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TABLE 4-11:

Roll 1d5

UNUSUAL XENOS COIIMUNICATION

Method of Communication

Intuitive Communicators: The xenos race possesses the ability to understand and communicate with the
Explerers without prior contact, whether through low-level telepathy, an uncanny ability to intuit body
language, or other unusual means. Interaction Skills suffer no penalty, unless the Explorers take issue with this

RFaofolt GRaRs Certain members of the xenos culwre have adequate fluency in Low Gothic to allow use of
Interaction Skills without penalties. The question of where they learned the language is likely to be an issue—the
only Impetial contact such beings are likely to have had would be a rival Rogue Trader dynasty.

Retic Civilisataip: The entire race speaks a debased form of Low Gothic, not unlike what a long-separated
fazment of pre-Imperial civilisation might use. Mastering the idiosyncrasies of their variant mighs
two, but unravelling the mystery of their language’s origin could be much more challenging...

§

tzke 2 week or

281 The language of the xenos is slmphclty itself—largely because their civilisation has little use for
advanced concepts, and their communication has barely progressed beyond grunting. The language is learned
for free after a week of interaction. Communication without fluency in the language treats Interaction Skills as

Basic, but does not penalise them. However, even a trained speaker must pass a Speak Language test to get across
advanced concepts and metaphors.

Exotic: The xenos communicate via elaborate mechanisms impossible to fully duplicate without their unique
biology. Pheromones, pigmentation shifts, or body language beyend human physiology to replicate may play a patt.
Interaction Skills suffer an adcmenal ~10 ﬁenalty whether the user trained in the language or nct. Characters with
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TABLE 4-12
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: PRIMITIVE XENOS SOCIAL STRUCTURES

Agriculturalist: The xenos have based their lifestyle around farming crops and herding local fauna. Such societies
tend to be stable, if not outright peaceful. While many primitive xenos cultures have the tools to farm, this
represents a culture whete the herd or crop is the central cultural value. In some xenos cultures, the herd may even

Harmtes: Thls race hves by thelr prowess in the hunt, supplementmg lean seasons with foraging. They may
know of agriculture and scorn it as weakness, or even have a physiology not far divorced from the predators
they compete with for food. Explorers must take care not to present themselves as potential prey animals when
Bty Wit

Feudal: The xenos hve in a society rigidly defined by caths of loyalty. This could as easily refer to blood-bonds

between feral chicftains as the vows made by vassals of an alien lord aping true Imperial nobility. Such societies are
tight-knit, but often divided alorg multiple hines that can be expleited to gain influence over one lord or another
Raiders: While some section of the xenos culture is devoted to the production or acquisition of food and other
necessities, true status in this society belongs to the warriors. Crops gtown ate valued less than those seized from
others, and only strength is respected. A Rogue Trader can easily impress such aliens with his military might, but
must be careful not to let himself seem too dependent on his tools or setvants.

Moma#te: The race is constantly on the move, travelling along with migratory herds, moving from arez tc area

as they exhaust local food supplies or deplete the land, driven to keep roaming perhaps due to local weather
conditions. Explorers may find it impossible to deal with them unless they are willing to also move with the tribes.

Hivemind: Linked together in a network of pheromones, neurological energies, or some other mechanism, the
xenos think and speak with one mind. There are no actual individuals in the race, and their “representative” might
change daily as a new member is chosen to interact with the Explorers. This race views the death of a member as
nothing more than a mild nuisance, but will also view a slight against one as a slight against them all.

Siavensens: The xenos make their living by picking through the ruins of an older civilisation Whether they dwell
amidst a fallen human colony, archeotech ruins, or the remains of a xenos race such as the Egarian Dominion, the
end result is that these supposed primitives have access to advanced tools, although they may understand little

to nething about these items. They may trade priceless relics for new kinds of “magic,” for example, or view the
intrusion of other advanced races as a sign of an impending apocalypse.

Xenophobic: It is possible this race was previously exploited by less benign Explorers, or they may have simply
evolved to treat anything but themselves as a deadly threat. They will aggressively attack anyone outside their race
or tribe, and it will take extensive patience and peace offerings to even begin attempts at communication.
Tradition-bound: Unlike most primitive xenos, the lack of advancemeit for this cultare is not based on youth, but
an ancient and established tradition. The hallowed ancestors or ancient edicts of this race forbid diverging from their
tong~held path. Anything new—Tlike the Explerers—is to be mistrusted.
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The basic foundation of a given primitive xenos race can
be determined by rolling on Table 4-12: Primitive Xenos
Social Structures. Some of the results assume a certain level
of technological or societal development, but this can be
altered or tweaked at the GM’s discretion.

