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USING SKILLS
Skills can be used in a wide variety of situations from navigating 
the surface of a treacherous death world to commanding troops in 
the midst of a raging battle. When a Skill Test is required, it will 
be set by the GM based either on the actions of the PC or as a 
response to the actions of NPCs and game events. The outcomes 
of successful or unsuccessful Skill Tests can vary widely and are 
covered in more detail in the individual descriptions of each Skill. 

SKILL TESTS
All Skills are based on a Characteristic and when a character makes 
a Skill Test he is making a Characteristic Test. If he rolls equal or 
less than his Characteristic on a 1d100 then he has been successful, 
if he rolls higher, then he has failed. More details on Characteristics 
and Tests can be found in Chapter I: Playing the Game. 

EXAMPLE
Jeff ’s character Theleus is attempting to infiltrate a Severan 
Dominate outpost and must scale the outside wall. Since this 
presents a challenge, and success is not guaranteed, the GM asks 
Jeff to make an Athletics Skill Test for Theleus. Athletics is based 
on Strength and so Jeff notes Theleus has a Strength of 32. Jeff 
then rolls 1d100 and scores a 27. He has rolled less than his 
character’s Strength and so has passed his Athletics Skill Test. 
Theleus successfully climbs into the outpost without incident. 

Chapter IV: 
Skills

“Lasguns and fancy pieces of technology are all well and good, but I 
will trust the skill of my men over those old hunks of metal any day.”

–Last words of Sergeant Wilkins of the Tervalian 19th

To survive on the battlefields of the 41st Millennium, a 
Guardsman must be resourceful, insightful, and skilled. 
The ability to think fast under the pressure of combat 

marks the difference between a Guardsman destined to rise 
through the ranks, and one who is doomed to die in the 
trenches. A true commander leads his men unflinching into 
enemy fire and coolly deals with every problem that arises, 
guiding the troops to victory no matter the odds.

In ONLY WAR, these abilities are represented by Skills and 
are the basis for a character’s capabilities and the ways in 
which he can interact with the Warhammer 40,000 universe. 
Skills form an integral part of all characters in measuring their 
ability and competence at tasks and allowing them unique 

options during game play. More often than not, when 
the GM asks a player to complete a task or overcome 

a challenge, the player’s character will need to pass a 
Skill Test to determine the outcome.
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MULTIPLE MODIFIERS
Sometimes there is more than one factor at play when making 
a Skill Test and multiple modifiers (both good and bad) apply. 
In this case, total up the modifiers to find the final penalty 
or bonus to the Skill Test, remembering that as with single 
modifiers, the total modifier can ever exceed +60 or –60.

A list of example modifiers for each Skill can be found in 
the individual Skill descriptions below.

UNTRAINED SKILL USE
It is unlikely that a character will be trained in the use of 
every Skill, instead focusing on the mastery of a few and a 
general knowledge of a handful of others. A character can, 
however, still use Skills in which he has no training when 
needs must, such as attempting to hide from a stalking group 
of Dark Eldar Wyches or trying to climb the walls of a fortress 
before being consumed by a horde of hungry battle squigs. 
In these instances, the character makes a Skill Test as normal 
but suffers a –20 penalty in addition to any other modifiers.

The only exception to this rule is Specialist Skills which 
require a level of ability that cannot be attempted by the 
untrained, such as knowledge of ancient rites of the Adeptus 
Mechanicus, commanding a Mars Class Cruiser, or speaking 
fluently with an Eldar Corsair in its own language. Which 
Skills are Specialist Skills is indicated both in the Skill list 
below and the individual Skill descriptions.

SPECIAL USES
Several Skill entries have subsections that detail a specific, focused 
use outside its usual employment. These sections spotlight 
particularly creative or interesting uses of the Skill, allowing for 
greater variety of applications. Special Uses and their effects can 
be found at the end of each relevant Skill description.

SPECIALIST SKILLS
Some Skills are not just one Skill but many, representing 
a specialisation within the Skill itself. These are known as 
Specialist Skills and whenever a character learns a Specialist 
Skill, he must choose a particular specialisation within it. 
Specialisations represent such things as specific knowledge 
of places, people, and events; the ability to control, drive, or 
pilot particular types of vehicles and equipment; the ability 
to read and understand maps as well as the ability to plot a 
course across a world or the stars themselves; and the ability 
to speak, read, or understand one of the countless languages, 
codes, or glyphs used by the races of the 41st Millennium.

A character can take a Specialist Skill more than once, 
taking a new speciality each time he takes the Skill. If 
a character takes a Specialist Skill more than once (each 
with its own speciality), then for all intents and purposes 
these are treated as separate Skills and must be advanced 
in Rank individually.

A list of the individual specialities within each Specialist 
Skill can be found within the individual Skill descriptions.

OPPOSED SKILL TESTS
Sometimes the outcome of a Skill Test depends on the actions 
of others and how well they can spot, argue with, or hide 
from the character. In these instances, the GM can call for an 
Opposed Skill Test. In an Opposed Skill Test, both the PC 
and the NPC, or the force opposing him, make a Skill Test as 
detailed above. Both parties then work out how much they 
have passed (or failed) their Test by, with the largest margin 
of success indicating the winner. More details on Opposed 
Skill Tests can be found in Chapter I: Playing the Game.

EXAMPLE
Having successfully entered the Severan Dominate outpost outer 
walls, Theleus must sneak past the watchful eyes of one of the 
guards. To see if the guard spots Theleus as he tries to sneak past, 
the GM calls for an Opposed Test between the Awareness Skill of 
the guard and Theleus’s Stealth Skill. The guard then rolls 1d100 
against his Perception (the base characteristic for Awareness) of 34 
and scores a 11, while Theleus rolls 1d100 against his Agility (the 
base characteristic for Stealth) of 29 and scores a 28. Even though 
both the guard and Theleus passed their Test, the guard succeeded 
by a larger margin than Theleus and thus won the Opposed Test. 
The guard spots Theleus and sounds the alarm!

Guidelines on which Skills require Opposed Tests and the 
Skills which oppose them can be found in the individual Skill 
descriptions below.

MODIFYING SKILL TESTS
Quite often circumstances make a Skill Test either harder or 
easier, increasing or decreasing the character’s chances for 
success. In these instances, the GM applies modifiers to the 
Skill Test to represent the difficulty or ease of the task, such 
as a bonus when trying to detect a large and obvious threat 
with Awareness or a penalty when trying to swim across a 
fast flowing river with Athletics. Modifiers to Skill Tests can 
also come from other sources such as Talents, Traits, and Gear 
and can be found in Chapter V: Talents and Traits and 
Chapter VI: Armoury. Characters can gain bonuses to their 
Skill Tests for having higher ranks in Skills as detailed in 
Gaining Skills below. 

Note: Regardless of its source, no bonus can ever exceed 
+60 and no penalty ever exceed –60.

EXAMPLE
Having fled the Severan Dominate Outpost in a stolen vehicle, 
Theleus drives into the jungle surrounding the outpost while being 
pursued by Severan forces. To keep away from the pursuers, the GM 
makes Theleus make an Operate (Surface) Skill Test, imposing a 
–10 penalty for driving through the rough jungle terrain. Theleus 
rolls a 1d100 against his Agility of 29 and scores a 25. Normally 
this would be a success. However, he must subtract 10 from the 
Characteristic due to the penalty for the jungle terrain, reducing it 
to 19 and thus resulting in a failure.
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GAINING SKILLS
As characters survive adventures and develop during game 
play, they naturally become more competent and the range 
of their abilities grows and strengthens. A Player Character 
learns new Skills and improves existing ones, getting steadily 
better and gaining access to new options during play and 
new ways of overcoming challenges. Skills, like other kinds 
of Advances, are gained during character creation or bought 
during play by spending Experience Points. The amount of 
Experience Points a Skill costs depends upon its Rank and 
which Aptitudes a character has as detailed in Chapter III: 
Character Creation.

SKILL RANKS
Simply knowing a Skill is very different from having mastered 
its use, and different characters are likely to be able to use 
different Skills at varying levels. To represent this, all of a 
character’s Skills are ranked from 1-4, representing his level 
of ability. The benefits of having a Skill at a higher Rank is 
detailed on Table 4-1: Skill Ranks.

SKILL DESCRIPTORS
Some Skills fall into broad categories that use common rules. 
These descriptors allow both players and GMs to instantly 
identify the appropriate rules section from Chapter I: 
Playing the Game for their resolution. These categories 
include: Crafting, Interaction, Investigation, and Movement.

CRAFTING SKILLS
Skills with the Crafting descriptor allow characters to create 
things from parts or raw materials. These creations can vary 
from exotic drugs and custom weapons to disturbing works 
of art and fiendish traps. The GM sets up an appropriate 
Extended Test for the task, and its resolution follows the 
guidelines in the Crafting sidebar.

INTERACTION SKILLS
All Skills with the Interaction descriptor involve interplay 
with others. The difficulty of these Skill Tests depends on 
the individual’s disposition towards the character, as defined 
by the GM in accordance with the circumstances of the 
encounter. See page 303 of Chapter IX: The Game 
Master for more information on NPC disposition.

INVESTIGATION SKILLS
Most of the Skills with the Investigation descriptor allow 
characters to collect information from various sources, and 
also require Extended Tests as characters try to gather detailed 
intelligence on their foes or their mission. The GM sets up the 
proper time period for the Test, as it takes far longer to uncover 
the secret base of a rival cult than it does to spot the location 
of an armoured column.

MOVEMENT SKILLS
Skills with the Movement descriptor all relate to a character’s 
mobility, anything from daring leaps across chasms to climbing 
up sheer cliffs. They involve the ability to move across, through, 
over, or between a character’s environment. Movement Skills are 
all adversely affected by reductions to the character’s mobility 

(such as crippling injuries to limbs) or environmental factors 
as detailed on page 34.

USING ALTERNATIVE 
CHARACTERISTICS

Every Skill has a base Characteristic indicated in its 
description which is used to test against when making 
a Skill Test. Most of the time this is the Characteristic a 
character uses to determine success of failure, though in 
some circumstances when setting a Skill Test, the GM 
might wish to substitute an alternative Characteristic 
which better suits the situation.  

INTERACTION SKILLS AND CROWDS

It is possible for a Skilled commander or masterful 
orator to influence or control groups of people at the 
same time. When a character uses a Skill with the 
Interaction descriptor, he can if he chooses affect a 
number of people up to ten times his Fellowship Bonus, 
provided they can all clearly hear and understand him. 
If it is an Opposed Test, then the character only makes 
one roll and compares the result to the rolls of each of 
the people he is trying to affect to determine success. Table 4-1: Skill Ranks

Rank Benefit

1 (Known)
Use the Skill without the –20 
penalty for being untrained 

2 (Trained) +10 on all tests with this Skill†
3 (Experienced) +20 on all tests with this Skill†
4 (Veteran) +30 on all tests with this Skill†
†Characters only use the highest bonus
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CRAFTING

It is possible with the right Skills and materials for a character to create his own items, such as crafting basic gear and equipment 
like spears or storm-cloaks, brewing up herbal remedies or even advanced drugs and medicines, or building advanced gear 
such as automatic rifles or grenades. To create an item, a character needs three things: the right Skill, materials, and time.

CRAFTING SKILLS

There are three different kinds of crafting Skills, each one covering the creation of different kinds of items.
Medicae: This Skill allows a character to create all manner of drugs and poisons as detailed on page 198 of Chapter 
VI: Armoury. With the GM’s permission, players can even create new drugs and poisons based on the venom of slain 
creatures or to mimic the effect of certain worlds or environments. When creating drugs or poisons, a character always 
needs at least a small sample of the substance he is trying to create.
Survival: This Skill allows a character to create any kind of primitive device or basic items such as clothing or foodstuffs. 
Survival can be used to craft any item with the Primitive Special Quality or any Low-tech Weapon (see Chapter VI: 
Armoury). With the GM’s permission, players can also create any simple item with this Skill provided it can be 
fashioned from unprocessed materials and lacks any complex moving parts (i.e. clothing, a cart, a hovel, etc.).
Tech-Use: This Skill allows a character to create complex or technical devices such as those commonly created within the 
forges of Imperial worlds. With the GM’s permission, any weapon, armour, explosive, or piece of tech can be created using 
this Skill. Unlike Survival and Medicae, however, many items created using this Skill are fiendishly complex or their design a 
closely guarded secret and are only available to characters with the right knowledge and access to advanced workshops. 

MATERIALS

When creating an item, a character must have access to the right materials, otherwise he cannot make it. Whether or not 
these materials are on hand is up to the GM, though common sense should play a part (i.e. a character on a feral world 
is going to have access to lots of basic materials good for the Survival Skill but might have trouble finding the complex 
parts or manufacturing base needed to make an autogun). Once it has been determined whether or not the materials are on 
hand, the GM then decides if the character needs to expend any resources acquiring them. As a general rule when creating 
items using the Tech-Use Skill (or the Medicae Skill when creating advanced drugs such as those not occurring naturally), 
characters must always buy materials. Items crafted with Survival, on the other hand, can other be made from “found” 
materials, such as fashioning a bow when in a forest, or making a spear from scrap metal in an underhive.

When acquiring materials for crafting, determine the item’s Availability and then decrease it by one step (i.e. Average 
items become Common, Common items become Plentiful, etc.). The character then makes a Logistics Test to acquire the 
materials just as if he were acquiring an item. Once he has the materials, he can then try to create the item.

TIME

Creating an item takes time and is always an Extended Test set by the GM. The length of the Extended Test and the 
time it takes depends on the complexity of the item. While both these factors are up to the GM, he can use Table 4-2: 
Crafting Items as a guideline.

TABLE 4-2: CRAFTING ITEMS

Type of Item Time Extended Test Successes
Chem-Use Items
Natural Drugs/Poisons 1d5 hours 4
Synthetic Drugs/Poisons 2d10 hours 8
Survival Items
Weapons 1d5 hours 5
Armour 1d10 hours 6
Gear 1d5 hours 3
Tech-Use Items†
Weapons 1d5 days 8
Armour 1d10 days 12
Gear 1d5 days 8
†Note in the case of Tech-Use, characters cannot create items they do not have access to designs for.

The GM can also modify Crafting Tests depending on factors such as the presence of assistants, the workshop or lab 
available, or an excess of funding or materials.
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The GM can call on a player to use the Acrobatics Skill when:
•	 He must keep his balance or avoid falling over on 

unstable ground.
•	 He wishes to jump down from a height and land well.
•	 He wants to move over or around a foe or obstacle in his 

path without breaking his stride.

EXAMPLE MODIFIERS

+30
Moving in an open environment with Earth-like 
gravity or completely unarmoured. 

+20
Moving through an open forest or tall grass field, or with 
hands free of weapons or other objects.

+10
Moving in a low gravity environment, wearing armour 
only on torso.

+0
Moving across rubble or debris, or in loose and 
shifting sand.

–10 Moving in obstructed terrain or in heavy armour.

–20 
Moving in zero gravity or with both hands tied 
behind one’s back.

–30
Moving in an environment with gravity three times 
Terran standard.

Skill Use: Full Action unless otherwise noted.

Skill 
Descriptions

The following section provides in-depth descriptions 
of the Skills in ONLY WAR, their uses, and other 
valuable information.

ACROBATICS (AGILITY)
Aptitudes: Agility, General
Acrobatics covers feats of agile movement, graceful motion, and 
mastery of balance and form. With this Skill, characters can leap 
nimbly across gaping chasms, maintain their balance on a pitching 
ship deck, or fall gracefully to the ground without snapping 
their limbs. In combat, a Skilled acrobat can summersault, flip, or 
cartwheel away from foes, twisting his body out of reach of his 
enemy or slipping past foes in a blur of motion. 

SPECIAL USES FOR ACROBATICS

The following are special uses for the Acrobatics Skill.

CONTORTIONIST

A character can use his Acrobatics Skill to escape from 
bonds or the grip of a foe by twisting and turning 
his body. As a Full Action, a character may make an 
Acrobatics Skill Test to free himself from bonds, such 
as rope, manacles, or the like. This Test can only be 
attempted once to escape restraints; if the character 
fails to free himself the first time, then he is simply too 
tightly bound and unable to contort his way free. The 
GM can modify this Test depending on the quality of 
the bonds the character is trying to escape.

Characters may also use Acrobatics to escape from a 
grapple (see page 251) by using their Acrobatics Skill 
instead of their Agility or Strength when grappling.

MANOEUVRING

In combat, a character capable of acrobatics can more 
easily avoid foes or retreat from combat without harm. 
The character may make a Disengage Action (see page 
244) as a Half Action (rather than a Full Action) if 
they pass a Challenging (+0) Acrobatics Skill Test.

JUMPING

A well trained acrobat excels at jumping, leaping, and 
lessening the effect of falls by folding their body as they 
hit the ground. When jumping or leaping (see page 
35), a character may use the Acrobatics Skill in the 
place of Agility and Strength Tests. When determining 
falling Damage, a character can make an Acrobatics 
Skill Test to reduce the effective distance fallen by a 
number of metres equal to their Agility Bonus.

SPECIAL USES FOR ATHLETICS

The following are special uses for the Athletics Skill.

ENDURANCE

Trained athletes are extremely fit and can push 
themselves far beyond the ability of normal people. 
As a Free Action, a character with the Athletics Skill 
may make a Difficult (–10) Athletics Skill Test 
whenever he suffers a level of Fatigue (see page 
257) as a result of running, swimming, or climbing 
to ignore its effects. The character may continue to 
take Tests and ignore Fatigue gained in this way 
indefinitely; however, as soon as he fails a Test, 
hemust rest for at least 4 hours and cannot use their 
Athletics Skill again in that time.

HEFT

Athletes are also known for their strength and can 
lift great weights for short periods of time. As a 
Free Action a character may make a Challenging 
(+0) Athletics Skill Test to increase his carrying 
capability for a single encounter. For every Degree 
of Success the character achieves, his Strength is 
increased by 10 for the purposes of how much 
weight he can carry, lift, or drag (see page 36), to 
a maximum modified Strength of 100. Hefting can 
only be attempted once, and if the character fails the 
Test, he cannot try again until the next encounter.



117117

IV
: S

ki
ll

s

parts could be required to make more difficult Athletics Tests 
to swim across a river than a character who grew up on an 
aquatic hive world. 

EXAMPLE MODIFIERS

+30
Climbing a ladder in a hurry or swimming in 
perfectly calm water.

+20
Climbing across a gantry or swimming with some 
method of staying afloat.

+10
Climbing the outside of a hive or swimming with 
specialised gear (i.e. flippers).

+0
Climbing a rough rock wall with protruding stones, 
or swimming across a deep lake.

–10 Climbing a brick wall or swimming a slow river.

–20
Climbing a ferrocrete wall without climbing aids or 
swimming against a current.

–30 
Climbing up a slick plasteel bulkhead or swimming 
in a storm.

Skill Use: Full Action unless otherwise noted.

ATHLETICS (STRENGTH)
Aptitudes: Strength, General
Athletics is the ability to run long distances, climb sheer 
surfaces, and swim strongly without tiring or faltering. 
It encompasses all manner of strength and brawn based 
tasks that a character may undertake; a skilled athlete can 
run for miles, heft mighty loads, or cross fast flowing rivers 
with relative ease. Athletics also allows a character to push 
themselves to greater levels of endurance and shrug off the 
effects of fatigue when running, swimming, or climbing. 
The GM can call on a player to use the Athletics Skill when:

•	 He must swim across a body of water or try to stay afloat.
•	 He wishes to push himself beyond his limits and keep 

going even when exhausted.
•	 He wants to climb a cliff or cross extremely rough ground.
A character’s background might dispose him more 

towards certain types of athletics. Not all skilled climbers 
make excellent swimmers, though both may have similar 
upper body strength. A GM can keep this in mind when 
determining the difficulty of a Test. For example, a character 
from a desert world or an Enginseer with extensive augmetic 

Table 4-3: Skill List
Name Aptitude 1 Aptitude 2 Descriptors
Acrobatics Agility General Movement
Athletics Strength General Movement
Awareness Perception Fieldcraft —
Charm Fellowship Social Investigation, Interaction
Command Fellowship Leadership Interaction
Commerce Intelligence Knowledge Investigation, Interaction
Common Lore† Intelligence General Investigation, Interaction
Deceive Fellowship Social Investigation, Interaction
Dodge Agility Defence Movement, Combat
Forbidden Lore† Intelligence Knowledge Investigation, Interaction
Inquiry Fellowship Social Investigation, Interaction
Interrogation Willpower Social Investigation, Interaction
Intimidate Strength Social Investigation, Interaction
Linguistics† Intelligence General —
Logic Intelligence Knowledge Investigation
Medicae Intelligence Fieldcraft —
Navigate† Intelligence Fieldcraft —
Operate† Agility Fieldcraft —
Parry Weapon Skill Defence Combat
Psyniscience Perception Psyker —
Scholastic Lore† Intelligence Knowledge Investigation, Interaction
Scrutiny Perception General Investigation, Interaction
Security Intelligence Tech —
Sleight of Hand Agility Knowledge —
Stealth Agility Fieldcraft Movement
Survival Perception Fieldcraft Crafting, Movement
Tech-Use Intelligence Tech Crafting, Investigation
Trade† Intelligence General Crafting, Interaction
†Specialist Skill
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CHARM (FELLOWSHIP)
Aptitudes: Fellowship, Social
Charm is the ability to sway the reactions of others or impress 
people with a smile and kind word. A character Skilled in 
Charm can turn a hostile situation into a friendly one or 
ingratiate their way into secure places past suspicious guards. 
Charm need not be used whenever a character speaks to 
someone in a pleasant manner, but should be used whenever 
he wishes to modify a character’s disposition, opinions, or 
convince the other character to do something he might not 
have any interest or reason to do.

