














THE LUMINARY—HERALD
OF SLAANESH

The Luminary is a Daemonnette of Slaanesh of the
immeasurable subtlety, a creature that turns the tiniest of
cracks in the quiet facade of piety amongst the nobility
into blaring catastrophes that the Imperium cannot ignore.
Despite this Daemon’s repeated and cancerous forays into
the upper strata of various worlds in the Calixis Sector, no
member of the Ordo Calixis has ever reported direct contact
with the beast. Though pious agents of the Inquisition have
put its followers to the torch by across countless worlds
and voidships across the Calixis Sector and Koronus
Expanse, each burning traitor to the Emperor describes
The Luminary in a unique way. No two descriptions of the
Daemon’s disguise seem to match—even from individuals
who saw the creature at the same time, as if all viewers saw
what they wished to see—and so even the mask of this
abomination is shrouded in secrecy.

The Luminary’s pattern in the Calixis Sector has been clearly
established, despite how illusive a foe it has proven for the
agents of the Tricorn Palace. It takes the form of a passionate,
charismatic figure and gathers around itself a cult of heretics,
blasphemers, and idle hedonists. Unlike many agents of the
Prince of Excess, the Luminary lures followers to
its side with temptations that seem modest
at first, encouraging followers
to transgress societal
rules in the name
of unlocking a
“secret potential”
in themselves.

Through  the
personal power its
teachings supposedly
grant, the Luminary
claims  that  its
followers can lead
humanity  to  its -
“intendedfuture"Ittravels 4,
throughout the Sector,
claiming that it comes
to release the people of
the Imperium from their
bondage through what
it calls “The Teachings
of the Daybreak.” Of -
course, its intentions are
hardly  humanitarian,
but few see the creature’s
true nature until their
souls are far too corrupted
to reject the temptations it
offers. For decades, The
Luminary has crisscrossed
the Sector, planting the seeds
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of corruption in the form of splinter cults. These organisations *
tend to pop up on worlds suffering long-lasting cultural ennui
and spread like wild fire through a populace desperate for release,
and countless nobles have fallen from the heights of grace thanks
to its subtle influence. Despite these purges, the cults always
spring up once again in this creature’s invisible wake.
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Wounds: 33
Total TB: 6

Movement: 10/20/30/60

Armour: Fancy Clothes (2 All)
Fate Points: 3

Skills: Acrobatics (Ag), Awareness (Per), Blather (Fel) +10,
Charm (Fel) +10, Common Lore (Imperium, Koronus
Expanse) (Int), Contortionist (Ag) +10, Deceive (Fel) +20,
Disguise (Fel) +20, Dodge (Ag), Forbidden Lore (Chaos,
Daemonology, Psykers, The Warp) (Int), Inquiry (Fel) +10,
Psyniscience (WP), Scholastic Lore () (Int), Scrutiny (Per),
Shadowing (Ag) +10, Silent Move (Ag) +20, Speak Language
(Daemonic  Tongue, Low
m Gothic, High Gothic).
w Talents: Assassin Strike,
\y Catfall, Heightened
"_/ Senses (All), Psy Rating
(5), Swift Attack,
Touched by the Fates.
Traits: Daemonic, Dark
Sight, Fear (2), From
Beyond, Natural Weapons
(Claws), Soporific Musk,
Strange Physiology,
Unnatural Agility (x2),
Unnatural ~ Fellowship
(x2), Warp Instability.
Psychic  Disciplines:
Telepathy, Daemon
Techniques.
Psychic Techniques: All
Telepathy  Techniques,
Siren’s Whisper, Call
to Ecstasy.
Weapons: Pincer Claw
(Melee; 1d10+4 R; Pen
3; Tearing).
TSoporific Musk: As a
Daemonette, The Chosen
has a tantalizing allure that
entrances and beguiles
mortals. All Dodge and
Parry Tests made against
The Chosen suffer a
—10 penalty.
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THE CARRIER—DAEMON
PRINCE OF NURGLE

