
Like an all pervasive shroud, the Aether clung to everything. It was an unseen realm of shadowstuff. A place where the emotions ruled and reality was a slave to the power of the mind. But it was a seductive slave, and one that could become a cruel master for the unwary.

Once this had all been a cool and tranquil translucent blue. In the time of the Old Slann Empire. Now it was a shattered realm where emotions flashed like heat lightning. The depths were warmed by organics, cooled by the metal hulls of passing craft, and haunted by horrors beyond the keen of man.

Within the baneful glare of a fiery blood red star a hot gas giant simmered and rumbled ominously as it spun through space in a veil of poison haze. One of the myriad moons of the turbulent world was large enough to support a crude biosphere of lichen trees and shallow seas.

Wrapped in the inky black and completely still night stood a man in robes of the deepest red. The wind that had been rippling about for days had blown itself out, leaving only drifts of tendril leaves in the deserted streets of the sprawling old communications complex and piles of seafoam on the empty beach. The misty rain had gone too. Now there were just tangled scraps of indigo cloud cloaking the sky and dimming the distant stars.

Out in the purple night haze on the beach, Gottri the Squat was practicing his axe work garbed only in a pair of tough synthi-leather pants. His broad feet shifting expertly in the coarse gritty sand. His muscular hairy bronze body slick with sweat.

A way off, almost lost in the haze, was Palatine Carmina Ibanez of Iocanthos. The sombre hues of her Order of the Ebon Chalice power armour blending with the night. She was watchful as ever, while her master mulled over issues of import to the Imperium of Man.


*******
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Dominus Astropath Bellator of Vostroya (High-Born) is an exceptional man who combines anger and control with compassion. He is a lean and swarthy fellow with a sweeping noble brow and piercing, almost feral, amber eyes. He sports neatly trimmed facial hair and slicked back dark head hair. He favours elaborate red robes with facetted ruby and rose gold jewelry of a spidery motif. Bellator is a fit and agile runner, a strong dancer, and a skilled practitioner of Parkour. He has an Electro-Graft with Electoo Inductor (PDA) embedded in his left forearm in the form of Golden Imperial Cult Eagle with Iron Highlights. Four long scars mark his face on the left - from brow, down over the eye, and thence onto the cheek. Fortunately the attack did not destroy the eye. This is an old injury incurred from an Asaheim Snow Troll while a youthful freelancer. While slowly recovering, he rediscovers his childhood passion for academia and decides to move away from his martial lifestyle and to chart a more scholarly course. Bellator has had his eyes enhanced with biotech mods, thus giving him infrared and ultraviolet vision and 5x magnification at all times as needed.

Movement.............3.							Race: Human.
Weapon Skill.........33 / +30 / 63.
Ballistic Skill......27 / +10 / 37.				Height: 6’2”.
Strength.............3  / +3  / 6.
Toughness............3  / +2  / 5.					Alignment: Good.
Wounds...............7  / +4  / 11.
Initiative...........40 / +30 / 70.				Age: 36.
Attacks..............1  / +2  / 3.
Dexterity............25 / +20 / 45.				Fate: 5.
Leadership...........32 / +30 / 62.
Intelligence.........36 / +30 / 66.				Insanity: 2.
Cool.................32 / +30 / 62.
Will Power...........39 / +30 / 69.				X.P. 75.
Fellowship...........40 / +10 / 50.


Armour: Head 0, Body 0, Arms 0, Legs 0.


Psi Points: 50. Channel Psi-Petty, Channel Psi-Battle 1, Channel Psi-Battle 2, Channel Psi-Battle 3, Psi-Petty = Dark Sight, Gift of Tongues, Psychic Flame, Psychic Lock, Marsh Lights, Open, Reinforce Door, Sharp Eyes. Psi-Battle 1 = Aura of Resistance, Cure Light Injury, Dispirit, Enthuse, HammerHand, Reveal Secrets, Sight, Strength of Combat. Psi-Battle 2 = Mystic Mist, Raze, Zone of Steadfastness. Psi-Battle 3 = Dispel Psi. Icon Amulet of the Mourning Son (Christ Like Emperor).


Current Warrior Career: Psyker 3.


Bygone Careers: Noble, Free Lance, Student (University of Sohlsvodd), Technomancer, Initiate (Tyro of the Imperial Cult), Imperial Servant, Administrator, Unrevealed Psyker (Soul Binding = Roll of 11), Astropath, Psyker 1, Psyker 2.




Acute Hearing, Animal Care, Astronomy, Blather, Bribery, Cartography, Charm, Dance, Demon Lore, Disarm, Dodge Blow, Etiquette, Evaluate, Excellent Vision, Fleet Footed, Heraldry, Herb Lore, History, Identify Plants, Identify Psychic Artefact, Identify Undead, Luck, Meditation, Numismatics, Prepare Poison, Psychic Awareness, Psychic Sense, Public Speaking, Read/Write, Ride (Combat Horse), Rune Lore, Scroll Lore (Arcane Texts), Sixth Sense, Specialist Weapon (Firearms), Specialist Weapon (Double-Handed Weapons), Specialist Weapon (Flail Weapons), Specialist Weapon (Lance), Specialist Weapon (Parrying Weapons), Strike Mighty Blow, Strike to Stun, Strike to Injure, Super Numerate, Tech Lore, Theology, Wit.

Languages: Imperial Gothic (Low Gothic), Squat Gothic (Lingua Nanus), Rogue Trader Cant, Arcane Language (High Gothic), Arcane Language (Old Slann), Arcane Language (Daemonic), Secret Language (Battle Tongue), Secret Language (Classical), Specially Learned Language (Kaldorian).



Needler, 3 Lethal Magazines (35 Rounds Each), 2 Paralysing Magazines (35 Rounds Each), LasPistol, Superconductor Ring-Battery (20 Shots), Jokaero Digital Weapons (Two LasPistols), Greater Force Rod (Bokken Style), Ornate Falchion Sword, Hyperalloy Buckler, Sapphire Pendent (Energy Jewel, Stores Twelve Psi Points, Regenerates at Dusk), Emperor's Tarot, Jump Pack, Robes of Office, Facetted Ruby and Rose Gold Spidery Shoulder Guards, Rock Boots, Communicator, Photochromatic Contacts, Filters (Breathing Apparatus), Medi-Pack, Syn-Skin, Additional Syn-Skin Breathing Exchangers, Syn-Skin Solvent, Open Imperium Transit Orders, 35950 Crowns in Imperial Script & Rogue Trader Vouchers, Large Hyperlux Apartment (Upper Level of Ancestral Strato-Scraper Acrology).

Servo-Skull (Small Hover Robot, Communicator, Hand Flamer {Holds 20 Shots}, Webber {Holds 20 Shots}, Echoes of Exciseman and Imperial Servant, Acts as Scribe and Librarian).

