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Character Generation 
1. Start with the Imperial Space Marine Template. If you want to play a chaplain or librarian, work 

with your DM. You need permission to start at higher level. (Either now or later, your character will 
need a name, and probably a hero name.) 
 

2. Assign Attributes. You have 10 points to put into attributes. 
• You can take an attribute to -1 for 1 more point to spend on another attribute. You can take 

up to 4 negative points, no more than 2 in any attribute. 
• Maximum 10 in an attribute. 
• Positive attributes give the character advantages. 

• Brawn. Each +1 is 1 load the character can carry without penalty. Positive Brawn 
means the character knows how to swim. Encumbrance is on page XX. 

• Commitment. Your bonus allows a code of honor, minimum 1, “Servant of the 
Golden Throne.” (page XX). 

 
ATTRIBUTE Description Extra Usefulness 
Awareness Alertness, perception, insight Notice things. 
Brawn Size, physical intimidation Carry heavy objects, wear armor. 
Charm Social aptitude, ability to inspire, persuasion Persuasion, intimidation, leadership. 
Commitment Devotion, intensity, resisting magic & suggestion Strength of will. 
Cunning Trickery, sneakiness, lying, stealth Stealth, deception, intrusion. 
Daring Courage, reflexes, managing risk Reflexive dodging, boldness. 

 
3. Choose a starting talent. You get one of the talents listed on your starting template at first level. 

 
4. Equipment. You can ask the DM for any other gear now.  

 
Multiple Templates (Adding Chaplain or Librarian) 

 
If you start play with two templates, one is an overlay template, so this applies: 
• No Starting Talents. You do not start with a talent. You get your first advantage at level 3. 
• Inherent Abilities and Limitations. Inherent abilities and limitations from both templates apply. 
• Talents. You can spend 3 Awesome Points to access unpurchased talents from either template. 

Purchasing talents from either template counts as buying from the base template. 
• Awesome Points Spent to Level. Leveling costs 3 more Awesome Points, so 15 instead of 12. 
 

  



Imperial Space Marine Template 
 
You survived death worlds, rose to the top, and were gifted by a Geneseed. Given a choice between being 
human or lethal, you became lethal. You are the point of the spear, the Emperor’s Chosen, and each one 
of you and your battle brothers is an army. 
 
Inherent Ability—More Human Than Human START WITH 5 WOUNDS 
You are half again the size of a human, with redundant organs and psychic surgery enhancing the 
controlled mutation induced by your chapter’s geneseed. You age about 1 year in 15, starting at age 15; a 
century of war, and you look grizzled and ageless. 
• Add +5 Brawn, Commitment, and Daring. 

o Your attribute maximums are 10, and for the attributes with bonuses you can have up to 15. 
• For 24 hours per Brawn rating, you can ignore the need for food, water, or sleep. 

o When rolling a critical, subtract 5; if the result is 0 or less, you still have 1 Wound. 
o When resting, as long as you were not injured to the point of dying or crippling, you regain 1 

Wound every 5 minutes of rest. 
• Unarmed and unarmored, you inflict 2 Wounds in hand to hand. Add +2 Wounds when using muscle-

powered weapons. 
• You are trained on all equipment, weapons, vehicles, procedures, and catechisms of your Chapter. 
 
Limitation—Total Commitment 
Your only goal is to serve the Emperor through your assignments in the Chapter. Any other desire, 
personal or otherwise, is a doorway through which Chaos may enter your mind and heart. You must have 
a Commitment of at least 1, and you must take a Code of Honor, “Servant of the Golden Throne” at a 
minimum of 1. 
 
Talents  
 
• Absolute Faith.* Constant. Resisting persuasion or intimidation, you do not roll Commitment. Your 

roll counts as a 10. 
 

• Battlemaster.** Constant. You have been trained in the finest combat techniques of the Imperium 
and your Chapter. You can spend up to 1 Awesome Point per your level to add +2 to hit unarmed, 
with melee weapons, and with ranged weapons. 
 

• Combat Toughened.* Constant. You gain +2 Wounds. Add your current Wounds as a bonus to your 
Commitment to resist intimidation or corruption. 
 

• Hardened Psyche.* Constant. Ignore 1 mental stress point per exposure. This talent may be 
improved to ignore 2 mental stress points per exposure. 

 
• Specialist.** Constant. You are a veteran checked out for special gear. Each time you take this talent, 

you are qualified on a category of special gear. 
o Apothecary, Close Combat, First Company (Terminator tactical dreadnought armor), Heavy 

Weapons, Pilot, Scout, Standard Bearer, Officer. 
 
  



Chaplain Overlay Template 
 
Chaplains administer the rites of the Chapter, perform the ancient ceremonies of Initiation and 
Vindication, and chant the liturgies of battle as they lead their brothers into war. 
 
Chaplains can only be taken as overlay templates to Imperial Space Marines. You must have all 5 Space 
Marine talents, becoming a Chaplain at a minimum of 6th level (often later). A veteran marine can 
become a chaplain with no special talents besides steely resolution in the face of the Imperium’s enemies, 
and the achievement of at least one Purity Seal (awarded for surviving a battle with Chaos untainted). 
 
