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Daemonhosts ar€ dang€rous creations and only those areading the path of nadicalism
would dare to create such a monstrous entity. To be bound withir a fleshy host is a
supreme torment for a creature of the warp and th€y afe cofftmtly seeking wa!6 to
deceive thetr masters and tick them into allowine them their freedom. Y'htle
daemonhosts are bound in this way, d Inquisitor has a powe.tul weapon at bts dtsposal,
but a daemo.nost is only as reliabl€ as the st.ergrh of the bhdings keeping tt chained
rvithin its host body. Sometimes these bhdirgs weaken to the point where the
daemonhost can ttreak free for a ttme and if that happ€ns...be som€place else.

TYPES OF DAIMONHOST
The power of a daemonhosr is dcpendanr on
th€ t)-p€ of sE.p enlit.v bound * ithin it. A host
body wilh a minor cntity might have i singlc
prychic power. while a daemon prince would
bc able to do pretty much in)lhing it wanted.
of coursc, the more powertul rhe daemon. the
more casily it will be able to break any bind'ng

You can use the rules for generating and usine
dJemonho.r r  r \  pre\ented In rhc lnquN,ro l
Rulebook or you can decide ro havc a more
powertul (or s-caker) €ntiry bound within thr
hosr body Thc rulcs prcscnrcd here donr
mJk.  drcmnnhosr .  an!  l ( . \  fow.r tu l .  bur  rhr)
do makc thcm slighrly less reliable than
nomal, so it s up to _vou whether o. .ot you
rmploy Lhr\e rule\. !\ rher ma) male toul
dremonhost rurn on you at a critical

lfyou and your GM decide ro usc thcsc rulcs,
rhen good tor  tou Choo\€ whar hql  o '
dJemonn .n n )ou $anr hound q l thrn )nur
daemonhost and modiry its prcfile and poFcrs
acco.dinslv bas.d on thc .haJr below

addina thc lnquisrlor's ulllpoeer .lnd Sagac'ty
fien dniding b' tso Thus rn Idquisitor widr
a Wi poEcr of -6 and Srgacitr of 88 s'ould
crcare bindings sirh a Binding l€lel of8i.

BR,EAKTNG FREE
Daemonhosts hat€ being conincd Io a host
and will do all i. thei. po$'cr to b.cak rhe
bindinas placed upo. lhcm Ercry rum. beforr
any actions aie d.cla.cd, the GM (or the
opposina playe. is rhc.c isn t a GM) must take
a ltillpowcr tcsr for fic daemonhost. with its
Warp Strength as a modfierto its willpower It
rhe roll is greiter thin .he daemonhosfs
,w,illpower, then the bindings .emain srronS
and the daemonhosr may be used as nomal.
But if the roll is equal ro or l.ss than its
v'iUpos€r, then the bindings ar. scakcning
and rhc tsindina llml is rcduced by h. f the
amounr thc daemonhost passed the test bI
(kccping rhis secret frorn thc conrouinS
playcr wi add a nice frisson of tension to your

Sancs as mll...) Ifthe Binding I€velremains
abovc zcro, rhen the daemon is still bound
and acts 6 nomii, but if it ever falls bclow
zero, then it s broken free.

lf this occurs. the daemonic €ntiry bound
Fithin the host body breaks its bindinas and
from this turn onwards. control of thc dacmon
tulls to the opposing player or rhc GM (at thc
C\4.  d iscrer ionl .  He mJy ur i l i /e  Lh(  n(wl !
unbound diemon |s though iI w..c onc of his
own charrcters - together s-ith its neqly
iflcrersed poivers (see below) doush it is
noq subjrct to the Instabilir,v tules. Rcplacc
the daemo.host model sirh lhe unbound
dremon model and procccd f.om fiere.
Necdless to sa): this is no! a good thina. Note:
the bindings of a daenonhost can also be
degraded by enem-y psyke6. but I 11 dcal with

Instabillrt: witho.ut lhe an.ho. of flesh to
hold them in the material realm, unbound
ddemon! mulr  draw on rh(r  f in ' r r  .c .cre.  o
*arp energy io remain corporcal. This mxkes
them weaker rhan n-ould nomally be thc cas€

Psy.hic
Pow€tr
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\ore:  rhs rahl .  .h i 's  ) i ,u  hoq man) p)(h(
powrr \  vnuf  t laumonho\r  ma\  ha!r  rn i l  rh(
v i l l r ' , q ( r  ( u l u m n  r r p l r ( ( .  r h (  r o l l  r u u L
nomally make for a dacmoohost s vlllpoFcr
' I h | v i r l -  \ r k n g h  ( " m r ' \  I n r ' , p l r t  l a r ( r q h r ' .
ro l l 'n ts  ro . rc  shrrhrr  rh.  Jarmonlo\ r  F abl (
Io brcak the bindinAs placed upon it.