Small Wheeled Robot (Integral Auto-Senses and Communications, One-&-Half Metres Tall, Rotating Disk Head, Cylindrical Body, Five Arms, Three Wheels, Jump Pack, Las-Cannon). Bellator’s first attempt to build a practical combat robotoid, although it has considerable computer intelligence, it is not the most adaptable soldier as it is highly logical. It is most often employed as a guard and sentry for the Large Hoverer.

Medium Wheeled Robot (Integral Auto-Senses and Communications, Three Metres Tall, Rotating Disk Head, Cylindrical Body, Five Arms, Three Wheels, Jump Pack, Missile Launcher with Targeter and Alternating Load of Knock-Out Gas and Photon Rockets {Holds 10 Rounds}, Heavy Bolter {Holds 60 Rounds}). Bellator’s second attempt to build a practical and battlefield ready combat robotoid. Similar to his first design, this one is larger and has considerably more firepower. It computer intelligence has been tweaked so it is less logical and more combat orientated. It is most often employed as fire support when conflict occurs near the Large Hoverer.




~ Combat Hoverer ~

Specially Commissioned Hoverer (M 20, A/D 8, TRR 1, Cp 12, T 8, D 30, Sv 7, Eq 6, W 6, Anti-Gravity Fields and Hover-Thrust Jets, Flight Capable, Upper Turreted Heavy Plasma Gun with Auto-Aim, Las-Cannon {Underslung Forward}, Las-Cannon {Rear}, Bio-Scanner, Energy Scanner, Ejector Seats with Crash Webbing, Auto-Drive, Auto-Facilities, Four Bike Bays).

The cockpit has four massive bucket seats, two before the main viewports for the pilot and co-pilot, and two towards the rear for the engineer and navigator. At the rear of the cockpit, on either side of the entry hatch to the accommodation areas are four fold-down armoured jump seats for other ancillary crew. There is also a pop-turret observation dome above, part of the automated plasma gun systems, with cramped seating for two that is accessed via a bioplastic iris hatch. A floor vacuum hatch gives access to the forward orientated Las-Cannon firing pit.

Dominus Astropath Bellator of Vostroya usually takes the engineering post, while Palatine Carmina Ibanez of Iocanthos takes the pilot position and Gottri uses the co-pilot seat. Lady Eleanor takes the navigator position, while the fold-down seats are used by the grunts.

Beyond is a narrow corridor with rooms giving off it that forms organized accommodations much in the style of an ocean-going military ship of old. Here one can find four small cabins (Bellator, Carmina, Lady Eleanor, Otho), each with an entertainment cum information retrieval system, a folding central table cum desk that converts into a comfortable bed with privacy canopy and a spacious wall-mounted sofa with integral storage space. Then there is a toilet alcove, shower cubicle, small kitchen, and even a tiny pantry. Finally there is a common room. On either side wall there is a folding assembly that can provide either comfortable sofa seating or four tiers of curtained bunks. A small entertainment centre folds down from the ceiling and a large round table folds up from the floor. Armoured awnings can be extended to either side of the vehicle to provide tent-like additional living space and relaxation areas when parked.

Towards the rear is a utility room cum study (Writing Kit, Engineer's Tool Bag {Squat Origin}, Various Spare Parts, Gun Repair Kit, Tool Kit, Soldering Iron, Oiling Rag, Engineering Reference Book, 3 History Books, 3 Map Books, Treatis Elatii - Sacred Text of Saint Nadalya {Grey Lady of the Imperial Cult and Patron Saint of Vostroya}), the cargo hoppers, and the four bike bays. In the central cargo hopper is a floor vacuum hatch that gives access to the rear orientated Las-Cannon firing pit.

Access to the craft is provided by two gull-wing doors into the cockpit, two bike ejection ramps, and a folding rear cargo door cum loading ramp. There are also two emergency hatches, one in the floor of the cockpit and one in the ceiling of the common room. Throughout there is computerised space heating and low-flow air conditioning.




Palatine Carmina Ibanez of Iocanthos (Order of the Ebon Chalice, Adepta Sororitas, Sisters of Battle) is the only daughter of a landless and impoverished noble family. Quick-witted and resourceful, she has a certain watchfulness about her and rarely lets emotions get in the way of her tasks. Carmina is not the sort to panic in an emergency, and it is expected by her superiors that she would maintain an outward calm in the performance of her duties even in the face of certain death. Long legged with pale skin tones, Carmina is handsome rather than pretty with a toned and muscular physique. She wears her dark auburn hair in a plaited ponytail and has rather widely spaced dark blue eyes highlighted with flecks of grey.

Movement.............5.							Race: Human.
Weapon Skill.........36 / +30 / 66.
Ballistic Skill......38 / +30 / 68.				Height: 5’10”.
Strength.............4  / +3  / 7.
Toughness............4  / +2  / 6.					Alignment: Law.
Wounds...............6  / +8  / 14.
Initiative...........36 / +30 / 66.				Age: 27.
Attacks..............1  / +2  / 3.
Dexterity............33 / +20 / 53.				Fate: 3.
Leadership...........30 / +30 / 60.
Intelligence.........26 / +20 / 46.				Insanity: 1.
Cool.................29 / +30 / 59.
Will Power...........32 / +20 / 52.				X.P. 30.
Fellowship...........25 / +20 / 45.


Armour: Head 2, Body 2, Arms 2, Legs 2.


Current Warrior Career: Templar.

Bygone Careers: Squire (House of Vervai), Free Lance.


Animal Care, Animal Training, Dance, Disarm, Dodge Blow, Drive Wheeled/Tracked Vehicle, Etiquette, Excellent Vision, Heraldry, Law, Read/Write, Ride Bike, Ride Combat Horse, Secret Signs (Templar), Sing, Specialist Weapon (Firearms), Specialist Weapon (Double-Handed Weapons), Specialist Weapon (Flail Weapons), Specialist Weapon (Lance), Specialist Weapon (Parrying Weapons), Strike Mighty Blow, Strike to Stun, Strike to Injure.

Languages: Imperial Gothic, Secret Language (Battle Tongue), Kaldorian.


Amulet of Law (Psychic Artefact), Phial of Dolan (2), Melta Bombs (2), Photon Grenades (2), Bolt Pistol, 3 Magazines (20 Rounds Each), ChainSword, Light Powered Armour (Flight Pack, Gloss Black, Hyper-Iron Gauntlets, Satin Black Chalice with Burning Flame Chest Icon), White Vestments with Blood Red Piping and Deeper Red Lining, 390 Imperial Crowns, Combat Bike (M 32, A/D 16, Flamer {Holds 20 Shots}, Targeter).




