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CHANGES TO SAVAGE WORLD RULES 

CHARACTER CREATION 

(the stuff you want to know about) 

 

Character creation is slightly more involved than in regular Savage Worlds, but can be summed up in the 

following steps 

 

STEP 1:  decide how you will generate your character.  You have three choices –  

 1)  roll for your Background and Profession randomly.  If you choose this method you will receive  
one free Edge. 

 2)  select your Background and Profession.  If you choose this method then select your  

Background first, and then pick one of the Professions allowed by that Background. 

 3)  select one of the three nonhuman packages – either Beastman, Ogryn or Ratling.  The  

nonhuman packages cover both the character’s background and profession. 

 

STEP 2:  All characters in this game begin with the Faith skill at d4. 

 

STEP 3:  Assign Attributes.  Note that some of the Backgrounds and Professions may require you to spend  

some of your Attribute Points on specific Attributes. 

 
STEP 4:  Assign Skills.  Note that some of the Backgrounds and Professions may require you to spend  

some of your Skill Points on specific Skills.  Note that some skills have been changed or expanded  

in this setting.  See the section on Skills for more information. 

 

STEP 5:  Select Hindrances.  Characters may have a maximum of one Major Hindrance and two Minor  

Hindrances in addition to those gained from Background and Profession.  A Major Hindrance is 

worth 2 points, and a Minor Hindrance is worth 1 point. 

 For two points you can –  

   - Raise an attribute by 1 die type 

   - Purchase an Edge 

 For one point you can –  

- Gain another skill point 
(note that you cannot gain additional starting money as in normal Savage Worlds) 

 

STEP 6:  Select Edges. Purchase Edges using any points you wish to allocate from Step 5.  If you have a  

free Edge due to rolling randomly for Background and Profession, you should allocate it now.   

Note that a large number of Edges particular to this setting have been added. 

 

STEP 7:  Select your gear.  Unlike Savage Worlds in which gear is purchased, in this setting your gear is  

assigned by your Profession.  Choose among the selections listed for your profession and write the  

choices on your character sheet. 

 

STEP 8:  Litany of Faith.  Choose your character’s Litany of Faith.  The Litany of Faith is important  
because it is one of the ways that characters gain Bennies in this setting. 

 

STEP 9:  Calculate secondary characteristics. 

 



INQUISITOR!  3/15/2011 

Page 5 of 44 

 

NEW SECONDARY CHARACTERISTICS 

INSANITY 
These rules modify the rules for Fear and Terror given in the main Savage Worlds rulebook. 

 

It is the sacred duty of the Inquisition to go to the dark places of the Imperium, to seek out and destroy all 

that might threaten it, and to crush without mercy or hesitation the foes of man.  Individuals serving the 

Inquisition are exposed to terrifying and mind-warping events far outside the knowledge, or even 

imagination of most citizens of the Imperium.  Such terrible insights into the grim darkness can scar the 

mind, and it is the sad fate of many a servant of the Inquisition to sacrifice his sanity for the Emperor. 

 
Insanity is a secondary characteristic, and begins with a default value of 0 (unless otherwise indicated by 

character backgrounds or Hindrances), and ranges as high as 4 (which indicates total, raving insanity).   

 

When a character fails a Terror check or rolls a “1” on his Faith1 die for a Fear check, the character gains 

one Insanity point.  Mark this down on the character sheet.  Insanity points act as negative modifiers for 

future Terror checks, making it more likely that the character will fail in the future.  Insanity Points do not 

affect Fear checks.  In addition, the character rolls on the Minor Trauma table to see what temporary effect 

the failure has.  This replaces the Fear Effects table in Savage Worlds.  See Appendix 1 for the Minor 

Trauma table. 

 

When the die roll on the Minor Trauma table is 11 or higher, the character gains a level of Insanity.  
Increase the character’s Insanity by 1 and erase all Insanity Points.  If this is the character’s first point of 

Insanity roll on the Mental Disability table to determine the character’s form of Insanity.2  Subtract the 

character’s Insanity score from the character’s Charisma score. 

 

Your character’s initial level of permanent insanity is mild, more of a personality quirk than a Hindrance.  

But once the character’s Insanity increases to level 2 the quirk becomes a Minor Hindrance.  When the 

character’s Insanity increases to level 3 the Minor Hindrance becomes a Major Hindrance.  When Insanity 

increases to level 4 the character has gone stark, raving mad and must be “retired” by his companions. 

 

With great effort characters may reduce their Insanity points.  This requires the following steps be taken –  

1. the character must have significant time to relax in quiet, comfortable surroundings 

2. the character must make a pilgrimage to a local shrine, and spend time contemplating its holy 
works 

3. while at the shrine the character must engage in fasting, penance, and mortification of the flesh 

4. the character must spend one Bennie per point of Insanity he or she wishes to remove. 

 

If this is done, the character can remove one or more Insanity points from his or her character. 

 

Levels of Insanity may never be reduced.  Once your character’s Insanity stat increases, it may never be 

decreased. 

 

Optional rule – Holy Madness.  The first time the character gains a level of Insanity, have the character 

make a Spirit roll vs a TN of 8.  If the character succeeds, his or her particular strain of insanity is 
considered “Holy”.  Instead of subtracting from the character’s Charisma rolls, Holy Madness adds to 

them, making the character more charismatic.3 

                                                
1
 The skill “Guts” has been renamed “Faith” in Savage Dark Heresy.  It functions in the same manner as “Guts”.  Remember – all true 

strength comes from the Emperor! 
2
 As an optional rule the GM and the player may agree that a given form of insanity is particularly suitable for the character or 

circumstances. 
3
 If you have ever wondered why so much of the Imperium seems to be run by total nutjobs, this is why. 
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CORRUPTION 

Corruption is a secondary characteristic, and begins with a default value of 0 (unless otherwise indicated by 
character backgrounds or Hindrances), and ranges as high as 4 (which indicates eternal damnation).  

Characters may be required to make Corruption checks due to exposure to warp effects, psychic powers, 

dark sorcery, and daemonic abilities. 

 

When a character fails a Corruption check, the character gains one Corruption point.  Mark this down on 

the character sheet.  Corruption points act as negative modifiers for future Corruption checks, making it 

more likely that the character will fail in the future.  The player must also roll on the Malignancies table 

(see Appendix IIa) to determine what warping effect the Corruption has on him or her. 

 

The effects of Malignancies are semi-permanent.  At minimum they will last until the character is able to 

rest, meditate, fast, and pray to the Emperor for forgiveness and cleansing.  Once this can occur the player 

may roll against an Attribute of his or her choice against a TN of 4.  Current Corruption level and 
Corruption points act as a negative modifier to this roll.  If successful, the character has suppressed the 

effects of the Malignancy.  If the roll is unsuccessful, however, the effects of the Malignancy to not fade 

and remain in effect until the character gains another Corruption point, at which time it is replaced by a 

different Malignancy. 

 

When a character rolls 11 or higher on the Malignancy table, he or she gains 1 level of Corruption.  

Increase the character’s Corruption stat by 1 and erase all Corruption points.  Any Malignancy currently 

affecting the character is also erased. 

 

The first time this occurs, roll once on the Minor Mutation table, as the effects of the corruption in your 

soul begin to manifest by warping your body.  You are now considered to be a mutant, and must tread very 
carefully, concealing your mutation from all but perhaps your most trusted friends within the Inquisition.  

For mutation is heresy, and the penalty for heresy is death. 

 

The second time this happens, you must roll twice on the Minor Mutation table, or once on the Major 

Mutation table. 

 

The third time this happens, you must roll once on the Major Mutation table. 

 

When you gain your fourth point of Corruption your soul is lost.  You are consumed by Chaos and damned 

for eternity.  Run your final combat with your companions if they are there to witness this – destroy as 

many of the puling weaklings as you can before you go down in a blaze of glory! 

 
Neither Corruption Points nor the character’s Corruption characteristic may ever be reduced for any reason.  

Once tainted, the soul is tainted forever. 

 

Optional rule – Unholy Beauty.  The first time the character gains a level of Corruption, have the character 

make a Spirit roll vs a TN of 8.  If the character succeeds, his or her particular strain of Corruption is given 

a form of unholy beauty – no matter how horrible the mutation, somehow others find it oddly alluring and 

attractive.  Instead of subtracting from the character’s Charisma rolls, Holy Madness adds to them, making 

the character more charismatic.4 

 

EVOCATIONS 
In INQUISITOR! characters do not receive free bennies at the beginning of an adventure (characters with 

Luck, Greater Luck, and Charmed are an exception to this).  Instead characters earn bennies through the 

use of Evocations. 

 

                                                
4
 If you have ever wondered how freakish mutants, chaos berserkers, and the like could possibly convince entire planets to revolt 

against the Imperium, now you know. 
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An evocation is a short phrase that inspires both the hearer and the speaker.  Evocations are usually 

snatches of the Imperial litany, quotes from saints, or devotional sayings of the Ecclesiarchy.  A list of 

evocations can be found in Appendix III.  Note that for those phrases that mention the Emperor, characters 

should consider modifying the phrase somewhat to fit their character’s particular views.  A Tech Priest 

might refer to the Omnimessiah, for example, while a Feral Worlder would speak of the Great Star God. 

 
Evocations come in two forms.  The first is the character’s litany of faith.  The litany of faith is an 

evocation which has personal meaning for the character, and which the character often invokes in times of 

stress or trouble.  During character creation you should select one Evocation as a litany of faith for your 

character.  No two characters should have the same litany of faith.  If the character can use his or her litany 

of faith during the course of the game, the player gains a Bennie.  The Litany of Faith may only be used 

once during a given session, but if an adventure stretches over more than one session, it may be used once 

each session. 

 

The second type of Evocation is the aphorism.  At the beginning of an adventure all characters are assigned 

two random Evocations by the GM.  If the character uses his or her aphorisms in an appropriate manner, 

the GM awards the character with a bennie.  Each aphorism may only be used once.   

Characters still receive Bennies as usual for completing a significant part of the adventure. 
 

“The Emperor’s Blessing” – Bennies which are not used by the end of an adventure automatically become 

experience points. 

 

SKILLS 
Unlike Savage Worlds, skills in INQUISITOR!! are subdivided into two different classes – basic skills and 

advanced skills.  Basic skills operate as per the normal Savage Worlds rules for unskilled use (1d4-2).  

Advanced skills, on the other hand, are sufficiently complex (or arcane) that they cannot be used unskilled 

at all. 

 

Basic skills in INQUISITOR! are –  

• Climbing 

• Fighting (unarmed and primitive weapons) 

• Gambling 

• Guts 

• Healing 

• Intimidation 

• Notice 

• Persuasion 

• Shooting (primitive weapons) 

• Stealth 

• Streetwise 

• Survival 

• Taunt 

• Throwing  

• Tracking 

 

Advanced skills in INQUISITOR! are –  

• Driving 

• Fighting (high tech weapons, esoteric weapons) 

• Investigation 

• Knowledge 

• Lockpicking 

• Repair 

• Riding 
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• Shooting (slug guns, high tech weapons, esoteric weapons) 

 

OLD SKILLS REDEFINED 
Certain skills in Savage Worlds have been broken down into subskills, in much the same way that 

Knowledge was divided into specific know ledges.  All of the subskills listed here should be considered 

separate from one another.  Skill with Fighting (High Tech Weapons) for example, does not convey any 

ability whatsoever in Fighting (Esoteric Weapons). 

 

Drive 
Drive is now broken down into four subskills – Drive (primitive vehicles), Drive (ground vehicle), Drive 

(hover vehicle), and Drive (Walker) 

 

Fighting 
Fighting is now broken down into the following subskills – Fighting (unarmed), Fighting (primitive 
weapons), Fighting (high tech weapons), and Fighting (esoteric weapon).  Note that it requires the Edge 

“Esoteric Training” to be able to learn any esoteric weapon, and Fighting (esoteric weapon) allows training 

in a specific esoteric weapon. 

 

Guts   
In the universe of the Imperium, bravery comes from the Emperor.  The skill “Guts” is renamed “Faith”.  It 

operates the same way as the “Guts” skill and is also used to resist the effects of corruption. 

 

Pilot 
Pilot is now broken down into the following subskills – Pilot (civilian craft), Pilot (military craft), Pilot 

(space craft) 
 

Shooting 
Shooting is now broken down into the following subskills – Shooting (primitive weapons), Shooting (slug 

guns), Shooting (high tech weapons), and Shooting (esoteric weapons). Note that it requires the Edge 

“Esoteric Training” to be able to learn any esoteric weapon, and Shooting (esoteric weapon) allows training 

in a specific esoteric weapon. 

 

NEW SKILLS 
 

 

BACKGROUND PACKAGES 
Everyone comes from somewhere, and where you come from in the universe of INQUISITOR! is 

important.  The Imperium is a vast place, but ultimately it is still a Feudal society – very few individuals 

have any say at all over where they live, or what they do for a living.  Player Characters are among the 

lucky few who have the opportunity to rise above their station in life, but even they must contend with their 

past. 

 

All characters receive at character creation one free Origin package, and one free Profession package.  Note 

that some Origin packages are incompatible with some Profession packages. 

 

Players may either choose their Origin and Professional packages in lieu of the free Edge that human 

characters normally receive, or they may roll them randomly and receive a free Edge in addition. 
 

Origin Package (roll 1d8) 

1.  Feral World 
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2.  Forge World 

3.  Hive World 

4.  Imperial World 

5.  Mind Cleansed 

6.  Noble Born 

7.  Schola Progenium 
8.  Void Born 

ORIGIN PACKAGE – FERAL WORLD 
Feral worlders are born to a world trapped in barbarism.  They are natural 

survivors and are generally big, strong, and tough. 