Once a common voidsman in the Imperial Navy, the Daemon
prince now known as “The Carrier” began life as Josephus
Mallone in the Calixis Sector. At void from his eatliest recollection,
Mallone was, by all accounts, a terrible voidsman. Known
throughout Battlefleet Calixis as unreliable, unrepentant, and a
serial malingerer, he gained a reputation as the laziest man in the
battlefleet, a title he accepted with honour. While that appellation
was, perhaps, an overstatement, Mallone was a man who cared
little for work and instead made his way through life avoiding
it, a task easier than one might believe aboard a massive Imperial
Navy voidship. For five decades he coasted in the belly of one
voidship after another, avoiding superiors and as much labour as
possible until a simple accident changed his life forever.

During a fateful voyage in which the ship’s Gellar Field failed
and suffered a minor Warp incursion, Mallone fought Daemons
of Nurgle as part of a security party. During the pitched battle,
Mallone contracted a disease from one of the Daemons. Strangely,
some would say miraculously, he showed no signs of illness or
taint, and his affliction went unnoticed. While he did not suffer
from the disease, he carried it, and over the next few decades spread
the taint of Nurgle among the battlefleet. Thousands of voidsmen
and Imperial Navy functionaries died over the years, consumed
from within by the awful plague Mallone unknowingly carried.
Eventually, Mallone was discovered by agents of the Plague Lord
and they approached him while he was in port. They informed
him that he had been doing Nurgle’s work for decades, spreading
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disease among his fellows. Papa Nurgle was pleased, they said,
and offered him a proposition. Nurgle would give Mallone a
life of eternal ease, away from the demands of naval life with
its watches and hectoring bosuns, in exchange for continuing to
spread his disease. He accepted, out of a sense of curiosity and
idleness more than any real dedication to the Ruinous Powers.

Now, centuries later, he lives among the chaotic worlds
of the Void Dancer’s Roil and serves his master with glee.
While he kept his human appearance upon apotheosis, within
he is a roiling mass of poison and disease. His laziness was,
if anything, intensified upon becoming a Daemon, and it is
widely said that he would be one of Nurgle’s most powerful
servants if only he could be bothered. None of this matters
to The Carrier; he is content to spread his plague and do the
will of Nurgle as he sees fit. He does this by appearing aboard
voidships lost in the Warp and offering them a way out of
the howling Chaos of the Empyrean. Surprisingly, most are
desperate enough to take the help of a shabby, ill-looking
voidsman who simply manifests aboard and offers safe passage
with an easy smile. Even ships of the Imperial Navy have fallen
prey to this. True to his word, The Carrier guides each and
every ship safely from the Warp, disappearing as soon as they
transition back to realspace. Of course, by that time he already
done the festering work of Nurgle, and the unfortunate vessel
has also become a carrier of the Plaguelord’s pestillence.
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The Carrier

Wounds: 61
Total TB: 12

Movement: 3/6/9/—

Armour: Filthy-encrusted void-suit (All 5)
Fate Points: 3

Skills: Awareness (Per), Barter (Fel), Carouse (T), Charm (Fel),
Common Lore (Imperium, Imperial Navy, Koronus Expanse)
(Int), Concealment (Ag), Deceive (Fel) +20, Disguise (Fel) +20,
Forbidden Lore (Daemonology, The Warp) (Int), Gamble (Int),
Medicae (Int), Navigation (Stellar, Warp) (Int), Pilot (Spacecraft)
(Ag), Psyniscience (Per) +20, Scholastic Lore (Astromancy,
Legend) (Int), Secret Tongue (Underdeck) (Int), Speak Language
(Daemonic, Low Gothic) (Int), Survival (Int), Trade (Voidfarer).
Talents: Basic Weapon Training (Las, SP), Decadence,
Melee Weapon Training (Universal), Paranoia, Pistol Weapon
Training (Las, SP), Psy Rating (8), Resistance (Disease, Psychic
Powers), Warp Affinity, Warp Conduit, Warp Sense.