Lady Eleanor, Duchess of House Cailleach, is an older woman of ancient noble blood. Though over a century old, her back is ramrod straight, her steely grey eyes clear and alert. Her ivory white hair is worn in a lacquered pageboy cut. Her face is a mass of lines and wrinkles. She is a woman of formidable character – determined, striving, aggressive, and forceful. She tends to favour those she considers obtuse with an acid smile. Lady Eleanor is very straightforward and does not mince words. She is always garbed in her custom power armour and Liche Helm. She has a symbiotic blood leech lodged in her chest cavity that aids heart action, slows down her ageing processes, and soaks up free radicals.

Movement.............3.							Race: Human.
Weapon Skill.........25 / +30 / 55.
Ballistic Skill......27 / +30 / 57.				Height: 5’9”.
Strength.............2  / +1  / 3.
Toughness............2  / +2  / 4.					Alignment: Law.
Wounds...............5  / +6  / 11.
Initiative...........29 / +30 / 59.				Age: 121.
Attacks..............1  / +2  / 3.
Dexterity............28 / +20 / 48.				Fate: 3.
Leadership...........36 / +30 / 66.
Intelligence.........33 / +20 / 53.				Insanity: 5.
Cool.................40 / +20 / 60.
Will Power...........38 / +40 / 78.				X.P. 130.
Fellowship...........30 / +10 / 40.


Armour: Head 3, Body 3, Arms 3, Legs 3.


Current Academic Career: Witch Hunter (Arbitrator Detective).

Bygone Careers: Student, Judges' Squire, Judge (Adeptus Arbites).


Disarm, Dodge Blow, Etiquette, Heraldry, History, Identify Daemon, Law, Marksmanship, Public Speaking, Read/Write, Ride Bike, Secret Signs (Adeptus), Silent Move (Rural), Silent Move (Urban), Sixth Sense, Specialist Weapon (Firearms), Specialist Weapon (Fencing Swords), Specialist Weapon (Net), Specialist Weapon (Lasso), Specialist Weapon (Parrying Weapons), Specialist Weapon (Pistol Crossbow), Specialist Weapon (Throwing Weapon), Strike Mighty Blow.

Languages: Imperial Gothic, Arcane Language (High Gothic), Secret Language (Classical), Specially Learned Language (Kaldorian).


Bolt Pistol, 6 Magazines (20 Rounds Each), Sabre (The Dragon Fang, Rune of Swiftness, Lesser Death Rune {Chaos Creatures}, I +30, D -1), Sword-Breaker, Ancient Power Armour with Psychic Armour Runes, Liche Helm (Hereditary Psychic Amplifier, Contains Skull Fragments from Seven Generations of House Cailleach Adeptus, +30 on Intelligence/Cool/Will Tests), Adeptus Cloak & Badge with Clothing, Communicator, Jump Pack.




The House of Cailleach is the oldest noble house on Elysia with a tradition of service in the Imperial Administratum that goes back centuries. Lady Eleanor is directly descended from the preeminent heroine Lady Morgana, local senator, powerful Psyker, and deadly sharpshooter.

Dragon’s Drift, the ancestral estate of the House of Cailleach, is a sub-tropical peninsular of some hundred acres. Surrounded by delightful white sandy beaches and rippling azure waters. The land is lightly wooded with a central area of lawns and formal gardens. At the heart of the estate is an Arbour with Sunken Rose Garden, Mansion (35 Main Rooms), Office Building (8 Floors), Large Warehouse (Vehicle Storage), Small Manor (18 Main Rooms), Large House (12 Main Rooms), and a Secluded Cottage (2 Main Rooms).

The estate is managed by Lady Eleanor’s oldest grandson, Edward, Baron of Elysia. He is a scholar of some note with a special interest in the history of law. The estate is also home to various other grandchildren, great grandchildren, more distant relatives, various retainers, a hoard of servants, official staff, and a small ceremonial guard unit.


*******


Elysia, the homeworld of the famed Elysian Drop Troops regiments of the Imperial Guard, is a verdant Imperial Civilised World in the Segmentum Solar, some 30 light years from the Hive World of Armageddon. The Elysian System and the surrounding space are notorious havens for human and Eldar pirates, as Elysia lays on a major trade route through its sector and its star system is characterised by numerous asteroid fields and dense gas clouds that serve as highly effective camouflage for pirate vessels waiting to raid passing Imperial commerce. Because of this ever-present threat, the Elysian Planetary Defence Force (PDF) have gained intensive experience in ship-to-ship combat and are highly skilled in naval assault actions against isolated space-based pirate outposts. The Elysian Drop Troop Regiments, raised by the Imperial Tithe for service in the Imperial Guard, are elite all-volunteer units whose troops are required to first serve at least one tour of combat duty in the Elysian PDF before they are allowed to join. After they are recruited the new Drop Troops are sent to a number of military training bases established across Elysia and the rest of the Elysian System to begin their training, which includes extensive practice handling Grav-Chutes, making high-orbit insertions, sharpshooter training, and extreme environment survival skills. Elysian Drop Troops are expected to make every shot count as during their operations resupply can often be days or even weeks away and so no Trooper is allowed to enter combat duty without first having been rated as an expert marksman. This high-level of accuracy allows Elysian Drop Troops to be far more effective when wielding Lasguns or Autoguns than the equivalent standard regiments of the Imperial Guard.




Otho Raistrick is a shattered and reintegrated relic of a man. Once an envoy for the Skaven (Space Rats), he was captured and deeply integrated by the Adeptus Mechanicus on Terra. He revealed all, save one thing. His interrogation suggested that behind sophisticated psychic blocks was the knowledge of a partially damaged yet mothballed Standard Template Construction (STC) System.

Therefore, he has undergone extensive modification to make him a useful tool of the Imperial Cult and has been assigned to Dominus Astropath Bellator of Vostroya as a covert specialist. Hopefully some random event will occur that will unlock the pervasive psychic blocks and thus the STC location will be revealed.

The possibility of the STC facility is known only to Dominus Astropath Bellator of Vostroya, Palatine Carmina Ibanez of Iocanthos, Lady Eleanor of the House of Cailleach, the highest echelons of the Adeptus Mechanicus on Terra, and the Canoness Superior of the Order of the Ebon Chalice.

Originally Otho was of Evil Alignment. He was mean, suspicious, vengeful and vein to the point of arrogance. A twisted and wicked fellow who enjoyed tormenting the weak and preying upon those less fortunate than himself. Otho also liked cat and mouse games, as long as he was the cat.

Nowadays he is a compassionate, trusting, and charitable fellow. He is quite cultured and is especially adept with music and literature. He can quote verbatim from all the major works of the Adeptus Ministorum.

After the deep interrogation of the Adeptus Mechanicus, Otho was just a tattered envelope of blood-stained flesh and shattered bones. There was not much more than pain left of him. They put him back together however and the result is quite workable.

