a character must
have the Pistol Training (Las), Basic Weapon Training (Las),
or Heavy Weapon Training (Las) Talents.

ASTARTES LASCANNON

Las technology is generally of little interest to the Adeptus
Astartes, who have access to more powerful weapons and
do not answer to the Departmento Munitorum for their
ammunition costs. The Lascannon is the exception. These
guns use huge power packs that provide enough energy ©
punch holes in the thickest armour even at extreme ranges.-.
Lascannons require separate power packs, which the Spacc
Marines usually affix to their backpack generators. -

Q0




-' Produced in a multitude of different styles and patterns, the

lasgun can be found on almost every world of the Imperium,
where its robust design and dependability make it a favoured
weapon of both the Emperor’s faithful and many of their foes.

LASPISTOL

The laspistol is most commonly used by lower ranking
Imperial officers and agents. On many worlds it is common
for almost every member of society to be armed with one as
a matter of course. Almost every Forge World has their own
pattern and style, as the basic weapon is so simple that it
allows a multitude of variations.

GRENADES AND MISSILES

Frag and krak grenades are standard munitions across
virtually all of the Emperor's armies, from Imperial Guard
conscripts to the Adeptus Astartes, whose versions of these
explosives are no exception to their rule of superlative arms.
The Deathwatch has access to an even wider range of grenade
types, including rare and exotic projectiles only whispered of
by common soldiers as the stuff of fables.

All of the grenades listed here can either be thrown by
hand or used in a grenade launcher. Missiles must be fired

from a missile launcher.

ASTARTES BLIND GRENADE

Blind grenades explode with a burst of dense dark
grey smoke including IR bafflers and broad-band

EM spectrum chaff, all designed to block eyesight and'&
advanced visual detection. The effect is short-liveds
while it lasts provides excellent cover for advancing I8
The effects of this grenade last for 1d10 Rounds (sha
conditions such as prevailing winds or industrial ventila

AsSTARTES FRAG GRENADES AND M 1

The Adeptus Astartes fill their large fragmentation (0FF
grenadesand missiles with powerful explosives and aerog
metallic shards. The high velocity shrapnel created whea s
detonate is deadly against common infantry.

ASTARTES INCENDIARY GRENADES ANE
MISSILES

Incendiary explosives are commonly employed to flus
enemies entrenched behind cover. These projectiles &68
slow-burning promethium distillate that ignites whess
grenade explodes. Any target within the Blast radius
succeed on an Agility Test or catch fire. Furthermore, theS
remains on fire for another 1d5 Rounds as the promess
continues to burn. Anyone remaining within that aress
continue to take Agility Tests or catch fire until the flamess

ASTARTES KRAK GRENADES AND MIsSSit

Krak grenades and missiles use concentrated explosie
punch holes in armoured targets such as vehicles or B8
The powerful detonations do not produce a blast s
however, making them impractical for use against s
infantry or moving targets.

& = tae ey

TABLE 5-6: GRENADES AND [TTISSILES
Name Class Range RoF Dmg Pen Special Wt Req Renown
Astartes Blind Grenade Thrown SBx3 S/-/- - 0 Smoke 08 10 -
Astartes Frag Grenade Thrown SBx3 S/-/-= 2d10X 0 Blast (5) 08 1t - 3
Astartes Frag Missile - - 2d10X R ?ll;s L8} Beasviog 2 5 -
( 3’“““ Ihcendiary Thrown SBx3  S/-/- 1d10+4E 0  Blast(3) WERT -
renade
Astartes Incendiary Missile — - - 1d1I0O+3E O Blast (5) 2 15 -
Astartes Krak Grenade Thrown SBx3  S/-/- 3d10+4X 6 - 08 1t -
Astartes Krak Missile - ~ - 4d10+6 X 10  Blast(1) 25 P StebEs
Astartes Nova Grenade Thrown  SBx3 S/-/= 1d10E 0 Blast(3) 08 15
Astartes Plasma Grenade  Thrown  SBx3  §/-/— 1d10+I12E 8 B]:m‘{l). Speckl 250
Volatile
AStartes Phomna Misslle . — % ~ ' 2dio+i2E 12 Bist(dlSpechLEEies 5
Volatile
Astartes Stasis Grenade Thrown SBx3  S/-/- - 0 -
Astartes Stun Grenade Thrown SBx3  S§/-/- - 0 Blast (5)
EMP Grenade Thrown SBx3 S/-/- - 0 Haywire (3)
‘Photon Flash Grenade Thrown SBx3  S/=/- Special o -
Vortex Grenade Thrown SBx3  S/-/- Special 0
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NovA GRENADE

¢ Deathwatch's foes. This more powerful

& 3 flash grenade was designed to overpower

& out filtering. Each sphere contains a minute
& plasma suspended in carbon gas. When ignited,
Bae fusion is similar to the effect of a collapsing
 the emitted light achieves an extreme absolute
However, the ability to thwart auto-senses is a
ioed sword for Battle-Brothers, and nova grenades
Sategically utilised lest they blind their own forces.
§8tion to taking damage from the shock wave,
L ithin the Blast radius must make a Very Hard
" ness Test or be Blinded (see page 260) for
nds Photo-visors, autosenses, and similar vision
decreases this Test to Difficult (-10). Anyone
B0 metres of the detonation point must make a normal
S Test or be Blinded for 1d5 Rounds (identical to a
Benade—vision protection works normally).

s and similar ocular protection are common e

a1ES PLASMA GRENADE

- Bighly lethal grenades use a deliberate plasma
¢ failure, erupting into blasts of white-hot energy.
plasma core of an Astartes plasma grenade is not
“~sumed in the initial explosion and leaves a glowing,
=4 orb that continues to sear the area like a miniature
& tny stellar body continues to do the plasma
% full damage to the Blast area for an additional 1d5
after the Round it detonated.

RTES PLASMA MISSILE

& incarnation of the plasma grenade, a salvo of plasma
& can easily turn enemy troops into a smoking crater.
% Battle-Brother must take care when firing one of
erous weapons that his own Kill-team is sufficiently
I:zrrns way. Plasma missiles have the same continuing
5% plasma grenade. In addition, they pose an additional
§ %0 vehicles. The plasma core can become fused with the
Seaving no escape. If a plasma missile attack on a vehicle
& 4 or more degrees of success, the Blast radius becomes
4 on the vehicle rather than a stationary point.

TAR StASIS GRENADE

§ Gelds are used throughout the Imperium

8 time at bay, essentially trapping whatever &=

them in a single moment. Uses run from &

ne food storage to the preservation of the

arine’s Primarch. A stasis grenade is simply an impact-

pred version of the same technology, most commonly

p temporarily neutralize a threat.

| call a stasis grenade rare and dangerous is a grave

tement. One may occasionally be distributed along

) general Requisition Points for a Mission if the Watch
deems necessary, but a stasis grenade may never be

ned through the usual means.

THROWING GRENADES

Throwing grenades requires no special training or
Talents and is resolved using a Ballistic Skill Test
including any modifiers (such as range). On a miss, the
thrown grenade goes in a random direction—see the
scatter diagram on page 248.

WHEN A GRENADE “Jams”

Whenever a jam results from throwing a grenade
or firing a grenade launcher or similar weapon (see
Weapon Jams, page 249), something unfortunate has
happened. Roll 1d10. On any result other than 10, the
explosive is simply a dud and nothing happens. On a
10, the explosive detonates immediately with the effect
centred on the attacker. If the explosive was fired from
a launcher, it detonates in the barrel, having its normal
effect as well as destroying the weapon.

The grenade generates a stasis field with a radius of two
metres; it lasts for 1d5 rounds (which the GM should roll and
reveal only when it expires). Everything inside this bubble is
cut off from the normal flow of time. Anyone and anything
inside the affected area does (and perceives) nothing until the
field dissipates. Characters outside the stasis field can see the
frozen moment but cannot interact with it in any way.

ASTARTES STUN GRENADE

Stun grenades use a combination of a loud explosive and a
flash of light to momentarily incapacitate targets without
causing lasting injury before an assault is launched, making
them an excellent opener in non-lethal engagements. Anyone
caught in a stun grenade’s blast must pass a Challenging
(+0) Toughness Test or become Stunned for 1d10 rounds.
Photo-visors and sealed armour provide a +20 bonus to this
Test, while input filtering renders one completely immune.

EMP GRENADE

A rare example of xenos technology employed in limited
capacity by the Deathwatch, the exact form of such a grenade
varies with its origin. The function of an EMP grenade is
to generate a field of electro-magnetic static that interferes
with most technology and generally causes machine spirits
to malfunction. There are many appellations for this weapon:
EMP, Haywire, Scrambler, and it takes many shapes including
those found with the Tau and the Eldar.

PraoTON FLASH GRENADE

Photon flash or simply flash grenades detonate in a sudden &
and brilliant flare, blinding anyone nearby and overloading
many common vision protection systems such as visors,
Those caught without high quality eye protection are usually. =
left blinded and defenceless. Anyone within 15 metres of a-
photon flash grenade when it detonates must succeed on a
Toughness Test or be blinded for 1d5 Rounds. .
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- 1o fire each round.

This dreaded example of lost technology tears
open the very fabric of reality, creating a rift
into the warp. Needless to say, the results of ¥
such a desperate action are highly unpredictable 3
and almost as likely to backfire on he who used it. For all
the nightmarish stories of daemons crawling through the
breach, and vortexes that still re-appear like phantoms on old
battlefields, there is no better way to ensure a threat is utterly
destroyed than to see it sucked into the immaterium.

The secrets of vortex grenades are jealously guarded by
the Adeptus Mechanicus, and some question whether Forge
Worlds capable of their manufacture still exist. Certainly, their
supply in the Adeptus Astartes seems ever-dwindling, and it is
a dire threat indeed that warrants their precious and perilous
expenditure. Like stasis grenades, a single grenade may only be
allotted at the Watch Captain’s option.

The vortex grenade has a radius of 3 metres. Anyone within
this area can spend his Reaction to attempt to Dodge out of it
before the rift fully forms (see Dodging Area Effects on page
238). Those who fail, along with everything else in the area, are
dragged into the warp, never to be seen again. Each Round, the
capricious vortex winks in and out of existence. It has a 50%
chance of closing permanently when this happens. Otherwise,
it reappears 2d10 metres in a random direction from its last
manifestation—see the Scatter Diagram on page 248.

LAUNCHERS

With their super-human strength, Space Marines are capable
of throwing projectiles further than some Imperial weapons
can shoot. This relegates grenade launchers to a secondary
weapon, usually affixed to a bolter or similar convenient
location. Missile launchers are the more frequent choice when
a Mission calls for long-range firepower. Requisitioning a
missile launcher includes the requisition of frag and/or krak
missiles sufficient to keep the weapon loaded with whatever
configuration of the two missile types is desired. Alternative
missile types must be Requisitioned as normal,

To use the various classes of launchers, a character must
have the Pistol Training (Launcher), Basic Weapon Training
(Launcher), or Heavy Weapon Training (Launcher) Talents.
Setting explosives requires the Demolition skill (see Chapter
111: Skills, pages 97-98).

ASTARTES CYCLONE MISSILE LAUNCHER

Cyclone missile launchers were specially designed for use
with Tactical Dreadnought armour. Valuable enough for
their ability to launch missiles rapidly from the twin racks,
this back-mounted missile system also makes up for some of
Terminator armour’s inflexibility by providing more options
in combat. Each of the missile racks may be loaded with a
different missile type, allowing the user to decide which type

ASTARTES MISSILE LAUNCHER
(SOUNDSTRIKE-PATTERN)

A missile is fitted with stabilisation and guidance systems 8
aid in its accuracy, which is excellent at long ranges. Access
the variety of long distance warfare options these exploss
rounds provide requires a missile launcher. The stands
Astartes missile launcher is a tube-like weapon that fires a sing
round at great accuracy. The Soundstrike pattern overcoms
the single capacity of the launch tube by attaching a spee
missile rack and auto-loader to a backpack power unit.
auto-loader’s gripping claw rapidly refills the launcher
the back-mounted ammo source, allowing the Battle-Broths
to fire the missiles of his choice without interruption until 8
missile rack is depleted.

AUXILIARY GRENADE LAUNCHER _
When a Space Marine’s enhanced strength is not adequate
propel his choice of grenades far enough, an auxiliary grens
launcher can be employed. These compact tubes hold a s
row of pre-primed grenades. An auxiliary grenade launches
most commonly mounted above or below the barrel of a b
weapon in a manner similar to a combi-weapon. Ho
models with standalone trigger mechanisms are also availas
If attached to another weapon, the user must choose w
one to fire; the launcher cannot be fired in the same
as the weapon it is attached to. This weapon may alse
mounted on Terminator Armour. Doing so, however, doulis
this weapon's Requisition cost.

EXOTIC WEAPONS

The Deathwatch has access to weapons so rare that
average Imperial citizen has not even envisioned them. So8
items represent ancient patterns that only Adeptus Astass
artificers still understand the proper ways to create &
maintain, while others are unique to the Deathwatch
their origins are best left unquestioned. Exotic weapons &
not only extraordinarily rare but also especially diffi
operate. Such weapons require specialised training, and
must be mastered separately with a different Talent.

ASTARTES CONVERSION BEAMER

A small number of these rare and deadly archeotech d
circulate through the hands of senior Techmarines. By ¢
the energy stored in atomic bonds, a conversion beamers
annihilate creatures, vehicles, or nearly anything its B¢
reaches, provided it is given time to build to critical #
When fired, a conversion beamer expels a stream of neut
bombarded particles, beginning an atomic chain' ré
that converts matter to energy in a blazing beam that’




5-7: EXOTIC WEAPONS

Class Range RoF Dmg

* Conversion Beamer Heavy 100m S/—/~ Varies
Digital Flamer Pistol 4m S/—/- 2d10+2E

s Digital Laser Pistol  4m S/-/- 1d10+4 E
Digital Mclta pistol  4m s/—/— 2d10+5E

s Sniper Rifle Basic 200m S/-/- 1d10R

Sechmarines are entrusted with this weapon.
B =+ 10 Damage from fires started by this weapon

¢ « Digital Weapon requires 1d5 bours and & successful Challenging (+0) Tech-Use Test.

Pen Clip Rld Special Wt Req Renown
Varies 4 2Fulll - 85 40" Hero
3 1 Special Flame'! 0.1 35 [Famed
7 1 Special  Reliable 0.1 35 Famed
12 1 Special - 0.1 35 Famed
Accurate,
0 6 2 Full  Felling (1), 4 200 =
Toxic

& the target, As the escalating reaction travels, more
“ir molecules are converted into a deadly blast that
*eumes the target in an explosive release of cnergy.

b on beamers are more powerful at long ranges as
b<orb more matter into the blast’s strength before it
(8 tances of up to 15 metres, it does 1d10+9 Damage
% Penetration of 2. Over that distance and up to Short
% does 3d10-+9 Damage with a Penetration of 8 and
¢ Felling Quality. Against targets further than Short
& does 6d10+12 Damage with a Penetration of 14
sses the Felling and Blast(2) Qualities.

DicItAL WEAPONS

Seapons, or digi-weapons as they are commonly
|+ miniaturised guns so advanced that most foes
em for mere ornamentation until the digi-weapon
B the firepower of a full-sized pistol. The ranking
Marines outfitted with such archeotech devices usually
S along the finger ridge of a glove for practical
B Rings are a more common design among Imperial
nd military elite who are less likely to be wearing
B8 gloves. Digi-weapons exist that replicate the
of a variety of deadly weapons. However, each
= can only be fired once, and reloading a digi-weapon
Esonally difficult. A character can wear up to onc digi-
per finger—not thumbs—and a digi-weapon can be
b if the character is holding something else in his
" Digi-weapons may be used in melee like pistols.

ARTES SNI1PER RIFLE

el rifle offers the perfect combination of range, stealth,
Sdliness. A low-power laser beam propels small slivers
Ballised toxin that, once lodged in flesh, dissolve into the
rean almost instantly. Many chemicals can be solidified
S ounds with the right equipment, and a variety are
&y the Deathwatch. The most common compound (and
“ard ammunition for this weapon) is a viral toxin that
st enemies dead within moments of being wounded.
have no muzzle flash, needle weapons are ideal for
jons. The only argument against these exquisite
that the brittle rounds have little penetrating power,
yem next to useless against heavily armoured targets.
4

_
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[TIELEE WEAPONS

“Only when your bearts have beat to the same pulse of clashing
weapons as your enemy’s, only when his blood anoints you, and you
glimpse the blackness wating for us all in bis dying eyes—only then
have you known battle.”

_Brother-Captain Furio of the Blood Angels

ny witness to the ruthless efficiency of an Assault
squad can attest that Space Marines are as great a
threat at close range as they are raining bolter fire
from a distance. The Codex Astartes lays out many tactical
uses for warriors that can engage the enemy in close quarters,
but for some Chapters, the drive to excel in hand to hand
is as simple as the need to look one’s foe in the eyes before

eviscerating him.

The combination of a Space Marine's enhanced physiology
and his power armour makes cven the simplest of weapons
lethal in his hands. Melee weapons range from the simple
but effective combat knife, to revered relics from ages gone
by—artefacts which could never be created again in this

dark millennium.

CHAIN WEAPONS

variations of these brutal war-devices are found throughout
the galaxy. This simple but effective technology employs fast
moving chains with serrated metallic teeth running across a
weapon’s edge. Once engaged, the chain drive roars loudly
to life, acting as a clear warning to all. Even the slightest
impact can tear open flesh, and solid blows can cut through
most armour. To use chain weapons, a character must have the
Melee Weapon Training (Chain) Talent.

ASTARTES CHAINSWORD

The Chainsword has served many a Battle-Brother during his .
time in an Assault Squad. These weapons generally have a flat
carapace containing the chain with only the forward curved: :

section open where the spinning chain teeth can bite into~
flesh and bon
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TABLE 5-8: ITIELEE WEAPONS

Name Class Dmg
Chain Weapons

Astartes Chainsword Melee 1d10+3 R
Power Weapons

Astartes Chainfist Mounted 2d10°E
Astartes Lightning Claw Melee 1d10+6 E
Astartes Power Axe Melee 1d10+8 E
Astartes Power Fist Melee 2d10° E
Astartes Power Sword Melee 1d10+6 E
Astartes Thunder Hammer Melee 2d10+5 E
Omnissian Axe (Astartes-Pattern)  Melee 2d10+6 E

" Only Techmarines are entrusted with this wezpon.
Traditional Weapons

Astartes Combat Knife Melee 1d10+2 R
Ceremonial Sword """ Melee 1d10+3 R
Sacris Claymore®™* Melee 2d10+2R
Force Weapons

Astartes Force Staff Melee 1d10+11
Astartes Force Sword Melee 1d10+2 R
Other Melee Weapons

Primitive Weapons Melee 1d101
Improvised Melee 1d10-21

For additional weapons beyond standard fssuc
1117 See Page 170 for description

Pen Special

4

10
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* Chainfists and Power Fists double the wielder’s Strength Bonus when adding to Melee Damage.

N oo N

o

Wt Req Renown

Balanced, Tearing 10 5 -

Power Field, Tearing 48 40 Famed

Powf'r e 30 30/45 Distinguished
Tearing

Power Field, Unbalanced 100 20 Respected
Power Field, Unwieldy 25 30 Distinguished

Balanced, Power Field 5 20 Respected
Power Field, Concussive, St -
Unwieldy 18 30 Distinguished
Power Ficld, Unbalanced 14 30"  Distinguished
) S e

Balanced 5 3Tt o
Unbalanced 10 3M -

Balanced, Special Sy Respected
Balanced, Special 25 Respected
Primitive - N/A -

Primitive, Unbalanced - N/A =

POWER WEAPONS

Power weapons project a disruptive energy field along the
blade or head of a weapon, allowing it to slice armour or
strike with explosive impact. In theory, any weapon can be
upgraded to a power weapon given the necessary technology,
though in practice there is a traditional array in use by the
Adeptus Astartes. The sight of an angel of vengeance charging
into battle is intimidating in its own right. When his weapon
or fist itself suddenly flares to life in a halo of electricity, it
becomes truly inspiring—or terrifying—depending on which
side of the charge you are on. A power weapon can still be
used as an ordinary weapon should its power source become
inhibited or damaged.

ASTARTES CHAINFIST

A chainfist combines the matter-cleaving power field of a
power fist with the rending adamantite teeth of a chainblade.
The field envelopes both the huge gauntlet and the whirring
blade, yielding a weapon capable of slicing through armour,

* vehicles, heavy cruiser bulkheads, or nearly any other
. substance in the galaxy given enough time. These weapons
. are too unbalanced for even a Battle-Brother in standard
L Astartes power armour to wield effectively; chainfists are only
'cap:lblc of being used with Terminator armour. This is just

as well, as any foe dreadful enough to warrant use of this

Sweapon certainly calls for equally potent protection.

A chainfist replaces the normal glove on Termi
Armour, and imposes the same weapon restrictions
manual dexterity penalties as a lightning claw.

ASTARTES LIGHTNING CLAWS

Simply wearing lightning claws is a
statement about the wielder’s expertise in
battle. Constantly honed melee prowess
and a willingness to sacrifice easy access
to ranged weaponry is necessary to utilise
these weapons to their full effect. For these
reasons, lightning claws are usually seen in
the hands of senior assault specialists.

A lightning claw is a heavy gauntlet
that replaces the normal glove on Astartes
power armour. Its extra bulk contains the
mechanisms that power four individual
power blades, which extend like crackling
talons from the back of the hand. While the lethal design of 6
weapons is enough to ensure they can shear through arme
nearly as easily as flesh, when used as a pair by an accomplist
close combatant, they become pure instruments of death. =

Lightning claws do an additional point of Damage per deg
of success on the Attack roll. When a character is equipped
a pair of lightning claws, they instead do 2 additional
Damage per degree of success. The blades on lightning cla




: 1o effectively use ranged weapons of any class other
in the applicable hand(s) even when the blades are
addition, the poor manual dexterity penalty increases
Requisitioning a pair of lightning claws for one

Be Requisition needed for the second claw is halved.

POWER AXE

w for greater impact when striking than a power

Sre less nimble in the hand. Their inferior defensive

are often mitigated by pairing them with combat

‘even more sophisticated means of protection. Still,

2 reputation as a brutal and unsubtle weapon; the
loy one is often more personal than strategic.

PoweR Fist

{fst generates an energy field

By disruptive that the weapon

little consequence. Therefore,

surounding a  traditional

field envelopes an oversized

ed glove. Backed by a Battle-

pasrength, a power fist can sunder

Beaviest armour or rupture flesh

bursting a bloody, overripe

these superior energy fields

ires heavy cables linked to the armour’s power system.

are also rare and difficult to maintain, making such

a sign of status, even within the Adeptus Astartes.

beer fist adds a multiplier to the wielder’s Strength Bonus.

| Space Marine already doubles his Strength Bonus from

sural Strength Trait. Therefore, the Power Fist increases

Solier by one, tripling the Space Marine's Strength

replaces the normal glove on Astartes power armour,

pses the same weapon restrictions and manual dexterity
a5 a lightning claw.

s POWER SWORD

pons require great investments of time and rare

to produce. Therefore, power swords are typically

§ for ranking members of the Adeptus Astartes. Elegant

they allow the user greater attack options and

responses than many other varicties of power

This efficient design makes them popular with officers
of whether they specialise in close combat or not.

s THUNDER HAMMER

energy blast released when these weapons strike
of booming concussive force as loud as thunder,
their name originates. Enemies that survive

.

the pulverising blow are likely to be incapacitated by the 3
shockwave that follows. Many Battle-Brothers balance the =
clumsy nature of attempting to parry with a thunder hammer =
by pairing it with a storm shield; the Storm Wardens are said
to be so fond of this combination that some practice a combat
style developed specifically around it.

OMNISSIAN POWER AXE
(ASTARTES PATTERN)

Often carried by Techmarines to show their devotion to the
Omnissiah, this weapon has a long staff-like body tipped with
half of the circular Adeptus Mechanicus skull and cog icon. The
symbol forms a blade and is sheathed in a power field. Arcs of
energy illuminate the ridged blade and light the skull's eyes with
a hungry glow, leaving little doubt that—even while covered
with inscribed circuitry designs indicating its sacred nature—this
religious icon is also a deadly weapon in a Space Marine’s powerful
hands. The Ommnisian axe also functions as a combi-tool.

FORCE WEAPONS

The psi-lattice circuitry in force weapons is said to originate
with the Emperor himself when he walked among mortal
men. These weapons combine this archeotech circuitry pattern
with the same rare, psycho-reactive crystal used in psychic
hoods to channel the mental power of a psyker into deadly,
reality-rending force. Force weapons can take many forms, and
comprise several specialised variants; the most well known
within the Adeptus Astartes are the Nemesis weapons of the
Grey Knights. Force swords are the easiest of such weapons for
a Librarian to obtain, followed by force staffs.

Unless wielded by a psyker, force weapons simply count
as a Common Astartes-sized weapon of the appropriate type
with the Damage listed in the weapon'’s profile. However, in
the hands of a wielder with a Psy Rating, they are much more
potent. For every point of Psy Rating the wielder has, the
weapon'’s Damage and Penetration increase by + 1. For example,
an Astartes force sword wielded by a character with Psy Rating
3 would inflict 1d10+5 (plus SB) and have a Penetration of 5.

In addition to normal Damage, whenever a psyker damages
an opponent, he may, as a Free Action, channel psychic force
and killing will into the blade. This requires a Focus Power
Test using Opposed Willpower. For every degree of success,
the force weapon’s wiclder deals an additional 1d10 Damage,
ignoring the victim's Armour and Toughness Bonus. Force
weapons cannot be destroyed by a power weapon’s field.

ASTARTES FORCE STAFF

A force staff houses its core psi-lattice inside a sturdy casing =
made from polished metal, bone, exotic wood, or any
number of other materials. Usually topping a force staff'is an =
elaborate, circuitry-laced concentration icon whose imagery
coincides with the weapon's origin. A force staff acts as an
exceptional Psy-Focus, granting +15 to Invocation Tests. This
bonus applies as long as the staff is held in at least one hand
However, striking with the weapon requires both hands. =

,
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" AstARTES FORCE SWORD

A force sword's blade glows with the pattern of embedded

] channelling circuitry, and flares brightly every time the

wielder activates the sword. The composite adamantine alloys
are honed to a monomolecular edge. Empowered by both the
Battle-Brother's superhuman strength and his powerful mind,
a force sword in a Librarian's hand can shear through flesh
and armour with astonishing ease.

TRADITIONAL WEAPONS

Basic hand weapons are a common sight throughout the
Imperium and beyond; in much of the war-torn galaxy it is
unthinkable to venture forth without some form of visible
protection. Primitive weapons range from simple metal swords
used by poor serfs to the technologically sophisticated blades
employed by the Adeptus Astartes.

ASTARTES COMBAT KNIFE

When a Battle-Brother's last grenade has been thrown, when
his bolt rounds are spent and the enemy tide continues to
swell, he can always turn to his combat knife. Every Space
Marine is issucd one of these blades as soon as he recovers
from receiving his implants, and he carries it up until his final
moment of battle. This large knife—easily the size of a normal
human’s sword—holds a mono-molecular edge that never
dulls, even through centuries of service. In some Chapters
combat knives are passed down through the generations, with
the deeds of their owners etched upon them. In others, the
forging of metal into blade is simultancous with the forging
of a recruit into Space Marine, and his combat knife is laid to
rest when he is.

PRIMITIVE WEAPON

Catalogues of low-tech weapon variants across the galaxy fill
floors of Administratum archives in the Prol system. However,
such distinctions are largely frivolous when a Primitive weapon
is pitted against the armour and constitution of an Adeptus
Astartes. Sticks, iron knives, finely crafted feudal swords, or
giant two-handed warhammers; if made of common materials,
none of these have but a prayer of cracking a Battle-Brother's
advanced armour, much less doing him harm. Therefore,
melee weapons with the Primitive Quality are represented by
one general profile. GMs should feel free to add appropriate
modifiers and Qualities for different variations if it
becomes relevant.

IMPROVISED

Improvised weapons can take many forms, but are generally

§ any handy weighted object such as table legs, severed limbs

or artillery shell casings. Hitting someone with the butt

* of a basic ranged weapon (such as a boltgun) counts as an
“improvised weapon.
i

WEAPON
UPGRADES

eapons can be fitted with upgrades to enha
their utility. Each Upgrade description lists
weapons it may be applied to. The Requisi
cost for an Upgrade covers both the technologs
components to fit the weapon, as well as any labour reqe
to install them in it. Many Techmarines prefer to make the
upgrades themselves, but doing so does not decrease &
Requisition required.

ARM WEAPON MOUNTING

This heavy bracing allows a single ranged weapon &
mounted along the arm, with specific hand movemen

MIU input triggering the weapon. This allows the
keep both hands free, and can have a strong visual impress
as the Battle-Brother brings forth a storm of destruction &
the sweep of his hand. This upgrade reduces the .
Range by 30%. It is also possible to mount a weapon

Auxiliary Grenade Launcher

ASTARTES M ELEE ATTACHMENT

The value of a bayonet or similar combat attachment &
ranged weapon is unquestioned, giving the wielder ve
to deal with enemies close-up without having to &&=
weapons. However, the common spear-like attachments
for normal human weapons would be an insult to be
Space Marine and his weapon. The Adeptus Astartes o8
fine, mono-edged blades and whirring chain atta
that are almost as effective in melee combat as a dedis
sword. Melee attachments are available that allow the
to count as either a Combat Knife or a Chainsword in &
combat, although in the latter case it lacks the Bak
Quality.

Upgrades: Any Basic ranged weapon

DEATHWATCH SUSPENSOR

Because a Deathwatch Kill-team is often deployed

anti-grav plates and studs of suspensors attach to a
equipment, making it easier to use by offsetting some ¢
weight. Suspensors reduce the weight of a weapon bys
allowing Heavy weapons to be deployed in a wider 8
of situations, When firing a weapon with suspensos
operator counts as having the Auto-stabilised Trait

or full-automatic as a Half Action and never suffers pes
for moving and firing.