Traits: Daemonic, Dark Sight, From Beyond, Strange
Physiology, The Stuff of Nightmares, Touched by the Fates,
Unnatural Strength (x2).

Psychic Disciplines: Telekinesis, Daemon Techniques.
Psychic Techniques: All Telekenisis Techniques, Realm of
Decay, Breath of the Plaguelord.

Weapons: Corrupted hand cannon (Pistol; 35m; S/—/—;
1d10+6 I; Pen 2; Clip 5: Rld 2 Full; Toxic, InfectiousT).
TInfectious: Whenever a living creature suffers Damage
from the Toxic Quality of this weapon, it also suffers 1d5
Toughness Damage. Any creature slain by this weapon rises
as a Plaguebearer (see page 141).




THE HUNTSMAN—
HERALD OF KHORNE

“Fight or flee psyker, it matters not. I will rend you with my blade
and revel in your blood. I will tear out your skull and flog you with
it even as you die before I place it on the throne of Khorne!”

—Final message transcription decoded by Astropath Sukord

The Huntsman is a hulking, savage Bloodletter, notable for his
fierce hatred of psykers, for only Khorne and some of his greatest
champions despise the witch more. Whenever a particularly
troublesome psyker crosses the Lord of War, the Huntsman is
dispatched to visit the wrath of Khorne upon him. To assist the
creature, Khorne has blessed it with a pack of fearsome Flesh
Hounds that can track his quarry even through the Warp itself.
Once the Huntsman marks a psyker as his prey, that wretched
individual is doomed to be hounded by the Bloodletter champion
and his pack for the rest of his days—as few as they may be.

The Huntsman @
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Movement: 5/10/15/30
Armour: Brazen Skin (4).
Fate Points: 2

Skills: Awareness (Per), Intimidate (S) +20, Wrangling (Int).
Talents: Battle Rage, Counter Attack, Crippling Strike,
Crushing Blow, Exotic Weapon Training (Hellblade), Frenzy,
Furious Assault, Heightened Senses (Smell, Hearing), Swift
Attack, Precise Blow, Resistance (Psychic Powers), Strong
Minded, Touched by the Fates.

Traits: Daemonic, Dark Sight, Fear (2), From Beyond,
Natural Armour (4), Natural Weapons (Teeth and Claws), Size
(Hulking), Strange Physiology, Unnatural Strength (x2).
Weapons: Thornt (Melee; 2d10+14 R; Pen 3; Tearing),
Teeth and Claws (Melee; 1d10+12 R; Pen 0).

Gear: Collar of Khornet, psyker-skull necklace.

TThorn: A unique variant of the Bloodletter’s usual Hellblade
wielded by The Huntsman, Thorn has a particular hatred
for psykers. It slices through any and all arcane protections,
bypassing any psychic defences that its victims might be
impudent enough to put in front of it. Further, when Thorn
strikes a psyker, it puts an abrupt end to any Techniques the
psyker is sustaining. For each Technique terminated this way,
the psyker suffers 1d5 Energy Damage that is not reduced
by Armour or Toughness Bonus. Finally, whenever Thorn is
used to slay a psychic foe, its parching thirst for the blood
of psykers grows. Thorn deals an additional +4 Damage for
each psyker it has slain during a given encounter.

TtCollar Of Khorne: Whenever a psyker makes a Focus Power
Test to affect a creature equipped with a Collar of Khorne, he
halves his Psy Rating (rounding up) for the Focus Power Test.
Additionally, Damage to the wearer caused by psychic powers
and weapons with the Force Quality does not ignore the
additional Toughness Bonus granted by the Daemonic Trait.