Most of his internal organs and circulatory systems are impaired and have been reinforced with mechanical components, all of his long bones have been strengthened with organic plastics, surgical steel reinforces all of his short bones, his ribs and sternum are now synthetic plasticised cartilage, articulated armaplas and ceramite implants, a form of dermal plating, form a protective exoskeleton along his entire spine and up over his shoulders. More major systems include Bionic Ears, Bionic Lungs, Bionic Heart, Bionic Kidneys, Spinal Tap, and an Electrograft. Data grafts deep in his brain provide interactive cartographic information of great detail. Otho’s head is filled with thousands upon thousands of maps, charts, and diagrams. Everything from Rogue Trader star charts to old planetary surveys, the Imperial Atlas to pleasure planet tourist maps, countless architecture blueprints to cartographic tracings from ancient tomes.

Even the most basic of medical checks will reveal the extensive repair surgery. Also, his upper legs and arms have a pebbled appearance, a sure indication that mesh skin grafts were once used to aid healing of those areas. All of his teeth are ceramic and carboglass replacements. Otho has however retained his natural long ash blond hair and pale grey eyes.




Otho’s left wrist supports five small silvery metallic studs that are the end points of 6” long fully articulated telescoping tentacles. These small units contain microtools – probes, callipers, a multi-lens magnifier, an LED Light, tiny cleaning pads, clamps, micro-drills, cutting blades, punches, files, wire snips, etching tools, tiny powered screwdrivers, a micro socket set, miniature soldering tweezers, resin jets, adhesive dispensers, and various other small tools for electronics and related technical work.

Otho’s right hand is a mechanical unit of blued steel with walnut-sized servo-motors working three fully opposable fingers. Each finger has two universal joints and ends in a stout synthetic grip pad. It is tough and versatile, useful for firing weapons, using tools, and otherwise acting as a normal hand without any penalties. It can even be used without danger of damage for parrying hand weapons and the like.

Otho’s right forearm supports five 1’ long silvery metallic tentacles that pierce his flesh just below the elbow. These are fully articulated and can telescope up to an additional 2’, giving a total length of some 3’. The armoured head of each tentacle contains a folding power tool of most rugged design. He can deploy an angle grinder, a hammer drill, a pneumatic torque wrench, a rotary tool, and a soldering iron with several meters of adaptive alloy solder wire. Otho usually keeps them contracted and parallel to his forearm, where they resemble some form of exotic reinforcing for his mechanical hand to a casual inspection.

Tall and slender, Otho has pale skin tones and keeps his long ash blond hair shoulder-length and swept-back. His pleasant face consists of a button nose, upswept ears, pale grey eyes, and designer stubble. Each of his ear canals is capped with a silvery audio pickup stud.

Otho’s memory of his past is an implanted fiction and consists of an easy life on the Agri-World of Curwen with rolling dales and market gardens. His large extended family were mushroom farmers. He always had a sense of adventure that was unlike his siblings however and one day he just followed his wanderlust out into the wider galaxy. A shuttle crash on Sedwyr required extensive reconstructive surgery. He joined Dominus Astropath Bellator of Vostroya on Reth (Golden Archipelago).

In reality, Otho sold out his homeworld of Cressida to invading Skaven and became a quisling. Initially he was a looter and sewer delver, later on he’d beat and murder for a few odd coins. For many years thereafter he dealt in slaves, stolen goods, and poisons. He sold information and helped out various blood-thirsty gangs.

Otho apparently holds the location knowledge of a partially damaged yet mothballed Standard Template Construction (STC) System within his mind. This information is protected by sophisticated psychic blocks, created by unknown agencies. Bellator believes the knowledge to be a Skaven failsafe, Carmina thinks it is a fake and that Otho has no value to the Imperium of Man, Lady Eleanor is undecided. Bellator also expects that when the psychic blocks open, Otho’s mind will fracture and collapse as his old self and new self merge. Then facts will abide with the insane.




Movement.............4.							Race: Human.
Weapon Skill.........21 / +20 / 41.
Ballistic Skill......35 / +20 / 55.				Height: 6’5”.
Strength.............2  / +2  / 4.
Toughness............3  / +1  / 4.					Alignment: Good.
Wounds...............5  / +4  / 9.
Initiative...........37 / +20 / 77.				Age: 37.
Attacks..............1  / +1  / 2.
Dexterity............35 / +20 / 65.				Fate: 2.
Leadership...........31 / +10 / 31.
Intelligence.........35 / +10 / 45.				Insanity: 3.
Cool.................36 / +20 / 46.
Will Power...........37 / +10 / 57.				X.P. 20.
Fellowship...........36 / +30 / 76.


Insanity: Two Minor Disorders = Nightmares (Capture and Interrogation) and Talks in Sleep (Running Commentary of Capture and Interrogation).


Armour: Head 0, Body 0, Arms 0, Legs 0.


Current Rogue Career: Demagogue.

Bygone Careers: Tomb Robber, Physician's Student, Body Snatcher, Vermin Catcher, Mugger, Slaver, Entertainer (Troubadour), Minstrel, Raconteur.


Animal Trainer (Dogs), Blather, Bribery, Charm, Concealment (Rural), Concealment (Urban), Dodge Blow, Drive Wheeled/Tracked Vehicle, Etiquette, Evaluate, Herb Lore, Immunity to Disease, Immunity to Poison, Manufacture Drugs (Herbal), Musicianship (Flute), Musicianship (Piano), Prepare Poison, Public Speaking, Read/Write, Ride Bike, Scroll Lore (Arcane Texts), Secret Signs (Thief), Seduction, Set Trap, Silent Move (Rural), Silent Move (Urban), Sing, Specialist Weapon (Firearms), Specialist Weapon (Sling), Spot Trap, Story Telling, Street Fighting, Strike to Stun, Wit.

Languages: Imperial Gothic, Queekish (Skaven Tongue), Secret Language (Classical), Secret Language (Thieves' Tongue).


Knock-Out Gas Grenades (3), Auto-Pistol, 3 Auto-Pistol Box Mags (30 Rounds Each), Piccolo, Ney, Roll-Up Portable Piano from Mataline II, Bat-Glider (Flight as Hoverer), Electronic Lock Pick with Vibratory and Electromagnetic Functions (Bonus Skill: Pick Lock), Gecko Gloves and Boots (Bonus Skill: Scale Sheer Surface), Pencil Torch, Rad-Counter, Black Bandanna, Light Plastic Jacket (Reversible with Dark Blood Red and Charcoal Grey), Black Sweater with Ballistic Nylon Reinforcements at Shoulders and Elbows, Black Jumpsuit, Black High Quality Insulated Hunting Boots, 60 Imperial Crowns.




Jacques is one of the four lean and wiry LeCroix brothers. He comes from a family with a long tradition as Militiamen. He sports a neatly trimmed military moustache. His already coffee hued hide has been darkened further by countless campaigns under alien suns. He hails from the mostly aquatic world of Salutation.