When Charm is used against an opponent (such as to 
change their mood) it is an Opposed Test (see page 31). 
Charm is opposed by Willpower.

The GM can call a player to use the Charm Skill when:
•	 He wants to make someone like him for whatever reason.
•	 He wishes to distract someone by drawing their focus 

away from others.
•	 He is gathering information from locals or strangers.

EXAMPLE MODIFIERS

+30
Subject is already very friendly or loyal, or the 
character is obviously harmless.

+20
Subject is friendly or the character adds incentive such 
as a bribe.

+10
Subject is naturally talkative or the character is of a 
favoured gender or social class.

+0
Subject is ambivalent to the character, or has no prior 
reason to do what the character suggests.

–10
Subject doesn’t want to be bothered or the character 
is rude or aggressive.

–20
Subject is suspicious of the character or the character 
is heavily armed.

–30 
Subject is actively hostile or the character has 
wronged the subject previously.

Skill Use: 1 minute.

AWARENESS (PERCEPTION)
Aptitudes: Perception, Fieldcraft
Awareness is a character’s ability to understand and be aware of 
his surroundings, and is vital to all characters who wish to see 
danger coming. A character Skilled in Awareness is able to notice 
small details, sounds, or smells before others and interpret what 
they might be and where they might be coming from. Awareness 
is most often used when trying to spot hidden foes or ambushes, 
though it can also be used to find hidden objects.

In general, Awareness is used when trying to spot items 
or individuals that are either hidden or not easy to notice. 
Scrutiny is used to interpret hidden emotions, motivations, 
or other undercurrents. So while spotting someone hidden 
would be Awareness, telling when someone is lying would be 
Scrutiny (see page 132).

When Awareness is used against an opponent (such as 
to spot an ambush) it is an Opposed Test (see page 31). 
Awareness opposes and is opposed by Stealth.

The GM can call a player to use the Awareness Skill when:
•	 He is walking into an ambush or being spied upon by a 

hidden foe.
•	 He wants to search an area for clues or find a hidden item.
•	 He is trying to eavesdrop on a conversation or there is a 

chance of overhearing some pertinent information.

Skill Use: Free Action made in reaction to something.

SPECIAL USES FOR AWARENESS

The following is a special use for the Awareness Skill. 

LIP READING

Lip reading allows a character to effectively understand a conversation even though he cannot hear it. The character must 
have a clear view of the speaker’s mouth and understand the language used by the target. The difficulty of this Test is 
modified -10 for every 10 metres of distance between the character and the speaker. The GM can assign other penalties for 
darkness, fog, or other factors affecting vision. However, magnoculars or other vision enhancing devices can help offset 
this penalty or provide a bonus. A successful Awareness Skill Test reveals the general gist of the conversation, such as 
talking about a sentry patrols or dissatisfaction with one’s overlord. Additional Degrees of Success reveal correspondingly 
more information. The character need not make a Skill Test every Round, as one Degree of Success is enough to follow the 
conversation for the span of roughly one topic. The GM determines when a new Test is necessary.

EXAMPLE MODIFIERS

+30
Detecting the approach of a tank or spotting a jungle 
clearing containing a Marauder bomber from the air.

+20
Detecting a Hulking creature’s passage or noticing a 
vehicle behind rubble.

+10
Detecting a small object in the open or spying a 
camouflaged artillery piece. 

+0 Spotting someone in a crowd or searching a room.

–10
Detecting a well-laid ambush or searching a building 
for a specific document.

–20 Finding a specific spent bolt round on a battlefield.

–30 
Noticing an assassin in a darkened room or searching 
through planetary records for a shipping manifest.
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COMMERCE 
(INTELLIGENCE)
Aptitudes: Intelligence, Knowledge
Commerce is an understanding of trade, value, and exchange 
amongst the varying ranks of the Imperial Guard, how to 
barter for the best deal possible, and even acquire contraband 
gear. This Skill covers everything to do with deal making and 
exchange from swapping extra rations for a pack of lho-sticks 
to acquiring xenos tech while keeping out from under the 
watchful eyes of the Commisariat. Commerce also includes 
an understanding of the value of things and can be used to 
appraise items or evaluate something’s potential worth.

When Commerce is used against an opponent (such as to 
gain a bonus on a Logistics Test) it is always an Opposed 
Test (see page 31). Commerce opposes, and is opposed by, 
either Commerce or Willpower.

The GM can call a player to use the Commerce Skill when:
• He wants to gain a bonus to a Logistics Test (see page

161)
• He wishes to track down a rare item in camp.
• He is trying to figure out how much an item or raw

material might be worth

EXAMPLE MODIFIERS

+30 Dealing with a highly-trusted requisition officer.

+20 Dealing with a trusted officer.

+10
Dealing with a familiar officer or one who owes the 
character a favour.

+0 Dealing with an unknown individual.

–10
Dealing with an officer who is suspicious of the 
character.

–20
Dealing with a merchant or trader from a non-
Imperial culture.

–30 Dealing with an openly hostile officer.

Skill Use: 1 minute, or more for complex deals.

COMMAND (FELLOWSHIP)
Aptitudes: Fellowship, Leadership
Command is the ability to effectively lead men into combat 
and direct their actions against the enemy. This Skill allows a 
character to control the actions of his followers or change their 
standing orders in a combat situation quickly and accurately 
without the chance for misinterpretation or mistake. Command 
can also be used to inspire men to greater feats of courage as well 
as to counter the effects of fear through the threat of violence.

The GM can call a player to use the Command Skill when:
• He wishes to send his Comrade into an extremely

dangerous situation.
• He needs to rally his Squad or organise them in the face

of a surprise attack.

EXAMPLE MODIFIERS

+30
Followers have high morale or commands are very 
simple to follow.

+20
Followers are performing well-known tasks or 
commands can be followed out quickly.

+10
Followers outnumber their foes or commands are 
familiar to the followers.

+0
Commands are complex or the commander is newly 
in charge of the subjects.

–10 Followers are outnumbered by their foes.

–20
Followers are performing unfamiliar tasks or 
commands need to be interpreted.

–30
Followers have very low morale or commands are 
very complex or hazardous.

Skill Use: Half Action for simple commands, Full Action for 
more involved direction.

SPECIAL USES FOR COMMAND

These are certain unique uses for the Command Skill.

INSPIRE

A charismatic commander can try to inspire his followers 
to greater efforts through praise, careful direction, or 
threats of violence. As a Full Action, the character can 
make a Challenging (+0) Command Test to inspire 
one or more of his followers. Inspired followers receive 
a +10 on their next Skill or Characteristic Test.

TERRIFY

A commander can use the Command Skill to terrify his 
followers into fearing him more than a Fear-causing foe. 
As a Reaction, a character can try to counter the effects 
of Fear (see page 305) in his troops should they fail 
their Willpower Test against a Fear-causing foe. Make a 
Command Skill Test opposed by the Willpower of the 
Fear-causing creature. Both the character and the creature 
add +10 to their rolls for each level of Fear they possess. 
If the character is successful, his followers ignore the 
effects of Fear from this creature for the encounter.

SPECIAL USES FOR COMMERCE

The following is one of the special uses for the 
Commerce Skill.

EVALUATE

A character can use the Commerce skill to determine the 
worth of an item or commodity. The GM should make 
this roll in secret, modifying the result depending on the 
Availability of the item or commodity in question (see 
below for example modifiers). A success tells the character 
the Availability of the item he is evaluating, while a failure 
tells him nothing. If he fails by more than 3 Degrees of 
Failure, the GM should give him a false Availability. 
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The GM can call a player to use the Common Lore Skill when:
•	 The GM feels the Player Character might know something 

about a current situation, location, or individual. 
•	 The character wants to know a specific detail about a 

common subject. 

EXAMPLE MODIFIERS

+30 Remembering the name of a broad region.

+20
Remembering generally known facts about a 
region.

+10 Learning general information about a specific planet.

+0
Remembering specific information about a specific 
planet or well-known location on a planet.

–10 Learning information about a large city.

–20 Learning information about a small settlement.

–30 
Remembering information learned about a specific 
individual relatively unknown to most people.

Skill Use: Free Action.

DECEIVE (FELLOWSHIP)
Aptitudes: Fellowship, Social
The Deceive Skill is the art of lying or fooling others into 
believing something which is not true. A character with this Skill 
is adept at convincing others of falsehoods, hiding their true 
intent from those around them, or concealing some of the truth. 
The Deceive Skill can also be used to create a disguise, given the 
proper time and materials, which can be used to either hide their 
own appearance or even impersonate the appearance of another.

When Deceive is used against an opponent (such as to 
convince someone of a lie or fool them with a disguise) it is 
always an Opposed Test (see page 31). Deceive opposes, 
and is opposed by, Scrutiny.

The GM can call a player to use the Deceive Skill when:
•	 He wants to tell a convincing lie.
•	 He wishes to distract someone with rambling nonsense.
•	 He is trying to disguise himself.

EXAMPLE MODIFIERS

+30
Telling a lie that is supported by what a person can 
see, creating a simple disguise meant to fool a stranger.

+20
Telling a lie which is partially true or only very 
slightly false.

+10 Telling a lie to someone who wants to believe it.

+0
Telling a lie to someone unknown to the character or 
creating a complex disguise with aid of props or kits.

–10
Telling a lie to someone who is already suspicious 
of the character.

–20
Telling a lie to someone who has been deceived by 
the character before.

–30 
Telling a lie that contradicts what a person can see 
or disguising oneself as a close friend or loved one.

Skill Use: 1 minute, or more for complex deceptions.

COMMON LORE 
(INTELLIGENCE)
Aptitudes: Intelligence, General
All Common Lore Skills represent the common knowledge 
an individual might know about the general information, 
procedures, divisions, traditions, famed individuals, and 
superstitions of a particular world, group, organisation, or 
race. This Skill differs from Scholastic Lore, which represents 
scholarly learning one might gain through study and research, 
and Forbidden Lore, which involves hidden or proscribed 
knowledge. Common Lore deals with basic information 
gained from prolonged exposure to a culture or area. 

Unlike other Skills, Common Lore has multiple Specialisations. 
See page 113 for more information on how these Specialisations 
work. The Specialisations for this Skill are as follows:
Adeptus Arbites: Knowledge of the various arms and sub-
sects of the Arbites, including details of rank structure, common 
procedures, and the basic tenants of Imperial Justice.
Adeptus Astra Telepathica: Knowledge of how psykers 
are recruited and trained, including how Astropaths are used 
throughout the Imperium, and the basics of astro-telepathy.
Adeptus Mechanicus: A general understanding of the symbols 
and practices of the Adeptus Mechanicus. 
Administratum: Broad knowledge of the labyrinthine workings, 
rules, traditions, and dictates of the Adeptus Administratum.
Calixis Sector: Information concerning the basic layout of 
the Calixis Sector, including the workings of Sector Lord Hax 
and the other nobles on Scintila.
Ecclesiarchy: Understanding of the structure of the Adeptus 
Ministorum and its role in the worship of the Emperor.
Imperial Creed: Knowledge of the rites, practices, and 
personages of the Imperial Cult, the most common observances, 
festivals, and holidays in honour of the Emperor.
Imperial Guard: Basic information about the ranking system, 
logistics, structure, and basic tactical and strategic practices of 
the Imperial Guard, as well as particularly famed regiments.
Imperial Navy: Basic information about the ranks, customs, 
uniforms, and particular traditions of the Imperial Navy, as 
well as famous admirals and ships.
Imperium: Knowledge of the segmenta, sectors, and best 
known worlds of the Imperium.
Jericho Reach: Information concerning the basic layout of 
the Jericho Reach and the events taking place there.
Koronus Expanse: Information concerning the general 
astrography of the Expanse, including known warp passages, 
regions, and legends of what may be found there.
Screaming Vortex: Knowledge about the myriad worlds, 
factions, and stories of the Screaming Vortex.
Spinward Front: Information regarding the Severan Dominate, 
Waaagh! Grimtoof, and the Children of Thorns, as well as the 
movements of Imperial Guard forces in the Front.
Tech: An understanding of simple litanies and rituals to 

sooth and appease machine spirits.
War: Knowledge of great battles, notable commanders, 

heroes, and famous stratagems employed by those who 
fight for and against the Imperium.
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FORBIDDEN LORE 
(INTELLIGENCE)
Aptitudes: Intelligence, Knowledge
All Forbidden Lore Skills represent knowledge forbidden 
or hidden to the average citizen of the Imperium of Man. 
In many cases, it is a heinous crime to even possess such 
knowledge and is often sufficient to warrant termination 
at the hands of the Inquisition, so a character must tread 
carefully when revealing what he knows.

Forbidden Lore has several different Specialisations. 
Specialisations are described in greater detail on page 113. 
The Specialisations are as follows:
Adeptus Mechanicus: An in-depth understanding of 
followers of the Machine God, including such things as their 
rituals, observances, beliefs, core philosophies, and specific 
knowledge of the Universal Laws. 
Adeptus Astartes: Knowledge of the practices, organisation, 
and home worlds of the Imperial Space Marines and their 
Chapters including blasphemous knowledge of their rites, 
rituals, and beliefs.
Codex Astartes: Understanding and interpreting the Codex 
Astartes and how it relates to the organisation, deployment, 
and tactics of the Space Marine Chapters.
Archaeotech: Knowledge of the great, lost tech devices of 
past times and clues to their mysterious functions and purposes.
Daemonology: Lore about some of the most infamous warp 
entities and their twisted physical manifestations.
Heresy: Wisdom concerning acts and practices deemed 
heretical by the Imperium, the most contemptible heretics of 
history, and their acts.
The Horus Heresy and Long War: The origins and 
history of the 10,000 year long war between the forces of 
the Ruinous Powers and the Imperium of Man.
The Inquisition: Understanding this secretive organisation of the 
Imperium, its Ordos, common tenets, and famous Inquisitors.
Mutants: The study of stable and unstable mutations 
within humanity, their cancerous influence and mutagenic 
development over time, and some of the studies and books 
on the topic.
Navigators: Secret knowledge about the Navis Nobilite 
families, their breeding programs, common mutations, and 
prominent patriarchs.
Pirates: Knowledge of the scourge of the warp lanes, their 
tactics, infamous vessels, and notorious captains.
Psykers: Skill in identifying psykers, the physical effects of 
their powers, the danger they cause, and the general extent 
of their capabilities.
The Warp: An understanding of the energy of the warp, its 
interaction and interrelation with realspace, and how its tides 
and eddies affect travel between the stars.
Xenos: Knowledge of the minor and major alien species 
known to the Imperium, the threat they pose, and their 
general appearance.

DODGE (AGILITY)
Aptitudes: Agility, Defence
Dodge is the ability to avoid blows in melee, dodge away 
from incoming fire, or leap out of the way of falling debris. It 
combines nimbleness of movement with trained reflexes and 
an awareness of all kinds of danger. A character can use his 
Dodge Skill to dodge either melee attacks or ranged attacks. 
Dodging attacks is made as a Reaction to a foe’s successful 
attack. A success indicates that the attack has been avoided 
and it does not hit the character. In the case of attacks which 
cause multiple hits (such as automatic fire) each Degree of 
Success a character achieves on his Dodge Test cancels one 
hit from the attack. Any excess hits not cancelled by Dodging 
are then applied to the character as normal..

The GM can call a player to use the Dodge Skill when:
•	 He is attacked in melee.
•	 He is attacked with a ranged weapon.
•	 He needs to avoid hazards such as falling wreckage or 

leap from a collapsing bridge.

EXAMPLE MODIFIERS

+30
Character can easily detect the attack and has at 
least a Round to avoid it.

+20 Character has full cover between him and an attack.

+10 Character has half cover between him and an attack.

+0
Character is avoiding an attack in the open. This is 
the default modifier for Dodge in combat.

–10 Character is on loose ground, mud, or knee-deep water.

–20 Character is in waist-deep water.

–30 Character is unable to see the source of the attack.

Skill Use: Reaction.

SPECIAL USES FOR DECEIVE

This is one of the special uses for the Deceive Skill.

DISGUISE

A character with the Deceive Skill can create a 
disguise for themselves given time and raw materials. 
The time taken depends greatly on the complexity of 
the disguise; simply putting on an enemy’s uniform 
or covering the character’s face with filth may take 
minutes, while trying to disguise gender, race, or mimic 
a specific individual may take hours, days, or longer. 
The GM decides how long formulating a disguise 
takes and if the character has the materials at hand. 
Once the disguise is donned, the GM then secretly 
Tests for the player (using his Deceive Skill and any 
appropriate modifiers) whenever the disguise comes 
under scrutiny (an opposed test against the Scrutiny 
of whoever is trying to see through the disguise). If a 
disguise passes this first Test, then the player need not 
Test again unless something changes (suspicion is cast 
on the character or a more observant NPC arrives).
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EXAMPLE MODIFIERS

+30
Subject is already very friendly or loyal, or answering 
the questions works towards the subject’s best 
interests.

+20
Subject is friendly or the character adds incentive such 
as a bribe.

+10
Subject is naturally talkative or the character is of a 
favoured gender or social class.

+0
Subject is ambivalent to the character or has no prior 
reason to interact with the character.

–10
Subject doesn’t want to be bothered or the character 
is rude or aggressive.

–20
Subject is suspicious of the character or the character 
is inquiring about information the subject wants 
secret.

–30 
Subject is actively hostile or answering questions 
likely results in serious problems for the subject.

Skill Use: One hour or more, depending on the nature of the 
inquiries, the size of the group targeted, and information sought.

INTERROGATION 
(WILLPOWER)
Aptitudes: Willpower, Social
Interrogation allows a character to extract information from 
an unwilling subject. The application differs from torture, 
where a subject will frequently say anything to stop the 
ordeal. Rather, it represents skilled application of psychology, 
various devices, serums, and other techniques. The GM may 
modify the difficulty of the Test according to the availability 
of tools, facilities and other conditions. Interrogation is 
always an Opposed Test, pitting the character’s Intimidation 
Skill against an opponent’s Willpower. If the character wins 
the Opposed Test, he gets one answer for each Degree of 
Success. If his opponent wins the Opposed Test, he gets 
nothing of worth. Two or more Degrees of Failure inflict 
1d10 plus the character’s Willpower Bonus in Damage to the 
subject, and prevents any further interrogation for 1d5 days. 
If the character suffers four or more Degrees of Failure, he 
deals the same Damage and the subject gains a +30 bonus to 
Willpower Tests made to resist Interrogation at the character’s 
hands or his allies. Each Interrogation Test inflicts one level of 
fatigue on the target.

The GM can call a player to make an Interrogation Test 
whe:

•	 He attempts to force an Imperial Adept to reveal 
information about his superiors. 

•	 He is attempting to learn about battle plans from an 
Imperial Guard captain.

A successful Forbidden Lore Test imparts information from 
the GM to the player. The GM may impart more information if 
the Test scores additional Degrees of Success. 

The GM can call a player to make a Forbidden Lore 
Test when:

•	 He seeks information about potential cults active on an 
Imperial world. 

•	 He wishes to learn about the dangers the Inquisition may 
pose to a potential undertaking.

•	 He wishes to learn more about the mysterious monoliths 
on a desert world. 

•	 He seeks information on the operations of the dreaded Eldar.
•	 He desires to learn the True Name of a powerful Daemon. 
•	 He seeks the proper procedure to summon a warp-spawn.
•	 He wishes to know more about psykers and psychic abilities.
•	 He must recall information about the Traitor Legions and 

their ongoing war against the Imperium.

