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INTRODUCTION

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

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

WHAT’S IN THIS BOOK?

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

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

To Nathin Tsanthos,

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investigations, the Viscount has completely withdrawn his claims on my interests in the Rubycon -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

CHAPTER I: CRIMES AGAINST
HUMANITY

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

CHAPTER 11: PrAYING THE ROGUE

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

CHAPTER 111: OPPOSITION AND
ADVERSARIES

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

CuAPTER IV: THE NEMESIS PATH

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

CHAPTER V: RICHES OF THE EXPANSE

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

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

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

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

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

ALINVLIINE
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THE LOCATIONS IN THIS BOOK

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

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

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

THE LEX IMPERIALIS AND
THE BOOK OF JUDGEMENT

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

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

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

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

IMPERIAL CRIMES

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

—Arbitrator Senioris Harriet Otto

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

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

DEFRAUDING, INTERFERING WITH, OR

ASSAULTING THE ADEPTUS TERRA

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

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

THE LEX IMPERIALIS AND THE
CALIXIS SECTOR

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

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

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

SEDITION AGAINST THE IMPERIUM

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

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

I
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own bottom line.

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

. power to contain them.

Interestingly ~enough, more

Rogue Traders operating

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

how difficult it is to confine
a Rogue Trader).




ORRIK VON DARNUS AND THE PROMISE OF THE PAX IMPERIALIS

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

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

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

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

CRITES AGAINST

HUMANITY

make a point of mentioning this to his face.

SECTOR AND
PLANETARY CRIMES

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

—Attributed to St. Drusus

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

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

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

*
*

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

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

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

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

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

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



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

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

1

DESTRUCTION OF PROPERTY

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

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

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

TuE PENAL LEGIONS

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

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

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

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

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

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

Fraup

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




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

IMPERSONATING A PLANETARY OR
IMPERIAL OFFICIAL

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

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

EccrLesiArRcHICAL CRIMES
AND ENFORCEMENT

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

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

ECCLESIARCHICAL
CRIMES

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

—Cardinal Beneficta

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

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

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

CRINES AGAINST
HUMANITY
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BLASPHEMY

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

HERESY

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

and authority of the Imperial Cult and the substitution of

unsanctioned beliefs for those deemed proper by the Ecclesiarchy:

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

have written, they generally fall into two broad categories:

heresies of thought and heresies of deed.

Heresies of thought include such acts as denying

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

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

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



COMMON PUNISHMENTS
IN THE CALIXIS SECTOR

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

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

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

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

and even turn the punishment

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

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

Pillory: Public humiliation at its most basic, the pillory
is a specially devised framework erected in a public
space with holes for securing the head and hands of a
convict. Typically mounted on a post and shorter than
an average man, the pillory causes both humiliation and
pain as it forces the convict into an awkward crouching
position. While not a lethal punishment in and of itself,
exposure and the abuse of spectators and passers-by
have the possibly of wounding, maiming, or even killing
someone so displayed. There are countless variations of
the pillory as well, one of the most notable being Port
Wander’s void pillory. This punishment is particularly
hated amongst the denizens of that station, and thus is
particularly effective as a deterrent.

CRITES AGAINST
HUMANITY
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» Transportation: As mentioned previously, many worlds
prefer packing a convict off to one of the many penal
worlds within the Calixis Sector. These worlds include
Sheol XVII, Maleziel, and Kommitzar, where convicts
toil away in fields and foundries until they drop, are
conscripted into penal battalions for the Imperial Guard,
or are simply abandoned and left to fend for themselves.
Whatever the case, a sentence of transportation is as good
as a death sentence, because few, if any, survive for more
than a decade in their new and dangerous homes.

e The Pyre: Though technically another
of execution, Hax made special mention of this
punishment—placing the malefactor amongst piles of
blessed cordwood, wrapping them in oil-soaked prayer-
scrolls, and setting them ablaze in a public gathering
place. A particular favourite of some zealous hard-liners
in the Calixian Ecclesiarchy, it is thought Hax included
this punishment as a means of appeasing them.

EXAINPLE
PLANETS IN THE
CALIXIS SECTOR

he following are some example planets within the
TCalixis Sector that Rogue Traders may conduct

dealings on, especially if they are looking to conduct
business of a questionable nature.

means

MaccaBeus QUINTUS

Maccabeus Quintus is perhaps the holiest place in the entirety
of the Calixis Sector. It was here many centuries ago during
Angevin’s Crusade that St. Drusus was struck down by an
unholy assassin and then, by the power of the God-Emperor,
was raised up again and ascended to his sainthood. Ruled
solely by the Ecclesiarchy and bound under Ecclesiarchical
law, those who grow up in the achingly beautiful shrine cities

or among the vast cold and glittering salt flats are perhaps the
most pious of the God-Emperor’s subjects in the sector. Piety
aside, this is still a world inhabited by man, and like anywhere
else is full of his small failings of faith and duty:.

As much as the ruling priesthood and noble houses would
like to deny it, crime in all of its ugly forms exists and, in
some darker places, even thrives here in the shadow of St.
Drusus. The Lex Imperialis is given lip service here, for the
majority of Maccabeus Quintus’ penal codes come directly
from Calixis Ecclesiarchical law and holy scripture. Order is
kept by different branches of the Adepta Sororitas, including
elements of the Orders Militant. The holy sisters fill the roles on
Maccabeus Quintus that the Adeptus Arbites and Magistratum
fill on other worlds. They serve as police, judge, jury, and
executioner, and stay busy enforcing the many Ecclesiarchical
laws and strictures. Aside from the usual theft and corruption
found on any world, vice crimes are the most common and
most harshly prosecuted crimes among Maccabeans. As befits
those raised on such a holy world, Maccabeans are expected
to live an ascetic life of penance, prayer, and sacrifice. While
most do, at least on the surface, a thriving black market has
arisen catering to all manner of sinful pleasures from music,
gambling, idolatry, and the distribution of non-ecclesiastical
literature to darker and more perverse pursuits.

Thanks to the total domination of the Ecclesiarchy
in all parts of Maccabean life, nearly all crime and its
punishment falls under the Ecclesiarchy’s purview. Indeed,
criminals are referred to as “sinners,” convicts as “penitents,”
and punishments have a decidedly religious bent to them.
Flogging, gibbeting, pillory, other forms of public shaming,
and Church directed penance are typical punishments found
on this shrine world. Cleansing fire is also heavily used by
the Ecclesiarchical authorities, with branding and burning at
the stake being extremely common, especially in the more
heinous cases of heresy and blasphemy.

MALFI

A hotbed of corruption and home to countless striving,
scheming, and incendiary agents provocateur, the densely
populated hive world of Malfi is a constant thorn in the side

TuE PENANCE SHIPS OF THE ECCLESIARCHY

Wandering at large throughout the Calixis Sector and the Koronus Expanse, these lavishly appointed warships are the result of a
rare collaboration between the Imperial Navy and the Ecclesiarchy. Each one is the ultimate expression of the shipwright’s craft,
with fresh and sweet scented air, lovely trappings, pleasing, soothing sounds piped over the shipboard vox, kilometres of stained
glass and workstations made of precious stones and rare alloys. Crewed and captained by condemned and penitent Imperial
Navy officers, voidmen, and the occasional Rogue Trader, penance ships cruise as system patrol craft, protecting Imperial (and
specifically Ministorum) assets in places where the Navy cannot commit the time or resources to do so themselves.

While surrounded by staggering opulence, the penitents are able to enjoy it only from afar. Beneath each supple uniform a
penitent wears a harsh, chafing garment, a body glove made of materials that abrade the skin and cause constant pain whenever

the penitent moves. They wear filter plugs in their noses so that they may not smell the sweetness in the air, sound-deadening
earplugs to keep out the soothing sounds of the vox, and thick gloves that allow them to go about their duties while keeping
them from touching the pleasant surfaces of their workstations. Each ship is permanently sealed, with the only escape being
death or the fulfilment of the penance. To enforce this, the outer decks are patrolled and defended by savage servitors called
arco-flagellants, each a penitent in their own right. While the majority of those suftering this privation do so voluntarily, taking
up by the penitent’s garb as a way to repent for their transgressions before they go to their God-Emperor, more than one Naval
Officer or Rogue Trader has found themselves locked away in a penance ship against their will.




of the governing bodies on Scintilla. Long at odds with the
sector capital, the powers that be on Malfi believe that they
alone should be the seat of all governance and law in the
sector, and for centuries have attempted, both covertly and
overtly, to usurp leadership from Scintilla. Malfian society
is constantly in motion, a chaotic mix of warring sects,
conniving nobles, duplicitous merchants and mendacious
government officials.

The near constant corruption, malfeasance, and nepotism
in both governmental and private circles has led to a legal
code that, while essentially the same as that of Scintilla, is
nearly unrecognisable as such under countless layers of
bureaucratic wrangling and legal loopholes. In a practical
sense, very little is illegal on Malfi, despite being home not
only to a district office of the Calixian Conclave but also
a major seat of the Administratum. For almost every crime
there are dozens of exceptions and dispensations that allow
all but the most foolish or poorly represented citizen total
amnesty. The Malfian Magistratum is perhaps the most deeply
corrupt organisation of its type anywhere in the sector, and
its enforcers are legendary for their bald-faced graft and their
ability to ignore even the most heinous of crimes for the right
amount of thrones. The taint of corruption has infected even
the usually steady and clear-headed members of the Adeptus
Arbites, and there is a deep schism in the Malfian precincts
between those Arbitrators striving to enforce true Imperial
law, and those who have succumbed fully to “Malfian
business as usual.”

This free wheeling lawlessness breeds not only a
robust criminal underworld—robust enough that
the most successful criminals can operate in the
open and enjoy lives every bit as grand as
powerful nobles or merchants—but also some
of the shrewdest and most agile legal minds
in the sector. Indeed, Malfian litigants
and barristers are
in high demand
throughout the
more  civilised
regions of the sector, and are
masters of technicality, corruption of
evidence, and tainting of witnesses.

Port WANDER
Standing sentry at the gates of the Maw,
Port Wander is the last outpost of Imperial
law and order on the far rimward side of
the Calixis Sector. As it is nominally under
the jurisdiction of the Imperial Navy, law
enforcement aboard Port Wander is, on paper
at least, the purview of the Naval Provost and the
naval arm of the Commissariat. Unfortunately,
the majority population aboard is civilian and
not bound to the rules and regulations of the navy,
which causes no end of difficulty for those trying to
enforce the law. Due to this state of affairs, the Navy
tends to ignore civilian matters except where they
directly affect the Navy and the
administration of the port,

such as crimes perpetrated against naval personnel and materiel.
Instead, they focus their attention on making sure that all Naval
personnel aboard obey Naval regulations and follow Naval
law and largely leave the civilians to fend for themselves. This
leaves a vacuum that the Adeptus Arbites have stepped into,
deploying a small precinct of Arbitrators to the station.

The ensuing situation leaves both forces in an undesirable
position. The Arbites, who are typically concerned with
crimes of a grander scale than those found aboard Port
Wander, are not particularly well equipped for the sort of low-
level policing Port Wander requires. Since there are too few
Arbitrators in the port to police it fully, other interests such
as merchant houses and gelt brokers hire their own private
security, giving the Arbites another potential threat they must
watch. Most days the Arbitrators remain in their fortified
precinct houses, deploying undercover officers and informers
to enforce the law and waging constant jurisdictional battles
with the Naval Provost.

The Sector’s senior Arbitrators feel that the station should be
under their jurisdiction, while the Navy has no interest in seeing
that happen (and holds the practical power at Port Wander
to ensure it doesn’t). This constant acrimonious infighting
leaves little time for actual policing, and crime flourishes in
this atmosphere. Sadly, if the two Imperial agencies put aside
their petty differences and actually pooled their resources they
could likely enforce the station competently. Thanks to
the general lawlessness and gridlock caused by the
feuding agencies, the aforementioned private security
organisations and mercenary bands do brisk business
on the station. Being hired men instead of
' public servants, these heavily armed and

typically well-trained security agents
zealously protect the interests of their
employers but pay attention to little
else, especially unfortunate incidents
that involve their employers’ rivals.
Despite this awkward mish-mash of
squabbling officials, mercenary security
forces, and roving packs of armsmen
from Rogue Trader and Free Captain ships
who tend to keep the peace in the civilian
docks, Port Wander is generally a safe and
lawful place. The laws, when actually applied,
are a strange mix of laws from the Imperial
Navy and the Arbites, with a healthy dose
of obfuscation and legal loopholes generated
by nearly every Rogue Trader dynasty and
merchant house with a controlling interest in
the station. Much of the crime aboard Port
Wander is property crime, theft, vandalism, and
the like, with a constant stream of kidnapping,
public drunkenness, brawling, and murder.
There is also a large underground economy
based on the trade of stolen goods, proscribed
artefacts, and other ill-gotten gains from the _
constant stream of pirates and smugglers that
put in to refit and give their men liberty.
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Punishments tend to follow more Naval traditions, with a
particular emphasis on flogging, imprisonment, and summary
executions. One particularly unique punishment meted out
on Port Wander is ‘spacing’, or execution by being blown out
of an airlock without a voidsuit. Spacing is typically reserved
for heinous crimes against Naval materiel or personnel, or
sabotage of or damage to any of the numerous infrastructural
systems aboard the great station. Another exceedingly brutal
punishment on Port Wander is being “flogged ‘round the fleet.”
Typically handed down to naval personnel, but not unknown
amongst civilian and Rogue Trader fleets, a sentence of being
flogged ‘round the fleet involves a sentence of hundreds of
lashes. The convicted is lashed to a whipping frame, bundled
into a shuttle with a priest, a chirurgeon, and someone to
administer the punishment like a boatswain’s mate or a Naval
Commissar, and flown to each of the ships in the fleet currently
in port. At each ship, the convicted is debarked and, as the
ship’s officers and a large portion of her men are assembled to
witness punishment, he is administered a number of his lashes
while the priest recites the convict’s crimes and prays over him.
This continues at each ship until the convicted receives all his
lashings—with the chirurgeon stepping in only to keep him
alive so that he may endure his complete punishment. In fact, it
not uncommon for the convicted to die despite the chirurgeon’s
best efforts. Being flogged ‘round the fleet is, again, more
punitive than rehabilitative and is designed to make a public
example out of the convicted more than anything. It is also, in
many cases, a death sentence.

SCINTILLA
Scintilla, the glittering gem of the Golgenna Reach, is the
capital world of the Calixis Sector. A world of plasteel and
rockrete and shimmering glass, of towering spires and sprawling
megalopolises, and home to teeming billions of Imperial citizens.
Two massive hives, Hive Sibellus and Hive Tarsus, dominate the
landscape, jockeying for political and economic dominance as
oftspring communities like Gunmetal City and Ambulon scrabble
for crumbs at their feet. In this crucible of humanity, commerce,
and piety is formed a perfect environment for graft, corruption,
and wholesale lawlessness that is only contained with varying
degrees of success by the Magistratum, the planetary police
force, and the Adeptus Arbites.
Within Scintilla’s hives and in the streets of her smaller
cities, it is power and wealth, as opposed to merit or
citizenship, that ensures the protection of the law. Indeed,
especially in Hive Sibellus and Tarsus, there seems to be two
separate penal codes in effect here, one for the privileged and
connected, and one for everyone else.
Those who live in the loftiest and most luxurious spires
such as nobles, military officers, powerful merchant brokers,
industrial magnates, government officials, and the like, enjoy
a nearly crime- and inconvenience-free existence thanks to
the constant presence of the Magistratum. Professional and
attentive, these law officers work tirelessly to keep the
residential and commercial zones within the high spires
free of crime and undesirables. They respond to
even the smallest disturbance in scant minutes, in
force, and they excel at dealing with situations
as quickly and discreetly as possible.

The noble citizens of the highest spires also enjoy a fair
amount of leeway from the law thanks to their wealth and
influence. Small, petty crimes that would get a middle hiver
flogged, pilloried or imprisoned are waved away with a laugh
and an excuse of “youthful fun” or “a simple mistake.” Even
those charged with serious crimes like murder are often given
incredibly light sentences, if their cases ever come to trial at all.

The lower classes who live in the middle hives must make
do with poorly equipped and poorly trained Magistratum
officers. They operate from understaffed Arbites precinct
houses and are typically out-gunned by all but the most
desperate and destitute of the thriving criminal underworld
that exists there. Magistratum officers operating in the middle
hives cannot possibly hope to contain all of the crime that
happens in their precincts, so they concentrate on the most
violent and heinous crimes, ignoring the petty and nonviolent
crimes and leaving the citizens to fend for themselves. The
lowest levels and the underhives have been completely
abandoned by the Magistratum, who are content to allow the
gangs and underhivers to kill each other, only taking notice
when violence or criminal activity bubbles up into the middle
hive or they affect industry or the stability of the hive.

The Adeptus Arbites also maintains strong presences on
the Scintillan hives, though they tend to focus on larger
crimes such as sedition, cult activity, and interference with the
Imperial Tithe. They also utilise their paramilitary strength
in suppressing civil unrest and the largest riots—it’s unlikely
for Scintilla’s citizenry to encounter an Arbitrator except on
the wrong side of a suppression shield. The Magistratum
cordially detests the Arbites, while the Arbites, when they
deign to interfere with the Magistratum at all, treat them with
aloof indifference.

The laws of Scintilla vary between the four hives on the
world. Hive Sibellus and Hive Tarsus’s laws favour the nobility
by both design and tradition, although crimes such as murder,
theft, and destruction of property are held as technically illegal
for everyone. Gunmetal City and Ambulon’s laws are slightly
more egalitarian—Gunmetalicans have a greater respect
for individual merit, and Ambulon is too small (relatively
speaking) to develop a stratified society on the same level
as the larger societies. Many of the hives do have some laws
and punishments unique to themselves. Duelling is legal on
Scintilla, and popular among the nobles and those who live
in the upper levels of the middle hives. There is also a strong
tradition of and legal precedent for trial by combat within
the hives and cities. Trials by combat entail regimented and
rule-bound combat between the accused and their accusers.
The outcome of the fight, which is usually uncertain despite
the ancient rituals involved, determines who is right and who
is wrong. Often these fights will have conditions specific
to their crimes. For example, a trial by combat for murder
is almost always to the death, while some crimes may have
restrictions on what weapons can be used or under what
conditions victory may be claimed. For example, the duels
in Hive Sibellus traditionally use melee weapons, preferably
light blades such as swords and (in the low hive) knives.
Meanwhile, duels in Gunmetal City almost always use solid
projectile pistol weapons, and it’s considered the height of
stupidity to show up at one’s duel carrying only a blade.



The Laws of the I nperial Navy

The | aws and gui del i nes of the I mperial Navy are every bit as byzantine and convol uted as
those governing the rest of the Inperium The I mperial Navy is a hard service, it requires
ard work and demands hard discipline aboard its ships and in its ports. Wiile to the
outsider the navy appears nindl ess and its shi PS space-going hells full of casual brutality
acconpani ed by t he const ant song of the lash, nothj ng could be further fromthe truth. Wiile
severe discipline and savage puni shnent are i ndeed hal | marks of the service, the behavi our
of officers and voidmen in the Calixis Sector is carefully and rigidly controlled by the
Battlefleet Calixis in their own set of laws, known from the lowest rating
g Admiral in Battlefleet Calixis as the Articles of War.

These articles, countless rules, clauses, and sub-clauses that fill entire data vaults at
the Admiralty Spire on Scintilla, set rules governing everything from grooming standards to
the right and proper puni shnents for hj gh treason. of these articles are ar cane,
little understood, and rarely enforced, there are a few that every voi dman and | nperi al
i i ng.
AEEEcEe=F—n=1: commanders, captains, and officers in or belonging to any of His Divine
Maj esty’ s shj PS or vessels of war shal]| cause the public worship of the Al mighty God-
Enmper or accordj ng to the liturgy of the Eccl esi archy est abl i shed by law. This worship is to
be sol emnly, orderly, and reverently performed in theijr respective ships, and they shal |
take care that prayers and preachi ng, by the chaplains in holy orders of the respective

ships, be perforned diligently and that any and all holy days be observed according to
Eccl esi archi cal | aw

Article 9: a11 flag officers, and all persons in or belonging to His Divine Majesty’s ships
or vessels of war, being guilty of profane oaths, cursings, execrations, drunkenness,
uncl eanness, or ot her scandal ous actions, in derogation of the God- Enperor’s honour, and
corruption of good manners, shall incur such punishment as a court martial shall think fit
to impose, and as the nature and degree of their offence shall deserve.

Article 26: Every flag officer, captain, and commander in the fleet who, upon signal or order
to fight, or sight of any ship or ships which it may be his duty to engage, shall not make
the necessary preparations for fight, and shall not in his own person, and according to hig
shall suffer death. If

, every

Article 27: Every person in the fleet who shall not duly observe the orders of the admiral,
flag officer, or other su i ing, joining battle with, or making defence
against any enemy, or shall not obey the orders of his Superior officer as aforesaid in the
time of action to the best of his power shall suffer death.

Article 28: Every person in the fleet who through cowardice, negligence, or disaffection
shall in tine of action withdraw, refuse to engage, or shall not do his ut nost to take or
destroy every ship which it is his duty to engage shall suffer death.

Article 55: No person in or belongi i + negligently
perform the duty inposed on hi m or i i i such ot her
punishment as a court martial shall

require.
Article 140: Every person i
SO to do shall suffer death. If any commanding officer of any of His Divine Majesty’s ships
or vessels of war shal| dj scover a deserter, and shall not with all convenient Speed give
notice to the captain of the ship or vessel to whi ch such deserter bel ongs and/or to hi s
own superior officer, he shall suffer death.
Article 327:
desertion, or disobedience to any law
or his dominions on shore, shall suffer death.

