
Thorp€ has been snr  l lng

a shelv€s As the a l thor
or  rne new games

prv eged posl t  o .  o i

Expanded F| t - - . l les for  Inquis i tor

[xlerminolus is our regulor Inquisi lor (olumn, leoluring new rules,
worgeor, speciol obilifiei, eta. Thir monlh Gov presents some rondom
choroder generotion rules, pdwer fields, o new oplionol rule ond his own
worbond leoder - lnouisi lor Kessel.

EtrIEATING F|ANDOM EHAtrIAETEFIS

Th€re are a number of  ways to
create your character for tames of

some players l ike to generat€ thei r
characters f rom scratch pr€ferring
the chal lenge of  gaming wi th a
character or warior band that
chance and fate have deemed for
them. They l l  go on to model  up the
resul t ing at t ibutes and equipment
for use on the tabletop. Random
characteB are also useful for cMs
wishing to knock up a quick non
player  character  for  a s .enar io.
some playeB will prefer to lavish
t ime and ef fod on paint ing and
conveding thei r  modeJ and once th is
masierpiece is complete set about
creating a suitable background based
on the look of  the model .
others wi l ,  fa l l  som€where between
these two camps generating the
atkibutes randomly but using the
equipment  as d ic tated by the model .

So,  to  help th is  process a long,  here is
a random procedure for teneraiing
characters. Of cou6e, you may want
to modify your character a bit after
you have f in ished,  just  to  t idy i t  up a
bi t  or  i ron out  any inconsisterc ies.
For  example,  i t  is  possib le ( though
not  l ike ly)  that  your  marksman
character  ends up wi th ro ranged
weapons at  a l l .  Now, th is  isn ' t  very
appfopriate for a marksman, so you
may want  to j igg le wi th h is  or  her
equipment  to bet ter  su i t  the i r

Remember also that yo!r charactels
need to be mode/led appropriately,
so bear th is  is  mind when choosing
weapons and such.  That  sa id,
randomly generating a character is a
great way to inspire yourself to make
a new modelwhich you may not
necessadly have considered bef ore.

SEfLLIENEE
There rs  a set  s€q!€nce io fo lo\ , !  fo f
random y generat  ng .haracters

1.  Decide charact€r  type
2.  Cenerat€ pro l  e
3.  Cenefat€ :br l t  es.
4.  Cenefa i€ equ pment

I  DEtr IDE t rHAFACTER TYPE
Th€re are a iew broad categor es or
iypes of  character  This charader type
wr determ ne the ,or t  o f  pro l  le  and

Fightef :A iBhter  s  bg o i  W5 to lgh
afd s i ronS br i  r / th  rof  that  nany
lmads or  psych c poienia l
Marksman:  This character  s  good at
srroot ing,  as yo!  might  expeci
Scout :  Sco! t t  can shoot  and f rght  n
hand to hand combat  wrth feasonable
ski l ,  re lyng more on l teath,  lpeed and
dexter iy  than br l ie  for .e
Sage: Creat lnte ect and kno\,r' edge
are the pf rne strengths of a sae€,
ihough thcy tcnd to be phys ca y
weaker than other ciiaractef!
Psyker :  Psykers are genefa ly  ess
phys caly  ad€pt  and brav, ,ny but
compensate w1h thek psych.  powers

E GENEFATE PFC|FILE
Oppos ie are randonr prof l€ geJr€rators
for each iype of character.

3,  GENEFIATE ABILITIES
Each .haracter  Aets D6+l  ro s  on the
appropnate Ab l t  es table Re-ro
nr !  t rp es o l  the sanre sk l l  (prof  e
ncreaset are .!rn u arvel
Noter  A psykeE nar t  wi th Dl  1

4.  GENERATE EOUIPMENT
F i . L . h i , i . 1 F  J c k  n r + r , .  ! . .  f l i c i

eql ipment  tab e Then ro on the

Deiefmine a weapon 5 ava labi l ty  on
the Weapons tab e and then .hoose a
deapon of the approprate iype f fom