EXAMPLE MODIFIERS

+30
Learning of the existence of xenos races such as the 
Orks or Tyranids.

+20 Learning of the Warp and what it is.

+10 Remembering the existence of a heretical text.

+0 Learning of the nature and events of the Horus Heresy.

–10
Remembering obscure xenos races in local regions of 
space such as the Rak’Gol.

–20
Understanding details of the nature and motives of 
Daemons and Warp entities.

–30 Learning a Daemon’s True Name.

Skill Use: Free Action.

INQUIRY (FELLOWSHIP)
Aptitudes: Fellowship, Social
Inquiry is used to gain information by asking questions, 
stimulating conversation, or simply eavesdropping. Unlike 
Charm or Intimidate, which focus on changing a character’s 
disposition or influencing specific individuals, Inquiry 
focuses on gaining information from large groups, and may 
involve a great deal of time and effort. One or two Degrees 
of Success reveals basic information about an area, population 
group, or individuals, while additional Degrees of Success 
on a successful Inquiry Test allows the GM to impart more 
valuable or secretive information to his players.

The GM can call a player to make an Inquiry Test when:
•	 He is trying to track down a local crime lord in a hive. 
•	 He attempts to learn the attitudes of the local populace 

towards their leaders.
•	 He seeks a specific type of location such as a shop or 

tavern.
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The GM can call a player to use the Intimidation Skill when:
•	 He wants someone to get out of his way.
•	 He wishes to extract information from a hostile or 

resisting NPC.
•	 He is trying to make an opponent back down from a 

fight.

EXAMPLE MODIFIERS

+30
Opponent is obviously inferior to the character (i.e. a 
grot, a slave, etc.).

+20
Opponent is at a disadvantage to the character, such 
as being outnumbered or wounded.

+10
Opponent is weaker than the character (either in 
physical stature or social status).

+0
Opponent is the physical or social equal of the 
character.

–10
Opponent is stronger than the character (either in 
physical stature or social status).

–20
Opponent has an obvious advantage over the 
character, such as better weapons or more men.

–30 
Opponent is considerably more powerful than the 
character, such as a planetary ruler or warlord.

Skill Use: Full Action.

EXAMPLE MODIFIERS

+30
Subject has no reason to resist the interrogator and 
actively cooperates.

+20 Subject is terrified of interrogator.

+10 Subject is frightened of the interrogator.

+0
Subject has a good reason to resist or sees himself as 
the interrogator’s equal.

–10 Subject feels he is the interrogator’s better.

–20 Subject is confident in an impending rescue.

–30 
Subject would suffer far worse fate than what the 
interrogator would do if he answered questions.

Skill Use: One hour or more, depending on the invasiveness 
of the interrogation and the subject.

INTIMIDATE (STRENGTH)
Aptitudes: Strength, Social
Intimidate is a character’s ability to frighten others into 
either doing what he tells them or giving up information. 
A character skilled in Intimidation can bully their way past 
guards, terrify locals into giving up their secrets, or even force 
foes to back down from a fight for fear of the consequences. 

When Intimidation is used against an opponent (such as to 
scare them into doing the character’s bidding or make them 
back down from a fight), it is an Opposed Test (see page 
31). Intimidation is opposed by Willpower. 
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EXAMPLE MODIFIERS

+30 Deciphering a language with the aid of a lexicon.

+20
Deciphering a primitive language based on a 
known language.

+10 Deciphering a code in Low Gothic.

+0 Deciphering a code in High Gothic.

–10 Deciphering a code in a local language.

–20
Deciphering an ancient or forgotten language (i.e. 
ancient Terrian)/Understanding a language unknown 
to the character, but based on human language. 

–30 

Deciphering a completely alien language (i.e. 
Eldar)/Understanding a language both unknown 
to the character and without any relationship to 
known languages.

Skill Use: Free Action.

LINGUISTICS 
(INTELLIGENCE)
Aptitudes: Intelligence, General
Linguistics covers all kinds of spoken and written languages. 
A character with the Linguistics Skill has learned to speak, 
read, and write (if it has a written form) a particular language, 
code, or cipher. No test is normally required to use Linguistics 
as it pertains to normal speaking, reading, or writing.

Any character who has Linguistics as a Skill knows how 
to read and write in their primary language (which for most 
Guardsmen is Low Gothic). 

Linguistics is a Specialist Skill (see page 113) and requires a 
player to choose a speciality when first taken. The Linguistics Skill 
may be taken more than once, each time with a new speciality.

The GM can call a player to use the Linguistics Skill when:
•	 He must decipher an archaic version of his language.
•	 He wishes to write a moving piece of prose.
•	 He is trying to convey a message using subtext or a 

limited vocabulary.

DIFFERENT LANGUAGES

There are many different languages in the galaxy, and Linguistics does not automatically allow a Guardsman to know 
them all (although the Skill may make it easier to understand them a little). What languages a Guardsman knows is 
largely based on his background. All Guardsmen know Low Gothic and Imperial Codes, while some of the members of 
the Schola Progenium—such as Commissars and Storm Troopers—may know High Gothic. 

If a character does not know a certain language, Linguistic Tests pertaining to that language should be much more 
difficult (or even impossible) than if he does know the language. However, Guardsmen can use Linguistics to learn new 
languages. Doing this requires an Extended Linguistics Test, with a difficulty based on the difficulty of the Language. 
The time required can be weeks or months, depending on the Guardsman’s intelligence and diligence. 

The following are some example languages.  
Chapter Runes: Each Chapter of the Adeptus Astartes has its own form of ciphers used to communicate between its 
warriors. These are closely guarded secrets, and they are almost never taught to those outside the Chapter or Legion; 
and as such form a reliable way for those within the Chapter or Legion to quickly identify each other.
Chaos Marks: There are countless symbols and signs used by followers of the various Dark Powers, each with its own 
subtle meaning or specific purpose.
Eldar: Though no human can hope to capture the subtle nuances and sub-tones of this extremely complex and ancient 
language, it is enough to make one’s meaning clear.
High Gothic: The official language of the Imperium, used by Imperial officials, nobility, members of the Ecclesiarchy, 
and those involved in high-level negotiations.
Imperial Codes: Both the Imperial Navy and the Imperial Guard employ a battle language which comprises mostly 
numbers and acronyms. Incomprehensible to those who do not know its meaning, it allows them to quickly signal for 
reinforcements, identify enemies, and call down fire support or artillery barrages.
Kroot: The native chirping language of the Kroot is almost impossible for a human to emulate, however, with training 
and a good ear it can be understood.
Low Gothic: The common tongue of the Imperium, used by the countless billions of ordinary citizens.
Mercenary Cant: Many mercenary companies operate across the Spinward Front, and each has an abbreviated, clipped 
battle language for orders and commands. Though there are some commonalities, each is essentially unique.
Ork: More grunts and physical violence than an actual language, it is possible for humans to speak and understand it, 
though it is doubtful they would be able to survive a conversation. 
Techna-Lingua: The language of the Adeptus Mechanicus (and its dark counterpart), this binary language has been 
optimized for rapid communication of technical data and servitor commands.
Tau: The language of the Tau Empire, spoken by the Tau themselves and understood by their multitude of alien subjects.
Underworld: Crime lords have used ciphers for countless millennia, and their sophistication has only increased over 
time. Each organization uses their own to deter competition.
Xenos Markings: Many aliens make extensive use of symbolism and icons. Understanding these markings allows a broad 
understanding of their meaning such as where a tribe has marked its boundaries or areas they have marked as “dangerous.”
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MEDICAE (INTELLIGENCE)
Aptitudes: Intelligence, Fieldcraft
Medicae is an understanding of the biologis sciences and 
how to set broken bones, heal wounds, or even perform 
complicated surgery such as attaching a bionic limb. A 
character with the Medicae Skill can apply first aid to his 
comrades, diagnose an illness, or remove an organ (and keep 
the patient alive given the right equipment). The Medicae 
Skill also relies heavily on certain tools (see Chapter VI: 
Armoury) for more complex procedures and even a simple 
medikit can make a significant difference to the effects of 
this Skill. 

The GM can call a player to use the Medicae Skill when:
•	 He wants to apply first aid to a wounded comrade.
•	 He wishes to diagnose an affliction and work out a 

suitable treatment.
•	 He is trying to perform a surgical procedure such as the 

removal of a limb or organ.

EXAMPLE MODIFIERS

+30
Healing a critical wound in a fully-stocked 
Surginarium with the aid of medical servitors.

+20
Healing a critical wound in a hive med-lab with 
well-trained assistants. 

+10
Healing a critical wound in a field hospital with 
trained assistants

+0 Healing a non-critical injury in the field.

–10 Healing a critical wound without assistance.

–20 Healing a critical wound exposed to the elements.

–30 
Healing a critical wound in the midst of a combat 
or battle.

Skill Use: Full Action.

 

LOGIC (INTELLIGENCE)
Aptitudes: Intelligence, Knowledge
Logic is the ability to think logically, solve puzzles, and 
dissect information rationally and quickly. A character skilled 
in logic can detect patterns where others cannot, see how 
each piece fits together into a whole, and gather meaning 
from chaos. In addition to finding clues, solving riddles, or 
completing puzzles, logic can also be used to help a character 
in games and endeavours where chance plays a large part, 
such as gambling.

The GM can call a player to use the Logic Skill when:
•	 He must solve a riddle or puzzle.
•	 He is looking for a clue in a vast amount of unrelated 

information.
•	 He is trying to win at a game of chance.

EXAMPLE MODIFIERS

+30 Puzzle or riddle is very basic with few possible solutions.

+20 Puzzle or riddle is already partially complete.

+10
Puzzle or riddle is similar to one the character has 
solved before.

+0 A straightforward but new puzzle.

–10
Puzzle or riddle is long or buried in excessive 
meaningless information.

–20
Puzzle or riddle is incomplete and requires the 
character to fill in the blanks.

–30 
Puzzle or riddle is of alien origin or created by a 
completely inhuman mind.

Skill Use: 1 minute, or longer for particularly complex problems.

SPECIAL USES FOR LOGIC

These are some of the special uses of Logic.

GAMBLING

A character can use Logic when participating in games of chance rather than simply relying on blind luck. Each 
participant wagers an amount, though these are typically the same, and makes an Opposed Test with the Logic Skill. 
The character with the most Degrees of Success or fewest Degrees of Failure wins the pot. 

However, this only covers Gambling if the character is attempting to win by playing the game correctly—analysing 
the odds and playing intelligently. Gamblers often use bluffing, deception, and outright cheating in order to win. In 
this case, Deceive may be used to bluff or trick an opponent, while Sleight of Hand may be used to palm cards or alter 
results. These would be opposed by Scrutiny and Awareness, respectively. 

CIPHERS AND DECODING

A character can use the Logic Skill to decode ciphers and codes. This usually takes a great deal of time (days or weeks 
of prolonged work) and the difficulty depends greatly on whether the character has a key or the number of examples of 
the cipher available. In general, these Tests should be Difficult (–10) at the easiest, unless the cipher is already partially 
decoded or the character has a key available. 
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SPECIAL USES FOR MEDICAE

These are some of the special uses of Medicae.

FIRST AID

A character trained in Medicae can use this Skill to perform first aid, treating minor injuries suffered in the field of 
operations by suturing lacerations, bandaging abrasions, and plugging punctures.

To perform first aid, a character must make a Challenging (+0) Medicae Test, with a –10 penalty if his patient is 
Heavily Damaged or a –10 penalty for every point of Critical Damage that his patient is currently suffering from if he 
is Critically Damaged. If he succeeds, he removes an amount of Damage from his patient equal to his Intelligence Bonus 
plus one additional point of Damage per Degree of Success the healer scores on the Test (removing Critical Damage 
before normal Damage).

A given individual can only be treated with first aid once every 24 hours, and only so long as he is not also 
undergoing extended care.

EXTENDED CARE

A character trained in the Medicae Skill can also perform extended care, treating a number of patients equal to his 
Intelligence Bonus, plus one patient per assistant (trained or untrained) he has on hand. For each patient beyond this 
number, he suffers a –10 penalty on his Medicae Tests for extended care. For each assistant trained in the Medicae Skill 
assisting in the process, he gains a +10 bonus on these Tests.

At the end of each 24-hour period of extended care, the primary healer must perform an Ordinary (+10) Medicae 
Test. If he succeeds, his patients remove twice the normal amount of Damage normally recovered by their natural rates 
of healing (removing Critical Damage first). On top of this, each patient removes one point of Damage per Degree of 
Success the healer scores on his Test, and one additional point of Damage per consecutive day of extended care they 
have received beyond the first. 

If he fails, none of his patients improve beyond their natural rate of healing. Further, he must choose a number 
of patients under his care equal to his Degrees of Failure, starting with the most gravely injured (first from among 
those who are Critically Damaged, then those who are Heavily Damaged, and then finally those who are only Lightly 
Damaged). Each of these patients must make a Challenging (+0) Toughness Test or suffer one point of Damage per 
Degree of Failure, not reduced my Armour or Toughness. If this results in any Critical Damage, the patient dies.

For additional information on Healing, see Chapter VIII: Combat.

DIAGNOSE

The Medicae Skill can also be used to diagnose disease and other ailments, both on one’s fellow characters and also on 
large groups. On individuals, a successful Skill Test yields the name of the ailment and basic treatments. When used on 
groups, a successful Skill Test can prevent the spread of disease or mitigate the effects of malnutrition as determined by 
the GM and dependent on the nature (and virulence) of the disease.

CHEM USE

The Medicae Skill can be used to cover a character’s understanding of drugs, poisons, chemicals, and toxins. A Skilled 
chymist can create and identify such compounds, as well as know how best to use them either for medicinal effects or in 
combat against their enemies. Chem-Use is also useful in diagnosing those suffering from toxins and poisons or finding 
antidotes to treat them.
Applying Poisons and Chemicals: Particularly virulent or dangerous chemicals might require a Medicae Test to 
administer or apply to a weapon. This test is usually challenging, and failure by four or more Degrees may indicate that 
something has gone seriously wrong with the dosage or application and the applicant suffers the adverse effects of the 
chemical or poison. 
Crafting: Medicae can be used to make all kinds of drugs and poisons, from animal venom and healing unguents 
to Stimm and Spook. The time, difficulty, and materials it takes to create these items are greatly dependent on their 
complexity, the kind of lab the character has, and their access to recipes or assistance. See the Crafting sidebar on page 
115 for the kinds of things that can be created using Medicae.
Antidotes: A chymist may manufacture an antidote if they can identify the poison or toxin and have the right materials 
on hand. To create an antidote, the character must have a sample of the poison in question or a sample of blood from 
the person he is trying to treat. The character must also have at least a basic medikit. He then makes an Extended Test 
requiring a number of Degrees of Success set by the GM depending on the strength of the poison; as a guideline this 
can be 4 for weak poisons, 7 for average poisons and 10 for strong poisons. Success nets 2d10 doses of antidote for 
that specific poison. Creating an antidote takes 1d10 hours. The GM can modify these Tests depending on the materials 
available (granting bonuses for labs and assistants).
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STELLAR
Navigate (Stellar) is the ability to plot a course across real 
space using stars, planets, and other celestial phenomena. 
This ability is primarily used aboard voidships.

The GM can call a player to use the Navigate (Stellar) Skill 
when:

•	 He wants to make a journey across a star system.
•	 He finds his ship stranded in an unknown region of 

space.
•	 He wishes to find the quickest route from one point 

to another

EXAMPLE MODIFIERS

+30
Navigating familiar or well travelled routes in one 
star system.

+20
Navigating between star systems with the aid of 
extensive charts or a guide.

+10 Navigating between two planets in an open star system.

+0 Navigating between star systems without a guide.

–10 Navigating around stellar anomalies such as a pulsar.

–20 Navigating through an asteroid field or ice field.

–30 
Navigating in a hazardous environment, such as a binary 
star system with a black hole and fractured planets.

Skill Use: 1 minute for simple location; 1d5 hours for 
plotting courses or routes.

WARP
Navigate (Warp) is the rare ability to navigate not reality, but 
the shifting and ever-changing vista of the Warp. This is most 
commonly used by those who must guide voidships with a 
warp engine through the immaterium.

The GM can call a player to use the Navigate (Warp) Skill 
when:

•	 He must guide a starship through the Warp.

EXAMPLE MODIFIERS

+30 Navigating familiar or well travelled routes. 

+20
Navigating with the aid of extensive charts or the 
Astronomicon.

+10 Navigating established Warp routes.

+0 Navigating between two nearby systems in the Warp.

–10 Navigating off established Warp routes.

–20 Navigating without the aid of any equipment or maps.

–30 Navigating in a Warp storm.

Skill Use: 1 minute for simple location; 1d5 hours for 
plotting courses or routes.

NAVIGATE (INTELLIGENCE)
Aptitudes: Intelligence, Fieldcraft
Navigate is the ability to plot a course from one point to 
another, either on the surface of a planet or across the stars. 
A character with the Navigate Skill is able to find their way 
quickly and efficiently even when far from familiar landmarks; 
this could mean successfully navigating through a dense 
jungle or a crowded hive city. Navigate can also be used to 
guide a ship from world to world or through the maelstrom 
of the Warp.

SURFACE
Navigate (Surface) covers the ability to Navigate across 
terrestrial environments from frozen tundra to sweltering 
jungles as well as navigating man made environments such as 
hive cities or subterranean complexes. 

The GM can call a player to use the Navigate Skill when:
•	 He wants to make a journey across unfamiliar terrain.
•	 He becomes lost or wakes up in a strange place and needs 

to get his bearings.
•	 He wishes to find the quickest route from one point 

to another.

EXAMPLE MODIFIERS

+30 Navigating familiar or well travelled routes.

+20 Navigating with the aid of extensive charts or a guide.

+10
Navigating open terrain (i.e. lunar deserts or ash 
plains) with clear landmarks.

+0 Navigating in a forest during the day.

–10 Navigating at night or during bad weather.

–20 Navigating without the aid of any equipment or maps.

–30 
Navigating a constantly-changing environment, such 
as shifting sand dunes.

Skill Use: 1 minute for simple location; 1d5 hours for 
plotting courses or routes.

Skill Use:
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AERONAUTICA
Operate (Aeronautica) covers the ability to pilot any vehicle that 
operates in three dimensions. This primarily covers atmospheric 
fliers such as the Imperial Navy Thunderbolt or Chaos Hellblade 
and Hell Talon, but also includes small manoeuvrable voidcraft 
such as landers, shuttles, starfighters, and bombers. Piloting jump 
packs is also covered by this ability. 

The GM can call a player to use the Operate Skill when:
•	 He is piloting a vehicle in a combat situation
•	 He wishes to push his vehicle or machine beyond its 

normal limits
•	 He is overseeing the use of a massive weapon such as a 

macro battery or orbital laser

EXAMPLE MODIFIERS

+30
Flying in situation outside of combat and without 
danger of crashing.

+20
Flying with the aid of a dedicated cogitator/
machine spirit.

+10 Flying with the aid of a navigator or co-pilot.

+0 Flying in combat but in open skies.

–10 Flying at high speeds, performing fast manoeuvres.

–20 Flying in bad weather such as storms or high winds.

–30 
Flying in a damaged aircraft while in combat, 
performing high-gee manoeuvres while flying 
through a canyon.

Skill Use: Half Action.

VOIDSHIP
Operate (Voidship) covers the ability to pilot large void-faring 
vessels often kilometres long. Any space-going vessel that 
requires a captain and large crew and cannot be conceivably 
piloted by a single individual is operated by Operate (Voidship). 

The GM can call a player to use the Operate (Voidship) 
Skill when:

•	 He is manoeuvring a voidship.
•	 He is overseeing the use of a massive weapon such as a 

macrobattery or orbital laser.

OPERATE (AGILITY)
Aptitudes: Agility, Fieldcraft
Operate encompasses the ability to control and direct all 
manner of vehicles and heavy equipment. This can include 
everything from void ships the size of cities or macro 
batteries to landspeeders or jump packs. A character with this 
Skill is adept at piloting, driving, or operating a particular 
type of vehicle or machine. No Test is normally required to 
pilot or drive a vehicle unless it is in a combat situation or 
other unusual circumstances (i.e. extremely rough terrain, 
high speed, etc.).

SURFACE
Operate (Surface) covers the ability to pilot any vehicle that 
primarily operates on the surface of a planet. Groundcars, 
walkers, treaded vehicles, boats, and skimmers (hovering or 
flying vehicles that must remain very low to the ground) can 
all be piloted using Operate (Surface). 

