
Genestealer 
3 Wounds. Very Heavy Armor +8. 4d10+3 to hit, +4 Wounds. (-4 on crit rolls.) 

 Scuttle. They attack with 4d10+3 to hit, adding all results together. Each arena they move in the 

round before attacking is -1d10 to hit. They climb up or down at half the speed they run, and they can 

leap up to 3 m per 1d10. 

 Hive Mind. They can sense each other’s instincts, thoughts, and senses in an easy flow of super-

predator crispness within a range of about 3 kliks. They attack as a single entity with many limbs. 

 Minimal Needs. They can hibernate for centuries unchanged, operate in soft or hard vacuum for 

about 12 hours without breathing, and eat rarely. Their endurance and vitality is breathtaking. 

 

Drive. When the hive really wants something, the stealers can be driven forward by that urge. They will 

spend 2 Awesome Points to increase damage, and 2 to decrease incoming damage (if it would save them.) 

 

Genestealer Hybrid 
 

Genestealers hypnotize humans (resist, Commitment 15) and alter their genetic code by using an 

ovipositor-style tongue attack on them over an hour or so. The human goes and is driven to have lots of 

kids; they come out looking just like genestealers, but with a powerful psychic projecting drive to compel 

their family to care for them and protect them.  

 

Each generation gets more human-looking, and has a higher instance of powerful psychic ability 

emerging. After the 4
th
 generation or so, a Patriarch is born. 

 

To custom-build a hybrid, add 1d5 mutations. 

 Armor. Taken once, medium. Taken twice, super heavy. This chitin is attached to the body, other 

armor can be added on top of it. 

 Claw. Gain an extra 1d10 as “Scuttle” talent. (Maximum 2 uses.) 

 Hive Mind. Gain the genestealer “Hive Mind” talent. 

o With “Psycher,” direct the hive, and extend psychic powers to defend any mind that joins 

with your as though it was your own—or shunt damage to your mind off on another target in 

the hive mind. (If you lose a mind war, a genestealer or hybrid screams and dies, not you.) 

 Minimal Needs. Gain the genestealer “Minimal Needs” talent. 

 Psycher. Your life force extends into the Warp in a powerful way, allowing you to sense more and 

influence more. You can bend and break the laws of this universe by appealing to the stuff of Chaos 

beyond it. You can take psychic powers. (Adding levels to psycher hybrids makes them much more 

powerful; a magus tends to be 10
th
 level.) 

o Psychic Power. Choose one from the list. 

 Sturdy. Taken once, the hybrid has 3 Wounds. Taken twice, the hybrid has 5 Wounds. -1 on crit rolls 

when taken once, -2 on crit rolls when taken twice.  

 

SAMPLE HYBRIDS 

 

Patriarch. Bloated monster of 4
th
+ generation, psychic leader.  

15
th
 level. 5 Wounds. Super heavy armor. Minimal needs, as genestealer. 

 Claws. 3d10 as “Scuttle” talent. 

 Psycher. (With Hive Mind.) 

o Aura*, Barrier, Mind War**, Obfuscate, Shield Mind, Sight, Slow Body, Teleport**. 
 

Magus. Almost-human-looking hybrid of 4
th
+ generation, psychic leader. 



10
th
 level. 3 Wounds. Medium armor. Minimal needs, as genestealer. Laspistol, displacer field. 

 Psycher. (With Hive Mind.) 

o Aura*, Barrier, Mind War**, Obfuscate, Shield Mind, Sight, Slow Body, Teleport**. 
 

Psycher. Ugly hybrid of 2
nd

+ generation. 

5
th
 level. 3 Wounds. Medium armor. Minimal needs, as genestealer. Autogun. 

 Psycher. (With Hive Mind.) 

o Aura, Barrier, Obfuscate, Sight. 
 

Heavy Gunner. Ugly hybrid. 

5 Wounds. Super Heavy armor. Minimal needs, as genestealer. Autopistol, auto-cannon. 

 Claw. 2d10 as “Scuttle” talent.  

 Hive Mind. Gain the genestealer “Hive Mind” talent. 

 

Skirmisher. 
5 Wounds. Super Heavy armor. Minimal needs, as genestealer. Autogun. Power maul. 

 

Cultist. 
3 Wounds. Medium armor. Autogun. Or, a minion with a lasgun. 

 

Armory 
 

SIDEARMS (1/2 load each) 

 

Autopistol. Pistol range. 6 Wounds. 10 shots between reloads. Can burst fire for +1 extra. 

 

Laspistol. Pistol range. 6 Wounds. 20 shots between reloads. 

 

Needle Pistol. Pistol Range. 4 Wounds (+1d5 if toxin hits.) 10 shots between reloads. 

 A laser bores a hole for a tiny toxic dart. The laser does 4 Wounds, the dart (living target, armor 

penetrated) adds 1d5 Wounds. 

 

Stub Gun. Pistol range. 5 Wounds. 8 shots between reloads. 

 

Web Pistol. Current or adjacent arena. Daring 10 to dodge. 

 Target is entangled if hit, for -10 Brawn and Cunning (and movement becomes impossible while 

restrained.) Every point of success testing Brawn or Cunning reduces the bond by 1. When the bond 

is half gone, the target can either run or use upper torso unimpeded, target’s choice. 

 

ASSAULT WEAPONS (1 load each) 

 

Autogun. Rifle range. 6 Wounds. 30 shots between reloads. 

 

Lasgun. Rifle range. 6 Wounds. 30 shots between reloads. 

 

Needle Sniper Rifle. Sniper range. 4 Wounds (+1d5 if toxin hits.) 10 shots between reloads. 

 A laser bores a hole for a tiny toxic dart. The laser does 4 Wounds, the dart (living target, armor 

penetrated) adds 1d5 Wounds. 

 



Shotgun. Pistol range. 6 Wounds. 8 or 20 shots between reloads. 

 Scatter shot gets +1 extra, solid shell gets +2 Wounds. 

 

HEAVY WEAPONS (2 loads each, +1 per 2 reloads)   (Fire as a focus action unless in power armor) 

 

Auto-Cannon. Rifle range. 8 Wounds. 30 bursts between reloads.  

 Default shot is +3 extras. Long burst costs 3 “shots” and grants +6 extras. 

 

Heavy Bolter. Rifle range. 8 Wounds. 30 bursts between reloads. 

 Automatically burst fires; 2 ammo for 1 extra, 4 ammo for 3 extras, 10 ammo for 6 extras. 

 

Missile Launcher. Rifle range. Damage by ammo type. 1 or 5 missiles per load. 

 

ARMOR 

 

Flak.  Medium. Carapace. Heavy, worn by Imperial Guard. 

 

Field Generators. These generate are the size and weight of a pistol holster. They generate a hazy light 

and a hum when active, so stealth is -8 Cunning. 10 uses, then the power pack must be replaced. 

 Shoddy generators fail altogether on a 1-2 when activated. Standard generators can only be recharged 

in an armory or with a lab. Masterwork generators can be reloaded as a focus action. 

 

Conversion Field. Activates on 6+, transforms incoming energy into light and sound. Blinds and deafens 

those exposed (who are outside the field). Targets in the arena are -10 Awareness and Cunning (reduced 

by whatever the target rolls on a Daring test), adjacent arena, -5. 

 

Displacer Field. Activates on 6+, moves you 1 arena away, no danger of materializing in something. DM 

determines where you end up. The shot that would have hit you misses. 

 

Refractor Field.  Activates on 8+, stopping up to 8 incoming Wounds. 

 

 