ExampLE: KOETH BONE-PICKERS

A group of Explorers are approaching a world deep within the
Unbeholden Reaches where they have heard a primitive xenos
race dwells. Their GM, Robin, laid this plot hook down a while
back, but hasn't had time to detail the culture yet, so he decides to
generate it randomly. He notes there is only one Base Profile the
xenos can use, and moves immediately on to the Species Traits that
might modify it. His roll indicates the new race is Stealthy, and he
records the bonuses onto the Base Profile.

Xenos races are humanoid by default, but have a chance of an
unusual physiology, which Robin rolls for. This race turns out to
be one of the outliers, and so Robin rolls on Table 4-9: Xenos
Morphology. The result grants the race the Multiple Arms Trait.
At this point, the physical details of the race have been determined, so
Robin sets about figuring out what the species looks like. He envisions
tall creatures with pale, hairless skin and four long, graceful arms,
used for climbing and swimming through difficult terrain. The Base
Profile doesn't include the Climb or Swim Skills, but Robin decides
that many of the xenos have let their natural advantages degrade in
favour of mastering more advanced and complicated tools. He notes
that individual members of the species should be trained in Climb
and Swim where appropriate. He does not roll to allow any Exotic
Physiology, thus keeping his new race relatively normal.

Most xenos race have their own unique tongue, sophisticated
enough to communicate complex concepts, but not something
impossible for an interested Explorer to learn. Robin rolls to see if his
new species varies from this pattern, and the dice indicate that they
seem standard in the respect. However, looking at Table 4—11:
Unusual Xenos Communication, he notes the option for a
small number of individuals to speak Low Gothic, and he decides to
use this element, as the race has had previous Imperial contact.
Robin notes he is nearly done and makes his last roll, this time for
the social structure the race tends towards. His result is Scavengers—
these xenos live amidst the ruins of an older civilisation. The previous
details Robin had given to his players about this race said nothing on
this topic, and he briefly considers re-rolling—-but decides against it.
Not all information learned about the Expanse is good, and everyone
has their reasons for keeping secrets, after all. He decides the xenos live
amidst an old archeotech necropolis, plundering tomb-structures for the
grave goods of a long-dead pre-Imperial culture. He decides the race
has two names, one which they call themselves (Koeth), and one given to
them by the previous Imperial representative who contacted them (Bone-
Pickers). Now, all that remains is to add modifiers to the Base Profile for
key NPCs, and see how the players react to the new aliens.
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REPORTS FROM
THE EXPANSE

The most typical goal of Rogue Traders dealing with primitive
xenos civilisations is to secure artefacts for the Cold Trade,
typically art and other trinkets reflecting the bizarre sensibilities
of the race that created it. There are countless tales circulating
the obscura dens and voidsmen’s taverns of Footfall regarding
Traders who found something else entirely in this quest, often
more than they bargained for. A small selection of such tales can
be found below, which can serve as seeds for new adventures.
Their veracity is unknown, and voidsmen are notorious tellers
of tall tales and weavers of fiction. But behind many outlandish
yarns lie kernels of truth, and a chance of great profits...

* A race of relic scavengers dwells on a barren planet in
a system plagued by fierce gravity riptides. When the
system’s hazards cause a ship to founder on their planet,
the xenos attack the vessel in search of new technologies
(which they can understand only poorly, at best).

* Huge monoliths capable of fabricating advanced
mechanical components dot the surface of a planet
amidst the Foundling Worlds cluster. The xenos there
worship the monoliths, constantly mining so they can
feed in the minerals they believe nourish their “gods.”
When these automated foundries produce a new piece
of alien technology, the xenos add it to their pantheon,
believing it to be a divinely born scion of the monolith
that produced it. They also likely view any attempts to
trade for or steal these items as a deadly blasphemy.




* Deep in the Unbeholden Reaches, there exists a world
where both humans and xenos dwell—not side by side,
but in alternating shifts. When the local star shines its
light on the surface, the human colonists control the
planet and strive to build up their civilisation. But when
night falls, the humans disappear into protective barracks,
and the native xenos emerge to tear down everything
their counterparts have raised up, and to create their own
blasphemous works.

