
lirerally

it quickly b€came rppaftnr rhat a
a lc thal  $eapon,  and a d i recr  h i r

out rhe window dl notions

who could, quire franklx casually

, .il not .emove them
Fufficient ro danger-bccn to work on as

'Warboss 
in an am-wrcstling

swatting amy a Hive Tranr

where none of thar
the beauties ofthe hquisito;

And vet it is often o4R ,€
new playcs o. spe€tators have

ness? IIow come rhar litlle,
witb notbing morc rhan a

And if there is one dea oflnquisito.

whcn a player is purting toAc6er t
rcr. The blank slatc vou arc handed.

wondcrtuUy desisned, balanccd
ch@cr€r out the.e, therc's ar

name is b€ing forced ro fight rhar
nch r\$d€n. I still hav€ his

,ber my fi6r Inqu'sitor Julius
us, a dlrlihcr of thc ordo

md win. At the time,
if all of the characr€rs

the same -powc. level',
out. Boltauns. power
ouf were the norm_
y PsYchic a.d physi-

hi3 ftee h

frce fiom guidelincs, is both an
do arur Eood. o. rn do gftar cvil. An

l rck ofeame brL in le can comr ro rhe -A! the hean of ir, he
ndririoaet was ttre

and his equipment marched
non. Automaric Combar

Pistol. backed up by Carapace
s mino. ircms and a personal

a coupl€ ofpsychic powers and,
lls. It makes me crinAe ro rhint
Fas, he was by no means the
i,.\cbaractc. in rhe group.

with thc sort of ch@ctcrAs an ifterthought, said cb

involved sewral of us ny'nins aro$i
simple board using rhe.cha.a(re6 $
the br(k of the boo\,/- | srill r.mr'{
early sames being liiis of tun, if fairl,
foMd as we attsinpted to acr the i
our h€ads. But tlie one thinA I r€me
cov€ring straiAht as?y wrs rhe desrruc
of weaponry which, mr€ ir to be a
warhimmer .10,000, wc may h.rve sril

lonA. parrially

4-r,i Uist nYe oppofleflts a

Eirring Elirttr to a Mmnster
Character Creation in Inquisitor

bg Derek Gi espie

tbe Space Marines use thes€ weapons due ro

ms ffsr unleashed onro an dpcclant
Gav Tho.p€ wrote an anicle in \i(hire
detailing what the d€sign tem had ser

spoke about how
achise when prtFing the aame rogether.

Inquisitor for rhe flrsr rime - .i$ ah€ fair'

.. M:

Ahe \ho.l, effs.. ol 'h. holr qerpons. combined
.fJvith rh.rr ltrgFpen.rmr,re power !nd rhrl'ly tu

riftnosai r{pid. (onrmiled buars of fi.e. Bul
ul&naLrly .4!iq r F \ | Alr $erpun\ rn rOK

C+'noLhinS to $. i r(  home nbour.  Bur in

melting the bmins ofan innocent
his prodigious psychic abili* just

Now I m nor rning rn preiend rhar
such a chrracter can be
t{tce. The thina is, by
rlercl) m'ssrn8 rhe poird..

beina fairly averaac. Take thc bolqrh. fo.
(smnle rh(  back8rounJ r lsavs ret t5$6. 'hal

do sgmerhing ro pr.'vcnt rhis son of



arrl|fFtgn

Let me just state rso things now Firstl_v, I have
no p.oblem with people playing with powcrful
characters, and the fact rhat Inquisiro. allows
such r thing is a bonus ifyou'r€ car€fuIabout it.
But it had seriously comp.omiscd ou.ffrst cam-
paign, so I started rhinking of ahernarives.
se.ond!'t mmy of these issues can be resolved
br* a good GM to prevent Sames becoming gun-
fights, but this arricle concenrrares on the
mechiflics of ch@cte. genemrion as opposed
to the roleplaying and mindset ofthe player ind
GM.

This second point is rhe mosr ke! acrually. ind
lls clief GM of the new campaign. it was rime to
sit dom and discuss with the other GMs c&cr-
ly how to Ao about character generation. The
first brcalrth.ouSh vas cay s Random Characte.
Senerarori now available in the Inquisito.
Annual, bur also to bc found in VD 254. This
would b€ the foundation of our n€w rysrem lbr
chamcter gen€ration. Ncn, w€ looked ar what
made a powertul chMcte., looking at it purely
from a giming' pctrpectiee. The unanimous
decision wis that powe.ful chancrers q€re
made by a combination of equipment, large
numbers of skills, high sraristics and a few ps_y,
chics thruwn in. Tlrere was also very linle ten-
deno lor phy.^ ro incorporate an) negafilr
tmits into their characre., Ir w?s all of these fac-
tors combined which cr€ared the monsters, bur
as soon as you stan ro limir some. the otheF
become less efie.ti!€.