Article 440: 1f any person

or design they shall suffer death.

any blasphemous or hereti Or any words to the prejudice of His
Divine Majesty, the Administratum, chy and does not forthwith reveal the
same to the commanding officer, he shall suffer death. Any person in or belonging to the fleet
W tnessing any nutj ny or sedition who does not use hi s utnost endeavours to suppress the
same shall suffer death.

Article 687: All other crimes not capital committed by any person or persons in the
fleet, which are not mentioned in these articles, or for which no punishment is
directed to be inflicted, shall suffer either death or punishment per their commanding
officer’s discretion.
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It is common for the nobility (especially those in Hive
Sibellus) to commission professional champions to fight their
duels for them, rather than participating themselves. Needless
to say, good champions demand a premium, and can typically
set their own prices and conditions for work. However, this
habit can backfire, as the noble’s rivals may (rightly) accuse
the noble who employs champions of cowardice. Should his
reputation suffer to the point of bringing shame on his house,
he may find himself forced into the arena.

In the matter of unique laws, both hives and the ancient,
wandering city of Ambulon, have strict laws prohibiting the
tampering with or causing damage to the massive internal
infrastructure and life support systems found within. Minor
offences like vandalism typically result in flogging, gibbeting,
imprisonment, or exile. More heinous crimes that threaten
the hive itself and its inhabitants are swiftly and harshly dealt
with. For example, tampering with a hive’s air exchangers
carries a sentence of death by suffocation, and those found
guilty of tampering with the hive’s water supply are drowned.
On Ambulon, the ultimate punishment is reserved for those
who attempt to damage the ancient machines that move the
city. The authorities secure the malefactors—and many times
their immediate family as well—to thick chains and lowered
from the walking city until they are being dragged along the
ground for weeks. As the city moves extremely slowly, these
unfortunates suffer a long and protracted demise.

LAW AND ORDER IN THE
KORONUS EXPANSE

“There is very little here that the average Imperial citizen would
recognise as law. There are some small outposts of civilisation, if
you can call them that, but on the whole the Expanse is generally a
chaotic void where the only actual law is ‘might makes right’.”

it
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—Trade Admiral Jonquin Saul

Unlike in the Calixis Sector, where Imperial Law is given at
least a modicum of lip service in even the most benighted of
systems, an organised code of laws on the scale of the Lex
Imperialis is totally unheard of in the Koronus Expanse. Despite
long centuries of exploration, missionary work, crusade, and
exploitation at the hands of Rogue Traders, free captains, and,
to a lesser degree, elements of the Adeptus Terra, very little of
the Expanse has been charted, and even less has been brought
under the yoke of Imperial Law. Lacking a unifying event like
the Angevin Crusade, the Koronus Expanse is a largely lawless
confusion with the occasional fiefdom carved out by Rogue
Traders and countless heathen worlds of men, each with their
own laws and codes of conduct. That being said, there are a
few points of light in all of this anarchical darkness. These are
places where law; such as it is, takes precedence over the typical
chaos and contumaciousness found throughout the Expanse.

FooTrALL
Situated just rimward of The Maw;, transfixed in the
hellish glare of the star Furibundus, Footfall is
typically the first stop for those entering the
Koronus Expanse and the last stop for

those leaving. Footfall is a massive, sprawling void port of
gigantic stone asteroids bound together by ornate bridges,
flexible tunnels, and chains the size of voidships, all centred
around a macrostatue of the most holy God-Emperor dozens
of kilometres high. This statue, placed by Footfall’s founder,
the Rogue Trader Parsimus Derwin, looks out sadly over a
morass of vice, degradation, perversion, sedition, mutation,
and heresy. There is no central law on Footfall, at least not
one that would be recognised in any civilised areas. Instead,
the numerous criminal and piratical factions that run this
wretched place have drawn up a series of laws and codes of
conduct creating a neutral zone wherein visitors and residents
are free to engage in their various business pursuits without
the interference of the Imperium.

This Derwin’s Compact, as the laws of Footfall are known,
serve one purpose as stated in the preamble of their charter:
“Fomenting and fostering an environment upon this station
and its surrounding areas that is agreeable to the pursuit of any
and all business practices for the purposes of bringing profit
to the ruling parties thereof.” In this freewheeling, anything
goes environment there is very little that is considered
illegal. Criminal gangs like Footfall's Black Brotherhood
and the Kasballica Mission, organisations that would surely
be hunted with extreme prejudice by the Adeptus Arbites
on any civilised world in the Calixis Sector, operate openly
next to ‘respected’ shipwrights, merchants, and gelt brokers.
Trafficking in narcotics, humans, xenos artefacts, proscribed
knowledge, and many other types of contraband that carry
a death sentence elsewhere is commonplace here. Even the
most respected Rogue Traders and free captains dabble in
these dangerous pursuits to greater or lesser degree.

Since the entire sprawling edifice is carved into different
areas of influence under control of one or another of the
numerous ruling factions, order, such as it is, is kept by
roving gangs of household enforcers and hired thugs. For the
uninitiated, navigating the complex and ever shifting net of
allegiances, tithes, bribes, and obeisance required to survive
daily life on Footfall can be quite daunting, and those that are
foolish and inattentive can lose more than their purse here.

Technically, Footfall is ‘ruled’ by the Liege of Footfall,
currently an easily bribed individual completely lacking in
ambition named Tanthus Moross. Moross has remained in his
role longer than most, due mainly to the fact that he has
no desires to control Footfall. Instead, he is perfectly willing
to play the figurehead, in exchange for plentiful bribes.
However, there is an older law; held almost sacrosanct by the
powers of Footfall. Whenever a Rogue Trader visits Footfall,
he rules the station. Should several visit at once, the most
senior Rogue Trader (a nebulous definition, to be sure) rules
the station. While Rogue Traders seldom show any interest in
actually ruling there, this position of authority (enforced by
the raw power of their starship and plentiful armsmen) usually
ensures no fool disrupts Footfall’s carefully balanced society
by messing with them. The Liege foolish enough to ignore
this takes his life in his hands. In 500.M41 the Liege Tarn
Marvolus united an alliance of criminals, witches, and narco-
tribesmen, and ruled Footfall with an iron fist. However, when
Marvolus demanded the Rogue Trader Cassilus pay tribute to
dock, she ensured the four quarters of his body were found




at the four furthest points of Footfall. Likewise, however, a
Rogue Trader who goes too far in upsetting the status quo
may well find themselves opposed—not only by the powers
of Footfall, but also their fellow Rogue Traders.

As stated before, there is little that is considered illegal by
the ruling powers on Footfall. There is, however, one cardinal
sin here, the act of which brooks no quarter from the locals,
and that is the act of hindering business.

Kept deliberately vague to allow incredible flexibility in its
prosecution, hindering business can be anything from snooping
about or investigating criminal activity to pressing too many
voidmen from the shipyards to murdering a high-level crime
boss. Anyone accused of hindering business is permanently
banished from Footfall and the entire Furibundus system. Those
foolish enough to return and who are caught are rarely heard
from again, their corpses often turning up mutilated in the
Boneyard, Footfall's midden. There are, however, fates worse
than a quick execution in one of the abandoned warehouses
on Footfall, and rumours abound of ‘obstructionists’, as those
convicted of hindering business are called, being sold to Chaos
Reavers as slaves for their vast pirate fleets or handed over to
covens of accursed witches for their amusement.

Of course, the more powerful the Rogue Trader involved,
the more he can get away with. No merchant factor or Liege
would be foolish enough to try and banish an individual
such as Calligos Winterscale, for example. More information
regarding Footfall and its various factions can be found in
Rocue TrRADER Core Rulebook pages 342-343, and in the
Rogue Trader supplement LURE OF THE EXPANSE pages 8-12.

THE BREAKING YARDS AT SR-651

In the rimward reaches of the Cinerus Maleficum, within bolter-
shot of the Orks of the ‘Undred-'"Undred Teef, in an abandoned
system full of shipwrecks and killing gravity tides lie the Breaking
Yards of SR-651. Built much like Footfall but on a much larger
scale, the Breaking Yards are a series of massive asteroids and the
remains of planets tethered together and given over entirely to
the salvaging, breaking, and refitting of voidships. Owned and
operated by a cartel of pirates, Rogue Traders, and, if rumours
are to be believed, certain high-ranking members of the Adeptus
Terra from the Calixis Sector, the Breaking Yards are a hellish
industrial prison where some of the poorest and most desperate
people of the Expanse toil away for endless hours in patched
vacsuits, tearing voidships apart piece by piece with inadequate
tools and bare hands. Life is incredibly cheap here. The mortality
rate is staggeringly high and most labourers are sick or dying due
to radiation poisoning and contact with the dizzying array of
hazardous materials used in building space-going vessel. Despite
these desperate and dehumanizing conditions, the Breaking
Yards have become one of the premier independent shipyards in
the rimward regions of the Expanse.

Much like Footfall, there is little in the way of law and
order in the Breaking Yards save the rule of “might makes
right.” Management, which consists of labour overseers and
the clerks and factors of the various investors, run the Yards
with an iron hand. Those who have the misfortune of living
and working in the yards have few rights, and toil endlessly
until they are killed or die a slow death from poisoning or
mutation. In the few public spaces in the yards, those places

GM Sxuir: LEx IMPERIALIS

When running a game where the laws of the
Calixis Sector and the Koronus Expanse are heavily
concerned, the Game Master should remember that the
laws of the Imperium are extremely varied and that

those presented here are neither a definitive nor iron-
clad list of rules and their interpretations by location.
Game Masters should feel free to use the above laws as
rough guidelines as to what is considered crime and
how laws are enforced generally within the Imperium.
For their own personal campaigns, Game Masters are
encouraged to flesh out their own laws and codes of
conduct for the important locales in their games as
they see fit and as it fits in with their campaign.

CRIITES AGAINST

set aside for commerce and the leisure and entertainment of
customers and their crews, the law operates much like it does on
Footfall. Laws are more ‘regulations’, codes of conduct tacitly
agreed upon by all parties to better facilitate the business of
running a lucrative private shipyard. Contravention of any of
these clearly stated regulations results in the offending person
or persons being banished permanently from the Breaking
Yards, which the yards back up with their orbital batteries.

These regulations are typically enforced internally by the
pirates, Rogue Traders, and free captains who put in to do
business with the Yards, by essentially telling their crews what the
rules are and having them police themselves while ashore. While
this approach does work on the whole, largely because crewmen
know that breaking the rules means having their ship and
captain blacklisted from the yards, lawlessness does occasionally
interfere with business in the Breaking Yards. In these cases, there
are gangs of heavily armed thugs employed by the managing
interests given carte blanche to enforce the regulations in any
way they see fit. Typically they do so by rounding up all the
offenders and pitching them out of an airlock or some other
means of summary execution. More information on the Breaking
Yards at SR-651 can be found in the RoGuE TRADER supplement
EDGE OF THE AByss pages 32-34.
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WINTERSCALE'S REALM
Winterscale’s Realm, a collection of dangerous and
fabulously rich systems charted centuries ago by the Rogue
Trader Sebastian Winterscale, lies in the galactic north of
the Expanse, spinward of The Cauldron and bordered on
its coreward edge by the tempestuous Screaming Vortex.
Crowded with Rogue Traders, pirates, free captains, and
opportunists of every description, the entire region is carved
up into fiefdoms controlled by a number of powerful Rogue
Traders including Aspyce Chorda, Jonquin Saul, and Calligos
Winterscale, descendant of Sebastian Winterscale himself.
However, though Winterscale’s Realm is known as the most 4
thoroughly-explored region of the Expanse, ‘explored’ isa
subjective term. For every colonised and settled world,
there are dozens of empty, lost systems. :
There are precious few civilised worlds
in Winterscale’s Realm, and certainly no
sprawling, densely populated hives or



~ powerful enclaves of the Adeptus Terra. Instead, most planets
are uninhabited worlds, rich in natural resources, or dead
worlds, deserted long ago by their original inhabitants, that
are slowly being stripped bare by the Rogue Traders who
spend their thrones and lives exploiting the region and
squabbling with their rivals over territory and trade routes.
Each Rogue Trader or pirate, and often the distinction is
quite obscured indeed, runs their domain as they see fit. Many
are little more than loosely controlled anarchy, while others are
strict autocracies, oligarchies, or plutocracies. The laws of each
region are laid down and enforced by, and reflect the personality
of, the Rogue Trader who currently rules them. For example,
those territories administered by Jonquin Saul, a particularly
learned and pious Rogue Trader, tend to follow precepts based
on a merging of certain Scintillan laws and autocratic control,
with a strong emphasis on piety and loyalty to the God Emperor.
However, Calligos Winterscale, who controls a large portion of
the discovered worlds in Winterscale’s Realm, runs his fiefdoms
in a feudal fashion, appointing strong leaders and supervisors
who are subservient only to him. Whatever the case, whether
strictly regulated or a whirling chaos bordering on base heresy,
there is no unifying code of laws within Winterscale’s realm,
and those new to the region are wise to proceed with in-depth
preparedness and extreme caution.
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DAMARIS
Damaris is a rarity in the Koronus Expanse, a long established
Imperial colony world with a legal code very similar to those
found in civilised hive worlds within the Calixis Sector.
Situated in the trailing-coreward portion of the Cauldron
region and lit by the baleful light of the Cauldron itself,
Damaris is ruled by an entrenched hereditary plutocracy
that has held the reins of power since its founding in the
earliest days of the 41st Millennium. The plutocracy’s claim
to Imperial protection as an official colony is, while true at
its heart, tenuous at best. While the planet was founded as an
Imperial colony, shares Imperial culture, and considers itself
under Imperial control and protection, they are not formally
recognised as an official part of the Imperium by the powers
that be in the Calixis Sector.
Damaris is not a hive world as such, but it is a densely
populated planet that is home to over three billion souls. It
has a thriving industrial and commercially based economy,
a relatively strong planetary and orbital defence force that
contains a handful of powerful and well piloted inter-system
ships and an armoured space station-come-orbital defence
facility carved out of a moon. In addition, its thriving
economy and claimed Imperial ties means it often plays host
to allied Rogue Trader vessels and warships from the Imperial
Navy. Damaris also hosts a small Mechanicus forge run by an
extremely ancient and acerbic Tech-Priest, Haydron Shard.
As a nominal Imperial world, Damaris’ code of laws
is based heavily on those found within Imperial space.
Although founded largely in the image of the Calixis
Sector’s capital world Scintilla, as the centuries passed,
Damaris came more and more to resemble that
hive of duplicity and double-speak Malfi. With
a complex and top-heavy legal code and
a government rife with corruption and

internecine conflicts, the politics and laws of Damaris are
quite dangerous to newcomers. There is little unique about
crime and punishment on Damaris, save for the fact that due
to the strong Ecclesiarchy presence, the Ministorum officials
may insist on prosecuting certain crimes personally. More
information on Damaris can be found in the Rogue Trader
supplement THE FROZEN REACHES.

NADUESH

The strange and desolate frontier world of Naduesh lies in
the rimward section of the Heathen Stars region, close to the
border with Winterscale’s Realm. It is a barren world of dry,
orange plains and vast, crumbling, abandoned mega-cities
under shattered domes over three kilometres high. The native
population, the much debased descendants of the original
builders of the blasted and empty cities, are simple nomadic
tribesmen who follow wandering herds of herbivores and scratch
out a subsistence living amongst the bones of their forefathers.
While the people themselves are primitive and benighted,
they are no strangers to the Expanse at large and those who

PusLic RELATIONS

Many of the Rogue Traders who have made their name
in the Koronus Expanse have developed something of
a strained relationship with the Adeptus Arbites and
the numerous planetary law enforcement agencies with
which they deal on a regular basis. Often, Rogue Traders
see local Magistratum or enforcers as organisations of
small consequence, concerned only with petty crimes
and thus beneath their notice or contempt. Members of
the Adeptus Arbites, however, are often seen as useful
tools, inconvenient obstacles, or on rare occasions full-
blown enemies, depending on the situation. After all,
they spend years or decades in the Koronus Expanse
beyond the light of the Imperium, where the only law
is their own. To return to the constraints of Imperial
society can strain habits formed after long periods of
complete independence.

On the other hand, the planetary enforcers the
Rogue Traders deal with when they return to the
Calixis Sector seldom have any authority over a Rogue
Trader. Even if they possess the physical power to arrest
a Rogue Trader, such an action would likely result in
a political firestorm that could destroy their careers or
even lives. This rankles officers, especially when forced
to turn an eye to some ‘minor indiscretion’, that might
see a common citizen put to death. The Arbites who
police the Sector, on the other hand, do technically
possess the power to prosecute Rogue Traders for
particularly heinous crimes, though it is never easy.
When pursuing a Rogue Trader in connection with
some suitably egregious crime, an Arbitrator may jump
at the chance to bring someone who sees themselves
as “above the law” to justice. In this case, they pursue
with incredible zeal and take particular pains to close
any legal loopholes through which their quarry could
escape their duly adjudicated punishment.




dwell there. For generations, Rogue Traders, Free Captains,
and pirates of every stripe have used Naduesh as a layover, a
place to water, re-provision, and dig for treasures among the
ruins. There is also a brisk trade between the visitors and native
tribesmen based on exchanging modern war materiel, medical
supplies and other trinkets for slaves and beasts.

Law, as it is known in the Calixis Sector or indeed on many
of the civilised worlds in the Expanse, is unknown on Naduesh.
Instead, each nomadic tribe is sovereign with codes of conduct
unique to each. There is little commonality between Naduesh’s
warring tribes. Some hold honour and sacrifice above all other
virtues, while others are known to consist largely of thieves
and honourless rogues. If there is one unifying law among the
disparate tribes, it is the unspoken one that prevents them from
scavenging among the ruins of their mega-cities. The people of
Naduesh seem strangely incurious about the ruins, and much
of their way of life and many precepts of their heathen religion
seem fabricated solely to prevent the memory of their ancestors
from rising to the surface. What causes this is anyone's guess,
but the natives give no warning and raise no outcry when
oftworlders traipse around their ruins save perhaps for arched
eyebrows and pursed lips showing disapproval.

In their dealings with offworlders, Nadueshi are typically
straightforward and forgiving. They show little interest in
visitors save for their trade goods and trinkets. Visitors are free
to do as they please, as long as they leave the natives unmolested
and disturb neither their herds nor their religious ceremonies.
Indeed, there are few laws for an offworlder to break here, as
the Nadueshi seem to consider visitors as children, unable to
understand the laws of the land and rarely guilty of breaking
them save through innocent ignorance. The only setious crimes
for which offworlders are punished are typically murder,
harming herd animals or distupting religious services or holy
sites. For more information on Naduesh, please see the Rogue
Trader supplement EDGE OF THE ABYss page 30—32.

CRITES AGAINST

HUMANITY

*
*

THE ROGUE
TRADER, THE
WARRANT, AND
THE LAW

“I'm sorry, Senior Arbitrator, you must have me confused with
someone else. I'm no petty criminal, I'm a legitimate businessman
with legitimate business interests, and if you doubt me, I have a
certain document to show you.”

—Rogue Trader and suspected smuggler Havelock Blackheel

o the average Imperial citizen, a Rogue Trader is a near
mythical creature blessed with unlimited resources and
granted enough extralegal rights and privileges as to
make him effectively above Imperial law. While it’s true that
Rogue Traders tend to be granted more leeway due to their
relative wealth and influence, they are still bound by Imperial
law, while in the bounds of the Imperium. That caveat is
key. Even exceedingly powerful Rogue Traders like Aspyce
Chorda or Calligos Winterscale are expected to show proper
deference to the God-Emperor’s laws. Within the Imperium’s
borders, Rogue Traders are often treated as one would a
planetary governor—immensely powerful but subservient
to the will of the Adeptus Terra. However, beyond those
borders, Rogue Traders are bound only by the limits of
their Warrant and their own ambitions.
That being said, even within the Imperium
there are very few of what most consider minor
or petty crimes a Rogue Trader would be



prosecuted for. Few planetary officials, no matter how foolish
or ill-advised they may be, consider pursuing charges against
a man as powerful as a Rogue Trader for something as simple
as receiving stolen goods or assaulting someone in public.
Indeed, even more serious crimes like murder are often
brushed aside by the authorities by the simple act of blaming
the victim (he had it coming), unless the victim is especially
powerful or influential. This is less due to concrete rules and
regulations built into the Warrant, and more because of the
Rogue Trader’s power and the quasi-feudal nature of many
parts of Imperial society. Most Rogue Traders possess the
wealth, power, and sometimes military strength that mean
lesser laws simply do not apply.

While they are largely immune to prosecution for smaller
crimes, a Rogue Trader cannot act with total impunity. As
befits their statures as wealthy, powerful, larger than life
figures who do business on a galactic scale, a Rogue Trader is
only held accountable for the most spectacular, far reaching,
and devastating crimes. However, even the most powerful
Rogue Trader should remember that some crimes are so
awful, so terrible, that no amount of money or influence can
forgive them. Whether a crime fits this category depends on
two factors. The first is the location it is committed in, as what
is illegal and legal can vary completely from one location to
the next. The other factor is how powerful the Rogue Trader
is, for the more powerful the Rogue Trader, the more severe
the crime he can commit and escape justice. Thus, it is up
to the GM to determine when a Rogue Trader’s sins cross
the threshold into something unforgiven. However, when
making this judgement, the GM should be encouraged to
think on the proper scale—crimes that affect the stability of
planets or even Imperial interests on a Sector-wide scale or
larger, not petty theft.

SMUGGLING

T believe you'll find my bills of lading in order, Provost Marshall.
What's that? Contraband? Obh, surely not. As you can see, my cargo
here is all above board...”