Movement.............4.							Race: Human.
Weapon Skill.........33 / +10 / 43.
Ballistic Skill......37 / +10 / 47.				Height: 5’9”.
Strength.............3  / +1  / 4.
Toughness............3.							Alignment: Law.
Wounds...............6  / +2  / 8.
Initiative...........30 / +10 / 40.				Age: 21.
Attacks..............1  / +1  / 2.
Dexterity............36.							Fate: 3.
Leadership...........27 / +10 / 37.
Intelligence.........35.							Insanity: 2.
Cool.................29.
Will Power...........28.							X.P. 30.
Fellowship...........28.


Armour: Head 1, Body 1, Arms 1, Legs 1.


Current Warrior Career: Artillerist.

Bygone Careers: Militiaman, Soldier.


Carpentry, Disarm, Dodge Blow, Drive Wheeled/Tracked Vehicle, Engineering, Read/Write, Scale Sheer Surface, Silent Move (Rural), Specialist Weapon (Artillery), Specialist Weapon (Firearms), Specialist Weapon (Vehicle Weapons), Street Fighting, Strike Mighty Blow.

Languages: Imperial Gothic, Secret Language (Battle Tongue), Kaldorian.


Note: Jacques’ right hand and forearm are bionic, composed of dull grey metals and translucent ceramics. It has +1 Strength and +10 Dexterity.


Frag Grenades (3), Haywire Grenades (2), Auto-Gun, 3 Auto-Gun Box Mags (60 Rounds Each), Auto-Pistol, 3 Auto-Pistol Box Mags (30 Rounds Each), LasPistol, Superconductor Ring-Battery (20 Shots), Nightstick, Combat Knife, Flak Armour with Helmet and Infra-Vision Visor, Jump Pack, Olive Drab PlastiHide Field Jacket, Olive Drab PlastiCloth Jumpsuit, Web Belt (Holster, Ammo Pouches, Accessory Attachment Clips), Plastex Combat Boots, Communicator, Flashlight, Military Pack, Sealed Suit, Fire Starter, Olive Drab Hooded Waterproof Ripstop Nylon Poncho, Sleeping Bag, Foam Sleeping Mat, Canvas Fly, Mosquito Netting, Mess Kit, Dry Field Rations, Water Bottle, Khaki Bandanna, Khaki Tee Shirt, Khaki Bush Shorts, Work Boots, 60 Imperial Crowns.




Vincent is one of the four lean and wiry LeCroix brothers. He comes from a family with a long tradition as Militiamen. He sports a neatly trimmed military moustache. His already coffee hued hide has been darkened further by countless campaigns under alien suns. He hails from the mostly aquatic world of Salutation.

Movement.............4.							Race: Human.
Weapon Skill.........33 / +10 / 43.
Ballistic Skill......37 / +10 / 47.				Height: 5’9”.
Strength.............3  / +1  / 4.
Toughness............3.							Alignment: Law.
Wounds...............6  / +2  / 8.
Initiative...........30 / +10 / 40.				Age: 21.
Attacks..............1  / +1  / 2.
Dexterity............36.							Fate: 3.
Leadership...........27 / +10 / 37.
Intelligence.........35.							Insanity: 2.
Cool.................29.
Will Power...........28.							X.P. 30.
Fellowship...........28.


Armour: Head 1, Body 1, Arms 1, Legs 1.


Current Warrior Career: Artillerist.

Bygone Careers: Militiaman, Soldier.


Carpentry, Disarm, Dodge Blow, Drive Wheeled/Tracked Vehicle, Engineering, Read/Write, Scale Sheer Surface, Silent Move (Rural), Specialist Weapon (Artillery), Specialist Weapon (Firearms), Specialist Weapon (Vehicle Weapons), Street Fighting, Strike Mighty Blow.

Languages: Imperial Gothic, Secret Language (Battle Tongue), Kaldorian.


Frag Grenades (3), Haywire Grenades (2), Auto-Gun, 3 Auto-Gun Box Mags (60 Rounds Each), Auto-Pistol, 3 Auto-Pistol Box Mags (30 Rounds Each), LasPistol, Superconductor Ring-Battery (20 Shots), Nightstick, Combat Knife, Flak Armour with Helmet and Infra-Vision Visor, Jump Pack, Olive Drab PlastiHide Field Jacket, Olive Drab PlastiCloth Jumpsuit, Web Belt (Holster, Ammo Pouches, Accessory Attachment Clips), Plastex Combat Boots, Communicator, Flashlight, Military Pack, Sealed Suit, Fire Starter, Olive Drab Hooded Waterproof Ripstop Nylon Poncho, Sleeping Bag, Foam Sleeping Mat, Canvas Fly, Mosquito Netting, Mess Kit, Dry Field Rations, Water Bottle, Khaki Bandanna, Khaki Tee Shirt, Khaki Bush Shorts, Work Boots, 60 Imperial Crowns.




Jean-Pierre is one of the four lean and wiry LeCroix brothers. He comes from a family with a long tradition as Militiamen. He sports a neatly trimmed military moustache. His already coffee hued hide has been darkened further by countless campaigns under alien suns. He hails from the mostly aquatic world of Salutation.

Movement.............4.							Race: Human.
Weapon Skill.........33 / +10 / 43.
Ballistic Skill......37 / +10 / 47.				Height: 5’9”.
Strength.............3  / +1  / 4.
Toughness............3.							Alignment: Law.
Wounds...............6  / +2  / 8.
Initiative...........30 / +10 / 40.				Age: 21.
Attacks..............1  / +1  / 2.
Dexterity............36.							Fate: 3.
Leadership...........27 / +10 / 37.
Intelligence.........35.							Insanity: 1.
Cool.................29.
Will Power...........28.							X.P. 30.
Fellowship...........28.


Armour: Head 1, Body 1, Arms 1, Legs 1.


Current Warrior Career: Artillerist.

Bygone Careers: Militiaman, Soldier.


Carpentry, Disarm, Dodge Blow, Drive Wheeled/Tracked Vehicle, Engineering, Read/Write, Scale Sheer Surface, Silent Move (Rural), Specialist Weapon (Artillery), Specialist Weapon (Firearms), Specialist Weapon (Vehicle Weapons), Street Fighting, Strike Mighty Blow.

Languages: Imperial Gothic, Secret Language (Battle Tongue), Kaldorian.


