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HE WAR
FOR THE SOUL
OF [TIANKIND

eleome 1o Dank: Hewsy, a roleplaying game full

of danger, mystery and brutal vic

decaying far fut
about to embark on perilous adventures into the dark
of the 415t Millennium. You stand on the
As‘an Acolyte of the pom-rlul T
threats
engage in deadly combat against heretics, a
You will face Dacmonic possession, and bartle for your very
survival amidst a web of conspiracy and betrayal. But perhaps
the biggest threat you face & your fel the human

ence, sek in the

e of Wirhawmer 40,000, You are

amd secrer wa

you will roat o 1o the Imperium of

5 and witches.

w mar
soul Is such fertile ground for corrup

. It is your duty 1o

shep
with a smokl f boligun if necessary

Do ot shrink from your noble calling, Hard as it might be,
Desperate times call for desperate measures, and these are the
tes that humanity has ever known, Imperim
beoth from within and without. 1t i up to
you to stand rall and make & difference

erd mankind from the manifold paths of damnagion,

WHAT IS A
ROLEPLAYING GAME?

Right about now you might be wond
roleplaying game works, and what you need 1o fump into the
action. Excellent. Such inquisitiveness is the mark of 2 fine
Acolyte fof course, surviving wha
another], Well, rest assured, not onl
exciting, it Is also very easy 1o e
the rules and information you need to et started

ing just hiow o

overs s

your curiosiy

is mleplaying fun and

This book contains all
50 yolu're
aleeady halfsay there OF course, if you are merely reading
this book in your local gaming op. you should
buy it immediately, Mot only will it be 3 sign of your extremely
good taste, you'll also be able to introduce your friends to.a
whole new world of compelling gaming.

You may well have already played 3 roleplaying game
for RPG} on your computer or games console, or indeed
our P hobby pame, Ha ner Famary Roleplay.
If you haven't, what you basically need to know is that a
moleplaying game allows you and your friends to take the
role of a hero at the centre stage of a dramatic story, You get
to pick what your heroes, or Player Characters (PCs); get to
do. From what they say, to how they fght and what they
fook like, you and your friends ger to shape the action.

store or books

In conceps, this all might seem rather chaotic. How is the
story told? How do you decide what happens? What do you
do if you and your friends disagree? That's where this book
comes in, Warhammer 40,000 Rolepley presents you with the
rules of play, and deseribes the dark and: gothic world of the
41st Millennium, This book explains how fo create your

character, how to Bast down aliens, how 1o uncover heretleal
secrets, and much more.

Before you can begin, you and your releplaying group
have to make an important decision: who is going to be the
Muster? The Game Master [referred to as'the GM)
eeferee and the lead storyreller, the person in charge
of running the game. The GM does not play as others
de; instead, he or she presents the stories and situations,
describes the wonders and perils of the galaxy, plays other
characters and adjudicates the rufes. The GA
important member of your group, so choose wisely. The
GM cught to be fair-minded, well spoken and ima

A i the most

phi
at the back

the

Wiy wish o use
ur characters and
‘ockshop's pwn

miniatures e

othshop.eom for
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[r'\.\_.u e |1-< GM, you need 1o know |Iu- |u|\ % of this book

: The Inguisition,
0 what releplaying &, be s
read the Ex: np]c of Play on page 10. This descrips
Whistrates what a game is like

WHAT'S IN THIS BOOK?
Dunk Hexesy i3 divided into thirteen chapters. They are
INTRODUCTION

‘The section you are reading right now: It provides an overview

of Dk Hewrst and roleplaying in gen

CHAFTER I: CHARACTER CREATION

This: chaper tskes you step by step through the process of

peating vour character for the game.

Clmmm II: CAREER PaTHS

blocks of your charaeter. T hu
o This chapter

ths, and also explains how you
ough game play.

ery ch 35 3 variety

is chapter describes

CuartER IV: TALENTS

Whether it's Bulging Biceps or Unshakesble Faith. every
cial abilitics that make them
s all of these talents

character alsa has ¢
unique. This chapee

CHAPTER V: ARMOURY

apter describes some of the tools, irappings, weaporns
e your Acolyte (fay Use or encommier

Cuarter VI: Psvchic Powers

From firing bolts of pyrokinetic flame or issuing telepathic
commands. Emperor-gified Psychic Powers are rare: and
dangesous. This chapter explains how: they work and what
happens when they po wrong.
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CHAPTER VII: PLAYING THE GAME

In Dark Hewssy you will be forced 1o fight for. you
against a varery of heretical foes, dand this chaprer weils yor
how to doit. 1t also tells you how 1o make Skill Te
Fate Points and perform other rules-related actions,

spend

Cuarrer VIII: THe GaMme MasTer

this chapter explains how to take

how to run 5 Disx Hergsy pame and how to b

Caarter IX: Lire v THE IMPERIUM

415t Millenni

This chapter describes the Imperium of th

m all s decaying, war-tom glory.