* Several worlds across Winterscale’s Realm have small
enclaves of the same primitive race. They have no industry,
let alone starships, and deny having ever travelled from
world to world when questioned by explorers. But the
enclaves are there, and some even swear that the same
xenos have been spotted on further worlds across the
Expanse. Either they do possess voidships, or some other
race is transporting them for reasons unknown...

* One of the primitive races near the Undred-Undred Teef
has had remarkable successes in repelling the marauding
Orks who occasionally land on their world. Some
claim they have a natural witch-talent that repels the
Orks, while others say their flesh emits a fume toxic to
Greenskins. If this race could be examined, perhaps even
hired on as mercenaries, the Ork threat to the Expanse
might be greatly lessened.

* It is the opinion of many among the Magos Xenobiologis
that intelligent species tend to be those who must
overcome great disadvantages on their native worlds—
after all, a species already high on the food chain has little
need to evolve further. But some voidsmen tell of a mighty
hunting beast deep in the Expanse that thinks, crafts tools
and traps, and even speaks. It is the apex predator of an
entire world, although no two tales agree on its exact form.
Some speculate that each differing encounter represents an
entirely different species of an equally deadly nature.

* A curious tale, told by a reputable Rogue Trader, is making
the rounds. Apparently, he was hosted and entertained
by a species he never saw. Words and even goods were
exchanged, but no sign of the xenos’ shape or nature
could be discerned. Even their footprints and signs of
passage were hidden from the eyes of his crew. When he
had an auspex brought from his ship to try and solve the
mystery, the whole settlement rose up in anger against
him. Some whisper his ship hosts a small contingent of
these enraged phantoms to this day, hunting and killing
his crew to avenge the slight.

* One of the cursed worlds of the far Corpse Stars is said
to be unusually blooming with life, a Trait credited to
the nurturing xenos that dwell there. However, the life
sustained by the xenos race is all plant life, as are the
xenos themselves. Those of flesh who step onto this
world are said to take their lives into their own hands,
for these sentient flora do not welcome creatures that are
not of their own kind.

SPECIES TRAIT
LISTING

his section contains the full listing of Species Traits

used in the random generation system above. GMs can

find full rules for all the results they have generated

using the random tables in this chapter.
Most Species Traits “stack” if rolled multiple times,
providing increased versions of the normal effects. When a
Species Trait is listed as having no additional effects, re-roll
any further results of that Trait. Similarly, some Species Traits
can only stack a certain number of times, and so should be
re-rolled for all instances past that point. Some Species Traits
interact in unusual ways, and the following rules apply:
* No combination of Traits can take a creature’s
Characteristics above 99. Ignore all further modifiers to
that characteristic.

* A creature that already has the Swift Attack Talent from its Base
Profile or another Species Trait instead gains the Lightning
Attack Talent, or +10 WS if it already has that Talent.
A creature that already has an Unnatural multiplier to a
Characteristic that gains the Unnatural Trait to the same
Characteristic instead increases its multiplier by 1.

e A creature that gains the Improved Natural Weapons Trait
multiple times increases the damage of its Natural Weapons
by 2 instead. This may only occur once.
It is possible for a creature to have both Foul Aura
(Soporific) and Foul Aura (Toxic). However, they count as
separate Traits, and so only multiple instances of a specific
Foul Aura “stack.”

e The Thermal Adaptation (Cold) and Thermal Adaptation
(Heat) Species Traits are incompatible. Re-roll all such results.
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APEX
This creature is the top predator of its environment. More
than one or two such species on a planet may result in its
classification as a Death World. The big game hunters of the
Imperial nobility would pay well to hunt this creature from
a safe distance, and the Beast Traders of the Calixis Sector
yearn to see it in their fighting pits. The creature gains +10 to
Weapon Skill, Strength, Toughness, Agility, and Perception,
as well as the Swift Attack Talent and the Improved Natural
Weapons Trait. A second instance of this Trait instead grants
the Unnatural Strength (x2) and Unnatural Toughness (x2)
Traits, while further instances have no effect.