Inherent Ability—Beyond Question  
Any citizen of the Imperium must give you 2 of their Awesome Points that do not count towards leveling 
if they wish to disrespect you in your presence. Space Marines in your Chapter below the rank of Captain 
must do as you say, even though you are not their commanding officer, unless your order clearly is out of 
your jurisdiction as spiritual shepherd of the Chapter. You are trained in the use of the legendary crozius, 
and other advanced wargear. 
 
Limitation—Weight of Honor 
You represent the unbeakable faith of the Imperial Space Marines, and the core of the Imperium’s 
doctrine. For you to fall, or turn, or be subverted, or embarrassed, weakens the awe in which the 
Imperium is held by those who are not as dedicated. Your honor is unimportant in the balance of the glory 
of the Imperium, which you must never tarnish. 
 
Talents  

 
• Battle Cry.** Rested. Focus action (upgrades to defend action, upgrades again to a free action). You 

shout a liturgy of battle or swear a malediction against a foe. Allies ruled by the Imperium who are in 
your arena or an adjacent arena who can hear you automatically gain 1 advantage, they choose which: 

o Shrug off intimidation. Lose 1 mental stress point. Gain 1 Awesome Point. 
 
• Defiant.** Constant. Any time you need to use Daring or Commitment, add both to the roll. 

 
• Master of Ceremonies.** Rested. You have earned the right to solemnize transitions and events in 

the lives of the marines under your care through use of ritual. All chaplains have. You have a flair for 
it; in a ritual lasting at least 5 minutes, all marines participating get 1 Awesome Point, marines from 
your chapter get 2. If you conduct a ritual focusing on one individual lasting half an hour or more, 
that individual gets 5 Awesome Points. 
 

• Righteous Fury.** Constant. In battle against the foes of the Imperium, once per day you can take a 
focus action and add 1 Wound to your current and maximum Wounds per your Commitment. At the 
end of the battle, these Wounds go away; if you go to 0 or fewer Wounds, you take a critical. 

 
• Sense Chaos.** Constant. You can sense corruption in those you talk with. You can feel which 

mortals have opened their hearts, minds, and bodies to the lure of Chaos. You can give a Purity Seal 
to a survivor of a battle with Chaos if their integrity is undimmed, or order the execution of those who 
have fallen prey to their weaknesses. 



Librarian Overlay Template 
Librarians manage dangerous knowledge, compile learning from campaigns, maintain psychic 
communications during and between battles, and recommend individual marines for awards. 
Librarian is an overlay template with Space Marines. They must be 3rd level to be assigned to the field. 
 
Inherent Ability—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. If you have 
an Aegis hood, as a focus action, change up to 1 Awesome Point per level to a psionic point. These do not 
count as being spent towards leveling. 
• You are issued an Aegis hood, and a personalized force weapon, usually an axe or sword (any type). 
 
Limitation—Adopted Brother 
Few of your battle brothers are comfortable with you. You evaluate and report on their performance, and 
they rely on you for communications. Imperials are ever slow to trust what they cannot understand. They 
accept you out of obedience, their discomfort subservient to the needs of the chapter. That must suffice. 
 
Talents  

 
• Astropath.** Rested. Encapsulate 1 unit of information per Awareness in an hour-long process. One 

unit is text it would take you an hour to read, or a complex diagram or floorplan. Release the packet 
through the Warp towards a target. It carries a hint of your intellect and desire, so it can navigate. It 
arrives in 1d5 increments of time, depending on distance (hours, days, weeks, months, years, decades, 
centuries.) Sometimes conditions delay the packet by an increment, or it is lost in a Warp storm. This 
information can only be received by another psycher, and it takes an hour to unpack it. 
 

• Sense Fate.** Rested. One hour. You can read the Imperial Tarot, and you are skilled in divinatory 
methods such as horoscopes, chiromancy, and various auguries. You can usually get at least one 
strong hint or clue. Sometimes you get a subtle reading that provides much insight. Sometimes the 
reading is blocked by powerful forces in the Warp. 

 
• Counter Warptwist.** Rested. Defend action. When a psychic effect is in play in your arena, or one 

arena per your 2 Awareness away, you can attempt to stop it. You must spend 1 psychic point per 
psychic point the other psycher is using, then both roll 1d10 and add level, Commitment, or current 
Wounds, whichever is highest. Both sides can spend Awesome Points, 1 grants +1. You win a tie. 
The loser takes 1d5 Wounds that cannot be reduced (unless wearing an Aegis hood, then Aura or 
spending Awesome Points to reduce by 1 Wound works normally.) 

 
• Telepath.** Rested. Focus action (upgrade to defend). Communicate with one target per Cunning 

simultaneously, 1 kilometer per your Awareness range (double range by burning a Wound.) You can 
push into an unwilling target’s mind, using your Commitment  against the target’s Cunning, 
Commitment, or Charm. If you win, you can drag one image or bit of knowledge out. The target can 
double the target’s score by burning a Wound. 

 
• Warpsense.** Constant. Focus action (upgrades to move.) You can sense thoughts and life that exist 

in the Warp as well as realspace, up to 1 arena away per Awareness. 
  