[
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—Rogue Trader Havelock Blackheel

Smuggling, at its most basic, is the transportation of goods or
persons into or out of a restricted area for illicit purposes. True
enough, but in practice, there are as many reasons to become
a smuggler as there are goods to smuggle. From the simple
act of avoiding import taxes on luxury items like amasec or
comet-mined mineral water to providing proscribed Imperial
Guard materiel to anti-government rebels on some backwater
planet in the Expanse, every act of smuggling carries with it
its own risks and rewards.
The rewards are simple to quantify, primarily large
monetary payoffs for a typically very small investment.
For some there are also more intangible benefits like the
adrenaline rush brought on by nearly being caught or the
sense of complacent superiority at walking through yet
another customs inspection with a dozen kilotonnes
of contraband hidden away in the dark corners
of one’s cargo holds. However, the risks are
enormous. Being caught with contraband

aboard can have disastrous results for a smuggler ranging
from astronomical fines, to the impounding of the guilty
party’s ship, to execution.

As with most things regarding the law and the
contravention thereof in the Imperium of Man, there are
those things that are illegal and those that are illegal, and
often times the distinction is very fine indeed. Depending on
where an Explorer is operating, anything could be considered
contraband. Many of these things are only proscribed on
certain worlds: intoxicants, narcotics, or slaves for example.
Meanwhile other contraband such as xenos artefacts or
heretical writings and technology, are illegal (and extremely
so) nearly everywhere in Imperial space. Ignorance of the law
is no defence against breaking it, especially when the law
is that of the God-Emperor, and it is up to the trader to be
aware at all times of what is and is not contraband in the areas
in which he operates. It is also prudent to know the best ways
in which to evade import inspections in the event that he is
caught unawares with such contraband in his hold.

Rogue Traders are naturally suited for work as a smuggler.
With their far-flung fleets of tradeships, their exhaustive
knowledge of shipping lanes, their Warrant, and their near
bottomless source of operating capital, it’s easy enough
to buy a cargo of contraband at a low price and run it past
Imperial Customs for an astronomical sum. For a Rogue Trader
however, there is little reward in small-time smuggling between
worlds, and their Warrants put them largely out of reach of
any local authorities who might wish to prosecute them for
it. Instead, many Rogue Traders take on smuggling jobs with
much higher risk and attendant rewards than an average intra-
system blockade runner. As befits someone of their skill and
commercial and military prowess, Rogue Traders who take
part in smuggling deal in items so dangerous to mankind as
to be proscribed by direct decree of Imperial law—xenos
artefacts, archeotech, and heretical teachings and ideas. Getting
caught with a hold full of Eldar shuriken weapons or the mad
rantings of Chaos prophets can spell certain death for Rogue
Traders of lesser station, and even those as powerful as Calligos
Winterscale would have an extremely hard time explaining
themselves to the Imperial authorities. Due to this predilection
toward dabbling in the smuggling of exotic and heretical items,
Rogue Traders with reputations as known smugglers tend to
have the eyes of the Holy Ordos and the Adeptus Arbites upon
them at all times—a situation that most Rogue Traders find
very uncomfortable indeed.

PIRACY

Any and all criminal acts of violence, detention, or depredation
committed for private ends by the officers, crew, or passengers of a
private ship that are directed against another ship, or against persons
or property on board a ship, shall be punishable by death.

—Article MMMDCCCLXX of the Lex Imperialis 30,987th
printing, Segmentum Obscuras Volume, Calixis Edition

Like smuggling, piracy seems to be a natural fit for a Rogue
Trader with a criminal turn of mind, and for many of the same
reasons. They have the resources, the ships, the knowledge,
and the contacts, and it is but a small leap from waging war
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on the Imperium’s enemies as a private citizen at the behest
of the Adeptus Terra to preying upon ships belonging to
the Imperium at one’s own volition. While piracy is rarely
a career that is chosen—most adopt piracy through want,
circumstance, or desperation—there are those that seek out
a life of travelling in wolfpacks and preying on the weak and
ill-prepared. Many Rogue Traders have turned to piracy over
the years, and they tend to be some of the most vicious and
efficient pirates to sail the void.

The Calixis Sector and the neighbouring Koronus Expanse
seem to lend themselves very well to piracy. They are vast,
spacious, and, in the case of the Koronus Expanse, largely
unexplored and uncharted. This makes it child’s play for a
prospective pirate fleet to set up a base of operations in some
far-oft corner of a sub-sector and begin their operations.
Also, both regions are target rich environments, with enough
undefended shipping lanes, unwary merchants, and unprotected
star systems to keep a good sized pirate fleet in thrones for
generations. Battlefleet Calixis, already stretched thin by the
day to day work of patrolling the vast Sector, is ill-prepared to
deal with full scale pirate infestations. They have been known
to contract this work out to mercenaries and Rogue Traders,
and many small and less influential star systems are left to fend
for themselves. These and numerous other factors make the
rewards inherent in successful piracy seem to far outweigh the
risks, and the risks are astonishingly high.

The penalty for those found guilty of piracy is nearly
always death, and invariably a very public and very gruesome
execution. For free captains, Chaos reavers, and other civilians

THE CRIMINAL REPUTATION

Criminal reputations allow Explorers to use their criminal exploits to their advantage to further their aims. Although
Rogue Traders are some of the most famous (or infamous) individuals to gain criminal reputations, any Explorer can
possess one. As criminal reputations are possessed by individuals, not groups, the benefits for possessing them stack (if
there are multiple Explorers with the Gentlemen Rogue reputation working on the same Endeavour, both Explorers’

reputations provide bonuses).

Reputations are nebulous affairs, and earning them is equally nebulous, left up to good roleplaying more than rules.
Therefore, there are no concrete requirements for earning reputations. However, in each reputation, there are several
suggestions as to potential requirements GMs may insist their Explorers possess before they can earn it. GMs are
encouraged to be flexible in this, but at the same time, should have at least three requirements the Explorer must meet.
This way, earning a reputation requires a bit of effort on the player’s part and eventually earning it is all the sweeter

when it happens.

No matter what other requirements a GM settles on, however, to gain a criminal reputation an Explorer must first
commit a crime bold enough or violent enough to attract attention. This should likely entail the successful completion
of a Lesser Criminal Endeavour designed jointly by both the player and the GM. The criminal endeavour is typically
some heist or scheme or daring smuggling run that will net the players both profit factor and a reputation as a scofflaw.
At this point, once the criminal endeavour has been completed, the Explorer has one rank of criminal reputation. For
every additional Greater Criminal Endeavour successfully completed, the player can either choose the regular rewards
granted by the endeavour or an additional level of criminal reputation, to a maximum level of 4. (If multiple players with
an applicable criminal reputation complete a Greater Criminal Endeavour, they must all decide to choose the regular
Endeavour rewards, or a/l gain one additional level of criminal reputation). Additional reputation ranks expand the area
in which the Explorer is known as a criminal. While criminals typically centre their operations in one system or sub-
sector and grow their reputation from there, more nomadic criminals may have differing reputations in far-flung parts
of a sector. For example, Havelock Blackheel has made a name for himself as a smuggler and blockade runner, and has
a criminal reputation of rank three in both Winterscale’s Realm and the Ragged Worlds. This means that he is well
known as a smuggler in those sub-sectors, but largely unknown throughout the rest of the Koronus Expanse. For more
information on criminal reputations and their areas of influence, see Table 1-1: The Criminal Reputation.

who turned to a life of piracy it typically ends there, with them

and their crews executed and their ships sold to recoup losses.
Rogue Traders are a special case, and their punishments are
enough to give even the most dedicated pirate pause. Along
with the public spectacle of their execution, which often
entails the parading around of their remains well after the
fact, a number of things happen in quick succession. Their
assets can be seized by the Imperium, their Warrant may be
revoked along with all its protections, their family could be
hunted down and put to the flame, and finally their very
name might be stricken from the Imperial record. It is as if
the Rogue Trader and his entire dynasty never existed, a fate
that many consider worse than death itself.

That being said, there are almost always those Rogue
Traders powerful enough to escape even that gruesome fate.
When dealing with those whose vast wealth and political
influence protects them from direct reprisal, the Imperial
Adeptus have been known to think creatively. For example,
when the infamous Pirate Lord Havax the Cruel began
terrorising convoys along the Drusus Marches in 440.M40, his
powerful friends in the Lucid Court prevented the Navy from
hunting him down. Instead, Admiral Halifax Stophes colluded
with the Ordo Hereticus Inquisitor Medina. Medina used her
influence to grant a new Warrant of Trade to a newly-minted
First Lieutenant named Calaphas Zanatov, while Strophes
arranged for him to ‘obtain’ an ancient Turbulent-class frigate.
The young Rogue Trader vanished into the Expanse.

Thirty-four years later, Havax the Cruel’s battlecruiser was
ambushed off 41 Pry by the fleet of War Trader Zanatov.
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Pros AND CONS

A criminal reputation canbebothaboonandacursetoan
Explorer. While developing and expanding a reputation
makes it easier to complete criminal endeavours and
make money while doing so, a reputation also tends to
draw negative attention from planetary and Imperial
authorities as a criminal’s notoriety increases. As a
Rogue Trader’s criminal reputation grows, he comes
under more and more scrutiny from the Adeptus
Arbites, local Magistratum, and even, God-Emperor
forbid, agents of the Holy Ordos. In game terms, this
can affect a Rogue Trader in a number of ways that are
largely left up to the discretion of the Game Master.
That being said, here are some helpful guidelines to
assist the GM in figuring out just how much trouble
his players have gotten themselves into.

Explorers with a criminal reputation of rank one are
usually dabblers in crime and have only just attracted
the attention of the local planetary enforcers. An easy
enough situation to deal with for someone as powerful
as a Rogue Trader or his associates. Those with a
reputation of rank two are more experienced and well
known. At this stage they are facing extreme scrutiny
from the local enforcers, and the Adeptus Arbites are
starting to take an interest in their comings and goings.
At rank three they have attracted the full-blown attention
of the Adeptus Arbites, as well as any other Imperial
organisation that the Game Master feels is appropriate,
and are most likely, by rank four, being run to ground
by some very dangerous enemies indeed.

I
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After a vicious, three-day battle, Zanatov attained victory and
secured the Pirate Lord’s corpse to his flagship’s power ram.
Strophes offered Zanatov a captaincy in the fleet, but Calaphas
refused, keeping his Warrant and vanishing somewhere within
the Maw. Though he was never seen again, his heirs would
return to the Calixis Sector.

PIRATES OFTHE
KORONUS EXPANSE

“They name me pirate, as if that alone would define my place in this
wretched assemblage of stars. I call myself honest, with an unveiled
soul and unbeholden to vacant emperors or vile gods. Here I will
live and die on my own terms, and take what I want from whoever I
choose. My only allegiance is to my crew and theirs only to me.”

—Piotr Kruz, Captain of The Burnished Talon (Posted gelt-
reward 1.2m)

The line between Rogue Trader and Pirate is a thin one,
sometimes only as thick as the parchment a Warrant of Trade
is printed on. What would be considered acts of treachery,
theft, and open warfare can be permitted freely when

conducted by a properly charted Rogue Trader,
acting officially on the behalf of the Imperium.

Thinner still is the line between a pirate and

privateer, for the latter’s Letter of Marque is only as powerful
as the patron who issued it. In the more civilised space of
the Calixis Sector, piracy is for the most part clear-cut and
easily defined, with the might of the Imperial Navy acting to
hound and eradicate such criminal actions across the region.
Augmenting the Navy are private fleets chartered by merchant
houses, trading corporations, or the nobility, all eager to stamp
out such drains on their profits.

In the Koronus Expanse, however, piracy is often simply
viewed by many as another livelihood, no better or worse than
numerous others. For if there is no law, how can such actions be
viewed as criminal? In the Expanse, it is the agreements between
trading partners that defines ‘lawful’ and ‘criminal’, where
violently reneging on an agreed deal (or acting without one
at all) determines if actions are viewed as cause for retribution.
Here where there is no rule of law, all that remains are words
of honour and debt obligations. And the pirate heeds these
when only it suits him, sailing the void under whatever codes
he pleases or none at all. In a region without constraints, he is
perhaps the most free but at the same time the most vilified. He
will have no allies, no comrades, no partners—only victims and
pursuers, both crying for his head on a pike.

Very few pirates begin as such, for the sheer expenses
required in outfitting a voidship are tremendous and thus most
pirate ships and crews began fully legitimate. Almost all pirates
previously operated as merchant guards or artefact excavators,
Rogue Traders or privateers, and other (somewhat) legitimate
professions. It can be a slow drift, moving from simple smuggling
or dealing in counterfeit goods, looting the remains of a raided
outpost, to cheating on small deals or petty heists, to outright
theft and raiding. For some it may be more of an abrupt shift,
perhaps with their Letter revoked or their Warrant destroyed,
and thereby forcing them into illegitimacy. Indeed, it is not
unheard of given the vagaries of warp travel and Astropathic
communications for a previously renowned Trader to find
himself suddenly under attack based on proclamations issued
years ago in the Calixis Sector. At some point though, what was
once a rightful operation becomes criminal and they become
branded pirate—surely one of the worst curses for those who
ply the void. Where once the master and crew worked under
the guidelines of Warrant or Rosette, of Scripture or Gelt-
Debt, of Proclamation or Blood-Oath, they now live only for
themselves and the riches they can loot.

Like any criminal activity, piracy and pirates comes
in a myriad of forms. Some view their deeds as virtuous
reprisals for past wrongs or retribution for previous dealings,
attempting to paint themselves as the righteous, their actions
justified. Most are more realistic and know themselves to be
criminals and little more. It is a life of constant wariness and
threats, of broken deals and deadly double crosses, where no
harbour is safe and every stranger suspect, but the rewards
are equally high.

Such a lifestyle changes those who ply it. Some devolve
into feral rage, seeking worlds to despoil and blood to spill,
and presenting a visage as brutal and soulless as the void
they travel through. Others also see the same uncaring void
but rebuke it with a carefree countenance, laughing with
contempt at such a petty view and ready to greet their fate
with style and panache.




OPERATIONS WITHIN THE EXPANSE

Many of the Rogue Traders who turn pirate within the
Expanse do not fall utterly, or attempt to maintain a thin
venire of respectability. For example, a Rogue Trader who
first dabbles in piracy may prey on vessels within the Koronus
Expanse, where Imperial Law does not apply and might all
too often makes right. They may raid the vessels of their richer
rivals, such as the nephium tenders of Calligos Winterscale or
the sprint traders of Joquin Saul. These individuals may raid
vessels then flee to the safety of the Calixis Sector, where they
become honest and law-abiding individuals once more.

Many of the ships that ply the void-lanes of the Koronus
Expanse expect that they must defend themselves, however.
They often run heavily armed and armoured, and the would-
be pirate may find himself tempted by fatter fare. If greed or
desperation grows, they may turn to the richer targets within
the Calixis Sector. Once they begin preying on ships within
Imperial space, however, it is likely only a matter of time before
they are branded pirate and hunted by the Imperial Navy. At this
point, a Rogue Trader may well switch operations, relocating
permanently to the lawless Expanse and only making brief
forays into the Calixis Sector to track down new prey.

Some Rogue Traders may become so notorious that even
their peers wish them dead or captured. Hunted and hounded
from both the Calixis Sector and the more established regions
of the Koronus Expanse, these desperate individuals find
themselves on the ragged edges of the void. Should a Rogue
Trader allow himself to fall this far, it is only a short distance
to becoming a wolfpack reaver. These cold-hearted individuals
think nothing of plundering any vessel that crosses their path,
and gleefully murder for sport as well as profit.

THE PIRATES OF INIQUITY

The lost and blighted moon of Iniquity is home to some of
the most extreme examples of pirates in the Koronus Expanse,
Chaos Reavers. These damned individuals do not just prey upon
their fellows for profit, they have sold their very souls to dark
and twisted powers to further their own sick ambitions. Even
amongst the pirates and rogues of the Koronus Expanse, Chaos
Reavers are held in a mixture of contempt and cold fear. Iniquity’s
Reavers (and other such individuals, such as the thrice-damned
Ember Nostromo and the hated Saynay Clan) embody all the
worst aspects of a reaver, coupled with a willingness to enter
into dark pacts with Daemonic powers. Any Rogue Trader who
counts himself amongst their ranks has fallen from his position
and now truly may be counted as one of the damned. His rank
and authority would likely no longer be recognized amongst the
Imperium, and he may well be worth a large reward.

A CRIMINAL
LEGACY

“Never forget, my Lords, that it is the God-Emperor who giveth, and
it is_Jermyn Lafitte who taketh away.”

—Jermyn Lafitte upon capturing the tradeship Venture

t takes very little effort on the part of a Rogue Trader or

his crew to gain a reputation for criminal activity. Indeed,

many Imperial citizens assume Rogue Traders and their
associates are already three parts criminal, and they’d be
shocked to learn many Rogue Traders are not heavily invested
in a number of criminal enterprises. The Rogue Trader’s
general reputation as a high-living, rakish, piratical scoundrel
well above Imperial law is well deserved—although for every
rakish, piratical scoundrel among them there are an equal
number who are honest, pious, and forthright. There are
Rogue Traders however who play to the stereotype, whether
to suit some fancy or because they actually are dangerous and
rapacious thugs who find a bad reputation useful.

Building and maintaining a criminal legacy requires that an
Explorer lay the proper foundations of a criminal reputation, and
that he then works to grow and maintain that reputation so that
his name is known throughout the Expanse or the Calixis Sector,
or both, and so that his name and reputation inspire awe (or
fear) and invite comment well after he’s gone to his place at the
God-Emperor’s side. Below are some rules and guidelines that
allow players and Game Masters alike to foster truly spectacular
criminal reputations and long-lasting legacies. It is important to
note that while Rogue Traders can easily assume these reputations
and legacies, they are not limited to Rogue Traders alone. Other
Explorers can just as readily forge a criminal reputation for
themselves, even when their compatriots are completely honest.

THE BIRTH OF A LEGEND

All it takes to cement a reputation as a criminal mastermind is
one high-visibility crime and a handful of witnesses. Be it the
daring theft of a ship from the dockyards at Port Wander or
running a Naval blockade to deliver contraband to a planet,
word of a Explorer’s criminal exploits tends to travel fast in
the upper echelons of Imperial society. Once it is known that
a Rogue Trader is “amenable to perilous ventures,” a polite
way of saying that they are not above criminal endeavours,
most set out to forge a reputation for themselves that proceeds
them in all that they do.

CRIMES AGAINST
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THE GENTLEMAN ROGUE
Suave and sophisticated, the Gentleman Rogue travels in the
very loftiest segments of Imperial society, and chooses his
prey from among the nobles and high-ranking officials from
both planetary governments and the Adeptus Terra who reside
there. Gentleman Rogues tend to be urbane and fashionable
in both dress and company, and spend the majority of their
time ashore attending social events and cultivating their vast
networks of contacts. It is here, among the spires and salons
of the upper classes of the Calixis Sector, as opposed to in a
boardroom or on the bridge of a voidship, that the Gentleman
Rogue commits his crimes and collects his ill-gotten gains.
Some are nobles themselves, their experience with nobility
allowing them keener insights into the mind and habits of
their victims. Others are cunning impersonators who can
assume a mantle of genteel nobility as easily as another man
might put on a coat.
The crimes perpetrated by Gentleman Rogues are
typically quieter and more cerebral than those of, say,
the Savage or the Mountebank. They tend toward such
activities as dealing in illicit substances or other proscribed
items craved by the noble classes, fraud, and other mostly
bloodless and, some would argue, victimless crimes. Others
may not conduct criminal enterprises themselves, but instead
operate at a remove as brokers or middle men, putting
their noble and government acquaintances in contact with
men and women who can ‘get things done’ for them and
extracting a hefty finder’s fee. That being said, while they
couch their crimes in a constant flow of smooth talk and
urbanity, Gentleman Rogues are still hardened criminals
and many are every bit as ruthless and dangerous as the
most savage underhiver, especially when they feel that their
persons or their livelihoods are under threat. Indeed, the last
thing many who have crossed a Gentleman Rogue have seen
is the smiling face of their rival as he greets them with one
hand and slides a knife into their belly with the other.
To gain areputation as a Gentleman Rogue, a GM can decide
an Explorer must possess any of the following requirements.
He must either be Noble Born, as described in Chapter 1:
Character Creation of the Rocue TRADER Core Rulebook,
_ pages 23—24, a Scion of Dynasty (alternate home world
" from Into the Storm) or otherwise possess the Peer
(Nobility) Talent. This requirement is particularly
important, as a good part of the Gentleman
Rogue’s reputation requires him to interact
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with nobility. Other prerequisites could include a Fellowship
of 40, the Peer (Underworld) and Good Reputation (Nobility
or Underworld) talents, and training in Blather, Charm,
Deceive, and Scrutiny. No matter what the other prerequisites
are, the Explorer must also complete a criminal endeavour
worth at least 1,000 achievement points that involves
perpetrating a crime against someone in that Explorer’s peer
group (most likely a fellow Rogue Trader or member of the
Imperial nobility). The details of the criminal endeavour and
what exactly needs done to cement the Gentleman Rogue’s
reputation is solely at the discretion of the Game Master.

A reputation as a Gentleman Rogue grants an Explorer
an additional 50 Achievement Points per level of reputation
toward the completion of any criminal endeavour related
to their reputation. What this entails exactly is again left to
the discretion of the Game Master, although it should likely
involve the types of crimes described in their entry.