AMORPHOUS
Creatures with this Trait have no defined body structure,
instead existing as a foul, ooze-like mass. They can alter their
Size one step in either direction as a Free Action, although
they cannot change more than one step from the base,
and doing so does not change their Movement. Due
to the difficulty of propulsion without muscles, the
Movement of an Amorphous creature is calculated
with half their Agility Bonus, rounded up. They

gain +10 Toughness, as well as the Strange
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Physiology and Unnatural Senses Traits, and receive a Fear
Rating of 2 (or increase their existing Rating by 1 if it is
already equal or higher). Amorphous species have a 50%
chance of gaining a level of training in the Climb and Swim
Skills. Multiple instances of this Trait have no eftfect.

AMPHIBIOUS

This Trait allows a creature to survive equally well on water
or land, although most Amphibious creatures are terrestrial
by nature, using bodies of water as concealment or a hunting
ground. An Amphibious creature can swim at their full Speed
even under hazardous conditions, and gains a +20 bonus to
Swim Tests (rules for Swimming are found on page 267 of
the RoGUE TRADER Core Rulebook). There is a 25% chance
that an Amphibious species is also able to breathe water for
a number of hours equal to its Toughness Bonus. Multiple
instances of this Trait have no effect.

AQUATIC
Aquatic species dwell exclusively in the water (or whatever
liquid the native oceans and rivers of the species are made
from), and cannot survive for any significant length of time
outside of it. Use the rules for Suffocation on page 261 of
the Rocue TRADER Core Rulebook if an Aquatic species
leaves the water. Most Aquatic species are also unable
to move when removed from the water, suffering
—20 to Agility Tests and treating their Agility

Bonus as 1. While immersed, they automatically pass all Swim
Tests and may move as if their Agility bonus was 1 higher
than normal. Aquatic species can breathe water indefinitely.
Multiple instances of this Trait have no effect.

ARBOREAL

The treetop canopy of vast forests and jungles is home for
Arboreal creatures. Such species are native to an environment
far above the ground, and seem at times to have as much
kinship with flying beasts as those lumbering along on the
ground below. Such creatures are automatically trained in
Acrobatics, Climb, and Dodge, and gain +20 to Tests with
those Skills. They also receive the Catfall Talent. Arboreal
creatures double their climbing speed on any Simple Climb,
as described on page 266 of the Rocue TraDER Core
Rulebook. Multiple instances of this Trait have no effect.

ARMOURED

Tough, resilient protection encases creatures with this
Trait. Whether this armour is simply a rough hide, a layer
of bark, scales, bony plates, or even the result of sub-
dermal metal deposits, the effect is the same. The creature
gains the Natural Armour (1d5) Trait, or, if it already
possesses Natural Armour, increases that value by 2 (to a
maximum of 8 Armour). Multiple instances of this Trait
add Armour as described above.



CRAWLER

This Trait is common both to legless beasts such as serpents
and worms, as well as those with far too many legs for the
comfort of onlookers, such as the occasionally-domesticated
Cerapede of the Calixis Sector. Such creatures gain the Crawler
Trait, and have a 25% chance of being trained in the Climb
Skill. Multiple instances of this Trait increase the likelihood of
possessing the Climb Skill by +5% to a maximum of +20%.

DARKLING

These are creatures native to lightless worlds or environs
far from illumination by a sun. They are universally blind in
terms of conventional sight (and thus have the Blind Trait),
but gain acute Unnatural Senses, with a range of 30 metres
or more. Darkling Creatures have a 50% chance of gaining
the Sonar Sense Trait instead of Unnatural Senses. All receive
the Awareness and Silent Move Skills, with species native to
caverns or other subterranean environments also gaining the
Climb and Swim Skills. Some Darkling creatures are hideous
to gaze upon, granting 10% of species with this Trait a Fear
Rating of 1. Multiple instances of this Trait have no effect.

DEeADLY

The attacks of this creature bite through carapace and ceramite as
easily as they rend flesh and crush bone. Explorers facing such a
creature should do so from a distance, and pray to the Emperor
it does not close. The creature gains +10 Weapon Skill and the
Improved Natural Weapons Trait. A second instance of this Trait
grants the Razor Sharp Quality to its natural weapons, and any
further instances grant only an additional +10 Weapon Skill.

DEATHDWELLER

Not all worlds are well suited to life’s development, but life
frequently finds expression on these worlds nonetheless. The
species that survive the ravages of a hostile environment often
have this Trait. Such lifeforms are immune to Toxic attacks not
native to their homeworld or not specifically tailored to their
biology, and gain the Resistance (Radiation) Talent. They also
receive +3 Wounds. Additional instances of this Trait grant
+5 Toughness and an additional +2 Wounds.