Librarian Psionics 
 
Each of these specific powers is a talent that a Librarian can take, but cannot use untrained. Training is 
always going on in appropriate settings, so it is possible enough training has already happened that field 
experience allows a librarian to take a power. Librarians can have up to 3 powers (including upgrades) per 
rank, with no limit on Chief Librarians. 
 
Four Ranks 
Librarians are warriors, but they serve in auxiliary roles as well. Here are their roles, in ascending rank. 
• Lexicanan. Prepares tactical reports of each of the Chapter’s battles, based on interviews with 

survivors or first-hand accounts. 
• Codicier. Evaluates Lexicanan reports and provides a strategic overview for campaigns. 
• Epistolary. Chief psychic communications officer on the battlefield, and for a task force on the move. 
• Chief Librarian. Report to the chapter commander, hold overall responsibility for maintaining lines of 

communication. Also, sift battle reports and recommend individual marines for honors. 
 
Identified as an incredibly powerful psycher at a very young age by the Adeptus Astra Telepathica, 
trained by the Scholastia Psykana, and thrust into decades of training in close proximity to daemons and 
the Warp, your experiences are somewhat alien to those of your battle brothers. How can your fellowship 
be without strain? When things get weird, you are their bulwark against the strange and unreal. 
 
Psionic Points 
 
Librarians have a pool of psionic points equal to their level. These are spent to fuel psionic effects. Up to 
all points can be spent each round, fueling a force weapon or using psionic powers. 
 
Refilling Psionic Points. An hour of meditation refills psionic points to full. If you have an Aegis hood, a 
focus action allows you to transfer up to 1 Awesome Point per your level to become a psionic point 
instead. This transfer does not count as spending Awesome Points. 
 
Powers    Double all costs if you do not have an Aegis hood to help focus. 
 
• Aura. Constant. Focus action (upgrades to defend), swell psychic energy in a protective sheathe 

around your body and spirit. It ignores hits of up to 8 Wounds, and if hit by an attack dealing more 
than 8 Wounds, it shatters (but stops the attack’s effects on you first.) It lasts 1d5 rounds at most. 
Cost: 2. 
 

• Barrier. Constant. Focus action (upgrades to move). Block off one side of one arena with an inter-
dimensional barrier conjured from the Warp. It lasts 1d5 rounds. It is destroyed by an attack dealing 
10 Wounds or more. Cost: 3. 

 
• Batter. Constant. Focus action. Target a mind you can sense within 1 arena per 2 Awareness. Use 

your Commitment against the target mind Commitment as a push action; if you win, the target can be 
forced to move one arena in any direction, even into lethal danger. Cost: 4 

 
• Machine Spirits. Constant. You can activate this power to prevent a machine failure in your arena, 

activated as soon as you notice a failure is possible or it is in progress. You can also force a machine 



to jam or fail in your arena. This can open or close doors in an adjacent arena. (Upgrade to give the 
spirits a range of 1 arena per 2 Awareness.) Cost: 2. 

 
• Mind War. Rested. Focus action (upgrades to shoot.) You batter your psyche into another psyche 

you detect within 1 arena per 2 Awareness. Both sides roll 1d10; the duelists add their level, 
Commitment, or Wounds, whichever is highest. Both sides can spend Awesome Points, each point 
adding 1 to the total. The duelist that loses dies horribly. Cost: 2. 

 
• Obfuscate. Rested. Focus action (upgrades to move.) Add your level to your Cunning for stealth. 

This can be applied to up to 1 other ally in your arena per your Commitment. Cost: 2 per beneficiary. 
 

• Shield Mind. Rested. Focus action (upgrades to defend.) The target’s bonus if caught in a mind war 
is doubled, for 1d5 minutes or (if a librarian with an Aegis hood) for 1d5 hours. The protection is 
burned off after it is used once. This power must be used on someone in your arena only.  Cost: 2. 

 
• Sight. Rested. Focus action (upgrades to move.) You can move at the rate of 3 arenas per round, and 

you can scout out moving 3 dimensionally up to 1 arena away per your Awareness to see what you 
would be able to detect were you present at that location. Lasts 1d5 rounds or until you stop. Cost: 2. 

 
• Slow Body. Rested. Focus action (upgrades to shoot.) You can affect a target you can see, or sense, 

within 1 arena per 2 Awareness. That target’s actions all are 1 increment longer. Free actions become 
move actions, normal actions become focus actions, and focus actions take 1d5 rounds to work out. 
This lasts for 1d5 of the target’s actions. Cost: 2. 

 
• Teleport. Rested. Focus action (upgrades to move.) You can move up to 1 arena away per 2 

Awareness by stepping into the Warp and out at your intended destination. Cost: 3 +2 per arena. 
 
 

  



Other Roles 
There are some roles that are consistent across chapters of Imperial Space Marines. Even when they 
appear different in various chapters, they accomplish the same things. These roles are significant, but not 
sufficiently different to warrant another template. These honors are seldom bestowed on marines of less 
than 5th level with less than a century of service. These are specialist talents that may not be immediately 
obvious as to their utility, with some explanation of what advantages they confer. 
 