 

Iron Constitution:  +2 to resist the effects of poisons or toxins.  The character 

receives a +2 to his Vigor roll when rolling to avoid death on the Incapacitation 

table. 
Primitive:  the character receives a -2 to all social interaction tests made in formal 

or civilized surroundings 

 

Attributes:  Strength d6, Vigor d6, 3 Attribute points 

Skills:  Survival d6, 13 Skill points 

 

Available Professional Packages (roll 1d4):    

1.  Assassin  

2. Guardsman   

3. Psyker 

4.  Scum 
 

ORIGIN PACKAGE – FORGE WORLD 
Born on a world overseen by the Adeptus Mechanicus, and raised in the cult of the Machine God, Forge 

Worlders possess a greater than average knowledge of the arcane art of science. 

 

Fit for Purpose:  depending on your Professional Package, increase one attribute by one step.  Adept – 

Smarts, Assassin – Agility, Guardsman – Strength, Scum – Spirit, Tech-Priest – Vigor. 

Stranger to the Cult – you were brought up in the Cult of the Machine, not the Ecclesiarchy as are most 
citizens.  Your Charisma is -2 when dealing with members of the Ecclesiarchy in formal situations. 

 

Attributes:  Smarts d6, 4 Attribute Points 

Skills:  Knowledge (Cult Mechanicus) d4, 14 Skill Points 

 

Available Professional Packages (roll 1d6):   

1:  Adept  

2:  Assassin  

3:  Free Trader 

4:  Guardsman  

5:  Scum  
6:  Tech-Priest 
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ORIGIN PACKAGE – HIVE WORLD 
The product of one of the Imperium’s vast, crowded hive cities, Hivers are self-
sufficient and experienced in navigating the teeming crowds of their homes. 

 

Accustomed to crowds:  Hive World characters do not suffer a -2 Modifier for chases 

due to the dense, crowded conditions common in Hive Worlds. 

 

Caves of steel:  All Hivers are at least mildly familiar with technology – it surrounds 

them from birth.  Treat “Repair” as a Basic skill (you may attempt it at 1d4-2) 

 

Hivebound:  -2 to all skill tests when in a non-artificial environment. 

 

Attributes:  5 Attribute points 

Skills:  Climb d4, Knowledge (Home Hive) d4, 13 Skill Points 
 

Available Professional Packages (roll 1d10) 

1.  Arbitrator  

2.  Assassin  

3.  Cleric  

4.  Free Trader 

5.  Guardsman 

6.  Hive Mutant 

7.  Psyker  

8.  Scum 

9.  Tech-Priest 
10.  Roll again 

 

 

ORIGIN PACKAGE – IMPERIAL WORLD 
Much of humanity hails from one of the civilized worlds of the Imperium, 

where, despite bewildering diversity, faith in the Imperium and the God-

Emperor is strong.  Imperial Worlders are well-rounded and adaptable. 

 
Citizens of Imperial Worlds have no special talents or unique abilities.  

Neither do they have special or unique flaws. 

 

Attributes:  5 Attribute Points 

Skills:  Knowledge (Imperial Creed) d4, Knowledge (Imperium) d4, 13 Skill Points. 

 

PROFESSIONAL PACKAGES (roll 1d10) 

1.  Adept  

2.  Arbitrator  

3.  Assassin  

4.  Cleric  
5.  Free Trader 

6.  Guardsman 

7.  Navigator 

8.  Psyker  

9.  Scum  

10.  Tech-Priest 
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ORIGIN PACKAGE – MIND CLEANSED 
The mind cleansed have been emptied of identity, and their memories wiped out.  
They have been remade by the Inquisition to serve the Holy Ordos. 

 

Engram Implantation – your mind is a slate, upon which your masters have written.  

Begin play with one skill advance (this works exactly like a normal skill advance). 

 

Failsafe Control – your mind has been implanted with a failsafe command that is 

known only to your master (the Inquisitor).  With it your master may give you secret 

instructions.  You must obey these instructions – you have no choice and no possibility of resisting. 

 

Imperial Conditioning – you gain +2 to defend against any attempt to control your mind by any means 

(except, of course, the Failsafe Control) and gain +2 on all Fear tests. 

 
Through a Mirror Darkly – you begin the game with an Insanity rating of 1. 

 

Attributes:  5 Attribute Points 

Skills:  15 Skill Points 

 

Available Professional Packages (roll 1d6) 

1.  Arbitrator  

2.  Assassin  

3.  Cleric  

4.  Guardsman 

5.  Psyker  
6.  Tech-Priest 

ORIGIN PACKAGE – NOBLE BORN 
Privileged individuals, raised in wealth and steeped in tradition and etiquette.  They 

generally prefer charm and guile over brute force, though there are exceptions. 

 

Choose one of the following: 

 

Etiquette:  Gain +2 to Persuasion attempts vs. Nobles and those of high rank. 
OR 

Connections (Other Nobles) (as per the SW Edge) 

OR 

Wealth (as per the SW Edge) 

 

Vendetta:  another noble house has it out for you and yours, and you feel the same way about them. 

 

Attributes:  5 Attribute Points 

Skills:  15 Skill Points 

 

Professional Packages (Roll 1d8) 
1.  Adept  

2.  Arbitrator  

3.  Assassin 

4.  Cleric  

5.  Guardsman 

6.  Navigator 

7.  Scum 

8.  Reroll 
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ORIGIN PACKAGE – SCHOLA PROGENIUM 
Orphans of Imperial servants, trained in mind, body, and spirit from birth by the 
Adeptus Ministorum.  They are devoted to the Imperial cult, and guided by their faith in 

the Emperor. 

 

Schola Education:  Treat all Advanced skills except Knowledge and Lockpicking as 

though they were Basic skills (you can do attempt them rolling 1d4-2).  This includes 

the use of advanced and esoteric weapons. 

 

Sheltered Upbringing:  -2 to Charisma when dealing with the worst dregs of society 

(criminals, scum, naro-addicts, etc.).  -2 to defend against Taunt (though not Intimidate). 

 

Tempered Will:  whenever you must roll to resist gaining Corruption or Insanity points, gain a +1 bonus. 

 
Starting Attributes:  Smarts d6, 4 Attribute Points 

Starting Skills:  Knowledge (Imperial Cult) d4, Knowledge (Imperium) d4; 13 Skill Points 

 

Professional Packages (1d10) 

1-2:  Adept 

3-4:  Arbitrator  

5-6:  Cleric 

7-8:  Guardsman 

9-0: Sororitas 

 

ORIGIN PACKAGE – VOID BORN 
Born from the bloodlines of star travelers, the void born have spent most of 

their lives in space, within the metallic bastions of great vessels.  They tend to 

be lucky and strong-willed. 

 

Charmed:  you gain 1 extra Benny per adventure (note that this is cumulative 

with Lucky and Very Lucky) 

 

Ill-omened:  your Charisma is at -2 for all dealings with non-Void Born. 
 

Shipwise:  Repair is a Basic skill for you.  You never suffer from negative modifiers for operating in Zero 

Gee. 

 

Frail:  Strength and Vigor tests are at -1 when in a normal gravity environment. 

 

Attributes:  Agility d6, 4 Attribute Points 

Skills:  15 skill Points 

 

Professional Packages (roll 1d10): 

1.  Adept 
2.  Arbitrator 

3.  Assassin 

4.  Cleric 

5.  Free Trader 

6.  Imperial Psyker 

7.  Navigator 

8.  Scum 

9.  Tech-Priest 

10.  Reroll 



INQUISITOR!  3/15/2011 

Page 13 of 44 

 

PROFESSION PACKAGE – ADEPT 
Adepts are wise and learned scholars, or at least they hope to be so one day.  They are 

skilled in languages and knowledge, and are often the brains of the group. 

 

Choose 1 skill among the following at d6.  Others are at d4. 

Knowledge (Copyist) or Knowledge (Valet), Knowledge (Imperium), Knowledge 

(Legends), Knowledge (Tech). 

 

Choose 1 Edge from among the following (plus Literate): 

 Light Sleeper, Resistance (Cold), Sprint, Unremarkable 

 

Weapon Skills:  none 

 
Starting Equipment:  staff, Administratum robes (common quality), writing kit or auto-quill, chrono or 

hourglass, dataslate or illuminated tome, backpack. 

 

PROFESSION PACKAGE – ADEPTAS SORORITAS 
To be a sister of the Adeptas Sororitas is to have a holy and divinely ordained calling 

to do the Emperor’s will, to lead the faithful by example, and to punish and destroy 

the heretic whenever and wherever it is found. 
 

Choose 1 skill among the following at d6.  Others are at d4. 

Knowledge (Imperial Creed), Knowledge (Singer), Knowledge (Copyist) 

 

Edges:  Pure Faith (Plus Literate) 

 

Weapon Skills:  Shoot (High Tech weapons) 

 

Starting Equipment:  club, flail, or staff; las pistol and charge pack, carapace chest plate and mesh cowl or 

feral plate, aquila necklace, chaplet Ecclesiasticus (a devotional  icon-amulet), vestments (Good quality 

clothing), 4 candles, writing kit, copy of the Rule of the Sororitas, ring of suffrage. 

 

PROFESSION PACKAGE – ARBITRATOR 
Arbitrators are the Imperium’s tough law-keepers and judges.  They ensure that the 

Imperium’s laws are maintained while also acting as executioners for rebels, 

seditionists, and troublemakers.  More than mere planetary police, they belong to the 

Adeptus Arbites, a galaxy spanning law enforcement organization. 

 

Choose 1 skill among the following at d6.  Others are at d4. 
Knowledge (Adeptus Arbites), Knowledge (Imperium), Knowledge (Imperial Law) 

 

Choose 1 Edge from among the following: 

 Quick Draw, Rapid Reload 

 

Weapon Skills:  Shoot (slug guns) 

 

Starting Equipment:  shotgun and 12 shells, club, brass knuckles, knife, chain coat or flak vest or mesh 

vest, Arbitrator uniform (Good quality clothing), 3 doses of Stimm & injector, Arbitrator ID, chrono, pack 

of lho sticks or flask of amasec. 
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PROFESSION PACKAGE – ASSASSIN 
Assassins are skilled killers, adept at getting close to the target and ending 

their days.  Some are cold-blooded executioners who revel in bloodshed.  

Others are consummate professionals who take great pride in their art. 

 

Choose 1 skill among the following at d6.  Others are at d4. 

Notice, Stealth, Climb 

 

Choose 1 Edge from among the following: 

 Ambidextrous, Catfall, Unremarkable 

 

Weapon Skills:  Shoot (slug guns), Shoot (high tech weapons), Fight (high tech weapons) 

 
Starting Equipment:  Hunting Rifle & 16 rounds or Autorifle & 1 clip, sword, knife, compact laspistol & 1 

charge pack or 10 throwing knives, 3 doses of stimm, corpse hair charm, black bodyglove (Common 

quality clothing). 

PROFESSION PACKAGE – CLERIC 
Clerics are the priests of the Emperor, members of a vast organization known as the 

Ecclesiarchy.  They are charismatic and capable leaders, as well as respected figures 

of authority. 
 

Choose 1 skill among the following at d6.  Others are at d4. 

Knowledge (Copyist) or Knowledge (Cook) or Knowledge (Singer) or Knowledge 

(Valet), Knowledge (Imperial Creed), Knowledge (Ecclesiarchy) 

 

Choose 1 Edge from among the following: 

Charismatic [if Spirit d8+] or Attractive [if Vigor d6+] (plus Literate) 

 

Weapon Skills:  Shoot (slug guns) 

 

Starting Equipment:  Hammer or sword, stub revolver and 6 bullets or auto pistol and 1 clip, crossbow & 

10 bolts or 5 throwing knives, chain coat or flak vest, Aquila necklace, Ecclesiarchy robes (Good quality 
clothing), 4 candles, skull charm, backpack 

 

PROFESSION PACKAGE – FREE TRADER 
Free Traders are those granted a charter by the Adeptus Terra to carry on trade 

between planets as they choose.  They travel throughout the sector in their run-

down, beat-up vessels, eking out a living as best they can.  The vessel and crew of a 

Free Trader provide ample cover for an Inquisition team, and Free Traders are often 
skilled leaders. 

 

Choose one skill among the following at d6.  Others are at d4. 

 Intimidate, Knowledge (Imperium), Lore (Astromancy), Persuasion 

 

Edges:  Ship 

 

Weapon Skills:  Any one shooting skill + any 1 fighting skill 

 

Starting Equipment:  laspistol and 1 charge pack or hand cannon or plasma pistol and one power cell, 

sword, micro-bead, void suit, set of fine clothing, xeno-pelt cloak, flak armor  
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PROFESSION PACKAGE – GUARDSMAN 
Guardsmen are the fighters, killers, warriors of the 41st millennium.  Some may be 
part of a formal army, or even part of the Imperial Guard.  Others may be nothing 

more than mercenaries and thugs.  Some may even be convicted criminals, fitted 

with explosive collars and sentenced to serve in the penal legion to pay for their 

crimes. 

 

Choose 1 skill among the following at d6.  Others are at d4. 