I

i
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5 .  N A M E  T H E M !
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6 0 r 2 D t 0  4 0 + 2 D l 0
.r0+2D10 60+2D10
50 2D10 50-2D10
30+2D6 3o+2D6
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1 5  2 D 1 0

15+2D14
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J C + J D l 0  3 0  l O t 0
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60-3D10 40- lDt  0

FANEEM PFI(]FILE EENEFTATclH
Nv Ld

6a+)D6 5A+2D6
67+2D6 45+2D6
75-2D6 50+2D6
4o+2D6 40+3010
55-2D6 aa t 2D6

03-TO 44,10
l l  1 5  1 1  1 1

) 1  2 1  t 3  2 l

25.24 22 27
29 l t  )a  29
32 33 30-32
.1.:17 ll

38 40 34 35

36-42

r :  t6
57 59

a5-38

52-53

55 59

61-66

6a 71
72

Ja 79
a0 85

35
&7-49

- 90 92

+ r 0  w s
+10 35
r 5 5

-  + 5 7

3. AE}ILITIESi EENEFI,ATtr|FT PsYCHIE BISC'PLINE TABLE
A psyker nas abi|ti6 irom
Dl difierent dDciplinee

91-00 Daemonology

MISEELLANEOUS AE'ILITIES

41-00 Gae ot Death

BIOMANI-Y AE|LITIEs

D1oo Abitjty

56-70 Honehand

8l-90 Slord 6f Lghlning
91 00 !\'b p Stren3th

TELEPATHY AEIILITIE5

11-25 Oistactlon

45 50 Mind San
51 60  Pry .h r .5hrek

70 72 Puppet Maner
73 90, Telepathy

DAEMONOLI]EY F[}\A/EH5

olOO Ability

35.49 Instability .. ' :

85 94 Te eoortat on
95 00 Vorter ol Cha.5

EXTER'IIINATIJS 5

06-10

1 a  2 2
23

21 25

26-29
30

31-!4
45. )J

38
39 41

76-J8

a1-86

01-03

04 03
09-11
r : 2 1
72 24
2a 26

27 29
30 31

6a
66'69

75.,9
30 35

a6:90

91.00

15.19

30-34

l5

40 42

+sl+s
50.59

)125 Ambde i t rous
slademaster

- D€deye rhot
-  D . te . t  5hot

26'29 Dodge

42 32-33

46-44 34 36

5A 51 3a-40
,
5 3 -

4 5 ,
57 5A

59-64 5154

68-71 61-62

93-96 93 95

97-@

' 78:41 ;F.ll agdtron lithia labk
32 35 Roi .ga n on Marbnan

86-90 Roll ag3rn on scolt tabl€
91 00 Ro aBa i on Sege table

- Roll again on Psyi(el table

PYHOMANCY AEIIL'TIEs

0 1  l 5  B , n d n 8  F a 5 h

36-50 ,Burning Fin

TELEI<INEsI5 ABILITIES

: :: "r1i.h ie :mpatrry

s---_
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EXOTIC AEIILITIEs TABLE

83.90 Word ot the Fnperor
t  la l  l i i t ra ra . . . r i . t .  p ! r f  l

4 . EOUIPMENT GENEF|ATOF

31.50
,1 a i

5a aa

8r.90
9l  !5

lX-20

8r-85

a6-90

t6 -10

'/1,84

at -90

06-24

41 50

61-75

1 1 - 2 0
) 1  ) a

2a aa
l1  35

a1-100

o6
t l
4-5

\A/EAPONs TABLE -c|MEIAT 5TIMM5

D5 Ditpensertip€
I  I  n a e  i J l o . o s e r l
1-5 Inlector (2D10 doset

Rol D6 to determlre Lype. Re roll
rJ not allowed wrth dspenser l,pe

D6 StiFn type

1 2  p o n t : .  t r r n . . , l

l3 por.ts ot armou,

Storm rh e d

MISCELLANEOUS

Li.i fi.rl.4 re ro

De tox (zDlO d6et

D10
, 3

4-a

8

t.$i , u ,o
: 1 . t 0

31 45

75-42

' Roll another Dlt i you rollanother 6.
.. they have a Legendary weapon

For grenades the.haracrer has D3 ola
Connon tyte or.ne oii les avallable iype

AFIME,UFI GENEFATOFI
' Dloo Amow type

a l  l 0  P . t d . r .  . . t -  i a  l D o n r r

l 9  . 1 . 1  ! ' : l  i ' .  . i  \ 1 ,  ed  i e i e , ; t . ' l
45 50 Cera,nlte powered

5 l  a l  2  - . .  n t i  r b  a t r .