Apothecary. These maries are tasked with offering medical help to the injured, harvesting the Geneseed 
from the fallen, and administering the Emperor’s Peace (bolt pistol to the head) to those beyond saving. 
The apothecary is responsible for the chapter’s future. Geneseeds are the key, turning a new generation 
into reinforcements. 
 
Scout. All marines start out as scouts, in lighter armor, working to prove themselves before being issued 
power armor. They gain an appreciation for their equipment, and learn how best to use tactics and stealth 
to overwhelm a larger force when not assured of backup. Some marines take to this mindset, and the 
advantages of stealth and infiltration that come with it. 
 
Standard Bearer. You have to be the toughest, most determined, most ferocious marine in your unit to 
be gifted with the honor of bearing the standard into battle. You must memorize the major battles of the 
chapter’s history, its historic alliances and grudges, and its heroes and foes. You are well versed in all 
issues of Space Marine Chapter etiquette within your chapter and between chapters, and any protocols 
worked out with aliens where appropriate. 
 

Other Talents 
 
• Parry.* Constant. Once per round, when a foe attacks in hand to hand or melee, if you are holding a 

melee weapon, roll 1d10 and subtract the total from the foe’s to-hit roll. Upgrade, and you can react 
to one attack roll per round per your Cunning. 

  



Wargear for Imperial Space Marines 
 
ARMOR 
 

 
Armor Types 
 
Scout Armor. Counts as Super Heavy Armor. 
 
 
POWER ARMOR  
 
Both power armor and terminator armor have these consistent advantages: 
• Counts as Super Heavy Armor. 

o Power Armor. +5 Wounds soaked.  
o Terminator Armor. +15 Wounds soaked. 

• Power Assist. Adds +2 Wounds to melee and unarmed attacks. Compensates for its own weight. 
o Power Armor. Without power, movement is halved and rolls to hit or for attributes are -5. 
o Terminator Armor. Without power, cannot move, except to activate emergency exit. 

• Combat Drugs. Critical rolls (you resisting lethal blows) while wearing the armor are -2. 
• Tactical Array. Allows encrypted communication within the squad, officers (or brevet rank as officers 

fall, automatically assigned by the computer or manually by a superior officer) can communicate to 
the next tier up while on assignment. 

o Track up to 36 targets as assigned. 
o Enhance visual or audio up to x5. 
o Effective night vision in low-light conditions, built in flashlights. 

• Environmental Controls. Can withstand hard vacuum, deep sea pressure, ammonia atmosphere, etc.  
o Power armor refreshes for 72 hours. 
o Terminator armor refreshes for 150 hours. 

 
When the armored target takes a hit that exceeds its soak, the extra damage is split between the armor 
(odd points) and the wearer (even points.) Each point the armor takes degrades it by 2 soak, or knocks out 
a system—wearer’s choice. 
 
 
  

ATTACK ROLL Super Heavy Medium No Armor The [-X Wounds] represents the 
number of Wounds that the armor 
deflects away from the character 
inside. This is damage reduction.  
 
The higher the roll to hit, the less 
effective armor is. When specific 
armor lists “+X” that number is 
reduced no matter what the attacker 
rolls to hit; the other designation 
(“Super Heavy”) is in addition to +X 
soak. 

20+ Full Damage Full Damage Full Damage 
 
2 Awesome 
Points from Stack 
for surviving a 
fight unarmored 

17-19 -1 Wound 
14-16 -2 Wounds 
11-13 -3 Wounds -1 Wound 
8-10 -4 Wounds -2 Wounds 
1-7 Miss Miss Miss 

Cunning Penalty -6 -2  
Encumbrance 3 loads 1 load  

Description Power Armor Flak Armor Clothes 



MeleeWeapons 
Melee Weapons 

Type Damage Description +2 to hit in this Arena 
Unarmed 1d10 to hit, add an attribute to the roll, do 0 Wounds, only KO target. (AP for damage.) 
Light 1 1d10 to hit, add an attribute to the roll, do 1 Wound. Tight 
Hand 1 To hit, roll 3d10 instead of 2d10, ignore the lowest.  
Reach 1 2d10 to hit. +2 to impede or prevent impeding. Hazardous 
Ranged 1 Attack earlier, and adjacent arenas also. (target in) Open 
Heavy 2 2d10 to hit. Big, so they do more damage. Dense 
Very Heavy 3 2d10 to hit. Huge, no shield, ignore the first Wound armor soaks. 
• Light. These weapons are small, like daggers, gaff hooks, and broken bottles. 
• Hand. Normal one-handed weaponry. Lots of sword types, maces, battle axes. 
• Reach. One or two hands, long. Staff, chain mace, spear. 
• Heavy. Hand-and-a-half or two handed. Bastard sword, heavy mace, claymore. 
• Very Heavy. Enormous, needs two hands. Huge club, armored foe’s body. 
 
Parrying Weapons 
A parrying weapon must be light or a hand weapon, and it can be used with a light, hand, or heavy 
weapon in the other hand. When using a parrying weapon, you are -1d10 on your attack roll (so you roll 
1d10 to hit with a heavy weapon and 2d10 with a hand weapon.) 
• The weapon grants +2 to hit, -2 for a foe to hit, or +1 Wound to an attack. It can be used for one of 

these three things, once a round. Doesn’t stop ranged attacks. Cannot be used with a shield. 