So we bcgan, as 1 said, with cavs Rmdom
Charactc. Scnemtor - the nqt thing wc did was
to place some limits on the number of ski s a
.h@cter could have, to prercnt kille. combina-
rion. .f \bll\ being u\rd from rhc ved begin-
nin8. Then we limited the types of equipment
which could be car.ied, and conrolled the psy-
chic poweN iyailable ai well. we rried out our
new slstem on some unsuspecting players, and
got a positive .esponse - pliyers seemed to be
contcnt with these lesser' characrers.
Somcthing E?s still wtung thouah. as all rhe
characcrs rolled up their sradsrics from rhe
same choice of profflcs. lhis was a bit borinA,
and so I bit of hard grait laret we had separate
random profiles for all rhe chamcter .lasscs.
This also a ow€d us to limit which characler
'types' (c8. FiShter, Markman, ctc.) rere avail-
able fo. each character cl6s, and lower rhe sra-
tistic le\€ls sligh y to boor. Everyrhing was
going well.

lr ha. ro br rrinforeed he.e rhar rhi\ 5y\t(m ^
meanr t ' ,  b .  u\  d In conjuncr ion snh r  nJm-
tive campaiAn, and this comes into play mosr
ca-sily with rhe weiponry V-c madc it quire
clcar to anyone who td)k a bolt wcapon rhat

ammunition would be very hard to com€ by m
most locations. so suddenly lasguns and shoc
auns became morc popular. Likcwisc, we
assumed that if you had a suit of powcr mour
in battle then you didol ralc ir oli jusr ro go
snooping around, so rh€ price to be paid for
your  ndr  inwlnrmh, l , rv  'n  r  l i .e j 'ghr  $" \  rhr
complete imbility of your characrer ro do rfly-
thing cove.t wharsoeve. we were strict wirh
weapon ammunition and used the encum,
bran(c rule. ro nre\ent phye^ (irfling r@
much rquinm.nr .  ind qe we.e qel l  on our  sa)
towards tully plar?ble chamcters which wer€ no
l i ,ngcr  Bodl 'ke in  rhei r  dbi l i t ie \ .  And no, 'n(
.cally seemed lo be complaining either Once
rh( ,amna,gn $"5 under$i ) .  p la lcr .  (ould
proSress via the raining system outlined in the
tr ' Iem'narus AnnuJ.  dd (uuld nn k up lor \
n n r e  i u i L )  e q u i p m e n r  q h ' c h  $ r \  i n , r i a l l )
den,ed ro rhem in rhr  (haRrcr  Sen.mr ion

\\hat follows is the character generation sfstcm
J\  , r  mn in ou.  (ampr ign P|(krhrr r " ( , , fchar-
zcte. tou wish to play ind then folow rhe p.o-
cedure outlined. One final thing rhe proliles
aren t balanced against one another by a.y
mean\  In pukl )  grminA r(m\.  \nme wi l l  pro-
duce more powrrtul charactcrs than ofters, but
i f  rou r .  ' inrns doM and sr  ouf ln8 the lAr5 ru
f ind th(  mu.r  puqcr fu l  on.  ro.o l l  on,  rhen
)ou' le  \um.qhrr  mA\.d rhr  sholepoinrofcf t -
i t ing an lnqur \ r r r t r  |  hd,  rcr  In  the l i rs t  p la(r .
Mosr of rh€s€ profiles have been dowrNized
iiom those in rhe hquisitor rulebook, bur
some. mosr .orably the space Marines, havc
rem2ined p.e$y much the sime. But thar's a
debate seve probibly a had cnoush of by

Enjoy!

Unless othcsisc sral€d h€re. all of $e rules
gircn in th€ L\.leminalus Annual, Yolume r(pp
.t-7), rcSarding random chancter seneration
rppl ! .  A l r€rnat ive l )  rhe\e ru le5 ( rn br  tuunJ in
vD 258.

Should a player roll up attributcs whi.h arc nor
possible for him to harc acco.ding ro the guide-
lines presented aboR. thcn he or sh€ may .oll
rgain.