Knowledge (War), Drive (Ground Vehicle) or Ride or Swim 

 

Edges:  none 

 

Weapon Skills:  Shoot (slug guns), Shoot (High Tech weapons) 

 
Starting Equipment:  sword or axe or hammer, flintlock pistol & 12 shots or las pistol & 1 charge pack, 

lasgun and 1 charge pack, knife, Guard flak armor or street clothes (Common quality clothing), 1 week of 

corpse starch rations, mercenary license or explosive collar (still attached), copy of “The Imperial 

Infantryman’s Uplifting Primer” 

 

PROFESSION PACKAGE – HIVE MUTANT 
Hive mutants are the result of a hive population’s exposure to radiation, pollution, 
carcinogens, and diseases spread through the confined spaces.  Mutants are generally 

considered to be outcasts, and in some places are killed on sight, but larger hives 

usually tolerate some mutants for use as a brute labor force.  Hive mutants generally 

live short and brutal lives, and because of the conditions under which they exist are 

quite tough and survival minded. 

Choose 1 skill among the following at d6.  Others are at d4. 

 Gambling, Streetwise, Survival 

 

Roll for 2 minor mutations 

 

Edge:  Mutant hide:  gain +1 to Toughness 

 
Hindrance:  Mutant:  -2 to Charisma 

 

Weapon Skills (Choose 1 at d6, the others at d4):  Fight (unarmed), Fight (primitive weapons), Shoot 

(primitive weapons), Throwing 

 

Starting Equipment:  choose 1:  knife, sword, axe, or maul; choose 1:  6 throwing knives or bow and 12 

arrows or blunderbuss and 6 shots worth of ball and powder or flintlock and 6 shots worth of ball and 

powder. 

 

PROFESSION PACKAGE – IMPERIAL PSYKER 
Psykers are otherworldly individuals with supernatural powers.  They have many and 

varied abilities.  These powers come with a terrible price, however, for each psyker is a 

doorway to the hellish dimension of the immaterium, home to daemons. 

 

Choose 1 skill among the following at d6.  Others are at d4. 

Psyniscience, Knowledge (Merchant) or Knowledge (Soothsayer) 

 

Edge: Arcane Background (Psyker), (Plus Literate) 
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Weapon Skills:  Shoot (Slug Guns) or Shoot (High Tech weapons) 

 

Starting Equipment:  compact slug gun and three bullets or compact laspistol and 1 charge pack, knife, 

quilted vest, tatty robe (Poor Quality clothing), book of Imperial Saints or Imperial Tarot or dice, 

sanctioning brand (on forehead or other obvious location). 

PROFESSION PACKAGE – NAVIGATOR 

Choose one skill among the following at d6.  The rest are at d4 

 Lore (Navis Nobilite), Forbidden Lore (Warp), Lore (Astromancy) 

 

Edge:  Arcane Background (Navigator) (plus Literate) 

 

A Navigator must choose (or roll randomly if the character is being randomly 

generated) one of the following backgrounds to represent their Noble House. 

1-2:  NOMADIC HOUSE  (Void Born only) – your Navigator house has 
forsaken ties of sector and system, relinquishing their terrestrial holdings.  

Instead these families have taken wholly to the stars and become wanderers 

and gypsies, their lines preserved in vast fleets of ships, always on the move.  

Nomadic Houses of Calexis Sector include Term’L, Xan’Tai, and Aleene. 

 A Taste for the Warp – you may spend a bennie to automatically 

succeed in the use of a Navigator  

power.  For each additional Bennie you spend you gain one raise. 

Scorn of Dirt Dwellers – you gain -2 Charisma for all dealings with non-Void Born.  This is 

cumulative. 

Mutation – you begin the game with one random Minor Mutation, rolled on Appendix IIb. 

 
3-4:  SHROUDED HOUSE (any Background) – Shrouded Houses have suffered great loss or 

shame, and have elected to move their holdings to the very edge of known space where they cling 

to the last vestiges of power.  Shrouded Houses of Calexis Sector include the Modar, Yeshar, and 

Cedd. 

A Gaze to Pierce the Soul – you begin play with “Gaze into the Abyss” as a bonus power 

Mercantile Opportunist – you gain the Major Hindrance “Greedy” 

Mutation – you begin the game with one random Minor Mutation, rolled on Appendix IIb. 

 

5-6:  RENEGADE HOUSE (any Background) – some of the Navigator Houses have completely 

forsaken the traditions and practices of the Navigator families in their quest for power, or may 

have been turned on by the remainder of the Navis Nobilitie, harrowed, and driven into exile.  

They tamper with the genes of their children in an effort to improve their lot.  Renegade Houses of 
the Calexis Sector include the Gazmati and the Nostromo. 

The Fruits of Corrupted Blood – the character begins play with an additional Navigator power.  In 

addition, the Navigator gains a +2 bonus to all rolls to use Navigator powers. 

Unchecked Mutation – the character begins play with 1 level of Insanity, and 1 level of 

Corruption. 

Mutation – you begin the game with two random Minor Mutations, rolled on Appendix IIb. 

 

Weapon Skills:  none 

 

Starting equipment:  Emperor’s tarot deck, silk headscarf, robes (superior quality clothing), charm 
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PROFESSION PACKAGE – SCUM 
Scum are the criminals, con men, outcasts, gangers, thieves, and desperados of 

the Imperium.  They are the flotsam and jetsam of society.  They possess 

numerous skills that are highly useful for quasi-legal tasks. 

 

Choose 1 skill among the following at d6.  Others are at d4. 

Knowledge (Imperium), Climb, Notice, Persuasion 

Choose 1 Edge from among the following: 
 Ambidextrous or Unremarkable 

 

Weapon Skills:  Shoot (slug guns) 

 

Starting Equipment:  autorifle and 1 clip or autopistol and 1 clip, brass knuckles or club, knife, quilted vest 

or beast furs, street clothes or rags or dirty coveralls (Poor Quality clothing) 

 

 

PROFESSION PACKAGE – TECH-PRIEST 
Tech Priests are the guardians of machine spirits, and the preservers of the 

traditions of tech.  They tend to the incredibly arcane machines and learn many 

mysteries, such as the rites of ignition and the art of maintenance. 

 

Choose 1 skill among the following at d6.  Others are at d4. 

Language (Tech Tongue), Repair, Knowledge (Copyist) 

 

Choose 1 Edge from among the following (plus Literate): 

 Binary Chatter, Chem Geld, Feedback Screech, Light Sleeper, Rapid 

Reload,  
Resistance (Cold), Sprint, Technical Knock  

 

Weapon Skills:  none 

 

Starting Equipment:  Metal staff, knife, flak vest, glow lamp, data-slate, 

Mechanicus robes and vestments (Good Quality clothing), 1d10 random parts, vial of Sacred Machine Oil, 

Mechanicus Implants5 

 

NONHUMAN PACKAGES 

There are three types of nonhumans typically associated with the Inquisition – Beastmen, Ogryn and 

Ratlings. 

 

Beastmen are a race spawned of Chaos, and are generally shunned and reviled by all.  A small number of 

them have turned away from the worship of the Ruinous Powers, and seek to atone for the sin of their 

nature by providing the Emperor with the blood of His enemies – and their own. 

 

Ogryn are a huge, muscular offshoot of humanity. They are very strong, very tough, and very dumb.  They 
are typically used as muscle and bodyguards. 

 

Ratlings are somewhat the opposite of Ogryn – they are small, dexterous, and weak.  They are typically 

used as scouts. 

                                                
5
 This includes Electro-Grafts, Electoo inductors, a Respirator unit, a Cyber-Mantle, a Potentia Coil, and Crainial Circuitry.  These 

have no initial effect on game play (other than making your character look weird) but allow for upgrades in the future that will allow 

your character to make use of those nice “Tech Priest Only” talents. 
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Neither Beastmen, Ogryn nor Ratlings gain the benefits of Origin or Professional Packages.  All that is 

built in to the racial package. 

 

BEASTMAN 

Blood for the Emperor:  Beastmen all have the “Berserk” edge 

Heads for the Emperor:  Beastmen all have the “Mighty Blow” edge, and ignore 

the minimum requirements for it. 

Abhuman:  Beastmen have a -2 Charisma modifier when dealing with non-

Beastmen.  Beastmen may never achieve Legendary status, and may never take any 

Edges that require Legendary status. 

Children of Chaos:  Beastmen begin the game with one level of Corruption. 

 

Attributes: no attribute requirements.  5 Attribute Points 

Skills (all at d4):  Fight (Primitive Weapons), Forbidden Lore (Chaos), Knowledge 

(Imperial Cult), Survival, 15 Skill Points. 
 

Gain the Edge “Woodsman” if the character meets the prerequisites for it.6 

 

Starting equipment:  choice of one of the following:  (long sword or battle axe or hammer and buckler, 

great sword or great axe or maul or halberd), beast furs, loincloth (poor quality clothing), 2d6 primitive 

Ecclesiarchy fetishes and totems 

OGRYN 

Large:  Ogryn get +2 to all their Toughness tests because of their large size and 

bulk 

Strong:  Ogryn gain a bonus of one step to their Strength 
Dumb:  Ogryn may never raise their Smarts above a d4 

Abhuman:  Ogryn have a -2 Charisma modifier when dealing with non-Ogryn.  

Ogryn may never achieve Legendary status, and may never take any Edges that 

require Legendary status. 

 

 

Attributes:  STR d67, Vigor d6, 3 Attribute Points 

Skills (all at d4):  Climb, Fight, Knowledge (Imperial Creed), Knowledge (War) 15 Skill Points 

 

Choose 1 Edge from the following: 

 Fast Healer, Hard to Kill, Nerves of Steel, Scythian Armpit Lice 

 
Weapon Skill:  Fight (Primitive Weapons), Special (Ogryn Ripper Gun8) 

 

Starting equipment:  Ogryn Ripper gun and 1 drum of ammunition, club or axe or hammer, mesh armor 

vest, uniform (Good Quality clothing), 1d10 random pieces of junk, holo-triptych of the Emperor. 

 

                                                
6
 This is an exception to the rule stating that Professional Packages are not used in this setting. 

7
 The bonus for the Ogryn’s “Strong” talent is not included in this, so all Ogryns begin with a minimum of d8 Strength. 

8
 The Ogryn Ripper gun is a large bore automatic shotgun designed specifically for Ogryn.  It is the only ranged combat weapon they 

have been successfully taught to use, primarily due to their love for the loud noise and the fact that the weapon can double very 

successfully as a club. 
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RATLING 

Small:  Ratlings Vigor may never be raised above d6. 

Agile:  Ratlings gain a bonus of one step to their Agility 

Clever:  Ratlings receiva a bonus of one step to their Smarts 

Abhuman:  Ratlings have a -2 Charisma modifier when dealing with non-
Ratlings.  Ratlings may never achieve Legendary status, and may never take 

any Edges that require Legendary status. 

 

Attributes:  Agility d6, 4 Attribute Points 

Skills:  Fight, Sneak, Knowledge (Imperial Creed), Knowledge (War), 15 

Skill Points 

 

Choose 1 talent from the following: 

 Quick, Level Headed, Steady Hands, Trademark Weapon (shooting only) 

 

Weapon Skill:  Shoot (Slug Guns), Shoot (High Tech Weapons) 
 

Starting equipment:  Hunting Rifle and 10 rounds of ammunition or long las and one power pack, red dot 

laser sight, Guard uniform (Good quality clothing), 1 week vermin jerky, cooking pot 
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EDGES 

BACKGROUND EDGES 
These are Edges that can only be taken at Character Creation.  All characters get one Background Edge for 

free.  Note that it is your Background edge(s) that have likely brought you to the attention of your 

Inquisitor, so choose them wisely. 

 

Alertness [Any] – as per Savage Worlds 

 

Ambidextrous ( [Any], Agility d8) – as per Savage Worlds 

 

Arcane Background – only available through Imperial Psyker and Navigator packages. 
 

Arcane Resistance – not used. 

 

Improved Arcane Resistance – not used. 

 

A Shadow Over Thy Soul [Psyker] – you have, prior to your sanctioning, been psychically assaulted by a 

being from the warp and managed to emerge from the battle victorious, a rare feat!  Gain “Forbidden Lore 

(Daemonology)” at d4.  You gain +1 to resist Psychic attacks, Insanity, and Malignancy tests.  You gain 1 

level of Insanity and Corruption. 

 

Astral Knives ([Assassin] Void Born) - you are a member of a proscribed Imperial Death Cult, dedicated to 
keeping humanity safe during travel between the stars.  If difficulties are encountered when traveling the 

Void, members of the Astral Knives carry out a “sacrifice” to ensure the Emperor’s protection.  Gain the 

skills “Knowledge:  Astral Knives”, and “Forbidden Knowledge (Warp)” at d4 and improve your Stealth 

by one die type.  Gain the Hindrance “Guardian of the Warp”9. 

 

Attractive ([Any], Vigor d6) – as per Savage Worlds 

 

Very Attractive ([Any], Attractive) – as per Savage Worlds 

 

Battlefleet Calixis [Void Born] -  you were born and have lived your entire life aboard one of the immense 

vessels of the Sector Naval fleet.  You gain +2 to all Shooting and Fighting rolls when your back is against 

a solid wall or you are in a confined space.  However, you find combat particularly disorienting in open 
spaces.  When drawing for Initiative in open spaces draw 2 cards and take the worst of the two. 

 

Beast Slaver [Scum] -  you worked for a time in one of the fighting pits of the carnivora, working with 

vicious creatures for the organization known as the Beast House, a secret empire built on pain, suffering, 

and bloodshed.  Gain “Knowledge (beasts)” d4, Connection (Beast House), and gain +2 to Intimidation, 

Taunt, and Persuasion vs. beasts. 