The GM can call a player to use the Operate (Surface) 
Skill when:

•	 He is piloting or driving a vehicle in a combat situation.
•	 He wishes to push his vehicle or machine beyond its 

normal limits.
•	 He is overseeing the use of a massive weapon such as a 

macrobattery or orbital laser.

EXAMPLE MODIFIERS

+30 Driving a standard civilian landcar.

+20
Operating a surface vessel with the aid an on-board 
cogitator/machine spirit.

+10 Driving with the aid of natives familiar with terrain.

+0 Operating a tank in combat but far from enemy fire.

–10 Manoeuvering a tank through enemy fortifications.

–20 Driving a tank in the midst of heavy enemy fire. 

–30 
Driving a damaged tank across heavily mined areas 
whilst under constant enemy fire.

Skill Use: Half Action.

SPECIALISATIONS

These are some of the vehicles that can be piloted by 
Operate (Surface). 
Bike: Powered bikes such as those used by the 
Adeptus Astartes or the Adeptus Arbites as well as any 
two wheeled powered vehicle.
Hover/Skimmer: Landspeeders, suspensor platforms, 
and vehicles which hold themselves aloft with rockets, 
jets, or anti-grav engines but are not true aircraft.
Tracked: Tracked vehicles from the humble Chimera 
to the mighty Land Raider; includes most kinds of 
tanks used by the Imperium. 
Walker: Vehicles which use legs rather than wheels 
or jets to move such as Imperial Guard sentinels and 
Eldar War Walkers.

SPECIALISATIONS

These are some of the vehicles that can be piloted by 
Operate (Areonautica).
Flyers: Atmospheric aircraft such as Marauder Bombers 
or Thunderbolt fighters, also includes all manner of non-
standard flyers whether they are driven by propellers, air 
balloons, or some other more esoteric methods.
Jump Pack/Grav Chute: The use and operation 
of personal equipment such as Jump Pack and Grav 
Chutes—when to deploy them, how to take off and 
land with them, and how to fight while wearing them. 
Spacecraft: Small void craft such as fighters or shuttles 
(often also capable of entering a planet’s atmosphere). 
Also includes boarding craft or man guided torpedoes.
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PSYNISCIENCE 
(PERCEPTION)
Aptitudes: Perception, Psyker
Those with the Psyniscience Skill sense the currents and 
eddies of the warp and Immaterium. Characters can use the 
Skill to detect the presence or absence of Daemons and the 
use of psychic powers. The Skill also allows detection of 
psychic phenomena, disturbances, voids, or other areas where 
the flow of the Immaterium has been unsettled or disrupted. 
Unless otherwise noted, a character can use the Psyniscience 
Skill to detect entities, locales, and events up to a number 
of kilometres away equal to their Perception Bonus. A GM 
may increase this range for particularly powerful events 
or creatures. The general results of Psyniscience tests are 
summarized on Table 4–4: Psyniscience.

The GM can call a player to use the Psyniscience Skill when:
•	 He is hunting for the location of a Daemon.
•	 He wishes to determine whether a psyker has used his 

powers recently in the area.
•	 He is trying to find a weak point between the Materium 

and the Immaterium.

EXAMPLE MODIFIERS

+30 Detecting the presence of a Greater Daemon.

+20 Detecting the presence of a major Daemonic incursion.

+10 Detecting the presence of a minor Daemonic incursion.

+0 Detecting the presence of a nearby Warp entity.

–10
Detecting the presence of a Daemon among a large 
group of psykers.

–20
Detecting the presence of a Daemon several 
kilometres away.

–30 
Detecting the presence of a Daemon somewhere in 
the midst of a hive city.

Skill Use: Full Action.

EXAMPLE MODIFIERS

+30 Piloting a voidship in clear space.

+20 Piloting a voidship in an open orbit around a moon.

+10
Piloting a voidship in a cluttered orbit around a 
large planet.

+0 Piloting a voidship in a formation with other vessels.

–10 Performing stressful combat manoeuvres.

–20 Piloting a voidship through an asteroid belt.

–30 Avoiding being caught in a Warp rift.

Skill Use: Half Action.

PARRY (WEAPON SKILL)
Aptitudes: Weapon Skill, Defence
Parry is the ability to block blows in melee, deflecting them 
using one’s hands or weapons. A character targeted by melee 
attacks can deflect these attacks using the Parry Skill. Parrying is 
a Reaction (and as such can usually only be attempted once each 
Turn) and can only be used against close combat attacks from 
foes engaged with the character in melee. A success indicates 
that the attack has been parried and does not hit the character. 
In the case of attacks which cause multiple hits (such as those 
from a foe with the Lightning Attack Talent) each Degree of 
Success a character achieves on his Parry Test discounts one hit 
from the attack. Any excess hits not discounted by Parrying are 
then applied to the character as normal.

The GM can call a player to use the Parry Skill when:
•	 He is attacked in melee.

EXAMPLE MODIFIERS

+30
Character can easily detect the attack and has at least 
a Round to avoid it.

+20
Character has a large obstruction between him and 
the attack.

+10 Character has partial cover between him and the attack.

+0
Character is avoiding an attack in the open. This is 
the default modifier for Parry in combat.

–10 Character is on unstable ground, or calf deep water.

–20 Character is in waist deep water.

–30 Character is unable to see the source of the attack.

Skill Use: Reaction.

WHAT IS A VOIDSHIP?
A voidship is a large (often hundreds of metres or even 
several kilometres in length) starship, a vessel designed 
to travel in deep space. Some are capable of travelling 
through the Warp, and even those that are not are 
still massive vessels. Piloting such vessels is less about 
agility and reflexes, and more about the intelligence to 
make correct decisions and select proper manoeuvres. 

Table 4-4: Psyniscience
Degrees 
of Success Result

One
Awareness of Immaterium disruption or 
number of entities present.

Two
Approximate direction of the phenomena or 
creatures.

Three 
Rough location of the Warp creatures or beings 
affecting the Immaterium.

Four Exact position of the creatures or psykers present.
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Imperium. This knowledge may be used to devise a battle plan 
or deduce the likely flow of war fought by Imperial forces.

The GM can call a player to use the Scholastic Lore  
Skill when:

•	 He wishes to recount legends from mankind’s past.
•	 He wishes to know what a Standard Template Construct is. 
•	 He wishes to understand an obscure ruling made by a 

Judge of the Adeptus Arbites.
•	 Decipher the complex legal relationship between an Imperial 

Governor and the local Administratum representative.
•	 He seeks to identify a rare beast.
•	 He is making a philosophical argument.

EXAMPLE MODIFIERS

+30
Studying a broad history of the Imperium, focusing 
only on “approved” topics.

+20 Conducting research in a well-stocked library.

+10 Learning the particulars of the Imperial Creed.

+0 Researching a specific philosophical point.

–10 Studying occult rituals.

–20 Breaking down a particular chemical formula.

–30 Compiling a complete history of the Horus Heresy.

Skill Use: Free Action.

SCHOLASTIC LORE 
(INTELLIGENCE)
Aptitudes: Intelligence, Knowledge
All Scholastic Lore Skills represent information that a 
Guardsman would need to learn in a formal setting or 
institution of learning, whether from a knowledgeable 
mentor, an organisation, or even the careful study of rare 
tomes. Unlike Common Lore, this information is not readily 
available to the average inhabitant of a planet, while unlike 
Forbidden Lore, it is not forbidden or proscribed. 

Scholastic Lore has several Specialisations (see page 113). 
These Specialisations are as follows:
Astromancy: A knowledge of stars, singularities, and the 
worlds around them, as well as theoretical understanding of 
how to use telescopes, astrolithic charts, and the like.
Beasts: An understanding of the genus and families of animals 
and familiarity with the characteristics and appearance of 
many semi-sentient creatures.
Bureaucracy: A familiarity with the rules and regulations involved 
with governments, particularly the Adeptus Administratum, and 
their many and varied departments, bureaus, and policies.
Chymistry: A knowledge of chemicals, their alchemical 
applications in a number of uses, and their prevalence or 
scarcity throughout the Imperium.
Cryptology: An understanding of codes, ciphers, 
cryptographs, secret languages, and numerical keys. This may 
be used to either create or decipher encryptions.
Heraldry: A grasp of the principles and devices of Heraldry, 
as well as a knowledge of the most common seals and heraldic 
devices used by the Imperium’s most noble houses and families.
Imperial Warrants: Information concerning the establishment, 
legal scope, and use of the warrants granted to Rogue Traders, as 
well as the best known and dynastic warrants of the Imperium.
Imperial Creed: An understanding of the specific rituals and 
practices of the Ecclesiarchy, from the traditional construction of 
their temples to specific points from its texts. This information 
may be used to conduct the rituals for others.
Judgement: Knowledge of the proper punishments for the 
myriad of crimes and heresies punishable by Imperial law. 
Legend: Going beyond archaic knowledge, this encompasses 
momentous portions of Imperial history, such as the Dark Age 
of Technology, the Age of Strife, the Great Crusade, and the 
Horus Heresy, retold in the form of epic, apocryphal fables.
Navis Nobilite: Lore concerning the family trees, contracts, 
and histories of the great houses of the Navigators.
Numerology: An understanding of the mysterious link 
between numbers and the physical universe, from catastrophe 
theory to the Sadleirian litany.
Occult: An understanding of occult rituals, theories, and 
superstitions, as well as the better-known mystical uses of 
occult items.
Philosophy: Knowledge concerning the theories of thought, 

belief, existence, and other intangibles. As it also includes 
logic and debate, it may be used for argument or creating 

philosophical works.
Tactica Imperialis: The theories of the Tactica 

Imperialis, as well as other systems of troop 
deployment and battle techniques used by the 
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SECURITY (INTELLIGENCE)
Aptitudes: Intelligence, Tech
The Security Skill deals with overcoming locks and safeguards, 
breaking into secure places or protecting them from intrusion. 
A character with the Security Skill is trained to bypass locks 
or hack codes, whether using cogitators and tech or simple 
mechanical devices. Characters with Security are also able to 
safeguard systems and locales by making their passive defences 
more secure, even setting traps for unwary intruders and thieves.

The GM can call a player to use the Security Skill when:
•	 He wants to open a locked door.
•	 He wishes to hack a cogitator and discover its secrets.
•	 He is trying to lay traps for an ambush or to protect a camp.

EXAMPLE MODIFIERS

+30 Lock is very crude or simple in design. 

+20
Hacking a simple cogitator security system with a 
powerful machine-spirit.

+10 Lock is poorly maintained or parts are not working.

+0
Deactivating a standard security system with basic 
but required tools.

–10 Lock is well made and maintained.

–20
Lock is well made and of a complex design with 
multiple parts.

–30 Lock is of alien manufacture or fiendishly complex.

Skill Use: 1 minute, reduced by 10 seconds for each Degree 
of Success.

SLEIGHT OF HAND (AGILITY)
Aptitudes: Agility, Knowledge
Guardsmen use the Sleight of Hand Skill for any task requiring 
a combination of deception and dexterity. Examples include 
palming small objects, picking pockets, or performing tricks. 
The GM sets the difficulty of the Test based on the size of 
the object and the intensity of observation. This is always an 
Opposed Test against the opponent’s Awareness or Scrutiny. 

The GM can call a player to use Sleight of Hand when:
•	 He attempts to steal something from the target’s pocket.
•	 He must palm evidence at a crime scene.

EXAMPLE MODIFIERS

+30 Stealing from a sleeping Ogryn.

+20 Picking an Ork’s pocket.

+10
Palming a key on a table while others are not paying 
attention to you.

+0 Picking a human’s pocket.

–10 Taking a data slate while speaking to someone.

–20 Stealing from a Departmento Munitorum station.

–30 Taking a knife from a Kroot’s belt.

Skill Use: Half Action, or Free Action with an additional 
–10 penalty. 

SCRUTINY (PERCEPTION)
Aptitudes: Perception, General
The Scrutiny Skill helps assess the people or objects a 
Guardsman encounters. The Guardsman can use Scrutiny to 
determine an individual’s truthfulness, his motives, and appraise 
his personality and temperament. It can also be used to analyse 
an object or display in detail, determining information that 
may be hidden or simply not readily apparent. 

In general, Scrutiny is used to interpret hidden emotions, 
motivations, or details unnoticeable unless subjected to a 
careful analysis. Awareness is used when trying to spot items 
or individuals. Thus, while spotting someone hidden would 
be Awareness (see page 118), telling when someone is lying 
would be Scrutiny.

The GM can call a player to use the Scrutiny Skill when:
•	 He wants to tell if someone’s lying.
•	 He wants to discern information and conclusions from a 

complex report. 
•	 He is interpreting augur or auspex readings and 

determining what they mean.

EXAMPLE MODIFIERS

+30 Judging the mood of a close friend.

+20 Judging a comrade’s mood.

+10 Judging the mood of someone you have met before. 

+0 Judging the mood of someone you haven’t met before.

–10 Judging an alien’s mood.

–20 Judging a Tech-Priest’s mood.

–30 Judging a servitor’s mood.

Skill Use: Half Action.

SPECIAL USES FOR SECURITY

This is one of the special uses for the Security Skill.

TRAPS

A character with the Security Skill can fashion and set 
traps, given enough time and raw resources. Traps can 
range from hiding a live grenade under a corpse (set to 
explode when rolled over) to elaborate spiked pits, dead 
falls, or rigged shotguns. The time, resources, and damage 
caused by these kinds of traps depends on the GMs 
discretion and the materials involved (see Chapter VI: 
Armoury and Chapter VIII: Combat for guidelines 
on weapon damage and perils). The chance that a trap 
will go off as planned or avoid the detection by its victims 
depends on the character’s Security Skill. This is either 
a Skill Test (modified depending on circumstance or 
the complexity of the trap) made secretly by the GM to 
see if it works, or an Opposed Test against the victims 
Awareness to spot the trap before it goes off.
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Aptitudes: Perception, Fieldcraft
Survival is the mastery of one’s environment away from the 
protection of dwellings, villages, or cities. A character with 
the Survival Skill can live off the land, ride beasts, and predict 
weather with only a minimum of equipment and without 
the need for resupply or support. Survival can be used to 
create primitive items such as bows or blades as well as 
basic clothing. Survival is also used to track prey (human or 
otherwise) across all kinds of terrain by following the tell-tale 
signs they leave on the environment around them. 

STEALTH (AGILITY)
Aptitudes: Agility, Fieldcraft
Stealth is the ability to remain unseen, while moving through a 
crowd, the open croplands of an agri world, or the blast craters 
of no-man’s-land. A character with the Stealth Skill can move 
silently or conceal themselves from others, either to escape 
from their foes or take them by surprise. Stealth also allows a 
character to conceal their actions when in plain sight, such as 
hiding weapons from someone searching their person.  

When Stealth is used against an opponent (such as to hide 
from a foe or shadow a target) it is an Opposed Test (see page 
31). Stealth opposes and is opposed by Awareness.

The GM can call a player to use the Stealth Skill when:
•	 He wants to scout an enemy force without being detected.
•	 He wants to sneak up on a foe and kill him quietly.
•	 He wishes to follow someone without arousing suspicion.

EXAMPLE MODIFIERS

+30 Sneaking past a sleeping enemy without waking them.

+20 Sneaking past a foe with the aid of pitch darkness.

+10 Sneaking past a tired or distracted foe.

+0 Sneaking past a guard who has no reason to be suspicious.

–10 Sneaking past a suspicious or alert foe.

–20 Sneaking past a foe with no cover available.

–30 
Sneaking past a suspicious foe with no cover in 
broad daylight.

Skill Use: Free Action as part of Movement.

SPECIAL USES FOR STEALTH

The following is a special use for Stealth. 

SHADOWING

Stealth can be used to shadow others and follow them 
unseen, either on foot, in vehicles, or even in shuttles 
and starships. On foot it might involve using physical 
cover or the press of bodies coming off mid-shift; 
in a vehicle techniques might include false turns or 
using a Cargo-8 as cover; aboard ships it can entail 
the use of asteroids or other stellar objects or busy 
space lanes around major systems. Stealth Skill Tests 
for shadowing are always Opposed Tests against the 
opponent’s Awareness. A single Stealth Skill Test is 
sufficient to follow the opponent unseen for 5 minutes 
per Degrees of Success.

SPECIAL USES FOR SURVIVAL

The following are special uses for Survival.

CRAFTING

Survival can be used to make all kinds of primitive devices from cloaks and stone buildings to spears and traps. The time, 
difficulty, and materials it takes to create these items are greatly dependent on their complexity, the kind of workshop 
the character has and their access to designs or assistance. See the Crafting sidebar on page 115 for the kinds of things 
that can be created using Survival.

TRACKING

A character can use the Survival Skill to follow the signs left by his quarry, allowing him to hunt them down. Following 
obvious tracks does not require a Skill Test, and is considered part of a character’s movement. In instances where the 
time or elements have eroded the signs or where the very environment makes seeing them difficult, such as darkness or 
fog, Survival Skill Tests are required. The modifiers for this Test depend on the condition of the traces and the tracker’s 
surroundings. A cunning or devious quarry might attempt to conceal or erase any tracks. In any case where an opponent 
has attempted to do this, make an Opposed Test made against the prey’s Stealth.

WRANGLING

Characters can tame, train, and potentially ride animals they encounter in their travels, from Spine-Hounds to the noble 
warhorse breeds. Both taming and training beasts are Extended Tests, the duration of which is determined by the 
nature and temper of the creature involved. Once an animal has been broken to its master’s will—or at least formed a 
partnership for particularly strong-willed beasts—directing it or issuing commands is a Half Action. Wild animals, or 
those trained for hostility and aggression, can have their Disposition changed by one level for every two Degrees of 
Success, up to a maximum of three levels by a Full Action use of this Skill. GMs may impose penalties for animals that 
have been particularly well trained or those with uncommon Willpower and Intelligence. Wrangling is of no use against 
cyber or psy-bonded animals, nor against any xenos with true sentience.
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an understanding of the Blessing of the Omnissiah and the 
rites of the Machine Cult than it is an actual knowledge of 
the science behind technology—in the 41st Millennium, 
however, this amounts to the same thing.

The GM can call a player to use the Tech-Use Skill when:
•	 He wants to repair a broken weapon or vehicle.
•	 He wishes to push a piece of tech beyond its normal 

capabilities.
•	 He is trying to figure out how a piece of unknown tech 

works.

EXAMPLE MODIFIERS

+30
Repairing a common device with ample parts 
available (i.e. changing the barrel of a lasgun).

+20
Repairing a device with few fine moving parts (i.e. 
carapace armour).

+10
Repairing a device with the aid of a Tech-priest or 
Mech-Servitor.

+0 Performing work on complicated devices.

–10
Repairing a severely damaged device with complex 
parts (i.e. a data slate with a bullet hole).

–20
Repairing an ancient device or fixing a device 
without all the pieces available.

–30 
Repairing an alien device or one with a machine 
spirit (i.e. a cogitator).

Skill Use: 1 minute, or more for more complex systems.

The GM can call a player to use the Survival Skill when:
•	 He wants to find food or water in a hostile environment.
•	 He wishes to start a fire with no tools.
•	 He is trying to track a foe across the depths of the underhive.

EXAMPLE MODIFIERS

+30 Tracking a bleeding foe or a Massive foe.

+20 Tracking a foe across soft dirt, ash, or mud.

+10 Tracking a foe only minutes after his passing.

+0 Tracking a foe through a forest.

–10
Tracking a foe while moving rapidly (i.e. running or 
force marching).

–20 Tracking a foe at night or during a storm.

–30 
Tracking a foe days after their passing over hard 
rock or across shallow waterways.

Skill Use: Full Action.

TECH-USE (INTELLIGENCE)
Aptitudes: Intelligence, Tech
Tech-Use is the ability to use and interact with all manner 
of mysterious technological devices as well as create them. 
A character with Tech-Use can expertly operate common 
equipment such as Vox or Pic-Casters though they might not 
understand the inner working of such things. Tech-Use can 
also be used to build basic or complex technical devices with 
the right amount of time and materials. Tech-Use is more 

SPECIAL USES FOR TECH-USE

The following are special uses for Tech-Use.

CRAFTING

Tech-Use can be used to make all kinds of technical devices from simple clockwork and steam engines to advanced 
weaponry and armour. The time, difficulty, and materials it takes to create these items are greatly dependent on their 
complexity, the kind of workshop the character has, and their access to designs or Adeptus Mechanicus knowledge. See 
the Crafting sidebar on page 115 for the kinds of things which can be created using Tech-Use.