THE LEGITIMATE BUSINESSMAN

Some Rogue Traders who have taken up a life of crime
never actually commit crimes themselves. Instead they
head vast criminal empires and are protected behind layers
of front companies, tax shelters, and extremely shrewd
and canny barristers. These Legitimate Businessmen will
typically have one or two legitimate mercantile or military
business interests, such as importing rare cooking oils to
Scintilla for use by the nobility. However, they make their
actual fortunes and their criminal reputations commanding
a network of thieves, enforcers, con-men, narco traffickers,
and other unsavoury criminal types who do the heavy lifting
for them and run the day-to-day operations of their criminal
operations. Crimes perpetrated by Legitimate Businessmen
tend to be vast in scope and long-running, producing
perhaps lower profits than those pursued by Gentleman
Rogues or Mountebanks, but doing so for decades or
centuries, providing the Legitimate Businessman with a
constant stream of ill-gotten revenue. Smuggling, gambling,
counterfeiting, forgery, and fraud are crimes typically
committed by these business-savvy criminals.

Legitimate Businessmen rarely get their hands dirty
with the criminal pursuits of their empires. Instead, they
are content to play the general, living a very public life as a
model citizen while issuing orders to their underlings who
then carry out all manner of crimes, great and small, in their
name. This allows them a level of protection and plausible
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THE TRADER PENITENT

There are times when simple secular punishment
for crimes committed by a Rogue Trader is either
inappropriate or simply not enough to make up for
his transgressions. Perhaps a crime is not quite serious
enough to warrant death but still requires a very public
and very serious penalty. Perhaps it is a crime committed
solely against the Ecclesiarchy or one ofits duly appointed
representatives, or perhaps the Rogue Trader himself
specifically requests an Ecclesiarchy levied punishment
to better atone for his sins. Whatever the case may be,
in situations like these the Ecclesiarchy in the Calixis
Sector has the option of assigning a convicted Rogue
Trader a Penitent’s Odyssey.

A Penitent’s Odyssey compels a Rogue Trader so
punished to carry out some manner of difficult task
at the behest of the Ecclesiarchy in exchange for the
absolution of their sins. This penance can take any
form, from years of indenture hauling missionaries
around the expanse to waging a full blown campaign
of war. All of this, of course, is at the Rogue Trader’s
expense. When performing a Penitent’s Odyssey, the
Rogue Trader is expected to do so to the best of his
abilities, using all the resources at his disposal as the
God-Emperor demands it. Completion of a Penitent’s
Odyssey may take decades or even centuries, and the
outcome may very well be the beggaring of the Rogue
Trader’s house and an ignoble, penurious death. These
concerns are seen as trifling to the Ecclesiarchy, and
to those Rogue Traders who undertake a Penitent’s
Odyssey voluntarily, for no price can be put on one’s
immortal soul or the forgiveness of sins and a second
chance of a place in the God-Emperor’s grace.

In game terms, a Penitent’s Odyssey should be designed
as any other endeavour. The lesser and greater endeavours
found in the RocuE TRADER Core Rulebook on pages 276-
278 are perfectly suited to such an adventure. If the GM
and players have access to the ROGUE TRADER supplements
INTO THE STORM and BaTTLEFLEET KORONUS, they can
use the meta endeavours and warfare endeavours found
within to further customize their gaming experience.
When designing a crusade that is voluntarily entered into
by the Explorers, the Players should be involved in every
step of the endeavour creation process. Any Penitent’s
Odyssey handed down as judgement against the will
of the players is solely the purview of the Game Master,
and he should feel free to make the odyssey as simple or
complex as he sees fit and as it pertains to his campaign.

deniability when it comes to dealing with the Adeptus Arbites
or local law enforcement officials. In fact, in those rare cases
when a Legitimate Businessman is brought up on charges and
found guilty, it is rarely for his criminal enterprises. Instead,
the charges are something only tangentially related such as
not paying their tithe to the Ecclesiarchy or some sort of
blasphemy or heresy, often the only charges the authorities
can get to stick.

To gain a reputation as a Legitimate Businessman, °
a GM can decide an Explorer must possess any of the
following requirements. An Explorer could be required
to have a Fellowship of 30, the Air of Authority and Peer
(Underworld) talents, and the Barter, Commerce and Trade
(Armourer, Chymist, Explorator, Shipwright, or Trader) skills
trained. No matter the other prerequisites, the Explorer must
then complete a criminal endeavour worth at least 1,000
Achievement Points that involves hiding a serious crime
behind the fagade of a legitimate business concern. The
details of the criminal endeavour and what exactly needs
done to cement the Legitimate Businessman’s reputation is
solely at the discretion of the Game Master.

A reputation as a Legitimate Businessman grants an
Explorer an additional 150 Achievement Points per level of
reputation per level of reputation toward the completion of
any criminal or trade endeavour related to their reputation or
trade. What this entails exactly is again left to the discretion
of the Game Master although it should likely involve the
types of crimes described in their entry.

CRITES AGAINST
HUMANITY

*
*

I

THE MERCENARY
Not all criminals are smooth talking grifters like
Mountebanks or steely, hard-eyed Legitimate Businessmen.
Sadly, the majority are vicious cutthroats and ruthless thugs
who would knife their own mother for a few thrones in
their purse. This proves true even among the lofty and
powerful Rogue Traders of the Koronus Expanse. For every
forthright, pious Rogue Trader like Jonquin Saul who
makes his living honestly and hews close to the laws of
the God-Emperor, there is someone like Aspyce Chorda, a
brutal and violent individual to whom life is cheap and who
will cross any boundary or betray any trust to further their
financial interests. Mercenaries are not to be trifled with,
they are dangerous men and women with all the power of
a Warrant of Trade behind them to help justify and excuse
their avaricious or murderous ways.
No type of criminal activity is beneath a Mercenary,
especially when there is profit to be made. Everything from
extortion and murder for hire to blatant piracy are all in a
day’s work for these hardened criminals. They care little for
the trappings of nobility and less for the laws of the Imperium
and the Calixis Sector, save when they serve to further their
aims. What matters most to them is coin, hard currency, and
their ship and their sword arm are always for sale to the
highest bidder, whether they be sector lord or pirate lord.
To gain a reputation as a Mercenary, the Explorer must
possess any of the following requirements. An Explorer
could be required to have the Disturbing Voice, Die Hard,
and Peer (Underworld) talents, and the Command, Deceive,
Intimidate, and Interrogate Skills. Alternatively, the Explorer
must possess the Hand of War option from the Origin Path.
No matter the other prerequisites, the Explorer must complete
a criminal endeavour worth at least 1,000 achievement
points that involves being paid to perform a particularly
public and brutal crime. The details of the criminal
endeavour and what exactly needs done to
cement the Mercenary’s reputation is solely at
the discretion of the Game Master.



TABLE 1-1: THE CRININAL REPUTATION

Rank Area of Influence

1 World

2 System

3 Sub-Sector
4 Sector

A reputation as a Mercenary grants an Explorer an
additional 50 Achievement Points per level of reputation
toward the completion of any criminal or military endeavour
related to their reputation or trade. What this entails exactly
is again left to the discretion of the Game Master although
it should likely involve the types of operations described in
their entry. For example, a military endeavour waged in one’s
own volition would probably not apply, but being paid to
wage a war for someone else would.

THE MOUNTEBANK
A smooth-talking confidence man and all around rogue, the
Mountebank survives on his quick wit and silver tongue.
The key to a Mountebank’s success is his ability to get even
the most suspicious and wary Imperial citizens to trust him
implicitly. To this end he makes a study of man the way a priest
of the Ecclesiarchy would dedicate his life to understanding
the scriptures. The ability to read a victim, to size them up
and know in an instant exactly what they want and how far
they’ll go to get it is a dangerous ability indeed. Even more
so when that is backed up with a fleet of powerful voidships
and a Warrant of Trade signed by a High Lord of Terra, both
resources that lend gravity and respectability to even the most
transparent of rogues.
It is said that a talented confidence man can sell lasguns
to the Departmento Munitorum and get a good price for
them. While this is obviously hyperbole, it is true that
Mountebanks are known for their fast talking and ability
to get more with a smile and a believable lie than other
criminals get at the barrel of a gun. All manner of fraud
and confidence trickery are the Mountebank’s purview,
from the bilking of rich nobles for their house fortunes
to the selling of entire fleets of imaginary voidships to
credulous planetary officials. Rarely do they resort to
physical violence, preferring to strategically withdraw and
attempt their scheme from another direction rather than
direct physical altercations.
To gain a reputation as a Mountebank, the Explorer
must possess any of the following requirements. An
Explorer could be required to have a Fellowship of 45, the
Foresight and Peer (Underworld) talents, and the Blather,
Charm, Deceive, and Scrutiny Skills. Regardless of the other
prerequisites, the Explorer must then complete a criminal
endeavour worth at least 1,000 achievement points that
involves perpetrating a confidence crime that results in
the gain of at least two points of Profit Factor. The
. details of the criminal endeavour and what exactly
needs to be done to cement the Mountebank’s
reputation is solely at the discretion of the
Game Master.

A reputation as a Mountebank grants an Explorer an
additional 75 Achievement Points per level of reputation
toward the completion of any criminal endeavour involving
fraud or confidence crime.

MAINTAINING
APPEARANCES

“Cort Fortunis? I thought you were dead!”
—Baldr Heinriksson, fence

Once a Rogue Trader has cemented his criminal reputation,
he must then take pains to grow and maintain it. Throughout
the course of play, a Game Master should require his players to
engage in large and small endeavours to maintain their criminal
reputation. This doesn’t necessarily entail increasing the criminal
reputation as discussed earlier, this is simple maintenance to
ensure that the Explorer’s name stays on everyone’s lips and
their reputation as a criminal mastermind is upheld.

How the Explorers go about maintaining their reputation
is up to them and the Game Master, but should entail activities
like committing crimes that reinforce the criminal reputation
(more cons for a Mountebank for example or an expensive
and finely outfitted voidship stolen by a Gentleman Rogue),
or meeting new contacts and maintaining old ones with
regular interactions. Sometimes a criminal may even commit
crimes with no obvious or immediate reward simply to ensure
that their reputation stays safe.

Those Explorers who do not keep up steady maintenance
of their criminal reputations, either through sloth,
inattention, or disregard, find that their cache within the
criminal underworld slowly diminishes over time. This
can cause any number of complications and threaten an
Explorer’s criminal endeavours in a myriad of ways, from
contacts drying up and disappearing or losing revenue
streams to stronger or more aggressive criminals moving in
to the Explorer’s turf and taking over his interests. The exact
results of letting a criminal reputation go fallow are up to
the Game Master, but should happen gradually and always
be reversible if the Explorer is willing to dedicate the time
and energy to remedying the situation.
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 CHAPTER 1I:
PLAYING THE
ROGUE

“Give me an honest pirate any day, rather than a Rogue Trader.”

—Commander Hok Vol'dosit, Imperial Navy.

Ithough a Rogue Trader may be more rogue than
trader, some of those who possess a Warrant may be
little better than common criminals with uncommon

influence and wealth. This chapter helps players develop and
play those characters.

ALTERNATE CAREER RANKS

It is common for an Explorer to wish to diverge from what
might seem a preordained pathway in his career into different
areas, especially for those in the Expanse looking to venture
into less legitimate operations. Alternate Career Ranks offer
such a divergence, allowing differing branches to a character’s
basic career path. These may be the result of introduction to
new lifestyles or civilisations, exposure to obscure training or
artefacts, or simply the desire to become even more uniquely
specialised in a profession. Note these Alternate Ranks do not
fundamentally change a character’s nature; if a character is a
Seneschal then his path should stay focused on investigation
and information. Rather, they signify a character’s fate moving
along a side-path, learning new abilities and gaining new
experiences along the way.

Alternate Careers can let an Explorer differentiate and
personalise his character, especially in situations where several
players have chosen the same career. Based on the new
directions a player may wish a character to follow, he may find
his character evolving into paths not originally envisioned.
Alternate Careers also allow a character to become even more
firmly rooted into the setting of ROGUE TRADER, the Calixis
Sector and the Koronus Expanse. The new paths below
highlight just a few of the possible new directions Explorers
might wish to take should they yearn to delve deeper into
the criminal and illicit lifestyles described in this tome. Each
promises a character new and exciting ways to operate in the
Expanse, albeit with many involving large groups of those
conned, victimised, looted, or otherwise afflicted individuals
in heavily armed pursuit should they be less than successful at
their new career. However, excitement should never be in short
supply for an Explorer, no matter what his career.

TAKING AN ATTERNATE RANK
Alternate Ranks often look appealing at initial glance, and
not just because they represent something different from
* the normal career path. With access to new abilities,
Skills, and Talents, the Explorer’s character
becomes distinctive and ideally better aids his
fellow Explorers in their Endeavours.
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Most if not all of the Alternate Ranks include one or more
prerequisite Talents, Skills, or characteristic levels a character
must obtain before taking the Alternate Rank, and all of these
must be fulfilled before taking the Rank. Each Alternate Rank
also has a minimum rank level at which it can be taken. A
character must have reached at least that level in his career
as a condition to take the Rank. Finally and perhaps most
importantly, it is very possible some Alternate Ranks may
complicate or even disrupt the GM’s crafted plotlines and
planned campaign ideas. If this is the case, it is possible the
player and the GM may be able to negotiate a compromise
between the exact Alternate Career desired and the overall
narrative plans for the group’s campaign. In all cases, the
bottom line is that a player must always gain the GM’s
permission first before adopting this new Career.

If a character meets all the necessary requirements, then
he is ready to embark on the desired Alternate Career Rank.
Each of these new Ranks operates by ‘swapping in’ for the
Rank a character would have otherwise taken at any point. The

ELITE ADVANCES FROM MISSED
CAREER RANKS

Choosing an Alternate Career Rank means a character
has diverged from the generalised regular path of his
career for a more specialised one. While this means
access to new and often unique abilities during
his tenure, it may often mean missing out on the
opportunities afforded in the regular development of

his character. These “missed” Skills and Talents can be
purchased, however, by the character (with the GM’s
approval) as Elite Advances in the missed Rank for a
base cost of twice the original cost (a 200 xp Skill
would cost 400 xp, while a 500 xp Talent would cost
an impressive 1,000 xp). The GM can modify this
amount up or down as he sees fit, but should keep
in mind that Alternate Ranks present opportunities
to characters they normally would not get, and there
should be a trade-off for this opportunity.
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new Advance Scheme is exchanged for the normal one in the
character’s Career path, and from this point forwards he has
access to these Advances and may spend Experience Points on
them as the character would normally. A player will very likely
have access to new Skills or Talents that make this Career unique.
Note that some Ranks indicate a special ability or even a new
Trait that is a fixed part of a character’s new Career. These should
be applied immediately as per any special rules indicated.

While any new Alternate Rank will be filled with new
opportunities, there are some drawbacks. This new focus
may deny a character access to other Skills and Talents, or
force a character to pay more Experience Points for them.
However, at some point in the future characters will have the
opportunity to purchase Skills and Talents that they miss (see
the Elite Advances from Missed Career Ranks sidebar).

EXAMPLE

The character of Arch-Militant Lethe Barbarro desires to become more
than another gunhand as there are already several excellent shots aboard
his ship, and decides to become a Swashbuckler. He has the necessary
prerequisites, especially having participated in recent raids of a decidedly
criminal as well as bloody nature, and, with the GM's permission, at
Rank 2 changes to the Swashbuckler Advances Table. Barbarro s still
an Arch-Militant, but now he hones his skills with the blade more so than
ranged weapons, specialising in melee combat as well as his vocabulary
and finesse with words. His new flair and fighting skills are certainly
welcome, but it also means he misses out on developing his command
expertise or the broader skills of conducting warfare; opportunities that
would be offered to him if he had stayed on his original path. Should he
wish to obtain these Advances when he moves to Arch-Militant Rank 4,
he must pay for them as Elite Advances.

CAREER PROGRESSION

Advancing to a character’s next Rank is done normally once the
character has accumulated and spent enough xp. Characters may
find in later levels, however, that the divergence they took for
their Alternate Rank has left them lacking certain Skills, ones
perhaps needed as prerequisites for some newly desired Advances.
To gain them they must now obtain them as Elite Advances.
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" ARCH-MERETEK

“Those fools and their talk of spirits and rites; technology is cause and
consequence, mechanism and effect, and should not be so restrained and
mishandled as those red-robed simpletons would believe.”

—Rephenesti Korvane, Heretek

irates and criminals travelling the stars often struggle

to maintain the high technology of their ships, lacking

the necessary expert personnel to perform the rites of
maintenance and appease recalcitrant machine spirits. While
some can secure compacts of labour with true Tech-Priests—
this is far from the only option.

Within the Koronus Expanse there exist those who defy
the dictates and traditions of the
Adeptus Mechanicus, choosing to :

T

experiment with technology and try ’
to understand how it works without

the sanction of the Cult Mechanicus.
Condemned as techno-heretics, or
hereteks, these individuals are hunted
for their blasphemous acts, and shown
no mercy should they be caught. Many of
these individuals flock together for mutual
protection and the benefits of their illicit
studies. Such groups often find that the
employ of pirates and smugglers grants
them the freedom and mobility they
need to survive, and the opportunity to
work with advanced machinery beyond
the gaze of the Mechanicus.

Over the years, certain hereteks have arisen
in the Koronus Expanse accompanied by tales of
infamous actions. Whether former members of the
Disciples of Thule or agents of the Lathes, their sinister
reputations have generated a collective moniker amongst
the low-born populaces from Footfall to Damaris. Now
in the Expanse a fallen Tech-Priest of sufficient
skill and infamy is likely to be labelled an
Arch-Heretek by the populace. Though
there are no set criteria for what makes
an Arch-Heretek, they are often a match
for true Tech-Priests and Explorators in
terms of their understanding and proficiency
with machines. The greatest of them were
once Tech-Priests, now turned from the worship
of the Omnissiah. Arch-Hereteks are highly valued
by voidfaring criminals, both for their expertise in all
things technical and their unique abilities.
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BECOMING AN ARCH-HERETEK
The Adeptus Mechanicus jealously guard the
knowledge they possess, and brutally enforce their
monopoly on technological lore. It is easy enough,
then, to become a heretek—simply defying
their authority over matters technological
_ and scientific is sufficient.

Becoming an Arch-Heretek, however, is more challenging.
To survive long enough to gain true skill with, and mastery
over, technology takes considerable cunning. To become an
equal to the Martian Priesthood takes greater knowledge still,
sufficient to supplement flesh with advanced machinery.

Required Career: Any except Kroot, Orks, Navigators,
Astropaths, or Missionaries (note, this allows non-Explorators to
take these advances, or Explorators to use this career to purchase
advances at a premium that will be available more cheaply later).

Alternate Rank: Rank 2 or Higher (7,000 xp)

Other Requirements: The Explorer must have the Tech-
Use skill, and have experimented with technology without
the sanction of the Adeptus Mechanicus. Alternatively, the
Explorer must be a Tech-Priest who has defied the laws and
strictures of the Cult Mechanicus.

Special: Arch-Hereteks automatically receive the Talent

Enemy (Mechanicus).
N



TABLE 2—1: ARCH-HERETEK ADVANCES
Advance Cost  Type
Logic 100 Skill
Common Lore (Tech) 200 Skill
Common Lore (Tech) +10 200 Skill
Forbidden Lore (Archeotech) 200 Skill
Forbidden Lote (Warp) 200 Skill
Forbidden Lote (Xenos) 200 Skill
Secret Tongue (Tech) 200 Skill
Secret Tongue (Tech) +10 200 Skill
Security 200 Skill
Security +10 300 Skill
Trade {Technomat) 300 Skill
Tech-Use +10 400 Skill
Forbidden Lote (Archeotech) +10 500 Skill
Forbidden Lore (Warp) +10 500 Skill
Forbidden Lore {Xenos)+10 500 Skill
Binary Chatter 200 Talent
Feedback Screech 300 Talent
Logis Implant 400 Talent
Electrical Succour 500 Talent
Ferric Lure 500 Talent
Luminen Charge 500 Talent
Luminen Shock 500 Talent
Subversive Programming 500 Talent
Vile Intrusion 500 Talent
Luminen Desecration 750 Talent
The Flesh is Weak 1 750 Talent
The Flesh is Weak 2 900 Talent
Apostate Mechanic 1000 Talent

Prerequisites

Common Lore (Tech)

Secret Tongue {Tech)
Security

Tech-Use

Forbidden Lote (Archeotech)
Forbidden Lore (Watp)
Forbidden Lore (Xenos)

Mechanicus Implants

Mechanicus Implants

Mechanicus Implants

Mechanicus Implants

Mechanicus Implants

Binary Chatter, Mechanicus Implants

Electrograft Use, Mechanicus Implants

Mechanicus Implants, Luminen Charge, Luminen Shock
Mechanicus Implants

Mechanicus Implants, The Flesh is Weak 1

Tech-Use +10

ArosTATE MECHANIC (TALENT)
Prerequisites: Tech-Use +10

The Explorer modifies himself with arcane technology and
now wields techno-arcane powers normally the preserve of the
Priesthood of Mars. For the purpose of fulfilling prerequisites,
the Explorer counts as possessing the Mechanicus Implants
Trait. He does not gain any of the normal effects of the Trait,
and he may not necessarily have the same implants, but rather
equivalent devices of his own devising.

SUBVERSIVE PROGRAMMING (TALENT)
Prerequisites: Mechanicus Implants

The Explorer has devised a binary argot that confuses and
subverts the programming of servitors and other machine-
creatures, allowing him to direct their actions. As a Half
Action, the Explorer may attempt to command a creature with
the Machine Trait and an Intelligence of 20 or less. Make an
Opposed Challenging (+0) Tech-Use vs. Willpower Test. If
he succeeds, the creature must follow the Explorer’s commands
for the following Round. The Explorer may continue to maintain
control by spending a Half Action in subsequent Rounds. If he
chooses to do this, he must make another opposed Test after four
Rounds to maintain the link. The commands must be simple and
achievable in one round. Some examples include “Flee,” “Fall,”
and “Attack the closest target.”