DAXMONIIOST'S BINDINGS
' t h (  

: r n n a r h  " f  r h r  h ' n d r n B s  h o l d i n g  -
dr(mon fn 'uncr  In a hu: t  b i  !  i .  ( lependin
or  rh,  kn,  '$  l rJsc anJ p i  's . r  o f  rh(  inqunlor
qho hr \  hounJ i r .  ThA i .  r rprcsenr(( i  b)  -
B, Id ing L(rc l  \ r luc.  ThA is  rJ l (u late. l  b \

??



: and to represent this, the unbound dacmons
aie subied to lnstabiliry An unbound daemon
musr pr\\ a willpo$,er rr\r ar rhc brainninS ot
.'v.ry tum or else be dmFn ba.I to its host
bodla See b€low for the impact of this on rhe
da€mon. If an unbound daemon dcccds irs
consciousncss toral then it is driqn back ro ir.
host bodv and counrcd as being out of action
fur thr ftsr ut rhe B.rme

rurns (ur ess it has been d.asn there by
uncoffciousness, in *'hich case it is counted
as being out of action). Afte. rhis rhe
da€monhost yill act as normal. roo

frcsh incarcemtion Io !ry
ihi dumtiod of $e game.

PUT TflE BACtr IN TIiE BOTII,E
unbound daemon ln do untold

it s imprisoned once morc in
Psychlc powers ^nd lflstabiliOt: Utilisnq body, and its crearor will flaturally bc
psychic power is a severc dmin on a daemo$ his bcsr to ger i back iiside b€fore it can
.esede of energy. Every time an too mu.h havoc. A daemonhost s

uses a Psychic powc., tak€
test against its Willpower,

to force th€ daemoo back
so long ar he is a psyk€r, but

wili br nonc rooe{,n8 fo.tnis ro
turn aftc. rhe daemol has

may use an actl6 to
test, with the dacmon s Warp

modifrer io his roll. If h€
dtt

iltotal. ffthis b.inas

(DifficulN 20) and this is

$ell a -20%

thid posrr it has tried to n6€
-35% ro its willpowe.
daemon now has to pass

Shoutd thc unbou;d daemon pass the

UNBOUND DAEMONS IN GAMES
Thc.c ru les q i l l  hopetu l l )  inspi r (  )uu ru uV
daemuono\r \  In  a na.ry  creJr ive sa)  rnd rhrr r
are a host of wa}lt an inventive GM can work
the unrr l rabi l r ry  nf  ddenonho. ts  inro
scenarios and campaigns. In a tuture anicle I ll
deal with how you can devise scenarios
around this idea and how nefarious cba.acters
cdn $ealcn rhr  b indin&'  nn a d. remonho\
Jnd hos Jn Inqui \ i ror  ( /n  Increase the
\trengh of bindin8i br rwccn game\. The.e.
lord. of \rnuu hool,s and tlol\ rhrt can
revohe around rh.sc unpRdtrrable c.errures

' a hirly

Instibility test it musr still make ill thc nomal
roles to suc.essfully use the psy.hi. power
However, should th€ unbound daemon fail
the test, thc power does not work (roActher
with any attefldanr losses ro it's Wi powc.)
and ir is immediately drawn back into its hosr

DR{WN BACK INTO THE HOST BODY
Sbould a daemon cve. b€ draqn back to its
host bo41 ir counrs as being stunned for Dl

Unbound Daemons
An Unbound Daemon's stat line remains unchang€d. Simply use rhe stats you have al.eady
a€n€mted for )rur Daemonhosr.

Sp€cial Abiltales: An unbound daemon has rll the powers i. has nomally. Once it has cast
off the p.ison of flesh irs masrcr has bound it to, it gains rhe following abilines if it does nor
havc thcm already: Inrulnemble. Shado\ Imperyious. void Cbitl and Teffi&ing.
Ps).chic Powers: h addition, wirh a more direct connection ro rh€ warp, rn unbound
dacmon can utilise even more pschic powers. An unbound daemon gains D6+1 psychic
powers for as long as it remains free. Thesc powc6 should be randomly generared and cd-
be from any discipline .hos.n by the cM. Ifyou dont have a cM, then roll rindonrly for
which discipline the powcs .ome from.

Uctabt€: Unboutrd dacmorls d€ subject ro the rulcs fo. lnsra.bilir)r
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