DEMOLITIONS

Tech-Use can be used to determine the effectiveness of explosive devices, which is greatly dependent upon the 
Skill with which they are placed. Success on a Tech-Use Skill Test indicates a character has successfully planted an 
explosive charge, set with the trigger of his choice. Possible triggers are only limited by a character’s imagination, and 
can include trip wires, timers, proximity sensors, or remote activators. Failure indicates that the explosives will fail to 
go off when triggered, though the character does not know this until the time of activation. Four or more Degrees 
of Failure indicate the character has set the device off prematurely and it explodes while being set! Some tasks, such 
as rigging a building for demolition or bringing down a massive suspension bridge, require an Extended Test. The 
GM will set difficulty and duration depending on the extent of the undertaking. When placing explosives, make sure 
to note the total Degrees of Success and the die roll, as it might be used in an Opposed Test if someone attempts to 
defuse a character’s hard work.

Defusing charges also falls under the Tech-Use Skill. Make an Opposed Test against the Tech-Use Skill Test of the 
individual who set the explosives. Winning the test indicates that the bomb has been diffused. Simple failure means that 
while the charge has not been disarmed, neither has it gone off. Four or more Degrees of Failure indicate the character 
has set off the device, suffering the consequences of the explosion. Defusing multiple charges or complex trigger 
mechanisms might require an Extended Test, as determined by the GM.
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Archaeologist: Used to locate, examine, and analyze ancient 
ruins and artifacts.
Armourer: Used to design, upgrade, and forge weaponry, 
from personal arms to starship batteries.
Astrographer: Used to create two and three-dimensional 
representations of stellar locations and warp routes.
Chymist: Used to create poisons, drugs, and a wide variety 

of other compounds.
Cryptographer: Used to create or decode ciphers, 
codes, and other puzzles.
Cook: Used to cook meals and determine if 
scavenged food is edible.

Explorator: Used in the exploration of unknown 
stellar regions.

Linguist: Used to learn or decipher new languages, 
both spoken and written.

Remembrancer: Used to recount events in a variety of 
art forms, from sculpture to poetry.
Scrimshawer: Used to inscribe patterns, text, and art 
onto materials.
Shipwright: Used to design, upgrade, and create 
void-capable vessels.
Soothsayer: Used to “foretell” the future by a 
number of interpretative arts, though its effectiveness 
is suspect.
Technomat: Used to maintain and repair 
technological devices, but through rote memorization 
rather than true understanding.

Voidfarer: Used in the day-to-day operation, 
logistics, and defence of starships.

EXAMPLE MODIFIERS

+30 Making a simple product with plentiful tools.

+20
Making a more complex product, such as a 
scrimshawed design, but with good tools and 
plenty of time.

+10 Doing mediocre work quickly.

+0
Brewing a somewhat complex poison with basic 
supplies under a time limit.

–10 Constructing Good-Craftsmanship carapace armour.

–20 Constructing Good-Craftsmanship Power Armour.

–30 
Constructing or working on ancient tech-relics, such 
as Terminator armour.

Skill Use: Variable depending on task and complexity.

TRADE (INTELLIGENCE)
Aptitudes: Intelligence, General
Trade Skills allow the Guardsmen to create things, from 
contracts to starships. They can identify the work of 
particularly famous or infamous craftsmen, or recall 
information concerning items of their trade.

Trade Tests can represent the work of hours, weeks, or 
months depending on the complexity of the task at hand. 

However, Tests that involve the examination of an 
item to recall information require a Full Action.
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Chymist: Used to create poisons, drugs, and a wide variety 
of other compounds.
Cryptographer: Used to create or decode ciphers, 
codes, and other puzzles.
Cook: Used to cook meals and determine if 
scavenged food is edible.

Explorator: Used in the exploration of unknown 
stellar regions.

Linguist: Used to learn or decipher new languages, 
both spoken and written.

Remembrancer: Used to recount events in a variety of 
art forms, from sculpture to poetry.
Scrimshawer: Used to inscribe patterns, text, and art 
onto materials.
Shipwright: Used to design, upgrade, and create 
void-capable vessels.
Soothsayer: Used to “foretell” the future by a 
number of interpretative arts, though its effectiveness 
is suspect.
Technomat: Used to maintain and repair 
technological devices, but through rote memorization 
rather than true understanding.

Voidfarer: Used in the day-to-day operation, 
logistics, and defence of starships.

EXAMPLE MODIFIER

+30 Making a simple product with plentiful tools.

+20
Making a more complex product, such as a 
scrimshawed design, but with good tools and 
plenty of time.

+10 Doing mediocre work quickly.

+0
Brewing a somewhat complex poison with basic 
supplies under a time limit.

–10 Constructing Good-Craftsmanship carapace armour.

–20 Constructing Good-Craftsmanship Power Armour.

–30 
Constructing or working on ancient tech-relics, such 
as Terminator armour.

Skill Use: Variable depending on task and complexity.

information concerning items of their trade.
Trade Tests can represent the work of hours, weeks, or 

months depending on the complexity of the task at hand. 
However, Tests that involve the examination of an 
item to recall information require a Full Action.
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without taking harm, or predicts the future using cold hard 
logic he is using Talents. On the harsh battlefields of the 
41st Millennium, the right Talents can make the difference 
between a glorious victory for the Imperium or a crushing 
defeat at the hands of the enemies of man.

USING TALENTS
Talents differ from skills in that a player usually does not need 
to use an Action or Test to utilise the ability. They are always 
in effect, and many Talents give bonuses to Tests or allow 
Actions not available to the common man. In essence, once a 
character has a Talent, its benefits will always be applied to 
their Actions unless specifically noted otherwise.

GAINING TALENTS
Talents represent a myriad of special abilities for characters, 
reflecting their skill at arms, specific relationships and 
reputations they might have, or any number of other things 
that make them better than the average inhabitant of the 
41st Millennium. Just like Skills, a character will start play 
with a number of Talents depending on their regiment 
and speciality (see Chapter III: Character Creation), 
and then acquire more as they improve during play by 
spending Experience Points. The amount of Experience 
Points required to purchase a Talent depends on its tier and 
which Aptitudes a character has, as detailed on page 103 
in Chapter III: Character Creation.

Chapter V: 
Talents and 

Traits
To survive and triumph on the battlefields of the 

Imperium requires truly exceptional individuals; men 
and women who stand head-and-shoulder above their 

peers to lead the Emperor’s armies into glorious battle. It is 
not enough to merely know how to fire a lasgun or command 
a squad to charge into battle; a true commander must rise 
above the rank-and-file, showing himself to be unique and 
exceptional. This is the role that Talents play within ONLY 
WAR, marking the player characters as individuals amongst 
the endless ranks of the Imperial Guard.

 Talents are special abilities and proficiencies that a 
character possesses either through their intrinsic nature or 
through the application of constant use and experience. 
This is in contrast to Skills which represent abilities gained 

by learning or training. A Talent is an ability which a 
character is either capable of or is not, whereas a Skill 

is something that they can be better at by degrees. 
When a character deflects an impossible blow with 

his power sword, falls from an extreme height 
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cost. In addition, higher tier Talents are more likely to have 
prerequisites than lower tier Talents. 

When selecting Talents, a character can choose any 
Talent from any tier. However, he should be mindful that 
some Talents have prerequisites. A character must meet 
the prerequisites before he takes the Talent. 

TALENT TIERS AND CATEGORIES
Not all Talents are created equal, and some are unashamedly 
better than others. For this reason all Talents are divided into 
three levels, or tiers, rated one to three, with one being the 
weakest and three being the most powerful. Tiers primarily 
exist to price Talents, as higher tier Talents have a greater 

Table 5–1: Tier 1 Talents
Talent Prerequisites Aptitude 1 Aptitude 2 Benefit
Air of AuthorityAir of Authority Fel 30Fel 30 FellowshipFellowship LeadershipLeadership Affect more targets with Command.Affect more targets with Command.

Ambidextrous Ag 30 Weapon Skill Ballistic Skill
Use either hand equally well—reduce penalties for using 
two weapons.

Berserk Charge — Strength Offence Gain an extra bonus to hit when charging.

Blind Fighting Per 30 Perception Fieldcraft Suffer half usual penalties for obscured vision.

Catfall Ag 30 Agility Fieldcraft Reduce falling damage.

Cold Hearted — Willpower Defence Immune to Seduction, resistant to Charm.

Combat Formation Int 40 Leadership Fieldcraft Use intelligence bonus for Initiative.

Combat Sense Per 30 Perception Fieldcraft Use Per bonus instead of Ag bonus for Initiative.

Deadeye Shot BS 30 Ballistic Skill Finesse Reduce penalties for ranged called shots.

Die Hard WP 40 Willpower Defence Improves chances of surviving Blood Loss. 

Disarm Ag 30 Weapon Skill Defence Force opponent to drop weapon.

Disturbing Voice — Fellowship Social +10 to Intimidate, –10 to Charm.

Double Team — General Offence Gain additional +10 for outnumbering opponent.

Enemy — General Social An organization or group particularly despises the character.

Ferric Summons
Ferric Lure Implants, 
Mechanicus Implants

Willpower Tech Can summon larger metallic objects.

Frenzy — Strength Offence Enter psychotic rage to gain combat bonuses.

Heightened Senses† — Perception Fieldcraft Gain +10 bonus to particular sense.

Iron Jaw T 40 Toughness Defence Test Toughness to overcome Stunning.

Jaded WP 40 Willpower Defence Ignore mundane horrors.

Leap Up Ag 30 Agility General Stand as a Free Action.

Light Sleeper Per 30 Perception Fieldcraft Count as awake even when sleeping.

Lightning Reflexes — Agility Fieldcraft Roll twice and take the highest for Initiative rolls.

Meditation — Willpower Knowledge Character may enter a trance to ignore Fatigue.

Mimic — Fellowship Social Character can copy voices.

Orthoproxy — Willpower Tech +20 bonus to resist mind control or interrogation.

Peer Fel 30 Fellowship Social Character has good reputation amongst chosen group.

Polyglot Int 40, Fel 30 Intelligence Social Character has innate grasp of languages.

Psychic Power† Psyker Willpower Psyker May take one psychic power.

Quick Draw — Agility Finesse Draw weapon as Free Action.

Radiant Presence Fel 40 Fellowship Leadership Character has an inspiring aura.

Rapid Reload — Agility Fieldcraft Reduce reload time.

Resistance† — Toughness Defence Gain +10 bonus to particular resistance Test.

Sound Constitution — Toughness General Gain an additional Wound.

Street Fighting WS 30 Weapon Skill Offence Add half WS to Critical Damage.

Sure Strike WS 30 Weapon Skill Finesse Reduce penalties for melee Called Shots.

Takedown — Weapon Skill Offence Make special attack to stun opponent.

Technical Knock Int 30 Intelligence Tech Un-jam gun as Half Action.

Total Recall Int 30 Intelligence Knowledge Character can remember trivial facts and minor details.

Unarmed Warrior WS 35, Ag 35 Strength Offence Improves unarmed attacks.

Unremarkable — General Social Character is easily forgettable.

Warp Sense
Psy Rating, 
Psyniscience, Per 30

Perception Psyker Allows Psyniscience Test as Free Action.

Weapon-Tech Tech Use +10, Int 40 Intelligence Tech Increase potency of advanced weaponry.

Weapon Training† — General Finesse Use Weapon Group without penalty.

†Denotes Specialist Talent.
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Table 5–2: Tier 2 Talents
TalentTalent PrerequisitesPrerequisites Aptitude 1Aptitude 1 Aptitude 2Aptitude 2 BenefitBenefit

Armour-Monger
Int 35, Tech-Use, Trade 
(Armourer)

Intelligence Tech Increase the efficacy of physical armour.

Battle Rage Frenzy Strength Defence Parry while frenzied.

Bulging Biceps S 45 Strength Offence Remove bracing requirement from certain weapons.

Combat Master WS 30 Weapon Skill Defence
Opponents get no bonus for outnumbering the 
character.

Counter Attack WS 40 Weapon Skill Defence May attack after successful Parry.

Crack Shot BS 50 Ballistic Skill Finesse Add +2 to ranged Crit Damage.

Crippling Strike WS 50 Weapon Skill Finesse Add +2 to melee Crit Damage.

Deflect Shot Ag 50 Weapon Skill Defence Add WS Bonus to AP against Primitive ranged attacks.

Exotic Weapon 
Training

— Intelligence Finesse Gain proficiency with one exotic weapon.

Foresight Int 30 Intelligence Knowledge Contemplate to gain +10 bonus to next Test.

Furious Assault WS 35 Weapon Skill Offence On a successful WS Test, gain a free second attack.

Hard Target Ag 40 Agility Defence –20 to hit character when he Charges or Runs.

Hardy T 40 Toughness Defence Character always heals as if lightly wounded.

Hatred† — Weapon Skill Social Gain +10 bonus to attack hated creatures.

Hip Shooting BS 40, Ag 40 Ballistic Skill Finesse Characters may shoot when moving.

Hotshot Pilot Ag 40, Operate (any) Agility Fieldcraft Character can drive or fly anything.

Independent 
Targeting

BS 40 Ballistic Skill Finesse Fire at multiple targets more than 10 metres apart.

Inspire Wrath Air of Authority Fellowship Leadership Inspire crowd to hatred and anger.

Iron Discipline Fel 30 Fellowship Leadership Comrades resist Pinning and Fear.

Killing Strike WS 50 Weapon Skill Offence Spend Fate Point to make melee attacks unavoidable.

Luminen Shock
Luminen Capacitors, 
Mechanicus Implants

Weapon Skill Tech Character can discharge energy in melee attack.

Maglev 
Transcendence

Maglev Coils/
Mechanicus Implants

Intelligence Tech Character can hover for longer periods of time.

Marksman BS 35 Ballistic Skill Finesse No penalties for firing at long or extreme range.

Mechadendrite Use† Mechanicus Implants Intelligence Tech Gain ability to use certain Mechadendrites.

Munitorum 
Influence

— Fellowship Social +5 Bonus to Squad Logistics Rating.

Nerves of Steel — Willpower Defence Reroll Pinning Tests.

Paranoia — Perception Fieldcraft Character is always alert for danger.

Precise Blow WS 40, Sure Strike Weapon Skill Finesse Reduce penalty for melee called shots.

Prosanguine
Autosanguine Implant, 
Mechanicus Implants

Toughness Tech Test to heal 1d5 Damage.

Rapid Reaction Ag 40 Agility Fieldcraft Test Ag to ignore surprise.

Sharpshooter BS 40, Deadeye Shot Ballistic Skill Finesse Decrease penalty for ranged called shots.

Strong Minded
WP 30, Resistance 
(Psychic Powers)

Willpower Defence May reroll failed WP Tests to resist Psychic Powers.

Storm of Iron
BS 45, Weapon 
Training (any one 
ranged)

Ballistic Skill Offence
Allocate extra full-auto and semi-auto hits to additional 
targets within five metres.

Swift Attack WS 30 Weapon Skill Finesse May make multiple melee attacks.

Two-Weapon 
Wielder† —

Weapon Skill/
Ballistic Skill

Finesse May fight with two weapons.

Unarmed Master
WS 45, Ag 40, 
Unarmed Warrior

Strength Offence Deadly fighter while unarmed.

Unshakable Faith WP 35 Willpower Defence May reroll failed Fear Tests.

Warp Conduit
Psy Rating, Strong 
Minded, WP 50

Willpower Psyker Spend Fate Point to get +1d5 to Psy Rating.

Whirlwind of 
Death

WS 40 Weapon Skill Finesse Make one attack for each melee opponent.

†Denotes Specialist Talent.
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specifically listed in the Peer specialisations, a character could 
still choose them with the approval of the GM.

TALENT PREREQUISITES
Several Talents require the Player Character to possess a 
prerequisite before their selection. This represents a certain innate 
ability level required to employ specific Talents, or a Skill or other 
Talent necessary to access more advanced capabilities. These 
prerequisites may take the form of Skills, Talents, Aptitudes, 
Characteristic scores, or even special abilities. 

SPECIALIST TALENTS
Several Talents are not one Talent but many, and require a 
character to select a specific specialisation when taking the 
Talent. Thus, when selecting the Peer Talent, a character 
would also choose a specific group or organization from 
those listed within the description, such as Peer (Schola 
Progenium). Each time a character gains the Talent, they are 
in effect taking a new Talent, and must choose a different 
specialisation, so the next time a character selected Peer he 
might opt for Peer (Adeptus Mechanicus). In many cases, 
group listings are representative as opposed to all inclusive, 
so even though groups like the Valhalan Ice Warriors are not 

Table 5–3: Tier 3 Talents
TalentTalent PrerequisitesPrerequisites Aptitude 1Aptitude 1 Aptitude 2Aptitude 2 BenefitBenefit

Arms Master
WS 40, BS 40, Weapon 
Training (any two)

Weapon Skill Ballistic Skill Less penalty for using weapons untrained.

Assassin Strike Ag 40, Acrobatics Weapon Skill Fieldcraft After making melee attack, test Acrobatics to move.After making melee attack, test Acrobatics to move.

Bastion of Iron Will
Psy Rating, Strong Minded, 
WP 40

Willpower Psyker
Gain bonus to Opposed Tests when defending Gain bonus to Opposed Tests when defending 
against psychic powers.

Blademaster
WS 30, Weapon Training 
(any melee)

Weapon Skill Finesse Reroll missed attack, once per Round.

Blade Dancer
WS 40, Two-Weapon 
Wielder (Melee)

Weapon Skill Finesse 
Reduced penalties for fighting with two melee Reduced penalties for fighting with two melee 
weapons.

Crushing Blow WS 40 Weapon Skill Offence Add half WS Bonus to Damage inflicted in melee.Add half WS Bonus to Damage inflicted in melee.

Eye of Vengeance BS 50 Ballistic Skill Offence Adds Damage and Pen to ranged attack.

Favoured by the Warp WP 35 Willpower Psyker Roll twice for Psychic Phenomena and choose.Roll twice for Psychic Phenomena and choose.

Fearless Nerves of Steel Willpower Defence Immune to Fear and Pinning.

Gunslinger
BS 40, Two-Weapon Wielder 
(Ballistic)

Ballistic Skill Finesse Reduce penalties for fighting with two pistols.Reduce penalties for fighting with two pistols.

Hammer Blow Crushing Blow Strength Offence Make a thunderous strike with a melee weapon.Make a thunderous strike with a melee weapon.

Infused Knowledge Int 40, Lore (any one) Intelligence Knowledge Know a little bit about everything.

Into the Jaws of Hell Iron Discipline, Fel 50 Fellowship Leadership Comrades ignore Fear and Pinning.

Lasgun Barrage Weapon Training (Las), BS 40 Ballistic Skill Offence Additional DoS when firing Las weapons.

Lightning Attack Swift Attack Weapon Skill Finesse 
Character may make many melee attacks with 
single roll.

Luminen Blast
Luminen Shock, Luminen 
Capacitors, Mechanicus Implants

Ballistic Skill Tech May discharge stored energy as a ranged attack.May discharge stored energy as a ranged attack.

Master Chirurgeon Medicae +10 Intelligence Fieldcraft Perform advanced medical procedures.

Master Enginseer
Tech-Use +20, 
Mechanicus Implants

Intelligence Tech
Gain +10 to Tech-Use Tests, and spend Fate Points Gain +10 to Tech-Use Tests, and spend Fate Points 
to automatically succeed on Tech-Use Tests.

Master Orator Inspire Wrath Fellowship Leadership Affect larger groups with Charm and Intimidate.Affect larger groups with Charm and Intimidate.

Mastery† Rank 4 in Selected Skill Intelligence Knowledge May spend Fate Point to succeed on Test.

Mighty Shot BS 40 Ballistic Skill Offence Add half BS Bonus to ranged Damage rolls.

Never Die WP 50, T 50 Toughness Defence
Ignore penalties from Critical Damage by 
spending Fate Point.

Preternatural Speed WS 40, Ag 50 Agility Offence Double speed when charging.

Sidearm
WS 40, BS 40, Two-Weapon 
Wielder (Ballistic, Melee)

Weapon Skill Ballistic Skill
Reduce penalties for fighting with pistol and 
melee weapon.

Sprint — Agility Fieldcraft Move more quickly in combat.

Step Aside Agility 40, Dodge or Parry Agility Defence May make additional Dodge or Parry attempt.May make additional Dodge or Parry attempt.

Target Selection BS 50 Ballistic Skill Finesse May shoot into melee without penalty.

Thunder Charge S 50 Strength Offence Break enemies with armoured charge.

True Grit T 40 Toughness Defence Reduce Critical Damage taken.

Warp Lock
Psy Rating, Strong Minded, 
WP 50

Willpower Psyker Ignore Psychic Phenomenon once per session.Ignore Psychic Phenomenon once per session.