 

Berserk [Arbitrator, Guardsman, or Hive Mutant] – as per Savage Worlds 

 

Calamity [Free Trader] – in your prior career your ship underwent some sort of hideous calamity.  Perhaps 

you were stranded in the Warp for an extended period, or plague swept through your crew, or your ship was 
damaged in a far-off sector where repair was almost impossible.  It is likely that only chance intervention 

by the Inquisition saved you from death.  Gain the Edge “Light Sleeper” and your choice of either +1 to 

your Toughness or “Nerves of Steel” (if your character qualifies for that Edge).  You also have the 

Hindrance “Bad Luck” 

 

                                                
9
 If your character ever encounters difficulty or danger as a result of warp travel, the character must seek out a “sacrifice” and kill 

them in order to return the Emperor’s blessing to the journey. 
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Calixian Pattern Killings [Arbitrator] – prior to joining the Inquisition you participated in the ongoing 

sector-wide Arbites investigation of a string of gruesome murders which have been occurring on various 

planets for over two centuries.  You may either increase your Smarts by one die type, or increase Notice 

and Investigate by 1 die type. 

 

Cold Guild Courier [Scum]:  you worked for a sector-wide smuggler’s organization known as the Cold 
Guild, moving high-value, high-risk cargos such as weapons, xenos artifacts, and contraband.  You have 

spent decades in cold sleep, ferrying cargo between the stars.  Increase your Notice by one die type.  

Decrease your Toughness by 1.  Gain Connection (Cold Guild), and Luck. 

 

Dark Voyage [Navigator] – you have traveled on a voyage that few survive, trapped in a warp storm aboard 

a ship with a failing Geller field, you have seen things that none should ever witness – you have seen the 

dead walk, the bulkheads bleed, you have heard creatures of the Warp clawing at the hull, and have had to 

kill fellow crewmen gone mad.  You have stared into the abyss and lived.  Gain “Forbidden Lore (Warp)”, 

and “Forbidden Lore (Chaos)” both at d4, and gain the Edge “Strong Willed” for free as soon as you 

qualify for it.  Gain one level of Insanity. 

 

Dusk Born [Feral Worlder only]:  You were born on the Feral world of Dusk, a planet with a dark and evil 
reputation.  You begin the game with an Insanity and Corruption of 1 each.  Work out the effects as normal.  

Any time you roll on the Insanity or Malignancy table and do not roll 11+ you may roll again and choose 

which result to apply. 

 

Empty Men of Sinopia Magna ( [Arbitrator], Imperial Worlder only)– you participated in the purging of a 

heretical tech-cult in the city of Sinopia Magna, an event with haunts you to this day.  Gain the Edge 

Hatred (Logicians), and Danger Sense.  You also gain one level of Insanity. 

 

Fast Healer ([Any], Vigor d6) – you gain +2 to all your natural Healing checks 

 

Gunmetal City Hiver [Hive Worlder]– your character hails from the Hive of Gunmetal City, renowned for 
the production of guns.  You grew up among the gun cults and learned the Way of the Gun from a young 

age.  If gain basic skill (d4) in Shooting (Primative Weapons)(Slug Guns), and (High Tech Weapons).  If 

your Professional Package already gives you basic skill ad one or more of these, increase it by a die type.  

However, if for any reason you are ever without a useable gun (disarmed, caught unawares, out of 

ammunition, etc.) you suffer a -2 on all tests. 

 

High Vendetta [Navigator] – you consider yourself to be an honorable and worthy individual, and your 

family and house to be the same.  Long ago your house became involved in a vendetta with another.  Since 

that time much blood has been spilt and many lives lost, but the battles yet continue.  You became actively 

involved in prosecuting this vendetta for your family, and were only saved by the intervention of the 

Inquisition.  Though you have sworn to leave your family’s battles behind in service to the Inquisition, the 

shadow of the vendetta has molded you into who you are today.  Gain the Edge “Hard to Kill” if you 
qualify for it – otherwise you gain the Edge as soon as you meet the requirements.  Gain the skill 

“Investigation” at d4 or improve it by one die type.  Gain the Major Hinderence “Vengeful”. 

 

Latent Psyker [Smarts d8] – your character has latent and largely uncontrolled psychic abilities.  Roll for 

one random minor psychic ability.  You have the Arcane Ability:  Psionics skill at d4, but do not roll a 

Wild die when using it.  Because your abilities are untried and untrained, you are particularly vulnerable to 

corruption and insanity (the latter brought on by guilt over your potential heresy).  You are at -2 for all 

Insanity checks and -4 for all Corruption checks until your powers fully manifest. 

 

Luck [Any] – as per Savage Worlds 

 
Great Luck ([Any], Luck) – as per Savage Worlds 

 

Living Nightmare ([Imperial Psyker only], Smarts d8) - Increase Spirit by 1 die type, Gain +2 to resist 

Psychic Powers, Immune to Detect Aura (Psychic) and Puppet. 
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Maccabean  [Imperial Worlder]– you were born and raised on the Imperial Shrine World of Maccabeus 

Quintus, one of the holiest worlds of the sector.  Maccabeus Quintus is a harsh world of salt flats dust laden 

winds, and a distant sun.  You suffer a -2 to all Notice tests, and reduce your Toughness by 1.  However, 

you automatically gain the Resist (Cold) Talent.  You are also beloved of the God-Emperor, and receive an 

extra Evocation at the beginning of each adventure, which allows you to earn an extra Bennie. 
 

Malygrisian Tech Heresy ([Tech Priest] Forge World or Void Born) – the infamous renegade Magos 

Umbra Malygris, known within the Inquisition as Malygris the Damned, led a heretical tech cult which 

flourished within the Malfian sub-sector three centuries ago.  Despite the efforts of the Adeptus 

Mechanicus and the Inquisition to purge this heresy, elements remain in hiding even to this day.  Followers 

of the Malytrisian Tech Heresy (and their masters) walk a dangerous path – on the one hand such Tech 

Priests have knowledge of hidden lore that few others can match.  On the other hand, such individuals are 

already steeped in shadow, and their souls are in peril.  Gain +2 on all Forbidden Knowledge rolls, 

regardless of whether you possess the skill or not.  Gain one level of Insanity and one level of Corruption.  

Should your background as an adherent of the Malygrysian Tech Heresy ever be made generally known, 

you will gain the major Hinderence “Enemy:  Adeptus Mechanicus”. 

 
Mendicatine Missionary [Cleric]– you have dedicated your life to an order of missionaries who minister to 

the Imperial fold and protect the faithful among the stars.  Improve the following skills by one die type:  

Healing, Knowledge (Imperium), Knowledge (legends), Persuasion, Survival.  You also have the Flaw 

“Poverty”.  

 

Moritat [Assassin] – you are a member of an Imperial Death Cult, one that believes that the only way for 

the Imperium to be maintained is through the merciless application of violence and death.  You are 

dedicated to bringing an end to the Emperor’s enemies, considering it to be a mystical charge.  You believe 

in ending the lives of the Emperor’s foes personally, and tend to disdain ranged weapons in general, and 

those without an edge in particular.  Increase your Fighting by one die type.  You do +2 damage with any 

weapon that has an edge (including throwing knives, arrows, mono-swords, etc.).  Gain one level of 
Insanity. 

 

Munitorium Quaesitor ( [Adept], Smarts d8) – prior to your selection to serve with the Inquisition, you 

were a minor functionary of the Departmento Munitorium, which oversees supply of the Imperial Guard.  

You worked to weed out corruption and make certain that supplies got to the troops and were not sold off 

to Hive gangers in exchange for profit.  You gain the skills Notice, Investigate, and Shooting (high tech 

weapons) at d4 (if you already have them at d4 increase them by 1 die) 

 

Noble – not used (replaced by Noble Born background) 

 

Penitent [any] – you have, at some point, given yourself over to the powers of Chaos.  You have been a 

heretic, an adorer of demons, a follower of the ruinous powers.  Of those who become the Lost and the 
Damned, very few are able to free themselves, and even fewer are given the opportunity for repentance by 

the Inquisition.  You are one of the very lucky few who have been granted the opportunity to make up for 

your sins.  Take any two Forbidden Lore skills at d4.  You receive the Edges “Flagellent”, “Insanely 

Faithful”, and “Dark Soul” even if you do not normally qualify for them.  You may choose any two of the 

following: 

• 1 level of Insanity 

• 1 level of Corruption 

• 1 major mutation 

You may choose the same Hindrance more than once.  You do receive one level of Insanity for “Insanely 

Faithful” in addition. 

 
Pirate [Free Trader] – prior to joining the Inquisition you led the life of a pirate, preying on shipping within 

the Calixis Sector.  Eventually Imperial Justice caught up with you, but you were saved from death in 

exchange for your service to the Inquisition.  Choose one of the following: 

• Wanted Fugitive - gain “Connections: Underworld” & “Major Enemy:  Adeptus Arbites” 
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• Sold Out - gain “Danger Sense” & “Major Enemy:  Underworld” 

• Judged and found wanting – your ship gains one extra component – “Murder Servitors” for free.  

Gain the Flaw “Failsafe Control” as per the “Mind Cleansed” package. 

In addition, you gain “Knowledge (Calixis Sector)” and “Forbidden Lore (Warp)” both at d4. 

 

Quick ([Any], Agility d8+) – as per Savage Worlds 
 

Redemptionist Firebrand [Cleric] – you were born and raised in the Cult of the Red Redemption.  Increase 

Intimidation and Faith by one die type.  You gain a +2 to your ability to use Flamers.  Gain one level of 

Insanity and Death Wish. 

 

Red Vaults of Luggnum (Novice [Arbitrator]) – you were part of the initial investigation team sent to 

Luggnum to investigate dark rumors of misrule by one of the local nobles, and were one of only a handful 

to survive.  Increase your Vigor by one die type and gain the Jaded Edge.  You also gain one level of 

Insanity. 

 

Rich – not used 
 

Filthy Rich – not used 

 

Scholar of the Colleges Hitaireia Lexis ( [Adept], Imperial World or Noble only) – you belong to a secret 

organization devoted to learning and the higher arts.  It is regarded with suspicion by many, and there have 

been many attempts to purge it, but it has survived.  You gain Knowledge (Hitaireia Cyphers), Knowledge 

(Forbidden Lore) and any one INT skill at d4. 

 

Scythian Armpit Lice [Ogryn] -  The Ogryn is infested with Scythian Armpit lice, a large and particularly 

nasty form of louse approximately the size of a golf ball.  These creatures breed in the Ogryn’s armpits and 

the Ogryn cares for them, keeping them as a sort of pet.  The Ogryn can also use them to augment his food 

supply, granting him a +2 on any survival tests. 
 

Ship [Free Trader] – you have inherited a warp capable space craft, an extremely rare commodity in the 

universe of Warhammer 40K.  With it comes something even more valuable – a Warrant of Trade that 

allows you to navigate to any port within the Calexis sector.  Unlike Chartist Captains, you do not have to 

follow a fixed route and are not limited regarding which systems within the sector you may visit. 

 

  You may take this Edge multiple times at character creation to get a better ship 

1. Jericho-Class Pilgrim vessel (Default).  These ships are large, slow, and lightly armed.  They 

specialize in carrying passengers – lots of passengers – tens of thousands of passengers!  Because 

of this they are less than obvious when traveling to highly populated worlds, but cause for a 

certain amount of notice when arriving at far-flung colonies.   
2. Vagabond-Class Merchant Trading vessel.  This vessel is so common as to be ubiquitous 

throughout the sector, hauling bulk cargoes between systems. 

3. Hazeroth-Class Sprint Trader – a fast ship that sacrifices cargo space for better weapons and 

engines, allowing it to flee most things it can’t fight. 

 

The GM will design your initial vessel, but you are thereafter free to modify it during the course of the 

game. 

 

Ship-Lorn [Navigator] – you have had the grave misfortune of serving aboard a ship that was lost through 

accident, mischance, theft, or battle.  As such you have had to live life outside of the confines of a warp 

capable vessel for some years, and are considered unlucky by those born among the stars.  Gain the skill 

“Survival” at d4 or improve it by one die type, and gain “Fast Healer” Edge, even if you do not normally 
qualify for it.  You suffer from the flaw “Bad Luck”. 

 

Sons of Dispater [Assassin] – the Sons started out as a mercenary company, and over time became a 

freelance assassin guild.  They have a well-deserved reputation for reliability and lethality.  They have 
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guildhouses on most of the more populous planets in the sector.  Gain “Connections (Sons of Dispater)” 

and “Rich”.  Replace the sword in starting equipment with an autopistol, silencer, and two clips of 

ammunition.  Gain the Hindrance “Spotless Record”10 

 

The Brotherhood of Thollos ([Scum] Hive World or Imperial World):  you belong to the elite criminal 

organization of the sector – the Brotherhood of Thollos.  The Brotherhood offers some of the most 
professional criminals, thieves, bagmen, and heavies that can be hired, and is very discerning in the jobs it 

takes and the people it employs.  Gain “Forbidden Knowledge (Criminal Underground)” d4, Connection 

(Brotherhood of Thollos), one additional Fighting or Shooting skill at d4, +1 Toughness, and the Arrogant 

flaw. 

 

The Disciples of Thule ([Tech Priest] Forge World or Void Born):  you belong to a fringe group of Adeptus 

Mechanicus explorators operating in the Calixis sector who dedicate themselves to the acquisition of 

knowledge through analysis.  Often they are so profoundly wrapped up in their cogitations that they fail to 

notice what is going on around them.  You gain +2 to all Knowledge rolls for skills that you possess, +1 to 

all Knowledge rolls for skills you do not possess, and -1 to your Notice and all weapons skills. 