Upgrades: Any Heavy ranged weapon



& 5-9. WEAPON UPGRADES

e Wt Req Renown
apon Mounting +1.5 10 Distinguished
== Melee Attachment (Mono) +2 7 =
Melee Attachment (Chain) +8 9 -
mtch Suspensor x1/2 25 Respected
+1 =
Mag-lock - 5 -
Predictor +0.5 20 Respected
ense Sight +0.5 10 -
Laser Sight +0.5 10 -
= +0.5 3 -
pic Sight +1 6 =
SELECTOR Upgrades: Any non-Primitive ranged weapon capable of

w00l of the Deathwatch, a shot selector allows for
3 ease of switching between magazines of different
beon, maximising tactical flexibility when deployed
rtain parameters. A weapon with a fire selector can
b o three different clips added. At the start of the
B Turn, he can use his fire selector to choose which
§ wishes to draw ammo from.

sades: Bolt or Solid Projectile Pistols, and Bolt or
ile Basic weapons

OLE MAG-LOCK

Seriors in power armour, mag-locks are as common as
s for securing weapons. The typical mag-lock consists
s electromagnets near a suit of power armour’s
& and mirrored magnets on the weapon to be attached.
mag-lock can reverse its magnetic field to literally
§ the weapon into the wielder's hand. This is typically
fetished by embedding small proximity triggers in the
the weapon hand that cause the magnet to reverse
b when brought near it. However, versions using verbal
sophisticated somatic cues also exist.
S oole mag-lock grants the Quick Draw Talent for the
ied weapon. If the character already has Quick Draw,
& draw his weapon as part of a Parry, allowing him to
& unarmed to deflecting an enemy blade with his own
p Blink of an eye.
serades: Any Pistol or Basic ranged weapon, or any
“weapon that may be wielded in one hand

710N PREDICTOR

Splex target-tracking cogitator in this device activates
user has sighted the desired target. The Predictor
wcks the target, and when the trigger is pulled chases
bt with all the rounds in a clip in one long burst. A
& Predictor adds a + 10 bonus to Ballistic Skill Tests but
Snctions when the weapon is fired on semi-automatic
: qutomatic mode.

*

semi-auto or full auto fire. The target acquisition component
of a Motion Predictor must be installed as a sight, and a gun
may only have one sight.

PREYSENSE SIGHT

This is a weapon sight that shows thermal images and reveals
the hiding places of enemies who lurk in the darkness. A
character using a preysense sight suffers no penalties due (o
darkness and gains a +20 bonus to vision based Perception
Tests at night.

Upgrades: Any Basic Las, Solid Projectile, Bolt, or Plasma
weapon. A preysense sight counts as a sight, and a gun may
only have one sight.

ReDp-Dot LASER SIGHT

This is a laser sight that grants a -+10 bonus to Ballistic Skill
Tests when the weapon is fired on single shot.

Upgrades: Any Pistol or Basic ranged weapon of the following
types: Las, Solid Projectile, Bolt, or Plasma. A red-dot laser sight
counts as a sight, and a gun may only have one sight.

SILENCER

Silencers lower the noise from a weapon's discharge, preventing
detection of the shot. Awareness Tests to hear shots made
with a silenced weapon suffer an additional ~20 penalty and
can only be attempted at half the normal distance.
Upgrades: Autogun, autopistol, needle sniper rifle.

TELESCOPIC SIGHT

Telescopic sights magnify the target’s image, making it easy to=
see. This is especially useful for long-range shots that need to =
hit a very specific target location. A weapon with a telescopic ;
sight ignores penalties for long and extreme range as long as =
the shooter takes a Full Action to Aim. ;

Upgrades: Any Basic Las, Solid Projectile, Bolt, or Plasma :
weapon. A telescopic sight counts as a sight, and a gun may: '
only have one sight. '3




' ||T['ABLE5— 10: AMMIMUNITION

|| Name Req Renown
‘Bolt Shells N/A =
Bullets N/A =
Charge Pack N/A -
Exotic N/A Varies
Fuel N/A -
Melta Canister N/A Varies
Needle Precipitator N/A -
Plasma Flask N/A Varies
Shells N/A -

et B

AMMUNITION

The xenos hordes faced by the Adeptus Astartes seem infinite
in number, and entire planets are given over to manufacturing
the endless quantities of ammunition needed for war. Weapons
Requisitioned from the Deathwatch come with a sufficient
supply of standard ammunition for the weapon. Each type of
ammo can be used only with certain weapons as detailed in its
description. Ammo weight is not listed; however, should it be
import'mt to know how much ammunition wcighs consider a
weapon'’s full clip to be 10% of the weapon’s total weight.

Borr SHELLS

The mass-reactive explosive bolt shell is among
the deadliest kind of round in the Imperial arsenal.
The Deathwatch takes great advantage of variations
that have been made on this design over the years,
yielding a wide variety of alternate rounds that still
fire from a standard bolt weapon. The majority of
bolt shell manufacturing capacity is reserved for the
Adeptus Astartes, making them costly for others to obtain but
a matter of course among Battle-Brothers.
Used with: Any Bolt-class Pistol, Basic, or Heavy weapon.

BULLETS

Hard rounds are common for many weapons within the
Imperium and vary greatly in calibre and design. Bullets
from one kind of firearm cannot be used in another unless
they are very similar in make. Autoguns and autopistols can
usually interchange rounds, but the calibrated bullets fired in
terrible volleys from Astartes assault cannons are unique to
that weapon.
Used with: Autopistols, autoguns, and assault cannons.

CHARGE PAcKk

Charge packs are powerful batteries used almost exclusively
by las weapons. The size of a charge pack depends on the

- class of the weapon. In all cases it provides shots equal to the
- weapon’s full clip value.

Used with: Laspistols, lasguns, lascannons.

Exoric

There are many kinds of weapons wielded by the Death
that use unusual types of ammunition, from the spes
ammunition reloads for digi-weapons, to the finely
darts of a needle rifle. :

Used with: Needle rifles and any other e
ranged weapons.

FuEeL

Flame weapons use liquid fuel, which can vary greatiy
composition and quality. Underhivers on poor Imperial wos
may construct shoddy weapons using nothing but flammss
alcohols, while the Adeptus Astartes weapons use only
purest promethium. A fuel tank always provides shots &g
to the weapon'’s full clip value.

Used with: Flamers, hand flamers, heavy flamers.

MEerLtA CANISTER

Meltaguns use specially refined chemicals injected into higs
pressurised canisters. The size and mounted position ¥
depending on the model and class of the weapon. In all c&8
it provides shots equal to the weapon’s full clip value.

Used with: Infernus pistols, meltaguns, and multi-mess

NEEDLE PRECIPITATOR

These devices can be issued with weapons that use nes
rounds, and are often built directly into the holster or ¢a
case for the weapon. A precipitator crystallises llqmd
powdered chemicals into the rounds fired by needle weapss
One dose of a drug or toxin yields one shot of ammunits
See Drugs and Consumables on page 172 for toxin optis
Unless otherwise stated, any toxin may be precipitated 8
needle rounds.

Used with: Needle rifles

PrasMA FLASK

Raw plasma weapon fuel consists of highly dangerous's
volatile photonic hydrogen, compressed and precanios
contained within reinforced flasks. It was almost sures
plasma flask whose handling rites were rushed that gaves
to the plasma grenade. g

Used with: Plasma pistols, plasma guns, and plas
cannons. : -

SHELLS

K
Shells contain dozens of tiny balls and are designed to s& T
over a wide arca when fired, making them ideal for d
work where accuracy is less important.
Used with: Shotguns.




CIAL ISSUE
MMUNITION

4

scal flexibility is paramount given the unknown situations
hwatch squads are often thrust into. Battle-brothers in
srganisation make extensive use of variant bolt rounds
: Bave numerous advantages over even the considerable
i+ of standard bolt shells.

The cost to Requisition special ammunition listed in
Me 5-11: Special Issue Ammunition represents one
for any applicable weapon, except Pistols which halve
b lsted Requisition cost due to their smaller magazine.
Sl issue ammunition for Heavy Bolters adds +5 to the
Buisition total.

STARTES BACKPACK AMMO SUPPLY

weapons require larger ammunition sources (0 function
g extended battles. A backpack supply fits over the standard

Spack power unit on Astartes power armour. For energy
: the supply is a massive battery or charge-unit. For
and plasma weapons, it consists of volatile fuel tanks or
sssers. Other ammunition packs are simply stacks of regular
ads with a feeder line that links into the weapon. Backpack
~lies hold 100 rounds of ammunition for Plasma, Melta, and
I weapons, 250 rounds of ammunition for SP or Bolt weapons,
B 75 shots for Flame weapons. A weapon connected to a
Shack supply uses that supply for its ammunition and ignores
mormal clip size. Backpack Ammo/Power supplies weigh 40
 and are automatically issued with any heavy weapon.

- b

JRAGONFIRE SHELLS

.

beconfire shells replace their main explosive charge with
s air-reactive concentrate. When the round detonates, the
sad combusts in a burst of fire, offering area saturation
Bmparable to a flamer.

Effects: Decrease the weapon's Damage by 2. Anyone
Shin 2 metres of, and including, the target must succeed on
S Agility Test or catch on fire. The firer may choose to target
wbject or specific area instead of an opponent. In this case
& shot is Routine (+20), and everyone in the 2 metre radius
st Test to avoid catching fire.

Used With: All bolt weapons.

TABLES-11: SPECIAL ISSUE AIMMUNITION

Req Renown
Ammo Supply ~ N/A -

28  Respected

250 =

27  Respected

5 =

15, -

AT

25  Famed

12 Distinguished

HEeLLFIRE ROUNDS

Originally designed to combat the Tyranid threat,
hellfire rounds have a devastating effect on organic
matter. Their cores are replaced with vials of
mutagenic acid that eats through any living material
with horrific speed.

Effects: The weapon ignores Natural Armour
and may inflict Righteous Fury on any damage die results of
2 9 or 10. In addition, the weapon gains the Tearing Quality
(if it did not already possess it). When used in a Heavy Bolter,
it changes the weapon's ROF to S/~/— and adds the Blast
(3) Quality. When used against a Horde, Hellfire Rounds add
one additional point of damage to the Horde’s Magnitude

per hit.
Used With: All bolt weapons.

IMPLOSION SHELLS

The result of carly experiments with alternative krak
technology, an implosion shell replaces its explosive core
with an infinitesimal amount of antimatter; this creates a
violently decompressing vacuum when exposed to matter.
Like the standard bolt shell, these rounds activate via their
mass-reactive core, meaning they embed partially in their
target before the implosion takes effect. The round’s force
is therefore not directed at cracking open armour, but to
collapsing the unfortunate victim’s body from the inside
out—enough to debilitate even a Space Marine.

Effects: In addition to taking normal damage, a target o
who takes one or more points of Damage (after Armour and 3%
Toughness) from an implosion shell suffers 1d5 points of :
Agility Damage.

Used With: All bolt weapons.

KRAKEN ROUNDS

The superior propellants in kraken rounds provide
increased range without sacrificing armour
penetration, while their ultra-dense adamantine
composition and improved explosive charge
provide a final burst of force for puncturing the
heaviest armours.

Effects: The weapon's Penetration increases to
8, and its Range increases by 50%.

Used With: All bolt weapons.

MeTAL STORM ROUNDS

Metal storm rounds are tipped with proximity
triggers, causing them to detonate sooner than
standard bolt shells and release their payload
of explosive frag before fully penctrating the
target. When employed in a bolter with a high
rate of fire, they can decimate groups of lightly
armoured enemics. :

Effects: The weapon’s Damage and Penetration are .‘_i,
reduced by 2, but it gains the Blast (2) Quality. =

Used With: All bolt weapons.

159
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" STALKER ROUNDS

_. Stalker rounds were designed for sniping use in
* Stalker-pattern boltguns, and that is still where

they achieve maximum efficacy. However, they
may be used in other bolt weapons to reduce their
report. A stalker round’s core is replaced with gas
propellant and the mass-reactive explosive replaced
with solid mercury.

Effects: Awareness Tests to hear shots made
with stalker rounds suffer an additional —30 penalty and
can only be attempted at half the normal distance. Reduce
the weapon's Damage by 2. When used in a Stalker-pattern
Boltgun, this damage penalty does not apply. Additionally
in such a weapon, no Tests to detect the shot are possible
(however, depending on the situation, the appropriate
Opposed Skill Test may be required for the firer himself to
remain hidden).

Used With: All bolt weapons.

VENGEANCE ROUNDS

Vengeance rounds were originally created to combat the
Adeptus Astartes’ most bitter foe: Chaos Space Marines.
Designed to breach power armour of Space Marine calibre,
the core of each round contains a spark of unstable matter
that creates a micro-fission explosion upon detonation. Each
delicately engineered bolt is supremely effective at thwarting
armour and eradicating even the most resilient target, but the
technology needed to imbue a bolt shell with such power
carries great risks.

Effects: The weapon gains the Felling (1) Quality, and
its Penetration increases to 9. Vengeance rounds detonate
prematurely on an attack roll of 91-100. When this happens,
the firer suffers explosive damage equal to the weapon's
damage with a Penetration of 5 to an arm location (the arm
holding the weapon if it was fired one-handed, or a random
arm if fired with two hands). This automatically causes the
weapon to Jam, and happens too quickly to avoid the damage
by dropping the weapon.

Used With: All bolt weapons.

WitcH Borts

Based on a Black Templars design, these bolts release a
small core of neuro-inhibitors laced with warp-reductive
compounds that disrupt a creature’s connection to the warp.
Effects: In addition to taking normal Damage from the
weapon, any creature with a Psy Rating who takes Damage
from a witch bolt reduces its Psy Rating by 1 for 1d10
Rounds each time. During this time, the creature may not
Push its Psychic Strength. Additionally, creatures with Warp
Instability must immediately make a Willpower Test to check

\ for disruption as described in the Trait.

Used With: All bolt weapons.

ARITIOUR

“Bless this plate, that it may deflect the blade of my enemy and the
bullets of the unrighteous.”

~From the Rites of Girdia

n the 41st Millennium mankind faces not just the alie

menace, but treachery and war from within. Protects

measures have multiplied and diversified with every thees
While the Space Marines rely on various forms of the
signature power armour, the common Imperial citizen
settle for far less advanced means of defence.

Armour provides Armour Points (AP) to various locatie
on a character’s body. In addition, some kinds of armour &8
special properties noted in their description:

Armour Type: The type of armour it is.

Location(s) Covered: What locations the armour covs
a combination of arms, legs, body, and head. Some arme
covers all four locations and is noted as covering “All".

AP (Armour Points): How many Armour Points &
armour provides for the locations covered. Any armour &8
provides 7 or more APs (including Astartes power a
inflicts 2a—30 penalty on the wearer’s Concealment and SHe
Move Tests. 4

Kg (Kilograms): Represents how much the anme
weighs. For information on how much a character can &
refer to page 208. Since Space Marines are engineereds
function in their power armour, it never counts against e
carrying weight.

Req (Requisition): The number of Requisition P&
required to acquire the armour from the armoury.

Renown: The minimum Renown Rank required
Requisition the armour.

ASTARTES POWER
ARMOUR

Astartes power armour is the high standard against which @
forms of Imperial protection are measured. The commands
sight of the God-Emperor’s warriors in their iconic battle 28
has routed more than one enemy force without firing a S8
Heavy ceramite plates form the basis for most suits, actuss
by electrically motivated fibre bundles that rcphcate
movements of the wearer and enhance his strength. Not'&
are Adeptus Astartes patterns the pinnacle of power arms
technology, but a Space Marine’s unique interface imps
ensure that his armour responds with the speed and precs
of his own body. Each Battle-Brother is responsible fors
care of his own suit of power armour, the componens
which may have served his Chapter for millennia before &8
Astartes power armour contains many complex sub-s
and it is the synergy of advanced technology with Space
physiology that makes a Battle-Brother in power &
deadly. This combination yields the following efﬁ:cl&

.S




seamite Plating: Provides AP 10 to the Body and AP 8
Locations.
ced Strength: Increase the Battle-Brother's Strength
20 The effect on SB is calculated after the Unnatural
s=th multiplier.
o-senses: The Space Marine gains the Dark Sight
\and Heightened Senses (+10 to relevant Tests) for Sight
Seund. Input filtering provides immunity to photon flash
ifes and stun grenades. Note that these benefits only
» whilst the Space Marine is wearing his helmet, and the
= from the Auto-senses stack with the benefits of the
& Marine’s Lyman's Ear and Occulobe implants (meaning
'S ce Marines have a +20 to Sight- and Sound-based
fmess Tests). Additionally, the Auto-Senses make the
b4 Shot Action (see page 238) into a Half Action.
%motic Gill Life Sustainer: With the helmet on, the
is environmentally sealed and can maintain an adequate
e supply as long as the unit is powered.
&o-monitor and Injectors: If the internal cogitator
% a problem with the wearer’s bio-signs, it can administer
Looressors, combat stimms, and anti-toxins. This provides
llowing benefits:
10 to Tests resisting the Toxic Quality and similar
‘Soison effects.
he pain suppressor rescrvoir has a total of 6 doses,
"oh of which can be used to ignore Critical Effects
"5 1410 rounds. The doses may be used in succession
o staggered.
3 the wearer is Stunned, the effect lasts a maximum of one
"2 ound before the bio-monitor detects and negates it.

Vox Link: Serves as a
standard vox and a channel
for any more sophisticated
data transmissions the suit
or its wearer can access.
The bio-monitor feed also
transmits through this link,
permitting a squad to view
each others’ vitals.

Magnetized Boot
Soles: Can be activated to provide the equivalent of
Magboots.

Nutrient Recycling: Filters in the armour capture and
purify body waste, re-constituting it into a nutrient solution that
is intravenously returned to the body. This can sustain a Battle-
Brother for long periods of time, but not indefinitely. For every
two weeks that no other source of nutrition is ingested, make
a Toughness Test or suffer one level of Fatigue until nutrition
is consumed. The Difficulty of this test increases one stcp for
every two weeks that passes without food or Preomnor-derived
sustenance.

Recoil Suppression: Provides the ability to fire Basic
weapons one-handed. Ranged weapons not classed as Pistols
still may not be used in Close Combat.

Giant Among Men: A Space Marine in power armour
is Hulking. This increases his Base Movement by L;
however, the grace afforded by his Black Carapace negates
the modifier enemies would otherwise have to attack him.
See page 134 for the full effects of Size. He still suffers the
usual penalties to Concealment and Silent Move for being
heavily armoured.

Poor Manual Dexterity: While protective, armoured gloves
are not ideal for fine manipulation. Delicate tasks suffer a ~10
penalty unless using equipment designed for Space Marines.
Similarly, ranged weapons other than those of Astartes design
are too small for an armoured Battle-Brother to wield at all.

Assuming power armour is a sacred ritual, honouring the
machine spirit’s history of valiant deeds and praying for its
boons in the battles to come. It takes 20 minutes to remove
or don power armour un-aided, but never less than 5 minutes
no matter the amount of assistance as the proper rites must
be observed.

PoweR ARMOUR HISTORY

Every suit of power armour is unique, worn in different battles
and often comprised of remnants from other suits with their
own service records. It is no surprise that the machine spirits
of power armour develop their own personalities over time.
Roll 1410 on the Power Armour History chart to determine 8
2 suit’s character. The result of the roll may be modified by 12
either up or down based on the player's preference (rollsof 1 =
may be modified to a result of cither 2 or 10, and rolls of 10
may be modified to a result of either 9 or 1).



F-TTABLE 5-12: POWER ARIMOUR HISTORY

Roll Result

Cower Not Before the Enemy: This suit of armour has been obsessively maintained with marks of pride, bears
pristine heraldic depictions, and is bedecked with sashes, helmet crests, and Banner Displays. The wearer carries
himself tall, often heedless of cover or stealth. The armour seemingly sabotages any attempts at subtlety, and imposes
further ~20 to all Silent Move and Concealment Tests (in addition to those imposed on standard power armour),
it whirs, vents, or clanks at precisely the wrong moment. However, it also grants a +10 bonus to Command Tests, d
| to the overwhelming force of authority and confidence the bearer projects. :
None shall escape the Emperor’s Wrath: Incorporating a rare and prized Persecutor Target Acquisition Spirit, this
armour constantly scans for targets, predicting ranges, windage, and elevation, as well as passively noting bio-signs
for later targeting recall. It makes nearly imperceptible adjustments to the aim and firing rate of the wearer, sometimes
cven anticipating the bearer's movements. Many warriors are put off by such contrary behaviour, but all eventually
learn to become one with the intentions of their second skin. The obvious advantage gives the wearer a +5 bonus 10
BS. However, the armour is sluggish to respond to unplanned events, as it seems to dislike the jostling of its precise
calculations. The wearer suffers a 10 penalty to Dodge in melee.
Thine arm be the scourge of the impure: The spirit of this armour has been honed by its long years of service inte
a truly potent adversary. It has been upgraded with numerous enhancements for the sole purpose of bringing ruination
3 to the enemies of Man in glorious close combat. Wearers claim that it knows how and when they are going to strike,
and come to trust it as innately as any other brother in arms. Such a suit grants the wearer +5 WS. However, its long
range targeting systems are difficult and temperamental. When wearing the suit’s helmet, BS tests suffer a =5 penalty

*
-
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Death is Joy: Some warriors are simply made to kill. This armour epitomises that archetype, and though it is of

comparatively recent manufacture, numberless foes have learned to fear its countenance. The longer a warrior bears
4 this armour, the more the two become one. As time goes on, bringing a swift end to the enemies of Man is as casy

as breathing. Add +2 Damage to any of the wearer’s attacks that do Critical Damage and increase the damage to &

Horde's Magnitude by 1 with any successful attack against a Horde.

A Fury like lightning: The reactions of the Angels of Death are far beyond what any normal human could achieve

While Astartes power armour manages not to hinder a Battle-Brother's natural speed, this suit goes to great lengths
5 to enhance and optimise it. The armour’s hyper articulated joint mechanisms allow for more dextrous weight

manipulation, and muscle-response auto-readers translate even minute movements into powered assistance. These

systems grant the bearer a +5 bonus to Agility, and +1 to Initiative rolls.

Thy strength be legend: The raw physical strength of the Adeptus Astartes is already the stuff of legend, which all

power armour further enhances. This suit, however, makes the bearer’s strength truly titanic. Such armour has created
6 tales of burning vehicles levered from atop trapped comrades and crumbling buildings supported by the Battle-Brother

alone. The bearer receives an extra +10 bonus to Strength, in addition to the normal bonus granted by power armous

The Strength bonus from this power armour is added in after the modifications for Unnatural Strength.

Terror be thy friend: Though all suits of power armour are intimidating to say the least, this suit seems to project an ]

air of menace and violence. Its power core periodically emits grumbles that are often confused with the growling of a

wild beast. In combat, this turns into a ferocious howl and is truly a paralysing thing to face. Numerous attempts have
7 been made to quiet this phenomena, but Tech-Priests have thus far been unable to appease the temperamental machi
Many bearers enhance this cffect by adding terrifying reliquary inlays and scriptures of damnation, causing their .
impact on the weak souls of their enemies to increase considerably. The wearer gains the Fear (1) Trait against any foe
engaged in melee with him (or increases his Fear Rating by 1 if he already possesses one).
Lead from the front: All men need leaders, and all leaders need to be seen and heard to be effective. It is common
for the leaders of the Adeptus Astartes to lead from the front, and such warriors have had the honour of bearing this
armour into battle over the centuries, Its vox amplifiers ring like booming thunder, and its brilliant heraldry seems to
blaze on the battlefield. Truly a sight to behold, there have been statues erccted on a hundred worlds of the braye sou
who wore this relic into battle and saw the day through to victory. Add +1 Cohesion to your Squad’s total (this bon
may stack with other armour with the same history).
Bring Death from Afar: Borne into service amidst great sieges, this armour has become accustomed to the arduous
duty of brandishing heavy weapons. Whether it is the continuous impacts that come with keeping a heavy bolter
steadily firing on target, or the raw power required to withstand the ferocious effect of firing a plasma cannon, this
9 armour never fails under stress. While wearing this armour, the wearer never suffers any penalties for moving and
firing with a pistol- or basic-class weapon on semi- or fully automatic fire (see pages 239 and 242). Additionally, the
wearer may count any heavy weapon he wields as 2 basic weapon for the purposes of moving and firing on semi- or
fully-automatic fire.
To forget is to forgive. Forget nothing: Each bearer of this armour has inscribed it with an oath of vengeance
against those who have offended the Emperor in some way. Some inscriptions revile a single name, while some
condemn entire races of Xenos or planetary populations. Each successive bearer considers it a matter of honour to
exact the Emperor's Vengeance upon the offender and considers it his solemn duty to put right as many of the wron
as possible. Once the offender has been punished, his name is left as an example to others. Gain the Hatred (choose
one) Talent.




“TAILING A HISTORY OF VALOUR
‘ower Armour History table is meant to provide
for the unique machine spirits that evolve in

stes power armour. Players should decide on the

i story behind their result. For example, a suit
the “None shall escape the Emperor's wrath”

ry may have enabled a famous Captain to make
spossible shot that killed an entrenched enemy
r. turning the tide at the First Siege of Khazant.
ar with the “Lead from the front” history should
s lincage of the illustrious bearers and the battles
¢ they led their brothers to victory.

syers and GMs should also not feel restricted to
st provided. You may wish to negotiate comparable
s that better reflect the particular character of a
e-Brother's most important piece of equipment.

AGING POWER ARMOUR

2 Battle-Brother takes Damage greater than the Armour
of his armour, it no longer counts as environmentally
& An application of repair cement is usually sufficient to
8 until permanent repairs can be made. Astartes power
uses a fusion generator backpack which can sustain
pe= forever with proper care. However, it is possible for the
= unit to be damaged, hindering or even disabling the suit.
wearer takes Critical Damage to the Body from behind,
the Power Unit Critical Effects chart (in addition to
Critical Effects). The problems continue until the unit
& tepaired with a Challenging (+0) Tech-Use Test.

VARKS OF ARMOUR

= power armour presented in this chapter is the Mark
version, also known as "Aquila Armour.” There are
y other marks of Space Marine power armour, and
re information on these marks of power armour will
presented in future DEATHWATCH supplements.

WBLE 5-13: POWER UNIT CRITICAL EFFECTS

Critical

Jamage Result

3 Unaffected: The power unit continues

e functioning normally.

- Damaged: The power flow is diminished,
causing system failures and difficulty moving.
All benefits granted by the armour (except its
inherent AP) are lost. All physical actions suffer
a —10 penalty. Decrease Base Movement by 2.
Unpowered: The suit completely shuts down.

All benefits granted by the armour including
History (but not its inherent AP) are lost. The

~ wearer must make an Arduous (~-40) Strength

‘to simply move. If he passes the test, his
ovement is still reduced to 1, and all
ctions suffer a ~30 penalty.

-
*

ASTARTES ARTIFICER ARMOUR
Painstakingly cared for and customised for each esteemed
bearer, artificer armour is the rarest form of power armour.
The technology and superdense materials used to construct
these suits is unparalleled inside the Imperium. Each one is a
masterwork of artificer ingenuity and (outside of Techmarines
labouring towards their own) is awarded only to true Chapter
heroes. Artificer armour is always Master-Crafted. In addition
to the effects of standard Astartes power armour, the advanced
helmet incorporates an MIU. Some suits incorporate even more
unusual features, such as automated fibre re-weaving, eliminating
the need for Repair Cement to seal most breaches.

Only countless hours of labour at the blazing Space Marine
forges gives rise to a suit of artificer armour. The unique inlays,
engravings, and profile represent the vision which drove its
maker to such a momentous undertaking, and its machine
spirit waxes wise and powerful. Roll twice on Table 5-12:
Power Armour History to determine the properties of a
particular unit.

ASTARTES ScouT ARMOUR

In most Codex Chapters, Neophyte Space Marines serve in the
10th Company as Scouts as their first assignment. Scouts are
placed under the instruction of an experienced sergeant, who %
both takes command of the squad and teaches the Scouts what
it means to be a Space Marine. During this time, Scouts wear
lighter, less-encumbering armour than the power armour worn' &
by the Initiate Battle-Brothers of the Chapter. This armour isa
version of carapace armour that offers protection while at the
same time is extremely well-suited for stealth and skirmishing: =
Astartes Scout Armour providesa + 10 bonus to Concealment
Skill Tests and does not inflict a penalty to Silent Move and
Concealment Skill Tests based on AP (see page 160). '
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ASTARTES TERMINATOR ARMOUR

Tactical Dreadnought armour, more commonly called
Terminator armour, turns an Adeptus Astartes into a nigh-
unstoppable force of destruction. These exceedingly rare suits
are the superlative form of individual protection in Space Marine
armouries, and enable a Battle-Brother to unleash firepower
rivalling combat vehicles. Terminator Armour is only deployed
on the most dangerous Missions and only to veterans who have
proven themselves worthy of wearing the Crux Terminatus: the
icon found on the left shoulder of every suit of Terminator
armour. Each one of these honour badges is said to contain
a fragment of the Emperor’s own armour from his final battle
with the traitor Horus.