WEAPONS 
 
Melee weapons sized up for use by power armor inflict +2 Wounds because of their greater size. Used 
without power armor, they count as Very Heavy Weapons. 
• Space Marines inflict +2 Wounds from Strength, and +2 Wounds from power armor, and +2 Wounds 

for upsized weapons: the default for light, hand, or reach weapon is 7 Wounds. 
 
Firearms sized for use by power armor are [-10, +1 per Brawn, up to 0] to hit when used by less strong 
shooters. They also count as +1 size category used in hand to hand. 
 
Reloading firearms takes a focus action. Standard issue is 4 reloads for any weapon but heavy weapons, 
which get 2 reloads. 
 
MELEE (+1/2 load each) 
 
Knife. Light weapon. 
 
Lightning Claws. Set, Terminator only.  Power weapon. Counts as hand weapon, and gets 2 advantages. 
• An extra is: +2 to hit, -2 to an attacker’s melee roll, or +1 Wound. 
• Only issued to those who take the “Specialist: Close Combat” and “Parry” talents. 
 
Thunder Hammer and Storm Shield. Set, Terminator only. Power weaponry. Counts as a hand weapon, 
but -1 die when rolling to hit because of shield use (2d10.) 



• Shield. Ignore 5 Wounds from 1 melee attack each round. The attacker who hits the shield takes 3 
Wounds. (In the case of a mass of minions, 3 Wounds go into the mass and take out as many as 
possible.) The “counter attack” from the shield ignores up to 4 soak from armor. 

• Only issued to those who take the “Specialist: Close Combat” and “Parry” talents. 
 
Type. Power Weapons. They ignore up to 4 soak from armor, and the wielder can add up to 3 Wounds 
by spending 2 Awesome Points per additional Wound. 
• Power Fists, Power Mauls, and Power Swords are hand weapons. 
• Only issued to those who take the “Specialist: Close Combat” and “Parry” talents. 
 
Type. Chain Weapons. Chainsaws in cutting surfaces make a weapon -2 to hit. However, used as a focus 
action, they inflict x3 damage. Then the user must rip the weapon free; when attacking hard targets, the 
user must test Brawn or Daring difficulty 20 to free the weapon from the target. 
• Chain swords and chain axes are hand weapons. 
• Only issued to those who take the “Specialist: Close Combat” and “Parry” talents. 
 
Type. Force Weapons. Psi-matrices are engineered into a serpentine shape in the weapon, concentrating 
and directing the psychic energy of the wielder. These swords and axes are used by Librarians, and they 
can be hand weapons, heavy weapons, or reach weapons. Psychic points can be spent through these 
weapons. Spend 1 to add +1 to hit, and 2 to add +1 Wound to damage. Up to all can be spent each round. 
 
 

  



Ranged Combat 

All ranged weapons can attack in the same arena or an adjacent arena. 
• Move and Shoot. Spend 1 Awesome Point to do a ranged attack while moving. Roll 1d10 to hit. 
• Hand to Hand. Generally ranged weapons count as hand weapons in combat. A heavy crossbow may 

be a heavy weapon. A longbow can be a reach weapon. Pistols are light, SMGs and rifles hand 
weapons, and heavy rifles are heavy weapons. 

 
Coverage Shot hits cover on:  Cover Sturdiness Advantage 

Hardly any 8-10  Thin wood, light furniture, glass Soak 1 Wound 
About a quarter 8-13  Sheetrock, safety glass, sheet metal Soak 2 Wounds 
About half 8-16  Sturdy wood, car door Soak 3 Wounds 
About ¾ 8-19  Heavy furniture, solid walls Soak 4 Wounds 
Fully behind it 8-20+  Metal armor plate Soak 5 Wounds 
 
Ranged Weapons     All are +2 to hit targets in an open arena. 

Type Damage Description Reload Rate 
Light 1  1 action to ready, load, shoot. 
Hand 1  1 action to ready, load, shoot. 
Heavy 2  1 action to ready, load, shoot. 
Very Heavy 3  Focus action reload. 
• Aimed. Shooting as a focus action, a bow can shoot targets 1 arena away per Brawn.  

• Shortbows have a maximum range of 4 arenas away, longbows a maximum of 8 arenas away. 
 

Firearms   All are +2 to hit targets in an open arena. Roll 2d10 to hit. 
 

Ammunition Type 
10 on the Face Die doubles Wounds instead of +1. Some ammunition modifies the gun’s base damage. 

• Armor Piercing. Ignore 2 points of armor. 
• Magnum. +1 Wound. 
Tracer. +2 to hit with full automatic attacks. 

 
Gun Type Short Range Medium Range Long Range Extreme Range 

Pistol, SMG Arena (+2 to hit) To 2 arenas away 3-5 arenas away (-2 to hit) 6-9 arenas away (-4 to hit) 
Assault/Hunting Rifle Adjacent arena To 5 arenas away (+2 to hit) 6-9 arenas away Line of sight (-2 to hit) 
Sniper Rifle Adjacent arena (-2 to hit) To 5 arenas away 6-9 arenas away (+2 to hit) Line of sight 
Reloading. Exchanging clips is a focused action.  
 