 

The Divine Light of Sollex ([Tech Priest] Forge World):  the weapons mystics of the Cult of Sollex form a 
minor sect of the Adeptus Mechanicus based on the minor forge world of  Haddrak.  The Sollex are a 

warlike and militant sect who study the art of destruction and specialize in the occult mysteries of photon 

and laser.  Replace all of your Fighting and Shooting skills with Fighting and Shooting with specific 

esoteric weapons.  You may learn specific esoteric weapons skills without having to take Esoteric training.  

You gain one level of Insanity. 

 

The Hand of War [Free Trader] – regardless of the type of vessel which you command, you have at some 

point been pulled into one of the vast conflicts that rage between the stars.  You have seen cities blasted to 

ruin from orbit, the burning hulks of starships plunging into raging suns, and fought in desperate boarding 

actions against bitter foes with no quarter asked or given.  You gain one Fighting skill and one Shooting 

skill of your choice at d4, and the “Combat Reflexes” edge (without having to be Seasoned).  You have the 
Major Flaw “Hatred of (enemy)”.  When you encounter your chosen enemy, you are under the effects of 

“Bloodthirsty” and “Mean” flaws.  For your enemy choose one of the following:  cultists, hereteks, 

mutants, witches, orks, dark eldar, kroot, or chaos. 

 

The Great Chantries of Tarsus ( [Cleric], Noble or Hive Worlder only):  you began your career at the 

center of the Ecclesiarchy’s power in Calexis sector – the Great Cathedral of Illumination in Tarsus Hive.  

You are somewhat more politically connected than most.  Take the Connections (Ecclesiarchy) and 

Attractive Edges. 

 

The Guiding Light of the God Emperor [Psyker] – during your sanctioning, you gained the strength to 

endure through your abiding faith in the God Emperor.  You know that you (and other psykers) are unclean 

and unworthy to live, but have dedicated yourself to a life of repentance for the sin of your foul birth.  
Increase your Spirit by one die type, decrease your Strength by 1 die type (maximum d4-1).  Gain +2 to 

damage rolls vs. psykers. 

 

The Mara Landing Massacre [Guardsman] – you took part in the disastrous landing on Mara, an event 

which left few survivors and those with their souls seared from the experience.  You gain the Resistance 

(Psychic Powers) twice (giving you a +4 to resist psychic powers) and the skills Knowledge (Mara) and 

Knowledge (Forbidden Lore).  You also gain 1 Insanity Point and 1 Corruption Point. 

 

The Margin Crusade [Guardsman]– you are a veteran of the Margin Crusade, a protracted war being fought 

to subdue the Halo Stars on behalf of the Ecclesiarchy.  The conflict has become a massive, bloody 

                                                
10 If the character ever botches at an assassination attempt, he or she immediately loses the “Connections” and “Rich” Edges and 

gains the Flaw “Hunted by the Sons of Dispater”.  Missing the target doesn’t necessarily count as failure, so long as the target can still 

be eliminated later.  An example of botching the attempt would be something like failing to kill a witness before he or she can testify, 

or failing to kill a heretic before they succeed in summoning a daemon.  
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stalemate, with regiment after regiment being fed into the conflict over the last 30 years.  Reduce your 

Toughness by 1.  Improve the skills Notice and Survival by one die type.  You have the “True Faith” Edge, 

even if you do not normally qualify for it. 

 

Tranch War Veteran [Guardsman] – you served a tour on Tranch, a brutal, thankless affair that has ground 

on for years.  You managed to survive the cannibal refugees , the dark catacombs, the terrifying witch-kin, 
and the twist brutes.  The experience has left you scarred, but with useful abilities.  Gain +2 to all Notice 

checks, the Danger Sense Edge, and the Light Sleeper Edge.  You gain 1 level of Insanity. 

 

Void Commercia ([Adept], Void Born only) – you began your career as a minor factotum aboard a trading 

vessel traveling in the void between stars.  As such you are somewhat more open and talkative than most of 

your kind, and understand a bit more about negotiations.  Persuasion and Intimidation at d4. 

 

Volg Hiver  [Hive Worlder]– you grew up in Volg Hive on the planet of Fenksworld, arguably the most 

hellish, blighted, and miserable place in the sector to be actually occupied by humans.  You begin the game 

with the Light Sleeper and Jaded talents for free.  You begin the game with one rank of Insanity. 

COMBAT EDGES 
All Combat Edges have their Experience Level requirement raised by one for all classes except Arbitrators, 

Assassins, Guardsmen, and Hive Mutants, except where specific professions are mentioned in the 

description.  For example, First Strike is available to the above professions at Novice level, and to all others 

at Seasoned level. 

 

Block (Seasoned/Veteran, Fighting d8+) – as per Savage Worlds. 

 

Improved Block (Veteran/Heroic, Block) – as per Savage Worlds 
 

Bulging Biceps (Strength d10, Seasoned [Guardsman], Veteran [Arbitrator]) – you have learned to use your 

massive strength to fire even heavy weapons from the hip.  You do not need to spend 1 action bracing 

before firing a heavy weapon. 

 

Cleanse and Purify! (Spirit d8; Novice [Cleric], Seasoned [Sororitas]) – Burn!  Burn!  Burn!  None shall 

escape your cleansing wrath!  Any time you hit a flammable target with a flame weapon, the target counts 

as “very flammable” for purposes of catching fire.  If the target is already very flammable, it catches fire 

automatically!  This has no effect on non-flammable targets. 

 

Combat Reflexes (Seasoned/Veteran) – as per Savage Worlds  

 
Dead Shot (Wild Card, Seasoned/Veteran, Shooting/Throwing d10+) – as per the Savage Worlds Wild 

Card Edge 

 

 

Dodge (Seasoned/Veteran, Agility d8+) – as per Savage Worlds 

 

Esoteric Training (Novice [Assassin], Seasoned [Guardsman, Arbitrator, Cleric], Veteran [all others] - The 

Esoteric Training edge allows characters to gain access to training opportunities for unusual weapons of the 

Imperium, such as Graviton guns and Vivisectors.  Taking this Edge does not confer any skill with a 

particular weapon, but does allow the character to spend advancements to gain skill in one or more Esoteric 

weapons. 
 

Improved Dodge (Veteran/Heroic, Dodge) – as per Savage Worlds 

 

First Strike (Novice/Seasoned, Agility d8+) – as per Savage Worlds 

 

Improved First Strike (Heroic/Legendary, First Strike) – as per Savage Worlds 
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Fleet Footed (Novice/Seasoned, Agility d6+) – as per Savage Worlds 

 

Florentine (Novice/Seasoned, Agility d8+, Fighting d8+) – as per Savage Worlds 

 

Frenzy (Seasoned/Veteran, Fighting d8+) – as per Savage Worlds 
 

Improved Frenzy (Veteran/Heroic, Frenzy) – as per Savage Worlds 

 

Giant Killer – not available 

 

Hard Target (Seasoned [Assassin or Feral Worlder]) – whenever you Charge or Run the difficulty to hit 

you with a ranged weapon increases by 2.  

 

Hard to Kill (Novice/Seasoned, Spirit d8) – as per Savage Worlds 

 

Harder to Kill (Veteran/Heroic, Hard to Kill) – as per Savage Worlds 

 
Hatred (Novice):  Hate, hate, HATE!  An emotion as strong as it is pure!  you have reason to hate a 

particular race or organization even more fervently than usual.  Choose one of the following – criminals, 

cultists, daemons, xenos (specific – Eldar, Orks, etc), psykers, heretics, mutants.  When attacking members 

of this group you gain +2 to all Fighting, Shooting, and Throwing rolls, +2 to all required Guts checks, and 

+2 to your Toughness.  You may take this Edge more than once to represent hatred of more than one group. 

 

Jaded (Spirit d8, Novice [Arbitrator, Assassin, Guardsman]) – you have seen the worst that the galaxy has 

to throw at you, and are acclimatized to wading through blood and gore.  You never gain Insanity points 

from the sight of blood, death, and violence, or any other mundane horror.  Supernatural terrors still affect 

you as normal, however. 

 
Legate Investigator (Veteran) – the character has been promoted to the rank of Legate Investigator within 

the ranks of the Inquisition.  This grants the character the ability to carry out investigations in the name of 

the Holy Inquisition, and the authority to requisition troops and supplies in the Inquisition’s name.  The 

character will be required to justify all of these expenditures to his or her Inquisitor, and may face 

punishment for inappropriate use of resources.  You gain the equivalent of the Edge “Connections” for all 

non-restricted portions of the Inquisition, and the Edge “Rich”. 

 

Level Headed (Seasoned/Veteran, Smarts d8) – as per Savage Worlds 

 

Improved Level Headed (Seasoned/Veteran, Level Headed) – as per Savage Worlds 

 

Inquisitor (Legendary, Interrogator, any ability at d12 or Great Luck) – you have been promoted to the 
exalted rank of Inquisitor!  Your power within the Calexis Conclave is limited only by that of the other 

Inquisitors.  You have the ability at need to requisition fleets of ships, armies of men.  You can send the 

entire sector to war with a command, and hold the right to order an esterminatus upon any planet you deem 

irredeemable.  You rank above even the sector governor.  Even the mighty chapter masters of the hallowed 

Space Marines will show you respect.  You gain the equivalent of the edge “Connections” with the entire 

Calexis Conclave. 

 

Interrogator (Heroic, Legate Investigator) – the character has been promoted within the Holy Inquisition to 

the rank of Interrogator.  Interrogators are in effect Inquisitors-in-training.  The exact level of their 

authority is determined only by their Inquisitor, and they may be asked to perform the functions of an 

Inquisitor, or to stand in their Inquisitor’s stead for certain operations.  Within the bounds delineated by 
their Inquisitor they hold full Inquisitorial authority, and may requisition a far higher level of resources, and 

may also call upon the resources of the Holy Inquisition itself.   You gain the equivalent of the Edge 

“Connections” with the Holy Ordo of your inquisitor, and the Edge “Filthy Rich”. 
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Litany of Hate (Prereq. Hatred, Seasoned [Cleric] or Veteran [others]) – you are so impassioned in your 

hatred that you can incite others to similar heights of emotion.  As a Full action you may make a Persuasion 

attempt against a TN 4.  If you succeed you may grant one of your allies the effects of your Hatred for one 

round.  If you succeed with a Raise you may grant the effect to all of your allies for one round.  Note that 

this effect is cumulative with the Edge Hate, so if your target already hates the group you are inciting 

against, they gain the benefit of both! 
 

Marksman (Seasoned/Veteran) – as per Savage Worlds 

 

Mighty Blow (Wild Card, Seasoned/Veteran, Fighting d10+) – as per Savage Worlds Wild Card Edge 

 

Nerves of Steel (Novice/Seasoned, Vigor d8+) – as per Savage Worlds 

 

Improved Nerves of Steel (Novice/Seasoned, Nerves of Steel) – as per Savage Worlds 

 

No Mercy (Seasoned/Veteran) – as per Savage Worlds 

 

Quick Draw (Novice/Seasoned) – as per Savage Worlds 
 

Rapid Reload (Novice, [Arbitrator]) – you may reload a weapon in half the normal time.  If this reduces the 

time below a single action, you may reload and fire as a single action with a -2 penalty. 

 

Rock and Roll (Seasoned/Veteran) – as per Savage Worlds 

 

Steady Hands (Novice/Seasoned, Agility d8+) – as per Savage Worlds 

 

Street Fighting (Novice, [Arbitrator, Guardsman, Scum, or Hive Worlder]) -  you are a master of the kidney 

punch, the low blow, and all the other dirty tricks of back alley brawls.  When fighting unarmed or with a 

small weapon such as a dagger or baton any time you gain a Shaken result, your opponent is at -2 for their 
first attempt to recover from being Shaken. 

 

Sweep (Novice/Seasoned, Strength d8+, Fighting d8+) – as per Savage Worlds 

 

Improved Sweep (Veteran/Heroic, Sweep) – as per Savage Worlds 

 

Trademarked Weapon (Novice, Fighting or Shooting d10+) – as per Savage Worlds.  Note that this Edge is 

an exception to the rule, in that any profession may take it at Novice level. 

 

Improved Trademark Weapon (Veteran, Trademark Weapon) – as per Savage Worlds.  Note that this Edge 

is an exception to the rule, in that any profession may take it at Veteran level. 

 
Two-Fisted (Novice/Seasoned, Agility d8+) – as per Savage Worlds 

 

LEADERSHIP EDGES 
Command (Novice, Smarts d6+) – as per Savage Worlds. 

 

Fervor (Veteran, Spirit d8+, Command) – as per Savage Worlds. 

 
Followers (Wildcard, Seasoned, Command) – similar to Savage Worlds Legendary Edge except that your 

Followers do, in fact, replenish at a rate of 1/Adventure.  You may purchase this Edge multiple times with 

GM permission, but a maximum of once per Experience level. 

 

Hold the Line (Seasoned, Smarts d6+, Command) – as per Savage Worlds. 
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Inspire (Seasoned, Command) – as per Savage Worlds. 

 

Natural Leader (Novice, Spirit d8+, Command) – as per Savage Worlds. 

POWER EDGES 
Mental Fortress (prereq. Strong Minded, Seasoned):  you have barred the gates of your mind, and none 

may enter unopposed.  Your rolls to resist the effects of psychic attack are increased to +4. 