Wounds: 44
Total TB: 8

Huntsman’s Flesh Hound
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Wounds: 15
Total TB: 8

Movement: 9/18/27/54

Armour: Daemonic Hide (All 4).
Skills: Awareness (Per), Tracking (Int).
Talents: Berserk Charge, Double Team, Furious Assault,
Hard Target, Heightened Senses (All).
Traits: Bestial, Daemonic, Daemonic Presencet, Dark Sight,
Fear (3), From Beyond, Improved Natural Weapons, Natural
Armour (4), Natural Weapon (claws and teeth), Quadruped,
Size (Hulking), Unnatural Senses (30 metres), Unnatural
Strength (x2), Warp Instability.
Weapons: Teeth and claws
Pen 2; Tearing).

Gear: Collar Of Khornett.
TDaemonic Presence: All foes within 20 metres of the Flesh
Hound suffer a —10 penalty to Willpower Tests.
TtCollar Of Khorne: Whenever a psyker makes a Focus Power
Test to affect a creature equipped with a Collar of Khorne, he '
halves his Psy Rating (rounding up) for the Focus Power
Test. Additionally, Damage to the wearer caused by
psychic powers and weapons with the Force Quality
does not ignore the additional Toughness Bonus
granted by the Daemonic Trait.

(Melee; 1d10+10  R;



DAENON
TECHNIQUES

“Steel thy soul against their blandishments. For if thou art pure, they
hold no power over you. The Emperor protects His own.”

A

—Missionary Brianne Korsythe of the Sacred Blade

When creatures of the Warp enter the material world, they do
not lose their abilities to interact with the Immaterium. Rather,
they are fully capable of channelling that energy into the galaxy
and using it as an incredibly potent tool. The majority of these
entities have abilities that are comparable to the talents of the
most gifted psykers. As if Daemons’ physical talents were
insufficient to the task of devastating humanity, their psychic
abilities are often far superior to those of mundane mortals.
Daemons may know virtually any psychic power that a
mortal could hope to master. As creatures that are inherently
of the Warp, a Daemon’s understanding of the Immaterium
dramatically exceeds what any mortal might hope to attain.
To such a creature, manipulating the Warp through the power
of the mind is a routine and unconscious gesture. Further,
these immortal spirits may have spent countless millennia
identifying novel ways to manipulate the Warp for the purposes
of their unholy causes. In addition to techniques that mortals
might use, Daemons may enthusiastically embrace techniques
that spread destruction and Chaos at a far grander scale.
There is no reasonable limit to the number or types of
powers that a given Daemon might learn. The Daemon of a
particular Chaos God usually focuses on abilities that epitomise
its liege. However, there are Warp entities that serve none of
the Dark Gods, and there are also some who seek the favour of
more than one deity simultaneously. Because of this, it may be
very challenging for a mortal psyker to anticipate the actions
of a Daemon based only upon its physical appearance and
demonstrated abilities. The powers that follow are a sampling of
talents that a given Daemon might exhibit, but this is nowhere
near representative of a comprehensive list.

———
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SIREN’S WHISPER
Prerequisites: Daemonic Trait
Focus Power Time: Half Action
Focus Power Test: Opposed Willpower
Range: 20m x Psy Rating
Sustained: Yes
In order to successfully corrupt humanity, Daemons pursue
a broad range of different approaches. For some individuals,
punishment and agony is the most effective tool available.
For others, the offer of pleasure can be incredibly addictive.
Those Daemons that most commonly induce euphoria in
their prey often begin with psychic techniques that fog the
mind as they simultaneously overwhelm the sensory organs.
This technique represents one method of overcoming
the defences of a single individual for these purposes.
Under its influence, a target may become far easier
to manipulate and thus bind to the cause of the
Ruinous Powers. Alternatively, a Daemon

might use this against a foe that must be quickly overcome—
after all, in a euphoric state, a target is seldom capable of
mounting an effective defence.