LUMINEN DESECRATION (TALENT)
Prerequisites: Mechanicus Implants

The Explorer’s implants generate a violent techsorcism
pulse, allowing him to disable technology in his presence.
A single gesture and most sophisticated devices simply cease
to function. A successful Challenging (+0) Ballistic Skill
Test allows him to direct the energy against a single target
within 10 metres. This is a ranged attack and can be Dodged
but not blocked by Fields or other protective devices. If the
target is carrying any electrical devices—including energy
weapons and bionic systems—then they cease to operate for
1d5 rounds, as if their power had run out. If the target is a
vehicle, then it immediately suffers a Critical Hit as if the user
had scored Righteous Fury, subtracting one to the Critical Hit
result (a result of zero results in no Critical Hit).

ViLe INTRUSION (TALENT)

Prerequisites: Electrograft Use, Mechanicus Implants

The Explorer is skilled at gaining access to the knowledge of
the most sophisticated machine spirits, assailing them with
scrap-code and malicious spirits of his own creation, until
they break under the strain. The Explorer gains a +20 bonus
on all Tech-Use and Security Tests made to gain unauthorised
access to an electronic system such as a Cogitator or an
electronic lock, so long as the character can connect directly
to it using his implants.
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COLD TRADE
'BROKER

What is this, you ask? How might one wield such an instrument?
What alien intelligence could conceive such a device? I will answer

—Rayner Hackert, Cold Trade smuggler

here are many riches to be had on the frontiers of
Imperial space. Vestiges of archeotech from ages
past, holy relics from the crusades of mankind’s
expansion and the artefacts of those beings who have
lived among stars far longer than humanity. All these
and more lie dormant, waiting for those who would
seek them out. While there is profit to be made
in trading all of these goods, it is the xenos
artefacts that has enthralled thousands
throughout the Koronus Expanse. The
Cold Trade, as the black market
trade of proscribed alien artefacts is
known in the Expanse, is a thriving
industry among the frontier
outposts beyond the Maw.

The men and women who broker
this trade are a vicious syndicate of
criminals who know full well that their
actions put them at odds with both the Ordo
Xenos branch of the dreaded Inquisition
and the xenos civilisations from whom
they reap their merchandise. In order to
avoid the full force of one threat or the
other, most brokers favour a particular
method. Some gather the relics of xenos
civilisations long since collapsed under
the weight of years, plundering the ruins
of a vanished people and without reprisal
from their long-dead guardians. Others,
flaunting Imperial sanctions to an even
greater extent than the majority of their type,
interact directly with the xenos and trade for
their goods, make alliances with them, and
on rare occasions become accepted amongst
them as much as any member of humanity
can be. It is this sort of Cold Trade agent,
keenly aware of their heresy, who draws the
greatest attention from the Ordo Xenos. Still
others take a more violent role in procuring
their wares, actively seeking out alien
victims, that they might strip their corpses
of all valuable goods.

these questions and more, once we have handled my compensation...

Cold Trade brokers are by no means simply pirates who
ply the stars in search of xenostech. They are sophisticated
criminals, ruthless in the extreme, and hardened by years of
interaction with dangerous alien species. Given that their chosen
enterprise requires them to traverse the stars, making contacts
on the disparate worlds of the Expanse, all the while evading
Imperial authority, brokers are often cunning tricksters, willing
to use guile as often as outright violence. Complemented
by the fact that brokers of the Cold Trade never truly work
alone, that each agent of a syndicate has the illicit backing of

a vast network of smugglers, fences, thugs and killers, Cold
: Traders are no force to be trifled with.

Xenos artefacts are by no means the only wares
smuggled throughout the Expanse. Given the size
and population of the frontier, and the wide
degree of variation of the laws from system to
system, to say nothing of individual planets,
the list of goods that are outlawed in
the whole of the Expanse is limitless.
Millions of ordinary smugglers
work throughout the Expanse and
the neighbouring Calixis Sector,
making their living supplying
planetary populations with mundane
luxurjes forbidden on account of
esoteric variations of the Imperial
creed. While these black market
runners work in opposition to the law
of whatever system, planet or station
.. they service, their actions do not lead
“them into conflict with the more
dreadful powers of the Imperium,
nor do they find themselves on the
wrong side of alien civilisation.
As such, these smugglers, while a
dangerous lot in their own right, are
by no means the hardened, ruthless

criminals of the Cold Trade.

Becoming A CoLp
~ TRADE BROKER

It doesn’t take much to get
caughtup in the Cold Trade. There
is a great deal of profit to be made
by those willing to risk the wrath

of the alien or the Inquisitor, or
indeed both. Becoming one
of the thousands of souls who
sttay from the proscriptions
against dealing with the vile
alien is rarely a conscious
choice, at least at first. Many
Cold Traders begin their days
as explorers or mercenaries




TABLE 2—2: COLD TRADE BROKER ADVANCES

Advance Cost  Type Prerequisites

Barter 200 Skill

Barter +10 200 Skill Barter

Blather 200 Skill

Blather +10 200 Skill Blather

Blather +20 200 Skill Blather +10

Commerce 200 Skill

Commerce +10 200 Skill Commerce

Deceive 200 Skill

Deceive +10 200 Skill Deccive

Evaluate 200 Skill

Evaluate +10 200 Skill Evaluate

Forbidden Lore (Xenos) 200 Skill

Forbidden Lore (Xenos) +10 200 Skill Forbidden Lore (Xenos)

Speak Language (Eldar) 200 Skill

Speak Language (Ork) 200 Skill

Speak Language {Trader’s Cant) 200 Skill

Exotic Weapon Training (Choose One) x2 200 Talent

Jaded 200 Talent

Paranoia 200 Talent

Peer (Underworld) 200 Talent

Resistance (Psychic Techniques) 200 Talent

Unremarkable 200 Talent

Concealed Cavity 500 Talent

Hard Bargain 500 Talent

Strong Mind 500 Talent WP 30, Resistance {Psychic Techniques)
and find themselves in the possession of xenos artefacts. There Co1p TRADER (TRAIT)

are those who, having no personal use for such an object,
would simply seek to dispose of it as quickly as possible. It is
this sort of simpleton who is most often crushed by Imperial
authority or the agents of the Inquisition. Those with more
subtlety and cunning, perhaps with previous connections in the
black market trade, eventually make contact with those who
know the true value of the objects in question. These more
experienced brokers also know the value of capable agents,
and through whatever means necessary will try to procure their
permanent services. Those few who actively seek the life of a
Cold Trade broker are a cold and merciless bunch, better suited
to life amongst criminals and aliens than among the upright
citizens of the Imperium.

Required Careers: Any

Alternate Rank: 2 or Higher (7,000xp)

Requirements: One of the following Skills: (Barter,
Commerce, or Forbidden Lore (Xenos) ).

Other Requirements: The Explorer must have actively
participated in the trade of proscribed alien artefacts before
taking this career.

Benefits: The Explorer gains the Cold Trader Trait.

Special: Cold Trade brokers automatically receive the
Talent Enemy (Inquisition).

The Cold Trade has many paths and each Broker must choose
his own way in the trade. Some Brokers choose to deal with
the xenos that populate the Expanse. These Brokers are often
accepted amongst their xenos peers as welcome outsiders or
even bonded brothers. This, of course, often leads the staunch
members of the Inquisition to suspect, rightfully, that the Broker
has allied himself to one of the myriad forces arrayed against the
Imperium. Other Brokers actually work against the aliens whose
artefacts they peddle. These men and women either raid the
living civilisations or delve into the deserted ruins of the xenos of
their particular interest. These members of the Cold Trade avoid
much of the suspicion that comes from dealing directly with the
xenos threat, but earn an enemy the equal of the Inquisition.
When an Explorer acquires this Trait, he must choose
one of two paths, to either deal directly with the xenos or to
pillage their culture. If he chooses to deal with the xenos of
his trade, he gains the Peer (Xenos) talent applicable to the
xenos species he deals with. Unfortunately for the Explorer,
if he chooses this path, his actions draw the gaze of the Ordo
Xenos and he gains the Enemy (Inquisition) talent.
If the Explorer chooses the path of the pillager, they gain
the Enemy (Xenos) talent associated with their chosen alien
prey. Brokers of this sort often find themselves involved
in violence with their prey and as a result tend to live
much more martial lives. If the Explorer chooses
this path, he receives the Hatred talent applicable
to his particular xenos.



BPRUSIAN
CHARLATAN

“We wretched souls here on the frontier of the Imperium are all but
lost as we face unspeakable horrors, unfathomable temptations, and
threats to our very humanity. It is only by the merciful vigilance of
Saint Drusus that we are brought safely through the storm.”

—Sister’ Styliane, relic peddler in Footfall

n the Expanse, there are those who would use the faith

of their fellow man to earn their way. These individuals

do not do so in return for the spiritual health of their
charges, as true members of the Ecclesiarchy do, but rather
they are frauds, cheats, and swindlers. These Charlatans make
their living selling false relics of the revered Saint Drusus as
talismans against the darkness, cures for mortal illness, and
charms to ward off misfortune. The people of the Expanse and
the neighbouring Calixis Sector are as devout as
any in the Imperium of Man and those who are [\
willing to abuse this devotion for their own ends |
can make a good deal of profit. Indeed, the
common man of the Expanse is far more devout
than he is discerning or learned and millennia
of constant missionaries’ sermons has made the
populace prone to believe those who claim some
level of Ecclesiarchical authority.

Asa frontier of Imperial expansion, the Koronus
Expanse is subject to all manner of threats, and life
beyond the Maw is fraught with terror. The threat
of xenos attack, the depredations of Chaos, and the
very environment itself can all prey on the minds and
souls of the weak-willed. It is from these horrors that the
Drusian Charlatan offers succour. With only a brief exchange
of words, a Charlatan can gather what it is that his mark fears
most and provide to him, for a modest fee of course, the
object sure to ward off that particular evil. These relics are
never the genuine article, as might be expected, but it is the
art of the Charlatan to convince his victim otherwise.

There are those who might consider the actions of
a Drusian Charlatan petty in comparison to “grander”
crimes such as the Cold Trade or piracy. Those individuals
underestimate the importance of the Ecclesiarchy in the
everyday lives of most humans in the Expanse. Beyond the
bounds of the Maw, faith is often one of the few ties humanity
has to the Imperium, and Charlatans prey directly on those ties.
In addition, the skills learned selling trinkets and talismans can
evolve into much larger cons and vast riches.

Charlatans of the Expanse pay particularly close attention
to the unparalleled devotion Calixians have towards their
patron General-Saint. A figure as universally well known and
as accessible as Drusus makes him an easy tool in a Charlatan’s
scheme. Within the Calixis Sector and the Koronus Expanse,
reverence of Saint Drusus is so prevalent and the battlegrounds of
the Angevin Crusade are so ubiquitous that it is not hard for the
common man to believe that the scorched chunk of plasteel he
y s offered is a chip from the armour of Saint Drusus himself

or that the jaw-bone he just bought once belonged to the Saint’s
personal servo-skull. As the footsteps of Saint Drusus are scattered
throughout the Calixis Sector and the Expanse, it is the rare
system that doesn’t already claim some notable connection to the
Saint. This makes the collection of relics a particularly easy one
for Drusian Charlatans, as any bit of battlefield wreckage, mortal
remains of men, archaic prayer sheets, or the like can easily be
made to appear connected with Saint Drusus, from his time in
whatever system, or on whatever station or planet the Charlatan
happens to be working.

Given the abuses of Ecclesiarchs throughout the Imperium’s
millennia-spanning history, learned men are often wary of
the sort of people willing to
pervert faith for their own

ends. Charlatans often
receive a great deal
of suspicion from
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TABLE 2—3: DRUSIAN CHARLATAN ADVANCES
Advance Cost
Barter 200
Barter +10 200
Blather 200
Blather +10 200
Charm 200
Charm +10 200
Commerce 200
Common Lore (Ecclesiarchy) 200
Common Lore {Imperial Creed) 200
Deceive 200
Disguise 200
Evaluate 200
Performer (Preacher) 200
Scholastic Lore {(Ecclesiarchy) 200
Secret Tongue (Ecclesiarchy) 200
Sleight of Hand 200
Scrutiny 300
Deceive +10 400
Scrutiny +10 400
Cold Reading 500
Master Orator 600
Polyglot 600
Hard Bargain 750

Type  Prerequisites
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Skill
Talent

Barter

Blather

Charm

Deceive
Scrutiny

Fel 30
Int 40, Fel 30

Talent
Talent
Talent

these sorts, who are apt to see their base manipulations as the
first steps towards greater heresy. Likewise, lawkeepers, most
often planetary enforcers in the Expanse, keep a watchful eye
on the activities of Charlatan peddlers, though their authority
usually restricts their prosecutions to legal infractions. This is
not to say, however, that enforcers are not perfectly willing to
hand the fraudsters over to the agents of the Ecclesiarchy:.

Charlatans are clearly not the only type of con artist in
the Expanse. Traditional swindlers, working their frauds,
wander throughout the Expanse, cheating backwater frontier
citizens and savvy politicos alike. These secular frauds often
implement schemes that rely on more profitable methods than
selling false relics or cures, though their arts rarely endanger
the souls of their marks. A charismatic double-crossing
mercenary, a fast-talking kidnapper in the guise of a chartist
pilot, or a psyker using his sight to proclaim false visions,
each of these utilise the same sort of strategies and schemes
for their profit as the Drusian Charlatan.

BECOMING A DRUSIAN CHARLATAN

One decides to become a Charlatan of Drusus the moment
he decides that his own profit is worth abusing the common
folk of their faith, and not before. Perhaps the Charlatan-to-
be never had much use for faith in the first place or perhaps
he was a former man of the cloth embittered by long years
of calamity and misfortune in the Expanse. Regardless, at the
moment they become a Charlatan, the Explorer has stepped
out of the light of the Emperor and must forever guard his
actions against the paranoid eye of the Ecclesiarchy, for fear
of their righteous persecution. They work beyond the sight of
the Ecclesiarchy and their actions are counter to that illustrious

organisation, turning them into bitter cynics seeking to bilk the
faithful, honest citizens of the Imperium for their own ends.

Required Career: Any except Explorator, Kroot, or Ork

Alternate Rank: 1 or Higher (5,000 xp)

Other Requirements: One of the following Skills
(Barter, Blather, Charm, Commerce, or Scrutiny) or the
Enemy (Ecclesiarchy) or Rival (Ecclesiarchy) Talent. The
Explorer must have a Fellowship of 35. To become a Drusian
Charlatan, the Explorer must have profited directly from the
sale of false relics, prayers, cures, or other miracle workings.

Special: Drusian Charlatans automatically receive the
Talent Enemy (Ecclesiarchy) if they do not already have it.

CoLp READING (TALENT)

Requirements: Blather +10, Scrutiny +10.

Utilising a combination of fast-talking and body language
interpretation, the Charlatan can quickly assess attentive crowds
and potential customers. Preying on the fears and superstitions
of the populace, the Charlatan draws his crowds into unwittingly
telling him exactly what it is they believe will save them from the
horrors of everyday life in the Expanse.

Prior to making a Commerce, Barter, or Charm Test, the
Charlatan may make a Blather Test opposed by the target’s
Willpower or Scrutiny. If the Blather Testis a success, the Charlatan
has hooked the target into giving up some vital information and
the Charlatan may then make a Challenging (+0) Scrutiny Test

to assess the importance of the information gained. If successful, &=

the Charlatan gains a +5 bonus to his next Commerce, Barter,
or Charm Test against the target for each point of Perception

Bonus. He has ascertained information about the target, which

will aid him in his pitch, negotiations, or diplomacy:
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PLAYING THE ROGUE
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HOUSE OPERATIVE

“To my Lord Captain I am a trusted adviser. To my lord’s crew I
am his mouthpiece. To our interests in the Expanse I am bis trusted
proxy. To his dynasty, however, I am his invisible watcher, his silent
chronicler, and if it is their wish, bis executioner.”

‘1l

—Argyrus Asidenus the Silentiary of House Garidas

or men and women who wield power as great as that of

a Rogue Trader, secrets can be far greater weapons than

macrocannon batteries or virus bombs. A properly leaked
confidence can undermine an Imperial Governor’s authority,
devastate a Battlefleet, or indeed topple an entire system. Whether
these sorts of secrets are used against a Rogue Trader or on his
own behalf is a matter of great concern for the
lords of most warrant-holding dynasties. Despite
this concern, even aboard their own ships, there
are those who make their way by playing the

great game of secrets, sabotage, manipulation
and blackmail. By necessity a great many
groups employ experts in these matters. As
immense political forces in their own right,
Rogue Trader dynasties, the houses of the
Navis Nobilite, the Imperial nobility and
many others play this game as well as any
other, save perhaps the dread Inquisition.
Rogue Traders utilise the skills of
their operatives to many purposes.
Their knowledge of surveillance and 4
ciphers helps maintain a watchful
eye on the teaming multitudes
aboard the Rogue Trader’s
ship, ensuring that no mutiny
or heresy festers within filieN
its mighty hull. Their /,
familiarity with various /
methods of inquiry i :
and interrogation
makes  them /
ideal  agents
for collecting
information
from  those
who  would
thwart the
designs  of the
Rogue Trader. Truly,
their training is an
essential foundation to
any efforts of counter-
espionage employed by
a savwy Lord Captain.
Operatives are regularly
trained in  reliable
techniques  to

endure the ministrations of torturers and interrogators and
can be counted on to keep one’s secrets as surely as they
gather those of their master’s enemies.
Rogue Traders of noteworthy power and majesty may utilise
a single operative as a spy-master, commanding the actions
and services of many lesser agents throughout their ship, fleet,
or system-spanning holdings. These masters of intrigue act as
great spiders, sitting at the centre of intricate webs of informants,
undercover agents, and turncoats, all acting towards
N single purpose. Spy-masters of this sort
- are dangerous individuals, always
k‘ \
: . planning ten moves ahead
A L i

! = in their subtle game.
s._ N

The greatest threats to

the secrets of a Rogue Trader
often Jay aboard his own ship,
and may even number among
1 his closest advisers. Millennia of
infighting and intrigue amongst
themselves have made many
of the Navigator houses both
paranoid and arrogant in the
extreme. Though the whole of the
Imperium of Man is reliant on their
| gifts for survival, their mistrust of
their fellow man is legendary and
i they guard their secrets jealously.
As such, they rely heavily on
espionage and subterfuge in
their regular dealings. It is for
this reason that Houses of the
Navis Nobilite often train some
operatives they employ to keep
a close eye on their employers,
i ferreting out their weaknesses and
their sins as possible leverage for
future contracts.

Indeed, even a Rogue Trader's own
dynastic house may employ an agent in the
retinue of the hereditary holder of their Warrant
of Trade, to ensure that he acts according to the
will of the dynasty rather than his own whims.
These operatives are often the most insidious, as they
pose as a trusted comrade or conspirator, all the while
worming their way into the trust of the Rogue Trader in
order to gain access to those things the warrant-holder
keeps closest. These double-agents may even be called
upon to incite sedition amongst the crew in order to
destabilise a Rogue Trader who is acting against the will
of the dynasty, or if need be, to cut the throat of the
wayward inheritor himself. Operatives such as this run
a razor’s edge, balancing the duties they owe to their
Lord Captain with those they owe to their familial

house, ever watchful that they not tip their hand.
Even the hallowed Ecclesiarchy and the
Adeptus Mechanicus have been known to
employ methods such as these. Many
of the agents of the Imperial
cult are usually zealous




TABLE 2-5: HOUSE OPERATIVE ADVANCES
Advance Cost
Awareness 200
Awareness +10 200
Ciphers (Nobilite Encoding) 200
Ciphers (Rogue Trader) 200
Common Lore (Navis Nobilite) 200
Common Lore (Rogue Trader) 200
Deceive 200
Inquiry 200
Interrogation 200
Interrogation +10 200
Literacy 200
Scrutiny 200
Secret Tongue (Navis Nobilite) 200
Security 200
Shadowing 200
Deceive +10 300
Inquiry +10 300
Scrutiny +10 300
Security +10 300
Shadowing +10 300
Deceive +20 500
Foresight 500
Mimic 500
Total Recall 500
Unremarkable 500
Operative Conditioning 750

Type  Prerequisites
Skill

Skill Awareness

Skill

Skill

Skill

Skill

Skill

Skill

Skill

Skill Interrogation
Skill

Skill

Skill

Skill

Skill

Skill Decetve

Skill Inquiry

Skill Scrutiny

Skill Security

Skill Shadowing
Skill Deceive +10
Talent Int 30
Talent
Talent Int 30
Talent

Talent WP 30

champions of orthodoxy, using their schemes and their wiles to
smoke out those who foment heresy amongst the ranks of the
crew or even the officers under the command of their Rogue
Trader. On the other hand, many agents of the Priesthood of Mars
are more concerned with protecting their secrets than discovering
the intrigues of others (unless they may yield the knowledge of
forgotten tech-systems). Their order’s knowledge is its most prized
possession and as such their efforts are often spent constructing
vast maze-works of ciphers and misinformation around the
mysteries of their cult aboard their Lord Captain’s vessel.