 

Minor Psychic Power (Smarts d8, Seasoned [Adept], Veteran [all others]) – you have developed a minor 

psychic ability.  You may roll once on the Minor Psychic Powers table, and gain 5 Power Points and the 

ability to use “Arcane Ability – Psionics” unskilled and may increase it normally.  You may never gain 

additional psychic abilities or increase your power points. 

 

New Power (Novice, Arcane Background) – as per Savage Worlds. 

 
Power Points (Novice, Arcane Background) – as per Savage Worlds. 

 

Power Surge (Wild Card, Seasoned, Arcane Background, Arcane skill d10+) – as per Savage Worlds 

Wildcard Edge. 

 

Rapid Recharge (Seasoned, Spirit d6+, Arcane Background) – as per Savage Worlds. 

 

Improved Rapid Recharge (Veteran, Rapid Recharge) – as per Savage Worlds. 

 

Soul Drain (Seasoned, Arcane Background, Forbidden Lore [Chaos] d10+) – as per Savage Worlds. 

 

Strong Minded (Spirit d8, Novice) – You have been given special training to resist psychic attacks.  Any 

roll to resist the effects of a psychic power is at +2. 

 

PROFESSIONAL EDGES 
Cult of the Red Redemption (Spirit d10 Seasoned, not Psyker , Tech-Priest, Orgryn, or Ratling) – you have 

joined the Cult of the Red Redemption, a cult radical even within the Ecclesiarchy for its harshness and 

unforgiving nature.  Joining the Cult of Red Redemption forever changes your character.  Whatever his or 

her past, it has been incinerated in the holy flame of faith, and is now no more than ashes.  The character is 
no longer Scum or Guardsman, Assassin or Adept, but a Redemptionist forever more. 

Joining the Cult of the Red Redeption has the following benefits and restrictions –  

o The Character’s level of Insanity is reduced by 1 to a minimum of 1.  The character’s Corruption 

is reduced by 1 to a minimum of 0.  This is the ONLY way that Insanity or Corruption can ever be 

reduced. 

o The character gains the Edge “Frenzy” and “Flagellant” 

o The character gains the Flaw “True Believer11” 

o The character may henceforth take no additional Edges that have any sort of Professional 

requirement 

 

Flagellant  (Novice, [Imperial Psyker] or Seasoned [Adept]) – you have dedicated your pain to the service 
of the Emperor.  Each day you must spend 20 minutes praying and scourging yourself.  Make a Vigor 

check (TN 4).  If you fail you inflict one Wound on yourself.  You may not treat this wound or allow it to 

be healed (though it may heal naturally).   

                                                
11

 Henceforth the character must wear the robes of the Red Redemption at all times, consume no alcohol or narcotics, never allow 

witches (non-sanctioned psykers), mutants, and heretics to live, wear a mask at any time he or she is armed, and engage in self-

mortification daily.  Failure in any of these areas at any time for any reason results in a roll on the Minor Trauma table and 1 Insanity 

Point immediately. 
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Once you have done this you gain +2 to all tests to resist Mind Control or Daemonic attack.  Additionally, 

if you have the Frenzy edge you may enter it automatically at any time as a Free action. 

Any day that you fail to flagellate yourself, take -1 to all actions due to shame and guilt. 

 

Pure Faith (Novice [Schola Progenium]) – your faith in the God-Emperor of Mankind, his power and 

grace, is total and complete.  This faith wraps around you and suffuses your soul, armoring you so that the 
foul influences of heresy cannot touch you.  Pure Faith provides all of the following benefits: 

• You are immune to the effects of Daemonic Presence  

• You may avoid making a Fear test, avoid acquiring Insanity Points, and avoid gaining Corruption 

points by spending a Bennie.  Each Bennie negates one effect. 

• You may resist the effects of any Daemonic or Psychic attack by burning a Bennie (in effect 

reducing your Bennies by 1 permanently)  You may do this after you have rolled to resist the 

attack normally. 

 

If your character ever acquires 2 or more Corruption points, the effects of Pure Faith are negated and the 

powers cannot be used until the character reduces her Corruption below 2. 

 
Servitor (Seasoned, GM’s permission, character must be dead).  This Edge may only be taken by a 

character that has just died, but whose body was recovered (not disintegrated, devoured, immolated, etc.)  

Your Inquisitor has determined that you have continuing value, and has used his or her influence to have 

you revived as a half-human, half-machine Servitor.  Make the following changes to your character 

immediately. 

o Erase the character’s Strength and replace it with a d10 

o Erase the character’s Vigor and replace it with a d10 

o Erase the character’s Smarts and replace it with a d4.  Any Smarts-based skills that are above 

this level are reduced to d4 immediately. 

o Any skill levels in the following skills are lost immediately – Driving, Investigation, 

Knowledge, Lockpicking, Repair, Riding 

o You may no longer spend Bennies for rerolls.  You may earn them and use them for soaking 
damage normally 

o Gain 1 level of Insanity immediately and apply its effects. 

o Your Toughness is increased by 2 

o You may now take Talents normally restricted to Tech-Priests 

o Your Charisma decreases by 2 

You are still approximately of human size and shape, but even the most casual observer will not recognize 

you for human. 

 

SOCIAL EDGES 
Armor of Contempt (Spirit d10; Novice [Cleric], Seasoned [Adept, Psyker], Veteran [all others]) – any time 

you fail a roll and gain Corruption points you may reroll once.  Any time you gain Corruption points 

automatically you reduce the number of Corruption points gained by 1. 

 

Charismatic (Novice, Spirit d8+) – as per Savage Worlds. 

 

Chem Geld (Novice [Imperial Psyker, Tech Priest, or Mind Cleansed]) – you have chemically neutered 

yourself, and no longer feel strong passions.  Attempts to Persuade, Intimidate, and Taunt you are at +2 

Difficulty.  You gain 1 Insanity point when taking this Edge 

 
Common Bond (Wildcard, Novice, Spirit d8+) – as per Savage Worlds. 

 

Connections (Novice) – as per Savage Worlds. 
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Insanely Faithful (Spirit d12, Novice [Cleric, Sororitas, or Imperial Worlder]) – you take refuge in your 

holy madness and faith in the Emperor.  Whenever you fail a roll to recover from being Shaken, you may 

reroll once.  You gain 1 level of Insanity for taking this Edge. 

 

Strong Willed:  (Novice, Intimidate d6+, Taunt d6+) – as per Savage Worlds. 

 

TECHNOMAGOS EDGES 
These Edges are generally only available to individuals who are Tech-Priests of the Adeptus Mechanicus, 

though Adepts have access to a few of them. 

 

Autosanguine (Novice [Tech Priest]):  you have tiny machines in your blood that assist with healing and 

repairs.  You never suffer any negative modifiers for natural healing checks (you still benefit from positive 

modifiers.)   

 
Binary Chatter (Novice [Tech Priest]) – you are particularly adept at working with Servitors.  You gain +2 

on any sort of interaction with Servitors (programming them, understanding them, questioning them, etc.) 

 

Electrical Succor (Novice [Tech Priest]) – you may call upon the sacred flow of energy to replenish your 

weak flesh.  Whilst in contact with a fully charged battery or a large, fully powered machine, you may 

make a Vigor test (TN 4).  Success allows you to recover 1 Fatigue level.  A raise allows you to recover 2 

Fatigue levels.  This ability takes one minute of meditation and ritual incantation to activate. 

 

Electro-Graft Use (Novice [Tech Priest] or Seasoned [Adept]):  you may use your electro-graft to access 

data ports and commune with machine spirits.  This gives you +2 to all Knowledge tests while connected to 

a data port provided that the data port has access to the type of Knowledge you seek. 
 

Energy Cache (Veteran [Tech Priest]):  you have learned to focus the energy stored in your Potentia coil.  

You no longer gain Fatigue from using the Luminen ability. 

 

Feedback Screech (Novice [Tech Priest]) – by muttering illogical formulae under your breath you are able 

to foment rebellion in your vox synthesizer.  Place the large Burst template centered on your character.  All 

creatures except Daemonic and machine-based characters suffer an attack from the Stun power (this 

includes you).  You may only use this attack once per day. 

 

Logis Implant (Novice [Tech Priest]) – as a full action you may activate your Logis Implant to calculate 

trajectories and reactions to a praeternatural extent.  On your next turn you will gain a +8 to Fighting, 

Shooting, and Throwing rolls.  Once your actions are complete in the subsequent round, suffer one level of 
Fatigue.  If you do not use the bonus in the following round it is lost. 

 

Lumenin Blast (Novice, [Tech Priest]) – with proper prayer and projection of will you are able to strike at 

the enemies of the Omnimessiah.  Using your electoo inductors you are able to create and channel energy 

and launch it against your foes.  As you progress in ability additional attacks become available to you as 

follows: 

 Novice:  Stun (costs 1 Fatigue level) 

 Seasoned:  Burst (costs 1 Fatigue level) 

 Seasoned:  Bolt (costs 1 Fatigue level per Bolt up to 3) 

 Veteran:  Blast (costs 1 Fatigue level, + 1 Fatigue level to increase damage +1  

Fatigue level to increase template size) 
 

Maglev Grace (Seasoned [Tech Priest]) – your devotion to the Machine God has granted you access to the 

miracle of flight!  You may use this ability as per the Power “Fly”.  Each round you use this ability costs 

you one level of Fatigue. 
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WEIRD EDGES 
Adept ability (Smarts d8, Seasoned [Adept]) – because of your considerable access to knowledge of all 
types, you are able to learn things far outside the scope of your profession.  When you choose this Edge 

you may pick any single Edge that you are prevented from taking due to Professional restrictions.  You 

must wholly qualify for the edge in other respects (Attribute Requirements, level requirements, 

prerequisites, etc).  You may only take this Edge once. 

 

 

Beast Bond (Novice) – as per Savage Worlds. 

 

Beast Master (Novice, Spirit d8+) – as per Savage Worlds. 

 

Catfall (Novice [Assassin]).  When you fall or leap from a height you may make an Agility roll against a 

Difficulty of 4 +1 for every ten feet you are falling.  If you succeed you may deduct 1d6 from the damage.  
If you succeed with a raise you may deduct 2d6. 

 

Concealed cavity (Novice, [Scum]) – you have a small cavity hidden upon your person.  You may hide 

within it one object no bigger than the palm of your hand.  Notice checks to find this object are at -4. 

 

Danger Sense (Novice) – as per Savage Worlds. 

 

Dark Soul (Novice, [Imperial Psyker or Void Born]) – your soul is stained with darkness, making you 

resistant to the effects of corruption.  Whenever you are called on to make a Malignancy test, your modifier 

is ½ your Corruption instead of its full value. 

 
Head Tubes:  you have been enhanced with dozens of cybernetic tubes which connect your body to 

augmentic machinery.  Though generally referred to as “Head Tubes” these minor modifications can also 

plug into your arms, legs, spine, abdomen, anywhere you like!  Having Head Tubes grants you a +1 to the 

skill of your choice.  You may take this Edge once per Experience level, but must choose a different skill 

each time. 

 

Healer (Novice, Spirit d8) – as per Savage Worlds. 

 

Light Sleeper (Novice [Adept]) – You are always considered to be awake, and therefore do not suffer from 

Surprise as a result of being asleep.  You are generally grumpy and irritable because of this. 

 

Literate (Novice) – you can read  and write Imperial Gothic. 
 

Master Chirurgeon (Healing d10, Novice [Adept]) – your skill at healing ghastly injuries is legendary.  

You do not take a negative modifier for treating heavily wounded characters, and do not take a negative 

modifier for lack of proper equipment. 

 

Meditation (Spirit d6, Novice [Assassin, Cleric, Soroitas]) – you are able to rest your mind and enter a 

trance to repair the fatigue to your body.  Meditate for 10 minutes and make a Spirit roll to reduce your 

level of Fatigue by 1. 

 

Resistance (Novice [Adept]) – gain +2 to your Fatigue rolls to resist whatever condition you are resistant 

to. 
 

Sprinting (Novice, [Adept]) – whenever you run, increase your die type by 1.  You may increase your die 

type by 2, but must make a Fatigue check at the end of the round, and may do nothing else. 

 

Technical Knock (Spirit d6, Smarts d6, Novice [Tech Priest or Forge Worlder]) – by reciting the litany to 

calm it’s wrathful spirit and administering a ritual blow to drive out evil, you may unjam any weapon as a 

half-action instead of a full action.  You may do this once per round. 
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Unremarkable (Novice, Adept [Assassin, Imperial Psyker]) – anyone attempting to describe you takes a -4 

to their roll to remember what you look like. 

 

Unshakable Faith (Spirit d12, Veteran) – your faith in the Emperor is nigh impervious.  You may reroll any 

attempts to resist the effects of Fear once. 

LEGENDARY EDGES 
Acolyte (Legendary, Wild Card) – as per Savage Worlds Edge “Sidekick” 

 

Professional (Legendary, d12 in affected Trait) – as per Savage Worlds. 

 

Expert (Legendary, Professional) – as per Savage Worlds. 

 

Master (Wild Card, Legendary, Expert) – as per Savage Worlds. 
 

Tough as Nails (Legendary) – as per Savage Worlds.  

 

Improved Tough as Nails (Legendary, Tough as Nails) – as per Savage Worlds. 

 

Weapon Master (Legendary, Fighting d12) – as per Savage Worlds. 

 

Master of Arms  (Legendary, Weapons Master) – as per Savage Worlds. 
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ARCANE ABILITIES 

ARCANE BACKGROUND (PSYKER) 

Arcane Ability:  Psionics (Smarts) 

Starting Power Points:  10 

Starting Powers:  3 

Drawback:  Corruption.  When a Psyker rolls a “1” on the Psionics die, he or she is automatically shaken.  