Frag Grenades (3), Haywire Grenades (2), Auto-Gun, 3 Auto-Gun Box Mags (60 Rounds Each), Auto-Pistol, 3 Auto-Pistol Box Mags (30 Rounds Each), LasPistol, Superconductor Ring-Battery (20 Shots), Nightstick, Combat Knife, Flak Armour with Helmet and Infra-Vision Visor, Jump Pack, Olive Drab PlastiHide Field Jacket, Olive Drab PlastiCloth Jumpsuit, Web Belt (Holster, Ammo Pouches, Accessory Attachment Clips), Plastex Combat Boots, Communicator, Flashlight, Military Pack, Sealed Suit, Fire Starter, Olive Drab Hooded Waterproof Ripstop Nylon Poncho, Sleeping Bag, Foam Sleeping Mat, Canvas Fly, Mosquito Netting, Mess Kit, Dry Field Rations, Water Bottle, Khaki Bandanna, Khaki Tee Shirt, Khaki Bush Shorts, Work Boots, 60 Imperial Crowns.




Pierre-Simon is the youngest of the four lean and wiry LeCroix brothers. He comes from a family with a long tradition as Militiamen. He sports a neatly trimmed military moustache and goatee beard. His already coffee hued hide has been darkened further by countless campaigns under alien suns. He hails from the mostly aquatic world of Salutation.

Movement.............4.							Race: Human.
Weapon Skill.........31 / +10 / 41.
Ballistic Skill......37 / +20 / 57.				Height: 5’9”.
Strength.............3  / +1  / 4.
Toughness............3.							Alignment: Law.
Wounds...............6  / +2  / 8.
Initiative...........30 / +10 / 40.				Age: 21.
Attacks..............1  / +1  / 2.
Dexterity............27.							Fate: 3.
Leadership...........36 / +10 / 46.
Intelligence.........26.							Insanity: 2.
Cool.................33.
Will Power...........28.							X.P. 30.
Fellowship...........35.


Armour: Head 1, Body 1, Arms 1, Legs 1.


Current Warrior Career: Gunner.

Bygone Careers: Militiaman, Soldier.


Disarm, Dodge Blow, Drive Wheeled/Tracked Vehicle, Engineering, Read/Write, Scale Sheer Surface, Silent Move (Rural), Specialist Weapon (Artillery), Specialist Weapon (Firearms), Specialist Weapon (Vehicle Weapons), Street Fighting, Strike Mighty Blow.

Languages: Imperial Gothic, Secret Language (Battle Tongue), Kaldorian.


Choke Gas Grenades (1), Rad Grenades (1), Frag Grenades (6), Haywire Grenades (1), Plasma Grenades (1), Auto-Gun, 3 Auto-Gun Box Mags (60 Rounds Each), Auto-Pistol, 3 Auto-Pistol Box Mags (30 Rounds Each), LasPistol, Superconductor Ring-Battery (20 Shots), Nightstick, Combat Knife, Ceramic Knife (7” Blade, Full Tang, Kraton Hilt, Silk Sheath), Flak Armour with Helmet and Infra-Vision Visor, Jump Pack, Olive Drab PlastiHide Field Jacket, Olive Drab PlastiCloth Jumpsuit, Web Belt (Holster, Ammo Pouches, Accessory Attachment Clips), Plastex Combat Boots, Communicator, Flashlight, Military Pack, Sealed Suit, Fire Starter, Olive Drab Hooded Waterproof Ripstop Nylon Poncho, Sleeping Bag, Foam Sleeping Mat, Canvas Fly, Mosquito Netting, Mess Kit, Dry Field Rations, Water Bottle, Khaki Bandanna, Khaki Tee Shirt, Khaki Bush Shorts, Work Boots, 60 Imperial Crowns.




Varan Námumaður and Jaeger Námumaður are identical twins from the icy world of Betalis III. Young and impetuous, they have chosen to become military scouts rather that follow their family profession of ore miner.

Compact and sturdy individuals with broad feet and large hands they have pale skin tones, deep blue eyes, close cropped flaxen hair, and light beards of a slightly darker golden hue than their head hair.

Movement.............4.							Race: Human.
Weapon Skill.........31 / +10 / 41.
Ballistic Skill......36 / +10 / 57.				Height: 5’7”.
Strength.............3  / +1  / 4.
Toughness............3.							Alignment: Law.
Wounds...............6  / +2  / 8.
Initiative...........35 / +10 / 40.				Age: 19.
Attacks..............1  / +1  / 2.
Dexterity............33.							Fate: 2.
Leadership...........30 / +10 / 46.
Intelligence.........31 / +10 / 41.				Insanity: 1.
Cool.................33 / +10 / 43.
Will Power...........36 / +10 / 46.				X.P. 10.
Fellowship...........30.


Armour: Head 1, Body 1, Arms 1, Legs 1.


Current Ranger Career: Scout.

Bygone Careers: Roadwarden, Outrider.


Ambidextrous, Animal Care, Drive Wheeled/Tracked Vehicle, Follow Trail, Orientation, Read/Write, Ride Bike, Ride Combat Horse, Scale Sheer Surface, Silent Move (Rural), Specialist Weapon (Firearms), Specialist Weapon (Lasso), Secret Signs (Scout's).

Languages: Imperial Gothic, Specially Learned Language (Kaldorian).


Bolt Pistol, 3 Magazines (20 Rounds Each), Nightstick, Combat Knife, Mesh Armour with Helmet and Photochromatic Visor, Olive Drab PlastiHide Field Jacket, Olive Drab PlastiCloth Jumpsuit, Web Belt (Holster, Ammo Pouches, Accessory Attachment Clips), Plastex Combat Boots, Communicator, Flashlight, Military Pack, Sealed Suit, Fire Starter, Olive Drab Hooded Waterproof Ripstop Nylon Poncho, Sleeping Bag, Foam Sleeping Mat, Canvas Fly, Mosquito Netting, Mess Kit, Dry Field Rations, Water Bottle, Khaki Bandanna, Khaki Tee Shirt, Khaki Bush Shorts, Work Boots, 35 Imperial Crowns.

Standard Combat Bike (M 32, A/D 16, Flamer {Holds 20 Shots}, Targeter).




Born on Attila, Tsakhiagiin Ganzorig is a former Rough Rider. An old soldier, crippled by plasma burns, he ended up on the Agri-World of Tephaine Minor as a beggar.

He was saved from this ignominy by Dominus Astropath Bellator who used his considerable influence with the Adeptus Mechanicus to have the near critical skin damage repaired with a Bio-Carapace.

The wounds broke Ganzorig’s body, but not his spirit. He would gladly die in the service of the Emperor of Mankind. Ganzorig is a gung-ho, guts and glory fellow who enjoys combat and thrives on danger. He’s wild, daring, and deadly. Nothing is too risky or impossible. Ganzorig tends to be reactionary, impetuous, and hard hitting. He is an earthy fellow with a great love of horses. His deep guttural voice is well suited to storytelling and chanting Attilan poetry.

Like most Attilan warriors, Tsakhiagiin Ganzorig hates to bathe with water. He is under strict orders from Dominus Astropath Bellator however to wash every other day and after every battle with Shower-in-a-Can (a spray-on wipe-off disinfectant and deodorant foam).