If a player rolls up muftiples of a rype of rbility
and is only alowed a single one, then he may
choosc $.hich abiliry to keep and which ability

EFr€rEcter Eerieratiort

eo



,. ii a plarer rolls two differenr skilts, but is
.nh alloned onej thc. he may choosc whrcn
ik'U hc keeps. and then make another .oll on
Lhe nblcs ro dete.mine a new abiliry

:hould a player genemte an itcm with which he
, .  nur  hrpp) .  bur  i \  .J lo$rd.  he miy .adt i (e
anorhc. .oll in o.der ro obtain a re-roll on ne
approp.iate table. The or y way ro .e,roll rtus
rr {u l lqould he rnorher  sa,  r i t i red rable n,  ie .
a play€. generares a charactcr with one Amour
roU. one Pistol roll, one Basic Weapon rclt a6d
nr.' Miscellaneous rolts from rhe tabtes in vrt)
258. His Armour mll gencra.es .padded .toth_
ing 12 purnr .  on a l l  loc ionV.  whnh he i \
unhappy wirh. IIe therefore sacrifices oxr
Viscellaneous roll in order to re-roll ns
amout and receives Flak Armou. Had he still
becn unlappy, o. reftived padded .tothn4<
again, he would have had to sac.ifice anothcr
foll.
lf a playcr generares a. ability and the guide_
lines above stipulate thar he may or|ty have one
rype of such an abilitl rhen the phye. auromat-
icauy rcceives this abitiry without rccourse ro a
roll on .he app.opriare tabl€.

Eg. an lnquisi.or player aererftes an Elotic
Abiliqa His chamctcr gencrarion scheme irol
LJr( \  rhar  !h.  onl )  txorn abi t i r )  hr  mry hrve is'Word of fte Empe.or,, and so hc auromaictury
.eceiv€s this ability.

veapons stan wirh one tull ctip ofammunitio(
unless dre cM decides this is too small ax

amounr (shorguns reccive a clip of2, for exarn-
plel), in which casc 6€] basin with iDr0

If GMs !'ould like to allow some of rheir ch!r-
acters ro havc somc of rhe skills not tisted in me
hquisiror rulebook, such as rhosc presenred in
Fxteminatus Magazine. thc. a conveni€nt way
of doing this is b atlow a player rhe choice or
onc of these skills if they .olkd 6e opdon to
roll on a differcor skills table

Above dl, remember thar rhe aim is to crerre
(  hrJLrer tu l  p la l rbte.  (ntorabk.  chrr rcreA
GMs should bc willing to improvise and invenr
ncw wayr to modifi, rhe procedure ro reach
somethnS everyone is murualt_v happywirh.
F.::!=.!"rQ-+-,-e@rn! c$Sli--Tffiffi1
'l 

he p.oliles given below a.e the modified ver-
siofls of those given in thc rnquisiror rulcbook
- il you likc rhe slstem rhen you can eail.!. rakc
the key ideas ftom ir and apply rhem to any of
rh|  m)f lad ot  r  hJra(rcr  r lp . ,  derar ted In
Enerminarus, with sliAht modiffcation to tate
inro accounr thcir special rules.

Nore that referen.e is givln to the relemnr issue
of vhitc Dwrrf in which to ffnd thc randon,
tables. Howev€t all of rhe rabtes required ro
rcil up skills, sratistics and murations can lr
found in rhe E-rerminarus Annual, yotume 1.

And so, wirhout funher ado...

InqLlisitor Cl-raraEters
Equtpmera: Roll on the tables in WD258. Common and Rare irems only Or{io Mallcus
lnquisito.s may be equipped with a psycamon Buh firc rounds. Ordo _\enos tnqnisrrors oay
carry either a needle rifle or pisrol, wi.h a fu (lp or rix .ound\. Ordu H€r.1.*'i.qr,"."., _.prcvided wirh tc. rounds of sp€cial ammunilon for a wcapon oftheir choice.
Amour: WD 258. May !€ar power Amour tbwcr a.moured inquisitors wilt be heavily
penalised in any activities inrelving investigarion, seqecy of mowment and not appeminS
intimiclating. to nametur a fs! Wearing power Amour resulrs in a lowc.ing of ;ndardof
omer wcaDons caried

Psychlc Abilittes: psykcrs havc D6 abiliries of Difficutty rO or less (D6-1 if mixcd disciplincs].
saaes have D3 abiliries of Dimohy 10 or less (D3_r if mixcd disciDiines).
L\otic Abilities: VD 25a. Nl may havc Word of rhe Emperor and a 5% dance of a Wvrdpow(r

Skllls: Al1 starr with t_eader ifa skilt is olted on rhc tables. No othc. initial skills.