The Psyker must then also make a Spirit check (TN 4) or gain 1 point of Corruption.  If corruption is 

gained the Psyker must then make a Smarts check (TN 4) or gain 1 point of Insanity. 

 

Unlike Savage Worlds, in which characters with Arcane Backgrounds can choose their powers, in 
INQUISITOR!!, Psykers receive their powers randomly.  Starting characters roll 3 times on the “Minor 

Psychic Powers” table.  A character who is Seasoned and aquires a new Psychic power may choose to roll 

on the “Major Psychic Powers” table or the “Minor Psychic Powers” table.  Characters who take the 

“Latent Psyker” Edge roll once on the “Minor Psychic Powers” table. 

 

Minor Psychic Powers (roll 1d20) 

1. Armor 

2. Beast Friend 

3. Bolt 

4. Boost/Lower Trait 

Roll 1d6 
1-3:  Boost 

4-6:  Lower 

Roll 1d10 

 1-2:  Agility 

 3-4:  Smarts 

 5-6:  Spirit 

 7-8:  Strength 

 9-0:  Vigor 

5. Burrow 

6. Burst 

7. Deflection 

8. Detect/Conceal Arcana 
9. Elemental Manipulation (roll 1d4) 

1:  Air 

2:  Earth 

3:  Fire 

4:  Water 

10. Entangle 

11. Environmental Protection 

12. Fear 

13. Healing 

14. Light 

15. Obscure 
16. Shape Change (Novice level) 

17. Smite 

18. Speak Language 

19. Speed 

20. Stun 

 

Major Psychic Powers (roll 1d10) 

1. Barrier 

2. Blast 
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3. Dispel 

4. Invisibility 

5. Quickness 

6. Shape Change (Seasoned level) 

7. Telekinesis 

8. Teleport 
9. Roll on “Rare Psychic Powers” Table 

10. Roll on “Minor Psychic Powers” Table 

 

Rare Psychic Powers (roll 1d10/2) 

1. Fly 

2. Greater Healing 

3. Puppet 

4. Shape Change (Veteran Level) 

5. Zombie 

 

 

NAVIGATOR POWERS 
Guild Navigators have been bred since before the founding of the Imperium to navigate through the Warp. 

 
Unlike regular Psyker powers, Navigator powers are not based around a specific skill.  Rather each 

Navigator power is based around a specific skill, and improving that skill also improves the Navigator 

power.  The Navigator must have at least a D4 in the skill in order to use the associated power. 

 

Use of Navigator powers does not cost Power Points.  Instead, whenever the Navigator uses a power he or 

she takes 1 level of Fatigue. 

 

Navigators must still purchase their powers using the “Additional Power” edge as with any other Arcane 

ability. 

 

A Cloud in the Warp 
Skill:  Stealth 
 

Novice Effect:  this ability acts exactly like Stealth, save that it works on the perceptions of creatures of the 

Warp.  With a successful opposed roll against the Warp creature’s Notice, the Navigator can pass 

undetected by the Warp entity. 

Adept Effect:  as above, but the Navigator can also shield up to a dozen people, or a single vehicle the size 

of a Chimera. 

Master Effect:  The Navigator can tie himself into the Geller Field of a Warp capable starship, and use his 

stealth ability to conceal it in the Warp. 

 

Foreshadowing 
Skill:  Notice 
 

Novice Effect:  a successful roll grants another character (but not the Navigator) a single draw from the Fate 

pot.  An unsuccessful roll grants the GM a draw from the Fate pot. 

Adept Effect:  as above, but two draws. 

Master Effect:  as above, but three draws. 

Notes:  the Fatigue gained by the use of this power cannot be recovered until all the Fate chips generated 

are spent.   

 

Gaze Into the Abyss 
Skill:  Forbidden Lore (Warp) 
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Novice Effect:  with a skill roll, the Navigator can determine if a target creature or object is psychic in 

nature, corrupted, suffers from warp mutations, or is possessed.  Basic success grants knowledge that the 

creature or object has some sort of warp effect.  A raise gets the specific sort of warp effect. 

Adept Effect:  as above, but the character can also detect major disturbances in the warp at a distance of 100 

kilometers x the character’s Smarts die type.  Basic success gives only the presence of a disturbance and a 

general location.  A raise gets direction and distance, as well as the nature of the disturbance (warp portal 
opening, ship entering or leaving the immaterium, daemonic summoning, etc.) 

Master Effect:  as above, but the character can also detect the use of warp-based powers within a distance 

of 10 meters x Smarts die type.  Success will give an indication that warp powers have been used and a 

general direction.  A raise gets the specific type of warp power (daemonic ability, psychic power, use of a 

warp ability, presence of a warp creature, etc.) 

 

Held in My Gaze 
Skill:  Intimidate 

 

Novice Effect:  the Navigator chooses one target within a range equal to his Smarts die type and makes an 

Intimidation roll.  If the roll is successful the target is immobilized until he or she succeeds in an opposed 

Spirit test against the Navigator.  If the Navigator gains a Raise on the initial roll, all rolls to resist are at -2.  
If the Navigator moves out of sight of the target, is shaken, recovers the Fatigue level used for this ability, 

or falls unconscious, the effect ends immediately.  Against Daemonic entities this results in an automatic 

Shaken result instead. 

Adept Effect:  as above, but the target gets no opposed Spirit tests until the Navigator moves out of sight, is 

shaken, falls unconscious, or recovers the fatigue level lost for the use of this ability.  Against Daemonic 

entities, this results in 2d10 damage instead (+1d6 for a Raise). 

Master Effect:  as above, but the effect lasts until the fatigue level lost to for the use of the ability is 

recovered or the Navigator dies.  Against Daemonic entities this results in 2d12 damage instead (+1d6 for a 

Raise). 

 

 
The Lidless Stare 
Skill:  shooting (any) 

 

Novice Effect:  place the thin end of the flame template on the Navigator.  Everyone under the template 

(friend or foe) must make a Faith test against the Navigator’s skill.  Anyone who fails takes damage of 

1d10 plus the Smarts die of the Navigator. 

The use of this ability is very taxing, and costs the Navigator 2 levels of Fatigue. 

Adept Effect:  As above, but damage is 2d10 plus the Smarts die of the Navigator. 

Master Effect:  As above, but the Navigator takes only one level of Fatigue. 

 

Tides of Time and Space 
Skill: Knowledge (Soothsayer) 
 

Novice Effect:  the Navigator draws one additional card during Initiative and acts on the best of the two.  

This effect is additive with other Edges. 

Adept Effect:  as above but the Navigator draws two additional cards. 

Master Effect:  as above, but the Navigator draws two additional cards, chooses one of them, and acts on 

that card AND the original initiative card drawn.  

 

Tracks in the Stars 
Skill:  Investigation 

 

Novice Effect:  Using Investigation, the Navigator may track the Warp signature of a ship or individual 
through space.  The trail can be no older in weeks than the die type of the Navigator’s Smarts die. 

Adept Effect:  As above, but the age of the trail is measured in months. 

Master Effect:  As above, but the age of the trail is measured in years. 
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EQUIPMENT TABLES 

 

ARMOR 
Type   Armor  Weight  Cost Notes 

Beast Furs  1  15  50 Torso, arms, legs 

Carapace Chest Plate 6  10  2500 Torso 

Chain Coat  2  25  300 Torso, arms, legs 

Flak Vest  2/4  12  80 Torso 

Guard Flak Armor 2/4  8  250 Torso, negates 4 AP 

Mesh Coat  3  25  900 Torso, arms, legs 

Mesh Cowl  3  8  150 Head 

Mesh Vest  3  12  400 Torso 
Quilted Vest  1  10  25 Torso, arms 

 

MELEE 
Type   Damage  Weight  Cost Notes 

Brass knuckles  Str+d4  1  20 

Club   Str+d4  1  10 

Flail   Str+d6  8  200 Ignores shield parry& cover 
Hammer   Str+d6  8  250 AP 1 vs. rigid armor 

Knife   Str+d4  1  25 

Staff   Str+d4  5  10 Parry +1, Reach 1, 2 hnds 

Sword    Str+d8  8  300 

 

 

RANGED 
Type Range Damage   ROF Shots Weight Reliability Cost Notes  
Auto Pistol 12/24/48 2d6 3 18 2.5  75 AP1, Auto 

Auto Rifle 24/48/96 2d8+1 3 30 3.5  100 AP2, Auto 

C. Las Pistol 7/14/28 1-3d6  15 1 Reliable 100 uses 1 charge/die 

C. Stub Rev. 2/4/8 2d8 1 3 .5  90 Reload 2 rnds 

Crossbow 15/30/60 2d6 1 1 10  500 

Flintlock Pistol 5/10/20 2d6+1 1 1 3 Unreliable 150 

Hunting Rifle 30/60/120 2d10 1 5 11  100 AP2, no snapfire 

Lasgun 30/60/120 1-3d6 3 60 8 Reliable 75 uses 1 charge/die 

Las Pistol 15/30/60 1-3d6 1 30 4 Reliable 50 uses 1 charge/die 

Long Las 45/90/180 1-3d6 1 40 10  100 uses 1 charge/die 

Ripper Gun 12/-/-12 3d6 3 18 25  300 Auto 

Shotgun 12/24/48 1-3d6 1 2 11  60 
Stub Revolver 5/10/20 2d8 1 6 1  40 Reload 2 rnds 

Throw knives 3/6/12 Str+d4 1 1 1  25 

 

                                                
12 No Ogryn would even think of firing his Ripper gun at anything but short range. 
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APPENDIX Ia:  MINOR TRAUMA TABLE 
(Roll 1d10 and add the character’s Insanity Points and Insanity characteristic.  Die does 

not explode) 

1. Character loses his or her next action but afterwards recovers normally 

2.   Character is Shaken 

3. Character is shaken and is at -1 for all tests for the remainder of the encounter 

4. Character terrified and backs away from the thing that confronts him.  The  

character must remain at least a full move away from whatever caused the fear  

check and remain at that distance or further for the remainder of the encounter. 

5. The character is shaken.  After recovery the character must flee at full speed for  

1d6 rounds.  

6. The character faints dead away and remains unconscious until successfully  

awoken by another character or injured. 

7. The character vomits uncontrollably for one round, taking a level of Fatigue, then  

becomes Shaken. 

8. The character begins laughing and shrieking hysterically and attacks the nearest  

target, friend or foe, for 1d6 rounds.  Characters must use all-out attacks with their  

most damaging weapons for this activity. The character gains one additional 

Insanity Point. 

9. The character crumples to the ground, sobbing, babbling, and tearing at his or her  

flesh.  He or she can do nothing for the remainder of the encounter and  

immediately takes one Wound.  The character gains one additional Insanity Point. 

10. Roll on the Mental Trauma table.  The character gains one additional Insanity 

Point.  

11+ The character gains one level of Insanity.  Increase the character’s Insanity by 1,  

and erase all Insanity points.  The character’s Mental Disorder is determined or  

increased. 
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APPENDIX Ib:  MENTAL TRAUMA 
1.   The character becomes withdrawn and quiet.  The character suffers -2 Charisma 

for the remainder of the adventure. 

2. The character must compulsively perform some activity such as praying, 

frantically cleaning and re-cleaning a weapon, ritually washing, etc. and pays little 

attention to anything else.  The character suffers -2 to Charisma, and -2 to all 

Smarts based tests for the remainder of the adventure. 

3. The character is constantly fearful and jumpy, seeing danger everywhere.  The 

character gains a +2 bonus to all Notice tests, but a -2 penalty to all Spirit based 

checks for the remainder of the adventure. 

4. The character reacts to the slightest stress or pressure by becoming extremely 

agitated.  The character suffers a -2 to all tests made under stressful situations. 

5. The character suffers from extremely vivid nightmares whenever they try to sleep,  

sometimes even when waking.  The character takes a level of Fatigue, which  

may not be healed or recovered until the end of the adventure. 

6. The character is struck mute, and cannot speak again until the end of the  

adventure. 

7. The character is extremely distressed and unfocussed, refusing to eat or drink.   

Each day the character suffers one level of fatigue, which cannot be treated.   

When the character suffers a fourth level of fatigue he or she collapses, and is 

incapacitated for a day.  If cared for during that time the character regains one 

level of fatigue, but then refuses to eat or drink again, collapsing again the 

following day.  This cycle continues for the remainder of the adventure. 

8. The character becomes hysterically blind for the remainder of the adventure 

9. The character becomes entirely catatonic.  Each day the character can make a  

Faith check (TN 6) to recover. 

10. The character gains 1 corruption point and must roll on the Malignancies table. 
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APPENDIX Ic :  MENTAL DISORDERS 

 
1.  The Flesh is Weak!  All problems and failures can be traced to one source – puny, soft, weak flesh!  The character 
becomes convinced that it is weak flesh that hinders him, and will become increasingly interested in surgical 
modification, bionics, and cybernetics. 

Level 1:  you begin blaming problems and difficulties on the weakness of flesh.  If you are not already a 
member of the Cult Mechanicus you begin to take an interest in it. 

Level 2:  you begin investing in cybernetic upgrades for yourself, and are increasingly intolerant of those who 
do not do the same.  If you are not already a member of the Cult Mechanicus, you join. 
Level 3:  flesh is the source of all problems!  You are constantly seeking excuses to have parts of yourself 
replaced, and will take serious risks in the hopes of getting yourself killed if you believe you will be brought 
back as a Servitor. That which is flesh deserves only your contempt! 