†Denotes Specialist Talent.
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he is untrained in, he only suffers a –10 penalty, rather than a 
–20. The only exception to Arms Master are exotic weapons, 
which are so unusual or rare that they always require their 
own weapon training Talents to use without penalty, and gain 
no bonus when combined with this Talent.

ASSASSIN STRIKE
Tier: 3
Prerequisite: Agility 40, Acrobatics
Aptitudes: Weapon Skill, Fieldcraft
The character’s natural agility and graceful martial form turn 
him into a dervish of death on the battlefield. After making 
a melee attack, a successful Acrobatics Skill Test allows the 
character to move at half rate as a Free Action. The character’s 
opponent does not receive a free attack resulting from this 
move. The character may only make this move once per Round.

BASTION OF IRON WILL
Tier: 3
Prerequisite: Psy Rating, Strong Minded, Willpower 40
Aptitudes: Willpower, Psyker
The character’s sheer willpower and psychic focus have 
become one and the same over years of practice and training, 
such that their combined use is second nature. The character 
adds 5 x his Psy Rating to any Opposed Test involving 
defending against Psychic Powers.

Talents
Below is a listing of the Talents available to characters, 

presented on the previous three tables (divided by tier) 
along with a brief description. The full explanation of 

each Talent is then listed after these tables alphabetically.

AIR OF AUTHORITY
Tier: 1
Prerequisite: Fellowship 30
Aptitudes: Fellowship, Leadership
The character was born to command, either motivating or 
terrifying those under their charge. When making Command 
Skill Tests, the character may affect a number of targets equal 
to 100 times their Fellowship Bonus rather than just 10. If 
the character is giving an Order to his Squad, the order’s 
range is increased by 100 metres. This Talent has no effect on 
hostile targets and only affects NPCs.

AMBIDEXTROUS
Tier: 1
Prerequisite: Agility 30
Aptitudes: Weapon Skill, Ballistic Skill
This Talent does not represent true ambidexterity so much as 
sufficient training with both hands to make the distinction 
moot. The character may use either hand equally well for any 
task, and does not suffer the –20 penalty for actions using their 
off hand. 
Special: When combined with Two-Weapon Wielder Talent, 
the penalty for making attacks with both weapons in the 
same Turn drops to –10. 

ARMOUR-MONGER
Tier: 2
Prerequisite: Intelligence 35, Tech-Use, Trade (Armourer)
Aptitudes: Intelligence, Tech
The character is a skilled armourer and constantly tinkers and 
improves his armour or keeps it in pristine shape by repairing 
the slightest damage it sustains. With years of training, the 
character has even learned to enhance the protection afforded 
by his armour and how to use it to its optimum. The character 
increases the Armour Points of any armour he wears by 1 
on all locations it would normally cover, as long as he has at 
least an hour each day to clean and repair it or make minor 
modifications. This bonus applies only to armour when worn 
by the character, as it combines his training as much as his 
skill at armoury.

ARMS MASTER
Tier: 3
Prerequisite: Weapon Skill 40, Ballistic Skill 40, Weapon 
Training (any two)

Aptitudes: Weapon Skill, Ballistic Skill
The character is a true master of weapons and there is 

practically nothing he cannot pick up and use with 
ease, from autoguns to plasma pistol or chainswords 

to shock mauls. When the character uses a weapon 
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BULGING BICEPS
Tier: 2
Prerequisite: Strength 45
Aptitudes: Strength, Offence
Whereas a weaker man might be sent flying by the recoil 
of a heavy weapon, this character’s strong physique allows 
him to remain standing. The character can fire heavy weapons 
using Semi-Auto Burst or Full Auto Burst without bracing, 
and he does not suffer the –30 penalty for failing to brace. 
In addition, whenever the character uses the Athletics Heft 
Special Skill Use (see page 117) he may add +20 to his 
Athletics Skill Test to reflect his massive muscles. 

CATFALL
Tier: 1
Prerequisite: Agility 30
Aptitudes: Agility, Fieldcraft
Gymnastic ability and natural balance enables the character to 
fall great distances without harm. The character automatically 
reduces the distance of all falls by a number of metres equal to 
his Agility Bonus, ignoring this distance as if it did not exist. 
In addition, the character adds +20 to their Acrobatics Skill 
Tests when using the Jump Special Skill Use as it pertains to 
reducing Damage from falling.

COLD HEARTED
Tier: 1
Prerequisite: None
Aptitudes: Willpower, Defence
Either chemical and surgical treatments or sheer will has 
rendered the character immune to most mundane temptations. 
Seduction attempts against him automatically fail and Charm 
Tests increase their Difficulty by one level. Taking this Talent 
causes one Insanity Point.

COMBAT FORMATION
Tier: 1
Prerequisite: Intelligence 40
Aptitudes: Leadership, Fieldcraft
The character makes sure the Squad is constantly alert 
and prepared for danger, planning out their actions for 
many contingencies if attacked. All members of the Squad 
(including the character) add +1 to their Initiative rolls. Any 
member of the Squad may also choose to use the Intelligence 
Bonus of this character for their Initiative roll rather than 
their own Agility Bonus.

COMBAT MASTER
Tier: 2
Prerequisite: Weapon Skill 30
Aptitudes: Weapon Skill, Defence
The character’s weapon seems to be everywhere at once, 
keeping many more opponents at bay in close combat than 
would seem possible. Opponents fighting the character in 
hand-to-hand combat gain no bonuses for Ganging Up 
(see page 253).

BATTLE RAGE
Tier: 2
Prerequisite: Frenzy
Aptitudes: Strength, Defence
Long experience and indomitable will have allowed the 
character to master the beast within, directing its rage while 
keeping his head, despite the howling bloodlust in his mind. 
The character may Parry while Frenzied. In addition, such is 
the character’s control, he may re-roll a failed roll to snap out 
of Frenzy or resist entering Frenzy if he so chooses.

BERSERK CHARGE
Tier: 1
Prerequisite: None
Aptitudes: Strength, Offence
The character has learned to put the whole force of their 
momentum behind their weapon blows and when the 
character charges into combat, few can stand before them. If 
the character uses the Charge Action, his Weapon Skill Test is 
Easy (+30) instead of Routine (+20).

BLADEMASTER
Tier: 3
Prerequisite: Weapon Skill 30, Weapon Training (any melee)
Aptitudes: Weapon Skill, Finesse
The character’s mastery of bladed weapons and their martial 
disciplines has no peer. When attacking with any bladed 
weapon, including chainswords, axes, and power swords, the 
character may re-roll one missed attack per Round.

BLADE DANCER
Tier: 3
Prerequisite: Weapon Skill 40, Two Weapon Wielder (Melee)
Aptitudes: Weapon Skill, Finesse
The character has mastered the difficult ability to wield a blade or 
other melee weapon in either hand, making expert simultaneous 
attacks as they weave a deadly pattern of steel. When armed with 
two single-handed melee weapons with the Balanced Quality, 
the character reduces the penalties for Two-Weapon Fighting 
(see page 252) by 10 (so –20 would drop to –10). If taken with 
the Ambidextrous Talent, this drops the penalty to +0. 

BLIND FIGHTING
Tier: 1
Prerequisite: Perception 30
Aptitudes: Perception, Fieldcraft
Years of practice and development of other senses allows 
the character to fight in close combat without the benefit of 
sight. This Talent reduces all penalties for fighting with a 
melee weapon while suffering from obscured vision by half 
(rounded up), permitting the character to fight in fog, smoke, 
or darkness more effectively. See (see page 253) for a full 
list of attack penalties based on lighting and vision. Note this 
Talent only improves a character’s chances to hit with melee 
weapons and has no effect on ranged weapon attacks.
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DEADEYE SHOT
Tier: 1
Prerequisite: Ballistic Skill 30
Aptitudes: Ballistic Skill, Finesse
The character’s rock-steady hand and hawk-like eyesight 
make him a dreaded marksman. No target, however agile 
or small, can escape his crosshairs. When making a Called 
Shot (see page 244) ranged attack, the character reduces the 
penalty by 10 (so a –20 becomes a –10 instead).

DEFLECT SHOT
Tier: 2
Prerequisite: Agility 50
Aptitudes: Weapon Skill, Defence
The character’s weapons move with such speed that they 
can deflect thrown weapons and shots fired from primitive 
weapons. When the character is armed with a readied melee 
weapon, they add their Weapon Skill Bonus to their Armour 
Points on all locations (even unarmoured locations) when 
calculating Damage from hits from ranged weapons with the 
Primitive Special Quality or Thrown weapons.

DIE HARD
Tier: 1
Prerequisite: Willpower 40
Aptitudes: Willpower, Defence
Through either willpower or sheer stubbornness, the character 
refuses to die. When he suffers from blood loss, he may roll 
twice to avoid death.

DISARM
Tier: 1
Prerequisite: Agility 30
Aptitudes: Weapon Skill, Defence
The character can wrest weapons from their opponent’s 
hands through practised technique or brute force. If in close 
combat, the character may use a Full Action to disarm his foe 
by making an Opposed Weapon Skill Test. If the character 
wins the Test, the enemy drops his weapon at his feet. Should 
the character obtain three or more Degrees of Success, he 
may take the enemy’s weapon from him.

DISTURBING VOICE 
Tier: 1
Prerequisite: None
Aptitudes: Fellowship, Social
The character’s voice has particularly baleful or menacing 
qualities, causing others to quail before it. The character 
gains a +10 bonus to all Intimidate Skill Tests, but suffers 
a –10 penalty to Fellowship Tests when dealing with others 
in a non-threatening manner, such as animals, children, or 
the easily startled. In addition, the character is more adept as 
instilling fear in his followers and when using the Command 
Terrify Special Skill Use (see page 119), and adds +10 to his 
Command Skill Test to counter the effects of Fear.

COMBAT SENSE
Tier: 1
Prerequisite: Perception 30
Aptitudes: Perception, Fieldcraft
The character has the ability to consciously recognise the 
proddings of his subconscious as it reacts to his preternaturally 
sharp senses, giving him an edge that mere speed cannot 
match. The character may use his Perception Bonus in place 
of their Agility Bonus when rolling Initiative.

COUNTER ATTACK
Tier: 2
Prerequisite: Weapon Skill 40
Aptitudes: Weapon Skill, Defence
The character’s lightning ripostes are things of deadly beauty; 
swift and invisible as the wind. After successfully Parrying an 
opponent’s attack, the character may immediately make an 
attack against that opponent using the weapon with which 
they parried as a Free Action, even though it is not their Turn. 
This attack suffers a –20 penalty and may not be combined 
with any ability which allows more than one hit or attack 
such as Lighting Attack or Two-Weapon Fighting. This 
ability may only be used once per Turn, even if the character 
makes more than one Parry attempt.

CRACK SHOT
Tier: 2
Prerequisite: Ballistic Skill 50
Aptitudes: Ballistic Skill, Finesse
The character can place his shots where they will inflict more 
harm, such as at creases, gaps, or joints in armour. When the 
character’s ranged attack causes Critical Damage, add +2 to 
the Damage result.

CRIPPLING STRIKE
Tier: 2
Prerequisite: Weapon Skill 50
Aptitudes: Weapon Skill, Finesse
The character can land their blows precisely where they will 
inflict the most harm, cutting into seams or hammering at 
weak points. When the character’s melee attack causes Critical 
Damage, add +2 to the Damage result.

CRUSHING BLOW
Tier: 3
Prerequisite: Weapon Skill 40
Aptitudes: Weapon Skill, Offence
The character has the ability to focus their entire body into 
close combat attacks. The character adds half their Weapon 
Skill Bonus rounded down to Damage they inflict in melee.
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Unlike other Talents, this Talent does not cost any 
experience points to purchase and cannot be taken as an 
advance. Instead the GM and player may agree to award 
this Talent when appropriate to the adventure or campaign. 
This Talent can be removed with an Elite Advance and the 
approval of the GM, if the character has redeemed himself 
with the group in question.

This Talent may be awarded multiple times for the same 
group, in which case it should be listed as Enemy (X), with X 
equalling the number of times the Talent has been awarded. 
This can be used to represent groups who particularly hate 
the character and want to see him dead. In game terms, the 
penalty to Fellowship Tests increases to –10 times X, with X 
being the number of times the Talent has been awarded.

EXOTIC WEAPON TRAINING
Tier: 2
Prerequisite: None
Specialisations: (each single exotic weapon)
Aptitudes: Intelligence, Finesse
The character is trained to use a particularly obscure type of 
weapon, allowing them to use armaments few others have 
ever seen. Weapons requiring this unique Talent are noted in 
their armoury descriptions. When a character attempts to use 
a weapon for which he does not have the correct Weapon 
Training Talent, he suffers a –20 penalty to any relevant 
Weapon Skill or Ballistic Skill Test. Unlike other kinds 
of weapons training, this Talent applies only to a single 
weapon and not a class of weapons.

DOUBLE TEAM
Tier: 1
Prerequisite: None
Aptitudes: General, Offence
The character has experience of fighting in paired teams that 
work together to take down their enemies. When ganging up 
on an opponent, the character gains an additional +10 bonus 
to Weapon Skill Tests. If both the characters that outnumber the 
enemy have this Talent then both gain an additional +10 bonus, 
for a total of +20. This bonus is in addition to the normal bonus 
gained from Ganging Up on an opponent (see page 253).

ENEMY 
Tier: 1
Prerequisite: None
Specialisations: Adeptus Arbites, Adeptus Astra Telepathica, 
Adeptus Astartes, Adeptus Mechanicus, Adepta Sororitas, Adeptus 
Titanicus, Administratum, Astropaths, Dark Mechanicus, Daemon 
Prince, Ecclesiarchy, Chartist Captains, Heretical Cult, Imperial 
Navy, Inquisition, Navigators, Officio Assassinorum, Planetary 
Defence Force, Planetary Governors or Warlords, Rogue Traders, 
Schola Progenium, Scholastica Psykana, Traitor Legions
Aptitudes: General, Social
The opposite of Peer; the character is particularly despised 
and possibly hunted by a specific social group or organisation. 
The character suffers an additional –10 penalty to Fellowship 
Tests when dealing with this group, and the GM may use 
them to complicate his life from time to time.

POWERS WITHIN AND WITHOUT

The Spinward Front is a complex warfront, where many different multi-facetted factions vie for power. The Imperium 
alone is a vast machine made up of many divisions and sub-divisions of authority, power, and responsibility. In addition to 
the many layers of organisation within the Imperium, there are countless more that exist outside the official architecture 
of power, or only within particular locales.
Administratum: The vast bureaucracy of the Imperium that administers its domains.
Adeptus Arbites: The keepers of Imperial law and enforcers of loyalty to the Golden Throne. 
Adeptus Astartes: The genetically enhanced, power armour clad angels of death.
Astra Telepathica: The organisation that trains and sanctions Imperial Psykers.
Adeptus Mechanicus: The Tech-priests who are the preservers and fabricators of technology.
Adepta Sororitas: The female holy orders who include the Sisters of Battle.
Adeptus Titanicus: The Titan Legions whose vast war machines shake planets when they walk.
Astropaths: The telepaths who unite the Imperium through telepathic communication.
Chartist Captains: The masters of space craft who voyage within the bounds of the Imperium.
Ecclesiarchy: The keepers of faith in the Emperor’s divinity.
Heretical Cults: The many heretical cults operating in the Spinward Front and Calixis Sector.
Imperial Guard: The Imperium’s vast armies of men and women.
Imperial Navy: The forces of warships that defend the worlds of the Imperium.
Inquisition: The secretive protectors of the Emperor’s dominion.
Navigators: The mutants whose abilities allow starships to pass through the warp.
Officio Assassinorum: The secret bringers of death.
Planetary Defence Force: The military forces raised on planets to defend against invaders.
Rogue Trader: One of those who voyage beyond the bounds of the Imperium. 
Schola Progenium: The schools that teach orphans of Imperial officials.
Scholastica Psykana: The organisation that trains and sanctions Imperial Psykers.
Traitor Legions: Fallen brothers of the Adeptus Astartes filled with hate and dark purpose.
Warlords: Leaders who have fallen from the light of the Imperium, ranging from planetary masters to petty chieftains.
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FRENZY
Tier: 1
Prerequisite: None
Aptitudes: Strength, Offence
The character’s temper and passion boil just below the 
surface of his psyche, mostly held in check by his rational 
mind, but easily released when needed. If the character 
spends one full Round fuelling his anger—by flagellation, 
drugs, or other means—on the next Round he goes into an 
uncontrolled rage, gaining a +10 bonus to Weapon Skill, 
Strength, Toughness, and Willpower, but suffering a –20 
penalty to Ballistic Skill, Intelligence, and Fellowship—note 
that Characteristic penalties are different from Characteristic 
Damage (see page 188), and cannot reduce a Characteristic 
below 1. While Frenzied, the character must attack the nearest 
enemy in melee combat if possible. If he is not engaged with 
the nearest enemy, he must move towards that enemy and 
engage it if possible. The character will not take obviously 
suicidal actions such as leaping off a building in order to 
engage someone on the ground, but he will take any actions 
that have a reasonable opportunity to engage in melee with 
the nearest enemy. 

While Frenzied, he is immune to Fear, Pinning, stunning 
effects, the effects of Fatigue, and he may not Parry, retreat, 
or flee. He remains Frenzied for the duration of the combat. 
Characters may not use psychic powers while Frenzied. After 
combat ends, or if there are no more eligible enemy targets 
for the character to attack, he can make a Willpower Test to 
snap out of his Frenzy. If he fails, he must continue to attack, 
favouring NPCs over PCs. Each successive Round, however, 
he may make another Willpower Test, with a cumulative +10 
bonus to return to a stable state of mind and come out of 
Frenzy. After Frenzying, a character may not Frenzy again for 
at least an hour as he recovers his mental and physical strength.

FURIOUS ASSAULT
Tier: 2
Prerequisite: Weapon Skill 35
Aptitudes: Weapon Skill, Offence
The character’s speed and martial prowess allow him to 
land several blows where lesser combatants land one. If the 
character successfully hits his target using the All Out Attack 
Action, they may spend their Reaction (and thus cannot Parry 
or Dodge until their next Turn) to make an additional Attack 
using the same bonuses or penalties as the original attack.

GUNSLINGER
Tier: 3
Prerequisite: Ballistic Skill 40, Two-Weapon Wielder (Ranged)
Aptitudes: Ballistic Skill, Finesse
The character has trained with pistols for so long that they are 
like extensions of their own body, barely requiring conscious 
thought to aim and fire. When armed with two pistol class 
weapons that he can use single handedly, the character 
reduces the penalty for Two-Weapon Fighting by 10 (so –20 
would drop to –10). If taken with the Ambidextrous Talent, 
this drops the penalty to +0.

EYE OF VENGEANCE
Tier: 3
Prerequisite: Ballistic Skill 50
Aptitudes: Ballistic Skill, Offence
The character can focus their intent on where it is likely to 
do most damage to their enemy and then strike them down 
with a single shot. Before making a ranged Standard Attack 
Action, the character may spend a Fate Point. If he does so, his 
attack deals +X Damage and gains +X Pen, where X equals 
the number of Degrees of Success scored on the attack roll.

FAVOURED BY THE WARP
Tier: 3
Prerequisite: Willpower 35
Aptitudes: Willpower, Psyker
Whenever a Power Roll results in Psychic Phenomena, the 
character may roll one additional time on that table and 
take the more favourable result. Perils of the Warp affect 
him as normal.

FEARLESS
Tier: 3
Prerequisite: Nerves of Steel
Aptitudes: Willpower, Defence
Through hard experience with horrifying situations, fear no 
longer commands the character’s actions. The character is 
immune to the effects of Fear and Pinning, but disengaging 
from combat or backing down from a fight is difficult 
for them to stomach, and as such requires a successful 
Willpower Test.

FERRIC SUMMONS
Tier: 1
Prerequisite: Ferric Lure Implants, Mechanicus Implants
Aptitudes: Willpower, Tech
The character can call an unsecured metal object to his hand as 
with Ferric Lure Implants (see page 206). He may summon 
objects of up to 2 kilograms per point of his Willpower Bonus 
and may summon objects up to 40 metres distant. 