BecoMING A HOUSE OPERATIVE

Even among the swarming billions of the Imperial populace,
there are relatively few men and women with the sinister
cunning or the scheming disposition to make useful House
Operatives. Despite this, there is no lack of those who would
aspire to such a position as spy-master aboard a Rogue Trader
vessel. The names of these deluded individuals are recorded
in few texts and remembered in no chronicles. Those who do
possess the skills necessary to deal in secrets and deception are
rarely eager to live such a life and are either chosen for such
a profession by a powerful spy-master or were predestined
to hold the position before they were even born. As even the
awesome technology of the Adeptus Mechanicus cannot guard
one against death forever, reliable operatives and spy-masters
seek out those who possess the art and cunning to fill their
position and personally train these new recruits to take their
place upon their own death. It is the dynasties of the Rogue

Traders and the Navis Nobilite that most often raise their
operatives from birth. These individuals are likely to spend
their entire lives in the service of their house, giving their
childhoods over to education in methods of interrogation,
subterfuge, ciphers and surveillance.

Required Career: Any except Rogue Trader, Kroot, and Ork.

Alternate Rank: 4 or Higher (13,000 xp)

Other Requirements: The Explorer must have a Fellowship
of 30, and an Intelligence or Willpower of 40. In order to enter
into this career, the Explorer must already work directly for a
political body, either an Imperial Noble house, a Rogue Trader
Dynasty, a Navigator house or a similar entity.

OPERATIVE CONDITIONING (TALENT)

The Explorer gains the benefits of the Chem-geld and
Orthoproxy talents (mental conditioning replacing the surgery
these would normally require). In addition to being resistant
to seduction and interrogation, House Operatives are often
trained to use a captor’s inquiries against him. The Explorer
may utilise an interrogator’s questions and techniques to garner
detailed information about the nature, aims, and motivations
of the interrogator himself and those he works for. If the
Explorer is subjected to interrogation, and wins the opposed

Interrogation versus Willpower Test, he may immediately make &

a Challenging (+0) Scrutiny Test. On a success and for every
additional degree of success, he can learn one detail about his
captors (what he can and cannot learn is ultimately up the GM,
but it should be something valuable).

PLAYING THE ROGUE
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[TTANHUNTER

“No world beyond His reach; no foe beyond His wrath.”

—Motto of the Officio Assassinorum

uman life is a resource to be used and expended as
required by those with power—this is a truism both
within and without the Imperium, dogma for the
powerful to live by. The deaths of many have been required
for all manner of reasons, ranging from the necessary sacrifices
of war or the dangers of grand industry, to examples made to
deter others from thoughts of rebellion. But it is not merely
a man’s fate to die. Lives of labour and toil, or of penitent
suffering, are valuable things for anybody in power.

While those who kill or dominate other men are not
uncommon, there are those amongst this ubiquitous breed
who have turned this calling into an art form, hunting other
humans without remorse or doubt.

Amongst those who might lay claim to the moniker of
Manhunter, assassins are rightly feared, whatever the tools of
their grim trade. Most dreaded of all are those who slay for the
Emperor alone, the living embodiments of His wrath, but their
dire attentions are reserved for only a select few of particular
notoriety, whose lives and deaths influence the Imperium
in some grand manner. Others still are renowned for their
lethal grace, their chosen aliases whispered by those with
much to lose and those who would employ their services.
On Footfall alone there are several hundred killers for
hire, yet only a handful whose skills and reputations are
worthy of abject dread.

Bounty hunters and others who take their
prey alive are perhaps regarded with somewhat
less terror, but the skills they possess are no
less worthy of fearful respect, in spite of a
less glorious reputation. Dozens, even \ ~
hundreds, of bounty hunters buy passage

to frontier worlds and across the Expanse \f
in search of those who are wanted by
governments and organisations both
legitimate and illicit. To those who are
so pursued, the snares and traps of these
Manhunters are no less terrifying than a
sniper’s bullet or murderer’s blade.
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BECOMING A MANHUNTER
As already noted, anybody can hunt other humans to kill or
capture them, but it takes particular dedication to become a true
Manhunter. The process is not automatic, and there is no easy
way to distinguish a skilled amateur from a true professional;
rather, it is a path that one travels down, gaining ever greater
proficiency with every hunt, successful or not.
The first step upon this path is the capture or murder
of another human being, performed solely for personal
benefit. This is not merely the simple violence of
a battlefield, but a calculated act, planned in
considerable detail and performed without
remorse, mercy or hesitation.

Required Career: Any

Alternate Rank: Rank 1 or Higher (5,000 xp)

Other Requirements: The Explorer must have murdered
or imprisoned another human being for personal or financial
gain (this will require GM agreement if the Explorer wishes
to take this Alternate Career at Rank 1).




TABLE 2—6: [TTANMUNTER ADVANCES

Advance Cost
Awareness 100
Inquiry 100
Awareness +10 200
Concealment 200
Dodge 200
Inquiry +10 200
Shadowing 200
Silent Move 200
Concealment +10 300
Disguise 300
Dodge +10 300
Shadowing +10 300
Silent Move +10 300
Disarm 200
Takedown 200
Bloodtracker 500
Crack Shot 500
Crippling Strike 500
Deadeye Shot 500
Exotic Weapon Training (Choose One) (x3) 500
Killer’s Eye 500
Lightning Reflexes 500
Peer (Underworld) 500
Precise Blow 500
Sharpshooter 500
Sure Strike 500
Take Them Alive 750
Fearful Reputation 1500

Type Prerequisites

Skill =

Skill ;

Skill Awareness

Skill v (&)
Skill | O
Skill Inquiry |

skill e Qd
Skill f

Skill Concealment m
Skill 5 I8
Skill Dodge . P’
Skill Shadowing -

Skill Silent Move U
Talent Ag 30 B z
Talent | ;
Talent

Talent BS 40 | 4
Talent WS 50 A |
Talent  BS 30 | Q_
Talent

Talent Per 35, Sure Strike or Deadeye Shot

Talent

Talent

Talent WS 40, Sure Strike

Talent BS 40, Deadeye Shot

Talent WS 30

Talent Per 35, Sure Strike or Deadeye Shot

Trait Good Reputation (Underworld), Intimidate +20

KiLLer’s EYE (TALENT)

Prerequisites: Perception 35 and either Sure Strike or
Deadeye Shot

The Explorer can find the weaknesses of his prey with only a
few moments of observation. When he makes a Called Shot
attack and scores a number of Degrees of Success on the attack
roll equal to or greater than the target’s Agility Bonus, he
immediately inflicts a 1d5 critical damage result on the target
in addition to any normal damage. Roll on the appropriate
Critical Hit table for the damage type and location struck.
Any modifiers to critical damage from Talents or other sources
apply as normal. However, the Critical Damage inflicted from
this ability does not stack with actual Critical Hits.

Taxke TreM ALIvE (TALENT)

Prerequisites: Perception 35 and either Sure Strike or
Deadeye Shot

The Explorer is well versed in laying his enemies low without
killing them, able to incapacitate his targets and limit the
damage he inflicts to them. When the Explorer makes a Called
Shot attack against an enemy, he may choose to reduce the
damage he inflicts after reduction by the target’s Armour or
Toughness Bonus by a number equal to his Perception Bonus,
and inflict a level of Fatigue for each point of damage reduced
in this way. In addition, the Explorer’s familiarity with non-

lethal weaponry means that enemies do not gain the usual
bonuses from armour to resist the stunning effect of Shocking
weapons, and suffer a —10 penalty to avoid or escape any
attack with the Snare quality.

FEARFUL REPUTATION (TRAIT)
The Manhunter advances contains a single entry which cannot
actually be purchased under normal circumstances—this
advance grants the characters the Fear 1 Trait, and requires
Skills and Talents which are not available through this advance
scheme. This is entirely deliberate. For a character to gain
such a terrifying reputation requires he be well-known and
feared, and this is something that cannot be obtained solely
through the expenditure of experience points. Even then, it
should not be easily obtainable.

Meeting the prerequisites for this advance should be
something obtained through play, an accomplishment for the
character, worked towards over time. It takes both a grand
reputation and a considerable degree of personal presence to
be able to make your enemies flee before you; they must know
without doubt that the enemy they face is someone to be
feared...and such a feat is not easily accomplished.



REAVER

“Your prayers mean nothing, your god means nothing, your lives
medn nothing, You are dead.”

—Last known vox transmission to Our Blessed Salvation,
recovered from bridge recorder in the wreckage.

he Koronus Expanse is known for its lawlessness; brutality
and danger are ways of life for many. There are those who
stalk the stars with levels of bloody violence unmatched
except by the Ruinous Powers. These are Reavers, pirates who
know only prey and loot, victims to be attacked and goods to
be pillaged. They are a force likened unto a storm of blood and
death, heralded by deadly salvoes of macrobatteries and assault
boats filled with near-bestial savages bent on bloody conquest.
Worse still, such actions attract mutant dregs, xenos scum, and
other terrible denizens to their ships, making them even
more horrific in combat.

Reaver pirates represent some of the worst depths

to which humanity can descend. These are men who
have spent too long in the lawless Expanse, unfettered
from moral constraints or civilised behaviour. They
have seen too many battles, shed too much blood, lost
too much faith, and watched too many comrades fall to
the unforgiving fates. Most were already thieves or pirates,
and either through abrupt shock or with passing time they
realised the only way to survive is to become as harsh and
merciless as the space around them. There was already
no law, and now there is not even crime—only
wants, needs, and blood spilled if they are not met. 4
Their raids are vicious and complete, leaving few if
any survivors, and anything that can be looted is
stripped away bare. Any taken alive are sold as slaves
or pressed into crew-dregs if they are lucky, and any
pillaged goods not kept as trophies are exchanged for
supplies or ammunition.

There is no long term planning, for planning is
meaningless. There are no schemes other than the
simple ambush or devastating raid. There is only
animal cunning and needs to be met that drive
attack after attack. As they indulge in degradations,
they sink ever lower, for there is no bottom in the
Koronus Expanse and little separates them from feral
savages in behaviour. In the Expanse, the light is always
dim, and it is very easy to descend into true darkness.
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SPILLED BLOOD AND RUINED LIVES
To become a Reaver is to fall nearly as low as possible.
Such men could easily be feral natives or destitute colonists
except in their eyes, eyes that betray their now dead souls. The
transformation from mere pirate to Reaver may be unnoticed
by others around the Explorer, witnessing only an increased
careless ferocity in combat and lack of civility at other
. times. More and more primal desires become the
' only concern, and such niceties as grooming
or morals simply pointless wastes of time.
Regardless of any previous hesitations, they

P—

become easily willing to kill if asked (or even if not asked). This
does not mean they are lost forever, but even the most intensive
of spiritual care will take much time with small chance of
success. Properly used, however, a Reaver is a powerful addition
in battles, and a crew of Reavers can become a deadly rival to
even the most puissant of Rogue Trader fleets.

Required Career: Any human

Alternate Rank: Rank 2 or Higher (7,000 xp). The
Explorer may reduce the requirement to Rank 1 if he has the
Criminal, Darkness, or Dark Voyage option from his Origin
Path, if the GM agrees. In this case the Explorer must take an
additional 14+1d10 Insanity Points in addition to any earned
from his Origin Path, and must work the other requirements

listed into his back story.




TABLE 2—7: REAVER ADVANCES

Advance Cost  Type Prerequisites

Forbidden Lore (Mutants) 200 Skill =
Forbidden Lore (Pirates) 200 Skill
Tntimidate 200 Skill -

Secret Tongue (Pirates) 200 Skill ‘ U
Intimidate +10 300 Skill Intimidate | O
Melee Weapon Training (Primitive) 100 Talent |

Pistol Weapons Training (Primitive) 100 Talent # Qd
Disturbing Voice 200 Talent f m
Frenzy 200 Talent | E
Jaded 200 Talent WP 30 b

Peer (Pirates) 200 Talent P’
Melee Weapon Training (Universal) 300 Talent I U
Pistol Weapons Training (Universal) 300 Talent

Blind Fighting 300 Talent Per 30 B z
Cold Soul 300 Talent Insanity 20+ ;
Chem Geld 300 Talent

Dark Soul 300 Talent : 4
Die Hard 300 Talent WP 40 i |
Paranoia 400 Talent | Q
Crippling Strike 500 Talent WS 50 3 ps:
Hatred (all) 1000 Talent o,

g,
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|

Other Requirements: An Explorer must have already CoLD SouL (T ALENT)
engage'd in at least one caPture and looting of another ship, Prerequisites: Insanity (20+ Points)
B oo ntiin cold blood, and have at least 15 The Explorer has become disconnected from normal human
B Points. emotions or feelings as his sense of humanity drains away. He

B gein L1045 Insamty .Pomts anfsl FECEIVE s nearly immune to any human emotions, is incapable of mercy
B (RoguC Tkadcrs, Nobility, Tmperial Navy) or compassion, and has no regard for appeals for either. He is

as well p | ) ) ' humanity stripped bare of what makes mankind more than an
Special: While it may seem impossible .to 4‘58“156 .the animal, still a reasoning being but with a soul that has diminished
Bl caver amongst fe.llow E.xplo1ters, 1f.th1s is desired 1 ; pare spark of light. This Talent grants a +30 bonus when
san eff9rt Sh"?ﬂ,d o5 @ade IR {copn Sl Fidhihs S fo opposing any Fellowship or Interrogation Test, and suffer —20
%'nak.e il ansition fmthout.alertmg the. eI el any Fellowship based Tests they make, due to their unnerving
it wllll be severa.l sessions until others. l’lOtICC. telltale cluesand o e The Explorer removes any cutrent Mental Disorders
decide what actions they Fake concerning their fellow Explorer. and also never rolls on the Mental Trauma table—such feelings
Unless of course the entire crew has gone Reaver. .. are beyond him now—but must pay double normal Experience
Points when attempting to remove Insanity Points. Should a

player’s Insanity Points drop below 10, then he may remove this

Talent at the GM’s discretion.
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SWASHBUCK LER

Kill you? Why would I want to do that, given how well you dressed
for my arrival?”

—Pollox de Navarro, Master at Arms, The Black Hawke

t is in many ways easy to be a pirate; it is after all simply a
matter of taking goods and not paying for them, without
any official backing or authorisation. To be successful
at it is a more difficult proposition by far, for it takes
careful planning, reliable information networks,
a trustworthy crew, and fences willing to deal
with stolen goods. To do all this with élan,
however, is the mark of the true master, the
pirate’s pirate—the Swashbuckler.

It is perhaps an elaborate performance to
behave with such abandon and panache in
the face of the horrors of the
Expanse and the dangers of this
profession. It could also be a
mild form of insanity, designed
to allow an Explorer to cope
with the assorted nightmares of
the 41st Millennium. Either way,
such a display is as effective as
the base brutality of most pirates;
often more so depending on the
status of those targeted. Charm
and style may win the day
where cruelty and roughness
cannot, and a victory with
less bloodshed is all the
sweeter. This is not to say the
Swashbuckler cannot fight,
for this pirate must have steel
ready underneath the velvet
of his wit. Reputation is all and
he must be ready to back up words
with deeds, at least when there are
witnesses. But a Swashbuckler will
rarely kill except when needs drive, and
would consider his behaviour as genteel
asanobleman’s unless provoked. To meet
every challenge with confidence and a
cocksure smile, to best each foe with wit
as sharp as the blade, raid the riches of the
Expanse with a personal code of honour
greater than most he faces, to do all these
and more is to bring to the Koronus Expanse,
if not a sense of civilisation, perhaps a sense
of style. And what could be more
glorious than that?

DASHING AND RECKLESS
Such an act (or is it true behaviour, or truer insanity?) is not
without risk. The Expanse has little patience with fools, and a
Swashbuckler would indeed appear such to many. Few would
even appreciate such a charming rogue, and fellow pirates
would happily see such a rival removed. And no amount of
charisma can turn aside a heavy flamer... A Swashbuckler
will also reap side benefits though, such as a wider net of
contacts and more reliable agents to support him. Many
planets and stations may not officially welcome him, but
rather turn a blind auspex to his arrival and departure. Only
the most puritanical of establishments would refuse
him, and for many he is a favoured customer for whom
they may even risk the wrath of the Magistratum. By
not descending into blood and brutality, it also allows
for ‘redemption’ and work as a licensed Privateer or
even a Warrant in desperate times.
But for a Swashbuckler, the act is its own
reward. To live by such a code, as impractical
as others may view it, and face the
void with eyes awash, a justifiably
arrogant smile, and a sword ready
to out-duel any rival—what
could be a finer way to live?
Required Career: Any.
Alternate Rank: Rank 3 or
higher (10,000 xp)
Other Requirements: Must
have a Fellowship of at least 35. An
Explorer must have already engaged in at
least one capture and looting of another
ship, and performed one memorable or
chivalrous act that proves detrimental to his
interests (sparing a defeated foe who fought
well, warning an enemy ship before opening
fire on them, or spending one’s turn during
a duel making witty comments to the
spectators rather than fighting).
Special: Swashbucklers
automatically receive the Talent
Enemy (Imperial Navy).
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TABLE 2—8: SWASHBUCKLER ADVANCES

Advance Cost Type Prerequisites

Barter 200 Skill

Carouse 200 Skill

Charm 200 Skill

Commerce 200 Skill

Dodge 200 Skill

Forbidden Lore (Pirates) 200 Skill

Gamble 200 Skill

Secret Tongue (Pirates) 200 Skill

Charm +10 300 Skill Charm

Command 300 Skill

Dodge +10 400 Skill Dodge

Charm +20 600 Skill Charm +10

Decadence 200 Talent T 30

Good Reputation (Pirates) 200 Talent

Melee Weapon Training (Primitive, Universal) 200 Talent

Peer (Pirates) 200 Talent Fel 30

Pistol Weapons Training (Primitive, Universal) 200 Talent

Blademaster 300 Talent WS 30, Melee Weapon Training (Any)
Combat Sense 300 Talent Per 40

Master Orator 300 Talent Fel 30

Combat Flair 600 Talent Blademaster, Charm (+10), WS 40
Iron Discipline 750 Talent WP 30, Command

Wall of Steel 750 Talent Ag 35

CoMBAT FLAIR (T ALENT) opposed Challenging (+0) Charm versus Willpower

Prerequisites: Blademaster, Charm (+10), WS 40

The Explorer’s skills in melee are without parallel, but
more importantly he fights with a stylish jaunty confidence
guaranteed to impress even his foes. Fast on your feet and
faster with witty repartee, if your blade does not pierce
their flesh then your barbed banter will surely pierce their
composure. This Talent allows the Explorer to make an
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Test as a Half Action against any foes in close combat each
combat round. Should he win, his he imposes a —10 penalty
to his foes’ Weapon Skill, increasing by 5 for every degree
of success. This penalty applies for one full Round. Multiple
Explorers may use this Talent with a cumulative effect. At the
GM'’s discretion, opponents with the Bestial, Daemonic, From
Beyond, or Machine Trait are immune to this Talent.
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S because they are uninterested in the reasons for the crime,
ECESSIONIST simply concerned with the act itself.

In either case, or for other reasons besides, a world that
secedes tends to enjoy its freedom for only a short time, for
the retribution of the Imperium upon those who rebel is swift
and terrible, with thousands made an example of, so that
others think twice about making the same mistake. In spite
of such brutal reprisals, some will always endeavour to free
themselves from the Emperor’s rule, believing themselves to
—Grygor Tsavo, executed for treason, 791.M41 e beyond the wrath of His legions.

“Each and every year, the majority of our produce goes to those who
rule in the name of distant Terra, a world which may as well be a
myth for all we know. The Emperor is a falsehood used to dupe the
ignorant and feebleminded into servitude. No more! No more shall
we struggle beneath the yoke of this false Imperium!”

||

* e

erhaps the greatest crime a man can commit, seceding

from the Imperium is a crime on a planetary scale, BECOMING A SECESSIONIST

beyond the scope of almost any man except Rogue  To secede from the Imperium takes considerable resources—the
Traders and Planetary Governors. To take a world from the resources to dominate a world, in fact—and is not a crime for any
Imperium is cause for armies and fleets to muster, and - but the most powerful of individuals. Rogue Traders have

for war to be declared. ( by the means to do this simply through their calling—

In spite of the consequences, more than a ’ 3 B\ one of the duties of a Rogue Trader is to conquer

few Rogue Traders have claimed worlds, or even : ik Pty B worlds in the name of the Imperium, and it is

entire empires, and presumed to rule over them L3\l y/ ?‘“’ /R, thus a simple matter to claim those worlds

without giving appropriate tribute to the Imperium. | / "‘ Ty W By, in their own name, rather than that of

The arrogance of such an act, to believe himself ek AT ) Him on Terra. Worlds beyond
\ v \ ] ]

the edge of the Imperium
\  are often difficult for
the Imperium to act
against, but far from
i impossible.

O To take a world
from the Imperium
is a far more difficult
matter, requiring
. power over that world
enough to displace the

beyond the reach of an empire
of a million worlds, is
astounding, but hardly
beyond the mind of one
who already speaks with
the voice of the Emperor.
Beyond greed and
arrogance, there are several
reasons someone may choose
to forsake the Imperium. Some
men believe themselves to be

doing the Emperor’s work, and . . ) ' Imperial authorities that
that the Imperium is dangerously W EC8R. represent the Emperor’srule
flawed and no longer serving ) B\ and the might to stand
the best interests of the Master . :m' against the retaliation of

of Mankind. Men who hold such
beliefs are dangerous indeed, for
their faith gives them the strength to
endure the retaliation of the Imperium,
and the passion of their convictions often
draws in many disillusioned priests and
their congregations.

Those who forsake the Emperor as
well as the Imperium are no less dangerous.
While they may often lack the support of common The Explorer must have led
people, worlds that denounce the Emperor’s rule . the population of a region,
entirely often become havens for criminals of other - voidstation, starship, or world
kinds, rallying pirates and smugglers to their side ~ from the rule of the Imperium
and becoming centres of illicit activity. (if taken at Rank 1, this requires

In either case, the Calixian authorities GM discretion to fulfil this
brand those that rebel against the Emperor’s requirement).
rule “secessionists,” rather than “radical” '-, Special: By taking this
“visionary,” “ideological rebel,” or a host alternate rank, you have
of other appropriate titles. Often, it is

l%__

y the Imperium.