Rapid Fire    Multiple shots in rapid succession can be effective. 
Extras: 1 extra can grant: +2 to hit, +1 Wound, or +1 target in the arena (split damage among targets.) 
• Burst. Fire 3-5 bullets as one attack, roll to hit, and choose 1 extra. 
• Full Automatic. Fire about 20 bullets as one attack, roll to hit, choose 3 extras in any combination. 
 
Bonuses to Hit 
• Stabilizing. Get +1 to hit by using both hands, get +1 to hit by using a rifle stock. 
• Aim. Firing as a focus action grants +2 to hit. Laser Sight. Adds +2 to hit. 
 
SIDEARMS (1/2 load each) 



 
Bolt Pistol. Pistol range. 8 Wounds. 10 shots between reloads. 
 
Plasma Pistol. Pistol range. 8 Wounds. 10 shots between reloads. Ignores 4 armor soak. Crit rolls +5. 
 
Pistol Flamer. Range is same arena or adjacent arena. 6 shots between reloads. Can fire up to 3 per 
shooting or combat attack. Each “shot” is 4 Wounds, +2 targets, or +4 to hit. 
 
ASSAULT WEAPONS (1 load each) 
 
Bolter. Rifle range. 8 Wounds. 20 shots between reloads. Automatically burst fires as 1 shot with 1 extra. 
Can fire a long burst for 2 ammo and 2 extras. 
• An extra is +2 to hit, +1 target, or +1 Wound. 
 
SPECIAL WEAPONS (3 loads each) 
 
Plasma Rifle. Pistol range. 10 Wounds. 10 shots between reloads. Ignores 6 armor soak. Crit rolls +5. 
 
Meltagun. Pistol range. 8 Wounds. 20 shots between reloads, up to 5 per use. Each “shot” adds +2 
Wounds and ignores 2 armor soak. 
 
Flamer. Pistol range. 12 shots between reloads. Can fire up to 3 per shooting or combat attack. Each 
“shot” is 4 Wounds, +2 targets, or +4 to hit. 
 
Grenade Launcher. Terminator launcher is pistol range, or gun for rifle range. See “grenades.” 
 
Storm Bolter. Terminator Only. Rifle range. 8 Wounds. 40 shots between reloads. Automatically burst 
fires: 2 ammo and 1 extra, or 4 ammo and 3 extras. 
• Jams on a roll of doubles, it takes a move action to clear the jam. 
 
 
HEAVY WEAPONS (7 loads each) 
 
Heavy Bolter. Rifle range. 8 Wounds, 100 shots between reloads. Automatically burst fires; 2 ammo and 
1 extra, 4 ammo and 3 extras, or 10 ammo and 6 extras. 
 
Missile Launcher. Rifle range. Damage by ammo type. 10 missiles per rack. 
• Frag. Sprays everyone in an arena with 2d5 Wounds. Daring 10 to take 1d5 Wounds if there is cover. 
• Krak. Hit one target ignore 2d5 armor soak and inflict 10 Wounds. 
• Melta. 3d5 Wounds, -2 per m from detonation. Ignores 1 armor soak per Wound inflicted, continue 

melting and burning at -2 Wounds per round. 
 
Plasma Cannon. Pistol range. 10 Wounds. 30 shots between reloads. Ignores 6 armor soak. Can burst 
fire, 3 ammo for 2 extras or 6 ammo for 4 extras. +5 on critical rolls. 
 
Lascannon. Rifle range. 12 Wounds. 20 shots between reloads. Ignores 10 armor soak. +5 on critical 
rolls. 
 
Assault Cannon. Terminator Only. Rifle range. 10 Wounds. 30 shots between reloads. 1 extra per 2 shots 
ammo, up to 10 shots ammo per round. +5 on critical rolls. 



 
Multi-Melter. Pistol range. 8 Wounds. 40 shots between reloads, up to 8 per use. Each “shot” adds +2 
Wounds and ignores 2 armor soak. 
 
Heavy Flamer. Pistol range. 24 shots between reloads. Can fire up to 6 per shooting or combat attack. 
Each “shot” is 4 Wounds, +2 targets, or +4 to hit. 
 
 
GRENADES 
 
• Blind. Adds cover to an arena for 1d5 rounds. 
• Frag. Sprays everyone in an arena with 2d5 Wounds. Daring 10 to take 1d5 Wounds if there is cover. 
• Krak. Shaped charge, or sticky. Hit one target ignore 2d5 armor soak and inflict 10 Wounds. 
• Melta Bomb. 3d5 Wounds, -2 per m from detonation. Ignores 1 armor soak per Wound inflicted, 

continue melting and burning at -2 Wounds per round. 
• Plasma. 10 Wounds. Ignores 6 armor soak. Crit rolls +5. 
• Photon Flash. Test Daring 10, fail and be blinded for 1d5 rounds. 
 
 
Special Wargear 
 
Crozius Arcanum. Chaplain’s badge of office, a power maul (hand weapon, powered.) 
 