DETERRENT

A foul stench, chemical haze, unconscious psychic field, or
similar defence imposes penalties to attacks against any creature
with this Trait. Blows are sapped of striking power and shots
are thrown astray. Attacks against creatures with this Trait suffer
—20 to the attack roll. Further instances of this Trait reduce the
Damage of attacks that land by 1 per additional application.

Di1STURBING

Something about this creature feels unnatural and innately
wrong to human senses. Whether its body aligns with unnatural
geometries or its hunting cry pierces through sound-filters to
chill the heart of listeners, merely being in its presence is a
nerve-wracking experience. The creature gains a Fear Rating of
1. Each further instance of this Trait increases the Fear Rating
by 1, to the normal maximum of Fear Rating 4.

FADE-KIND
Creatures with this Trait are ghostly and out of touch with
normal physical existence, dwelling in an unnatural half-life
between the layers of reality. They possess the Incorporeal
or Phase Trait (with a 50% chance of each). At the GM’s
discretion, certain conditions or materials may prevent them
from using these abilities, such as an Incorporeal creature that
cannot pass through the stones of the world to which it is
native. Given the unnatural and possibly warp-touched nature
of such abilities, there is a 25% chance for a creature with this
Trait to possess a Fear Rating of 1. Multiple instances of this
Trait have no effect.

FLEXIBLE
The bone structure of a creature with this Trait is unusually
malleable, or perhaps it does not even possess a skeleton. Such
creatures gain the Flexible Quality on their Natural Weapons
and +10 to Dodge. A second instance allows them to wrap
their flowing limbs around their prey in a stranglehold,
granting the Snare Quality to their Natural Weapons. Further
instances grant +10 Agility per application.

XENOS GENERATOR
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Four Aura (Soporiric)/

Four Aura (Toxic)
The very air surrounding this plant is filled to choking with
pollen, spores, or chemical fumes. Breathing the air within
five metres of a plant with this Trait requires a Challenging
(+0) Toughness Test to avoid suffering the effects of its Foul
Aura. Toxic plants cause 1d10 Wounds (ignoring Armour), per
round of inhalation, while Soporific plants inflict a level of
Fatigue per two Degrees of Failure. Fatigue caused in excess of
what is required to render the target unconscious is converted
to Wounds that ignore Toughness Bonus and Armour. Each
additional instance of this Trait increases the radius of the aura
by ten metres and imposes a—10 penalty to the Toughness Test
to avoid the effects. If a plant has more than one instance of
this Trait, only a full environmental seal provides protection—
simply avoiding breathing in the air is not sufficient.

A

FRICTIONLESS
The xenos has impossibly smooth skin, coats its leaves with an
oily residue, or uses some other means to reduce any traction
against that surface to almost nothing. Explorers might find
themselves helplessly sliding into a digestion maw once
they step onto innocuous appearing vegetation, or unable to
effectively fight against an attacking predator as they cannot
find purchase to hurl it away. Any Tests to Grapple with such
a creature suffer a —20 Penalty, and any Damage inflicted
on the creature in Melee Combat is reduced by 1d5 as the
weapon’s impact slips off the surface. Explorers operating on
a Frictionless surface must make a Difficult (—10) Agility
Test or they Fall to the ground. Additional instances of this
Trait increases this Test by one Level of Difficulty.
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GESTALT

Freakish beasts beyond the nightmares of ordinary Imperial
citizens, each Gestalt creature is not one being, but many.
They are huge colonies of smaller lifeforms bonded together
by some unholy union. This Trait grants +10 Toughness
and Willpower but reduces the creature’s Intelligence by —10
due to the warring impulses of the gathered minds. Gestalt
creatures cannot be Stunned and re-roll all failed Tests to
resist psychic influence or other forms of mental control.
Multiple instances of this Trait have no effect.

\ AOLVIEANTD SONTY

LETHAL DEFENCES

Creatures with this Trait have a defence mechanism to lash out
at those who do them harm, whether through a spiny carapace,
bio-electric pulses, or acidic blood flowing from their wounds.
When such a creature takes Damage past its Toughness Bonus
and Armour, its attacker must pass a Challenging (+0) Dodge
Test or suffer 1d10+3 I Damage. There is a 25% chance this
damage possesses either the Toxic or Shocking Qualities (GM’s
discretion). Each additional instance of this Trait increases the
Damage by 1, and makes the Test to avoid it one step harder.