LdBSws Nv
righter

SaSe
40+2D10
35+2DI0

50+2D10

.l{)+:Dll)

60+2D10

35+2DI0

35+2D10

50+2D10

50+2Dr0 50+2D10 6t)+2Dt0
50+2D10 50+2D10 aiO+2Dl{)
,10+2D10 50+2D10 60+2D tO
40+2D10 50+2Dt0 60+2D10
50+2Dr0 50+2D10 60+2D10

50+2Dr0 50+2D10
50+2Dt0 50+2D10
60+2D10 70+2D10
?0+2D10 65+2D t0
55+lDl0 55+2Dt0

65+2D6 65+2D10
65+2D6 65+2D10
60+2D6 65+2Dt0

65+2D6 70+2D10
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TEEI-.r-Priests El-raracters

Equipmert: rc 258. Common ind Rde irems only. May have an implanr weapo6. All may
hive mechadendrires if player desfes. May nor use alien weapoff_v

Amour: WD 258. No Power Afmour.

Psychtc Abtlities: Saaes have lhe psychic pom. Machine Empathta No othcr psychic poEers.

Exotic Ablllties: WD 258. All have +20% ro manipula.e machinery lo.ks, etc. No other erolc

Skills: VD 258. Ma:imum ofone.

I T S B S S T I W o S s N v L d
Fighter 60+2D10 .n+2Dr0 55+2D10 5o+2Dt0 55+2DLo 5o+2Dto 60+2D10 55+2D6 6o+2Dto
Marksman 40+2Dt0 6o+2D10 45+2Dlo 5o+2Dt0 i5+2Dto 5o+2Dto 60+2D10 55+2D6 6o+2Dto
Sage l5+2D10 l5+2Dr0 4o+2Dlo 5o+2Dt0 55+2D10 ?o+2D10 70+2Dt0 55+2D6 6o+2D10

Special Tech,Priests may haR up to two crude o. avcraSc bionic implinrs (Ol-50 crudc, 5i,
lO0 avera8e) ifother items arc doMgraded. Te.h-P.icsrs do nor use combat-snmms, bur still
may mate use of detox and othe. such medicinal druqs.

Flogue Traders El-raracters

Equipmert: rVD 25a. Rogue liade.s may ciffy on€ Rare weapon if rhcy domarade orher
equipmenr. I;ighte6 would carry a ra.e close combar weapon. Scouts and Sagcs may choose
betwe€n close combat or ranged w€aponry

Armouf: WD 258. No Powcr Amour

Psychtc Abiliti$: Sages havc D3 psychic abilities of Dificulrv 10 or less (D3-r if mix€d disci,
pline)

Exoti. Abilities: YrD 258. May havc a V,trd power (10% chance). No other exoric abilities.

Skills: wD 25a. Ma{mum ofone.

W S B S S T I W D S s N v L d
FiAhter 6o+:Dlo ,ro+2Dro 55+2DIo 5o+2Dt0 6o+2D10 5o+2D10 5o+3Dt0 55+3D6 5o+3D6
Scoua 50+2Dr0 50+2Dlo 55+2Dro 50+2Dto 6o+2D10 5(+2Dt0 50+3Dto 55+3D6 5o+iD6
Sage 45+3D6 45+3D6 50+2D10 5o+iDt0 6o+2Dlo 55+2Dto 6o+tDto 5o+3D6 55+3D6

Mutattons: 5% chance of random mutation - see !(hite DMrf 259 (luly 2001)

Other. Cbanfla. All \ogue Traders should be given idditional chance of success when ctury-
ing out negotiation, rmde deals, brne6, etc.



Elrlt ists arrd FanatiEs El-raracters

Equipmenti WD 254. Common ltcms only for Rghrels and scouts. Psyke6 and Sages may carry
'ne arcane' item if appropriate, at thc cost of doMg.ading other items. No bolt weapons or

-{lnou.: wT) 258. No Power Armour or special r.vpes.

Psychic Abilities: Psykers may hrve D6 abilities of Difiiculrv 10 or less (DGl if mixed disci-
pLines). Saacs bave D3 abilities of Difiiculty rO o. lcss (D3-l if mixed disciplines)

L\otic Abilities: rJ(D 258.

skils. vD 258. Ma-\imum ofone.