In either case, it is not
something done lightly,
nor is it an easy task to
perform.

Required Career: Any
Alternate Rank: Rank 1 or
Higher (5,000 xp)
Other Requirements:

-




TABLE 2—9: SECESSIONIST ADVANCES
Advance Cost
Deceive 100
Intimidate 100
Charm 200
Charm +10 200
Command 200
Commerce 200
Commerce +10 200
Forbidden Lore (Heresy) 200
Scholastic Lore (Burcaucracy) 200
Scholastic Lore (Imperial Creed) 200
Scholastic Lore (Philosophy) 200
Command +10 400
Forbidden Lore (Heresy) +10 400
Intimidate +10 400
Charm +20 500
Hatred (Imperial Organisation) x3 200
Peer (Seceded Worlds) 200
Good Reputation (Seceded World) 500
Inspire Wrath 500
Iron Discipline 500
Master Orator 500
Into the Jaws of Hell 750
Grand Oratory 1000

Type Pretequisites
Skill

Skill

Skill

Skill Charm

Skill Command

Skill

Skill Commerce

Skill

Skill

Skilt

Skill

Skilt Command

Skill Forbidden Lore (Heresy)
Skill Intimidate

Skill Charm +10

Talent

Talent Fellowship 30
Talent Fellowship 50, Peer
Talent Fellowship 30

Talent Willpower 30, Command

Talent Fellowship 30

Talent Iron Discipline

Talent Charm +10, Command +10, Master Orator

betrayed the Imperium as a whole, and gain the Enemy
(Adepta Sororitas, Adeptus Arbites, Adeptus Astartes, Adeptus
Mechanicus, Administratum, Astropaths, Ecclesiarchy, Imperial
Guard, Imperial Navy, and Inquisition) Talents.

SECEDED WORLDS AND IMPERIAL
ORGANISATIONS

The Secessionist advance scheme contains several talents that
refer to groups not listed in the core rulebook. These are
explained below:

PeER (SECEDED WORLDS) AND GOOD

REPUTATION (SECEDED WORLDS) (TALENT)
These talents apply specifically to the world or worlds that the
Explorer has led from the rule of the Imperium; Secessionist
leaders are often loved by their people.

HATRED (IMPERIAL ORGANISATIONS)
(TALENT)

In this instance, Imperial Organisations is a catch-all term for
the following groups: the Adepta Sororitas, Adeptus Arbites,
Adeptus Astartes, Adeptus Mechanicus, Administratum,
Astropaths, Ecclesiarchy, Imperial Guard, Imperial Navy,
Inquisition and Navigators. Each time you select the Hatred
(Imperial Organisations) advance, select one of the above listed
organisations—this is the organisation subject to your hatred.

GRAND ORATORY (TALENT)
Prerequisites: Charm +10, Command +10, Master Orator

The Explorer’s words inspire loyalty and dissent in equal
measure, and can influence hundreds of individuals at once.
His Fellowship Tests and Fellowship-based Skill Tests affect
100 times the normal number of targets.

JUDGEMENT IN DEATH

Those who secede from the Imperium face only death,
for their judgement can come only from the Emperor
and no other. Because of the severity of the crime,
Secessionists receive the attentions of one of the
Emperor’s weapons seldom wielded in other situations:
the Officio Assassinorum.

Consisting of several orders, or temples, of near-
peerless sanctioned killers, the Officio Assassinorum is
amongst the deadliest weapons the Imperium possesses,
brought to bear only rarely and by the order of the High
Lords of Terra, with each temple practising a different
method of death-bringing. In the history of the Calixis
Sector, only seven Rogue Traders are known to have
earned the dubious distinction of dying to the blade of
a Temple Assassin, and all but two of them had chosen
to renounce the Imperium and forge their own empires.
The other two were Bastalus Irem, whose death was
decreed by the Inquisition, and Ceronna Raom, who
rallied hundreds of pirates to his cause in 960.M40
and led them in a two-year string of raids across the
Malfian Sub-sector. Of course, there are enough other
Rogue Traders who have vanished under “mysterious
circumstances” that this total may well not be complete.

PLAYING THE ROGUE
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TOOLS OF THE
TRADE

Abways be warchful of pirates and other ne’er-do-wells; seldom, if
ever, are they unarmed, and even one who appears at your mercy
may still have a trick or six leff. A micro-stubber, sneak-knife, tox-
mister, or something more malicious still may lurk hidden about their
person.”

—Chief Petty Officer Vincholo, addressing a new group of
Armsmen aboard the Vengeful Martyr

he tools of the criminal are many and varied, and
Tdepending on the nature of the crime, are as likely to
be brutal tools of intimidation as subtle implements
that can be easily concealed, and are as often as illegal as the
acts they are employed to commit. Xenos devices, archeotech,
and unsanctioned modifications are commonplace amongst

those who already flaunt the law, for they have little more to
fear from the authorities that already hunt them.

RANGED
WEAPONS

“This? Not much to look at, T know, but you'll find little better for
ripping open a man’s voidsuit and spacing his shredded corpse.”

—‘Two-tonne’ Kreghan, Footfall arms dealer

he following ranged weapons tend towards the illicit
or the outright illegal in Imperial space, although such

qualifiers mean little to the average Rogue Trader.
Nevertheless, many sport modifications or technologies
frowned on or forbidden by the Adeptus Mechanicus.

LAS WEAPONS

Ubiquitous ~ within the Imperium, las-weaponry is
unsurprisingly common amongst criminals due to its ease of
repair and resupply. Most las-weapons are blessed with docile
or eager spirits, willing to tolerate fairly clumsy or uncaring
treatment and still function adequately, making them ideal for
even mediocre illegal munitionsmiths to customise.

‘RETRIBUTION’ LONG-LAS
The first ‘Retribution’ Long-las was reportedly a modified
Guard issue long-las, constructed by a Brontian Long-
knife sniper. Angry over the destruction of his regiment
in bloody frontal assaults during the fifth battle of Koldon
Gap, he deserted and proceeded to kill four of his former
senior officers and five commissars before his position
. was annihilated by a retaliatory mortar strike. In the
subsequent centuries, similar weapons have been
constructed by various artisans in the Calixis

Sector and Koronus Expanse.

The Retribution is a stripped down long-las, sacrificing
some of the weapon’s reliability and clip size. In exchange, the
Retribution has a much shorter barrel (for easy concealment)
and can be broken into half a dozen pieces that can easily
be concealed within a specially designed pack. In addition,
the weapon is rigged to fire in a non-visible light spectrum,
decreasing penetration slightly but ensuring the Retribution’s
discharge is unnoticeable.

Acquiring a Retribution includes a pack or case the long-
las can be concealed in. Breaking down or assembling the
weapon takes roughly 30 seconds for a practised individual
(anyone with Basic Weapon Training (Las) is assumed to be
practised). In addition, there is almost no flash or sound from
the las-burst—any attempts to detect the Retribution firing
via sight or hearing suffer a —30 penalty.

SHOTLAS

An illegal modification of a standard lasgun popular amongst
the techwrights and armour-mongers of Footfall, the ‘shotlas’
is rigged to discharge more energy per shot, at the cost of beam
coherence, with shots swiftly losing power and becoming
ineffective at longer ranges. The weapon deals +3 damage at
point-blank range, but its maximum range is only twice the

listed range, rather than four times (as is normally the case).

STUTTER-LAS

Another common illegal modification, stutter-las pistols trade
accuracy and reliability for rate of fire, charging quickly to
unleash a hail of lasblasts. Though seldom as potent as the
discharges of most las-weapons, the spray of light and heat is
effective at close quarters.

SOLID PROJECTILE
WEAPONS

Simple to manufacture with few complex components, solid
projectile weapons are abundantly common amongst criminals.
Given their ease of production, a wide variety of such weapons
exist, covering the full range from cheap and unreliable, to
precision devices capable of striking down a target from great
distances. One of their largest drawbacks is perhaps weight and
bulk, with the most potent projectile weapons requiring heavy
ammunition and heavy construction to be effective.

AUTO-CARBINE (ZAYTH)

Auto-carbines are a fairly common version of solid projectile
weapons, utilised by those who prefer a more easily concealable
weapon than the bulky autoguns. Shorter barrels, removed
stocks, and pistol grips make these weapons concealable




TABLE 2—10: RANGED WEAPONS
Las Weapons
Name Class Range RoF Dam Pen
Retribution Basic 90m S—/— 1d10+3E 0
Shotlas Basic 20m S$/3/— 1d10+4E 1
Stutter-las Pistol  35m S/—-/5 1d410+2E 0
Solid Projectile Weapons
Name Class Range RoF Dam Pen
Auto-carbine Basic 35m —/=/5 1d10+31 0
Auto-Stubber Basic 60m S/3/— 1d10+41 0
Boarding Gun Basic 30m S$/3/— 1d10+51 1
Harpoon Gun Basic 60m S/—/— 1d10+4R 2
Razorhail Gun  Basic 35m S/—/— 1d10+2R 1
s Basic  35m  $/3/— 1d10+41 0
(Persecutor)
Bolt Weapons
Name Class Range RoF Dam Pen
B Ric S0m s/2/- 1d10+5X 4
(Ceres)
i ol Pistol  25m  S$/2/— 1d10+4X 2
(Footfall)
Boltgun )

= +
(Footfall Basic 80m S/3/— 1d10+4 X 2
Boltgun ;

= +
PR b eotech) Basic 120m §/3/- 1410+9X 4
Melta Weapons
Name Class Range RoF Dam Pen
Melta Cutter Basic 5m S/—/— 3d10+8E 13
Flame Weapons
Name Class Range RoF Dam Pen
Flameburst Basic 40m S/—/— 1d10+4E 2

Clip RId Special Wt.  Availability
10 Full Accurate 4 Very Rare
40 2 Full Scarce
25 Full Inaccurate 2 Average I ]
Clip RId Special Wt.  Availability z
20 Full Inaccurate 3 Scarce
30 3 Full Inaccgrate, Tearing, ! ALx m
Unreliable E
Inaccurate, Reliable,
3 2 Full . 6 Scarce F
1 Full Snare, Tearing 5 Rare
1 Full Scatter, Tearing 5 Average U
20 Full Reliable, Scatter 6 Rare z
Clip RId Special Wt.  Availability 4
12 2 Full  Reliable, Tearing 5 Very Rare g
6 Full Tearing, Unreliable 4.5 Scarce 2
—
. ) s
18 Full Tearing, Unreliable 8 Rare ’
30 Full Reliable, Tearing 10 Near Unique
Clip RId Special Wt.  Availability
5 2 Full Inaccutate, Scatter 8 Rate
Clip RId Special Wt.  Availability
6 2Full  Flame, Recharge 7 Rare

under storm coats or flak cloaks, and easily used in confined
spaces. However, most auto-carbines are less accurate and
shorter ranged than their larger cousins.

In the Expanse, a surprisingly large number of auto-carbines
are produced on Zayth, where projectile weaponry is one of
the only remaining industries. Zayth-pattern auto-carbines
are given to landship inhabitants for boarding defence.

The Zayth-pattern auto-carbine has an integrated pistol
grip, allowing it to be fired one-handed without penalty (range
modifiers are already included in the weapon). In addition, when
concealed under bulky clothing or cloaks, the compact size
imposes a —10 penalty on any Perception-based tests to notice it.

AuTO-STUBBER (WRATH)

Sometimes found in Battlefleet Calixis arms lockers as an
alternative to shotguns, the so-called Wrath-pattern stubbers
utilise a similar fragmenting round to the more common
Naval Pistols. This increases stopping power, while reducing
the chance of dangerous ricochets or damage to important
components when repelling a boarding action. The weapon
may use any kind of special ammunition normally available
to an autogun, but if any special ammo is used, the weapon’s
attacks lose the Tearing quality.

BoARDING GUN (LATHE)
Essentially a large-bore, triple-barrelled shotgun, the weight
and hitting power of Lathe-pattern boarding guns has
made them infamous across the Calixis Sector and Koronus
Expanse. Loaded with heavier, more powerful shells than most
shotguns, the weapon has punishing recoil that, combined
with its weight, makes it impractical for any but the strongest
men to wield. Unless the wielder has a Strength Bonus of 4
or higher, the boarding gun imposes a —20 penalty to hit.
However, its sheer weight and solid construction mean that
it can be used as a two-handed melee weapon in close
combat with the following profile (Melee; 1d10 I
Pen 0; Unwieldy)

A Lathe-pattern boarding gun may use any
special shotgun ammunition.



Suit BREACHES AND REPAIR

When fighting in the void or another inhospitable environment, the risk of suit breach is something that worries all but

‘1l

HarroON GUN

A significantly larger and heavier version of the void speargun
(INTO THE STORM, page 112), these weapons violently propel
long, heavy, barbed spears that can easily puncture most
voidsuits and leave deep wounds in their wearers.

Harpoon guns may not use any special ammunition.

RAzorHAIL GUN

Cobbled together from scrap and spare parts, these weapons
spew hails of jagged, razor-sharp blades which tear and lacerate
anything in their path. While not particularly powerful, the
spread of blades are ideal for tearing open voidsuits and
leaving ragged gashes that are difficult to quickly repair.
Most versions are easy enough to manufacture, but are easily
foiled by armour, though some examples exist that utilise
mono-edged blades to better tear through protective suits. As
this weapon is designed to be used with a specific type of
ammunition, it may not use any unusual ammo.

Razorhail guns may not use any special ammunition.
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PERSECUTOR COMBAT SHOTGUN

Favoured by Arbitrators sent to space-born postings such
as voidstations within the Calixis Sector, particularly those
expecting close quarters combat, the Persecutor Combat
Shotgun is a solid, reliable weapon, designed to withstand the
rigours of battle. To better support the needs of an Arbitrator
in combat, there is a retractable shock-prod mounted beneath
the muzzle, allowing some of the utility of a shock maul
without needing to stow the shotgun.

A Persecution-pattern Combat Shotgun may be used as
a Shock Staff in close combat. Persecutor-pattern Combat
Shotguns may use any special shotgun ammunition.

BOLT WEAPONS

Bolt weapons have long had a legendary reputation amongst

the peoples of the Imperium, echoing back to the ancient

days of the Great Crusade. For this reason, alongside the

loud and brutal effects of the weapon, Bolt weapons

are highly prized and imitations of this holy design

command a hefty price, in spite of their less-
than-glorious reputation.

the most deranged voidfarers, and if left unchecked can fell a man as surely as a bullet or blade.

Any clothing or armour which provides an enclosed environment—such as voidsuits, but also certain patterns of
carapace armour and power armour—is at risk from a breach during combat. Any Explorer that takes damage equal to
double or more of their voidsuit or sealed armour’s AP also suffers from a suit breach. A breached suit no longer counts
as environmentally sealed. In a vacuum, this is treated as a gradually-worsening environment.

‘Soft” voidsuits—void suits that provide no armour—are more vulnerable to some weapons than others. Weaponry
that tears or blasts can more effectively breach such suits, and thus against attacks dealing Rending or Explosive damage,
any hit against a character wearing a soft voidsuit, not only those that cause damage, has a 40 percent chance of causing
a suit breach. Any hit that causes damage automatically causes a suit breach. \

A breached suit can be quickly repaired in the field using suit patches, armour cement or similar equipment—taking
a full action. However, suits require more extensive repair to seal properly in the long-term.

Borr CARBINE (CERES)

Relatively uncommon weapons (the design was said to have
been rescued from a space hulk and pressed into production
specifically for the long ago Angevin Crusade), Bolt Carbines are
typically easier to wield than full-size Boltguns, due to lighter,
simpler construction and a lower rate of fire. Without the multi-
round burst ability common to many patterns of Bolter, a Bolt
Carbine is incapable of the wholesale slaughter that characterise
volleys of bolter fire. However, their simpler design means that
they misfire less frequently and are much easier to maintain.

Bolt carbines may use any special bolter ammunition

Borr WEeAroNs (FOOTFALL)
The moniker ‘Footfall-pattern’ is applied mockingly at
best, said only with a straight face by arms dealers in the
Expanse trying to fleece their customers with a false air
of legitimacy. Comparatively crude and inefficient, these
counterfeit weapons fail regularly due to insufficiently strict
manufacturing tolerances, but the inconveniences of owning
such a weapon are outweighed by their lethality, for those
who cannot obtain a true bolter.

Footfall-pattern bolt weapons may not be used with any
special ammunition.

REeLIC-BOLTGUN

Within the Calixis Sector, there may only be a handful of
these extraordinarily rare and ancient devices. Bulky beyond
the means of most men to wield, these weapons may once
have been wielded by the Emperor’s warriors during the
earliest days of the Imperium, and bear the eagle’s claw and
thunderbolt symbols common to that distant age. More than
merely fine examples of ancient Bolters, these weapons are holy
relics, imbued with a tiny fragment of the Emperor’s wrath.
Consequently all damage dealt by an Archeotech Boltgun is
Holy and will deal greater damage to daemons and similar
warp entities, though any character with any Malignancies
suffers a —10 penalty to Ballistic Skill when attempting to use
this weapon.

The scarcity and historical significance of these weapons
make them extremely sought-after, prized as relics of a more
glorious age by the Ecclesiarchy and the Adeptus Mechanicus
both. Any who bear such a device are likely to attract a great
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deal of unpleasant
attention, their very ownership often deemed a minor
heresy by ambitious Cardinals and Magi.

Utilising powerful shells akin to those employed by the
Adeptus Astartes, these bolters are extremely bulky, requiring
a Strength Bonus of 6 to wield or they count as Heavy
weapons, and expensive to maintain, requiring frequent
Upkeep tests in order to remain supplied with ammunition.

An archeotech bolter may be used with any special
bolter ammunition, but acquisition tests to obtain special
bolter ammunition compatible with this weapon suffers an
additional —10 penalty.

MELTA WEAPONS

Often favoured for the ability to cut through bulkheads and
hatches, melta weaponry is commonly used in boarding actions.

MErTA CUTTER
Shorter-ranged but more potent than most melta weapons, this
is more a tool than a weapon, designed to overcome obstacles
rather than slay enemies. Using it as a weapon imposes a —20
penalty on Ballistic Skill Tests.

A melta cutter may use any meltagun ammunition.

FLAME WEAPONS

For both their usefulness at close quarters and the horrific
effects they have on living targets, flamers are favoured by
many pirates and renegades. Few weapons are as deadly to
the tightly-packed enemies that may fill a starship’s corridors,
or as quick to destroy the morale of those left behind.

FLAMER (FLAMEBURST)

Created by heretek munitionsmiths in the Breaking Yards, this
pattern of flamer has become widespread amongst those who
cannot or will not deal with legitimate sources of technology.
The fuel is run through a crude but effective compressor
before reaching the nozzle, generating brief gouts of flaming
promethium that reach further than those projected from
conventional flamers. However, the compressor pump does
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not work quickly, causing a seconds-long delay between
shots. Even so, it’s popular amongst the constant fighting that
takes place in the Breaking Yards.

A flameburst flamer fires in a metre-wide jet, rather than a
30 degree arc.

A flameburst flamer may use any special flamer ammunition.

GRENADES AND MISSILES

Except where noted otherwise, all the grenades in this section can
either be thrown by hand or launched from a grenade launcher.

Micro

A wonder of ages past, and still produced in tiny quantities
in certain remote corners of the Calixis Sector, microgrenades
are tiny, marble-like devices that detonate almost as fiercely
as full-size grenades. They are normally stored in a tube-like
container that dispenses and primes a handful of grenades
simultaneously, allowing them to be thrown immediately.

A number of microgrenades may be thrown at once, in a
manner similar to firing a gun on semi-auto mode. When rolling
to hit—with the normal bonus for firing on semi-automatic—
the number of successful hits caused by the weapon (determined
by your degrees of success as normal) is the number of grenades
that successfully hit their target. Any grenades thrown that do
not hit in this manner scatter as normal, but all the grenades
detonate whether they hit or not.

Each dispenser contains 12 microgrenades, and the listed
weight is for a single dispenser.

RaDp

Wrought by ancient and arcane technologies, rad grenades
produce intense pulses of lingering, deadly radiation. While
somewhat erratic, few things can protect fully against these
grenades’ emissions, making them a powerful weapon against
any foe. The effects of a rad grenade are invisible and
insidious, and cannot be detected without an auspex or
similar equipment. ;

The tiny radioactive particles housed within
this grenade create a cloud of dense radiation
with such a miniscule duration that only
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TABLE 2—11: GRENADES AND IIIISSILES
Name Class Range RoF  Dam Pen  Special Wt.  Availability
Aetherflare Thrown  SBx3 S/—/— 1d10+6 E 0 Blast {(4) 1 Near-Unique
Microgrenade (Frag)  Thrown  SBx3 S/4/—-  2d10X 0 Blast (2) 0.5 Extremely Rare
Microgrenade (Krak)  Thrown  SBx3 S/4/—  2d10+2 X 5 - 0.5  Extremely Rare
Rad Thrown  SBx3 S/-/- 1d10E 0 Blast (10) 1 Extremely Rare
Scare Thrown  SBx3 S/—/- - - - 1 Scarce
Web Thrown  SBx3 S/—/— - — Blast (4), Snare 1 Scarce
Web Missile - - - - - Blast (6), Snare % Rare

those in the initial blast radius are affected. It is powerful
enough, however, to leave those affected severely weakened
and vomiting blood for hours.