Ganzorig is a short and squat man of distinctive Attilan appearance with sharp dark eyes and a bowlegged gait. The plasma burns not only stripped his creamy brown hide, but destroyed his classic drooping moustache. His skin is now composed of dusky midnight blue organic plastics with intricate patterns of imbedded mineralised golden metallic osteoderms.

Movement.............4.							Race: Human.
Weapon Skill.........30 / +20 / 50.
Ballistic Skill......37 / +20 / 57.				Height: 5’6”.
Strength.............3  / +1  / 4.
Toughness............4  / +1  / 5.					Alignment: Law.
Wounds...............6  / +2  / 8.
Initiative...........46 / +20 / 66.				Age: 30.
Attacks..............1  / +1  / 2.
Dexterity............35 / +10 / 45.				Fate: 3.
Leadership...........30 / +10 / 40.
Intelligence.........30 / +10 / 40.				Insanity: 5.
Cool.................31 / +10 / 41.
Will Power...........33 / +10 / 43.				X.P. 30.
Fellowship...........31.


Armour: Head 1, Body 1, Arms 1, Legs 1.


Current Ranger Career: Scout.

Bygone Careers: Outrider, Mercenary, Beggar, Test-Bed Slave, Bodyguard, Driver.




Animal Care, Begging, Concealment (Rural), Concealment (Urban), Consume Alcohol, Disarm, Dodge Blow, Drive Wheeled/Tracked Vehicle, Flee!, Follow Trail, Lightning Reflexes, Musicianship (Hunting Horn), Orientation, Poison Immunity (Bio-Chem), Read/Write, Ride Bike, Ride Combat Horse, Scale Sheer Surface, Secret Signs (Scout), Secret Signs (Thief), Secret Signs (Woodman’s), Silent Move (Rural), Silent Move (Urban), Specialist Weapon (Firearms), Specialist Weapon (Fist Weapon), Specialist Weapon (Lance), Specialist Weapon (Lasso), Story Telling, Street Fighting, Strike Mighty Blow, Strike to Stun, Very Resilient (Bio-Carapace).

Languages: Imperial Gothic, Secret Language (Battle Tongue), Secret Language (Ranger Tongue), Secret Language (Thieves' Tongue), Kaldorian.


Astartes Assault Shotgun (Antique Weapon, Holds 10 Shells, Current Load of Scatter Shells), 35 Scatter Shells, 20 Solid Shells, 20 Deadly Gas Shells, Shotgun Bandoleer (Holds 50 Shells), Shotgun Belt (Holds 25 Shells), Auto-Pistol (Holds 30 Rounds), 3 Loaded Auto-Pistol Box Mags, Paired Butterfly Swords, Bowie-Style Survival Knife (8” Blade with Saw Backing, Hollow Hilt, Green Glow 1” Tritium Tube {Radioluminescence}, Storm Matches, Snare Line, Micro Blade Sharpener, Write Anywhere Marker, Self-Adhesive Bandage), Slimpack Throwing Knife Set (Five Ultrathin Throwing Blades in a Synthi-Leather Belt Sheath), Armour (Ballistic Helmet, Frag Cape, Doorgunner's Vest, Flak Pants), Infra-Vision Visor, Jump Pack, Olive Drab PlastiHide Field Jacket, Olive Drab PlastiCloth Jumpsuit, Web Belt (Holster, Ammo Pouches, Accessory Attachment Clips), Plastex Combat Boots, Communicator, Flashlight, Two Black Survival Bracelets with Stainless Steel U Shackle (7” Braided Paracord, Unweaves to an 8’ Cord), Military Pack, Sealed Suit, Ten Green Glow Sticks (12 Hour Chem-Light), Fire Starter, Folding Pocket Optical Binoculars (Matte Black Shell, Anti-Reflective Lenses, Magnification 7x), Swiss Army Knife, Duct Tape, Epoxy Glue, Olive Drab Hooded Waterproof Ripstop Nylon Poncho, Sleeping Bag, Foam Sleeping Mat, Canvas Fly, Mosquito Netting, Emergency Blanket (7” x 5” Folded, 8’ x 6’ Unwrapped, Vacuum-Metalized Plastic), Mess Kit, Dry Field Rations, Emergency Survival Biscuits, Energy Bars, Water Bottle, Water Purification Tablets (Pack of 50), Spare Fire Starter, Solid Fuel Compact Folding Stove, Solid Fuel Tablets (Pack of 12), Wire Saw with Wrist Loops, Shower-in-a-Can (3), Khaki Bandanna, Khaki Tee Shirt, Khaki Bush Shorts, Work Boots, 60 Imperial Crowns.




~ Gottri ~

Gottri's early career, spent among the bikers of the Boars Head Company, was distinguished. He rose quickly through the ranks, and was recruited into an elite fighting force dedicated to re-opening the Lost Worlds and clearing lost Squatholds of occupying Orks. It was on one such expedition that he encountered the Tyranids, and his courage failed him. To make his disgrace worse, he was in command at the time. He had no option but to become a freelance biker with the Imperial Expeditionary Forces. He wandered the worlds for several years, and being a high roller at heart, grew to enjoy the life of a freelance biker and eclectic technomancer.

He has recently fallen in with Dominus Astropath Bellator of Vostroya.

Gottri is a high roller, quick to come up with and discard plans, coarse, impulsive, quick to argue, but also quick to defend his friends. He is given to drinking, rowdy and boisterous singing, and drunken wrestling. He views money as a useful tool - nothing more.

Gottri is a wild brawling beast of a squat, standing some 5' tall and bulking 152lbs. He is excessively hairy, even for a squat, with corded muscles highlighting his swarthy bronze hide. His dark and fiery coppery eyes, like the coals of a forge fire, are deepset under massive bony brows. Gottri's dark brown hair forms a wild mane about his hard head and broad shoulders, while his dark reddish brown beard is thick and bristling. His hard body is savagely battlescarred from years of long raids and furious fights. He seems almost to be a boulder come to life.

Distinguishing Characteristics: Excessively Hairy & Barrel-Chested (Strength +1) & Strong Dwarvish Accent (-5% on All Communication Tests).

Movement.............3.							Race: Squat.
Weapon Skill.........50 / +20 / 70.
Ballistic Skill......25 / +20 / 45.				Height: 5’.
Strength.............6  / +1  / 7.
Toughness............6  / +1  / 7.					Alignment: Law.
Wounds...............7  / +3  / 10.
Initiative...........25 / +20 / 45.				Age: 59.
Attacks..............1  / +1  / 2.
Dexterity............23 / +10 / 33.				Fate: 3.
Leadership...........50 / +10 / 60.
Intelligence.........35.							Insanity: 0.
Cool.................57 / +10 / 67.
Will Power...........58.							X.P. 30.
Fellowship...........29.