 
2.  Phobia  You have a deep dislike, fear, and loathing of something or circumstance.  Common phobias include 
Necrophobia (fear of the dead), Entomophobia (fear of insects), Agoraphobia (fear of open spaces), Claustrophobia 

(fear of enclosed spaces), and Dysmorpobia (fear of mutants).  Work with the GM to decide what sort of phobia you 
have. 
 Level 1:  you avoid your phobia by preference, and suffer some discomfort in its presence. 
 Level 2:  encountering your phobia requires you to make a Fear test. 
 Level 3:  encountering your phobia requires you to make a Terror test. 
 
3.  Compulsion – your character needs to compulsively perform a particular action on a regular basis in order to feel 
clean.  Some examples include compulsive prayer, self-flagellation, compulsive cleaning of weapons, compulsive 

cleanliness, etc. 
Level 1:  you perform your compulsive activity as often as you can, but it does not interfere with your 
activities. 
Level 2:  you must perform your compulsive activity several times a day.  If you do not, you suffer a -2 on all 
rolls until you perform your compulsive activity. 
Level 3:  when not doing anything else you perform your compulsive activity near constantly.  For any scene 
in which you wish to avoid performing your compulsive activity, you must make a Smarts test (TN 4).  For 
every scene that you avoid your compulsive activity you are at a cumulative -1 to all tests 

 
4.  Visions and Voices – your character sees things that are not there, and hears things that others do not.  Perhaps you 
believe that the Emperor or one of His saints speaks to you, or the ghost of an old friend (or enemy) follows you.  You 
may believe that you are being tormented by daemons of the warp, or that you see the future. 

Level 1:  you mutter to yourself or occasionally make reference to conversations that others did not 
experience, but otherwise are unaffected. 
Level 2:  you treat your visions as real, and may act on them at times.  This may occasionally get you into 
trouble 
Level 3:  your visions are more real to you than your companions.  You may attack unreal opponents at 

inopportune times, throw yourself in the way of an incoming attack to protect an imaginary friend, or be 
convinced by the Emperor that one of your companions is a heretic. 

 
5.  Delusion – your character ascribes to some false belief and acts as though it were real and true, despite better 
judgment and evidence to the contrary. Examples include believing you are invulnerable, that all your decisions are the 
will of the Emperor, that the color green is an indication of heresy, etc. 

Level 1:  you will talk about your delusion frequently, but it will not actually affect your actions. 
Level 2:  your delusion may get you in trouble at times.  You may run into gunfire believing you cannot be 

harmed, or threaten an Imperial Governor because his cloak is green. 
Level 3:  your delusion IS reality to you.  You will happily throw yourself under the treads of a tank, 
believing you will come to no harm, or burn entire city blocks down because one of the houses there is green. 

 
6.  Horrific Nightmares – your character suffers from endless vivid and hideous nightmares, such as fleeing from a 
black sun in the sky or being trapped in an endless, grinding machine. 

Level 1:  your character is tired and grumpy all the time, but suffers from no other difficulty. 
Level 2:  your character loses one level of Fatigue.  This level can never be recovered. 

Level 3:  your character loses a second level of Fatigue.  This level may never be recovered. 
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APPENDIX IIa:  MALIGNANCIES 

1. Palsy – your character suffers from inexplicable shakes.  The character suffers a  

-2 on all Agility tests. 

2. Dark thoughts – your character is haunted by thoughts of chaos and suffering.  

The character suffers a -2 on all Smarts tests. 

3. Wasted – your strength is inexplicably sapped.  The character suffers a -2 on all 

Strength tests. 

4. Poor Health – your character suffers from a never-ending progression of minor 

illnesses.  The character suffers -2 on all Vigor tests. 

5. Unhealing Wound – your character suffers from a minor but annoying wound 

that will not heal.  The character’s Toughness is reduced by 1. 

6. Skin afflictions – the character is plagued by boils, scabs, weeping sores, and the 

like.  The character suffers -2 to Charisma. 

7. Tortured bones – the character suffers from an arthritic condition.  Reduce the 

character’s movement by 1 and their die type for running by 1 (to a minimum of 

d4-2) 

8. Ill-Fortuned – the character suffers from unending bad luck.  Whenever the 

character spends a Bennie roll 1d6.  On a 1-3 the Bennie is spent, but has no 

effect. 

9. Ashen taste – food and drink taste disgusting and vile, and the character can 

barely manage to consume enough to stay alive.  The character gains one level of 

Fatigue that cannot be normally healed. 

10. Roll on the minor mutation table.  Gain 1 additional Corruption point.  Remove 

any current Malignancies. 

11+ The character gains one level of Corruption.  Increase the character’s 

Corruption by 1, erase all Corruption points, and remove any Malignancies.  If 

this is the character’s first Corruption level roll once on the Minor Mutation chart.  

If it is the character’s second Corruption level then roll twice on the Minor 

Mutation chart or once on the Major Mutation chart.  If it is the character’s third 

Corruption level, roll once on the Major Mutation chart. 
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APPENDIX 2b:  Minor Mutation Table 

 

1. Cosmetic mutation – the character develops some sort of cosmetic mutation (hair 

turns to feathers, hands become grotesquely veined, etc.)  this marks the character 

as a mutant, but has no additional benefit or drawback 

2. Grotesque – your character becomes badly malformed, scarred, or bestial.  The 

character suffers a -2 to all Charisma tests, but a +2 to Intimidation tests. 

3. Tough Hide – the character gains +1 to his or her Toughness thanks to a buildup 

of tough, scaly skin or scar tissue. 

4. Misshapen – character’s spine and/or limbs become twisted.  Agility is reduced 

by one die type.  Any Agility based skills which are now higher than Agility are 

reduced to the new Agility die type as well. 

5. Feels no pain – the character now feels little pain, and doesn’t care much about 

that.  The character gains an additional “Unwounded” wound level. 

6. Brute – the character’s muscles grow into huge and deformed slabs.  Strength and 

Toughness increase by 1 die type.  Agility is reduced by 1 die type.  Any Agility 

based skills which are now higher than Agility are reduced to the new Agility die 

type as well. 

7. Night sight – the character’s eyes turn yellow and slitted like a cat’s  (goggles are 

advised).  The character gains the ability to see in darkness, but suffers a -2 to all 

Notice tests in bright light. 

8. Big eyes – the character’s eyes become lidless and watery.  +2 to all Notice tests. 

9. Malformed hands – the character’s hands become clawlike.  The character now 

does STR+3 with unarmed combat attacks, but suffers a -2 to any activities that 

require fine manipulation (using a weapon, picking a lock, driving a vehicle, etc.) 

10. Roll on the Major Mutation table 
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APPENDIX 2c:  MAJOR MUTATIONS 

 

 

(Rather than write out another long mutation table, I am just going to use the one from 

Rogue Trader – it’s easier). 
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APPENDIX III:  EVOCATIONS

 
• Mutation without, corruption within! 

• Only the insane have strength enough 

to prosper.  Only those who prosper 

may judge what is sane! 

• Sins hidden in the heart turn all to 

decay! 

• Innocence is an illusion! 

• Dark dreams lie upon the heart! 

• The pain of the bullet is ecstasy 

compared to damnation! 

• Kill the alien before it can speak it’s 

lies! 

• Truth is subjective! 

• Know the mutant, kill the mutant! 

• Even a man who has nothing can still 

offer his life! 

• If a job is worth doing it is worth dying 

for! 

• Only in death does duty end! 

• A mind without purpose will wander 

in dark places! 

• There are no civilians in the battle for 

survival! 

• Violence solves everything! 

• To war is human! 

• Die if you must, but not with your 

spirit broken! 

• The gun is mightier than the sword! 

• Be a boon to your brothers and a bane 

to your enemies! 

• Men must die so that Man endures! 

• In the darkness, follow the light of 

Terra! 

• The only true fear is of dying with 

your duty not done! 

• Thought begets heresy; heresy begets 

retribution! 

• The wise man learns from the deaths 

of others! 

• A suspicious mind is a healthy mind! 

• Trust in your fear! 

• There is no substitute for zeal! 

• Do not ask why you serve.  Only ask 

how! 

• True heroes are recognized not by their 

medals, but by their scars! 

• Follow me if I advance, kill me if I 

retreat, avenge me if I die! 

• Burn the heretic!  Kill the mutant!  

Purge the unclean! 

• The martyr’s grave is the foundation of 

the Imperium! 

• If we must die then we shall die, but 

we shall never yield! 

• A good soldier obeys without question, 

a good officer commands without 

doubt! 

• My armor is contempt! 

• Anyone who will not fight by your 

side is an enemy you must crush! 

• Serve the Emperor today.  Tomorrow 

you may be dead! 

• Only those who follow the guiding 

light of the Emperor may save their 

souls! 

• We must be unsleeping in vigilance, 

swift in judgment, merciless in deed! 

• What fear of death have we who know 

there is immortality in the great and 

noble deeds of men? 

• Thou shalt be glad of thy master’s 

punishment, for it is deserved and it 

improves thee! 

• The rewards of tolerance are treachery 

and betrayal! 

• A single man of faith can triumph over 

a legion of the faithless! 

• For every battle honor a thousand 

heroes die alone, unsung and 

unremembered! 

• There is no time for peace.  No respite.  

No forgiveness.  There is only war! 

• To fail is to be flesh.  Only metal 

endures! 

• The Emperor’s light can reach every 

corner of the galaxy, so long as we 

bear his torch! 

• Be strong in your ignorance! 

Knowledge brings only suffering! 

• Adore the Immortal Emperor for He is 

our protector! 

• Admire the Immortal Emperor for His 

sacrifice to mankind! 

• Exalt the Immortal Emperor for his 

strict guidance! 

• Revere the Immortal Emperor for his 

undying guard! 

• Venerate the Immortal Emperor for his 

holy wisdom! 

• Honor the Immortal Emperor for his 

eternal strength! 

• Glorify the Immortal Emperor for his 

all-seeing vision! 

• Praise the Immortal Emperor for his 

enduring rule! 

• Hail the Immortal Emperor for he is 

our lord and master! 

• Worship the Immortal Emperor for 

without him we are nothing! 

• In an age of insanity, look to the 

madman to show the way! 

• Victory needs no explanation.  Defeat 

allows none! 

• Facts are chains that bind perception 

and fetter truth.! 

• The lot of courage is to be sacrificed 

on the altar of battle! 

• Knowledge is power – hide it well! 

• Pain is an illusion of the senses.  

Despair is an illusion of the mind! 

• An open mind is like a fortress with its 

gates unbarred and unguarded! 

• For every enemy without there are a 

thousand within! 

• Let the flames of battle consume us! 
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• The Emperor is with us, in spirit and in 

fact! 

• Abhor the night.  It is the light that 

endures! 

• The mutant bears his heresy on the 

outside.  The traitor hides it in his soul! 

• An unshakable faith in the Immortal 

Emperor of Man can overcome any 

barriers! 

• A war is easily won if your enemy 

does not know he is fighting! 

• It is better to have fought and lost than 

not to have fought at all! 

• Let my enemies cower at my advance 

and tremble at the sight of me! 

• The wage of negligence is utter 

destruction! 

• Your honor is your life.  Let none 

dispute it! 

• He who lives for nothing dies for 

nothing.  He who dies for the Emperor 

is a hero! 

• To admit defeat is to blaspheme 

against the Emperor! 

• The Emperor knows.  The Emperor is 

watching. 

• Crush the unholy in all their many 

guises! 

• Nothing can hide from the wrath of the 

Emperor! 

• Only the lost understand true terror! 

• A small mind is a tidy mind! 

• Praise the Emperor, whose sacrifice is 

life as ours is death! 

• Life is a prison.  Death shall be my 

release! 

• Within dark and forgotten places hide 

the enemies of the Emperor! 

• Inspiration grows from the barrel of a 

gun! 

• True faith is blind and justified! 

• You cannot fathom the mysteries of 

the universe.  You must simply trust in 

the righteousness of the Emperor’s 

command! 

• Beware the enemy within!  Scorn the 

enemy without!  Fear the enemy 

beyond! 

• Divided we stand, united we fall! 

• The Emperor asks only that you hate! 

• Blind faith is a just cause! 

• Understanding is overrated! 

• Only the wisest and stupidest men ever 

change! 

• Shoulder your burden for the glory of 

the Emperor! 

• It is our destiny to rule the universe, 

just as it is the destiny of the Xeno to 

pave our way! 

• The most dangerous weapon ever 

produced is faith! 

• Without Him there is nothing! 

• Twisted in flesh, twisted in spirit! 

• The Emperor is our father and our 

guardian, but we must also guard the 

Emperor! 

• I will steal from the plate of decadence 

to feed the mouths of the powerless! 

• The heretic and the blasphemer can 

offer no excuse for their crimes! 

• I shall tread the path of righteousness, 

though it be paved with broken glass! 

• Prayer may cleanse the soul, but pain 

cleanses the body.  Both are necessary! 

• From the lighting and the tempest, our 

Emperor deliver us! 

• What is your duty?  To look the 

universe in the face and then spit in it’s 

eye! 

• What is your duty?  To die with a 

curse on your lips and your finger on 

the trigger! 

• What is your duty?  To know that you 

are doomed, but to try anyway! 

• You are not required to think, only to 

act! 

• Knowledge is power – do not waste it 

on the masses! 

• The Emperor wills all things, even 

death! 

• A man without faith is a man without a 

soul! 

• In the name of the holy and everliving 

Emperor! 

• The Emperor orders you to DIE! 