The Daemon selects a target within range and makes an
Opposed Fellowship Test, which the target resists with his
Willpower. If the Daemon wins the Opposed Test, it inflicts
1d10 Willpower Damage on the target, plus an additional 1d5
Willpower Damage for every two Degrees by which it won the
Opposed Test. If the target’s Willpower drops to zero because
of this power, it falls under the sway of the Daemon (instead
of suffering the normal effects of having zero Willpower)
as long as the Daemon sustains the Technique. The target
loses the ability to act of its own volition and simply remains
standing, catatonic. Each Round, at the start of the Daemon’s
Turn, it may spend a Free Action to make a Challenging
(+0) Fellowship Test to convince the target to take any
action of the Daemon’s choosing, which it obeys without
question. If any of the target’s allies are present, any single
ally may attempt to appeal to his erstwhile friend, spending
his Reaction to make this Fellowship Test into an Opposed
Fellowship Test against the Daemon. The winner of this
Opposed Fellowship Test then issues the order to the
victim of this power. When the Daemon stops sustaining this
power, the target is released from its grasp and immediately
suffers all of the effects of having zero Willpower until it can
recover from this Characteristic Damage (see page 251 of the
RoGUE TRADER Core Rulebook).

CALL 1O EcCsTASY

Prerequisites: Daemonic Trait

Focus Power Time: Full Action

Focus Power Test: Opposed Willpower

Range: 10m x Psy Rating

Sustained: Yes

The power of the Immaterium is vastly potent and its
applications are boundless. Just as the Warp can rend a body
with raw energy, it can also fill it with joy and pleasure. Those
who serve the Ruinous Powers often have a knack for turning
anything into an effective weapon. The battlefield applications
for pain and destruction are abundantly clear. An exhibition of
joy in the midst of a violent confrontation has the potential to
be a deadly application of a technique that also has tremendous
potential applications in more peaceful encounters.

The Call to Ecstasy causes its victims to experience and
exhibit a near fanatical degree of euphoria. Its most common
application may be in the realm of politics or negotiation,
where such a spectacle could be disastrous. However, when
the air is littered with gunfire, cavorting joyfully through
the firing lanes can be terminal.

The Daemon selects a target within range and makes an
Opposed Fellowship Test, which the target resists with his
Willpower. If the Daemon wins, the subject is immediately
compelled to spend all of its Actions dancing and singing
at the top of his lungs for as long as the Daemon sustains
the power. The subject may not take any other Actions or
Reactions while under the Technique’s effects, but at the
beginning of each of its Turns, it may attempt to wrest its
mind from the Daemon’s control and make a Challenging
(+0) Willpower Test with a —5 Penalty for each Degree
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' TABLE 5-10: D

ABLE 5-10: DAENONIC TECHNIQUES

Name

Focus Time

Siren’s Whisper Half Action
Call to Ecstasy Full Action
Realm of Decay Half Action
Breath of the Plaguelord Full Action
Sorcerer’s Tribute Half Action

Fires of Revelation Full Action

by which the Daemon won the Opposed Test. If the target
succeeds, the target escapes the Daemon’s grip, but if it fails, it
suffers 1 level of Fatigue from the mental effort it expends to
try to rip free. The target does not benefit from extra Armour
Points granted by cover that does not fully block line of sight
while under the effects of this power.

ReALM OF DECAY

Prerequisites: Daemonic Trait

Focus Power Time: Half Action

Focus Power Test: Willpower

Range: 3m x Psy Rating

Sustained: Yes

At times, the Warp’s corruption may be almost invisible as
it inflicts its damage through treachery and concealment.
However, when its unholy nature is fully unleashed, its merest
hint can be devastating to a mortal psyche. A Daemon in
service to Nurgle may choose to expose the faintest hint of
his dark god’s power into the material world. In doing so,
those exposed are completely overwhelmed by its presence,
such that they may become incapable of normal function.