Rosarius. Force field generator. It activates if an attack does more than 10 Wounds, and you roll 7+ on a 
1d10. If it activates the attack is ignored. 
 
Blades of Reason.  
 
Aegis Suit. Power armor or terminator armor can have a hood added for Librarians, that is reinforced 
plasteel interlaced with intricate crystals of a psi-matrix. It adds +5 against psychic manipulation, and can 
stop the first 3 Wounds from a psychic assault. 
 

  



Vehicles 
In the spectrum between “simulation” and “game” this is way over on the “game” side. The idea is to 
provide a loose general structure for handling vehicles; don’t let this get in the way of common sense. 
Improvise if you’d rather. This is some structure to help run chases. 
 
 Speeds Rugged/Cover Passengers Pilots/Gunners/Weapons 
Land Raider 1-5 7 10 PA/5T 1/2. 2 Twin lascannons. Twin heavy bolters. 
Predator 1-5 6 0 1/3. Turret cannon, 2 sponsons (customize.) 
Rhino 1-5 5 10 PA 1, Twin bolter. 
Land Speeder 1-9 3 0 1/1. H. flamer, multi-melta. 
Attack Bike 1-8 2 0 1, twin bolter, multi-melta. 
 
Speed 
This is an abstract. Rather than measuring how fast the vehicle is going, it measures two other factors—
how much damage it takes to fall out of it while it is going (or run into something while inside, or crash 
into targets) and how it moves relative to others vehicles. 
• Cruising. Difficulty to control the vehicle under normal circumstances is equal to the current speed, 

if a test is necessary. 
o Flying. ½ speed rating for flying vehicles, which are designed to operate at higher speed. 

• Change Speed. Characters can change speed by 2 as a free action once per round, +1 per Daring. 
 
Pursuit 
• Chase Movement. Those in the chase move 1 arena per round per current speed rating, calculated at 

the beginning of the round. (Arenas are at least x2 the size of on-foot arenas, up to x10.) 
• Control. The quarry can accept a higher difficulty before rolling, passing that higher difficulty to the 

pursuer if the pursuer wants to keep up. 
• Range bands. Range bands are: 

o Engagement. Close enough to potentially risk a boarding maneuver or strike each other with 
vehicles. Within 2 speed. 

o Behind. Close enough to trade ranged fire, stay in visual contact. Within 1 per ½ pursuer 
speed rating.  

o Following. Visual contact becomes sporadic, it is +3 difficulty to hit with range attacks. 
Within pursuer’s speed rating. 

o Trailing. Only occasional visual contact. +6 difficulty to hit with range attacks. 
o Lost. No longer in a chase. 

• Interpreting the Dice. Every 3 higher one participant is equals 1 range band the participant can 
move. So, if the prey rolls 6 higher, the prey can move 2 range bands ahead. 

• Failure. If one driver/pilot fails, what happens? 
1. Lose ½ movement. 
2. Jostle something. 
3. Grant the foe +6 to their roll. 
4. System failure, as taking 1 wound. 
5. Disabled. 

 
Damage to Passengers 
• Jostle. One vehicle jostles another, doing 1 Wound per Ruggedness and taking 1 damage. This forces 

the other driver to test Daring, or risk a mishap. 



• Falling Out. Characters falling out of a moving vehicle take 1 Wound per current speed, up to +1/2 
depending on what surface the character lands on. 

• Crash, Occupants. Characters inside vehicles take 1 Wound per 2 speed in a crash, -1 per the 
vehicle’s ruggedness/cover if strapped in. 

• Crash, Target. Objects, people, etc. hit by a moving vehicle take 1 Wound per [current speed + 
ruggedness].  

 
Damage to Vehicles 
Vehicles ignore 1 Wound from normal attacks per their Ruggedness rating, and that’s the cover they 
provide for their occupants. When jostling or colliding, ruggedness cancels out for both vehicles. 
 
When a vehicle takes a wound, randomize. 

1. Steering control -1. 
2. Ruggedness -1. 
3. Speed -2. 
4. Other system disabled, or re-roll (like weapons, sensors, landing gear, etc.) 
5. Disabled. 

 
Conducting a Chase 
 

1. Determine speeds of those in the chase. Allow adjustment of 2+ speeds now. 
2. Determine distance between those in the chase, in range bands. 
3. Characters choose whether or not to add difficulty, then they roll. 
4. Failures work out consequences. 
5. Successes adjust space between pursuers. 
6. Crashing works out damage. 

 
Arena Types 

a. Tight arenas double difficulty. 
b. Dense arenas are +1/2 difficulty. 
c. Neutral arenas are normal difficulty. 
d. Open arenas are -3 difficulty. 

 



Character Advancement 
When you have spent 12 Awesome Points through your character (15 for chaplains and librarians), your 
character gains 1 level. You can gain an advantage right then, or save it for later. Choose from the list. 
 
• +1 to an Attribute. No training is necessary. 
 Gain a talent. No training is necessary if it is from your template, otherwise you need a teacher for at 

least 24 hours of instruction. (Sometimes training has been happening in the background.) 
o Half your talents must be from your template. 