W S B S S T I W p S s N v L d
Fichter 55+2D10 35+2D10 55+2D10 s0+2D10 5o+2Dro 5o+2D10 ,r0+3D10 .1s+tD6 .15+lD6

Scoua 50+2D10 .15+tDl0 s0+2Dr0 50+2D10 50+2D10 50+2D10 ,10+lDl0 J5+2D6 .15+lD6
Psyk€r 35+2D10 30+2Dr0 .1s+2Dr0 i0+2D10 5o+zDto 55+2D10 5s+3Dt0 .1o+2D6 lo+lD6
Sage 40+2D10 l5+2Dt0 45+2D10 50+2D10 50+2D10 55+2D10 6o+iDt0 .1o+2D6 45+:lD6

Mutations: WD 259. l0% chance ofinlliction (this may be ignored ifyou are generatina an
adhcrcnt to a st.icr Puritan lmoerial faction).

l rnperial Guard El-.raracters

Equtpment: WD 258. Common and Rde items onll Have a 5% chancc of carrying a heat
weapon if the player is willinA to domarade funher items. Guard r€terms may almys cary
€ither D3 e\.lra common grcnades or a singl€ medi-pack. No bolt weapons or powe. wcapons.

Armoui: WD 258. No Power Arnour

Psychic.Abilities: None.

E{ottc Abllltles: WD 25a.

Exotic Abiliti$: May havc Frenzy or Fca6ome - orhe.s ro be decided upon afte. discussion
with GM. 5% chance ofa s'td power

Sktlls: 
.wD 

258. Maximum ofone. Chiractes wishing ro play a Pathfinder iuromrtically rcLcik
Dctcction as their one initial skill.

W S B S S T I W p S g N v L d

Ftghter 60+2D10 ,1o+2Dr0 55+2Dro 55+2D10 5o+2D10 .o+4D6 .1o+2Dt0 6o+2D6 5o+2Dlo
Marksman 40+2Dr0 6o+2Dro 50+2Dlo 55+zDlo 50+2D10 .to+4D6 4o+2Dto 6o+2D6 5o+2Dto
scout 5o+2Dr0 50+2D10 50+2D10 55+2Dr0 50+2Dro 5o+.{D6 50+2Dlo 60+2D6 50+2Dlo

tlutations: \\lJ 2sq. lO\ chan,c ot Injlct'on (lhis m!) br iAnurrd |Ilou ar.ae4gfuhg an
adhe.ent to a strict Purirm Imperiat facrion).

\
. \



Er_rf ctrcers Ef raracteFs

Equipmert: v't) 258. Common and Rtre irems.)r y Arbires Entorcerc mrv havc a clip of live
executbner rounds il they wish, othcrs have a 5O% chance ofdris. No bolt weapons, and no
po*cr wcapons except pos'er mauls ..

Armour: VaD 258. No Power Armour.

Psychic Abilities: None

Exotic Abillties: May hare v'ord of lhe Empe.or

Skills: vD 258. Mllj{imum ofonc.

W S B S S T I W p S q N v L u
Flghter 60+2D10 ]0+2Dro 55+2D10 i0+tDlo 5o+tDl0 50+lD6 50+lD6 6o+2D6 5s+lDto
Marksnan .o+zDlo 6o+2Dlo l5+tDl0 50+2Dlo 50+2Dt0 50+iD6 5o+lD6 60+2D6 55+2Dt0

MLl tants Characters

Equipment: WD 254. Common items only

Amour. \)(r) 254. LIp ro Flak armour or l.

Psychic Abilitles: 20%.hance oil)3 .andom V,vrd poue.s

Lxotic Abilitles: I(lD 258.

Lxotic Abilities: Mav h^c ary ayailable. except Daenotic a.d possesston.

Skills: ND 25a. Ma\imum ofone.

W S B S S I I l \ D S e N v L d
Fighrer 50+2D10 lo+tDlo 50+2Dt0 50+2D10 t5-tDlo J5+lD6 4O+lD6 J5+lD6 50+2D6
Scout .10+2D10 .10+tDl0 50+tDl0 5O+:Dt0 l5+lDlo l5+3D6 ,10+tD6 ,15+lD6 50+2D6

Mutations: Oh yeslWD 259 D6+l mutatbns.



EcElesiarch\J EL.raracters
Equipment: VD 258. Comon and Rarc items only. No bolt weapons or powc. weapons. No

.\fmoEaVD 258 No pold Armour No special armou. rypes. May have wards if willing to
ooM8rade othe. ems ofequipmenr.