Terminator Armour incorporates all the systems of standard
Astartes power armour with several upgrades. Superior actuator
and stabilisation systems allow for Heavy and Mounted
weapons to be fired one-handed. This also provides the Auto-
Stabilised Trait and grants +30 to Strength instead of +20. The
auto-senses are part of a sensorium, which provides the same
capabilities as an auspex. If two or more Battle-Brothers are in
Terminator Armour, the input-link capabilities of a sensorium

L

ntain the most miniscule of fragments.

tperor came face to face with Horus. In the battle that followed, Horus greivo

owing Horus' defeat, the legends say that the Emperor decreed that fiis armour be t
, and that the pieces be made into badges that all Terminators would wear in recognition
performed in the defeat of Horus. However, if this is true, then each suit of Terminator ai

also increase the Squad'’s effective Rank by 1 for the purposes
determining whether or not it is in Support Range. Termis
armour’s heavy layers of protective alloys can deflect evens
heaviest bombardments. In addition, the Crux Terminatus s
every Terminator's shoulder plate serves as a ward capable
turning aside attacks from power weapons, melta fire, and &
the baleful energies of the warp. This protection provides s
same chance to emerge unscathed as a Force Field (see 8
166) with a Protection Rating of 35. Since this is purely &
to the chance of the hit glancing off the armour’s strongs
surfaces, there is no possibility of Overload. Also roll once
Table 5-12: Power Armour History. :
The massive frame of a Terminator is not without limitasie
A Terminator cannot Run, and the wearer suffers —2005
Agility, and cannot Dodge (but may still Parry). Furthermes
in order for the Terminator’s frame to properly support,
and interface with weapons, they must be affixed by spess
couplings. Arming Tactical Dreadnought units is a labe 30
and sacred ritual that may only be performed by high-ranks
Techmarines with the proper ceremonial accoutrements :
facilities. This prohibits the weapon configuration from B¢
changed under other circumstances. Weapons typically avais
with the right couplings for Terminator armour are lis S
when Requisitioning Terminator armour, the Battle-Bre
pays the 60 Requisition Points for the armour itself and
must spend a minimum of 40 additional Requisition Poiss
arm it. Its weapons must come from the list below. (There s
restriction on Upgrades or Wargear.)
Terminator-Compatible Weapons: Any combi-wesss
Power Weapon or Force Weapon, Storm Bolter, Storm S&s
Heavy Flamer, Assault Cannon, Cyclone Missile Launchess

OTHER ARMOUR

PRIMITIVE ARMOUR

Primitive armour is the norm on many feudal or feral pis

the lower levels of some hives where technology is unrels
or too expensive, and many alien worlds. Protection 288
level often consists of reinforced animal hides, metal pk

worn over the chest, chainmail, or a combination of £
and other crude methods. Armour with the Primitive Q=
only offers full protection against weapons also havings
Primitive Quality. Otherwise, it only provides half its ne
AP value (rounding up). Primitive armour’s APs are
before being reduced by the weapon’s penetration.




5-13: ARINOUR

Locations Covered AP

is Power Armour All 8/10
s Artificer Armour All 12
stes Scout Armour Body, Arms 6
garies Terminator Armour All 14
mitive Armour Varies Varies
Bseace Armour All 6
mostor Helmet Head 8
Ung Screen - -
g Armour All 4

armour 15 not avdilable on a per-mission basis; it must be obtained as Signature Gear.
Wlechmarines, the artificer armour Renown requirement is only Distinguished.
W encompasses 60 Requisition for the Terminator Armour itself, and the mintmiom 40 to arm it.

kg Req Renown
180 N/A -

100 60° Hero™

30 N/A —

400 1007 Famed

Varies N/A N/A

15 N/A -

30 15 -

+0.5 kg 25 Distinguished
15 N/A -

PACE ARMOUR

farapace armour may be a sign of status among standard
i forces, its protection is substantially inferior to
& armour, and it is typically worn only by Space Marine
Made from moulded plates of armaplas, ceramite, or
‘Strong materials, it can cover the entire body or just
2o depending on the desired level of protection. Space
Scouts wear carapace plates that allow maximum
m of movement for the stealth operations of their units,
$lau Fire Warriors wear thick, articulated suits complete
timets.

GNOSTOR HELMET

ecaries often replace their usual helmet with a diagnostor
# which contains upgraded sensors and readouts to assist
Wheir charge of treating the injured and maintaining their
g5’ physical combat readiness. A paired infralense and
fimager help the Apothecary monitor small changes in
pent and diagnose internal injuries, even through power
A character equipped with a diagnostor helmet gains
B 2o all Medicae Tests where he is working directly on a
The improved sensory capabilities also duplicate the
= of a Preysense sight.

ARMOUR CRAFTSMANSHIP

types of armour detailed he

MASKING SCREEN

In a long history of clashes with the Velk'Han Sept of the alien
Tau forces, the Deathwatch has captured a limited number of
their prized stealth field generators. While the Crucible Resolviate
has been unable to produce a perfect equivalent purged of alien
taint, painstaking research has created a functionally similar
device, if not quite as potent. It combines light refraction with
noise dampeners to hide the subject from most senses, even at
close range.

The emanator is typically a small, translucent polyhedron that
affixes at the shoulder. When it isactive, the user appears wrapped
in a mirage-like haze as the screen obstructs sound and light wave
transmissions through its area. This makes it valuable for covert
operations, particularly those performed in otherwise noisy
power armour. It also provides an additional measure of defence
in combat, but the technology is not perfectly unidirectional, and
many warriors do not find it worth the side effects in combat.

An active masking screen provides the user a +30 bonus to
Concealment, Shadowing, and Silent Move Tests, but imposes
a —10 on all Perception-based Tests. Attack rolls on a character
using a Masking Screen suffer a —10 Penalty. At distances over
30 yards, this penalty increases to ~20, but the distortion affects
the protected character as well, who suffers a —10 to Auack
opponents at that distance or further. The field may be activated
or de-activated as a Ready Action.

re of Common craftsmanship for the groups that regularly employ them. For example,

Astartes power armour entry details power armour craftsmanship that is common to the Adeptus Astartes (although the

3l craftsmanship of Space Marine power armour far outstrips any “common’” standard elsewhere in the Imperium), while

Hak armour entry details flak craftsmanship common to the Imperial Guard and gencral Imperial citizenry. Armour of

ter manufacture uses the following modifiers.

Exceptional: Well constructed and better fitting, this armour is casier to wear. Against the first attack in any round, the

sour increases its AP by 1.

Master: Finely wrought and perfectly fitted, Master-Crafted armour is like donning a second skin. Master-Crafted

mour weighs half the normal amount and increases AP by 1.




TABLE5-14:FORCE FIELDS

Relatively lightweight and cheap to produce, flak armour is
one of the most common types of armour in the galaxy. It
can be found protecting countless human factions and xenos
species. It is also standard issue to the millions of Imperial
Guard adding their names to the memorial of the fallen on
Karlack. Many layers of ablative and impact absorbent material
go into making each suit, enough to deflect or negate most
low-level attacks such as small arms, shrapnel, and proximity
blasts. A great many foes in the Jericho Reach have dreaded
weapons powerful enough to completely negate flak armour,
but a guardsman who discovers the dark terrors absent from his
Primer usually doesn't live long enough to tell others. As long
as the wearer is not on the target spot of the blast, Flak armour
counts as AP 5 against weapons with the Blast Quality.

e
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FORCE FIELDS

Astartes power armour comprises the highest quality ceramite
and adamantite plating—the strongest protective materials the
Imperium can produce. However, the armour-piercing claws
of some xenos, and the assaults of their twisted weapons, call
for better defences than any armour can provide. In these
- situations, the Adeptus Astartes utilise force fields, which
provide protection of an altogether different level. Force fields
are designed to deflect rather than merely absorb incoming
attacks; this makes them capable of averting blows from even
the most powerful weapons.

Force field projectors are often small devices, casily
fitted onto armour, shields, or weaponry. The technology to
produce such powerful emanations from such tiny devices

BTt - O P D £ 1

i 'Mrﬁm :Eeﬁd'epms mcdimms of zﬁejcncﬁo mdi, ¢
fnown as the Cmaﬁ& Resolviate, who are devoted to
machine spirits. The Omnissiah’s Unmmf'rﬁ pm&m
perversion. Despite this waning, the Machi ,
;:_ﬁm fmm pragm;:x d'rﬁ!s% gan

t to ignore the opportunity presented 6
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affirs

Seldom spoken o amf 5arcf rofmuu( s ¢
arqmmf:tounum{[ number of captured alien devices through
channels better unmentionec joctal Sa Sacellum sits o
mysterious, aquila-topped xenos monoliths that Mﬁaw mad’e ure.
rites of consecration. witliin this mn:maz rent
fmm the machines brought to them, to isolate t lipm%e t apj

it into compliance with the Universal Laws. Several items of rchnole
EMP grenade and masking screen _quw:z made their
being declared “Technosa m:%nﬁd’ac by

Protection
‘Name Rating Overload Roll Wt Req Renown o
Astartes Combat Shield 25 01-10 3 20 Distinguished
Astartes Storm Shield 55 01-10 10 35 Distinguished
‘Iron Halo 50 01 0.5 kg 40 Hero o 0 o
FLAK ARMOUR

is also a highly guarded secret of the Adeptus Mechanies
and virtually all force fields are centuries old, at least. ¥
Adeptus Astartes and the Deathwatch are fortunate to B
more than their fair share of these precious machines &
carefully control their deployment.

Fierp RULES

A character may only benefit from one field at a time, regansie
of how many different fields he may have equipped. Whe
character wearing an active field is attacked, roll 1d100. IF%
result is less than or equal to the field’s protection rating, the a#
is nullified and has no effect on the protected character (althes
the attack may have an impact on the character’s surroundings
other nearby characters, such as weapons with the Blast Quals
Fields may also overload. Compare the result of the d 1088
to avoid damage to the field's Overload Roll. If the result 538
than or equal to the listed number, the field is overloaded &
ceases to function until it is recharged or repaired (requin
successful Very Hard (-30) Tech-Use Test). Most Comas
Astartes force fields overload on a roll of 01-10. E
craftsmanship reduces that threshold to rolls below 05,
Master-Crafted force field only overloads on a roll of O1.

ASTARTES COMBAT SHIELD

A combat shield is a compromise between flexibility
defence, trading the stronger field and physical protectie
storm shicld’s size offers for a free hand. A combat shield s
to the arm, providing an able parrying tool as well as a sas
energy field. A combat shield is a Balanced weapon that ¢
1d5+1 Impact damage.

ASTARTES STORM SHIELD

Storm shields are large and heavy shields that can B
extensive webs of field generation circuitry in theie s
plating. Its energy field can fend off bullets and™®
from afar, while the physical shield itself protects a8
melee attacks. A storm shield provides +4 Armour B
10 the Arm wielding the shield and to the Body loe
, Storm Shields also have the Defensive Quality. It
1 ' reduces the time necessary for a Guarded Attack o
 Action. If used to bash an enemy, a storm shield
1d10 Impact damage but suffers a ~20 penaly &
attack rol. .



'F 5-15: RELICS

; Class Range RoF Dmg
vatch Relics
atine Mantle — — — —
el — —  2d10+7E
in Bolter Basic  120m  S/2/4 2d10+9X
ler Relics
gless Crusader Melee — - 1d10+8 R
ofile)
e of Vision — — — —
Pistol  40m S/-/- 2d10+13 E
g Blade Melee — — 1d10+11 E

o Haro

@ealy rare and reserved only for Battle-Brothers who have
{ves time and again through exceptional deeds, the
B8 s as much a mark of valour asitis a protective device
= which should not be understated. These devices radiate
oy field almost as powerful as a storm shield, while their
2 desien of a literal halo crowning the wearer’s head leaves
W free for battle. An Iron Halo is always Master-Crafted.

RELICS

M most common Adeptus Astartes equipment is still
2 technological marvel outside their ranks. However,
\ Srtefacts exist that are legendary even to Space Marines:
i wiclded by famous heroes of their Chapters, items
5 key victories in Imperial history, and unique armour
#ed through virtually forgotten tech-craft. Such items
sctively known as Relics, and to simply hold one is
honour. Unless otherwise stated, a Relic is always
#Crafted, granting the appropriate Skill Test bonuses.
ects to Damage are included in their profiles below.

N

JAPTER RELICS

B% occasion a Chapter permanently contributes a relic of
& significance to the Deathwatch as a reaffirmation of
baths. Other such items sometimes find their way into
Watch armouries when the Battle-Brother who owned
b service with his Mission unfulfilled. Even if many
vaults did not protect their own contents through
ed locks, no Space Marine would be so crass as to use
ed to another Chapter. These relics are only issued to
rs of the same affiliation as the relic's legacy.

Pen Clip Rld  Special Wt Req Renown

_ — N/A - IS5 0l Hero:

9 E N/A PO“\?I.’ Field, 25 50"’ Hero
Special

7 S tiggi | py (P - ACCUIME, RS S i 6 SRS R T
Tearing, Special

6 — N/A  Sanctified 110 70 Hero

— = N/A — 5 70 Hero
Blast(1), Felling

10 10 3 Full (1), Volatile 70 Hero

y Balanced, Power 1

9 — N/A Field, Tearing 10 60 Hero

_— = N/A — 18 70 Hero

—_ — N/A S— 10 50 Hero

ARMOUR OF THE REMORSELESS

CRUSADER (BLACK TEMPLARS)

This artificer armour is one of a trinity crafted by the Black
Templars. Each suit is gilded with detestations of the warp
and said to have the blood of saints layered into the thousand-
folded adamantite of its construction. The Armour of the
Pitiless Crusader and the Fearless Crusader remain with the
Chapter, but one unit was tithed to the Deathwatch.

In addition to the normal benefits of artificer armour,
hexagrammic wards provide +20 to Tests made to resist psychic
effects, and double the suit’s armour points against psychic or
warp attacks that deal damage. It retains full armour value
against attacks with the Warp Weapon effect. The Armour of
the Remorseless Crusader also incorporates a Master-Crafted,
Sanctified sword that can extend from the forearm.

CHALICE OF VISION (BLOOD ANGELS)

The shrouded motives of the Omega Vault
revealed this omate gold chalice the day
Watch Captain Mordigael assumed his role
as Master of the Vigil. Unknown hands
engraved it with the image of Sanguinius’
final batte and set a reservoir of a ritual
compounds in its base that releases when
the cup is filled. The resulting draught can
be used in the Rite of Vision, said to grant
a Blood Angel the same almost prescient
dlarity their Primarch possessed. Bearers of
the Chalice typically carry a flask of scarlet
sacramental wine to use with the relic :
Those who imbibe from the Chalice gain +10 to all WS, BS, b
and Skill Tests, and the Unnatural Perception Trait for 1 hour.
Dire consequences exist for those who violate the strictures =
against performing the Rite of the Vision (oo often. At the GM's:
discretion, those who drink from the Chalice may experien
strange oracular visions that my reveal hints about the future.




b
- DEATHROAR (DARK ANGELS)

. This venerated Plasma Pistol
was recently left to the
Deathwatch by Caprain Raziel
of the Dark Angels, who gave
~ his life to hold a fortress on the
edge of the Cellebos Warzone
against Chaos sieges until
reinforcements arrived. Deathroar contains the power of a
heavy weapon in its small casing. The super-heated air around
the muzzle as the weapon discharges produces a unique
sound reminiscent of predatory felines from which Deathroar
| derives its name. Firing Deathroar on Maximal setting does
~ not cause the Overheats Quality.

Frost BLADE (SPACE WOLVES)

Frost blades are master works from the Space Wolves' Iron
Priests—each incredibly rare and prestigious. The teeth of
these icy chain weapons are always cut from nigh-unbreakable
substances such as Kraken fangs or tempered diamond. The
unique power fields enveloping frost blades have a distinct
blue cast. A frost blade combines the best of a chain weapon
and a power weapon, and adds +3 Damage when an attack
from the weapon causes Critical Damage.

HerMm ofF VARTHION (ULTRAMARINES)

Sergeant Varthion is a legend on
Watch Fortress Erioch. Long before
Warmaster Achilus ever dreamed of
conquest through the Warp Gate,
the Deathwatch kept vigil over
it. In the fourth century of M41,
Varthion and his squad destroyed
a xenos warhost hundreds of
times their number in defence of
the Gate. Records conflict as to
which side of the Gate originated :
the enemy assault, but accounts of the aftermath in the c:onlml
structure are identical. They describe alien corpses of an aspect
uncatalogued before or since, “in such volumes that Varthion's
squad stood atop them like Titans astride a demolished hive."
The Ultramarine Sergeant’s ancient helm contains the pinnacle
" of augury sensors and prophesier readouts. It grants +10 to all
Attack rolls, and' unerringly divines the enemy’s weakest point,
* granting a +3 bonus to the Penetration of any weapon wiclded
* by the helm’s wearer. A dedicated cogitator bank also provides
| tactical recommendations based on thousands of years of
r ﬂmmpxled Ultramarines combat theory. This increases the wearer’s
effective Rank by 1 for purposes of calculating Cohesion or for
b Ultramarines Chapter abilities in Solo Mode.

~ 1168 B

LEvIN SHIELD (STORM WARDENS)

The Storm Wardens Chapter Master,
Lorgath Maclir, once wiclded the
Levin Shield. It is said he passed it
to the Deathwatch in payment of
an honour debt to Watch Caprain
Mordigael. This storm  shield
adjusts to the bearer’s bio-electric
signature and uses his body as
part of the circuit to generate its
powerful energy field. The crackling
nimbus protects the wielder while
electrifying his foes. The Shield's kinetic repercussion plass
also unleashes thunderous fury when struck.

This Force Field has a Protection Rating of 55 and™
Overload number of 1, and causes 1d10+4 Energy Das
each Round to all creatures in melee with the wiek
ignoring armour. If the Storm Warden successfully F
with the Levin Shield, the attacker must immediately &
a Toughness Test at —10 per degree of success by whichs
Parry succeeded, or be Stunned for 1 Round. As a S
shield, it also provides +4 AP to the Body and the &
carrying it and reduces the time necessary for a G
Attack to a Half Action.

DEATHWATCH RELICS

Some Relics' legacies are rooted in the Deathwatch. Suchs
item may be forged by artificers deep in the shielded heas
the Watch Fortress, rise to significance in service to their ¥
or even be an offering from the outer catacombs of the
Fortress's mysterious revelation mechanisms.

ADAMANTINE MANTLE

These intricately worked cloaks take their name from &
most common variation: small adamantine scales wors
into a protective yet flexible defensive covering. Sins
personalised designs exist, all using unbreakable mates:
form an impressive cloak. Each one is the labour of decss
by master artificers, who temper each individual scale
thread for maximum resilience. Their work is then bles
by Chaplains before finally being laid upon the shouldess
its first bearer. The mantle protects him not just througs
physical strength, but also by making his movements &
difficult to predict as the opaque cloak whirls about
combat.

An adamantine mantle negates 2 points of Am
Penetration from any incoming attack. The wearer gas
+10 to his Opposed Weapon Skill Test to Feint, and &
takes the Defensive Stance Action, foes suffer an addite
—10 on Weapon Skill Tests to attack him.




HwWATCH RELIC BLADE

Bed power sword is no better than a flimsy
pike in the humbling aura of a relic blade. |
brancer works from the Horus Heresy depict
enificent power weapons in the hands of
s and accounts can be found through the
& Bow their wielders turned the tides of key
| Few enough have survived the millennia,
&% 2 precious handful of those are reserved
Deathwatch.
i blades take various forms, but are always
Ieapon of some fashion. They require two
[ even a Space Marine to wield. A relic
st successfully Parries a weapon without
Bher Field Quality automatically destroys the attacker’s
It has the same effect on weapons used to Parry
ing through such inferior defences and striking as
8 opposition was never rendered. A relic blade has a
¢ to destroy a weapon normally immune to Power
luding one with a Power Field) that is not also

[PULAN BOLTER
Deathwatch  of
o Reach is
gely silent about
story of Watch
= Skapula, and
s lethal bolter
from the
pned station.
arines fortunate enough to examine the advanced
e frequently debate the number and nature of machine
pecessary to achieve its flawless performance, but the
| widely accepted theories place a union of over one
#ed machine spirits within the casing of tenebrous

p addition to accuracy and power unrivalled in other

= of its size, the Skapulan Bolter integrates a Fire

a Targeter, and a melee attachment equivalent to a

rafted combat knife. The gun never Jams, and any

& roll of 96100 may be re-rolled as the machine spirits
r many they may be— strive for perfection.

CHAPTER
TRAPPINGS

ven though a Battle-Brother paints most of his armour
black to symbolise his new role in the Deathwarch,

he does not leave all the accoutrements of his home
Chapter behind any more than he leaves his loyalty, training,
or beliefs. Most chapters have characteristic adornments
that they wear into battle aside from Chapter heraldry, and
it is quite common to find Battle-Brothers serving in the
Deathwatch continuing to wear at least one such small token
of that history at all times. A character may start with one
Chapter-appropriate trapping from this section.

DEvoTioN CHAIN (BLACK TEMPLARS)

The Black Templars frequently wrap sections or their armour
with chains, or bind their weapons to themselves to symbolize
that they are unendingly bound to war against the Emperor's
enemies. These constant reminders of a Black Templar's vows
steel his resolve. Add +3 to any Willpower Test to resist Fear
effects and Cohesion Damage.

TABARD (BLACK TEMPLARS)

Tabards may bear personal, Deathwatch, Chapter, or even
Squad-specific heraldry. In other cases they are ornamental
and without symbols of any kind. Black Templars in the
Deathwatch typically wear tabards only from the waist to
avoid marring the uniform intent of the Squad colouring, but
less conforming individuals have been known to wear the
full tabards most commonly seen back in their home Chapter.
Choose one of the following types of tabard:

* Ornamental: Add +2 to Fellowship Tests.

» Deathwatch / Squad heraldry: The Kill-team
restores 1 bonus Cohesion for every Primary Objective
achieved.

* Chapter heraldry: Add 1 to the character’s effective
Rank for determining Black Templar Solo Ability
effectiveness, but subtract 1 from Squad Base Cohesion.

Broop Dror PENDANT
(BLooD ANGELS)

These ornaments are representations of the Blood Angels’ Chapter

symbol and the blood of Sanguinius that runs through their _'_

collective veins. Some are literally filled with the Battle-Brother's

own precious blood, while others are jewelled or crystalline
representations, They are most often, but not always, worn around
the neck. Whenever the character spends a Fate Point to gaina

Al

bonus on a Test, he may add +13 instead of the usual +10.

1




GoLDEN Icons (BLOOD ANGELS)

Blood Angels frequently hang sacred gilded icons on their armour
* or from their belts The exact form of thesc items varies, but they
are considered a display of devotion as well as serving as a focus
for spiritual meditation. Choose one of the following types:
» Icon of Inspiration: Add +3 to Command Tests.
» Wings of Wrath: Add +1 to Damage if the character
hits with his attack during the Charge action.
» Purity Focus: Whenever the Battle-Brother gains
Corruption Points, reduce the total by 1.

CEREMONIAL SWORD (DARK ANGELS)

Dark Angels frequently carry swords with winged hilts in
echo of their Chapter symbol. These weapons are used more
in ceremony than in combat, but they are perfectly functional
weapons should the Battle-Brother have reason to draw one.
They are carried either in addition to, or in licu of, a combat
knife depending on the individual's preferences. The statistics
for this weapon can be found in Table 5-8.

ROBE (DARK ANGELS)

Hooded robes are a common sight amongst Dark Angels
While they are most often worn by veterans and other high
ranking warriors, Battle-Brothers of all ranks may be found

wearing such a robe are difficult to discern even for members
of the Chapter, but a few examples exist below:
« Scholar's Robe: Choose one Scholastic Lore and add
+3 to all Tests on it.
« Robe of Secrets: Choose one Forbidden Lore and add
+3 to all Tests on it.
» Secker’s Robe: add +3 to Scrutiny Tests.

Worr Pert (SPACE WOLVES)

Fenrisian wolves are renowned across the galaxy for their
viciousness. They are respected creatures, and greatly
entwined with Space Wolf beliefs. Unarmed hunting rituals
exist on Fenris to prove a warrior’s prowess. Should a Battle-
Brother succeed on such a hunt, he typically displays the pelt
of the animal thereafter. Add +2 to Intimidate Tests.

Runic ToteM (SPACE WOLVES)

The Sons of Russ have many traditions that are unique to

their Chapter, and at the heart of Fenrisian mysticism stand

the Rune Priests. Using their arcane arts they craft rune

totems to call upon the powers of Fenris’ mythic beasts, and

* Space Wolves fiercely believe that these talismans can lend

the bearer power from the spirit whose name is inscribed

~ upon it. Listed here are some representative totems:

+ Totem of the Bloodied Hunter: add +1 to any damage
inflicted by Righteous Fury.

: » Totem of the Sea Wolf: Choose one Drive or Pilot Skill

~ and add +3 to all Tests on it.

~+ Totem of the Sun Wolf: add +3 to Awareness Tests.

=110 il

wearing them. The exact reasons and hidden meanings of

L

SacRris CLAYMORE (STORM WARDENS)

The feral clansmen of Sacris are raised with giant clayme
in their hands. After a warrior's transfiguration into a Sg
Marine is complete, the sword of his youth is a light
simple thing, but the Storm Wardens have made a habie
forging improved versions of these primitive weapons off
and materials befitting an Adeptus Astartes. It is far 8
unheard of for an enraged Storm Warden to favour his s img
claymore over a power sword, particularly when mattess
honour are at stake. A Sacris claymore replaces the Asts
combat knife, and requires two hands to wield. The statss
for this weapon can be found in Table 5-8.

TEMPEST AMULET (STORM WARDENS)

The native traditions of Sacris place a strong emphasis on
ability of an individual to affect change in the world thioes
strength of arm and force of will. Tempest Amulets are o8
in mysticism, but also serve as a focus for the Storm W&
stubborn will. These small leather pouches contain “tema
stones,” rocks fused into glass by the fierce lightning stors
Sacris and wrapped in prayer scripts written by the ownes
« Amulet of Might: Add +2 to Strength (after all &8
modifiers),
* Victory Scripture: Gain +2 WS when fighting:
enemy in single melee combat.
+ Guardian Amulet: The enveloped scripts venerate §
Storm Warden's lost 1st Company, so that they will $8
aid to the bearer in times of greatest peril. The am
counts as a Charm.

CincuLuM (ULTRAMARINES)

The cingulum is a belt formed from several studded strag
leather or a similar strong and flexible material, which S&8
as a place for the hanging of victorex and other accol
of valour. Such belts are common decorations amongse
Ultramarines and their successor chapters. The appearane
a cingulum also varies with the type of small, detailed g
that have been used to stud it and the choices of what &
decorations hang upon it.
» Adamantine Inlays: The detailed plates are S8
enough to deflect weak blows. Add +3 to Parry Tes
+ Honour Bells: The clinking scales and bells hung &
end of each strap herald the bearer’s approach. Gais
WS on your first Attack roll in a combat.
+ Marks of Leadership: Add +3 to any tests mass
regain Cohesion or prevent Cohesion Damage.

HERALDRY SCROLL (ULTR

metalwork or a placard are popular in many chapters,
Ultramarines are no exception. This crest may displa

of hls deeds may travel. Add +10 Kill Markers an
Mission where the scroll was displayed inatl s




* WARGEAR

shwatch is called upon to perform a wide range
& <ome of which require more than a bolter to
& Watch Station armouries contain tools for nearly
lsion, ensuring that a Battle-Brother can prepare for
e the God-Emperor asks of him.

7ES HARNESS

e safety than a grapnel but less noise and bulk than
Sk this Battle-Brother-sized harness can be used to
§ly descending from terrain or buildings. The simple
I8 over a character’s power amour. A hook-shaped
s elip can then be anchored to a wide variety of surfaces
Sled safety line slowly unspools. The Battle-Brother
=30 bonus to Climb Tests, and will not fall if he fails.

R1ES JuMp PACK
large

ghrusters =)
attach e
ckpack
pit on

= power U —i I v
AIaIS

EE a @
Ppack (o
g=h into
& then swoops down as part of his assault. Jump packs
wseful in leaping over high obstacles and reaching
“enemics. Most Battle-Brothers receive the specialised
 mecessary to operate these devices as part of an assault
b here the extra noise and bulk is secondary to the extra
& that would allow him to charge that much faster into
ek of bartle.
ap Pack requires the Pilot (Personal) skill to operate
Sy An Astartes Jump Pack allows for a safe, guided fall
height, and any number of short jumps. Such jumps
Battle-Brother to double his Base Movement and
any direction without regard for obstacles. For all other
= he counts as having taken the appropriate Movement
“He must land by the end of his Turn. Alternatively, the
s use maximal thrust to duplicate the Flyer (12) trait for
‘minute before the turbines require a minute to cool.

-

ARTES MAGBOOTS

&5 power armour can be upgraded to contain strong
smagnets built into the boot soles, allowing the wearer to
20 metallic surfaces such as exterior hull plating. These
& may be activated or de-activated at the beginning of
jrer's Turn. Magboots reduce Agility Bonus (recalculate
accordingly) by half when used, but otherwise
al movement in low- or zero- gravity areas provided
ible surface to walk upon. Standalone versions of

ASTARTES PsycHic HooD

The arcane devices known as psychic hoods are lined with psi-
enhancing crystals that amplify the wearer's psychic powers.
Some would say more importantly, they render the wearer
capable of nullifying the effects that other psykers have on the
warp nearby. A character equipped with a psychic hood may
spend his Reaction to attempt to nullify a psychic technique
being used by another psyker within a number of metres
equal to the character's Willpower. This attempt should be
declared before the enemy psyker makes his Focus Power
roll. The psychic hood’s wearer first makes a Focus Power
(Willpower) Test. Every degree of success imposes a =10
penalty on the enemy’s Focus Power Test. Alternatively, the
wearer may attempt to nullify the effects of a Psychic Technique
on himself only, regardless of Range. To do this, the character
takes a Focus Power (Willpower) Test. If he succeeds, he
is unaffected by the Psychic Technique, but any other targets
or areas are affected normally. A nullification Test may trigger
psychic phenomena based on Psychic Strength as normal.
Additionally, the psychic hood grants the wearer a +5 bonus
to all Focus Power Tests, including nullification attempts.

BACK BANNER

A Battle-Brother is asked to leave his home Chapter allegiances
and the majority of its heraldry behind when he joins the
Deathwatch. However, that does not mean his squad is without
honour, inspiration, or heroes, for devoting oneself to the grisly
war against the alien is its own great reward. Back banners fly on
ornate poles wrought with the Deathwatch symbol and icons of

Imperial faith, mounted on a backpack power unit or rising from &

between the shoulder blades. These elaborate banners often tower
as tall again as the Battle-Brother's height itself, heralding the
valour of the Emperor’s avenging angels to brother and foe alike.

When the Kill-tcam’s leader spends a Fate Point to restore a
point of Cohesion (see page 212), he restores one bonus point of
lost Cohesion if he is wearing a back banner.

CHARM

A charm is a keepsake, holy relic, or good luck token that
is intended to draw the benevolent eye of the Emperor, a
Primarch, or other patron to the bearer. They take myriad
forms including such things as fragments of blessed bolter
casings, water from holy seas, and pelts of sacred animals.