^ 64 7l 2 pornlt ab at ve p us ro I aga n
i l  A2  R . f , : . t ! ' _ . .

. 83 90 Conve(ion ield

9 ' i i C  P . r . r  t E d  i 5 E E . p D o s t .

Powered armolrcove6 al locatons except
Head For other a.mouriypes, io lD6
random locanons. re rol dupli.ate i€su ts

Io see,f ihe char&ter hns a helmet roi a
D6. On a 1, 2 or 3 they have.o helhei, on
a4o.5 they have an open helm, on a 6
they hale a cosed held. An open hen hs
a 2t% char.e ol contarninil D3 randomly
generated autosenses Gee Clnsigha &
Auspex oppcte). A .losed heln ha5 a 40%
chai.e ol in.o.po.anng Dl altosens€s

6 EXTERMINATUS



Tfie following is an €xtra it€m of
Yrargear to equip your charact€rs
with or for use in scenarios.

POVVEF FIELB
Fower fields are the standard energy
defence used by the lmpe um- They
wo* by throwing up a force wall to
deflect incoming energy and
projectiles. They prcvide good
poteciion but are generally heavy
devicE which require substantial
ahounts of Pow€r. As well as
peEonal prctection, th€y are used for
defending vital equipment suci as
power generators, access portais,

Fow€r fields provide a force field
d€fence. Unlike other force fields, they
have a varlable settint and a limited
duration of use- A power field
nonnally provides D10 armoua and
each contains sufficient energy for 20
Urms us€. Howevei this may be
increased to 2D10 armour. which will
drain two brns ot power every turn,
o.3o10, whi€h willdrain folr turns of
€nergy €very turn. A power field
generator ha! a w€ight of 50.

fhe following are iome ertra,
optional rules GMs might like to
introduc€ to th€ir games and
campaiSns.

ENtrTJMEIRANtrE
These rules allow CMs to take into
account the difiiculti€s of moving
swiftly whilst lad€n down with heavy
armour, weaPons and equipm€nt. lf
you find that your €hafacters are
taking everything bar the kitchen sink
into battle, you may want to
introduce the rules to your campaign
to encourage more lightly-equipped

A character can carry a certajn
amount of equipment before their
performance is impaired. The amount
a character can cafiy (their
Encumbrance value) is equalto tl€ir
Strength +50, after all modifications
for bionics, power armour, combat
stimms, etc. Add up the weight of all
weapons.and equipment caried
(treat all equipment without a
specified weiSht ar 5). In addition,
each point of armour (except
powered armoud weighs 5 points.
This is the totalw€ight of tfi€ir

equipm€nt. Compa.e.this to their
Encumbrance value- For every )5
point.s, or part, that their equipment
is more than their Encumbran€e valu€
they are at 1 Speed (minimum 1).
No model may carry more than twice
their Encumbrance value.

NE\ / EHARAETEFI
on the next page are th€ rules for
Inquisitor Kessel, the leadtr of my
own warrior band. He is a quile
simple conve6ion, using Ch€rubael!
head on Eisenhorn'! body, Covenant s
sword and a repositioning of
Eisenhorn's runestafi. As you might
expect, he is fai.ly radical, havang
been the victim of a daemonic
possession which left him physically
altered. He is now a dedicated
mem-ber of the Chaoticians, an old
precrlrsor to the y€nthite mov€ment,
whose studies into daemonolog/ and
the warp have earned him many
enemi€s but much rare knowledge.
H€ is currently on€ of a number of
Inquislto6 drawn tO the wo d of Karis
cephalon followiq wjdespread
rumouls of a devic€ called the Angel
located on that worid.

txftlfltr n s t