Sustain Focus Power Test
Yes Opposed Willpower
Yes Opposed Willpower
Yes Willpower
No Willpower
No Willpower
Yes Opposed Willpower

The Daemon makes a Focus Power Test to exude a
hideously foul cloud of corruption about itself. As long as
the Daemon sustains this power, any creature without the
Daemonic Trait within range suffers a penalty equal to the
Daemon’s Psy Rating to all Tests, with an additional —2
penalty for each Degree of Success that the Daemon scored
on its Focus Power Test. Additionally, whenever a creature
within range fails a Toughness Test (regardless of the cause of
the Test), it suffers 1d5 Impact Damage that is not reduced by
Armour or Toughness Bonus. This stench is a direct product
of the Warp, so no amount of mundane shielding or air
filtration is capable of overcoming its effects.

BREATH OF THE PLAGUELORD
Prerequisites: Daemonic Trait

Focus Power Time: Full Action

Focus Power Test: Willpower

Range: 10m x Psy Rating

Sustained: No

Among the horrors that dwell within the Warp are creatures that
embrace the essence of corruption and decay for its own sake.
They revel in the very process of destruction. These entities
long to see those who would dare oppose them reduced to a

PLAGUEBEARER

Plaguebearer Profile
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These servants of Nurgle are devoted to spreading his corruption throughout their travels. Their exposed intestines,
cyclopean eye, and horns strike fear in those who face them, while their plagueswords infect anyone they wound.
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Movement: 3/6/9/18 Wounds: 30

Total TB: 15

Skills: Awareness (Per), Psyniscience (Per), Scholastic Lore (Numerology) (Int), Speak Language (any one).

Talents: Crippling Strike.

Traits: Cloud of Fliest, Daemonic (TB 10), Daemonic Presencet, Fear (2), From Beyond, Improved Natural Weapons,
Natural Weapons (Claws), Regeneration (1), Strange Physiology, Unnatural Strength (x2), Unnatural Toughness (x2),
Warp Instability.

Weapons: Plaguesword (Melee; 1d10+13; Pen 1; Toxic), Claws (Melee; 1d10+8; Pen 2; Toxic).

TCloud of Flies: All foes within metres of the Plaguebearer suffer a —10 penalty to Weapon Skill and Ballistic Skill
Tests as choking clouds of buzzing, biting flies attack every exposed inch of flesh.

TfDaemonic Presence: All enemies within 20 metres of a Plaguebearer suffer a —10 penalty to Willpower Tests.

Armour: None




" feeble state prior to their complete defeat. Nurgle’s Embrace

is a wasting disease that can destroy its victims and may even
transform them into Daemons. This potent attack is duly
feared as the disease is nearly always fatal.

The Daemon activates this power by selecting a target area
and making a Focus Power Test. If the Daemon succeeds, all
creatures within 2 metres x Psy Rating of the target area are
afflicted by Nurgle’s Rot. Targets may attempt to Dodge the
cloud of disease, treating it as an Area Effect Attack. Those
within range must immediately pass a Hard (—20) Toughness
Test. Each Degree of Success on the Focus Power Test inflicts
an additional —5 penalty to the Toughness Test. If a target
succeeds, it has shrugged off the effects. If it fails the Test, the
target becomes infected with Nurgle’s Embrace.

When a living creature catches Nurgle’s Embrace, it suffers
1d5 Impact Damage not reduced by Armour or Toughness
immediately. It then suffers an additional 1d5 Impact Damage
not reduced by Armour or Toughness Bonus at the start of
each of its Turns for a number of Rounds equal to the Degrees
of Failure it scored on its failed Toughness Test to resist the
disease. As the disease festers, it may also spread to others; each
time a character suffers Damage from Nurgle’s Embrace, each
living creature within 5 metres that is not already infected must
make a Challenging (+0) Toughness Test or also become
infected for a number of Rounds equal to the Degrees of
Failure it scores on its own failed Toughness Test. Whenever a
creature dies from Damage caused by Nurgle’s Embrace, it rises
as a Plaguebearer, intent on spreading the gifts of Papa Nurgle
far and wide across the Materium (see page 141).