FORESIGHT
Tier: 2
Prerequisite: Intelligence 30
Aptitudes: Intelligence, Knowledge
Logic and analysis do for the character what animal entrails 
and the bones claim to do for the superstitious masses. By 
careful consideration of all the possible consequences and 
examination of all evidence and information, the character 
can identify the best path for success. By spending ten 
minutes studying or analysing a problem, the character gains 
a +10 bonus to his next Intelligence Test or a Skill Test based 
on Intelligence.
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HARDY
Tier: 2
Prerequisite: Toughness 40
Aptitudes: Toughness, Defence
The character’s constitution rebounds quickly from shock 
or injury. When undergoing medical treatment or healing 
from injuries, the character always recovers Damage as if 
lightly wounded regardless of the level of Damage they 
have sustained. 

HATRED
Tier: 2
Prerequisite: None
Specialisations: Chaos Space Marines, Daemons, Mutants, 
Psykers, Xenos (specific), other
Aptitudes: Weapon Skill, Social
A group, organisation, or race has wronged the character in 
the past, fuelling this animosity. When fighting opponents of 
that group in close combat, the character gains a +10 bonus to 
all Weapon Skill Tests made against them. The character also 
finds it difficult to back down from a fight with his hated foe 
and must make a Willpower Test to retreat or surrender when 
fighting them, unless massively outnumbered or outclassed.

HEIGHTENED SENSES
Tier: 1
Prerequisite: None
Specialisations: Sight, Sound, Smell, Taste, Touch
Aptitudes: Perception, Fieldcraft
Either genetics or augmetics have made one of the character’s 
senses superior to others. When the character gains this 
Talent, select one of the five senses: The character gains a 
+10 bonus to any Tests specifically involving this sense. Thus, 
Heightened Senses (Sight) would apply to an Awareness Test 
to see a distant flock of Shale Crows, but not to a Ballistic 
Skill Test or a Weapon Skill Test because the character is not 
just using their eyes.

This Talent may be taken more than once, each time with 
a different specialisation.

HIP SHOOTING
Tier: 2
Prerequisite: Ballistic Skill 40, Agility 40
Aptitudes: Ballistic Skill, Finesse
The character’s prowess with ranged weapons is such that 
they can still fire accurately without their eye behind the 
sights. As a Full Action, the character may both move up to 

their Full Move rate and make a single attack with a ranged 
weapon. This attack can only be a single shot and may not 

be a semi- or full-automatic ranged attack. Characters with 
the Two-Weapon Fighting Talent may use this Talent with 
Hip Shooting to make two single shots, if they are armed 
with a ranged weapon in either hand.

HAMMER BLOW
Tier: 3
Prerequisite: Crushing Blow
Aptitudes: Strength, Offence
The character strikes a single blow with such focus and force 
that it breaks armour and pulps flesh as it strikes. When the 
character uses an All Out Attack manoeuvre to make a single 
melee attack, they may add half their Strength Bonus to 
the weapon’s Armour Penetration. The attack also counts as 
having the Concussive (2) Special Quality to represent the 
shocking force of the blow’s impact

HARD TARGET
Tier: 2

Prerequisite: Agility 40
Aptitudes: Agility, Defence
Light on his feet, the character dodges 
and weaves as he moves, skills learned 
from long years in the line of fire. 
When the character performs a Charge 
or Run action, opponents suffer a –20 
penalty to Ballistic Skill Tests made 
to hit the character with a ranged 

weapon. This penalty 
continues until the 
start of the character’s 
next Turn.

Tier: 2
Prerequisite:
Specialisations:
Psykers, Xenos (specific), other
Aptitudes:
A group, organisation, or race has wronged the character in 
the past, fuelling this animosity. When fighting opponents of 
that group in close combat, the character gains a +10 bonus to 
all Weapon Skill Tests made against them. The character also 
finds it difficult to back down from a fight with his hated foe 
and must make a Willpower Test to retreat or surrender when 
fighting them, unless massively outnumbered or outclassed.

HEIGH
Tier: 1
Prerequisite: 
Specialisations:
Aptitudes:
Either genetics or augmetics have made one of the character’s 
senses superior to others. When the character gains this 
Talent, select one of the five senses: The character gains a 
+10 bonus to any Tests specifically involving this sense. Thus, 
Heightened Senses (Sight) would apply to an Awareness Test 
to see a distant flock of Shale Crows, but not to a Ballistic 
Skill Test or a Weapon Skill Test because the character is not 
just using their eyes.

This Talent may be taken more than once, each time with 
a different specialisation.

HIP S
Tier: 2
Prerequisite:
Aptitudes:
The character’s prowess with ranged weapons is such that 
they can still fire accurately without their eye behind the 
sights. As a Full Action, the character may both move up to 

their Full Move rate and make a single attack with a ranged 
weapon. This attack can only be a single shot and may not 

be a semi- or full-automatic ranged attack. Characters with 
the Two-Weapon Fighting Talent may use this Talent with 
Hip Shooting to make two single shots, if they are armed 
with a ranged weapon in either hand.

HARD TARGE TARGE T T
Tier: 2

Prerequisite: Agility 40
Aptitudes: Agility, Defence
Light on his feet, the character dodges 
and weaves as he moves, skills learned 
from long years in the line of fire. 
When the character performs a Charge 
or Run action, opponents suffer a –20 
penalty to Ballistic Skill Tests made 
to hit the character with a ranged 

weapon. This penalty 
continues until the 
start of the character’s 
next Turn.
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INTO THE JAWS OF HELL
Tier: 3
Prerequisite: Iron Discipline, Fellowship 50
Aptitudes: Fellowship, Leadership
The character’s cool demeanour and faith in the Emperor 
inspire those around him to great feats. Comrades become 
immune to the effects of Fear and Pinning as long as they are 
within 10 metres of him. 

IRON DISCIPLINE
Tier: 2
Prerequisite: Fellowship 30
Aptitudes: Fellowship, Leadership
Iron sharpens iron. The character does not coddle his squad-
mates nor motivate them through kindness. The character’s 
stalwart example and stern leadership exhorts them with 
steel instead of praise. If the Player Character fails a Fear or 
Pinning Test, his Comrade only fails if the roll was a double.

IRON JAW
Tier: 1
Prerequisite: Toughness 40
Aptitudes: Toughness, Defence
The character has taken blows from Orks and given back 
as good as they got. The character can bounce back from 
most strikes without ill effects. If ever Stunned, a successful 
Toughness Test allows the character to ignore the effects.

JADED
Tier: 1
Prerequisite: Willpower 40
Aptitudes: Willpower, Defence
The character’s wide travels have shown them both wonders 
and horrors beyond the ken of most. The galaxy has thrown 
its worst at the character and they have yet to flinch. Mundane 
events, from death’s horrific visage to xenos abominations, do 
not force the character to gain Insanity Points or make Fear 
Tests. Terrors of the Warp still affect the character normally.

KILLING STRIKE
Tier: 2
Prerequisite: Weapon Skill 50
Aptitudes: Weapon Skill, Offence
With expert precision, the character can land blows which 
defy their opponent’s ability to counter, slicing through their 
defences as surely as a powerblade cuts flesh. At the start of 
any of his combat, the character may spend one Fate Point 
to choose to make all their melee attacks for that Round 
unavoidable with Parry or Dodge Skills. These effects last 
only for the Round, though they apply to all the character’s 
attacks (i.e. such as extra attacks gained with Talents such 
as Two-Weapon Fighting or Furious Assault), and only stop 
the use of evasion (i.e. Parries and Dodges) to counter them. 
Other means of stopping attacks (such as Shadow Fields or 
Displacement Fields) are unaffected.  

HOTSHOT PILOT
Tier: 2
Prerequisite: Agility 40, Operate (any one)
Aptitudes: Agility, Fieldcraft
The character can pilot or drive vehicles as if they were 
extensions of his own body and has a natural understanding of 
anything that needs steering. The character counts as having all 
Operate Skills at Rank 1 (Known) (basically they can drive or 
fly anything). If they wish to later improve their Operate Skills, 
these Advances must be bought using Experience Points (from 
Rank 1) as normal. Such is their skill they also add one Degree 
of Success to any successful Operate Tests. 

INFUSED KNOWLEDGE
Tier: 3
Prerequisite: Intelligence 40, Lore (any one)
Aptitudes: Intelligence, Knowledge
The character has been infused with a great wealth of lore and 
knowledge, either through punishing noetic techniques or by 
arcane methods kept secret by the guardians of technology 
and learning. The character counts as having all Common 
Lore and Scholastic Lore Skills at Rank 1 (Known) (basically 
they know something about everything). If they wish to later 
improve their Lore Skills, these advances must be bought 
using Experience Points (from Rank 1) as normal. 

Such is their skill, they also add one Degree of Success to 
any successful Common or Scholastic Lore Tests.

INDEPENDENT TARGETING
Tier: 2
Prerequisite: Ballistic Skill 40
Aptitudes: Ballistic Skill, Finesse
The character has developed their situational awareness to 
a point where they can fire in two directions within a split 
second. When firing two weapons as part of a single action 
(using the Two-Weapon Fighting Talent, for example), the 
targets do not have to be within 10 metres of each other.

INSPIRE WRATH
Tier: 2
Prerequisite: Air of Authority
Aptitudes: Fellowship, Leadership
The character’s personal vitriol and bitter hatred is so ingrained 
in his being that he can inspire the same hate in others. As a 
Full Action, the character can make a Charm Test to grant the 
effects of the Hatred Talent to their Squad, or any people in their 
immediate vicinity. Success on the Test grants the Hatred Talent 
to the listeners (with the object of hate chosen by the character) 
for the duration of an encounter. Listeners can resist the effects 
of the character’s speech (and therefore not be burdened with his 
chosen hatred) by passing an Opposed Willpower Test against 
the character’s Charm Skill Test. Inspire Wrath affects a number 

of people up to 10 times the character’s Fellowship, which 
can be increased with the use of the Master Orator Talent 

as normal. Both players and GMs should bear in mind, 
however, that once a crowd has been inspired to hatred 

or mindless anger, the effects can be unpredictable 
and are seldom exactly as the character intends. 
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LUMINEN BLAST
Tier: 3
Prerequisites: Luminen Shock, Luminen Capacitors, 
Mechanicus Implants
Aptitudes: Ballistic Skill, Tech
The energies charged in the character’s Luminen Capacitors 
can be expelled in a ranged attack with a Ballistic Skill Test, 
directing this energy against a single target within 10 metres, 
inflicting 1d10 plus twice the character’s Willpower Bonus 
in Energy Damage, with the Shock Quality. The attack uses 
a Half Action to accomplish (counting as a Single Attack 
Action) and the character must pass a Toughness Test when 
they use this ability or gain a level of Fatigue.

LUMINEN SHOCK
Tier: 2
Prerequisites: Luminen Capacitors, Mechanicus Implants
Aptitudes: Weapon Skill, Tech
The energies charged in the character’s Luminen Capacitors 
can be expelled as he grapples with an opponent. By making a 
successful melee attack (without penalties for being unarmed) 
or instead of doing Damage during a grapple, the character 
may deal 1d10 plus his Willpower Bonus in Energy Damage, 
with the Shock Quality. After use, the character must pass a 
Toughness Test or gain a level of Fatigue.

MAGLEV TRANSCENDENCE
Tier: 2
Prerequisite: Maglev Coils/Mechanicus Implants
Aptitudes: Intelligence, Tech
The character has learned how to better use his inbuilt maglev 
coils. He may hover for a number of minutes equal to 1d10 
plus twice his Toughness Bonus. He may move his Run speed 
when making a Half Move Action and suffers no Damage 
from falling if the coils are active. Each use drains half the 
power stored in the coils (therefore he may use the coils twice 
before recharging them).

MARKSMAN
Tier: 2
Prerequisite: Ballistic Skill 35
Aptitudes: Ballistic Skill, Finesse
The character’s steady hand and eagle eye allows him to keep 
crosshairs steady on any target, regardless of range. Distance 
is no protection against the character’s marksmanship and 
he suffers no penalties for Ballistic Skill Tests at long or 
extreme range. 

LASGUN BARRAGE
Tier: 3
Prerequisite: Weapon Training (Las), BS 40
Aptitudes: Ballistic Skill, Offence
Through years of practice drills and battlefield experience, the 
character has become a master of the lasgun. The character 
can use lasguns of all types to unleash devastating volleys of 
disciplined fire that can cut down his enemies like the sweep 
of a scythe. When firing any class of Las weapon on full or 
semi-auto, the character may score one additional Degree of 
Success (provided the Test is successful) if he does not take a 
Move Action in his Turn.

LEAP UP
Tier: 1
Prerequisite: Agility 30
Aptitudes: Agility, General
A combination of athletic ability and speed allow the 
character to spring to their feet in virtually any circumstance. 
The character may stand up as a Free Action. 

LIGHT SLEEPER
Tier: 1
Prerequisite: Perception 30
Aptitudes: Perception, Fieldcraft
The slightest change in conditions or disturbance brings the 
character from sleep to full awareness, remaining alert even 
in slumber. The character is always assumed to be awake, 
even when asleep, for the purposes of Awareness Tests or 
surprise. Unfortunately, the character’s sleep is not deep and 
can be frequently interrupted, resulting in a less-than-cheery 
disposition when awake.

LIGHTNING ATTACK
Tier: 3
Prerequisite: Swift Attack
Aptitudes: Weapon Skill, Finesse
The character’s speed with weapons is unmatched, allowing 
him to launch flurries of attacks in melee. A Player Character 
with this Talent may make the Lightning Attack Combat 
Action (see page 246). 

LIGHTNING REFLEXES
Tier: 1
Prerequisite: None
Aptitudes: Agility, Fieldcraft
The character always expects trouble, even in the most 
innocuous situations, allowing them to act quickly when 
needed. When making an Initiative roll, the character may 
roll twice and add the higher of the two dice results to his 
Agility Bonus.
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MECHADENDRITE USE
Tier: 2
Prerequisite: Mechanicus Implants
Specialisations: Weapon, Utility
Aptitudes: Intelligence, Tech
The character is trained in the use of a particular kind of 
Mechadendrite (extra mechanical arms often sprouting from 
a cyber mantle mounted on the character’s back) in much the 
same way as Weapon Training allows the use of weapons. 
Though there are many different types of Mechadendrite, this 
Talent divides them into two categories:

•	 Weapon: Mechadendrites of this type end in either 
ranged or close combat weapons, and have the 
supplemental support and strength necessary for combat.

•	 Utility: Including such varied types as Machine Spirit 
Interface, Manipulator, Medicae, Utility, Optical, and 
countless others, these Mechadendrites generally require 
less hardy mountings, but all interface with the Cyber 
Mantle in a similar manner.

MEDITATION
Tier: 1
Prerequisite: None
Aptitudes: Willpower, Knowledge
The character has mastered their body and its reactions by the 
practice of meditative techniques, shutting down unnecessary 
functions and enabling them to refresh both body and 
mind. Success on a Willpower Test and ten minutes without 
interruptions removes one level of Fatigue.

MIGHTY SHOT
Tier: 3
Prerequisite: Ballistic Skill 40
Aptitudes: Ballistic Skill, Offence
The character knows the weak points in every armour and 
material, and has the skill to ensure that his shots land 
exactly where they will do the most damage. The character 
adds half his Ballistic Skill Bonus to Damage inflicted with 
a ranged weapon.

MIMIC 
Tier: 1
Prerequisite: None
Aptitudes: Fellowship, Social
Vox synthesisers, training, or innate abilities allow the 
character to accurately mimic the voice of another. For proper 
imitation, the character must study the voice patterns of their 
intended target for at least one hour and speak the same 
language. The character cannot accurately copy the voice of 
a xenos due to the difference in physiology and the subtle 
complexities of most alien languages. Listeners must succeed 
on a Scrutiny Skill Test with a –10 penalty to penetrate the 
deception. If the character’s study used vox recordings or 
comm-link conversations rather than in-person observation, 
then there is no penalty to the Scrutiny Skill Test to see 
through it. The character’s deception automatically fails if the 
listener can clearly see them.

MASTER CHIRURGEON
Tier: 3
Prerequisite: Medicae +10
Aptitudes: Intelligence, Fieldcraft
The character’s advanced medical skills enable him to knit flesh 
with deft mastery. The character’s exceptional education in use 
of the Narthecium, Med-Slate, and supplemental drugs give 
their patients an enormous advantage. The character gains a 
+10 bonus on all Medicae Skill Tests. If the character fails his 
Medicae Test while performing Extended Care, he reduces the 
amount of Damage suffered by his patience due to his failure 
by an amount equal to his Intelligence Bonus. If their patient 
is in danger of losing a limb from a Critical Hit (see Chapter 
VIII: Combat), the character provides the patient with a +20 
bonus to the Toughness Test to prevent limb loss.

MASTER ENGINSEER
Tier: 3
Prerequisite: Tech Use +20, Mechanicus Implants
Aptitudes: Intelligence, Tech
The character’s knowledge of engines and their machine 
spirits surpasses all but the most venerable servants of the 
Machine-God. The character can feel the plasma pulsing 
through a reactor’s conduits as if it was in his own veins. The 
character gains a +10 bonus on Tech-Use Skill Tests. The 
character may spend a Fate Point to automatically succeed 
on a Tech-Use Skill Test for enhancement, repair, or upgrade 
of a machine’s system, taking the minimum amount of time 
possible on the task. In addition, at the GM’s discretion, the 
character may repair objects without all the parts to hand, 
jury-rigging a working device as good as the original.

MASTER ORATOR
Tier: 3
Prerequisite: Inspire Wrath
Aptitudes: Fellowship, Leadership
The character has learned the techniques required to 
influence large audiences. When the character uses the Charm 
or Intimidate Skill to affect more than one person, they may 
affect a number of people up to a 100 times their Fellowship 
Bonus rather than just 10.

MASTERY
Tier: 3
Prerequisite: Rank 4 in Selected Skill
Specialisations: Any Skill
Aptitudes: Intelligence, Knowledge
The character has become a consummate master of a single 
Skill and can perform feats with it that would baffle lesser 
men. The character may spend a Fate Point to automatically 
pass a Skill Test with his chosen Skill, provided the final 
modifier to his Skill Test is 0 or better. In addition to simply 

passing the Test, the character will pass it by a number of 
Degrees of Success equal to the Characteristic Bonus of 

its associated Characteristic. This Talent may be taken 
more than once, each time for a different Skill. 
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NEVER DIE
Tier: 3
Prerequisite: Willpower 50, Toughness 50
Aptitudes: Toughness, Defence
The character’s will or devotion to the Emperor can sustain him 
when his mortal body fails him. The character can spend one 
Fate Point to ignore the effects of injury, Fatigue, and Stunning 
for a single combat. This Talent does not prevent the Damage, 
but allows the character to temporarily ignore its effects for the 
duration of the combat. Death still affects him normally. 

ORTHOPROXY
Tier: 1
Prerequisite: None
Aptitudes: Willpower, Tech
Either part of the character’s brain has been removed or an 
inhibitor such as a reason inhibitor circuit has been implanted 
within the character’s skull, allowing him to ignore the mental 
strain that would affect a more “complete” person. The character 
receives a +20 bonus to Willpower Tests made to resist mind 
control or interrogation. However, he tends not to get jokes.

PARANOIA
Tier: 2
Prerequisite: None
Aptitudes: Perception, Fieldcraft
The character knows that danger lurks behind every corner 
and that the galaxy will hit him as soon as he lets his guard 
down. The character gains a +2 bonus on Initiative rolls and 
the GM may secretly Test using the character’s Perception to 
notice hidden threats. The price of this eternal vigilance is a 
twitchy disposition and the inability to relax.

PEER
Tier: 1
Prerequisite: Fellowship 30
Specialisations: Adeptus Arbites, Adeptus Astra Telepathica, 
Adeptus Astartes, Adeptus Mechanicus, Adepta Sororitas, 
Adeptus Titanicus, Administratum, Astropaths, Ecclesiarchy, 
Chartist Captains, Imperial Guard, Imperial Navy, Inquisition, 
Navigators, Officio Assassinorum, Planetary Defence Force, 
Planetary Governors or Warlords, Rogue Trader, Schola 
Progenium, Scholastica Psykana
Aptitudes: Fellowship, Social
The character knows how to deal with a particular social 
group or organisation. The character gains a +10 bonus to all 
Fellowship Tests when interacting with this chosen group and at 
the GM’s discretion may call upon them for favours from time to 
time. The GM and player may agree to award this Talent when 
appropriate to the adventure or campaign, though the character 
must still pay the experience cost for the Talent as normal.

This Talent may be awarded multiple times for the 
same group, in which case it should be listed as Peer (X), 

with X equalling the number of times the Talent has 
been awarded. This can be used to represent groups who 
particularly like the character and may even be staunch 
allies. In game terms, the penalty to Fellowship Tests 
increases to +10 times X.