Armour: Head 2, Body 2, Arms 2, Legs 2.




Current Warrior Career: Mercenary Sergeant.

Bygone Careers: Labourer, Miner, Prospector, Tunnel Fighter, Soldier, Squat Biker, Watchman.



Ambidextrous, Animal Care, Bribery, Carpentry, Cartography, Consume Alcohol, Disarm, Dodge Blow, Engineering, Gamble, Game Hunter, Luck, Metallurgy, Mining, Night Vision (12 Yards), Orientation, Read/Write, River Lore, Ride Bike, Scale Sheer Surface, Sixth Sense, Specialist Weapon (Firearms), Story Telling, Street Fighting, Strike Mighty Blow, Strike to Injure, Strike to Stun, Trick Riding, Very Resilient, Very Strong, Wrestling.

Languages: Squat Gothic (Lingua Nanus), Imperial Gothic (Low Gothic), Secret Language (Battle Tongue), Specially Learned Language (Kaldorian).


Choke Gas Grenade (2), Frag Grenades (6), Plasma Grenades (3), Lasgun, 20 Year Crystalline Energy Cell, LasPistol, 20 Year Crystalline Energy Cell, Spare 20 Year Crystalline Energy Cell, Combat Axe, Machete.

Carapace Body Armour with Two Integral Suspensors and Photochromatic Visor, Respirator (Breathing Apparatus), Ballistic Nylon Fatigues, Military Pouched Belt, Snap-Lock Hardened Bike Riding Boots.

Identification Medallion, Communicator, Grappling Gun, Lizard Lines, Mercury Flares, Mining Tool Roll, Entrenching Tool, Shelter-Half, Fire Starter, Concentrated Ration Pack, Two Military Canteens, Medi-Pack, Deck of Playing Cards, 350 Imperial Crowns, Synthi-Leather Combat Pants.

Bike (Old Yet Reliable Squat Motor Trike, Top Speed M 22, A/D 10, TRR ½, Cp 1, T 5, D 1, Sv 10, Eq 2, W 2, LasCannon Gun with Auto-Aim, Conversion Field, Gravity Chute, Field Medi-Pack).




~ Strategy ~

When out and about on foot, Lady Eleanor stays with Dominus Astropath Bellator at all times. Palatine Carmina Ibanez commands the combat squad, with Gottri on point, supported by the two Námumaður brothers, the four LeCroix brothers, and Tsakhiagiin Ganzorig. Otho usually remains with the main vehicle, unless his particular skills are required, along with the two combat robots.

When more ground coverage is required, Palatine Carmina Ibanez rides out on her combat bike with Gottri and the two Námumaður brothers in support. Dominus Astropath Bellator, Lady Eleanor, the four LeCroix brothers, and Tsakhiagiin Ganzorig then all employ jump packs for enhanced manoeuvrability.



~ Large Hyperlux Apartment ~

Lounge (15’ x 20’, Entry from Lift Corridor), Kitchen (10’ x 15’, Fully Automated), Office (15’ x 20’, Handy Sofa-Bed), Bathroom (10’ x 10’, Hygiene Station), Spa Room (10’ x 10’, Automated Relaxation System), Master Bedroom (10’ x 15’, Off Bathroom), Spare Bedroom (15’ x 10’, Off Lounge).



~ Squat Hold ~

On Vostroya, deep within the icy expenses of the southern pole, under a range of low rugged hills, is a squat hold formed by Dominus Astropath Bellator. This ever growing population of refugees is drawn from various old soldiers, assorted expatriates, a scattering of merchants, and various mine workers.




~ Notes ~

Electro-Graft

This is a small port that is grafted into your nervous system. Once you have been properly trained, this will allow you to interface with machine data ports and certain types of data nets. Electro-grafts can take many forms, such as electoos, skull shunts, finger probes, or spine jacks.


Electoo Inductors

These are palm-sized metal skin grafts that appear much like tattoos to the uninitiated. The electoos are wired into your nervous system, where they derive power from the bio-electrical emanations of the flesh. They can be used to emit or siphon power in many ways. Electoo inductors can be any colour, and can appear anywhere on the body — though hands or mechadendrites are the usual sites.


20 Year Crystalline Energy Cell

These rare items are apparently crafted by the same unknown aliens who manufacture the Neuro-Disruptor. They have the same physical dimensions as the standard Superconductor Ring-Battery, but are formed from a transparent crystalline material, a bit like glass but thousands of times more resilient. These batteries have no obvious internal workings, although occasionally fleeting lights and misty shapes, much like the Aurora Borealis and Aurora Australis on Old Earth, appear within the crystal matrix. They provide personal energy weapons with the usual 20 Shots, but recharge themselves in some unknown way one hour after having been depleted.


Grappling Gun

This weapon is used to launch a drill-tipped grappling line. The tail end can be attached to the waist of Power Armour or a Military Belt, allowing infantry to quickly and easily scale walls or cliffs.


Lizard Lines

The drill-tipped grappling lines used with the Grappling Gun can also be used separately. They can be connected directly to Power Armour or a Military Belt or can be cinched around the waist. Allows soldiers to quickly descend cliff faces with ease.




Mercury Flares

This signal flare sets off a large cloud of red smoke and provides significant localized light.


Rock Boots

Reinforced footwear originally designed to resist the harsh surface of volcanic badlands. The knee-high boots are waterproof and non-crushable. They are insulated against desert heat, arctic cold, and tropical humidity.


Force Rod

This is an unusual weapon of alien origin. It is made from a black substance which is physically indestructible and impenetrable by X-rays or probes of any kind. Rods are nearly always about 15" long and weigh about a pound. Occasionally, rods turn up in other forms - daggers, weird figurines, and even round circlets like oversized wrist bangles.

Force rods are all but useless to normal creatures - only individuals with psychic powers can utilise them to there full extent. They function as storage batteries for psychic energy. A psyker may store psi points in the rod for future use, his own points are depleted just as if he had employed psychic powers, but may be regained by resting as normal. The psyker may store up to 10 psi points in the rod for each mastery level of psychic power they possess. These psi points may be used as follows.

- A psyker can draw psi points back from the rod and restore their own energies, taking one action to do so. They cannot increase their psi points over their normal psi level limit, however.

- A psyker may instantly use any stored psi points to augment and enhance psychic attacks and psychic actions.

- A psyker may use the rod in combat, psi points invested in the attack indicate the strength of successful hits. Unsuccessful hits use no points.

All force weapons, including rods, are psychically attuned and, whether wielded by a psyker or non-psyker, will destroy a protective psychic aura on contact - such as melee combat hit.

An even rarer artefact of mysterious alien origin is the greater force rod. A greater force rod is similar in all ways to the more common standard force rod. However, it can store up to 20 psi points for each mastery grade of psychic power that the wielder possesses.