TABLE 5-17: EQUIPIENT
Name Wt Req Renown
Astartes Harness 8 4 -
Astartes Jump Pack 50 15 -
Astartes Magboots 5 3 -
Astartes Psychic Hood 15 25
Back Banner 5 15
Charm - 6
Chrono - 1
Dilation Field 1 45

ARIMOURY.
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Charm choices vary with Chapter and with the individual.
~ Charms have no tangible benefits. However, when the
- unfolding plot calls for something bad to happen to a random
squad member, at the GM’s discretion a character with a
charm may be exempt. If all characters carry charms, then it is
up to the GM to choose which charms are the most potent.

CHRONO

Chronos are timepieces, which are dependable and simple to use.
General models are usually hand-held or wom on the wrist, while
Space Marines typically rely on the ones built into their ammour.

&

Ll
Ll

DiratioN FIELD

Remnants of largely abandoned experiments with inverting stasis
field technology, a few of these devices linger in the armouries of
Jericho Reach. These small, unembellished boxes are similar in
size to a force field projector, but rather than surrounding the user
with a protective field, within their sphere of effect time seems
to pass at a different rate. While this enables a Battle-Brother to
react with unprecedented swiftness to the events around him, the
sudden shift in his perceptions can be disorienting,

A dilation field grants the owner the Unnatural Agility and
Unnatural Speed Traits. Activating the field is a Ready Action
with all effects (including any change to the character’s place in
the Initiative Order) beginning at the start of the next Round.
Dilation fields consume huge amounts of power, and once
activated remain on for only 1d10 Rounds before requiring 1
hour to recharge. Furthermore, the character is at—10 WS and BS
on the first Turn the field goes into effect, and the first Turn after
the field's effects end, as he adjusts his timing.

The interactions between dilation fields and force fields can
have disastrous consequences, and only one type of field should
be activated at a time on a character.

AINOINY

DRUGS AND
CONSUMABLES

Common combat drugs such as Slaught or Ghostfire Pollen
would only serve to pollute the perfectly engincered Space
Marines’ blood. However, chemical compounds have a place in
their arsenal, primarily for use on enemies, but also in the specially
formulated concentrates used to help an Adeptus Astartes shrug off
debilitating injurics. Unless otherwise noted, all drugs listed here
are Astartes-grade. They may be used on normal humans, but this
requires a Routine (+10) Medicae Test when administered to
correctly cut the dosage and avoid causing 1d5 levels of Fatigue
and 1 Round of Stun in addition to the intended effect. Unless
otherwise noted, the Requisition cost listed in Table 5-19: Drugs
* and Consumables is for a single unit or dosc.

DEe-Tox

& A more powerful form of the anti-toxins found in Astartes
" power armour, this drug can negate the effects of most
" dangerous gases and toxins if administered quickly enough.
A dose of de-tox immediately ends the ongoing effects, both

==l |8

TABLE 5-18: DRUGS AND CONSUIABLES
Name Wt Req Renown
De-Tox SRR ) G 2
Deadlock (Toxin) - 10 -

Delay Agent (Toxin) - 6 -
Genophage (Toxin) - N/A -
Injector - 3 -
Narthecium 5 10 -
Pain Suppressant - 10 =
Repair Cement 0.5 If -
Resuscitex - 5 -
Sacred Ungents - 20 -
Y Requisition valuc ts only for evaluating requests decmed “excessine

positive and negative, of any drugs, toxins, or gases
the character (unless the effect states that de-tox 3
cffective against them) and renders him immune for ang
1d10 Rounds. Given that natral Space Marine resiie
protects him against many of the common chemicaiss
pose a threat to other beings, de-tox is manually adminiss
to avoid unintended interruption of injector system effes

DEeaprock (Toxin)

This paralytic chemical causes the target's muscles 103
immobilising him for easy elimination or capture
rendering him unconscious. This toxin is most cOmSS
found in the form of needler rounds If the victim &
Difficult (-10) Toughness Test, he suffers 1d10 temps
Strength Damage, plus a further 1d10 per degree of
If he reaches “0" Strength, he is completely paralyses
unable to act. This paralysis and Strength Damage wears
2d5 minutes, minus the victim's Toughness Bonus (mins
1 minute). '

DerAy AGeNnT (ToxiN)

Notatoxin in and ofitself, a delay agent encapsulates the me =
of drugs and poisons with a slowly decaying non-ee
microshell that allows the payload to take effect substantialiy
delivery. Any drug or toxin may be cut with a delay agent. &8
it to take effect 1d5 hours after it is administered.

GENOPHAGE (ToXxIN)

Lethally effective, every dose of genophage is tailoss
attack the weaknesses in the molecular structure of a pags
individual. As such, it may never be simply Requisis
and must always be custom made. Victims of gene
stand little chance of resisting the quick-acting enzyme
immediately shut down circulatory and respiratory funes

Genophage is so deadly that it only needs to make's
with its intended target to be effective. If used in weapon
this means the attack must deal at least I point of D
AP, but does not need to overcome TB. If con
the target must pass a Hard (~20) Toughness

-

indicates he takes 1d10+5 impact Damage wi



or Toughness. This continues every Round until
either passes the Test or dies. If genophage is used
seature other than the individual it was made for, it
s the standard Toxic effect.

OR

& carried by the Adeptus Astartes are usually hypo-
What require helmets to be removed so that skin
L an be made. An injector can hold a single dose of

g {or toxin), which a character may administer as a
Son. An injector may be used on an unwilling target
b standard melee combat rules as though it were a
& but the injector itself deals no Damage and cannot
 armour.

(TH) CIUM

! of an Apothecary’s trade, a narthecium contains
ents specially designed for Space Marine physiology
B¢ performing first aid without having to remove the
“spowerarmour. Italso comprisesvarious counterseptics,
Sches, transfusions and other compounds engineered

e Marines” nhysinlagy and several seasis tubes for
secovered gene-seed.
Sasthecium grants a +20 Bonus to Medicae Tests
Sn a Space Marine patient. It also raises the
Bl at which the patient is considered Lightly
#d to 3 times his Toughness Bonus, and doubles
pount of damage healed by first aid. A narthecium
Bids ten doses of any one drug. The drug must be

separately.

¥ SUPPRESSANT

chemical is found in most Astartes power armour
& and allows a character to ignore Critical Effects for
sunds Additional doses are often carried in nartheciums,
& also be used in the Sacraments of Renewal to refill
emour injectors with a Routine (+10) Tech-Use Test.

sIR CEMENT

& Cement is a spray-gel composed of dual tubes of
I allomers that bond instantly with each other to seal
& armour damage. It is typically used for quick field
L oF breaches until the armour can be attended properly
swer of the Omnissiah. A Space Marine learns how
{epair cement as soon as he is issued power armour; its
iion takes one Round but requires no Test.

USCITEX

fmm is intended to revive an unconscious comrade. It

Sately wakes an unconscious character. If the character

Fatigue levels in excess of his Toughness Bonus, it

Jevel of Fatigue to a number equal to his TB. It

:ct on conscious characters suffering Fatigue levels
“ less than their TB.

SACRED UNGUENTS

Sacred unguents blessed by the Omnissiah are much sought
after for their mystical properties when applied to machines.
If applied to a weapon (a Full Action) it becomes immune
to Jamming (see Chapter VIII: Combat, page 249) for a
number of shots equal to its clip size. If the weapon is Jammed
and the unguent is then applied, it immediately unjams, but
there is no further effect.

TOOLS

ASTARTES CLUSTER MINES

Cluster mines are designed not just for explosive power, but to
avoid the enemy’s notice until he is blown into tiny bits. Cluster
mines achieve this aim by packing triple-intensity fyceline or
similarly potent explosives into dozens of micro-explosive nodules
that are linked to a single trigger, typically a tripwire or pressure
sensor. The networked explosives have a synergistic effect and
produce a massive blast when detonated.

A standard mine array covers two square metres; this can be

increased by linking multiple mine arrays, but the area’s smallest
dimension must not be less than one metre for the mines (o fiave

their full effect. Cluster mines are designed for even the relatively
green Scout squads to plant without extensive training. When
setting cluster mines, the character makes a Concealment Test,
receiving a +20 bonus if he is also trained in Demolitions. Note
the degrees of success, as any character about to pass through a
mined arca Opposes those successes with an Awareness Test. I
the potential victim wins the contest, he may stop short to avoid
the mines. If he fails, he and anyone else in the mined area take
4d10 X Damage with a Penetration of 4.

A successful Demolitions Test while planting mines allows for
more sophisticated trigger techniques such as time-delays. These
booby traps are particularly effective when used to damage the
vulnerable underside of most vehicles. Cluster mines double their
Penetration to any vehicle in their area of effect.

ARITIOURY.
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ASTARTES SIGNUM

A signum is a sensorium and transmitter array that can be mounted
on a Battle-Brother's armour. It broadcasts enhanced tactical
readings to all members of a Squad, allowing them to benefit from
the targeting data. While a character equipped with a signum is in
Squad Mode, all characters in Squad Mode receive a +5 bonus to
Ballistic Skill Tests. If the equipped character spends a Full Action
and succeeds on a Tech-Use Test, this bonus increases to +10
until the end of the next Round. The effects of multiple signums

are not cumulative, but see the signum link below. E

ASTARTES S1GNUM LINK

A signum is a useful tool alone, but by equipping the targeting
systems of one or more squad members with a signum link,: 3
they can make optimal use of the signum'’s readings to achieve
unparalleled acts of teamwork by forming a web of the
interconnected autosenses. This allows all participating memb




" o make a concerted attack on the same foe, striking
B with a coordinated precision that makes their assault all
L but inescapable.

' To form a signum web, at least one member of a Squad must
be equipped with a signum. One or more other characters
in the squad then equip their armour with signum links.
All characters in Squad Mode on the web (via the signum
or a link) may benefit from the rules for ganging up on an
opponent, regardless of whether they are engaged in melee
or using ranged attacks, and with the benefits applying both
to Weapon Skill and Ballistic Skill. Characters in Solo mode
gain no benefits from being part of the si gnum's web.

ASTARTES TARGETER

The Space Marine version of a Targeter encompasses several
sights connected to a guidance cogitator array that improves
overall accuracy. Rather than being hard-wired to a specific
weapon, the array fixes at the shoulder or backpack unit
and links into the power armour’s general targeting systems,
providing its benefits to all ranged weapons the user wiclds
regardless of their Class.

A Targeter combines the effects of a Red-Dot Laser Sight
and Telescopic Sight. In addition, its sophisticated target-lock
system makes evading a shot from a weapon guided by it
extremely difficult. Attempts to Dodge ranged attacks from a
character equipped with a Targeter suffer a =10 penalty.

AUSPEX/SCANNER

These devices are used to detect energy emissions, motion,
and biological life signs. A character using an auspex gains
a +20 bonus to Awareness Tests and may make a Tech-Use
Test to spot things not normally detectable to human senses
alone, such as invisible gases, nearby bio-signs, or ambient
radiation. The standard range for an auspex is 50m, though
walls more than 50cm thick and certain shielding materials
can block the scanner.

CARTOGRAPH

This specialised data-slate  accepts geographical and
navigational information on a planet, cither from existing
data-banks or gathered by a ship’s Augur Arrays in orbit. Its
geo-locator tracks the user’s planetary coordinates, enabling it
to provide distance and bearing to any known location. This
provides a +10 to all Navigation (Surface) Tests. It is also
capable of storing detailed maps and schematics, which can
be useful for objective approach planning. Many cartographs
are also equipped with a small holo-projector that displays
three-dimensional maps of its contents.

- CODEX ASTARTES

L The entirety of the Codex Astartes fills immense librariums,
" but many Space Marines carry the heart of this sacred text
~into battle. Of course, interpretations of what passages form
the core of the codex vary even more than the forms it has

transcribed into over the millennia since the Second

-
»

Founding. From hand-copied tomes bound in etched leath
to crystal-circuited datacrypts, the collected wisdom
Roboute Guilliman, the Primarch of the Ultramarines—=
arguably the most celebrated war tactician the Imperium i
ever seen—endures in forms uncounted. It is also the guidis
doctrine for how most Chapters operate today. Many Bats
Brothers, particularly the descendants of Guilliman, nes
pass a day without studying from this text.

Comsi TooL

Commonly found in the hands of Techmarines, combi-108
are versatile, if somewhat bizarre, mechanical devices '
are spindled with small implements that interface, cut, SOl
and anoint, granting a +10 bonus 1o Tech-Use Tests.

DATA-SLATE

Data-slates are commonplace in the Imperium—the p ima
means of storing and reading printed text, schematics, &
other media such as video (pict) or audio (vox) recordis

Models range from cheap, single purpose devices built to B
only a certain recording, to sophisticated models that can s
record new information and transmit and receive data &8
other devices. :

TABLE 5-19: TOOLS

Name Wt Req Renown )
Astartes Cluster Mines 4 57 - k'
Astartes Signum 5 35  Distinguished
Astartes Signum Link #0520 = ]
Astartes Targeter 4 25  Distinguished
Auspex 0.5 12 - '
Cartograph 0.5 5 -
Codex Astartes 0.5 B -

Combi Tool 1 1550

Data Slate 0.5

Demolition Charges 1

Elucidator 1

Lamp/ Glow-globe 0.5

Locus Seeker -

Magnoculars 0.5

Melta bomb 12

Multikey -

Pict recorder 1

Psy-Focus =

Reductor 4

Restraints 4

Screamer 1.5

Stummer 2

Teleport Homer L pe L

Vox-Caster _ 0.5

*This is the cost for one mine amsy. |

Reguisitioned individually. B
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oL1TION CHARGE

Ssion charge is a simple explosive device, commonly used
se open doors, breaching bulkheads, and destroying
snure. The listed weight for a demolition charge represents
Lolosives, though itis possible to rig charges together, thus
e their destructive potential. When a demolition charge
= anyone (or anything) caught within its blast radius takes
& olosive Damage plus an additional 2 points of Damage
o Kilogram used. The blast radius of the charge is 3 metres
% Kilogram used. For setting and defusing explosives see
salition Skill in Chapter II1: Skills, pages 97-98.

WCIDATOR
#icho Reach is rife with planets out of contact with the
e for thousands of years, pockets of humanity lost
§ the Age of Shadow or even before. During that time,
Seuage may have diverged radically from Low Gothic. An
o is 2 hand-held device that can analyse speech or text,
Elate it into a standard language and dialect (and vice
L 1 is most useful in dealing with cultures whose languages
% Basis in Low Gothic, requiring no Test to perform this
; S However, a character with the Logic Skill may make
ault (—20) Test to use an elucidator to decipher basic
Bees from truly alien languages. (The GM may adjust this
« depending on the language’s similarity to ones the
e does know) An elucidator’s output can display on its
B project from its vox, or transmit through a vox channel.

42/ GLow-GLOBE

smmon devices can illuminate an area a dozen or more
& in diameter. A typical lamp lasts 1d5 hours before it
s to be recharged.

s SEEKER

sseekerisactuallya pairof devices. The smaller component,
seus caller, is a dull metal sphere only millimetres in
s The larger component is a small, translucent globe
seedle of identical metal suspended mysteriously inside.
sedle, called the locus secker, is usually carved in the shape
sasping talon and reaches unerringly towards the caller,
5 observed limits on its distance. Occasionally these
& have been unearthed with missing callers, and unlucky
| been sent to search for decades or even lifetimes to
& the other picce, so valuable is a completed locus secker.
Bough difficult to come by, these devices can be invaluable
jeking suspicious ships, cargo, or individuals over not just
& but sectors. Plotting a course towards the caller using the
sequires the appropriate Navigation Test with a Difficulty
on how much distance lies between the two. Hiding a
-1I on a person or object requires a Concealment Test,
the degrees of success noted for later Opposed Search
5y any potential detectors. One may also embed a caller
biect through a Routine (+10) Test on the appropriate
ljsg-for a data-slate, Trade (Armourer) for a weapon,

MAGNOCULARS

These are powerful vision aids that magnify distant objects.
More advanced, high-quality magnoculars can also give
range read-outs, detect heat sources, calculate target location
positioning, and take pict-captures of a view for later analysis.

MEeLTA BOMB

Melta bombs affix to their target with mag-adhesives
designed to quickly adhere to metallic surfaces. They
detonate with a powerful shaped charge of intense heat akin
to a meltagun beam, and are ideal for destroying dangerous
alien relics, vehicle hulls, and other heavily armoured targets.
Melta bombs are typically unwieldy and not designed to be
thrown, only placed in contact with their target material to
ensure the charge explodes to maximum effect. When a melta
bomb explodes it deals 6d10 E Damage to anything within
2 metres with a Penetration of 12. Anything surviving must
pass an Agility Test or catch on fire.

MULTIKEY

As it can open most standard Imperial locks, a multikey is
reason for suspicion in the hands of a2 common citizen. For
organisations like the Deathwatch they are indispensable, as
it is considerably faster and quieter to infiltrate the enemy’s
fortifications than to blast through them. A character with a
multikey gains a +30 bonus to any Security Test when trying
to open locks.

PI1CT RECORDER

Pictrecorders (orsimply picters) are relatively simplelive-media
recording devices, and some have holographic capabilities.
Most also allow for playback as well as recording, and some
are even built into dedicated pict-servitors so they can capture
important battles, weapon tests, alien interrogations, and other
dangerous events.

Psy-Focus

Psykers and Librarians often use these items to help them focus
their powers. A psy-focus could be a book of meditations, a
blessed icon, or a carved witch stave from the Battle-Brother’s
homeworld. When a psyker with a Psy-focus makes an
Invocation Skill Test (see Chapter I1I: Skills, page 99) he
gains a -+ 10 bonus.

REDUCTOR

Retrieval and storage of a fallen Battle-Brother's gene-sced e
is so critical that Apothecaries carry a special tool for this
operation. While a reductor is not required for Progenoi
removal, it significantly reduces the time. This surgical’
implement fastens under the wrist. Itincludesa monomolecular -
saw for penetrating power armour and Ossmodula-enhanced
rib cages, and a diamantine-tipped extractor drill.




A reductor reduces the time to remove the Progenoid glands
to 1 Round per gland (2 for a full recovery). Although generally
regarded as disrespectful to the machine’s sombre purpose, it
can also be used as a melee weapon that does 1d10+2 R with
a Penetration of 10. If used as a weapon, a reductor does not
add the Battle-Brother’s SB to Damage; its design emphasises
control and precision, but does not provide adequate leverage
to take advantage of the wielder's strength.

RESTRAINTS

Despite their designation, Kill-teams” Mission objectives are far
more varied than simple target elimination. Live capture may
be the means to an end or the goal itself. Simple but effective,
Deathwatch restraints size to most roughly human-shaped
bodies and are strong enough to hold even a thrashing Ork.

SCREAMER

Screamers are proximity alarms that detect motion or sound—
depending on the model—and alert their users to incoming
dangers by making a horrendous noise. To use a screamer,
you must succeed on a Tech-Use Test. The GM rolls this test
in secret so you are not sure of whether or not the device
will work properly. Once set, a screamer has a Perception
of 75 for the purposes of detecting sound or motion. If it
detects an intruder, it sounds its alarm, which can be heard
anywhere out to 1 kilometre and may also be set to broadcast
over a pre-programmed vox channel. Doors, walls, and other
barriers may reduce the alarm’s auditory range.

STUMMER

The reverse of a screamer, stummers generate sound waves
to cancel out ambient sounds and noises made by moving
personnel in a small area. A character carrying an active
stummer gains a +30 to Silent Move Tests. The device may
also be used as a countermeasure against vox-bugs and other
surveillance attempts. A stummer typically has enough power
for 20 minutes of continuous use before needing to be
recharged, a process that takes about 1 hour.

TeLEPORT HOMER

These powerful signal transmitters allow ships equipped with
a Teleportarium or similar technology to zero in on a person,
object, or area. Teleport homers may be used to target points
for squad deployment or to locate a moving individual who
needs to be retrieved.

TELEPORTATION

Space Marines often use a teleportarium aboard one of

their Strike Cruisers, Battle Barges, or other space vessels
1| (o arrive directly into the thick of the action. Typically,
81 this is done only by the heavily-armoured Terminators.

Vox-CASTER

Short-range voxes (like those in power armour) lack the
to coordinate across an entire planet or reach spacecia
orbit. A vox-caster can be used to send signals over &
distances, up to and including ships in orbit from a plans
surface. Using a vox-caster to receive or transmit Sigs
through interference or other unusual conditions req
successful Tech-Use Test with a Difficulty commens
the adversity of the conditions.

CYBERNETICS

“This hand? Yes, it seems a fine instrument of vengeance. I st
will help me repay the one who necessitated it in the first place™

—Brother Leonen of the Dark Angels, after losing a8 %

sually  Battle-Brothers  are augmented
cybernetics due to battle wounds. Requisition
Renown requirements are listed for reference
with the exception of servo-harnesses and servo-arns ah
can connect to and detach from external ports), cybe
are permanent, usually installed to replace lost function
from Critical Damage. The craftsmanship of the mechas
replacement varies with the Battle-Brother’s Renc
detailed on Table 5-23: Cybernetic Replaces
Craftsmanship. The installation process is only carmis
by Apothecaries trained in Astartes physiology. and
operational Watch Stations have the necessary facilities
operation and recovery takes 2d10- TB days (minimum
There are exceptions, such as the Iron Hands and
Techmarines, who embrace the chance to become closers
machine. A Techmarine may start with a Servo-Arm a8
other Common craftsmanship cybernetic. (In some € 2
like the Space Wolves, the sacrifice of flesh is required &€ '
the path of Machine Spirits) When a Techmarine crosss
Renown threshold to Respected, he may opt o instass
Exceptional craftsmanship cybemetic; this may cither
new bionic or an upgrade to an existing system.
Techmarine become Famed, he may opt to install one
Crafted cybernetic. 3
The robust construction of cybernetics adds 2 %8
owner's Toughness Bonus (after Unnatural Toughae
the relevant location. Damage taken to these locations s
as Damage to the character, and Critical Damage
these locations functions as normal. Any result that €
bleeding or some other inappropriate result hasa 509%
of rendering the bionic limb useless; othenwisc the @
natures of the appendage and its owner manage to she
the effect. Critical Damage to a limb that results I8
always has the full effect; it can be assumed that the
explodes into shrapnel, incinerates, or discharg
energy through the owner with lethal results.
Replacement and additional limbs—such as
can only be used to perform tasks that the own
knows how to do. Any bonuses or penalties rela




k.

isade using the bionic limb, and characters that possess
Sonic limbs do not double the modifier.

L5 important to note that the Requisition cost for a
Setic is a one-time payment. Once the cybernetic is
Bd. the character possesses it until he dies.

TARTES SERVO-ARM

Beine servo-arms are powerful manipulators tipped with
fae pincers, useful for field repairs and punishing enemies.
¢ these detachable appendages are installed at the shoulder,
Battle-Brother's armour must also be upgraded with more
Bl gyro-stabilisers to use one effectively. So supported, a
can lift one side of a Rhino APC to repair a broken
Bink.

b vo-arm can extend up to 1.5 metres. A Techmarine uses
g's Strength value of 75 with Unnatural Strength (X2)
§ than his own (this value cannot be increased or decreased
8 devices or abilities that affect the Techmarine's strength).
Bb's gripping mandibles allow the Techmarine to lift heavy
= or anchor himself to a suitable point as a Free Action.
Betes servo-arms are more than just repair tools, and make
B weapons. The Techmarine may strike with the arm as his
Bon for the round, or as a Standard Attack during his tum
¢ as the servo-arm only makes one attack per round). This
B wses the Techmarine’s Weapon Skill, and deals 2d10+14
& Damage with Pen 10. Exceptional craftsmanship servo-
Screase their Strength value to
sreasing damage to 2d10+16)
&4 2 +10 to Grapple Tests.

TARTES SERVO-
LARNESS

% servo-arm, a full servo-harness integrates
the Techmarine’s power armour and is
sled through the same spine interface that
I~ him one with his armour. Radiating
& boosted fusion backpack capable of
sing them all, this cluster of auxiliary
2id in battlefield repairs as well as
The composition of each
amess IS unique,
nised with
“gools  most
eved by its
Bous | owners
_tending  to
goe spirits  and
% waste to the God-
Seor's enemies. Some bear only a
Sppendages, while others are great
& of diagnostors, interface tines,
weapons, plasma cutters, and
‘ore arcane clements that future
ors may struggle to fully

At a minimum, a servo-hamness consists of two servo-arms, a =
Combi-tool, a fyceline torch, and a plasma cutter. The torch is =5

identical to an Astartes flamer. The plasma cutter can cut through
a metre of adamantine plating up to 20 centimetres thick every
minute (thinner material can be cut through faster). It may also be
used as though it were an Astartes Plasma Pistol (see page 148)
with a Range of 10m and no option to fire on Maximal Mode.

The ingenious machine spirit of a servo-harness is capable
of far more sublime communion with its master than a simple
servo-arm. A character with Talents that make him capable
of taking the Multiple Attacks Action may use any weapon
(or equivalent) on his servo-harness for any of the attacks he
would normally be allowed, subject to all normal limitations
including weapon Class. Additionally, the Techmarine may
use his Reaction to make a single shot or strike with any one
weapon on the harness. Exceptional servo-harnesses enhance
the servo-arms to Exceptional as discussed above, and add a
+5 to all Skill, WS, and BS Tests made using the components
of the harness. The Servo-Harness Integration Talent is
required in order to use a Servo-Harness.

AUGER ARRAY

These implanted devices duplicate the effects of sensor
systems that go beyond the human horizons of perception. In
all cases their use requires concentration and a Half Action.
Common systems function identically to a standard hand-
held auspex (see page 174). Exceptional systems
function as a full auspex and also allow re-rolls on
Perception based Tests when using its functions.

BioNic ARM

Common versions of these systems replace
the function of the Battle-Brother's arms
and hand exactly, retaining his strength,
dexterity, and sense of touch.

Exceptional bionic arms provide a
+10 bonus on Tests requiring delicate
manipulation (such as Tech-Use Tests to
repair small circuitry) and add a +10 bonus

to Strength Tests using the arm.

BioNic HEART

A Space Marine is quite capable of living through
the destruction of one of his two hearts. Naturally
if this happens, the organ must be replaced. The
necessarily lightweight materials of a bionic heart

thick plating of an external bionic, adding only

though prolonged operation puts stress on

do not provide quite as much shielding as the =

1 to the Body location’s Toughness Bonus.
Exceptional models can be triggered to pump ==
more rapidly to increase physical capacity, =

the circulatory system. This provides the:
Sprint Talent. g



Bionic LocoMoTioN (LEGS, ETC.)

Common locomotion bionics must be fully integrated into the

~ spine and nervous system to function properly; basic models

accomplish this while retaining complete motor function.
Exceptional versions of these systems grant the owner the

- Sprint Talent. In addition, they add a +20 bonus to Tests

made to jump or leap.

BioNic RESPIRATORY SYSTEM

Common bionic lungs and implanted respiratory systems
mimic the action of human lungs and keep the body supplied
with oxygen. Characters with such a system installed gain a
+20 bonus to Toughness Tests made to resist airborne toxins
and gas weapons.

Exceptional bionic lungs count as a full life support system;
if for any reason the user's power armour loses integrity or
his own respiratory system fails, his bionic lungs keep his
blood oxygenated. If desired, Exceptional bionic lungs may
be designed to go undetected by scans.

CYBERNETIC SENSES

Sight, hearing, touch, and taste may all need to be duplicated
artificially when nerves or organs are damaged. Followers of
the Machine God sometimes add more esoteric senses.

Common systems, while usually very obviously artificial,
duplicate the approximate range of normal senses adequately
and have no further game effects.

Exceptional cybernetic senses grant the Heightened Senses
Talent for that particular sense, and a +20 bonus to Tests
made to resist attacks on the sense itself, such as deafening
noises or blinding flashes. Basic and advanced cybernetic
eyes may also incorporate magnifying lenses (duplicating the
effect of a telescopic sight for any ranged weapon used, a
full photo-visor, and/or a system duplicating the Dark Sight
Trait. Likewise, basic or advanced cybernetic hearing may
also include an internal micro-bead system.,

Minp Impurse Unit (MIU)

These devices, also known as sense-links, allow the owner
to directly interface with a machine or technological device.
MIUs see widespread use among Techmarines. A basic MIU

TABLE 5-20: CYBERNETICS

Name Req Renown
Astartes Servo-Arm 30 -

Astartes Servo-Harness 50 Famed
‘Auger Array 15 o

Bionic Arm 15 -

‘Bionic Heart 15 -

Bionic Locomonon (Legsetc) 15 -

|Bionic Respiratory System 10 —

Cybernetic Scnscs 15 -

ARG o

TABLE 5-21: CYBERNETIC REPLACENENT
CRAFTSIMTANSHIP ,

Renown Rating Craftsmanship
Common: A high quality, rumul
Initiate replacement that is functionally
equivalent to the replaced body pa

Exceptional: An advanced system
Respected, that not only replaces the lost body
Distinguished part, but also possesses additional
utility.

Master-Crafted: The cybernetic has
been crafted by master artisans. Itis
exceptionally functional and striking
in design.

Famed, Hero

implant involves a single spinal or cortex connector,
advanced variants include wrist connector probe
possibly mechadendrite connectors—in addition to
spinal plug.

Common models give no modifiers to machine
communication and add a -+ 10 bonus to the Tech-Use, Pilo
Drive Tests used in conjunction with devices capable of MIUSS
Exceptional models grant a +10 bonus to communicate
machine spirits, and for Tech-Use, Pilot, Drive, Logic, Ingss
and Ballistic Skill Tests when interfaced with MIU systems.

SERVITORS

servitor is an automaton whose controle
Acomponcms are organic and mostly human in ofgs

Some are grown in vats, while others are formed 58
failed recruits or civilian criminals whose sentence is an 48
of service to the Imperium’s heroes. The process of creatis
servitor purges higher brain functions and psychic pattesss
the subject, rendering him a blank slate for reprogrammsss

Like all machines, Servitors fall into the domain of 8

Techmarines to oversee. The most common form of sem
are mindless labour drones, dedicated to the most me
tasks needed to maintain a Chapter's equipment and
with the devices necessary to their toil. Other varieties &
found serving the Space Marines and the rest of the Impess
as pilots, heavy lifters, veritable guns on legs, and in cou
other roles where little thought is required, or given:
right programming and equipment makes servitors and &
skulls effective as cyber-familiars, medical assistants, s&8
proclaimers, scroll-carriers, or virtually any other task
light hand and simple, obedient mind is all that is requss

TABLE 5-22: SERVITORS AND FAMIILIARS

Name Req
Servitor (Battle) 20
Servitor (Monotask) 15
Servo-skull ' 155

For the profiles of the above Servitors, see page 376.
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CHAPTER VI
PSYCHIC POWERS

As the chainsword rends flesh, so will you rend souls. As the boligun
tears bodies, so will you tear minds. The power of the Immaterium ts
your weapon, and you will use it well.”