MicHry

The muscles of this creature are incomparable, whether they
are made of plant fibre, flesh, or living rock. Its attacks land
like hammer blows and whatever limbs or tendrils it has could
casily crush the life from the unwary. The creature gains +10
Strength. A second instance of this Trait grants Unnatural
Strength (x2), and further instances have no effect.

PARALYTIC

The attacks of this creature may drip with a foul slime or

inject venom into the bloodstream of those it wounds,

but regardless of the vector and appearance of the
toxin, the effect is the same. The creature’s

Natural Weapons gain the Toxic Quality, but do no additional k.
damage. Instead, victims failing the Toughness Test suffer a

level of Fatigue per two Degrees of Failure. Each additional

instance of this Trait imposes a further —10 penalty to the

Test to resist the Toxic effect.

PROJECTILE ATTACK

This Trait can represent a wide variety of attack mediums,
from reflex-launched spines or quills to acidic spittle or
even gouts of fiery breath. The creature gains a Ballistic
Skill of 30, as well as a new ranged attack dealing 1d10+3
Impact, Rending, or Energy damage (determined at the GM’s
discretion) with a penetration of 0. The attack has a Range
of 15 metres and may only fire in single shots. It never needs
to reload, as the creature’s own metabolic processes provide
the necessary fuel or supplies. Each additional instance of this
Trait grants +10 Ballistic Skill, +10 metres Range, and +1
Damage and Penetration to the attack.

RESILIENT

Hardy beyond all but the most rugged of lifeforms, this creature
is incredibly resistant to damage and illness. It can survive
poisons and gunshots with equal tenacity. The creature gains
+10 Toughness; a second instance of this Trait grants Unnatural
Toughness (x2), and further instances have no effect.

SILICATE

The Magos Biologis hold that all life is made up of the same
building blocks—basic chemicals that bind human and xenos
alike. Some creatures defy this elementary law, however, and
are formed of what amounts to living stone or crystal. Silicate
creatures reduce their Agility by —10, and cannot swim under
any circumstances. They gain Natural Armour (1d5+1), and
the Unnatural Strength (x2) and Unnatural Toughness (x2)
Traits. They do not suffer Blood Loss or Suffocation, but
their brittle structure doubles any Critical Damage they suffer
from attacks that cause Impact or Explosive Damage. Multiple
instances of this Trait have no effect.

STEALTHY

A natural ambusher or lurker, this creature may have
chameleonic skin or another form of natural camouflage. This
Trait grants training in the Concealment, Shadowing, and
Silent Move Skills, as well as a +20 bonus to relevant Tests. A
second instance of this Trait increases the bonus to +30, and
allows failed Tests to be re-rolled. On flora, this Trait allows
the plant to keep its original Agility value for purposes of
Concealment Tests. Further instances have no effect.

STICKY

The creature exudes a layer of adhesive sap or mucilage on :
its skin or leaves, which can quickly bind prey as they find :
themselves stuck to the creature. It is most often found on
varieties of carnivorous flora, which feed on the entrapped
victim once it eventually perishes. The species itself is
immune to these adhesives, but anyone else touching such a
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creature must pass a Challenging (+0) Strength Test to free
themselves. Depending on how much of their body is trapped,
they might be helpless until they succeed or merely unable to
use one limb. Multiple instances of this Trait increase this Test
by one Level of Difficulty.

SUSTAINED LIFE

This Trait is common to lifeforms on worlds with weak
atmospheres, or ones that lack air altogether. Creatures with this
Trait do not need to breathe and are thus immune to Suffocation
and inhaled toxins. An additional instance of this Trait indicates
a lifeform adapted to the void itself, able to live without air or
gravity; while in an airless environment, these creatures gain the
Flyer Trait at a value equal to their Agility Bonus.

SwiIFT

Creatures with this Trait possess lightning-fast reflexes and
speedy locomotion, able to outpace nearly any living thing.
This Trait grants +10 Agility. A second instance grants the
Unnatural Speed (x2) modifier, while each additional instance
increases the multiplier by 1.