SORCERER’S TRIBUTE

Prerequisites: Daemonic Trait

Focus Power Time: Half Action

Focus Power Test: Willpower

Range: 20m x Psy Rating

Sustained: No

Some Daemons are capable of inflicting the twisting nature of
the Warp directly upon their material targets. Those subjected
to such attacks may become dramatically transformed by
the Warp energy that wreathes them. Often, such an attack
may appear as a searing blast of Warp-flame, symbolic of the
many-coloured fires of Tzeentch.

The Daemon activates this Technique by selecting a
target within range and making a Focus Power Test. The
attack deals 1d10 Energy Damage with a Pen of 5, plus an
additional 1d10 Energy Damage per two Degrees of Success
on the Focus Power Test. Any living creature affected by
the Technique must immediately make a Challenging (+0)

Psy Rating Extent of Mental Change
1-2 Minor preference, e.g. eating habit, common stylistic choice. b, 'gh
3-4 Strong preference, e.g. attitudes towards others, philosophical outlook.

‘ BROL s Priority, e.g. goals, plans, visceral reactions.

i 7-8 Deep seated value, e.g. allegiance, ingrained cultural nature.

I %ﬁ;_g b Core Belief, e.g. faith, dreams, desires.

Toughness Test. Failure indicates that the target gains 1d5
Corruption Points, plus an additional Corruption Point for
every Degree of Failure. A target that fails this Test by five
or more Degrees of Failure becomes subject to swift and
catastrophic mutation, transforming irreversibly into a Chaos
Spawn. Characters with Fate Points may “burn” a Fate Point
to avoid the unsavoury doom that is Spawndom.

FI1rRES OF REVELATION
Prerequisites: Daemonic Trait
Focus Power Time: Full Action
Focus Power Test: Opposed Willpower
Range: 2m x Psy Rating
Sustained: No
Those who put their trust in the Warp are constantly
compelled to draw others under its influence. This strategy is
as fundamental to the nature of mortal cultists as it is to the
most powerful Daemonic entities. Some of these beings are
capable of using their Warp-spawned powers to twist mortal
minds into completely new systems of belief. By exploiting
their inherently psychic nature, they can delicately manipulate
an individual’s core personality so that it assumes an entirely
new outlook, sometimes without their subject’s knowledge.
The Daemon selects a target and makes a Focus Power
Test. On success, the Daemon is able to dominate the target’s
thoughts and alter some aspect of their belief system. The
severity of this change is directly proportionate to the Psy
Rating of the Daemon (see Table 5—11: Fire of Revelation
Transformations). On 3+ Degrees of Success, the subject
does not realise that the change in beliefs has occurred. If a
character with Fate Points falls under the sway of this power, he
may “burn” a Fate Point to permanently remove the Daemon’s
mystical influence over him. If he does so, he also becomes
immune to any future uses of this power by the same Daemon.

TABLE 5-11: FIRES OF REVELATION TRANSFORITIATIONS
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' Drive (Ag) Silent Move (Ag) B
Sleight of Hand (Ag) []
Evaluate (Int) [ | Speak Language (Int) o
Forbidden Lore (Int) (Low Gothic) H N
HiEn (Ork) H N
“inlnlm
DT T ] Survival (Int) _
Gamble (Int) . Swim (S) 5 L
Inquiry (Fel) [ | Tech—pse (Int) mininls
Interrogation (WP) L Tracking (Int) B -
Y Intimidate (S) HE Trade (Int) | ‘ [
(WP) 000

Psy Rating 1-2 Psy Rating 9-10

The Willpower Test to avoid
using a Psychic Technique
becomes Very Hard (-30),
and the Weirdboy must roll on
Table 3—2: Weird Fings when
using Psychic Techniques other
than the Powa’ Burst Technique.