~Cadras, Epistolary of the White Consuls Chapter

sykers and psychic powers are a fact of existence in

the Imperium, and the result of man’s exposure and

connection to the warp. It is through this connection
to the otherworldly realm of warp space, also known as the
Immaterium or Ether, that some gifted individuals can channel
energies into the real universe, creating powerful effects and
shaping the face of reality itself. Collectively these feats are
known as psychic powers, though they may be branded as
spells, sorcery or feats of will depending on the practitioner
and where they hail from in the Imperium,

Within the Imperium, the most important function that
psykers have is to allow Mankind to communicate over vast
distances and guide Humanity’s ships through the Immaterium,
making travel between far flung systems possible. Without
them the Imperium could not exist and would splinter and
fall into a million isolated warring worlds. It is ironic then
that psykers also present the Imperium with one of its most
dangerous foes - a horde of living conduits to the Warp, from
which Daemons and dark powers hunger to bring fire and
ruin to Humanity. For this reason, the Imperium takes the
handling and rearing of psykers very seriously, and those
with the gift are watched very closely indeed.

This is as true for the Space Marines as it is for anyone
else, and in the ranks of the Adeptus Astartes those trained
and implanted with the Chapter’s gene-seed are constantly
screened for signs of the gift. When a Battle-Brother is found
to exhibit indications of psychic talent, he is given over to
the Librarium and the Chapter’s Chief Librarian, who will
determine whether or not he can master his powers and serve
as a Space Marine Librarian, the Adeptus Astartes’ potent
battle psykers, kecpers of lore and shields against the worst
the Warp has to offer. Those that pass the trials will learn to
turn their gifts into deadly weapons and take an honoured
place among their Battle-Brothers in the constant war to
preserve the Imperium from its enemies.

In Deatuwarc, players can take on the role of these
Space Marine Librarians, powerful Battle-Brothers trained
in the use of psychic powers. A Librarian character and the
powers he wields offer a Kill-team a wide variety of game
options and a number of unique ways to complete missions
or overcome foes. Primarily, however, a Librarian’s powers
are centred around combat and influencing or enhancing the
Kill-team'’s abilities on the battlefield, and are mostly used to
tip the scales of war in the PCs' favour. In this chapter the

~ GM and players will find the core rules for using Psychic

Powers in their games of DEaATHWATCH as well as a broad
collection of powers for the Librarian character.

PSYKERS IN THE
IMPERIUM

“Human minds are weak and feeble—is it any wonder then that
Warp confounds and corrupts them?”

—Valash Hex, Arch Heretic of the Scarlet Ings

Though psykers make up but the tiniest fraction of 8
Imperium'’s population, among an empire of a billion B
they number in their millions. It falls to the various
of the Administratum, the Inquisition, and the Ministo '
to find these individuals and decide what use they Wil
to the Emperor of Mankind. For many psykers, this mes
death, and they will face either summary execution or & &8
journey aboard the Black Ships back to Terra where
will experience the ‘honour’ of feeding the Golden 1%
with their souls. Some, however, exhibit enough strengis
talent to be spared this fate, and are sent to the Schoks
Psykana to be trained to serve cither as Astropaths or as&s
psykers in the armies of the Emperor.




HOLASTICA PSYKANA

rs sanctioned by the Imperium and properly trained
& their abilities are allowed to serve the Emperor. Those
control or without the ability to learn control are
4, as it is far too dangerous to allow them to live. The
firaining institution of the Scholastica Psykana shapes
recruits into productive servants of the Emperor, and
& their gifts for the good of both themselves and those
B them. Gathered from across the Imperium by the
¢ Black Ships of the Inquisition, psykers are brought
b to the Scholastica in their thousands. For many, the
f doors of the Psykana are the last things they ever see,
large proportion are fated to die alone and in agony
82 their trials, or are swiftly exccuted when their power
tomes them. Those that survive, however, are sanctioned
the chance to serve the Emperor with honour.

CTIONED PSYKERS

Himperium uses psykers in a variety of ways and those
g4 in the Scholastica Psykana will be farmed out 0
s Imperial agencies and institutions, which will use
10 maintain Humanity's dominance over the stars. Some
jers are trained for war and seconded out to Imperial
e regiments where their talents will be used to aid the
fror's armies and bring carnage and death to His foes.
2 life is harsh, however, with most such psykers finding
death in battle or from a Commissar’s bolt round, if they
ot succumb to madness first. A few, however, manage to
ive, perhaps even rising to the rank of Primaris Psyker.
Whe Inquisition too takes its share of psykers from the
Slastica Psykana. Often chosen personally for their gifts
Sndividual Inquisitors, a sanctioned psyker will be plucked
o his life to do his new master’s bidding. Understandably
pekills of a psyker can be invaluable to an Inquisitor where
gning into minds, uncovering ancient lore, and warding
Snst daemonic power are all part of the job. In fact many
Suisitors are themselves psykers, having developed talents
s as part of their long training to wield the Rosette or
8 their exposure to the Warp and its forbidden knowledge.
syker that serves the Inquisition can perhaps hope for
fhance to rise above his station. However, such a chance
Bes at the cost of dealing with some of the worst horrors

e zalaxy has to offer.

\STROPATHS

" 2ddition to those sent to the Imperial Guard or the
isition, many psykers eventually become Astropaths—
ine links across the void who allow communication
fween ships and worlds across thousands of light years.
iy the strongest in the arts of telepathy can hope to become
¢ palhs. and even these are carefully chosen by the Coven
ters of the Adeptus Astra Telepathica for their skill and
ats l They are then put through many further trials and
ning regimes that help them develop their command
their gifts beyond that of other psykers. Because of the
ey play in the continued existence of the Imperium,

Astropaths are perhaps the most important of all Imperial™
psykers and worth more than any number of Imperial Guard b
mind-blades or Inquisitorial bloodhounds. :

Part of an Astropath’s initiation involves undergoing the
ritual of Soul Binding, a kind of spiritual gelding that binds =
the psyker's mind to the Emperor’s greatness and helps him
to better ‘see’ the Astronomican (the great warp beacon that
shines from Terra, guiding all ships through the Immaterium).
It does, however, come at a price: Soul Binding inevitably
strips the Astropath of his mortal senses rendering him
sightless (though not unseeing) as his psychic senses are
sharpened.

DiscIpLES OF THE DARK GODS

Not all human psykers serve the Emperor, and many manage
to slip the grasp of the Administratum to become a blight
upon the Imperium. These damned souls are known by the
Inquisition, and the righteous, as rogue psykers, unsanctioned
by the Imperium and a danger to all who cross their path.
Such cursed individuals will often make pacts with dark gods,
or foul alien lords to further their talents, driven onwards by
an unquenchable thirst for power woven deep within their
connection to the Warp. Daemons are sometimes able to
use such individuals as gateways to the realm of reality, or
as vessels into which they pour their dark power, inevitably
leading to ruin, blood, and fire on a horrific scale. Fortunately
for the Imperium, the frailty of the human mind means that
most not trained by the Scholastica Psykana will succumb
to their powers and die long before they master their gifts.
Those that do not, however, are deadly foes indeed.

XENOS PSYKERS

Mankind is far from the only race that uses psykers and tries
to harness the power of the Warp for its own ends. In fact,
among the ancient races of the galaxy, man is often seen as a
child in such matters, struggling to understand a connection
that has existed long before his own existence. Of the races
a Librarian will face in his service to the Emperor, most will
employ psychic warriors to oppose him. Whether it is the
arcane and enigmatic powers of the Eldar Warlocks, the
instinctive and brutal abilities of a Tyranid Zoanthrope or
the insidious and cunning spells of a Chaos Sorcerer, all are
extraordinarily dangerous foes. When combating such vile -
alien threats, the presence of a Librarian becomes invaluable,
not just for his ability to quell enemy psychic powers or cast
back warp energies of his own, but for his deep understanding
of the Warp and the ways of the alien mystics that use it.
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“We often say that the mind of man is bis greatest weapon. Think
haw much greater then the mind of a Space Marine must be?”

~Attributed to Magnus the Red

mong the vast legions of psykers that serve the Imperium,
none exhibit such strength of will or raw ability as that
of a Space Marine Librarian. Even the ancient Inquisitor
Lords of the Holy Ordos are often in awe of the Librarians’ brutal
power with which they hammer their foes with psychic energy.
This power is in part the result of their training and in part
reflection of their superior will and physiology, granted them by
their Chapter’s gene-seed. The result is a focus of power unlike
that possessed by any other kind of psyker, and an ability 0

shape the energies of the Immaterium into effects and weapons of

extraordinary potency. To reach the ranks of Librarian, however,
is no easy task, even for the hardened mind and body of a Space
Marine. Few psykers are deemed stable and safe enough to enter
into the training, and fewer still survive the agonising trials they
must endure before becoming inducted into the Librarium. Those
that do, however, are destined to become among the Chapter’s
most valuable soldiers, and take their rightful place as some of the
Imperium’s most deadly warriors.

SELECTION AND TRAINING

The selection and training of a Librarian is long and arducuss
doubly so as aspirants to the Librarium must simultaneousis
complete their induction into the ranks of the Chapter and the
melding of the Chapter’s gene-seed with their own DNA. Es&S
Chapter selects its candidates for the Librarium in a variety of ways.
depending on its methods of recruiting. The majority of Chaptess
ensure that new recruits are screened by the Chapter’s Libranssss
for signs of psychic potential, and those that show psychic abilities
are chosen as candidates to join the Librarium. Other Chapte
however, actively recruit those with psychic talent and sometimes
even draw them from the Scholastica Psykana, choosing thoss
with the most potential and then subjecting them to gene-ses g
implantation and Adeptus Astartes training. Becoming a Libra
is perhaps the hardest path to tread within the Adeptus Asl
and requires absolute dedication from those that embark upon
A Battle-Brother who desires to wear the mantle of the Libs
must undergo numerous trials and tests, each designed o testEs
mental strength and dedication to the Chapter.

However a Chapter selects and trains its Librarians
Adeptus Astartes commanders constantly have their Apothecans
test the purity of the Chapter’s gene-seed and the strength 8
the gene-structure of all their Battle-Brothers. While a degree &8
psychic mutation is accepted, and even welcomed, anything 858
falls outside the strict boundaries for Librarian aspirants is G&S8
with harshly, lest it pollute the Chapter or bring the unwaniss
attention of the Inquisition. For this reason, many of those S8
exhibit signs of psychic power are killed and their gene-Ses
stored for later examination. This screening and record keepitig
overseen by the Chapter’s Chief Librarian, and over time he
amass a vast sum of data conceming the likelihood of mutass
within the gene-seed, as well as data on each new Battle-Brofes
predisposition towards psychic mutation.

ROLE WITHIN THE CHAPTER

Librarians are an essential part of a Space Marine Chaptees
both its keepers of lore, and as its counsellors and diviae
Since the time of the Horus Heresy and the creation of 8
Codex Astartes, it has been the Librarians’ role withis
Chapter to keep its history and guide its leaders, compiling
amounts of information on the ways of the Adeptus ASS
and the nature of its foes. This information is then SIoes
catalogued and researched by the Librarians to be callcd
in times of need. The Chapter Master also turns to Libss
to divine the future, as all Librarians are trained in sudl
and can read the Emperor’s Tarot. In fact the Librarians”
as warrior mystics and sources of intelligence and di inas
is perhaps their most vital one. Equally as important i '
ability to communicate over vast distances (much in the
way as Astropaths), connecting the Chapter even ifitiss
out over the breadth of a system or sector. In addition m 3
important tasks and abilities, Librarians are often called upes
serve the Chapter Master in battle, where their potent abis
can devastate foes. While such a crude application of
is not their primary function, or even considered
valuable contribution to the Chapter, their effectiv
psychic warriors cannot be doubted.




A RMOUR AND MARKINGS

¢ Marine Librarians decorate their power armour with
sinctive markings that set them apart from their other
«le-Brothers and make them instantly recognisable .
: dictated by the Codex Astartes, a Librarian’s armour
ted blue (sometimes a deeper or lighter blue if he

: ongs to a Chapter whose armour is already blue). He
s the markings of his Chapter emblazoned on his left
sulder pad, while on his right one he has the Horned

wull or Open Book of the Librarium - ancient and potent
symbolising the power and knowledge that the
ian possesses. He will often wear a tabard or cloak
“yellow bearing a black band, which is embellished
-pending on his rank. A Le icanium’s band is untouched,
ile a Codicier's has spikes or lightning bolts added to
and an Epistolary has both spikes or lightning bolts
4 the addition of a skull placed below the band. Chief
rians are a special case and often display symbols
¢ reflect their own personal powers or honours dictated
their service to the Chapter.

LIBRARIUM
the centre of a Chapter's fortress monastery there
ally resides a vast sealed chamber, filled from floor to
oo with books, scrolls, and data crystals known as the
brium. Overseen by the Chief Librarian and maintained
L L exicaniums and Codiciers (supported by a small army of
sors and scribes working ceaselessly), this is the repository
1l the Chapter's knowledge and history. Even within the
ster, few are given access 1o this chamber and fewer still
= the chance to study its texts. Even the most well-read
serial scholar or Administratum Adept can only guess at
& secrets and lore contained within one of the fabled Space
beine Librariums. This repository is a wealth of knowledge
& the Chapter Master guards well, knowing that in times
" eed he may have to call upon the counsel of his Librarians
B the lore they possess to guide him in battle.
%n the heart of the Librarium there is also a smaller
chamber, carefully sealed and protected, known as
b Librarius. This is where the Chapter stores its artefacts,
hies, and proscribed texts, many of which are taken from
corpses of heretics and aliens—unfit or too dangerous for
eyes of any but the Chief Librarian. Itis often a point of
ion between the Ecclesiarchy and the Adeptus Astartes
the Chapters possess such items or take them from their
& in battle. OF course, not even the most reckless Imperial
bdinal would dare consider confronting any Space Marine
apter about this matter.

thin the Chapter, all Librarians hold a rank based on their
fl of training and their standing among their peers. In part
e ranks indicate their principal role, be it on the battlefield
a the Librarium, but they are also used to establish a clear

in of command from the Chief Librarian down to the

Lexicanium
This is the lowest rank among a Chapter’s Librarians, awarded =
to those who have passed their trials and are deemed fitto
serve the Chief Librarian. Reporting to the Codiciers, it is the =
Lexicaniums’ role to aid in the endless task of maintaining,
studying and cataloguing the vast amount of texts within
the Librarium. In time of conflict, however, Lexicaniums will
leave the Librarium and take to the battlefield alongside their
Battle-Brothers, using their powers to smite their foes. In time,
and with training and study, a Lexicanium will eventually rise
in rank and take a more active role within the Chapter as
a Codicier.
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Codiciers

Codiciers, like Lexicaniums, spend much of their time within
the Librarium. They are tasked with organising and overseeing
the efforts of the Lexicaniums, while reporting to the higher
ranking Librarians. By the time a Librarian reaches the rank
of Codicier, his command of his powers is almost fully
realised and only the truly gifted will advance beyond this
point. However, a Codicier's powers far outclass almost any
other kind of psyker within the Imperium, and their psychic
abilities are more than sufficient for the Chapter’s purposes.

/
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Epistolaries
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While most Librarians never rise above the rank of Codicier, a
few continue to develop their gifts and grow in strength until
they attain the rank of Epistolary. Epistolaries fulfil two main
roles within the Chapter: firstly as potent battle psykers who
can combat the deadliest of foes, and secondly as psychic
communications officers for their Chapter’s fleet. In this role
they form the basis of the Chapter’s strategic command and
control, directing fleets, coordinating mass planet-drops, and
providing vital intelligence during invasions and assaults.

-
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The Chief Librarian

Few if any within the Chapter will ever become Chief
Librarians. So rare are these psychic lords that many Chapters
have but one or only a handful of these mighty warriors.
The Chief Librarian is the Master of the Librarium and the
keeper of his Chapter’s lore, with encyclopaedic knowledge
of his Chapter, its enemies, and the Imperium. The Chief
Librarian resides over the training and selection of all new
Librarians, as well as the cultivation of psykers within the
Chapter's ranks. He is also the closest of the Chapter Master's
advisors, providing him with wisdom and knowledge. His
abilities to divine the future are vital to his lord’s decisions,
Chief Librarians very seldom take to the field of battle, as _'
their abilities are far more valuable to the Chapter in other =
ways. However, when they do take part in a batdle, it is a
glorious and terrifying sight to behold as, with the power =
of their mind, they level fortresses, reduce entire armies
to rivers of molten flesh, and split the very sky with fi
and lightning. -




' CODEX LIBRARIANS

" Each Chapter selects its Librarians in its own way, either from
seed worlds, as it does with the bulk of its Battle-Brother
initiates, or from the ranks of gifted psykers brought to the
Scholastica Psykana. Most Chapters train and test chosen
psykers following the ancient ways laid out in the Codex
Astartes. Librarians of the Ultramarines, Blood Angels, Dark
Angels, and Storm Wardens are all trained in this way, and,
with few minor traditional variances, have been taught to live
by the word of the Codex. There are, however, a few notable
Chapters that do not follow the Codex Astartes and its laws
regarding the treatment and control of psykers.
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BrLACK TEMPLARS

Deeply religious and reverent of the Emperor, the Black
Templars are zealots with a deep and abiding hatred of the
witch. Such is their disdain of those with psychic powers that
they count no Librarians among their number lest they foul the
Chapter’s pristine gene-seed. The tasks of the Librarian, such
as record keeping and the study of lore, are divided among
scholarly Battle-Brothers within the Black Templars. Often an
individual Space Marine or Chapter Master will be responsible
for maintaining a record of his own deeds—inscribing them on
his armour so that nobody may doubt his courage or lineage.

M SuEMOd DIHOASH :IA ¥

SrAcE WOLVES

There are few things that are ‘standard” about the sons of
Leman Russ, and so it is no surprise that they treat their psykers
differently to the rest of the Adeptus Astartes. The Space
Wolves do not have Librarians or even a Librarium, scorning
such dusty and lifeless collections of knowledge. Instead they
adhere to the ancient Fenrisian traditions of their ancestors,
and those with psychic gifts become Rune Priests—skalds and
storytellers who keep the Chapter’s practices and history alive
through millennia-old oral tradition. While Rune Priests use
their own powers and train in their own way, they function in
much the same way as other Space Marine Librarians, tapping
into the Warp and drawing forth power to create effects and
shape reality.

LIBRARIAN TITLES
AND SPECIALITY RANKS

A Librarian’s title within his Chapter is usually not just
a measure of his raw psychic power. This is especially
true for PC Libr
the Deathwatch because of their unique abilities and
potential rather than their title. In game terms, this

ns who have been chosen for

means that most player Librarians will be Lexicanums,
regardless of their Speciality Rank or Psy Rating. The

higher ranks are reserved for those more closely tied

to their Chapter's command structure. At the GM’s
discretion, however, PC Librarians may attain (or
come from) higher ranks, but with such powerful titles
always comes much greater responsibility...

PSYCHIC POWERS
IN DEATHWATCH:

Psychic powers are the physical manifestation of a psykes
abilities, and mark him as distinct from any other kind ¥
character. In Deatnwatcs, Psychic Powers are the purie
of Librarian characters and unique to those members of th
Kill-team with psychic ability. However, during the coss
of their adventures, Battle-Brothers may encounter num
foes with Psychic Powers and abilities. In both cases, the G
and the players can use the rules presented here to repress
a psyker’s deadly effects. ;

PSY RATINGS

Psy Rating (PR) is a raw measure of a psyker's power and i
ability to draw power from the Warp. The higher a p
PR, the more powerful he will be. PR usually ranges betss
1 (a fledgling Sanctioned Psyker) to 10 (an ancient €
Librarian or fearsome Xenos Witch), though in some sp
cases it may go higher. PR is used to determine the streng
of all Psychic Powers, such as their area of effect, ranges
damage. To have any access to Psychic Powers, charags
must have a PR of at least 1. :
A Librarian starts with a Psy Rating of 3. Unlike &8
characteristics, however, Psy Rating is increased by Speses
Experience Points in a similar manner to gaining Talents &8
represents the Librarian’s training and natural potentialis
Chapter II: Specialities).




G PsycHic POWERS

& psyker, such as a Librarian, wishes to use a psychic
& B¢ must first choose how much power he is pouring
ability. Then he must make a Focus Power Test (a
Test modified by the level of power) to see if it
St Finally, if the test is successful, the power will take
% Depending on how much encrgy the psyker used,
L=y also be unforeseen consequences. The step-by-step
# for using a Psychic Power is described below.
“Loose the Power Level (Fettered, Unfettered or
Push): The power level at which the psyker uses his
swer (reflecting how deeply he is drawing from the
farp) influences the likelihood of the psyker successfully
Snifesting the power, and also determines whether
Sere are any unwanted side effects such as Psychic
Phenomena.
‘Make a Focus Power Test: This is a Willpower Test, the
S fhculty of which depends on the power level chosen. In
Some cases, the target may Oppose this test (sce page 203
or Opposed Tests). Whether or not a Focus Power Test
% an Opposed Test is noted in the power description.
Apply the Effects: Depending on the psyker’s final Psy
Rating (as determined by the power level he has chosen),
power will have variable effects such as increased
‘Sange, arca of effect or damage. Depending on the factors
(described above, the power may also generate Psychic
nomena or even Perils of the Warp.

ywER LEVEL

knever a psyker uses a power, he is drawing energy from

Warp and channelling it into physical effects. However,

ing such a conduit to the Warp is always dangerous, and

sevker incurs a chance of causing disturbances in the Warp

1 have undesired side effects. In extreme cases, these

fsbances may even lead to the opening an uncontrolled

‘Berween reality and warp space with potentially fatal

Sequences. By minimising the amount of power he draws,
¢ can reduce or eliminate the chance of side effects
L 2 Psychic Phenomena or Perils of the Warp (see pages
5.188). Equally, he can draw deeper from the well of the
o to boost his powers beyond his normal capabilities.
f sourse, such power always comes with a greater risk of
bashing unintended effects or even summoning unwanted
ars from the beyond.

en a psyker uses a power, he has a choice of using it at
different levels:

Fettered: The psyker holds back his full power and
‘carefully channels energy from the Warp, hopefully using
Just enough to manifest the psychic power but not enough
to trigger unnatural or dangerous effects. When a psyker
“uses a power at the Fettered level, he must make a Focus
Power Test as normal (sce below) to manifest the power.
‘However, regardless of the results of the roll, there is no
anger of triggering Psychic Phenomena. The limited
er involved means that the psyker must halve his PR
anding up) when determining the power's final effects.

« Unfettered: The psyker puts the full weight of his =
ability into the power and embraces the raging powers of
the Warp. When a psyker uses a power at the Unfettered 3§
level, he uses his full PR when determining the power's
final effects, and he must also make a Focus Power Test
to see if the power manifests. In addition, when making
his Focus Power Test, if he rolls a double (both the tens
dice and the units dice come up with the same number),
he will suffer from an unexpected warp event and must
roll on Table 6-1: Psychic Phenomena. Note that it
is possible for the psyker to successfully pass his Focus
Power Test (thus activating his power) and still invoke
Psychic Phenomena.

« Push: The psyker draws deep from the well of the Warp
and hurls power into his ability in an attempt to manifest
truly terrifying and wondrous effects. When using a power
at the Push level, the psyker throws caution to the wind
and may add +3 to his Psy Rating when determining the
power's final cffects. He must make a Focus Power Test.
However, regardless of this test’s result, the psyker will
automatically generate a disturbance in the Warp and
must roll on Table 6-1: Psychic Phenomena. Finally,
Pushing a power is taxing-if a psyker using this level of
power rolls a double on the Focus Power Test, he suffers
a level of Fatigue from the effort.

EXAMPLE

Brother-Librarian Varis is using bis Smite power on a particularly
unlucky Ork. Because be wishes to make sure that the - foul creature is
destroyed, he chooses to Push the power, adding +3 (bis WP Bonus)
to his PR of 4. He makes a Focus Power Test (an Ordinary (+10)
Willpower Test) to manifest the power, be works out the power’s
effects (such as range and damage) using bis adjusted PR of 7.
Because he is using the Push power level, he will also bave to roll on
Table 6-1: Psychic Phenomena o determine what manner
of warp disturbances bis brutal slaying of the Ork has conjured.

Focus PoweR TEST

A Focus Power test is a Willpower Test that determines
whether a functions successful. The amount of time it takes
to make this test is determined by the power being used and
may be a Free Action, Half Action, Full Action or Reaction.
In most cases, passing a Focus Power Test simply means that
the power has manifested, while failing the test means that it
has not. However, degrees of success or failure may also play
a part depending on the type and nature of the power being
used. Many powers also indicate an Opposed Willpower Test,
especially when used against an unwilling foe. In these cases,
the Opposed Test is also the Focus Power Test, and even
if the psyker scores better than his opponent but does not =
roll under his Willpower, the power will still fail. You may
add a bonus to your Focus Power Test equal to 5 times the
Psy Rating used for the power. A Focus Power roll of 91-00
always fails.

PSYCHIC POWERS
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Brother-Librarian Varis has turned bis attention to the rest of the
Ork's warband and decides to rend the flesh from their bones and
send them screaming into the Warp by summoning up a Vortex of
Doom. He chooses to use the power at the Unfettered level, and so
uses his PR of 4 to determine its effects. Varis must then make a
Challenging (+0) Willpower Test (o manifest the power, ds
be is using it Unfettered.

SUSTAINING PsycHiC POWERS

Some Psychic Powers can be sustained beyond a single round
as noted in their description. A psyker may sustain such powers
without the need to make further rolls, However, he must use
a Half Action each turn to maintain concentration. Should the
psyker be unable to expend a Half Action, fall unconscious,
die or otherwise be unable to maintain the power, it will end.

It is also possible (but taxing) for a psyker to sustain
multiple powers at once. Such a feat still only requires the
psyker to expend a Half Action each turn. However, each
additional power reduces each power’s PR and thus their
overall effectiveness. Maintaining two powers at the same
time reduces the effective Psy Rating of both powers by 2
Maintaining three powers reduces the Psy Rating of all powers
by 3, and so on. If the Psy Rating of a given power drops to 0,
it is no longer maintainable and ends.

If a character suffers Psychic Phenomena while maintaining
multiple active powers, the additional energy he is channelling
is likely to go out of control or otherwise worsen matters,
adding +10 to the result rolled on Table 6-1: Psychic
Phenomena for each power he has active.

CUMULATIVE EFFECTS

Modifiers, characteristic bonuses, and other benefits generated
by psychic powers do not stack—only the highest applies.

RANGE AND LINE OF SIGHT

Unless noted in its description, a Psychic Power that directly
targets an individual or thing requires a psyker to have line
of sight towards (or otherwise be ‘aware” of) the target. The

target must also be within the power’s stated range.

UNNATURAL CHARACTERISTICS
AND PsycHiCc POWERS

Creatures and Characters with Unnatural Willpower can
make for shockingly powerful psykers. Characters with
Unnatural Willpower may add the multiplier to their

PS)’ R;Iliﬂg and any successes on t'lpp(_)ﬁt.'d [ests as part

of psychic powers (both to enact and resist them).

OprroseD TESTS AND MULTIPLE TARGE

When a Psychic Power is being used against multiple targess
cach target may make an Opposed Test against the powers
effects. Roll once for the psyker. All those opposing him mus
individually test against this single result. For sunplla 'S
sake, when there are large numbers of similar minor NPC
it may be more convenient to roll once for all these NPCS
speed things up.

DEeTECTING PSycHIC POWERS

Psykers are attuned to the Warp, including the curress
and eddies caused by other psykers dipping into the Hos
of the Immaterium. When psychic powers are in effect I8
psyker’s presence, he can make a Psyniscience test in OfGs
to determine their source (see page 103 for details on &8
Psyniscience skill and its uses).

PERILS OF THE
WARP

hen a psyker reaches deeper into the Warp 8
power his abilities, there is always the ¢
of the Empyrean bleeding into reality, a
that is invariably destructive and damaging. Sometimes &
manifestation of the Warp is unique to the psyker, but s
general it is as unpredictable as the Warp itself. Some ¢
can include a dramatic drop in temperature, ghostly vOis
feelings of unease, or nearby vegetation shrivelling and dys
In very rare instances, full-scale warp breaches with the i
of consequences can OCCur. :
When a psyker uses his power at the Unfettered levels
Push level, he risks generating such a disturbance in the
Any Unfettered Focus Power test that results in a double
the dice, or any power used at the Push level, means
the psyker must roll on Table 6-1: Psychic Phenome
Particularly high rolls on this table can result in the ps '
having to roll on Table 6-2: Perils of the Warp.




6-1: PSYCHIC PHENOITIENA

B Roll Effect
~ Dark Foreboding: A faint breeze blows past the psyker and those near him, and everyone gets the feeling that
doom is about to befall them.

Warp Echo: For a few seconds, all noises cause sinister echoes, regardless of the surroundings.
Unholy Stench: The air around the psyker becomes permeated with a bizarre and foul smell.

Mind Warp: The psyker suffers 1 Insanity Point as his own inherent phobias, suspicions, and hatred surge to the
surface of his mind in a wave of negative emotion.
Hoarfrost: The temperature plummets for an instant and a thin coating of frost covers everything within 3d10
metres of the psyker.
Aura of Taint: All animals within 1d100 metres of the psyker become spooked and agitated. Characters with

Psyniscience can pinpoint the psyker as the cause.

Memory Worm: All people within line of sight of the psyker forget something trivial.
Spoilage: Food and drink go bad within 5d10 metres of the psyker.