Psycbtc Abiltttes: None.

Ltotic Abilities: May hai€ Wo.d of the Empero..

Skills: wD 258. Mdimltm ofone.

FiShter 50+2D l0
50+2DI0
45+2D10

50+2D10
50+2D10
50+2D10

50+2D10
50+:Dl0
50+2D10

Ld
55+lD6

6l)+2D6

WS BS s T I
50+2D10 40+2D10

Nv

Scout 45+2DlO .15+2Dlo
Sage .1o+2D10 6O+2D10 55+.1D6 6{}+tD6

EloLlntg HLlr-tters and GLlnsl irrgers Eharacter;
A specilir vi.iation of the Desperado character crass taking in mosr of rhe combar-o.ientarcd
personatities *4lich are alailable.

F4utpment: WD 258. Comon and Rare items only. No po*rr weapons. May carTl atien

Amour: WD 258. No powe. Amour

Pslrhtc Abilirtes: Nonc.

totic Abllities. May be Fearome. 5% .hancc of a vrrd pow€..

Skills: VaD 25a. Maimum of one,

S a N v I j

l9gt ,1i**ffiffi,($",j$l,11ro 'qp+2Dro 5o+zDro 50+2Dr0 5o+2Dro ro,:oro .lo*l*-Ezoro;;;" ;;;;.;;,; ;;il ffi*Hil Xi:::

e5



Antagonists Eharacters

A second, lesser, variation on the Desperado dcsigned ro rcprcscnt srrecr comd rabblc-ousctr.
polirical omtors a.d general leaders ofcommon lmperial citize.Ir

Equipment: wD 258. Common and Rare items onh

Amou.: v.D 254. \o mnre rhan llak Amour

Psychic Abilities: Saacs may har D3 abiliri€s ofno! more rhan Diflicr ry 10 (D3-1 if mixed dis-

Exottc Abilittes: May have Word of the lmpeu 10% chan.e of a VfTd powcr

Skils: WD 258. Maximum ofooe.

W S B S S T I W p S g N v L d

Scout .15+2D10 45+2D10 50+2Dt0 50+2Dt0 50+2Dt0 50+2D10 50+2D10 50+2D10 60+2D10
Sage 30+:Dl0 to+tDro .15+2D10 .15+2Dr0 50+2Dr0 60+2Dr0 60+2Dr0 ,15+2D10 60+2Dr0

Muaatlons. vD 2i9. 5% chance ofrafldom mumrion.

Othe.: Man of the People. Antagonists should be allowed siAniffcant lccMy in thcir dealings
with rhe common people ofthe Imperium.

detailed in thc Inquisito. rulebook, with no me L68 2Ol+1 = 3..{+1 = 4..1 - .t). My mental
modifications beina made lo th€ character charicteristlcs hive all come out pretty good as

well. rith a rcspectable Nv value and n good Ld
ralur .  shr ,  h  s i l l  b .  u\ r tu l  fur  rh.  L. rd. r  .k i l l
shnh.  a.  rn loqur \ i ror  I  m a lmu\r  (cnain ru

nrorc\ \  undcr  rh is  \ ) \ rem sor t5.  pre\enred
below i\ a 5rep-b)^rep mn lhrough of m) o$n
lnquisiror cha.acref, Inquisitor Herodotus
Benedict Saussure ofthe Ordo Hereticus.

T Nv Ld
72 77

I m looking to creat€ an all'round characr€r
h.r . .  a .  rh.  lnquis ' ror  bat | le f ie ld h. ls  many chal -
lcna(' rhar nccd ro be solved orher rhan ar rhe
end ofa gun, bur also has many that are far bet-
ter solved in exa€tly that fashion! To this cnd, I
roll on the 'ScouC category tables, to Aain a
good mix of charactcristics and, later abiliries

Armed sith my trusty DlO, I bcgir. I rcally fancy
r .lighr bia lowr.l. I lo\c (omhar ove. \hoor-
ina. so s@d w. rnd : qlue\ qould b€ dppre(F
atcd hcrc. Below is whar I end up with:

This is the serious bi! - a bad set of.olls at this
\rdge could (onfine mr (haracrer to a de\pefrre
\cramble ro find equipmenr in the fi^t few
weet\ ol rhe campaign l--\pe(iall! impoflanr
will be finding some decent armour - I need
rh e lu. i r r '61.-0 r ' l l  0n rhr  5( , ,ur  rquipmenl