Psy Rating 3+ Psy Rating 6+

- Invocation |
EXPERIENCE POINTS PROAT FACTOR T
XP to Spend Total XP Spent Starting ~E
' . | Current =
l l ORK WEIRDBOY POWER SCALE Misfortunes_________ -

The Weirdboy’s power
generates occasional but
largely inconsequential Warp
disturbances. His eyes glow
slightly, he crackles with light
when he is angry, and he shouts
even louder than usual.

The psychic disturbances
become more noticeable.
Further, the Weirdboy may add
or subtract his Psy Rating from
the result of any roll that he
makes on Table 4-5: Powa’
Burst Effects (see page 104).

The Weirdboy must make a
Challenging (+0) Willpower
Test each Turn in combat to
avoid using a Psychic Technique
or suffering 1d5 Energy
Damage (ignoring his Armour
and Toughness Bonus).
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Half Move Full Move Charge Base Leap Base Jump
(ABX]). (AB x2) l (AB x3) | (AB x6) I (SB x1m) I (SB x20 cm) '
= ’ CHARACTERISTICS
; Weapon Skill (WS) Ballistic Skill (BS) Strength (S) Toughness (T) Agility (Ag) Intelligence (Int)  Perception (Per)  Will Power (WP)  Fellowship (Fel)

_ Adv. Taken C .. .2C.  Adv. Taken (). Adv. Taken  T.(J.... Adv.Taken .. .. () Adv.Taken (... (C. Adv.Taken . (JC. . Adv Taken 23 Adv. Taken (C. .. () Adv. Taken

WEAPON GEAR ACQUISITIONS

l, . Class Damage Type Pen
Range RoF Clip Reload

Special Rules

WEAPON

Name
c Class Damage Type Pen
' Range RoF Clip Reload

Special Rules
INSANITY
LIFTING O IRR O p——
Lift Carry Push Current

FATE POINTS
Total Current ARITIOUR

N S

Roll  Effect Mastered?
1-5 Anticlimactic Fizzle! (No effect) N/A
6-20 Frazzle
21-30 Up an’ at ‘Em!
31-40  Warpath
41-50 Zzap
51-60  Dis Is Takin’ Too Long!
61-70  Smash da Gitz!
71-75  ‘Ere We Go
76-80 We’z Gotta Be Lucky
81-85  Deff Wave
86-90 Krump ‘Em Alll
91-95 ‘Ead to ‘Ead
96-99 TI'z Gonna Squig Ya!
Waaagh! Overload! Choose another
100 result and roll on Table 3-3: N/A
‘Eadbang (see page 59)

WOUNDS

Total

Current
CriCaEDAN A0 Com—
Fatigue

/ .’. Armour Welght

o =

|

RIGHT ARIN

11-20

.

RIGHT LEG

71-85

LEFT LEG

86-100
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TRAVERSE THE WARP WITH THE POWERS OF THE MIND!

The Warp is a nightmarish domain,
filled with insanity made manifest and
ethereal predators hungry for souls. Yet

it is this shadowy realm that a Rogue

Trader must tread to seek fame and

fortune amongst the stars.

Reveal the secret history and powers of the Navigator
Houses of the Koronus Expanse and discover the
Astropath Voidfrost and Soul Ward Disciplines.

Unleash the unpredictable might of the Waaagh! with
the Ork Weirdboy Career Path, and uncover new
Warp-touched powers, Alternate Career Ranks, and
Elite Advances for Explorers of all kinds.

Guide vessels and messages through the Immaterium
with expanded rules for navigation and astrotelepathic
communication, and face terrifying new hazards and
foes from the depths of the Expanse.

This book contains all you need to gaze
into the abyss and unleash the power of
the Warp in your Rogue Trader campaigns.

A copy of the Rocue TraDER Core Rulebook
is needed to use this supplement.