TueRMAL ADAPTATION (COLD)/
TuERMAL ADAPTATION (HEAT)

The extreme temperatures of some environments lead to life
uniquely adapted for survival in scorching heat or freezing cold.
Thermal Adaptation can reflect one of two similar Traits. All
creatures with Thermal Adaptation gain +5 Toughness and the
Resistance (Cold) or Resistance (Heat) Talent as appropriate, but
suffer —20 to Tests to resist the opposite temperate extreme.

A second instance of Thermal Adaptation (Heat) grants
immunity to environmental heat and doubles the creature’s
Toughness Bonus against heat-based weapons, such as
Flame, Melta, and Plasma weapons. However, such a creature
suffers one Fatigue for every minute it does not spend in an
appropriate environment (as determined by the GM). Further
instances of this Trait have no effect.

A second instance of Thermal Adaptation (Cold) grants
immunity to environmental cold, but doubles the damage
dealt past Toughness and Armour by heat-based weapons

against the creature. Such a creature also suffers one Fatigue -
for every minute it does not spend in an appropriate
environment (as determined by the GM). Further instances
of this Trait have no effect.

TUNNELLER
Some creatures possess the ability to tunnel through the
earth, whether through secreting corrosive slime or tearing
at the soil with huge fore-claws. Tunneller creatures gain
the Burrower Trait at a value equal to their Strength Bonus.
Additional instances of this Trait increase the creature’s
burrowing speed by 2 per application, and allow the beast to
burrow through metal.

UNKILLABLE
There are creatures that just won’t die. Whether they draw
on the unnatural vitality of the warp or bounce back from
grievous wounds due to a hyper-advanced metabolism, the
Explorer who tries to put such a beast down is likely to be
frustrated in his efforts. This Trait grants +5 Wounds and the
Regeneration Trait. Additional instances grant +2 additional
Wounds and increase the number of Wounds recovered each
round by Regeneration by 1 per application.

XENOS GENERATOR
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UPROOTED MOVEMENT
Flora that have this Trait are not limited to passively waiting
for prey to come by, but can actively hunt to feed themselves,
or pursue an escaped victim. Such flora strains may uproot
themselves as a Half Action, which grants a movement rate
appropriate to their Agility Bonus and Size, as well as the
ability to use the Dodge Skill (although they do not gain
training in it). However, the uprooting process causes 1
Wound, ignoring Toughness and armour, and the flora suffers
an additional such Wound at the end of every round it spends
uprooted. A plant may become rooted again in any appropriate
soil as a Half Action. A second instance of this Trait removes
the Damage caused by the uprooting process, and by staying
uprooted. Further instances of this Trait have no effect.



VALUABLE

A Rogue Trader is always on the lookout for new sources of
profit, and new xenos beings are always worth investigating
for the Thrones they might bring to his dynasty. While
almost any creature is valuable in some sense (as a basic meat
source perhaps, or to burn as fuel), these particular ones have
importance to a far greater extent. Their pelts might be part
of elite hiveworld fashions, their sap the main ingredient
in a powerful (and illegal) drug, their teeth the basis for
regicide pieces used in the Tricorn Palace, and so on. The
details as to what part of the being is valuable and how
much it is worth varies with the creature, but any Valuable
being should definitely be worth serious investigation for
any profit-minded Explorers. Multiple occurrences of this
Trait have no additional game effect.

VENOMOUS

From vines that deliver contact-vector toxins to fangs that
inject their lethal payload into the bloodstream and the
stingers and mandibles of huge insectoid creatures, poison
is used by flora and fauna alike across the galaxy to weaken
or slay their enemies. Even some prey animals are known to
bristle with poison-coated spines or otherwise use toxins as a
defence mechanism. The creature’s Natural Weapons gain the
Toxic Quality. Each additional instance of this Trait imposes a
further —10 penalty to the Test to resist the Toxic effect.

WARPED

The foul touch of Chaos has warped this species, undoing
natural evolution and infusing it with the essence of the warp.
While some unifying Traits can be found in such species, the
power of such unbridled change defies easy classification.
Roll once on Table 14—-3: Mutations (see page 369 of
the Rocue TRADER Core Rulebook) to generate a mutation
possessed by all members of the species, and again for
each individual of that species encountered. Some thought
should be used when applying Mutations—for example, an
Enormous creature gaining the “Hulking” Mutation should
not lose Size, but might become Massive instead. Each
additional instance of this Trait causes an additional roll for
individuals of the species, as they become more and more
unrecognisable as natural life.