Things nan ofi *'cll as I roll a 5 on my D6i
mcaning that I qillget 6 .olls on rhe Equipmenl
Gene.aror table. \virh a fine .er of roll. of 8/.
17, 74. 06- 12 and 9,i, I end up wlth the

1x Gunsight or Auspex
Z\ Baic vi rpuns (l .-ummon. I Rarr)
lx Bionics or Implan.s
1x close combat lrcapon (Rtuc)
lx Crte. Crearu.e

This is a fairlyecleclic mix, but I'm gutt€d to see
that I haven trolled any armour. I'd have to sac-
riffce two of the above in an artempt to roll
again.  rnd $hi l (  Im r .mpred ro lo \e one Baic
Veapon and the C)te. crcature, I'm not Auar-
anteed ro r€c€ive mou. evcn if I do roll again.
so l  l l  sr i ' :k  wi th what  l \e  8ol
lnquisito. Saussure will ,ust have to avoid the

ws Bs S
9

s
6

This is a perfectly a.c€ptable stat-line, and I got
rh| sui'd wr rd s rzlues I wa looking for (m)
Strength of62 is enough to confer an enm +l
damage on aU the blo*s I inflict in close com-
batl). I rolled fairly low for my Initiative, so I'm
or y going to be Speed 4, which is mthcr disap'
poinr ing {spe(d is  you.  ln i r i r rve d,v ided h}  20.

F 
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r,g guns until he finds some p.oper amour to
rrce rhe world with!

(,ening more speciffc nos: I discoyer rhar I,ve
been given a Bio-Scanner (a roll of 8 on tnc
Cunsiahts and Auspexes rable), an avera8e
btonic lch arm (wirh a random\- senerared
llrtnsth ofJ9), asweu a a Combat skull for nry
Cltcr..earure.'these tre some handy lirrte
itcms the Bicscanncr is rbc besr all rcuDo
scanncr in my vie\ is it has the porefltial ror
such massive coverage, bur it does nor givc such
in-drprh informarion rr. tor e]mple. I p\i-
tr.tckcr. lhe Bionic arm is gre3t, and witl pump
my SEength r€lue up to a massive sOt (New
strensth is {62121 +.19=80). clcdly lm soins
ro need some 10rm of heft_v close combat
qcapon to whack people with! The Combar
sloll is a littlc bit enra as far as l,m concerneoj
and I don't parricularly rate rhcm rhat hiahty - I
would haye rdrher cnded up E rh a Med-st-ull ur
a Hunter-skull, but you cant win rhem alt.

,ds tbr offensive weaponsj l.m a owed onc
Common a.d onc Rare Basic VealDD, and one
Rare Close Combar Weipon. NoF! I,ve decided
that  I .ca l ly  wanr a Power I lammer for
I.quisitor Saussu.e, but its ctassed as .Exotic,

on the weapons ables (lnquisitof Ruleboox
p. la2). It's not as destrucrive as a power Swo.d
o. &xe, which irc both Rare weapons, but I love
lhe imaa€ ofmy Inquisiro. smiting h€retics wirh
a m,6srve bammer. so I reduced my rwo Basrc
weapons ro one Basic weapon (a Double_baF
relled Shorgun) and i Pisrol (a raspisrol). Borh
or thcse a.e Common irems, so my domerad_
ing of these rwo should allow a cM to be haouv
wirh my upgEd'ng. 'f m) ct"* C"-t^' -.rp""
to Exotic status. When hquisitor Saussure hfts
someone with rhat hammet 't will inflicr
2Dl0+7 poinrs ofdamage, and almosr ceriair y
will knock my opponent prone!

Iiinally, rhe rules specify thar, as an Inquisito. of
Ihe Ordo Hereticus, I rcccive ten rounds of spe,
c id l  ammunir i , ,n  for  a weapon , , f  m) (ho 'c . .
Rolling randomlv f.om rhe fou. types of
Shorgun ammo listed in the rulebook, I gener-
ate 10 Executioner rounds Ehich I will use n,
m)- Shotgun. As th€ clip of a Double.barreled
Shotgun is only rwo rounds (t), r atso receive
3D10 staning rounds, for which I ro a 23.