Haunting Breeze: Winds whip up around the psyker for a few seconds, blowing light objects about and guttering
fires within 3d10 metres of him.
Veil of Darkness: For a brief moment (effectively the remainder of the Round), an area within 3d 10 metres of the
psyker is plunged into immediate darkness.

Distorted Reflections: Mirrors and other reflective surfaces within 5d10 metres of the psyker distort or shatter.
Breath Leech: Everyone (including the psyker) becomes short of breath for 1 Round and cannot make any Run or
Charge actions.
Daemonic Mask: For a flecting moment the psyker takes on 2 Daemonic appearance and gains a Fear rating of |
for the rest of the Round. He also gains 1 Corruption Point.

Unnatural Decay: All plant life within 3d10 metres of the psyker withers and dies.
Spectral Gale: Howling winds erupt around the psyker. The psyker and anyone within 4d10 metres of him must
make an Easy (+30) Agility or Strength Test to avoid being knocked to the ground.
Bloody Tears: Blood weeps from stonc and wood within 3d10 metres of the psyker. If there are any pictures or
statues of people within this area, they appear to be crying blood.

The Earth Protests: The ground suddenly shakes and everyone (including the psyker) within 5d10 metres of the
psyker must make a Routine (+10) Agility Test or be knocked down.
Psy Discharge: Static Electricity fills the air within 5d10 metres of the psyker, causing hair to stand on end and
unprotected electrics to short out. The psyker is illuminated by eldritch light.

Warp Ghosts: Ghostly apparitions fill the air within 3d10 metres of the psyker, flying around and howling in pain
for a few brief moments. Everyone within this area must test against Fear (1).

Falling Upwards: Everything within 2d10 metres of the psyker (including the psyker himself) rises 1d10 metres

into the air as gravity briefly ceases. After a second or two, everything crashes back to earth. (See page 261 for rules
on Falling Damage).

Banshee Howl: A shrill keening rings out across the immediate area, shattering glass and forcing every mortal
creature able to hear it (including the psyker) to make a Challenging (+0) Toughness Test or be deafened for

1d10 rounds.

The Furies: The psyker is assailed by unseen horrors. He is slammed to the ground and suffers 1d5 Wounds in
damage (Toughness protects, but armour, unless warded does not). The psyker must test against Fear (2).
Shadow of the Warp: For a split second the world changes in appearance and everyone within 1d100 metres of

the psyker has a mercifully brief glimpse of the shadow of the Warp. Everyone in the area (including the psyker)

must make a Difficult (-10) Willpower Test or gain 1d5 Insanity points.

Tech Scorn: The machine spirits reject you're the psyker’s unnatural ways. All unwarded tech devices within

5d10 metres of the psyker malfunction momentarily, and all ranged weapons within this area Jam (see page 249).

Characters with cybernetic implants must pass a Routine (+10) Toughness Test or suffer 1d5 damage.

Warp Madness: A violent ripple of tainted discord causes all creatures within 2d10 metres of the psyker (with the

unless they can pass a Difficult (~10) Willpower Test.
Perils of the Warp: The Warp opens in a maclstrom of energy. Immediately make a roll on Table 6-2: Perils of
the Warp.

exception of the psyker himself) to become Frenzied for 1 Round. Affected creatures gain 1d5 Corruption Points
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TABLE 6-2: PERILS OF THE WARP

d100 Roll Effect
The Gibbering: The psyker screams in pain as uncontrolled warp energies surge through his unprotected mind. He -
01-05 must make a Challenging (+0) Willpower Test to avoid gaining 1d5+1 Insanity Points and becoming Stunned for
1d5 rounds. 3
Warp Burn: A violent burst of energy from the Warp smashes into the psyker's mind, sending him reeling. He suffers
1d5 Wounds (not reduced by armour or Toughness) and is Stunned for 1d5 Rounds.
Psychic Concussion: With a crack of energy, the psyker is knocked unconscious for 1d5 Rounds. Everyone within x
3d10 metres of the psyker must make a Routine (+10) Willpower Test or be Stunned for I Round. :_
Psy-Blast: There is an explosion of power and the psyker is thrown 1d10 metres into the air, falling to the ground.
(See page 261 for rules on Falling Damage).
Soul Scar: Warp power courses through the psyker’s body, scorching his soul. The psyker cannot use any powers for
1 hour and gains 5 Corruption Points. :
Locked In: The power cages the psyker's mind in an ethereal prison. The psyker falls to the ground in a catatonic
25-30 state. Each Round thereafter, he must spend a Full Action and make a Difficult (~10) Willpower Test. On a success,
his mind is freed and restored to his body.
| 4 Chronological Incontinence: Time warps around the psyker. He winks out of existence and reappears in 1410 {
: 31-38 Rounds (or in 1 minute in narrative time). The psyker suffers 1d5 Insanity Points and 1d5 permanent Toughness
damage. 1
Psychic Mirror: The psyker's power is turned back on him. Resolve the power’s effects as normal, but the power
39-46 targets the psyker instead. If the power is beneficial, it instead deals 1d10+5 Energy Damage to the psyker and the
beneficial effect is cancelled. Armour is ignored by the damage unless it is warded.
Warp Whispers: The voices of Dacmons fill the air within 4d 10 metres of the psyker, whispering terrible secrets and !
47-55 shocking truths. Everyone in the area (including the psyker) must make a Hard (-20) Willpower Test or gain 1d10 _z
Corruption Points. F
Vice Versa: The psyker's mind is thrown out of his body and into another nearby creature or person. The psyker
and a random being within 50 metres of him (note that this cannot be a Daemon, Untouchable or other ‘soulless’
creature) swap consciousnesses for 1d10 Rounds. The affected being may be an ally or even an enemy combatant.
Each individual retains his Weapon Skill, Ballistic Skill, Intelligence, Perception, Willpower, and Fellowship during the
swap, but all other Characteristics are the same as those of the new host body. If either body is slain, the effectends
immediately. Both affected individuals gain 1d5 Insanity Points from the experience. If there are no beings within
range, the psyker must make a Willpower Test or become catatonic for 1d5 Rounds while his mind wanders the Warp.
He gains 2d 10 Insanity Points from this journey.
Rending the Veil: The air vibrates with images of cackling Dacmons, and the kaleidoscopic taint of the Warp is
59-67 rendered visible. All sentient creatures (including the psyker) within 1d100 metres of the psyker must test against Feas
(3). This eftect lasts for 1d5 rounds. 3
Blood Rain: A psychic storm of howling winds erupts, and a torrential rain of blood covers an area within 5d10
metres of the psyker. Anyone within this area (including the psyker himself) must pass a Challenging (+0) Strength
Test or be knocked to the ground. If anyone uses Psychic Powers within this area, they automatically invoke a Perils
of the Warp Test. The storm lasts for 1d5 Rounds
Cataclysmic Blast: The psyker's power overloads, arcing out in great bolts of warp energy. Anyone within 1d10
73-78 metres of the psyker (including the psyker himself) takes 1d10+5 Energy Damage. The psyker may use no further
powers for 1d5 hours after this event.
A Hole in the World: A Vortex of Doom with a PR of 2d10 (see page 195) springs into existence within 1d10
79-82 metres of the psyker. It then begins to move randomly (roll 110 for the number of metres it moves and use the scattes
diagram on page 248 for direction), devouring all in its path. The Vortex lasts for 1d5 Rounds and then vanishes.
Lost to the Warp: The psyker must make an immediate Very Hard (-30) Willpower Test. If he fails, he is
immediately dragged into the Warp by a Daemon, which possesses him and uses his body for vile purposes The
83-86 psyker appears on an inhabited planet 1d10 weeks later with dim memories of the horrific acts he has performed whils
possessed. He gains 4d10 Corruption Points, and may experience complications caused by his actions while possesseds
" He may receive a visit from the Inquisition if his fate becomes known to that organisation. From now on, the psyker 3
must adjust all Perils of the Warp checks by +10 due to his body serving as a conduit for blasphemous forces. =
Reality Quake: Reality buckles around the psyker, and an area within 3d10 metres of him is sundered. Solid objects
87-90 alternately rot, burn, and freeze, and everyone and everything in the area takes 2d10 Rending damage. Warded objeces
and Untouchables suffer half the damage rolled. .
Something is Coming...; With a blood curdling howl, a Dacmon Prince (see Chapter XIII: Adversaries) rips i
91-99 existence within 3d10 metres of the psyker. It detests the psyker and trains its attacks on the fool that unwittin
summoned it. Only its destruction or the death of the psyker will send itback tothe Warp.
Destruction: The psyker is immediately and irrevocably destroyed. He is either sucked screaming into the Warp,
00 to be scen again, or consumed utterly by hellfire. The GM may rule that there is a 50% chance thata Dacmon Prinees
- appears in the psyker's place. -
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SYCHIC POWERS

Wwer of a psyker is darkness, fire, and death, given life and
e t0 rend souls and break minds.

—First line of the Litany of Lies and Truths

B sychic powers work in much the same way as Talents
# r Skills and allow a psyker character to manifest
effects and abilities. Librarians are battle psykers and
¢ study subtle trickery or a range of minor powers as the
= of the Scholastica Psykana might, but rather focus
aing their talents to the mastery of powerful attacks or
defences. As a result, they often only learn a handful of
s, cach of which would be far beyond the stamina and
of a normal human psyker to master. All Librarians do,
' ¢, have access to Telepathy and Divination, two of the
# commonly” used psychic abilities.

Svchic powers are divided into four major disciplines:

PATHY DISCIPLINE

Sathy is the ability to communicate over long distances
iy into the minds of others. It is a vital part of a
=san's role within his Chapter as it allows him to

sin lines of command and relay orders instantly across a
8 zone. Telepathy also allows a psyker to read thoughts
Satentions and steal secrets from the minds of others. At
er levels this can lead to its use as a weapon, breaking a
ba's psyche or even changing the way he thinks entirely.

VINATION DISCIPLINE

psykers are gifted with the ability to see into the future
ine the effects of actions before they are undertaken.
Srians study the discipline of divination so that they
5t better guide their Battle-Brothers in combat or to
# and understand the Emperor’s Tarot, allowing them to
om the meaning of sweeping events. Divination allows a
1o discover hidden truths and grant his allies additional
fection by glimpsing into the near future.

OopEX DISCIPLINE

br the millennia the Adeptus Astartes Chapters have
Sloped and refined the role of the Librarian. Unimaginable
unts of lore have been added to their Librariums, and
ghsive study has been made concerning the use of a
farian’s power. When a Librarian is first inducted into the
e these are the powers that he will learn. The Codex
Sioline is all about battle and smashing foes or protecting
8 and it counts among its teachings some of the most
gnt powers known to the Imperium.

CHAPTER DISCIPLINES

Just as the Adeptus Astartes have stored the teachings of
Librarians past, so too do many Chapters develop their own

forms of psychic disciplines. Calling on their own style of ;

warfare and the inherent strengths of their gene-seed, they
have learnt to shape powerful and terrible effects for their
Librarians to wield. Chapter Disciplines are only available to
Librarians of the Chapter they represent, reflecting both their
unique training and Primarch-given gifts of blood and spirit.

GAINING PsycHiC POWERS

As a Librarian advances in Rank, he can spend Experience
Points to acquire Psychic Powers in the same manner as
he might acquire new Talents. The number of powers the
character may acquire at each Rank is detailed on the Librarian
Advancement Table in Chapter II: Specialities.

A Librarian character may choose powers from the
Telepathy, Divination, and Codex Disciplines, as well as from
the Chapter Discipline of his own Chapter without restriction,
provided he meets the power's prerequisites.

PowEeER FORMAT

Each Psychic Power is presented using the following format:

Name: The power’s name.

Action: The Focus Power Action (see page 239) required
to active the power. This is usually a Free Action, Half Action,
Full Action, Reaction or an Extended Action. In the case
of Extended Actions, the number of Full Actions required
to activate the power is indicated by a number in brackets
(details on Extended Actions can be found on page 236).

Opposed: This states whether or not the power’s Focus
Power Test (see page 185) is Opposed by those targeted by
its effects, Unless stated otherwise, such Opposed Tests are
always made using the target's Willpower. Unless otherwise
noted, a target that wins an Opposed Test against the psyker
is completely unaffected by the power.

Range: The range at which the power can be used is
usually expressed in metres or kilometres multiplied by the
PR at which the power was used. If the range is a radius, this
is always measured with the psyker at its centre. Radius is also
considered a sphere around the psyker and so will extend up
and down as well as out,

Sustained: This states whether or not the power can be
sustained (see page 186). Powers that cannot be sustained will
last only an instant, occurring during the psyker's turn.

Description: This details the power's game effects,

including any variable effects that the psyker's Psy Rating has 3
on the power’s final strength. Whenever a power’s description 4
refers to the Librarian or Psyker's PR, it means the PR at
which he manifests the power (including modifiers for

Fettered, Unfettered, and Push) and not his base PR.

|
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21 TELEPATHY POWERS

" Telepathy powers may be purchased with Experience Points,
" provided the Librarian meets the power’s Prerequisites and
XP Cost as detailed on Table 6-3: Telepathy Powers.

ASTROTELEPATHY

Action: Full (see below)

Opposed: No

Range: See Below

Sustained: No

Description: Librarians can use their gifts to send psychic
messages and communications across the vastness of the void in
the same manner as an Astropath. It is however a task which is
undertaken sparingly, as like much of the rest of the Imperium’s
forces Space Marines make extensive use of Astropaths,
reserving their gifted Battle-Brothers for more vital tasks.

Any Librarian can use Astrotelepathy, provided he has
enough time and skill—sending a message across the stars
though is a far cry from communicating with someone on the
same world or even a vessel in orbit. To send a message the
Librarian must have at least one power from the Telepathy
Discipline. It requires one full round to activate for every 10
words or one image it contains and uses Willpower for its
Focus Power Test. The range is based on the Librarian’s Psy
Rating (see below).

Typically only other Astropaths or Librarians will be able
to reccive the message and unless the Librarian has a specific
recipient in mind the GM may have a chance of it reaching
the wrong cars...

' < | TABLE 6-3: TELEPATHY POWERS
il Power XP Cost Prerequisites
2 One or more Telepathic
_s .‘ Astrotelepathy 500 powers
w2 Compel 1000 WP 40+
_< | 1 Dominate 1000 Compel, WP 50+
n | Inspire 500 —
I Long-range Telepathy 750 WP 40+
— | Mind Probe 750 Mind Scan
(@ B | Mind Scan 500 Long-range Telepathy
_‘6 | Short-range Telepathy 500 —
a
-

Psy Rating  Result
4, The message can reach out to a recipient in
PsyRating 1-3 10 came system. G

The message can reach out to a recipient in
the same sub-sector.

The message can reach out to a recipient in
the same sector.

The message can reach out to a recipient in
an adjacent sector.

Psy Rating 4-6

Pl

|l Psy Rating 10+

STARTING PsycHIC POWERS

A Rank 1 Librarian begins play with any three Psychic
Powers chosen from the following list:

Reading

Augury

Avenger Short-Range Telepathy

Inspire Smite

Iron Arm

These powers are gained as part of character creation
and do not the cost the Librarian any Experience Point

to acquire.

COMPEL

Action: Full
Opposed: Yes
Range: 5 metres x PR
Sustained: No
Description: This power allows the psyker to force ot
to briefly act against their will. This power can aiies
number of targets equal to the psyker's PR. Those affes
must follow a simple command given by the psyker.
examples include “Flee”, “Fall”, "Attack your friend.” I &
command is a potentially suicidal act, the target gets & '
to his Willpower Test. In all cases the command mus
achievable in a single round.

DOMINATE

Action: Full

Opposed: Yes

Range: 10 metres x PR
Sustained: Yes
Description: The psyker may take over the mind of anod
controlling his victim with his will. This power only affes
single target and only if his total Wounds are less than 38
the psyker’s PR. An affected target is controlled by the g
as if he was a puppet. For as long as the psyker maintas :
power, he can divide his Actions between himself ans
target. The dominated target uses its own Characteristies
at —10 due to the crudity of the control. Any action e
suicidal allows the target an Opposed Willpower Tests
and break the hold. ;

INSPIRE

Action: Half

Opposed: No

Range: 5 metre radius x PR
Sustained: Yes I
Description: The psyker can bolster his comrades by s&
out waves of reassurance and calm. A number of targe
to the psyker's PR immediately overcome the eff
Pinning and gain a +10 resistance against Fear.
lasts as long as the targets stay within range of the p:
the psyker maintains the power. i




-RANGE TELEPATHY

pn: Free

ased: No

50 kilometres x PR

pned: Yes

Sption: This functions just the same as Short-range
by, but with an extended range. In addition, once the
Hearns this power, such is his mastery of telepathy that
Songer incurs a chance of invoking Psychic Phenomena
fusing either Short- or Long-range Telepathy unless used

Push power level. Sustaining this power is a Free Action.

iND PROBE

p: Extended (5)

osed: Yes

1 metre x PR

ned: Yes

Siption: This power allows the psyker to peel back the
= of another’s mind to read the basic surface thoughts
ond. This power works only against a single target,
B the psyker wants to perform the Probe without the
s knowledge, then the psyker takes a —20 penalty to his
Power Test and cannot Push the power. The amount of
Fmation the psyker gains from the probe depends on his
< detailed on Table 6-4: Mind Probe. The Librarian
e option of using some of his Psy Rating to reduce the
Ber of rounds required to use this power instead (trading

JABLE 6-4: TTIIND PROBE

Results
_ The psyker makes initial contact and leamns basic
3 information about the target such as his name, mood,
~ Insanity level, and the state of his physical health.
As above, plus the psyker can sense the thoughts
uppermost in the target’s mind such as immediate
fears/concerns, conscious lies, etc. The psyker also
learns the target’s Corruption Level.
| As all the above, plus the psyker can sort through the
' target’s memories over the last 12 hours. The psyker
7 can also glean less casual information that the subject
- hides, such as simple passwords or recent sccret
experiences.
As all the above, plus the psyker gains detailed
information about people, places or objects that the
target considers important, as well as how these all
relate to each other. The psyker learns about the
target's beliefs, motivations, and personal goals, as
well as any contacts or complicated hidden ciphers
the target might know about. The psyker also
becomes aware of the pivotal moments in the target’s

life.

speed for force), to a minimum of 1 Round. For instance,
a Librarian with a Psy Rating of 8 could use 4 of his Psy =
Rating to reduce the time required to a single Round, and 5
he would then gain information from Table 6-4 as if his Psy
Rating was 4 (8 —4 = 4).

MiIND ScaN

Action: Half

Opposed: No

Range: 200 metres x PR

Sustained: No

Description: The psyker extends his mind to contact and

identify other sentient minds within range, even if they are out

of sight, enabling him to garner impressions and information

about the consciousnesses. The level of information gathered

depends on PR as detailed on Table 6-5: Mind Scan.
Untouchables and other psychically inert creatures are !

invisible to Mind Scan. Individuals with psychic resistance '

or similar protections may also be hidden (the GM may make

secret Opposed Willpower tests against the psyker to see if

they remain hidden from him).

PSYCHIC POWERS ';ff

*
*

TABLE 6-5: ITIIND SCAN

PR Results
The psyker gains a crude impression of the number
1-2  of conscious minds within range of the power, and
their general position in relation to him.
As above, plus the psyker knows the number, general
location, and relative ‘strength’ of conscious minds
within range of the power, and can determine if these
minds have any psychic ability.
As all the above, plus the psyker may attempt to
5-7 initiate telepathic communication with any of the
minds he has discerned.
As all the above, plus the psyker may attempt to
8+ carry outa Mind Probe on one of the minds he has
contacted.

34

SHORT-RANGE TELEPATHY

Action: Free
Opposed: No

Range: 50 metres x PR
Sustained: Yes
Description: The psyker can send his thoughts into the
minds of those around him, touching a number of targets
equal to his PR. The targets can be a select group, either
individuals the psyker can see or minds he is familiar with =
within the power's range. Alternatively, the psyker can choose =
to make a generalised broadcast to every mind within range
indiscriminately. An affected mind’s processes are still affected =
by the structure of language, and if telepathy is attempted
without a shared language, the power suffers a —20 penal o
Targets who do not wish to be open to such a communication -
can resist with an Opposed Willpower test. Sustaining ¢
power is a Free Action. '




2 DIVINATION POWERS

. Divination powers may be purchased with Experience Points,
provided the Librarian meets the power’s Prerequisites and
XP Cost as detailed on Table 6-6: Divination Powers.

TABLE 6-6: DIVINATION POWERS

Power XP Cost Prerequisites
L3 Augury 500 =
b, Divination 750 WP 40+
Lifting the Veil 1000 Psychometry, WP 40+
Possibility Shicld 1000 WP 40+
‘ | 3 Psychometry 500 Augury
i Reading 500 —
, AUGURY
]

Action: Extended (10)

Opposed: No

Range: Special

Sustained: No

Description: By reading the Emperor's Tarot for a specific
individual, the psyker can grant insight into what troubles lay
ahead. During the reading both the psyker and the subject must
remain in contact and no other actions may be taken by either of
them. The psyker must then ask a specific question. It can be as
detailed as “What must my Battle-Brothers overcome if they are
to enter the Patriarch’s lair?” or as broad as “What dangers face the
Chapter?” After that, the psyker reads the Emperor’s Tarot for the
subject as they both concentrate on the question asked. At the end
of this time the psyker interprets the Tarot and gamers the results
depending on his PR as detailed on Table 6-7: Augury.

TABLE 6-7: AUGURY
PR

1-3

Results
The psyker determines the most dangerous
opposition that the subject will face.
As above, plus the psyker also determines other
4-6 negative forces that may be present. The psyker can
determine as many forces as his PR.
As all the above, plus the psyker determines the best
7-8 advantage or tool that the subject can use for the
situation.
As all the above, plus the psyker may offer a single
9+  sentence of advice to the subject concerning the
clearest path to their answer.

NPC aAxD ENEMY PSYKERS

The majority of the powers presented in this chapter are intended for use only by Space Marine Li

As with all forms of divination, the GM may decide e

much or how little information the psyker can garner. &
Warp is a capricious thing and seldom gives straight answes
often wrapping truths in riddles and lies.

DIVINATION

Action: Extended (3)
Opposed: No
Range: Special
Sustained: No
Description: The psyker can use this power 0 locate 2=
track down a single object or person in his immediate VIS
The psyker can find anything, but there must be some degs
of familiarity. Touching a lock and trying to find the

that lock is fine, but just thinking “I want a key” withe
corresponding lock won't work. In the same vein, the p
must have seen the person he wants to find, or the subjes
true name. The psyker's Focus Power Test is modifieds
follows:

+ The psyker is intimately familiar with target (c.g
knows the subject well, or has an item that has B8
with the subject for a long time): +10 j

* The psyker possesses a portion of the subject (€8
fragment from the item, a lock of hair from a pess
etc): +5 ;

« The subject is surrounded by others of its kind (&5
coin in a purse of coins, a person in a crowd, etc): -

« The subject is within 50 metres x PR of the psyker= =

« The subject is over 2 km away from the psyker: —10 :

If the psyker successfully manifests the power, and
subject is within a number of kilometres equal or less &8
the psyker's PR rating, he will get a rough idea of wh a
subject is located, based on his PR as detailed on Table &
Divination.

TABLE 6-8: DIVINATION

PR Results
1-3  The psyker knows the rough direction of the subje
The psyker knows the specific direction of the
subject, and roughly how far away it is.

The psyker knows the specific direction of the
subject, and exactly how far away it is. b

4-6

7+

brarians, most notab

those of the Chapter and Codex Disciplines. However, during their adventures the Battle-Brothers are almost cert
come into contact with enemy psykers such as foul Chaos Sorcerers or Xenos witches, and may even make use of psych
allies such as Imperial Primaris Psykers or Astropaths. In both cases the Telepathy and Divination Disciplines (powers

most psykers have access t0) can be used as a basis for the powers of these characters. Particularly powerful or notat
enemies may then have their own unique powers as part of their statistics (see Chapter XIV: Enemies and Adversaric
for more details) or the GM may adapt Space Marine Psychic Powers for enemy use.




STING THE VEIL

fon: Extended (5)

osed: No

s¢: 10 metres radius x PR
gained: No
siption: Lifting the Veil is an extension of the art of
i ometry and allows the psyker to look beyond individual
S traces and relive the past of a place or item. As with
Sometry, the psyker can gain rough impressions from an
B or a general area as long as it falls within the power’s
& The level of information gained is dependent on the level
wr used, as detailed on Table 6-9: Lifting the Veil.

WBLE 6-9: LIFTING THE VEIL

Results

The psyker detects the strongest emotion associated
with the area or object.

As above, plus the psyker sees the general features

of the people who experienced the emotion, and a
rough impression of the events that transpired.

As all of the above, plus the psyker gets a clear image
of the events from the area that left the strongest
psychic impressions.

As all of the above, plus the psyker can identify all
participants from that strongest event, including their
careers, ranks, and names.

As all of the above, plus the psyker determines other
events that may have occurred in the area, in order
of the relative strength of their psychic impressions,
and gets a clear image of cach event.

SSSIBILITY SHIELD

mion: Half

posed: No
pege: 5 metre radius x PR
meained: Yes
seription: Using his understanding of future events and
§ perception of the flow of time, the psyker surrounds
welf and nearby allies in a possibility shicld. While this
br is active, the psyker and a number of allies equal to
L PR within range of the psyker gain a -+10 bonus to one
sach Round. In addition, due to his ability to see attacks
e they are coming the psyker himself adds +5 x PR to
Dodge and Parry Tests.

SYCHOMETRY

jon: Extended (10)

pposed: No

mge: Touch

stained: No

seription: Learning to read the Emperor’'s Tarot is in part
%t of leaming to divine the Emperor's word from psychic
Sessions. Refining this skill allows the psyker to leam more
%t others from the crude psychic traces they leave behind on
in the world around them. In this form, the psyker can
gh impressions from a personal object such as an article

of clothing or weapon. The level of information he gains depends ;-

on his PR as detailed on Table 6-10: Psychometry.

TABLE 6-10: PSYCHOIETRY

PR Results

1-3 The psyker detects the strongest emotion associated
with the area or object.
As above, plus the psyker can discern the general

4-5 5 .
features of the person who experienced the emotion.
As all of the above, plus the psyker gets a clear image

67 :
of the person who experienced the emotion.

8-9 As all of the above, plus the psyker can identify the
person’s occupation (e.g. Career and Rank).

10+ A all of the above, plus the psyker can determine the
person’s name.

READING

Action: Full
Opposed: No
Range: 5 metres x PR
Sustained: Yes
Description: Diviners can read a person’s aura, the unconscious
projection of his being in to the Warp. This is a very pale shadow;
unnoticed by most beings, but a diviner can study this aura to
learn about the person. When the psyker activates divination,
he can attempt to read the aura of any person he can see. The
level of information he gains depends on the PR at which he
manifests the power as detailed on Table 6-11: Reading.

A psyker can only maintain this power on one target. If he
wishes to divine the well-being of a different person, he must
activate the power again.

TABLE 6-11: READING

PR Results

The psyker gains superficial impressions about the
target person. This includes the three strongest
emotions that the subject is currently experiencing, his
race, whether or not he has any psychic powers, and

a rough idea of his state of mental and physical well-
being. Lastly, the psyker determines whether the target
is an Untouchable.

As above, plus the psyker gets a deeper insight into

all of the target’s feelings, and gains +10 to all
Fellowship Tests he makes against the target while

45 Reading is active, The psyker also gets a better idea

about the target’s physical state, including his current
Wounds and Fatigue levels. Finally, if the target has
psychic abilities, the psyker can sense his power and
find out his Psy Rating.

As all of the above, plus the psyker determines how
many Insanity points the target has, as well as wl:tch :
6-7 addictions or madness he might be suffering from. If
the target has psychic abilities, the psyker deurmmes )
which discipline(s) he possesses. o=
As all of the above, plus the psyker determines how
many Corruption points the target has. Also, the
psyker can determine if the aura is genuine, or has
been produced by some other means.

8+

\
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4 CODEX POWERS

3 odex powers may be purchased with Experience
Points, provided the Librarian meets the power's

Prerequisites and XP Cost as detailed on Table 6-12:
Codex Powers.

TABLE 6-12: CODEX POWERS

Power XP Cost Prerequisites
Avenger 500 —_

Force Dome 1500 WP 40+

The Gate of Infinity 2000 Rank 5, WP 50+

Iron Arm 500 -

Machine Curse 1000 WP 45+

Might of the Ancients 1000 —

Smite 500 —

Veil of Time 1500 Rank 3, WP 40+

Vortex of Doom 2000 Rank 5, WP 50+
AVENGER

Action: Full
Opposed: No
Range: 30m
Sustained: No

Description: The Librarian summons up the ancestors of &
Chapter and shapes them into a flaming vengeful avatar ¢
death. The construct then billows forward to incinerate thos
in its path. The Avenger power works exactly like a shot fre
an Adeptus Astartes heavy flamer (see page 145), with all &5
usual chance to hit and set targets on fire. However, due (o8
horrific nature of the psychic flames, the Penetration of th
attack is equal to 2 x PR.

Force DOME

Action: Full
Opposed: No

Range: 5m x PR radius
Sustained: Yes
Description: Summoning up a shimmering field of force, &
Librarian fashions a shell around himself and nearby e
The shell is a sphere extending up to the radius around, abess
and below the Librarian and protecting him and any withs
it. The shell provides 2 AP x PR against all kinds of rangs
attacks or hazardous environmental effects (this addities
protection stacks with any worn Armour), even trapping
and water within it. However, it does not stop melee atias
or creatures (friend or foe) that may pass through it withe
restriction.

THE GATE OF INFINITY

Action: Extended (3)
Opposed: No
Range: Self
Sustained: No
Description: Rending the veil between worlds, the Librass
creates a rift through which he and his allies might pass 8 :
Librarian chooses an exit point for the rift at any point Wi '
10 kilometres x PR. The size of the rift depends on the pe
used to create it, and it will have a width and height o&
metres x PR, The rift will remain open for 1 Round x B&
until the Librarian himself passes through it, at which s
will instantly close. While it remains open, creatures may
through the gate freely provided they can fit.
This power is incredibly taxing and requires at IesseS
hours recovery before it may be used again.