In addition to the damage dealt by the blast of radiation, a
victim hit by it must pass a Hard (—20) Toughness Test or
suffer 2d10 Toughness damage.

SCARE

Containing fast-acting psychotropic toxins that induce
intense feelings of dread and paranoia, scare grenades are
prized by pirates and raiders seeking to terrify their prey
into submission. Anyone within 10 metres of a detonating
scare grenade must succeed on a Difficult (—10) Toughness
Test or be overcome with feelings of terror, as if they had
failed a Fear test, with each Degree of Failure adding +10
to the roll on Table 10—4: The Shock Table on page 294
of the RoGgUE TRADER Core Rulebook. As scare toxins are
absorbed through the skin, those in sealed or self-contained
environments or armour suits (void suits, carapace armour
with rebreathers, or sealed power armour) are immune to the
effects. As a poisonous weapon that produces a fear effect,
Talents, Traits or equipment that provide bonuses against
poison or fear provide their normal benefits.

STRYX1S AETHERFLARE

The bizarre warp technology of the Stryxis produces many
wondrous and terrible things, devices that slay without wounding
and burn the soul rather than the flesh. One of the deadliest of
these horrific weapons has been dubbed the Aetherflare, which
unleashes bursts of luminous energy that coils like mist. Few
survive exposure to these weapons, leaving behind corpses that
display no signs of what claimed their lives.

The blast of an Aetherflare ignores Armour, Toughness,
cover and psychic defences, searing the souls of those caught
within it. However, the effect does not damage non-living
items, machines or any creature with the Daemonic Trait or the
Machine Trait (5+). In addition, the Aetherflare’s effects are
blocked by contact with hexagrammic wards, untouchables or a
similar psychic blank or ward (such as a starship’s Gellar field).
Aetherflares may only be thrown by hand—they may not
be loaded into launchers.

WEB

Essentially just a highly-compressed canister of
Webber adhesive and a detonator, web grenades
and missiles swiftly ensnare targets in a sticky,
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rapidly-thickening mass of constricting filaments.

EXOTIC RANGED WEAPONS

The galaxy is full of hostile species, each with their own
means and methods of bringing death to their enemies.
Beyond the reach of the Emperor’s laws, these weapons find
their way into the hands of species other than their creators.
While some species may disdain the weapons of others—as
the Eldar are wont to do—many weapons change hands in
the Expanse, and a criminal looking in the right places can
find all manner of deadly devices far beyond the capabilities
or understanding of the Adeptus Mechanicus.

EGARIAN SHARDCASTER

The labyrinthine worlds of the Egarian Domain hold many
secrets and many prizes for those willing to search for them.
Strange crystalline weaponry has been brought back from
these dead worlds on more than one occasion, all wrought
from the same bizarre crystalline material. It remains unknown
whether Shardcasters are examples of forgotten Egarian
technology, or merely use the same geode-crystals as a source
of ammunition, the weapons themselves constructed by some
other species—possibly even humans.

Spitting razor-sharp crystals that splinter and shatter upon
impact, driving deep into flesh and armour, Shardcasters
seem to contain far more ammunition than their size might
suggest, as if the fragments collectively massed far more than
the larger crystal they originated from.

ELDAR FIREPIKE
These potent weapons pre-date the Imperium, having been
created by Eldar artisans. Operating similarly to most melta
weapons, firepikes project a lance of intense heat and radiation
over a considerable distance, capable of melting flesh and steel,
carving through the toughest armour with deadly precision.
Rare even amongst the arsenals of the Eldar, they are most
often borne by the mightiest champions of their kind, relic
weapons beyond contemporary means to reproduce.




E1DAR Fusion Gun

Similar to meltaguns in effect and purpose, the fusion guns used by
the Eldar are far more accurate and efficient, utilising technologies
far more advanced than those of the Adeptus Mechanicus. In the
hands of a skilled warrior, a fusion gun can sear through the weak
points of an armoured vehicle, disabling or destroying it with
almost surgical precision and contemptuous ease.

ErpAR HAWK's TALON
Capable of unleashing a withering torrent of powerful las-
blasts, Hawk’s Talons are ancient and powerful precursors to
the lasblasters used by a variety of Eldar warriors. Reserved
for the deadliest combatants, these weapons are incredibly
rare, and the Eldar will show no mercy to those they find
bearing the relics of their kind.

Many Hawk’s Talons mount a small powered blade in the
stock or beneath the barrels, allowing the wielder to strike
down his foes as easily in melee as he can at range.

ELDAR SHURIKEN CANNON

To the Shuriken Catapult as the Heavy Bolter is to the Boltgun,
Shuriken Cannons are a common support weapon amongst Eldar
forces, variously carried by an Eldar warrior, mounted on a floating
gun carriage or fitted to a vehicle. Extremely light for their size,
Shuriken Cannons are capable of unleashing a deadly torrent of

blades at speeds sufficient to dismember or decapitate men or to ¥

pierce the armoured hides of all but the toughest vehicles.

Because of the Eldar mastery of anti-grav technology,
some Shuriken Cannons are fitted with systems equivalent to
the suspensors occasionally used on Imperial heavy weaponry.
Weapons so upgraded are Extremely Rare, and count their
operators as having the Auto-stabilised Trait—they are
always considered to be braced and the weapon may be fired
on semi- or full-auto as a Half Action.

This weapon may use any specialist shuriken ammunition.

ELDAR SPINNERET RIFLE

Arare and strange weapon, as lethal as it is bizarre, the Spinneret
Rifle shoots a single monofilament wire over a considerable
distance until it pierces a target, at which point it coils tightly
within flesh and armour, causing considerable internal injury
before recoiling swiftly to re-enter the weapon.

The weapon’s unique method of slaughter requires extreme
precision, making it difficult to use but utterly devastating in
the right hands. A well-placed shot can shred a man’s heart
or brain with startling efficiency, leaving nothing but ruined
flesh behind the tiniest of punctures.

DARK ELDAR SHREDDER

Similar to the Deathspinner, but significantly smaller, the
Shredder fires clusters of barbed monofilament wire that
rapidly unfurl to envelop groups of enemies and eviscerate
them. Their compact construction allows them to be wielded
in one hand without the normal penalty.

DARK ELDAR SPLINTER CANNON
Surprisingly light given their size, Splinter Cannons are potent
support weapons capable of unleashing lethal hails of toxic, razor-
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sharp crystalline barbs that tear through flesh and light armour.
While their light weight comes partially from their alien

construction, there is other trickery at work, manipulating

gravity to make these weapons easier to wield on the move.

TABLE 2—12: EXOTIC RANGED WEAPONS

Name Class Range RoF  Dam Pen
Shardcaster Basic  40m S/3/— 1d10+4R 4
Firepike Basic  60m S/—/— 2d10+10E 13

Fusion Gun Basic  20m S/—/— 2d10+6E 13
Hawk’s Talon Basic  100m S/3/10 2d10+2E 4
Hawk’s Talon

- = +
(Melee) Melee 1d10+3 E 7
Shredder Basic  60m S/—/— 3d10+5R 2
S Heavy 110m —/—/6 2d10+6R 3
Cannon

Spinneret Rifle  Basic  60m S/—/— 1d10+1R 10
Splinter Cannon Heavy 110m  —/-/10 1d10+5R 4
Terrorfex Basic  40m S/-/- - =

Foul Sceptre Basic  70m S/—/— 2d10+5E 10

Kustom Blasta  Basic  90m S/-/— 2d10+8E 8

Ripper Ray B Oy e/ 1d10+6 X
Lightburner Basic  80m S/—/— 1d10+4 E 2

Clip RId  Special kg Availability
60 6 Full Scatter, Tearing 5 Very Rare
20 4 Full Reliable 6 Unique
10 2Full Reliable 3 Near Unique
60  Full  Reliable 4 Unique
Power Field,
L Unbalanced X i
15 rull e 2 Near Unique
Tearing
200 3 Full Reliable 25 Extremely Rare
1 Half  Accurate, Tearing 4 Unique
300 3 Full Toxic 10 Near Unique
1 Full - 2 Near Unique
” g Rcchargc, Shocking, 4 N {dnidud
Toxic
Inaccurate, Overheats,
; FE Unreliable, Unstable o YoE B
15 Full  Reliable, Tearing 1 Rare
6 Full  Overheats 6 Rare




" When firing a Splinter Cannon, the operator counts as having
the Auto-stabilised Trait—he always counts as braced and
may fire the weapon on full-automatic as a Half Action.

DARK ELDAR TERRORFEX

A strange and esoteric Eldar device, a Terrorfex launches
spheres of the material known to the Eldar as wraithbone,
which have been psychically impregnated with torment,
anguish and dread. When launched, these emotions spill out,
afflicting the minds of those nearby. Dark Eldar raiders use
these weapons to inflict pain and fear upon their victims, and
for this reason, they are highly prized by all those who prey
upon the weak or defenceless.

Anyone within 5 metres of a Terrorfex shot must
immediately make a Test against Fear (2). The source of the
fear is considered the origin point of the shot (though the
GM is welcome to be creative for certain fear results).

FouL SCEPTRE

Bizarre constructions of obsidian-like stone and an unknown
metal that glistens with an oily sheen, so-called Foul Sceptres
seem to languish in perpetual shade, even when held in
direct sunlight, as if they exude gloom. While initially
thought to be little more than unsettling xenos objects d’art,
it was subsequently discovered—though by whom remains
unknown—that some were weapons of quite terrible power,
directing lances of inky blackness towards foes at a mental
command. Certain xenographers and other savants of alien
lore note that these weapons bear a resemblance to relic-
trophies kept by those who fought against the feared Yu’'Vath
in the long-ago Angevin Crusade.

Rumours abound of ones possessing greater powers still, able
to crush the will of others, ward off any attack or allow reality
to be bent to the wielder’s whim, but if any have been found,
nothing definite has been heard of them. All that is certain is
that many of those who possess these powerful artefacts swiftly
become obsessed with finding more like them, searching out
worlds that appear on no chart to find things that man has never
laid eyes on before. Any character who gains a mental disorder or
malignancy (see pages 296-300 in the RoGUE TRADER rulebook)
while in possession of a Foul Sceptre becomes increasingly prone
to obsessing about the artefact and others like it, and may, at
the GM’s discretion, gain visions of alien worlds covered in
monolithic ruins, far beyond the reach of the Imperium. Foul
Sceptres draw their power from some unknown source, and don’t
appear to require reloading, nor do they run out of ammunition.

Ork KustoM Brasta
Every Kustom Blasta is a unique creation built along broadly
similar lines. Typically a form of unstable energy weapon,
kustom blastas are normally only carried by Ork Mekboys,
as few other beings are foolhardly enough to wield such
erratic and perilous devices.
Every Kustom Blasta must include a single upgrade
as standard, which may be chosen from the list later
in this chapter. A further selection of upgrades for
Ork weapons can be found on pages 144 and
145 of INTO THE STORM.

SLAUGTH RipPER RAY

These gruesome looking weapons appear to be made of
brass, bone and grey gristle, in the rough shape of a pistol.
Tiny, tooth-like barbs sit within the grip to dig into the
wielder’s hand, binding weapon to wielder. Crafted by
the mysterious Slaugth, a species of beings who appear
as vaguely-humanoid colonies of maggots and who lurk
within the dark corners of the Calixis Sector, Ripper Rays
are unpleasant to behold and more unpleasant to witness the
effects of. Producing a sound disturbingly like the clatter of
bone on metal, Ripper Rays project a beam of vile energy
that causes the victim’s bodies to twist, contort and rebel,
resulting in severe internal injuries as tissues rupture from
within, bursting violently.

As utterly inhuman as Slaugth technology appears—always
melding flesh and steel in some hideous manner—it is not
uncommon to find it in the hands of humans, for the Slaugth
seem eager to trade for slaves and information. The Inquisition is
always interested in finding and questioning those who have had
dealings with these maggot-men, and the first indication of one
who has met the Slaugth is possession of their technology:

STRYXIS LIGHTBURNER

While not as refined as the laser technology of the Eldar, nor
as practical and ubiquitous as that of humans, the Stryxis make
considerable use of laser weaponry of archaic and artfully
crafted design. The Lightburner one of the more esoteric
examples of Stryxis las-weaponry, a type of sharpshooter
weapon projecting a long, continuous beam of energy that
burns deeper and deeper into the enemy the longer the
energies remain focussed on them.

Every consecutive turn after the first that a wielder fires a
Lightburner at the same target and hits, the weapon deals an
additional +2 Damage and gains an additional +2 Penetration,
to a maximum of +10 to each value. This represents the wielder
holding the beam on the target. If the wielder ever misses the
target or loses line of sight to the target, the additional damage
is lost and the wielder must start over.

[TIELEE WEAPONS

“The roar of a shotgun, the crack of a laspistol. .. these things are
merely an accompaniment to the true battle. To face a foe blade-to-
blade, to look him in the eye in the moments where victory and defeat
are determined. . .that is what battle really is.”

—Teodor Vankray, Captain of the Spiteful

rom the close quarters conflict of a boarding action, the

lethal encounters of an assassin, to the last-ditch blade-

fights of the desperate, many battles come down to
swirling melee in spite of the firepower that most combatants
can bring to bear.



TABLE 2—13: ITIELEE WEAPONS
Chain Weapons
Name Class Range Damage
Chainsword

- +
T bt Melee 1d10+3 R
Chainsword (Eldar) Melee - 1d10+4 R
Exotic Weapons
Name Class Range Damage
Eldar Biting Blade Melee - 1d10+6 R
Eldar Mirrorswords ~ Melee - 1d10+5 E
Dark Eldar
Scissorhand Mlee k Rlo5
Nadueshi Twinblade  Melee - 1d10+6 R
Stryxis Aetherlash Melee 3m 2d5 R
Stryxis Curseblade Melee - 1d10-1 R
Zaythan Warblade Melee - 2d10+6 E
Shock Weapons
Name Class Range Damage
Stunsphere Thrown SBx3m 14101
Shock Net Thrown 5m -

Pen Special Wt.  Availability

2 Tearing 9 Scarce %

3 Balanced, Tearing 3 Near Unique U

Pen Special Wt.  Availability ::‘/

2 Tearing, Unbalanced 7 Unique

8 Balanced, Power Field 2 Unique [I )

2 Tearing, 0.5 Near Unique : I

0 Balanced, Tearing 5 Rare P’
Flexible 1 Near Unique

2 Balanced 2 Extremely Rare U
Power Field, Tearing, z

° Unbalanced 2 Yery R :

Pen Special Wt.  Availability 4

0 Shocking 0.2 Rare )J

> Shocking, Snare 1 Average Q

The possibility of close combat is such that few criminals are
ever found without at least a simple blade, and many prefer to
carry something more deadly, even if only as a means to intimidate
others or serve as a symbol of their standing. The artefact-weapons
of alien species are particularly valued, for those who can bear
such exotic weaponry are clearly powerful or well-connected.

CHAIN WEAPONS

Pirates in particular favour the brutal power of chain weapons,
using their tell-tale sound and fearsome reputation to intimidate
victims. Those who will not be cowed by a chainsword’s
appearance are instead subjected to the weapon’s savage effects.

HYDRAPHUR-PATTERN CHAINSWORD
Sometimes called a chain-cutlass, these short-bladed, curved
chainswords are favoured by armsmen crew chiefs for their
brutality. Their shorter length makes them easier to wield
in the close confines of a starship corridor, while their more
compact design conceals two parallel rows of teeth, allowing
it to deal greater damage than its size might otherwise suggest,
at the cost of poorly-distributed balance.

ELDAR CHAINSWORD

A seldom-seen weapon, Eldar chainswords bear only a
superficial resemblance to the roaring, heavy blades of humans
or Orks. Almost silent, they produce little more than a sibilant
whisper as they tear through flesh and bone. Swiftly-cycling
rows of mono-edged teeth cause considerable damage to any
creature in their path.

*
*
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EXOTIC MELEE WEAPONS

Out beyond the Imperium, the strange and the exotic are
viewed as signs that an individual is well-travelled and
has seen much beyond the normal understanding of men.
Whether or not this is seen as a good thing depends on
the individual, however, but nonetheless, it is a symbol of
broadened horizons and grand ambition to bear weapons
from outside the reach of the Imperium.

ELDAR BITING BLADE
Reminiscent of the massive eviscerators used by zealots within
the Imperium, Biting Blades are long-bladed, two-handed
chainswords. However, where eviscerators are heavy, noisy
machines, Biting Blades are slender and quiet, but no less deadly
for their relatively light weight. Wielded properly, the razor-
sharp teeth can tear through flesh and bone with horrific speed,
and a skilled warrior can cleave a man in two without difficulty.

For every two degrees of success scored when rolling to hit
with a Biting Blade, the weapons’ deals 2 additional damage.

ELDAR MIRRORSWORDS
Exquisitely balanced for dual-wielding, Mirrorswords are
extremely lightweight power swords, capable of gliding through
all but the toughest armour with ease. Wielded only by the most
nimble amongst a species renowned for their grace and speed,
these blades become a deadly wall of glittering steel.

When wielded as a pair by a character with an Agility bonus of
5 or more, Mirrorswords reduce any penalties for dual wielding
melee weapons by 10, to a maximum of +0. Their balance
and design make them ideal for defence as well as attack,
adding an additional +10 bonus to patry, for a total of
+20, so long as these swords are wielded as a pair.

An Acquisition test to obtain Mirrorswords
is always for a matched pair.



DARK ELDAR SCISSORHAND

Resembling a pair of surgical shears, Scissorhands are most
commonly wielded by the Haemonculi sometimes encountered
alongside Dark Eldar raiders during their attacks. Each talon
is impregnated with a variety of potent venoms and toxins, all
of them capable of inflicting terrible, debilitating pain. The
slightest cut from any of these blades is sufficient to deliver
an agonising dose of poison, and thus the number of blades
allows a deft wielder to incapacitate a victim quickly.

The toxins delivered by Scissorhands are carefully
engineered to overwhelm a creature of any species with pain
and delirium, rather than kill. Anyone taking damage from
a Scissorhand, after reductions for Toughness and Armour,
must make a Toughness Test with a —5 penalty for every
point of damage inflicted. Success indicates that there is no
further effect from the weapon. Failure causes the victim to be
stunned for one round, and suffer a level of Fatigue for every
degree of failure.

NADUESHI TWINBLADE

Long, slender blades constructed from unknown, lightweight
alloys, the outer casing of these non-STC swords conceals
a pair of chains mounting serrated blades far finer than the
hooked teeth of an Imperial chain weapon. Running in
opposite directions, these razor-sharp blades slice and tear
anything caught between them. Though less effective against
armout, Twinblades cut more swiftly and cleanly through flesh
and bone. Although they are found on Naduesh, they are far
beyond the local population’s ability to produce, apparently
relics of Naduesh’s bygone and far more advanced ages.

STRYX1S AETHERLASH
Crafted from the same warp-based technology used in many
Stryxis weapons, an Aetherlash appears as nothing more
than a short handle of blue-grey metal, grown rather than
manufactured. When activated, however, a metres-long stream
of flickering, iridescent mist lashes out, striking like a whip
yet passing through any matter it touches. Where it strikes the
living, they recoil as if wounded, yet no mark is left behind.
However, this stream of mist-like energy is quite fragile when
pitted against psychic barriers and blanks, shutting down
for days when coming into contact with them. Why this
. happens is a matter of much speculation.
' This whip will not damage non-living items and
machines, or any creature with the Daemonic
Trait or the Machine Trait (5+). The blade is

unaffected by the armour of the target or its Toughness, though
the Strength bonus of the wielder is not added into the damage
as it is with other melee weapons. Should the blade come into
contact with hexagrammic wards, untouchables, or similar
psychic barriers (such as a ship’s Gellar Field), then the blade
will flicker and dissipate, remaining inactive for 1d10 days.

StRYX1S CURSEBLADE

Seemingly grown from a dark blue-grey metal, these strangely-
curved blades are only slightly longer than a man’s forearm,
and seem to hum with a distant, atonal noise. Designed to
be clutched in the slender talons of a Stryxis, they do not
sit easily in human hands, never resting comfortably as if
rebelling from the foreign grip.

So-called ‘Curseblades’ have a vile reputation, entwined with
the unsettling reputation of the Stryxis themselves. Those who
are wounded by these blades are believed to suffer a wound to
the soul as well as to the body, sapping the will to fight and
leaving a scarred and fractured mind. How much of this is truth
and how much is fearful speculation remains unknown.

Anyone wounded by a Curseblade must pass a Challenging
(+0) Willpower Test or suffer a level of Fatigue, and gain
1d5 Insanity Points for every degree of failure.

ZAYTHAN WARBLADE

Large and deadly chainblades, these two-handed swords are
wreathed with a flickering power field that significantly increases
their effectiveness. Favoured by the greatest clan warriors of the
city-engines of Zayth, these weapons are relics of a lost age, and
bear a resemblance to a number of advanced chainblades from
the very earliest days of the Imperium, fuelling theories amongst
Explorators of the ‘synchronism of the holy mechanism” and
‘convergent design’. This weapon requires two hands to wield.

SHOCK WEAPONS

It is not always preferable to slay one’s victims; just as often
it is useful to capture them alive or merely to spare them, that
their testimony may spread fear and discord. Shock weapons,
discharging pulses of disruptive energy that render living
beings insensible, are perfect for this purpose.

STUNSPHERE
Designed to be thrown, these dense metal spheres are the
size of a human fist, and contain a shock generator designed
to discharge at the moment of impact. These devices are of
unknown origin, their appearance in the hands of weapons
traders across the Expanse and within the Calixis Sector a mystery
to all. No obvious maker’s marks adorn their surface, nor is there
any obvious way to access their internal components—only a
featureless metal shell that remains unblemished and unmarred
by any outside force, and seems 