Cuarrer X: TuE INQUISITION

In Durk Heresy you take on the mobe of an Ao

Inquisition. This chapter provides key t
aboust the mysterious .

The Calixis Sector is the core sei
This chapter prov
zooims in on th

g for Dank Heresy
the sector and then
e key planers. T suld give the GM
ey of material to work with when running games.

es-an overview c

5 %

CHAPTER X11: ALIENS,
HERETICS & ANTACONISTS

laxy is fraughe with all manner of deadly creatures, and
t provides background and game stats for varioas
adversagies that can be found in the Calixis Sector.

is chap

Crarrer XIII: TiiuMINATION

Mluminstion is an nroductory adventare that GMs can use: ta
kick of their Danx Hegsy campaigns. Be warned though-—this
chapter is for GMs only and should not be read by the players
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AN EXAMPLE
OF PLAY

Fyou are new (o roleplaying, you may still be unclear on
how it all works. What follows ks an example of play. It
doesn't explain the rules of the game {that comes later),
but it docs show the basics of roleplaying and the Game
Master’s job in setting the scene, relating wh
discover as they explore and interpreting the r
In this example, Jez is the Game Master. Lyra is
Amesis Tem, an assassin trained by one of the I
many noble houses. Ricl

Guardsiman fr rity. Will is playing Sylus Oz

an Adepe from the Scrivener’s Star of Prol 1X. Steve is playing
Lazaro Uridar, an Adeptes Arbites Arbiy
Characiers a

Whitlocke of Ox

station on the

or. The faur Playes

station. No

vaulted halls. Now 3-uu'|\- approaching wha
command centre. What do you want to da?

Rick |Vilmos:

Lyra [Amosisf: When 1 get the hand-sign from Vi

4 approach the door and sec if | can open o

Stewe [Lazara]: "Sylus, you and | should hang back and
cover them.”
wil [Sylus| ed.”
fez |GMJ: Okay. Yilmos, you sweep the corridos and find
no threats. Amosis, you get up 1o the doar and discover it's
security locked
Lyra [Amosis]: Thought sa. Ill use my Security skill 1o
try to open it
Lyra rolls a Sec
Lyra [Amosis]: | p(md o
" k was ot hard 1o
override. The rusting du lides open to reveal the command
centre. The first thing you notice is that there's a lot of blood
in here. Then the stench hits you like o blow o the fice. The
source of the smell and the blood soon becomes clear, There
are three bodies inside the command centre
Lyra [Amosis]: “Emperor preserve us.
Rick [Vilmos]: Any encmics?
Jez [GM]: Not that you can see.
[Sylus): I'll examine the bodies and che
SUTVIVOeS
Steve [Lazarof: 'l sce if | can access the station’s data
logs. “Vilmes, cover us”
Rick | Vilmos]: “But of course. You don't want me fooling
with the machinery”
Lyra [Amosish; “No, we cenainly don't. Weapons and
cogitators don't mix.”
ez [GM]: Amasis Is right, as is evident from the niined

cogitators. They weren't shot, but something smashed them
o pécces As for the crew, there dre no survivors:

Will [Sylus]: Whitlocke said there might be renegade Eldar
in the area. I've seen wounds caused by their foul weapons
before. Can [ rell if this is what killed the crew?

Jez [GM]: Good question. Make a Medicae Test.

Will rolls a Medicac Skill Test

Will [Sylus]: | made it-—joet!

Jex [GM]: Good work. You can easily tell that these wounds
were not caused by alien weaponry. Two of the corpses scem
10 have been slashed by a close-combat weapan or maybe
some kind of -sharp claw. The third corpse s headbess 1t
appears as il his head exploded

Will [Sylus]: A bolier shell maybe? They explode inside
their targets

Jez |GM]: You don't think so. There'd at beast be some

Tefit from a bolter shot. As you take a choser look at this
corpee, you notice sonething ebe. Underneath the blood and
u cin see he's wearing the rabes of an astropath,
[Sylus): “Lazaro, | think | found our missing
aSErop: .

Steve [Lazaro}: "An auropuh whose head exploded?
Emperor save us, that cannot be good.”

Jez [GM]: The words are barely out of Lazaro’s mouth

hear a blood-curdling scre d the air turns

ear heavy thuds from behind the closed door

protect us”
nnd fiem and do your duty!”
omtinues on from here. Who or what s behind
e dooe? Just whar hoppened at the research station? And
where is Tomas, the missing agent of Inquisitor Whitlocke?
Rick, Lyra, Steve will find ou
. however, is just beginning

heir adveniure
continues. ¥

pointed our that | D
|(|| mattire themes a0d concepts. Dhemions,
s

e 11,060 serting ]un because
ith |1\\‘suhl|b}, 1

the things depic