IrRON ARM

Action: Half or Reaction
Opposed: No

Range: Self

Sustained: Yes
Description: The Librarian sheathes his arm in
impenetrable field of energy with the power to rd-
powerful melee attacks. While this power is in effect.
Librarian gains one additional Reaction each round ! .
only be used to parry, with a bonus on the Weapon

to parry equal to 3 x PR. Note that this power pres
Librarian from using his arm for any other purpose, S&
wielding a weapon, climbing, and so on.




ACHINE CURSE

on: Full
sed: No
ge: 20m x PR
@ined: No
geription: The Librarian calls down a terrible curse on
machines and vehicles. The Librarian can either target a
wehicle (such as a battle tank or landspeeder) or a number
Bechanical devices (such as guns or servitors) equal to his PR.
sade vehicle is targeted then it may not move or fire any of
soons for a number of Rounds equal to the Librarian’s PR as
bets and sparks alarmingly. If a number of mechanical devices
Sosen then they will be rendered useless for the following
4 Guns will jam (see page 249) and must be unjammed
& they can be used. Warded vehicles and devices may be
St or even immune to this power at the GM's discretion.

GHT OF THE ANCIENTS

fon: Half
sosed: No
ze: Self
gained: Yes
seription: Tapping into the deadly powers of the Immaterium,
L ibrarian infuses himself with psychic energy increasing his
shcal prowess and strength of arms to exceptional levels.
b this power is in effect, the Librarian's melee attacks all have
& Damage and Penetration increased by a number equal to

PR

mon: Half

posed: No

gnge: 10m x PR

gained: No

Seription: The Librarian conjurers up lethal bolts of
Sening that leap from his hands to burn and blast his
bmies into ash. Smite must be targeted at a single creature.
sever, it may effect others nearby depending on its power.
Librarian does not need to make a BS test to hit the
st However, his Focus Power Test is modified as if he was
ling a ranged attack (using bonuses and penalties for range,
Shting, encmy talents, etc.). Smite deals 1d 10 Energy Damage
8 with a Penetration equal to his PR. Any creatures within
e x PR of the target will also be affected by Smite.

'e1L OF TIME

stion: Half

vosed: No
gnge: 5 metre radius x PR
tained: Yes
gscription: The Librarian attempts to predict the near
e, seeing the flow of events and the actions of others.
+ this power is in effect, the Librarian benefits from this
'_- ﬂ‘ ledge. . Each Round, the Librarian has a pool of re-
5 equal 1/2 to the PR used for this power (rounding up),

which he may only use for himself. Any re-rolls not used by
the beginning of the Librarian’s next turn are lost. Remember
that a re-roll may never itself be re-rolled.

VoRrTEX OF DOOM

Action: Full

Opposed: No

Range: 10m x PR

Sustained: No

Description: With an utter disregard for reality, the Librarian
opens up a flickering vortex in the fabric of space and time. The
vortex is 2 metres in diameter and may be placed anywhere
within range of the psyker. Once created, however, the Librarian
has no more control over it. Each Round after its creation the GM
should roll a dice for the vortex. Ona 1-4 its diameter shrinks by
1 metre, on a 5-8 its diameter grows by 1 metre, and on a 9-0
its diameter grows by 2 metres. If the vortex is ever reduced to 0
diameter then it vanishes. The GM then rolls a random direction
for the vortex to travel 2d10 metres (use the Scatter diagram from
page 248). Anything that touches the vortex, either when created
or as it moves, must make a Challenging (+0) Agility Test or
suffer 1d10 Energy damage x PR. Those killed by the vortex are
sucked away into the Warp and lost forever.

Having an open rift to Warp is dangerous to the souls
of anyone present. The first time any creature (including
the Librarian) comes within 10 metres of the vortex, it
must make a Hard (-20) Willpower Test or gain 1d5

Corruption Points.




BLOOD ANGELS
POWERS

nly Blood Angels Librarians have access to Blood
Angels Psychic Powers. These powers may be
purchased with Experience Points, provided the
Librarian meets the power's Prerequisites and XP Cost as
detailed on Table 6-13: Blood Angels Powers.

L
Al

Broop BoiL

Action: Half
Opposed: Yes
Range: 10 metre x PR
Sustained: No
Description: With a blast of psychic power, the Librarian
superheats the target’s blood, flash-boiling it and causing it
to burst from their eyes, mouth, and ears. This power can
only be used against a single target. The target of a Blood
Boil will suffer 1d10 Energy damage plus 2 extra points
of damage x PR (to a maximum of 1d10+20) which is not
reduced by armour or Toughness. If the target is killed by this
attack then he explodes in a crimson shower, spattering those
nearby with scalding blood. All creatures within 5 metres of
an exploding target take 2d10 Energy damage to their least
armoured location.

Manifesting Blood Boil is taxing for a Librarian, and
inflicts 1 level of fatigue upon him, whether or not the
target resists.

Broop LANCE

Action: Half

Opposed: No

Range: 10 metres x PR

Sustained: No

Description: The Librarian throws out his arm and hurls a
blazing crimson lance that impales anything in its path, The
Blood Lances traces a straight line from the Librarian out to
the extent of the power's range. Any creature (friend or foe)
that the lance passes through suffers 1d10 x PR Rending
damage that is not reduced by Toughness Bonus. Armour and
cover protect as normal.

TABLE 6-13: BLOOD ANGELS POWERS
Power XP Cost Prerequisites
‘Blood Boil 1500 Rank 3, WP 40+
> Blood Lance 1000 -
|| ‘Fearthe Darkness 1000 WP 40+
|| Mightof Heroes 500 -
Soul . 1000 WPS50+
~ Wings of Sanguinius 2000 Rank 5, WP 50+

FEAR THE DARKNESS

Action: Half

Opposed: Yes

Range: 25 metres x PR

Sustained: Yes :
Description: Casting a psychic shadow across the battles
the Librarian fills his foes with intense dread and terror. T8
power affects a number of foes equal to the Librarian’s #8
Those affected by this power count all enemies as havings
Fear 1 (Frightening) Trait. Enemies that already cause &8
have their Fear level increased by 1 (to a maximum of Feas
against those affected by this power. If this power is :
targets may make a Willpower Test with a penalty of =5 & 8
at the start of each of their turns to shake off the effects

Micut OF HEROES

Action: Half

Opposed: No

Range: Self

Sustained: Yes

Description: Focusing his will, the Blood Angels Libss
enhances his strength and summons up a deep well of &
While this power is in effect, the Blood Angels Librarian
+5 x PR to his Strength (to a maximum of 95), with
corresponding increase to his Strength Bonus.

SHACKLE SouL

Action: Full

Opposed: Yes

Range: 10 metres x PR

Sustained: Yes

Description: Reaching into the soul of his foe, the Lib
binds it in powerful bands of psychic energy. This p8
affects a single creature chosen by the Librarian. The BE
Angel may choose to prevent those affected by the pe
from doing one of the following things on its next &
moving, making a range attack, making a melee attacs
using a Psychic Power. If this power is sustained then
Librarian must win an Opposed Willpower Test each tum
affect the target, though he may choose a different actios
prohibit from Round to Round. If the target ever winss
Opposed Test then the power immediately ends. '

WINGS OF SANGUINIUS

Action: Full

Opposed: No
Range: Self

Sustained: Yes :
Description: The Librarian sprouts a pair of blood red Wi
of psychic energy from his back that can bear him aloft. W
this power is in effect, the Librarian gains the Flyer Traif)
page 132) with a Movement equal to his PR. o
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DARK ANGELS
POWERS

P\ nly Dark Angels Librarians have access to Dark

’ Angels Psychic Powers. These powers may be

purchased with Experience Points, provided the

Beaian meets the power’s Prerequisites and XP Cost as
o led on Table 6-14: Dark Angels Powers.

SRCE BARRIER

son: Full

sposed: No

g Self

ained: Yes

seription: Wrapping himself in a blanket of power, the
arian creates a potent but static psychic shell over himself.
B this power is in effect, and as long as the Librarian does
move, he gains 3 AP x PR to all locations. In addition, if
power is manifested with a PR of 5 or more, all ranged
§eks count as having a Penetration of 0.

ELLFIRE

on: Half

posed: No

mee: 50 metres x PR

ained: No

eription: The Librarian summons a torrent of psychic fire
$urn and char his foes. He may pick a point within range
& engulf it in a cloud of flame with a radius of 2 metres x
L Al those within the area will suffer 1d10 Energy damage
In addition, all those within the area of effect must
L« Challenging (+0) Agility Tests or be set on fire (sce
e 260).

K OF SHADOWS

sion: Half or Reaction

posed: No

nge: Self

sstained: Yes

gscription: Covering his thoughts in darkness, the
rian hides his mind from sight, confounding the efforts
f enemy psykers or fearsome foes to psychically engage

TABLE 6-14: DARK ANGELS POWERS
XP Cost Prerequisites

1500 WP 40+
1000 Rank 3, WP 40+
dows 1000 WP 50+
Worm 1500  Rank 5, WP 50+
500 —
500 =

him. While this power is in effect, the Librarian is immune =
to the effects of all Telepathy powers unless created by a X
psyker with a Willpower greater than his own. In addition, =
the psyker suffers no ill effects to Cohesion or Willpower as =
a result of Fear.

Minp WORM

Action: Full
Opposed: Yes
Range: 10 metres x PR
Sustained: Yes
Description: Driving deep into the target’s mind, the ¥
Librarian implants the seed of doubt and remorse, crippling
the creature with indecision and guilt. This powers works
against a single target. Those affected by the power suffer
a -5 x PR to WS, BS, S, Ag, Int, and Fel (all to a minimum =
of 05). If this power is sustained then the target may make a
new Opposed Willpower Test at the start of each of its turns
to end the effects.

This power also confers a +30 bonus to the psyker’s
Interrogation skill.

TRUE STRIKE

Action: Half
Opposed: No
Range: Self
Sustained: No
Description: Deadly against those with the psychic gift, the
effects of a True Strike can smash an enemy psyker's mind
to pieces. If the Librarian performs a melee attack against a
psyker (an individual Psy Rating of at least 1) within 1 Round
x PR of activating the power, a successful attack will inflict an
additional 2 points of damage x PR which cannot be reduced
by armour or Toughness. In addition, an individual suffering
damage from this power must make a Hard (—20) Willpower
Test or lose access to his Psychic Powers for I Round.

This power has no additional effects on individuals without
a Psy Rating of at least 1.

WEAKEN RESOLVE

Action: Half
Opposed: Yes
Range: 5 metres x PR
Sustained: Yes
Description: The Dark Angels Librarian forces his way into
the minds of his foes, robbing them of their will to fight and =
eroding whatever resistance they possess. This power can affect
a number of foes equal to the Librarian’s PR. Those affected '
have their Willpower characteristic temporarily reduced by ==
-5 x PR (to a minimum of ). This has corresponding effects
on their Willpower Bonus. If this power is sustained, targets =
are allowed a new Opposed Willpower Test (using their =

each of their turns. : ol
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SPACE WOLVES
POWERS

nly Rune Priests have access to Space Wolves Psychic

Powers. These powers may be purchased with

Experience Points, provided the Librarian mceets
the power's Prerequisites and XP Cost as detailed on Table
6-15: Space Wolves Powers.

Fury oF THE WOLF SPIRITS

Action: Full

Opposcd: No

Range: 5 metre radius X PR

Sustained: Yes

Description: The Rune Priest summons up the spirits of

the Thunderwolves, Freki the Fierce and Geri the Cunning,

unleashing them upon his foes. As long as this power is sustained,

the Rune Pricst is flanked by two spectral wolves that he may

direct against his foes with a verbal command. The wolves cannot

be damaged by attacks nor can they be grappled (though effects

that end or disrupt the power will affect them as normal). They

also cannot stray outside the range of the power. Each Round

on the Librarian’s Initiative, each wolf may make a single melce

attack against any target within range (thcy move automatically

into contact with their foe and arc not impeded by any kind
 of terrain). Each attack will automatically hit unless Dodged or
Parried. Freki's bite inflicts 1d10 x PR Rending damage, while
Geri's Bite inflicts 1d5 x PR Rending damage with a Penetration
of 3 x PR. Any target that takes damage from either Freki or Geri
must make a roll on the Shock Table (unless the target is immune
to Fear) adding the damage taken to the result.

LiviNG LIGHTNING

Action: Full

Opposed: No

Range: 30 metre radius x PR

Sustained: Yes

Description: The Rune Priest crics out to the sky and calls
forth a dancing bolt of sentient electricity arcing down from the
heavens. While this power is in effect, the Rune Priest can direct
the bolt of lightning against any target within range, changing
targets between turns regardless of how far apart they are. Those
struck by the lightning will suffer 1d10 x PR Energy damage
with the Shocking quality. If the target passes a Challenging

TABLE 6-15: SPACE WOLVES POWERS
Power XP Cost Prerequisites
“Fury ofithe Wolf Spirits 2000 Rank 5, WP 40+

. Living Lightning 1000 WP 40+

' Storm Caller 00—

- Tempest’s Wrath 1000 WP 50+
{Thunde SO0 s

(+0) Agility Test, he reduces this damage by half (round Pk
This power can only be used outside under an open sky. 1

StorM CALLER

Action: Full

Opposed: No

Range: 5 metre radius x PR
Sustained: Yes -
Description: The Rune Priest invokes the ancient rites of
ice and snow, calling up a blizzard of psychic energy aro nd
himself and his allics. While this power is in effect, the Russ
Pricst and all allies within the power’s radius become shroue
in ethereal mist. All ranged attacks they make, or that are
against them, suffer a penalty of =5 x PR. Any ally who me -
outside the range of the power immediately loses its effects:

TeMPEST'S WRATH

Action: Full

Opposed: No

Range: 150 metre radius x PR
Sustained: Yes i
Description: In a fearsome display of power, the Rune P iest
calls upon the spirits of wind, storm, and snow, tearing the
air with gales and tempests. While this power is in effect, any
creature with the Hoverer or Flyer trait must pass a Strengs
Test at a penalty of =5 x PR to move through the air. Ev&
those that pass the test have their Movement reduced by has
Flying vehicles are also affected, and their pilots suffes -
penalty of =5 x PR on all Skill tests they must make (0 Operss
their craft. Flying vehicles also have their speed reduced
half. Finally, ranged attacks inside, into or out of the rac
of effect have their shots fouled by the winds. Thrown 58
Primitive ranged weapons suffer a penalty of =5 x PR t0 &8
while all other ranged weapons suffer a penalty of —2 x PR
hit. This power may only be used on the surface of a plass
with atmosphere, and even then, the power only functics
when outside of a building or other confined space.

THUNDERCLAP

Action: Full

Opposed: No
Range: 10 metre radius x PR 3
Sustained: No §
Description: With a word of power and a clap of his mig®
hands, the Rune Priest creates a deafening crack of thuse
that rolls across the battlefield. All those within range of &
power (friends or foes, though not including the Rune & fie
suffer 1d5 x PR Impact damage. This damage is reducess
Toughness as normal. However, only armour worn on %
head protects against it. [n addition, anyone suffering d
from this attack must make a Toughness Test with a
of =5 x PR or be deafened for 1d10 rounds (see
for the effects of being deafened). Finally, fragile obj
as mundane glass, crystal or fine ceramics within the
range are shattered (though the GM has th
whether an object is affected). S,




TORI WARDENS
POWERS

™S\ nly Storm Wardens have access to Storm Wardens
) Psychic Powers. These powers may be purchased

¥ with Experience Points, provided the Librarian
b the power’s Prerequisites and XP Cost as detailed on
Sle 6-16: Storm Wardens Powers.

NCESTORS’ RAGE

gon: Full

sposed: No

mee: 1 metre x PR

stained: Yes

Seription: Calling upon the talents of dead heroes, the
Ssian instils within himself or another exceptional skill at
While this power is in effect, the Librarian or a target
P8 choosing gains a number of Exotic Melee Weapons
sats of his choice equal to his PR, and increases his WS
=5 x PR (to a maximum of 95).

TO ARMS

mion: Extended (2)

posed: No

gmee: 10 metre radius x PR

ptained: Yes

seription: Plunging his will into the Immaterium, the
srian calls forth ancestral spirits to fight on his side, and

mons up a number of ancestral warriors equal to his PR

5ot for him. These warriors use the Imperial Guardsman

pale on page 376 and are armed and armoured as detailed

% They will not stray beyond the range of the power nor

| they be used for anything but combat. When they are

&4, both they and their gear will vanish into smoke.

'ROWN OF LIGHTNING

gtion: Half

sposed: Yes

mge: 5 metres x PR

sstained: Yes

sscription: The Librarian encases one of his foes in a
Sekling cage of lightning, searing his flesh and contorting
“muscles. This power may only be used against a single

PABLE 6-16: STORIM WARDEN POWERS |

- XP Cost Prerequisites
- 500 =
1500 WP 50+

WP 60+

target. The target suffers 1d10 Energy damage x PR counting =
as having the Shock Quality (see page 144). If this power is 5
sustained, the target suffers 2d10 Energy damage in each of =
the Librarian’s turns. ]

HAMMER OF THE EMPEROR

Action: Extended (5)
Opposed: No
Range: 1 kilometre x PR
Sustained: No
Description: With the power of an orbital barrage, the
Librarian calls down a mighty hammer of psychic energy
with the power to lay waste to entire towns. The Librarian
chooses a point within range and calls down the Hammer.
The Hammer has a radius of 100 metres x PR. Anything
within the area of effect is subjected to a moderate earthquake,
inflicting 3d 10 x PR damage on all structures, possibly causing
them to collapse. Creatures within the area must make a Hard
(-20) Agility Test to remain standing. This power cannot
be used Fettered, and does not work indoors. This power is
extraordinary taxing and inflicts 1d5 levels of Fatigue on the
Librarian. In addition, the Librarian may not attempt to us¢
the power again for at least 24 hours.

At the GM's discretion, falling buildings and raining debris
may inflict 3d10 I damage on those in the area of effect who
fail a Challenging (+0) Agility Test.

MARK OF SCORN

Action: Half
Opposed: Yes
Range: 5 metres x PR
Sustained: Yes
Description: The Librarian casts a curse upon onc of his
foes, marking him for death at the hands of the righteous.
This power only works on a single target. The target becomes
Marked, and all successful melee attacks against him will gain
a bonus to damage equal to the Librarian’s PR. In addition,
any instances of Righteous Fury (see page 245) from melce
attacks against him automatically occur without the need to
pass a WS test.

THUNDER’S SHELL

Action: Half or Reaction
Opposed: No

Range: Self

Sustained: Yes
Description: The Librarian covers himself in a fine reactive 3
psychic shield that gets stronger the more force brought =
against it. While this power is in effect, all attacks against 3
the Librarian have their Penetration reduced by an amount =
equal to his PR (to 2 minimum of 0). In addition, attacks that
ignore armour completely have this special ability negated by
this power, instead inflicting normal damage against whatever
armour the Librarian is wearing. o

190 P



ULTRAITARINES
POWERS

nly Ultramarines Librarians have access 0
Ultramarines Psychic Powers. These powers may
be purchased with Experience Points, provided the
Librarian meets the power's Prerequisites and XP Cost as
detailed on Table 6-17: Ultramarines Powers.

TABLE 6-17: ULTRAMMARINES POWERS
Power XP Cost Prerequisites
Fury of the Ancients 1000 WP 40+
Glory of the Emperor 2000 Rank 5, WP 50+
Inspiring Word 1000 -

Paragon 500 —

War Cry 750 WP 40+

Word of the Emperor 1500 Rank 3, WP 50+
FURY OF THE ANCIENTS

Action: Full

Opposed: No

Range: 10 metres x PR

Sustained: No

Description: Calling upon the legends of his Chapter, the
Librarian summons forth a ravening beast of ghostly flame
and psychic energy. The flaming apparition then charges
forward from the Librarian in a straight line, moving up to
the extent of the power’s range before vanishing in a burst
of energy. Those touched by the beast will suffer 1d5 x PR
points of Energy damage and must make a Pinning Test (sce
page 248) with a penalty of -5 x PR.

GLORY OF THE EMPEROR

Action: Half
Opposed: No
Range: 10 metre radius x PR
Sustained: No
Description: For the briefest of instants the Librarian
channels the light of the Emperor, bathing all those nearby
in His glory. The Librarian may affect a number of allies
equal to his PR within line of sight and range of this power.
Those affected are healed by the divine light and will recover
Wounds equal to the Librarian’s PR. This healing cannot
restore Critical Damage, nor will it take a creature above its
starting Wound total.

Channelling this power is difficult and draining, and a

| " Librarian may only use it a number of times each day (within
§ 2 24 hour period) equal to his Willpower Bonus.

=

= 1200 |8

INSPIRING WORD B

Action: Half

Opposed: No

Range: 10 metre radius x PR
Sustained: Yes 3
Description: The Librarian calms the minds of nearby aliie
and completely dispels their fear and doubt. While this pows
is active, a number of allies equal to PR, and within range;
immune to the effects of Fear.

PARAGON

Action: Full

Opposed: No

Range: 5 metre radius x PR
Sustained: Yes
Description: The Librarian lets his authority shine forth &
a blaze of psychic energy, filling nearby allies with streng
and resolve to emulate his glory. While this power is in eiie .
the Librarian can allow a number of allies equal to his®
within range of the power to use one of his characte istics
In effect, those benefiting from this power count as
a characteristic score equal to that of the Librarian, thosss
if their own characteristic is higher they may choose @
that instead.

WAR Cry

Action: Half

Opposed: Yes

Range: 5 metres X PR

Sustained: No

Description: With a terrifying cry, the Librarian demo
and stuns nearby foes, forcing them to cower before
might. This power can affect a number of foes equal 0
Librarian’s PR. Those affected cannot use Reactions from s
end of the Librarian’s turn to the start of his next wrn.

WORD OF THE EMPEROR

Action: Full

Opposed: Yes

Range: 10 metres x PR
Sustained: No
Description: The Librarian recites a sanctified prayer (o8
Emperor, speaking holy words that burn the minds of !
unfaithful and cast out the spirits of the Warp. This pos
can affect a number of targets equal to the Librarian'S '
Those affected will become Stunned (see page 261) fors
Round. Targets with the Daemonic Trait are affected
more seriously by this power and will suffer 1d10 plos
damage x PR and must make a Warp Instability Test
creatures targeted by this power suffering from Posses
(sec page 134) may immediately make a Challenging 1
Willpower Test to break free. 18
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" CHAPTER VII.

PLAYING THE
GAINE

A Space Marine is not born, but made by the good grace of the
Emperor. from flesh, blood, and a will to do the Master of
Mankinds bidding,” .

~Gyvan Hul, Seneschal of the Rogue Trader
vessel Frozen Talon

his chapter covers the game’s core rules systems and

how to use them to play games of Deatuwatch. It

introduces the main game mechanics and how to make
tests and set test difficulties. This chapter also covers such
things as lighting and movement and the effect of both on
the player characters. As well as these mechanics, this chapter
also covers the special rules relating to the characters’ Kill-
team, such as Cohesion, Support, and Squad Mode actions
and abilities. Finally the chapter ends with information on
Missions and how they can be used to structure adventures
for the Kill-team.

TESTS

ests are the basic way of determining success or failure
in Dearnwatch. When a Battle-Brother performs any
task that could have dramatic consequences—affecting

the story, a character’s health, the Chapter’s honour, the safety
of the Kill-team, and so on—a test must be performed.

THE CORE MECHANIC

» Determine the Skill or Characteristic to test.

* Add or subtract any relevant modifiers to the Skill or
Characteristic.

= Make a percentile roll (1d100).

» If the percentile roll is less than or equal to the Skill or
Characteristic being tested, the test succeeds.

« If the percentile roll is greater than the Skill or
Characteristic being tested, the test fails.

SKILL TESTS

The most common type of test a Battle-Brother performs

during the game is the Skill Test. Each Skill is governed by

" a Characteristic. For example, the Dodge Skill is governed
b by the Agility Characteristic. To make a Skill Test, add any

relevant modifiers to the Skill's governing Characteristic, then

. make a percentage roll. If the result is equal to or less than
 the modified Characteristic, the test succeeds. If the result is
& greater than the modified Characteristic, the test fails.

Success is more likely to occur in a Skill Test whess
character has Training in the Skill. A Battle-Brother oy
attempt a Skill Test with an Untrained Basic Skill, butins
cases, the governing Characteristic is halved (round &8
A character cannot attempt a Skill Test with an Untss
Advanced Skill. _

Many Talents can improve a Battle-Brother's chanes
success at a Skill Test, as can Skill Mastery. ]

It is important to note that, despite their names s
Weapons Skill and Ballistics Skill are Characteristiess
Characteristic Tests on page 203.

EXAMPLE

Brother Ulfric is chasing down an Eldar guardian before 568
alert bis nearby patrol. The slippery alien scrambles down &2 88
to escape the charging Space Marine. To climb down the 888
GM decides that Brother Ulfric must make a Climb test, 5658
skill governed by Strength. Ulfric’ Strength is 41, but he doess
tramning in Climb. Since Climb is a Basic Skill, Ulfric can 5588
the attempt at balf bis normal Strength, which is 20. Ulfries
makes a percentile roll and gets a 29, which is higher than 2008
test fails and Ulfric falls instead.
Undaunted by his fall and still in pursuit of the Elde S
plunges after the xenos into a fast-flowing stream. This calls foel
to make a Swim Test. Swim is a Basic Skill governed by Stresgs®s
Ulfric has Traming tn Swim, so he gets to use his full Stresess
Jfor the test, which is 41. Ulfric’s player makes & percentile
84 a 33—a success! Ulfric manages to carch the alien ans
bim quietly in the river, maintaining his team’s secrecy.




7-1: SKILL TESTS

of Skill Effect on Skill Test
4 Basic Skill Test at half Characteristic

4 {round down)
- Cannot perform a test with
I Advanced this Skill

3 Skill Test at full

1 Basic or Advanced B e

: Skill Test at full
R Basic or Advanced Characteristic +10 or +20

ACTERISTIC TESTS

es a Battle-Brother wants to attempt something
swered by a Skill. In such cases, a Characteristic Test
! wsed instead of a Skill Test. The GM determines the
Sepropriate Characteristic for the test, then the player
3 percentage roll. If the roll is equal to or less than the
seristic, the test succeeds. If the roll is greater than the
Seteristic, the test fails.

7-2: CHARACTERISTICS TESTS

acteristic Example Tests

wa Skill  Make an attack with a melee weapon.
falscic Skill Make an attack with a ranged weapon.
Break down a door, restrain a captive,
push over a grox.

Resist poison or disease, tolerate
ghness temperature extremes, stave off hunger,
resist mutation.

Determine Initiative, maintain balance
on a narrow surface, navigate treacherous
terrain.

Recall an important detail, identify a
familiar face, solve a puzzle.

Notice a hidden enemy, locate a secret
door, gauge another person’s attitude.

T Resist a Psychic Power, torture, or Fear.
7 Make a good impression or inspire
_ P confidence.

LCREES OF SUCCESS AND FAILURE

pst tests, it is enough to know whether a character
leeded or failed. Sometimes, however, it is useful to know
iell a character succeeded, or how badly he failed. This
eularly important with social skills, such as Charm and
B s well as certain combat situations, such as firing a
sable of a semi-automatic or fully automatic burst.
bssuring Degrees of Success and Failure in a Skill or
Seteristic Test is straightforward. After the percentage
i made, compare the roll with the modified Characteristic
‘For each full 10 points by which the Characteristic was
wed, one Degree of Success is achieved. Conversely, for
20 full points by which the test failed, one Degree of
gained.

EXAMPLE

Brother Ulfric is dlearing a corridor tn a space bulk with his Kill-team.
Seeing shapes moving in the shadowy distance, he opens fire with his
storm bolter; spraying the dark with incandescing bolt rounds. Ulfrics
player makes a roll against bis character’s WS of 45, scoring a 23. This
beats his Characteristic by 22 indicating 2 Degrees of Success. Ulfrics
aceurdte fire means the bulk of bis rounds smash home into bis foes.

EXTENDED TESTS

Some tasks are quite complicated and may take extra time to
finish. In these cases, the GM may decide that it takes more
than one successful Skill Test to complete the task. This is
known as an Extended Test. Generally, the Skill in question
describes whether it requires an Extended Test, though the
GM may adjust the time represented by each test depending
on what is in fact being attempted.

OprprOSED TESTS

Sometimes a Battle-Brother needs to test himself against an
opponent. This is known as an Opposed Test. For example, if a
character needed to hide from an enemy scout, he could test his
Concealment Skill against the scout’s Awareness Skill.
In an Opposed Skill Test, both participants make tests
normally. Whoever succeeds at his test wins. If both participants
succeed, the one with the most Degrees of Success wins. If both
Degrees of Success are the same, the highest Characteristic
Bonus wins. If the result is still a tie, the lowest dice roll wins.
Should both parties fail, one of two things occurs. Either
there is a stalemate and nothing happens or both parties should
re-roll until there is a clear winner.

EXAMPLE

Ulfric is trying to force open a bunker door while a group of terrified
traitor guardsmen try to hold it closed. The GM decides this is an
opposed Strength, and so Ulfrics player rolls against bis character's
Strength of 41, while the GM roll against the collective guardsmen
Strength of 35. Ulfric’ player rolls a 31, passing bis test, while the
GM rolls a 30 for the guardsmen. As they both passed, the winner is
determined by who passed by the most. This is Ulfric, passing by 10
compared to the guardsmen's 5. Flinging the door open, Ulfric storms
into the bunker to deliver the Emperor’s justice to the traitors.

Test DIEFICULTY

Not all tests are equal. Setting a melta bomb on a stationary =
bunker and placing the same bomb on a moving battle tank 3
while under fire may both require Demolition Tests, but the =
latter is clearly harder than the former. But how much harder =
is one from the other? This is where test difficulty and the roil :
of the GM both come into play.

In some cases, the difficulty of a test is pre-determined by '
the rules; in other cases, the GM should decide the difficulty
and consult Table 7-3: Test Difficulty, below, to determi c
the appropriate modifier. The difficulty modifier is applied t" 4
the governing Characteristic associated with the gest. e

203 =



3 lﬁsm 7-3: TEST DIFACULTY

Y 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

EXAMPLE

Codicier Raeigus is trying to decipher some ancient alten wards on
a tomb wall. Because of the nature of the wards and the age of
the writing, the GM decides that this is a Hard (-20) Lore:
Forbidden (Xenos) Test. Normally Racigus would make this
test agamnst his Intelligence of 47, however as this is a Hard test be
suffers a =20 penalty to his Characteristic for this test. Therefore to
pass the test be must roll 27 or less.