Th, \  n  rh.  | r \ r  .Lag.  In  mr chrr rcrer  rRrr io , , .
with thc exception of the all-importanr bftk,
g.ound. which Ill creatc once r see whar x,v
Inquhrrn.  i \  tu l l r  ,  J tdbl r  ut r  |  he ru l (*  re. 'n .  I
this seclion quite srernl_v, ro avoid ki er chaE -
ters app€aring f.om rhe word go. I aer cruciatly
luclg' a! this poin!, and my D3+3 rolls on th€
Abilities genenror ends up as bring 6 roltsl
Full ofhope. I .oll f. i{. 56. 12, 70 and 17. This
gives me thc follosinA abiliriesr

+10 Bs
Deflccr Shot
Heroic
Dead€ye Shor
NeFes of Stc.l
Lxotic Abilirr-

This would be a finc selectio., but thc rules
onlv ruo$ r (hirrcrcr ro hak one 5kil 'o begin
with, and for Inquisirors it s atways kader or
notbina! So one ol my skitls automaticaly
becomcs l.eader, and I ft-roll the orhers. This
linally p.oduces the fo owing list of skills and

+r0  Bs
t_€ader
+10 Nv
+ i  T
Psychic Power
tixotic Ability

I add the chfacreristic advances ro my proffte
(sti! no Initiative boosr - damn!). and I look at
whats left. Like I said €arlier, I Eas aiJnosr ccr-
tain to cnd up with Leadet and sure enough. I
have. M)- Ld value is good cnough ro make
decent use of it once | finily .ecruir some mora
fiAhreb inro m) rcl'nue tdnn r hrvc lo boLs{(
randdmly genf f inng shn h e\orn rb i t i r r  thJv l . -
as the .ules or y allow Inquisitors ro have Word
of the Empero. except for very special ca_.cs,
and so Word of rhe Emperor it is!

The Psychic power is a g.eat rcsulr, as it m€ans
that hquisito. Saussure has ended up rs a pivk-
cr (albeit a weak ofle), but without thc .educed
staFline sirich psychic chdcr€rs nomaltv have
to endur€. Randomly genemting the powcr
thes me i .inBic pokr hom rh( tbtekjncls
discipline, and ir ends up beina pslchic ,W:rd.
This is.brillianr, as it witl pmvidc an enra D6
fo.ce ffeld amour to every lo.arion on my body,
and shouldnt tl.x my relatively to$. (for a psyk-
€r) Wp ofonly 71, as it is or y diffcultv 10.

Final!4 I .oll to see if I have a vtad pow€r - thc
rules allowing a 5% chance of rhis for
Inquisirors bur I roll a 63, so thar,s rhat.



And so my new character loolis like this at the end of the process,

INQUISITOR HBRODOTUS BENEDICT SAUSSURE, ORDO IIERETICUS
Inquisito. Saussu.e is right'handed
I4uipm€nrr Double'Baffell€d Shotgun with 23 solid shells and ten Dxecutioner rounds, Laspistol,
Power Hamm€t Avemge Bionic r€li Am (Str€ngth .t9), Bio'Scanner Combat Skull, Xnife

Skils: tf,,dr.. word or |ne f,mp€ror

Pslchic Porets: Psychic Ward.
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Benedict Saussure

a€t



,  .  h , , n  n , \  , r \ a  I n q u , . , r o r  { .  r r r , r  , , 1
l .  .  { , l l  r h ,  ,  h J , r r , . f  I  f t . , \  $ , , t ,  u r  r t (

- ,ine rabl.. no$ leadhg hi5 oFn $arband
.  L r . , , l .  I ' J L r  . l r J n g (  t l  q r .  r . I t * r - n r . J , t \

l r (  . o u r , .  , n  I | m ,  J r r d  \ , r u \ \ J r (  t . L  l
. .  , ,  n . c  r h d  I ' u l d  h F  u s r  J c J i r . r  I n \ ^ r . , .
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. . ,1 ,n ro ( t l  more successl i r l  rc t ions.  . ) .

. \  ' 1 , - r  r h , .  J l r n r . , r r ( ' , , n t  J r , ' , . , r i L r ( r
- .n l rar ion has ar  lcasr  ra ised dre possib i l i t l .o f

' '  , , r  h e , n s  s i l l , , , s  r o  t t , ! t  n , . h .  . ( . .  S u d
{r chrfxcler ar dre sran of I neu crnfaign

(lharacrcri *ith lcss skills xnd iqurl'nenr do..t
i r , k r r l r  ! , , I r .  ' \  l ( . . n r n r , , p t , \  , , t r , , {  h J . .
tng cnough fircfoqe. r() depopuhre r cin ar
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