MUNITORUM INFLUENCE
Tier: 2
Prerequisite: None
Aptitudes: Fellowship, Social
Whether through contacts in the Departmento Munitorum 
or simple fame amongst the ranks of the Imperial Guard, the 
character has an easier time acquiring equipment for his Squad. 
The Squad’s Logistics Rating increases by +5. This bonus 
is permanent, and is not removed even if the character who 
purchased this Talent is killed or removed from the Squad.

Purchasing this Talent costs an additional amount of XP 
equal to 5 times the Squad’s current Logictics Rating.

NERVES OF STEEL
Tier: 2
Prerequisite: None
Aptitudes: Willpower, Defence
Long years on the battlefield enable the character to remain 
calm as fire impacts all around them. The character may re-roll 
failed Willpower Tests to avoid or recover from Pinning. In 

addition, he is seldom impressed by 
the aggressive displays of his enemies 
and gains a +10 to Willpower Tests 
when resisting the effects of enemy 
Intimidation Skill attempts. 

receives a +20 bonus to Willpower Tests made to resist mind 
control or interrogation. However, he tends not to get jokes.

PARANOIA
Tier: 2
Prerequisite:
Aptitudes:
The character knows that danger lurks behind every corner 
and that the galaxy will hit him as soon as he lets his guard 
down. The character gains a +2 bonus on Initiative rolls and 
the GM may secretly Test using the character’s Perception to 
notice hidden threats. The price of this eternal vigilance is a 
twitchy disposition and the inability to relax.

PEER
Tier: 1
Prerequisite: 
Specialisations:
Adeptus Astartes, Adeptus Mechanicus, Adepta Sororitas, 
Adeptus Titanicus, Administratum, Astropaths, Ecclesiarchy, 
Chartist Captains, Imperial Guard, Imperial Navy, Inquisition, 
Navigators, Officio Assassinorum, Planetary Defence Force, 
Planetary Governors or Warlords, Rogue Trader, Schola 
Progenium, Scholastica Psykana
Aptitudes:
The character knows how to deal with a particular social 
group or organisation. The character gains a +10 bonus to all 
Fellowship Tests when interacting with this chosen group and at 
the GM’s discretion may call upon them for favours from time to 
time. The GM and player may agree to award this Talent when 
appropriate to the adventure or campaign, though the character 
must still pay the experience cost for the Talent as normal.

This Talent may be awarded multiple times for the 
same group, in which case it should be listed as Peer (X), 

with X equalling the number of times the Talent has 
been awarded. This can be used to represent groups who 
particularly like the character and may even be staunch 
allies. In game terms, the penalty to Fellowship Tests 
increases to +10 times X.

failed Willpower Tests to avoid or recover from Pinning. In 
addition, he is seldom impressed by 
the aggressive displays of his enemies 
and gains a +10 to Willpower Tests 
when resisting the effects of enemy 
Intimidation Skill attempts. 
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QUICK DRAW 
Tier: 1
Prerequisite: None
Aptitudes: Agility, Finesse
The character has practised so frequently with his weapons 
that they practically leap into his hands in response to a 
simple thought. The character can draw and ready a weapon 
as a Free Action when the character is armed with a Pistol or 
Basic class ranged weapon, or a melee weapon that can be 
wielded in one hand. 

RADIANT PRESENCE
Tier: 1
Prerequisite: Fellowship 40
Aptitudes: Fellowship, Leadership
There is something strong and inspiring about the character, 
the way he holds himself and the look in his eyes, that puts 
people at ease, filling them with confidence. Everyone within 20 
metres that can see the character feels inspired just by being near 
them and suffers lessened effects from things that would upset or 
distress them. Those affected gain a +10 to Willpower Tests to 
resist Fear or against Intimidation attempts. This ability affects all 
allies close to the character, though not the character himself.

RAPID REACTION
Tier: 2
Prerequisite: Agility 40
Aptitudes: Agility, Fieldcraft
The character has honed his reactions to a razor’s edge, 
allowing him to act while most stand dumbfounded. When 
surprised or ambushed, a successful Agility Test allows the 
character to act normally.

RAPID RELOAD
Tier: 1
Prerequisite: None
Aptitudes: Agility, Fieldcraft
The firing ranges and weapon drill chambers are the 
character’s constant abode, and hours of reloading countless 
magazines or power cells means that he can replace them 
without looking and without thinking. The character halves 
all reload times, rounding down. Thus, a Half Action reload 
becomes a Free Action, a Full Action reload becomes a Half 
Action, and so on.

RESISTANCE
Tier: 1
Prerequisite: None
Specialisations: Cold, Fear, Heat, Poisons, Psychic  
Powers, Other
Aptitudes: Toughness, Defence
The character’s background, experience, training, exposure 
or plain stubbornness has developed a resistance within him. 
Each time the character selects this Talent, choose one area 
of resistance. The character gains a +10 bonus when making 
Tests to resist effects of this type. The GM may wish to approve 
certain choices or have them justified by the character’s past.

POLYGLOT
Tier: 1
Prerequisite: Intelligence 40, Fellowship 30
Aptitudes: Intelligence, Social
The character has an innate ability to derive meaning from 
unknown languages and can make himself understood using 
this intuitive grasp. The character can make untrained Skill Tests 
with the Linguistics Skill even though it is a Specialist Skill. 
Being a Polyglot is not the same as having a true knowledge 
of a language, and characters must make a Linguistics Skill Test 
(with the –20 for being untrained) to have more than the most 
basic conversations or exchanges of ideas.

PRECISE BLOW
Tier: 2
Prerequisite: Weapon Skill 40, Sure Strike
Aptitudes: Weapon Skill, Finesse
The character’s eye, hand, and weapon act seamlessly together, 
placing his blows where he intends. When making a Called 
Shot (see page 244) melee attack, the character reduces the 
penalty by 10 (so a –20 becomes a –10 instead). If combined 
with Sure Strike, this reduces the penalty to 0.

PRETERNATURAL SPEED
Tier: 3
Prerequisite: Weapon Skill 40, Agility 50
Aptitudes: Agility, Offence
The character is a swift moving bringer of death; a living, 
bloody scythe before whom foes die like corn before the 
reaper. When making a Charge Move, the character doubles 
his normal charge movement (i.e. a character with an AB of 3 
has a charge movement of 9 metres, which is then doubled to 
18 metres by the Preternatural Speed Talent).

PROSANGUINE
Tier: 2
Prerequisite: Autosanguine Implants, Mechanicus Implants
Aptitudes: Toughness, Tech
Through the character’s iron will, he is able to speed the 
function of his Autosanguinator. He must spend 10 minutes 
in mediation and make a Tech-Use Test. If he succeeds, he 
heals 1d5 points of Damage. If he rolls a 96 or higher, he 
loses the ability to use his Autosanguinator for one week. 

PSYCHIC POWER 
Tier: 1
Prerequisite: Psyker
Specialisations: See Chapter VII: Psychic Powers
Aptitudes: Willpower, Psyker
Either through training or natural development, the character 
has learned an additional Psychic Power. This power must be 
selected from one of the powers presented in Chapter VII: 

Psychic Powers. The Experience cost and requirements 
for Psychic Powers are not the same as other Talents,  

and can instead be found in the individual Psychic 
Power entries in Chapter VII: Psychic Powers. 
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STEP ASIDE
Tier: 3
Prerequisite: Agility 40, Dodge or Parry
Aptitudes: Agility, Defence
The character can sway their body out of the path of an 
attack, causing it to pass through thin air or turn their blade 
in mid swing to deflect a blow. The character may make 
an additional Evasion attempt (either a Dodge or a Parry) 
once per Round. In effect, this gives the character a second 
Reaction that may only be used for Dodge or Parry attempts, 
allowing two Dodges, two Parries, or a Dodge and a Parry 
in each Turn. However, the character may still only attempt a 
single Dodge or Parry against each individual attack.

STORM OF IRON
Tier: 2
Prerequisite: Ballistic Skill 45, Weapon Training (any 
ranged)
Aptitudes: Ballistic Skill, Offence
When facing massed enemies on the battlefield, the character 
lays down a storm of firepower that even the most foolhardy 
cannot push through. When the character deals Damage to a 
target with a semi-auto burst or a full-auto burst, the character 
may allocate his extra hits to any other target within five 
metres, instead of the usual two metres.

STREET FIGHTING
Tier: 1
Prerequisite: Weapon Skill 30
Aptitudes: Weapon Skill, Offence
The character is adept in close and dirty fighting, favouring 
small weapons or even his bare hands to take down his foes. 
When armed with a knife (powered, chain or otherwise), 
similar small weapon, or simply armed with his bare hands, 
he adds half his Weapon Skill Bonus to any Critical Damage 
he inflicts.

SURE STRIKE
Tier: 1
Category: Weapon Skill 30
Aptitudes: Weapon Skill, Finesse
The character’s eyes, hand, and weapon act seamlessly 
together, placing his blows where he intends. When making 
a Called Shot (see page 244) melee attack, the character 
reduces the penalty by 10 (so a –20 becomes a –10 instead).

SWIFT ATTACK
Tier: 2
Prerequisite: Weapon Skill 30
Aptitudes: Weapon Skill, Finesse
The character’s ability with weapons is legendary, allowing 
him to attack with amazing speed in melee. A Player Character 
with this Talent may make the Swift Attack Combat Action 
(see page 248). 

SHARPSHOOTER
Tier: 2
Prerequisite: Ballistic Skill 40, Deadeye Shot
Aptitudes: Ballistic Skill, Finesse
The character’s steady hand and eagle eye allow him to place 
shots or strikes exactly where he wants. When making a Called 
Shot (see page 244), the character reduces the penalty by 
10 (so a –20 becomes a –10 instead). When combined with 
Deadeye Shot, this reduces the penalty to 0. 

SIDEARM
Tier: 3
Prerequisite: WS 40, BS 40, Two Weapon Wielder (Ranged 
and Melee)
Aptitudes: Weapon Skill, Ballistic Skill
Many Sergeants among the ranks of the Imperial Guard 
favour fighting with both blade and pistol. When armed with 
a pistol in one hand and melee weapon in the other (both of 
which the character could normally use single-handed), the 
character reduces the penalty for Two-Weapon Fighting by 10 
(so –20 would drop to –10). If taken with the Ambidextrous 
Talent, this drops the penalty to 0.

SOUND CONSTITUTION
Tier: 1
Prerequisite: None
Aptitudes: Toughness, General
The character gains an additional Wound. The character 
may purchase this Talent multiple times up to twice their 
Toughness Bonus. When a character has gained this Talent 
multiple times, note the number of times it has been taken 
after the Talent, such as Sound Constitution (3).

SPRINT
Tier: 3
Prerequisite: None
Aptitudes: Agility, Fieldcraft
The character can move at great speeds. When taking a Full 
Move Action, the character can move an extra number of 
metres equal to their Agility Bonus. When taking the Run 
Action, the character may double their movement for one 
Round. The character gains one level of Fatigue if they use 
this Talent two Turns in a row.

STRONG MINDED
Tier: 2
Prerequisite: Willpower 30, Resistance (Psychic Powers)
Aptitudes: Willpower, Defence
The character’s mind acts as a fortress against psychic attacks. 
He may re-roll failed Willpower Tests to resist any Psychic 
Powers that affect his mind. Psychic Powers that have a 
physical effect, such as Engulf, are unaffected by this Talent. 
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TOTAL RECALL
Tier: 1
Prerequisite: Intelligence 30
Aptitudes: Intelligence, Knowledge
Mental conditioning or cranial augmentation enables the 
character to record and recall great amounts of information, 
effectively granting them a perfect memory. The character can 
automatically remember trivial facts or pieces of information 
the character might feasibly have picked up in the past. When 
dealing with more detailed, complex, or obscure facts, such as 
the exact layout of a defence network, the GM may require a 
successful Intelligence Test to recall the information.

TRUE GRIT
Tier: 3
Prerequisite: Toughness 40
Aptitudes: Toughness, Defence
The character is able to shrug off wounds that would fell lesser 
men. Whenever the character suffers Critical Damage (after 
reduction for Armour and Toughness), reduce the amount by 
his Toughness Bonus (to a minimum of 1).

TWO-WEAPON WIELDER
Tier: 2
Category: Melee, Ranged
Aptitudes: Weapon Skill or Ballistic Skill, Finesse
Intensive training allows the character to use a weapon in 
each hand when needed. When armed with two one-handed 
weapons (ether melee or ranged weapons), after making a Half 
Action Attack (this can be a Single Attack, a Swift Attack, or 
a Lightning Attack with a melee weapon, or a single shot, 
semi-auto burst, or full auto burst with a ranged weapon), he 
may make a single additional Half Action Attack following 
the same restrictions with the other weapon. (In effect, this 
allows the character to attack twice in a Round; once from 
each of their weapons). Both of these Attacks count as being 
part of the same Half Action, and both Tests made to attack 
with the weapons suffer a –20 penalty. 

 This Talent may be taken twice, each time with a different 
focus (melee or ranged). If a character possesses both Talents, 
then he may fight with one melee and one ranged weapon. 
When this Talent is taken with the melee focus it counts as 
having the Weapon Skill and Finesse Aptitudes, and when it 
is taken with the ranged focus it counts as having the Ballistic 
Skill and Finesse Aptitudes.

This Talent may be enhanced by the Blade Dancer, 
Gunslinger, and Sidearm Talents.

UNARMED MASTER
Tier: 2
Prerequisite: Weapon Skill 45, Agility 40, Unarmed Warrior
Aptitudes: Strength, Offence
The character possesses unparalleled mastery of unarmed 
combat. He counts as having the Deadly Natural Weapon 
Trait (see page 155). 

TAKEDOWN
Tier: 1
Prerequisite: None
Aptitudes: Weapon Skill, Offence
As a Half Action, or when making a Charge Action, the 
character may declare that he is attempting a takedown 
against an opponent in melee combat. He then rolls to hit 
(using his Weapon Skill) as normal, using any modifiers for 
weapons and Talents (or the +20 bonus from Charging). 
If the character hits and would have done at least 1 point 
of Damage (after reduction for Armour and Toughness), no 
Wounds are caused, but the character’s opponent must make 
a Challenging (+0) Toughness Test or be stunned for 1 
Round and knocked prone. In addition, when performing a 
Stun Action, the character does not suffer a –20 penalty to 
his Weapon Skill.

TARGET SELECTION
Tier: 3
Prerequisite: Ballistic Skill 50
Aptitudes: Ballistic Skill, Finesse
The character’s dread gaze marks out his chosen victim and 
not even the riotous confusion of close combat interferes. 
The character may shoot into melee with no penalty. If 
he aims beforehand, he can avoid any chance of hitting 
friendly targets. 

TECHNICAL KNOCK 
Tier: 1
Prerequisite: Intelligence 30
Aptitudes: Intelligence, Tech
Either through the ease of long practice, or the proper ritual 
to appease a weapon’s machine spirit, the character can clear 
stoppages with a simple knock or solid smack of his hand 
to a weapon. The character may un-jam any gun as a Half 
Action, but may only use this Talent on one weapon per 
Round. The character must touch the weapon (often quickly 
and violently) to make this Talent work.

THUNDER CHARGE
Tier: 3
Prerequisite: Strength 50
Aptitudes: Strength, Offence
The character charges into combat using his body as an 
additional weapon to push foes away or to the ground. Driven 
by his rage and momentum, the impact of such a charge can 
knock a foe flying or bring them to their knees. When the 
character makes a Charge Action, he can barrel through 
foes to get to his target. Make an Opposed Strength Test 
between the character and each foe in his way (i.e. each foe 
his charge would take him past or through). Those that fail 
are knocked to the ground. Once the character has Tested to 

knock down those in his way, he may complete his Charge 
and make his attacks against his intended target. 
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WARP SENSE
Tier: 1
Prerequisite: Psy Rating, Psyniscience, Perception 30
Aptitudes: Perception, Psyker
The character’s senses have evolved to perceive the warp in 
parallel with the physical world. After gaining this Talent, using 
the Psyniscience Skill requires a Free Action instead of a Half 
Action. In addition, the character can passively detect psychic 
effects and entities without the need to actively seek them out. 
Whenever the character could detect such a Warp signature or 
a creature, the GM may allow him to make a Psyniscience Skill 
Test to detect it, in the same way he might use Awareness to 
spot an ambush without knowing it is there. 

WEAPON-TECH
Tier: 1
Prerequisite: Tech Use +10, Intelligence 40
Aptitudes: Intelligence, Tech
The character has developed an extensive understanding of 
advanced technological weapons and their functions, opening 
them up and learning what makes them tick, hum, or click. Once 
per combat, the character can enhance his weapon, increasing its 
firepower and deadliness. For one Round per combat encounter, 
a weapon personally wielded by the character from the Melta, 
Plasma, Power, or Exotic category increases its Damage and 
Penetration by an amount equal to his Intelligence Bonus.

WEAPON TRAINING
Tier: 1
Prerequisite: None
Specialisations: Bolt, Chain, Flame, Heavy, Las, Launcher, 
Melta, Plasma, Power, Low-Tech, Shock, and Solid Projectile
Aptitudes: General, Finesse
The character can use all weapons with Class: Pistol, Basic, 
Melee, Throwing, and Vehicle within the group he has selected 
with this Talent. When a character attempts to use a weapon he 
does not have the correct Weapon Training Talent for, he suffers 
a –20 penalty to any relevant Weapon Skill or Ballistic Skill Test.

The character can only use weapons with Class: Heavy 
without suffering the –20 penalty if he has both Weapon 
Training in the appropriate group and Weapon Training (Heavy).

This Talent may be taken more than once, each time with 
a different specialisation.

WHIRLWIND OF DEATH
Tier: 2
Prerequisite: Weapon Skill 40
Aptitudes: Weapon Skill, Finesse
When facing massed opponents in combat, the character 
becomes a whirlwind of death, moving, hacking, gutting, and 
beheading with ceaseless fury. When attacking more than one 
foe in close combat, the character may make one melee attack 
for each foe he is facing, up to a maximum equal to his Weapon 
Skill Bonus. Each additional attack beyond the first counts 
as a Free Action, but cannot be combined with any other 
Talents or abilities which would grant extra attacks or hits 
(i.e. Lightning Attack, Furious Charge, etc.). The character 
may choose in which order he attacks his opponents. 

UNARMED WARRIOR
Tier: 1
Prerequisite: Weapon Skill 35, Agility 35
Aptitudes: Strength, Offence
After extensive training, the character has gained the Natural 
Weapon Trait (see page 156), improving all his unarmed 
attacks from 1d5-3 to 1d10, and meaning he counts as armed 
even when facing opponents with weapons while bare handed. 

UNREMARKABLE
Tier: 1
Prerequisite: None
Aptitudes: General, Social
Something about the character’s face just doesn’t stick in 
people’s memories. The character can more easily blend into 
crowds or pass themselves off as a nobody. Any attempts to 
recall the character’s face or spot him in a crowd suffer a –20 
penalty. In addition, the character gains a +20 when using the 
Deceive Skill to either convince someone they have never seen 
or met him before or if he is trying to appear harmless and 
ordinary. Naturally, this Talent doesn’t work if the character 
wears distinctive clothes, armour, or carries unique weaponry.

UNSHAKEABLE FAITH
Tier: 2
Prerequisite: Willpower 35
Aptitudes: Willpower, Defence
The Guardsman’s faith in the Emperor and his abilities is so 
strong that he can face any danger. The character may re-roll 
any failed Willpower Tests to avoid the effects of Fear.

WARP CONDUIT
Tier: 2
Prerequisite: Psy Rating, Strong Minded, Willpower 50
Aptitudes: Willpower, Psyker
The sheer power of the character’s mind allows the character to 
channel vast amounts of Warp Energy when he chooses. When 
Pushing (see page 223), the character may spend one Fate 
Point to add 1d5 to his Psy Rating when determining the final 
effects of the psychic power he is manifesting. Channelling 
such vast amounts of power, however, is dangerous and he must 
add +30 to any resultant Psychic Phenomenon rolls.

WARP LOCK
Tier: 3
Prerequisite: Psy Rating, Strong Minded, Willpower 50
Aptitudes: Willpower, Psyker
The character has learned to swiftly cut himself off from the 
Warp to protect himself from harm. Once per game session, 
the character may ignore a Psychic Phenomenon result he has 
rolled (including a result that would indicate rolling on the Perils 
of the Warp Table) completely negating its effects. Such rapid 
dislocation from the Warp, through, is stressful and traumatic to 
the character’s mind and they will suffer 1d5 Energy Damage to 
the Head location (not reduced by Armour or Toughness) as a 
result, and may not make any Focus Power Tests or sustain other 
Psychic Powers until the beginning of his next Turn. 