Assistance

In some situations, multiple characters working together have
a better chance of completing the task than if a character
attempts it alone. With the GM's permission, a character can
assist another character who is performing a test. Only the
character who is actually performing the test rolls dice. Each
character assisting reduces the difficulty by one step (see
Table 7-3). If the test succeeds, the character performing the
test gains an extra Degree of Success.

Limits on Assistance

Characters can assist each other in most tasks, but there are
limits:

* To give assistance on a Skill Test, a character must have
training in the skill.

*» The assisting character must be adjacent to the character
performing the test.

* Assistance cannot be given for Reactions or Free
Actions.

+ Assistance cannot be given on tests made to resist
disease, poison, Fear, or anything else the GM deems
inappropriate.

* No more than two characters may attempt to assist

another on a single test.

EXAMPLE

Ulfric is trying to get an ancient transponder to work so the
Kill-team can call in support. This requires the Tech-use S
which Ulfric has trained in but is not well versed. Brother T58
a member of the Kill-team, is also on band, however, and a8
some training in Tech-use, enabling him to help Ulfric and &
their chances of success. The GM declares the normal difficsles
this test is Challenging (+0), but with Tuteros” Assistance, #
becomes Ordinary (+10). Furthermore, if Ulfric succeeds at 868
he automatically gains an extra Degree of Success.

THE ROLE OF |
FATE

pace Marines are unusual people, individualsss

abilities, backgrounds, and experiences well Be8

those of ordinary citizens of the Imperium. Moss
anything, the role of Fate in a Battle-Brother's life %3
separates him from the masses. All characters begin p&
a number of Fate Points, which are determined at chas
creation. For some, these Fate Points represent destinge s
that the Emperor has marked them for greatness. Fores
Fate represents simple luck.

USING FATE POINTS

Fate Points allow a Battle-Brother to manipulate S8

by mitigating bad results or turning a mishap into &8

Among other things, this allows players to take mosss

which makes the game faster and far more exciting. A8

Brother has a limited pool of Fate Points, and when

Point is spent, that pool is reduced by one. Spent Fates

are restored at the beginning of the next gaming sesss

possibly under special circumstances in the middle oF

session that the GM deems appropriate. A Fate Poings

used at any time, either on the character’s own Tuss

reaction to the action of another character. Spending:

Point is a Free Action, :

Spending one Fate Point allows a Space Marine 108

of the following: 4

» Re-roll a failed test once. The results of the re

final. »

*» Gain a +10 bonus to a test. This must be chosen

dice are rolled. .

+ Add an extra Degree of Success to a test.
chosen after dice are rolled.

» Count as having rolled a 10 for Initiative.

« Instantly remove 1d10 Damage (this cannes

Critical Damage). -

» Instantly recover from being Stunned. ‘.

» Enter Squad Mode without a Cohesion Test.

* Gain a +1 bonus to your Rank for the benefits

Mode ability. :

* Remove one level of Fatigue. s




NING FATE

s a re-roll or an extra Degree of Success is not going
sough to save a Battle-Brother’s life. In these instances,
geacter may choose to burn a Fate Point and permanently
E8is Fate Points by one. The result is that the character
& whatever it was that would have killed him, but only
o example, if the character was shot with a lascannon
giered a Critical Hit that would have killed him, instead
hideously burnt and rendered unconscious with
punds. In more extreme circumstances, such as being
on a spaceship during a warp drive implosion, it is
g8 player and the GM to work out just how the Battle-
& makes his escape. A Fate Point may be burnt even if
eady been used for that gaming session.

ING ADDITIONAL FATE POINTS

_" Srothers are awarded additional Fate Points (or allowed
Shenish those that have been burnt) at the GM'’s discretion.
feewards can be given out as the main adventure reaches
milestones, or for particular acts of heroism, cunning,

od roleplaying.

[TIOVEMENT

game situations, it is unnecessary to worry about
35t a character can run or how long it takes him to
‘Som the Emperor’s chapel to the proving ground. On
hand, there are also many situations that come up
® a game, such as a combat, where knowing how far
Weacter can move over a given period of time becomes
Ssmportant. During a combat Round, a character may
£ specific Action to move at one of four speeds: Half
Full Move, Charge, or Run. The number of metres a
ster travels per Round at these various speeds determined
s Agility Bonus, sece Table 7-4: Structured Time
ement below for details. Traits can modify some or all
gment speeds.

IABLE 7-4: STRUCTURED TIME ITIOVEMENT
IETRES/ROUND)
8 Half Move Full Move Charge Run
Ei/2: 1 2 3
2 3 6
4 6 12
6 9 18
N 12 24
10 15 30
oY 18 36
) 42
) (- SERY L 48
3 54
OIS Na0s S 60

In some situations, it may be important to note how fasta

character can travel in Narrative Time.

Table 7-5: Narrative Time Movement describes the
standard speeds a character can move at a leisurely pace under
ideal circumstances. Environment (see following) can affect
these speeds, hindering the characters as they travel.

TABLE 7-5: NARRATIVE TIME IMOVEMENT
AB Per Minute  Per Hour Per Dayt
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 100Kkm
8 192m 12km 120km
9 216m 13km 130km
10 240m 14km 140km
TAssumes 10 bours of walking,

NARRATIVE MOVEMENT AND TERRAIN

Terrain conditions affect how fast a character can cover ground
during Narrative Time. Obviously, slogging through a waist-
deep death world swamp is far more laborious than strolling
through the steel corridors of an orbital space station. Halve
distances when moving through tightly packed foliage, dense
urban areas, or similarly difficult terrain. The Game Master
determines what, if any, modifiers apply to Narrative Time
caused by the environment.

HURRYING

A character can pick up the pace, moving up to double his
movement in Narrative Time for a number of hours equal to
his Toughness Bonus. At the end of this time, he must make a
Challenging (+0) Toughness Test or take 1 level of Fatigue.
In addition, a hurrying character is less likely to pay attention
to his surroundings and thus suffers a —10 penalty to all
Perception-based Tests.

A character may push on, even with these penalties, but he
must continue to make progressively more difficult Toughness
Tests to avoid accumulating additional levels of Fatigue. He
suffers a —10 penalty to his Toughness Test after the second

time period, a —20 penalty after the third period, and so forth. .'
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~ RUNNING AND NARRATIVE TIME

& Characters can run during Narrative Time, but doing so is
* tiring. When running, a character triples his rate of movement,
® but each hour of sustained running requires the character to
| make a Toughness Test, with a cumulative —10 penalty per
hour after the first, to sustain the pace. On a failed test, the
character takes 1 level of Fatigue. Characters moving at this
brisk pace are focused on running and watching their steps, so
. they take a =20 penalty to all Perception-based Tests. As with
hurrying, characters can continue running after a failed test, but
penalties gained from multiple failed tests are cumulative.

A

- A0

FORCED M ARCHING

There's nothing stopping characters from pushing themselves
beyond the standard 10 hours of marching. Characters may
safely push themselves for a number of extra 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 he travels beyond his Toughness Bonus. A failed
test indicates that the character takes a level of Fatigue. It
is possible to march oneself into unconsciousness. Fatigue
taken from forced marching is removed after the character
has rested for two hours for each hour he marched beyond
their Toughness Bonus.

AHIVD) FH.L ONIAV 1

MOVEMENT AND ENVIRONMENT

The movement rates for characters described on Table 7-4
assume a relatively clear battlefield. There may be a few
minor obstacles, but characters can still move at their standard
rates. There are, however, some circumstances that reduce a
character’s speed. These can include rubble-strewn hallways,

other conditions that make it tough to navigate. In such
environments, a character’s movement is halved. If a character
charges or runs, he must succeed at Challenging (+0)
Agility Test or fall prone. The difficulty of this test can be
modified based on the terrain. See Table 7-6: Treacherous
Environment Agility Modifiers (below) for suggestions.

deep snow, dense fog, thick underbrush, and a variety of

TABLE 7-6: TREACHEROUS ENVIRONMIENT
AGILITY ITIODIHERS
Condition Difficulty
Fog or Smoke Ordinary (+10)
Mud Challenging (+0)
Shallow Water Challenging (+0)
Darkness Difficult (~10)
Stiow Difficult (~10)
Underbrush Difficult (-10)
|| ‘Dense Crowds Hard (-20)
Gr:\rm,' Hard (-20)
£t e Hard (-20)
Hard (-20)

‘ ~ Tremors
| ~

CLIMBING

There may be times during a character’s explorations
he wants to scramble over a low wall, descend into a

climb to an ideal rooftop sniper position, or shinny up &
to escape the claws of vicious xenos. Climbing is divided!
two general categories: simple climbs and sheer surfaces

SimpLE CLIMBS

Simple climbs can include fences, steep hills, boulders &
or anything else that requires effort and concentratics
no real skill to accomplish. Any character with both &
free can automatically accomplish a simple climb, pross
he takes his time and is not being distracted (such as'&s
shot at).

If a character is trying to climb quickly, is being atiss
or is otherwise distracted, he needs to make a Strength
or Climb Test to perform a simple climb. On a su
character ascends or descends at a rate of one-half B
Move speed (round up). For each Degree of Success
character climbs an extra metre. On a failed test, the
falls from his starting climbing position. The GM cans
the difficulty of the test based on the nature of the @
and other conditions, but the default difficulty is Challes
(+0). Note that some acts of climbing, such as ascenss
sturdy ladder, are so basic that no test should be necesss

SHEER SURFACES

Many surfaces are beyond the means of ordinary charaes
climb. A sheer cliff with overhangs and no visible hand=%
an icy crevasse, and the exterior walls of most buildiss
require skill to climb successfully. Such efforts always &
a test. A character may attempt to climb a sheer
making a Climb Test. On a success, the character asce
descends at a rate of one-half his Half Move speed 8
up). For cach Degree of Success, the character clis
extra metre. On a failed test, the character falls
starting climbing position. Climbing difficulty varies %
nature of the climbing surface, though most tests shes
Challenging (+0).

ABSEILING

A character can descend a sheer surface more quichs
abseiling. This requires some kind of climbing geas
drop harness, or at the very least some long rope. An b
character makes a Challenging (+0) Agility Test
success, he descends at a rate of 10 metres per Rouns
failure, he descent rate is only five metres per Round.
by two or more degrees requires to the character 168
Challenging (+0) Strength Test or lose his gn -
not wearing a drop harness, he falls. .



MPING AND LEAPING

b is a controlled vertical ascent or descent where a
Seter attempts to either jump as high as he can, or jump
B safely without suffering damage. If a character is pushed
8 edge, or is otherwise not in control of a descent, he is
mping, but falling (see page 261). A leap is a horizontal
where a character attempts to cover as much distance
Besible. Both jumping and leaping can benefit from a
S start. Performing any kind of jump or leap is treated
il Action.

DING VERTICAL JUMPS

a standing position, an average character can jump
# Balf a metre straight up (measured from the ground to
setom of his feet). Jumping distance depends as much on
facter’'s body mass as it does his Strength and Agility, so
Betance tends to vary only slightly between characters. A
fter can jump up to reach an overhead ledge, or similar
that is as high as his own height, plus about one
 for average arm length, plus another half a metre for
srage standing jump. Usually, no test is required to make
S jump, though pulling oneself up onto a grabbed ledge
s 1 Challenging (+0) Strength Test. A character can
o to safely jump down a number of metres equal to his
i Bonus by making a Challenging (+0) Agility Test.
Esucceeds, he lands on his feet and takes no damage. If he
_ but the jump is a greater distance than his Agility
i he must take Falling Damage (see page 261) equal to
Stance jumped in metres beyond his Agility Bonus and
Bis Turn prone. If he fails the Agility Test, he suffers
e Damage for the entire distance of the jump and ends
prone.

UNNING VERTICAL JUMPS

Sharacter gets a running start by moving at least four
& in a straight line, he can jump higher. At the end of his
wment, he must make a Challenging (+0) Agility Test.
® succeeds, he can add half his Strength Bonus (rounded
» metres to his normal vertical jump distance (see above),
20 additional half metre for each Degree of Success. If he
$he test, he stumbles, which ends his Turn. For every four
Bonal metres beyond the first four that a character runs
% making a Jump, he receives a +10 bonus to his Agility
fimaximum +30).

DING HORIZONTAL LEAPS

Bake a Standing Horizontal Leap, a character must make a
Scult (-10) Agility Test. On a success, he Leaps number
Beres equal to his Strength Bonus, plus another half metre
gach Degree of Success. On a failure, he only Leaps a
Bher of metres equal to half his Strength Bonus (round up),
sach Degree of Failure further reduces this distance by
et half metre (to a minimum of one-half metre). Should
Smportant, the height attained while leaping is equal to
garter the distance in metres travelled (round up).

RUNNING HORIZONTAL LEAPS

When performing a Running Horizontal Leap, a character
must move at least four metres in a straight line before
making the Leap. At the end of his movement, he makes a
Challenging (+0) Agility Test. On a success, he Leaps a
number of metres equal to his Strength Bonus, plus another
half metre for each Degree of Success. On a failure, he only
Leaps a number of metres equal to half his Strength Bonus
(round up), and each Degree of Failure further reduces this
distance by another half metre (to a minimum of one-half
metre). For every four additional metres beyond the first four
that a character runs before making a Leap, he receives a
+10 bonus to his Agility Test (maximum +30). Should it be
important, the height attained while leaping is equal to one
quarter the distance in metres travelled (round up).

SWIMMING

A character doesn’t need 1o make a Swim Test under ideal
circumstances, but hazardous conditions such as rough waters, %
hands being tied, or swimming whilst fighting all require -
Swim Tests to move. To swim under hazardous conditions, =
a character must make a Challenging (+0) Swim Testasa
Full Action. A success indicates that the character moves in =
any direction up to a number of metres equal to one-half his®
Strength Bonus, or simply treads water at his option. A failed 5
Test means that he makes no progress and cannot move. A

character can choose to swim underwater, but he must hold
his breath to do so. A character who is unable to swim for some
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. reason (unconsciousness, paralysis, etc) automatically goes
underwater. While undenwater, a character risks Suffocation
due to drowning (sce page 261).

Heavy equipment, especially armour, makes swimming
extremely difficult. If a character is wearing armour or is
otherwise weighted down, all Swim Tests are Very Hard
(—30) and a failed Swim Test automatically imposes one level
of Fatigue.

SWIMMING AND NARRATIVE TIME

Prolonged swimming can be exhausting. A character may
swim for a number of hours equal to his Toughness Bonus.
After that point, he must make a Toughness Test each hour
with a cumulative —10 penalty per hour. On a failed test,
he takes one level of Fatigue. If a swimming character falls
unconscious due to Fatigue, he goes undenwater and begins to
Suffocate (see page 261). To determine the distance covered
for each hour of Swimming, use Table 7-5: Narrative Time
Movement and swap the character’s Strength Bonus for his
Agility Bonus.

CARRYING, LIFTING, AND
PUSHING OBJECTS

Under normal circumstances, characters in Deatiwatcn do
not need to precisely calculate how much they can carry.
Common sense can serve as a guide for most purposes. In
general, most characters can reasonably carry one main
weapon (such as a boltgun, lasgun, or flamer), plus one or two
secondary weapons (such as pistols or melee weapons), plus a
few clips of extra ammo and several pieces of miscellaneous
equipment in a backpack, satchel, or similar container. On the
other hand, it would not be at all reasonable for a character
(even a very strong one) to be walking around with three
different heavy weapons and several thousand rounds of
ammo for each, or for a character to have a backpack with
one of everything from the equipment section in Chapter
V: Armoury. However, there are likely to be instances when
it is useful to know how much a character can lift or carry.
The amount of weight a character can move depends on the
sum of his Strength Bonus and Toughness Bonus. Compare
the total to Table 7-7: Carrying, Lifting, and Pushing
Weights to find out the limits of a character’s might. Note
that certain Traits may increase these values.

CARRYING WEIGHT

A character’s Carrying Weight is how much he can comfortably
carry without suffering and penalties to his movement. If a
character carries more that this weight, he is Encumbered (see
Table 7-7).

TABLE 7-7: CARRYING, LIFTING & PUS
WEIGHTS
Sum of SB Max Max Max :
and TB Carrying  Lifting Pushing
Weight Weight Weight
0 0.9kg 2.25kg 45kg
1 2.25kg 4.5kg 9kg '
2 4.5kg 9kg 18kg
3 9kg 18kg 36kg
4 18kg 36kg 72kg
5 27kg 5akg 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
12 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 5,400kg
19 1,800kg 3,600kg 7,200kg
20 2,250kg 4,500kg 9,000kg
Lirrinc WEIGHT

A character’s Lifting Weight represents the maximum &
of weight he can pick up off the ground. A characess
attempt to move whilst holding a heavy load, but if the
exceeds his Carrying Weight, he is Encumbered (see 88
Lifting a heavy load is treated as a Full Round
character can attempt to lift more than his usual 88
making a Challenging (+0) Strength Test. Each &
of Success adds a +1 bonus to the sum of the chas
Strength Bonus and Toughness Bonus for the pw
determining limits. If the test is failed by two degs
more, the character suffers one level of Fatigue.

PusHING WEIGHT

A character’s Pushing Weight represents the
amount of weight he can shove across a smooth suriss
as a metal floor. Difficult Terrain can make pushing
much more difficult. Pushing a heavy object is tress
Full Round Action. A character can attempt (0 p&
than his usual limit by making a Challenging (+0)} S
Test. Each Degree of Success adds a +1 bonus ¢
of the character’s Strength Bonus and Toughness &
the purpose of determining limits. If the test is fails
degrees or more, the character suffers one level :




BERED CHARACTERS

er attempts to carry more than his normal carrying
W5t less than his lifting limit), he is Encumbered. An
pered character takes a —10 penalty to all movement-

gests and reduces his Agility Bonus by one for the
& of determining movement rates and Initiative. In
Son. after a number of hours equal to his Toughness
Bave passed while carrying this weight, he must make
allenging (+0) Toughness Test or take one level

RowING OBJECTS

gr V: Armoury describes several weapons designed to
Bn at targets, but a character can attempt to throw just
20y object that weighs up to half the character’s normal
e Weight (as indicated by Table 7-7: Carrying, Lifting,
B Pushing Weights). To throw an object, a character makes
enging (+0) Strength Test. A successful test means that
bt flies a number of metres equal to his Strength Bonus
8% Degree of Success, this distance increases by a factor of
S one degree means that the character throws the object a
of metres equal to twice his Strength Bonus, two degrees
¥t the object is thrown a number of metres equal to three
B Strength Bonus, and so forth. On a failed test, the object
sumber of metres equal to half his Strength Bonus (round
% result of 0 means it fell at his feet). If the object hits a
#ace such as a wall, it takes 1d10+SB Damage plus one

."“

for every Degree of Success on the test. These rules do not apply
to acrodynamic throwing weapons and grenades. Such weapons
have a range given on the weapons tables and have range brackets
like other weapons. If the object is being thrown at a specific
target, it is treated as an improvised weapon and the throwing
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 such tests are Hard (—20).

LIGHTING

Many adventures in Deatiwarch take place under the cover of
night, in the shadowy depths of a space hulk, or in the dank and
fetid underhive. As a result, the oppressive darkness becomes a
constant enemy, concealing countless terrors and monstrous threats
in its depths. For these reasons, light sources are of paramount
importance when exploring the dark places of the Imperium. For
simplicity, DeatnwaTCH uses three levels of light: Bright, Shadow
and Darkness. Bright light is any light that allows normal vision,
such as sunlight or being within the radius of a torch, glo-
lantern, and so on. Shadow conditions occurs during pre-dawn
and twilight hours on Earth-like planets, whenever a character
or object is just beyond the range of a normal light source, or
when that source is obscured by an effect such as fog. Darkness,
naturally enough, is the absence of light. Aside from the obvious
effects of Darkness and Shadow, areas of Shadow and Darkness
can interfere with a character’s movement and combat capabilities.
Characters may move through areas of Shadow at no penalty, but
may move at only half speed or less through Darkness. Exceeding




- this speed means that the character may drift in a random direction
- unless the character succeeds on a Hard (-20) Perception Test.
L For the effects of lighting on combat, sce page 247.

FLYING

This section describes rules for flying creatures, or characters
with specific technology that grants flight capability.

ALTITUDE

On a typical Earth-like planet, there are three broad altitude
levels: Hovering, Low Altitude, and High Altitude. A flying
creature can change altitude by one level (up or down) during
each Move Action taken. If a creature is using a Charge or
Run Action, it can change altitudes by two levels.

HOVERING ALTITUDE

Hovering means that a creature is skimming just above the
ground, no higher than two metres. It can move over low
obstacles with case. A hovering creature can both attack and
be attacked by other creatures and characters on the ground.
Some creatures are capable of hovering, but incapable of
flying at other altitudes. Such creatures have the Hoverer
Trait (see page 132). A creature with the Hoverer Trait always
stays at the same height above ground (usually within two
metres) even if it descends into low terrain, such as a pit.
Such creatures will not willingly descend into an area they
cannot get out of, no more so than any normal creature would
willingly jump into a hole in which it could not escape.

Low ALTITUDE

This altitude indicates that a creature is flying at a height
that is beyond the melee attack range of other creatures or
characters on the ground, but is still within the range of
most ranged attacks from such creatures or characters. A Low
Altitude flier takes no penalties for shooting downwards, but
those firing up at it suffer a —10 penalty to their Ballistic Skill
Tests in addition to any normal penalties for range.

HiGH ALTITUDE

When a creature is flying at High Altitude, it is far above the
ground beyond the range of all attacks, even those coming
from Low Altitude. A High Altitude flier can only attack or be
attacked by other creatures flying at High Altitude.

Fryin¢ MOVEMENT

Flying creatures and charactersare broken up into two categories,
each of which is a Trait (sce Chapter IV: Talents & Traits).
. They are Hoverers and Flyers. Hoverers can move through
* the air, but are incapable of gaining more than two metres of
 altitude. A Flyer can ascend or descend to any altitude. Each
" Trait has an associated number in the creature’s description.
“This number describes the character or creature’s Flying
& Movement. This works just like regular movement, but applies

only when the creature is flying. While flying or hov

creature must devote a Movement Action to maintaining
flight each Turn, or it falls. Half Move, Full Move, Charge
Run are all valid Actions for maintaining flight. If the
at Hovering Altitude suddenly stops flying (by not devots
Move Action or being Stunned, for example), it simply &
on the ground unharmed. If it is instead at Low Altituse
suffers Falling Damage (see page 261) as if it fell 15 metss
it is instead at High Altitude, it suffers Falling Damage 253
fell 25 metres, or more at the GM's discretion.

THE EFFECTS OF GRAVITY

Although the inhabited worlds of the Imperium may %8
slightly in terms of gravity, the effects on game play are ms
Only when characters explore High Gravity or Low

worlds are movement, lifting and other factors affected.

Low GraviTy WORLDS

On worlds of low gravity, all characters increase their
Bonus by two for the purposes of movement and deterss
Initiative. In addition, characters add four to the total o
Strength Bonus and Toughness Bonuses for the purpe

determining carrying, lifting, and pushing limits. Chas

also add two to their Strength Bonus for determining B
they can throw objects. Low gravity doubles all jumping
Leaping distances.

HicH GrAviTY WORLDS

On worlds of high gravity, all characters decrease their &8
Bonus by two (to a minimum of one) for the purpess
movement and determining Initiative. In addition, ¢hs
subtract four (to a minimum zero) from the total of %
Strength Bonus and Toughness Bonuses for the puss
determining carrying, lifting, and pushing limits. Cis

also subtract two from their Strength Bonus (to 2 miss
of 0) for determining how far they can throw objects 58
halve all Jumping and Leaping distances.

ZERO GRAVITY

Battle-Brothers are most likely to encounter zero g
conditions in outer space when there has been 2
technological failure. Zero gravity is considered &
Terrain, meaning that a character's movement is halved s
it, and if he attempts a Charge or Run Action, he musess
at a Hard (~20) Agility Test or drift out of control s
falling prone). Additionally, a character beginning 4 /e
action in zero gravity must be adjacent to a floor, Walls
or other secure object, so he has something to push o8



" COMESION

W plate 10 shoulder-plate the Adeptus Astartes stand as

s wall against the dark.”

ch-Scribe Urtos, Memorite of the Book of Days and
Leagues

attle-Brothers live in a world of martial prowess where
Joyalty to the Chapter and bravery in battle are revered
above all things. They are trained from their initiation
it faith in their fellow Space Marines should be no less
§heir faith in the Emperor. Over years of service and the
8g forge of battle, they form bonds with their brothers
S than ceramite and more lasting than the stars themselves.
a2 Bartle-Brother is given the honour of joining the
Swaich, he must re-forge these bonds with a new group
sehers if he is to excel as a warrior and do his duty to
Emperor. A Kill-team, however, is a mix of combat styles,
e ideologies and ancient Chapter rivalries that can be
% overcome. To be effective in battle and bring down the
the Imperium, its members must try and recapture the
saderie and cohesion of their own Chapter. In this way a
B can act as a single flawless unit in battle, anticipating
B asher's actions and laying waste to all who oppose them.

S
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WHAT IS COHESION?

All Space Marines are trained to work as part of a combat unit,
be it a fire-team, squad, or company, and it is in these settings in
which they excel and demonstrate their clear superiority over their
foes. Cohesion represents a Battle-Brother’s faith in his comrades
and his connection to the rest of the Kill-team. Generated at
the start of a Mission, Cohesion is a pool of points that may be
spent by the Battle-Brothers during play to allow them to act
more closely with their Kill-team and perform special battlefield
manoeuvres known as Squad Mode abilities (see page 215).

COHESION AND THE SQUAD LEADER

Cohesion is generated at the start of each Mission depending
on which player-character has taken on the role of the squad
leader (sce page 228 for details on Missions and selection of
the squad leader). This reflects the leader’s command abilities
and natural charisma, as well as his Battle-Brothers' faith in
him. To work out the size of the Kill-team's pool of Cohesion
points use the squad leader’s Fellowship Bonus as a base
modified using Table 7-8: Cohesion Modifiers.

This score can then be recorded by the squad leader on his
Status Mode sheet (see page 399).




;.‘_"' TABLE 7-8: COHESION ITIODIFERS

Modifier Cohesion Bonus
‘Rank 4+ +1T

Rank 6+ +27F

‘Command Skill + 1k

Command Skill +10 +2%
| Command Skill 420 +3F

7Only the highest applies

ZOnly the highest applies

EXAMPLE

Andrew’s character is currently in'the role of squad leader. He is
Rank 1 with a Fellowship Bonus of 3, and he has the Command
Skill. This gives his squad a Cohesion of 4 (3++1), which he records
on his Status Mode sheet.

COHESION DAMAGE

In the same way that a Battle-Brother may suffer Damage
to his physical capacitics, he may also suffer Damage to his
ability to connect to his squad and combat morale. This often
comes in the form of some kind of weapon attack, though
it can come from other sources such as Psychic Powers or
unusual environments. This Damage temporarily reduces the
Kill-team’s Cohesion in the same way that weapon Damage
reduces Wounds. This reflects the fact that weight of enemy
fire, the chaos of combat, and particularly devastating weapons
can all place strain on the Kill-team and its ability to function
as an organised battlefield unit.

When a Battle-Brother is in Squad Mode (see page 213),
every time his character suffers 10 or more Damage from one
of the following sources (before reduction from armour of
Toughness) his Kill-tcam will lose a point of Cohesion:

+ A basic ranged weapon with the Accurate quality (such

as a sniper riflc)

+ A weapon with the Blast quality

= Any weapon with the Devastating quality

This Cohesion damage can however be ignored if the
squad leader can pass a Challenging (+0) Command or
Fellowship Test, rallying his men under fire. This test is a
Eree Action and is taken as soon as the damage occurs.

Since damage to Cohesion relics on shock and confusion,
there are limits to the amount that a Kill-team can suffer in a
single combat Round—additional explosions, storms of shells,
and artillery have little additional effect. For this reason, a Kill-
team will only ever suffer 1 point of Cohesion damage each
Turn, with any additional Cohesion damage being ignored.

Creatures with the Fear Trait (sce page 131) canalso canss
Cohesion damage to the Kill-team, but this damage is negates
if the Kill-team Leader succeeds at a Willpower Test (see pass
277 in Chapter IX: The Game Master for full details &5
Fear and how it affects Cohesion).

EXAMPLE

Battle-Brother Palarius and bis Kill-team are in Squad Mode
[fighting a vicious pitched battle with an ork warband. During =
Surious assault, an Ork lobs a stikk bomb into the midst of Palarss
squad, inflicting 13 points of Damage to: Palarius. As Palarius &
in Squad Mode and because a stikk bomb has the Blast qualss
and inflicted more than 10 points of Damage, it may also inflies =
point of Cohesion damage, unless Palarius” squad leader can pas &
Command or Fellowship Test,

RECOVERING LOST COHESION

Cohesion is a resource that must be used wisely by the
team during the course of a Mission and typically they &
only have a handful points at their disposal. There is how
a few ways in which Cohesion can be recovered during pia
restoring the Kill-team's pool, strengthening their oS
of brotherhood and allowing them further access to
Mode abilitics.
One point of Cohesion will be recovered by the Kill- e &
* The Kill-team completes one of their Mission Obj
(see page 230)
+ Any member of the Kill-team spends a Fate Point
+ The GM decides that the Battle-Brothers have compless
a particularly monumental task or roleplayed well 55
bonds of brotherhood within their Kill-team.

EXAMPLE

Palarius and his Kill-team push back an Ork assault, compies '
one of their Mission’s Secondary Objectives. By completing
Objective Palarius’ Kill-team recover a point of Cobesion.

CoOHESION CHALLENGES

Cohesion is not just used to activate Squad Mode ab:lmﬂ *
can also be used to quickly enter Squad Mode or mass
it under certain stresses, or test the Kill-team's trust is &
other and faith in their leader’s abilities. In both cases &5
know as a Cohesion Challenge. To pass this test, a chas
must roll equal or less to his Kill-