• Upgrade a talent. Look at the section that describes how that is done. Not every talent upgrades. 
• Gain +1 Wound. This stacks with talents and inherent abilities that grant extra Wounds. You can buy 

up to 1 more Wound per your base Brawn. 
 

Description of Talents 
Talents are abilities the character can use.  
 
Difficulty to Learn. How widely available is the talent?  
• Base Template Talents. You can gain talents from your base template without further training.  
• Open Talents. Training for “open talents” is easily located, or spend 3 Awesome Points that do not 

count towards leveling to automatically “figure it out” somehow with DM permission. Training 
generally takes 24 hours of instruction. 

• Restricted Talents.* Gaining “restricted talents” (with 1 asterisk) that are not on your base template 
is only possible if the DM agrees, and there are special circumstances and training (or if the DM 
allows you to spend 5 Awesome Points that do not count towards leveling.) Training generally takes 
24 hours of instruction. 

• Exclusive Talents.** Training for “exclusive talents” (with 2 asterisks) is not possible unless the 
talent is on the character’s base template. The DM can make an exception for extraordinary 
circumstances, but isn’t required to. Training generally takes 24 hours of instruction minimum. 

 
Frequency of Use. How often can the character use the talent?  
• Constant. The character can always use this talent, it is available any time its use is appropriate.  
• Arena. The character can use this talent once per arena. If the talent involves moving between arenas, 

the talent is reset when it enters a new arena. The talent is only exhausted in the arena if its use is 
successful. The talent can be “recharged” in the same arena by spending 1 Awesome Point as a free 
action. The talent automatically recharges when you move out of the arena where you used it. 

• Rested. The character can use this talent successfully once between periods of rest and nourishment. 
The talent can be “recharged” between periods of rest by spending 2 Awesome Points outside 
combat, or 3 points during combat. Generally, rest is about 6 hours of sleep and a meal. 

 
Time to Use. Different talents take different amounts of time to use.  
• Free action. This takes no time. If in doubt about when it activates, it is used on the character’s turn.  
• Action. This counts as a ranged attack action, move action, combat action, etc.  



• Focus action. This starts in phase 3 and activates in phase 6 of the round if the character is not 
injured in that time. The talent is only exhausted if it is successful. If you are hit while doing a focus 
action, but not injured, you are not interrupted.  

• Longer. Some talents specify they take a minute, or an hour, or some other time increment.  
 
Slogans of the Imperium 
• Go with the Emperor’s blessings. 
• Defeat will not be tolerated. 
• The Emperor watches over us. 
• Go forward for the glory of (Chapter). 
• Onward to honor, brothers! Onward, for the honor of the Emperor, our people, and our Chapter! 

Onward for (Chapter)! 
• Our enemy is at hand. We shall continue. We shall succeed. 
• The hour of victory is at hand. We will prevail. 
• Go to meet our ancestors with blood on our hands and victory in our spirit! 
• (Their) sacrifice will not have been in vain. 
• Honor is at stake. We can but strive to succeed, even when, in striving, we shall die. Others shall 

carry on, and we shall not be shamed.  
• Our brothers shall be vindicated. Their sacrifice shall not be in vain. Death to (foe). Glory to the 

Emperor. Vengeance shall be ours. 
• They cannot stand before us. They must perish before our fury. Our honor shall rise upon the 

mountain of their corpses. 
• We shall laugh at death together. 
 
Stuff to Work On 
• Talents available from specific chapters for customization. No Space Wolves. They are stoopid. 
• Vehicles, and their weaponry and armor. 
• Scenario concepts. 
• Space Hulk Randomizer! 
• Other talents, for combat and for geneseed mutations. 
• Move over more base rules material from Fictive Avengers, adapt as needed for completion. 



Improved Talents 
 
Instead of taking a new talent upon gaining a level, a player character can improve a talent the character 
already has. Here are the available improvements. Areas that can be improved are underlined in the talent 
description.  
 
• Upgrade one time frame—rested to arena, arena to constant.  
• Add +1 Wound (damage) for an attack talent.  
• Add +1 to hit for an attack talent.  
• Add +2 to an attribute roll talent.  
• Reduce Awesome Point cost by 1.  
• Speed—change a focus action to a shorter action type (default to “move” if not explained).  

 
Here are some specific guidelines for upgrading talents.  
 
• A talent may be upgraded more than once, but only one of each upgrade type may be applied to a 

talent.  
• Players must get DM approval before improving a talent, to make sure the interpretation works for the 

DM’s game and preferred play style.  
• Every talent is not subject to improvement, and that’s fine.  
• Improving a base template talent counts as taking a base template talent, when counting talents 

towards the cross-template requirement that half a character’s talents must be from the base template.  
 
Improving talents generally cannot allow these possibilities.  
 
• Adding a penalty to an opponent’s Attribute or combat test.  
• Reduce incoming damage.  
• Grant Awesome Points to the character through its use automatically (without player or DM 

involvement.)  
• Increase a player character’s Wounds, or improve healing.  
 
If you see this makes a talent more powerful and cooler, and worry about balance, remember that the 
player character gave up a whole other talent to improve this one. There are some neat talents out there. 
 


