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Chapter 1 — Chapter 1: Variant Rules
Gameplay
Mixed Parties: Including Space Marines

If you have a party consisting of space marines and non-
space marines, you may want the non-space marine char-
acters to start with enhanced items, such as those found
within Chapter 2.2: Space Marines. For a frame of refer-
ence, it is recommended that non-space marine characters
have at least one rare enhanced item, and two uncommon
enhanced items when beginning with a space marine in
their party.

Creature Types Revamped

All of the creature types in this supplement are represented
as humanoids. For more diversity, the GM may want some
of the creature types for player characters and monsters.
This can affect the balancing of powers, such as charm per-
son and hold person only being able to target humanoids.

• Techfused: Construct
• Orks: Plant
• Space Marines, Primarchs: Giant
• Mutants: Monstrosity
• Tainted: Daemon

GM Warning

This can drastically affect the balancing of your
setting, as powers such as charm person and hold
person only work on humanoids, and certain ef-
fects such as an exorcist’s witch sight can detect
daemons, which would include tainted.

Background Feats

With this variant feature, every character gains an addi-
tional feat for free from their background. The GM may
put restrictions on what feats are available and must re-
quest that it is related directly to your background. For
example, a scholar would not be able to take the athlete
feat without proper justification from their story.

More Proficiencies from Intelligence

During Character Creation, you gain an additional pro-
ficiency with a tool, tech gadget, musical instrument, or
language of your choice for every point your Intelligence
modifier is over 0.

For example, a mechnician with 14 Intelligence has a +2
Intelligence modifier. This mechnician gets to choose up to
two additional proficiencies for a set of artisan’s tools, tech
gadget, musical instrument, a language, or a combination
of those listed. He decides to choose a tech gadget, the
mechanic’s kit, and the language Binary.

Encumbrance

The rules for lifting and carrying are intentionally sim-
ple. Here is a variant if you are looking for more detailed
rules for determining how a character is hindered by the

weight of equipment. When you use this variant, ignore
the Strength column of the Armor table.

If you carry weight in excess of 5 times your Strength score,
you are encumbered, which means your speed drops by
10 feet.

If you carry weight in excess of 10 times your Strength
score, up to your maximum carrying capacity, you are
instead heavily encumbered, which means your speed
drops by 20 feet and you have disadvantage on ability
checks, attack rolls, and saving throws that use Strength,
Dexterity, or Constitution.

Equipment Sizes

In most campaigns, you can use or wear any equipment
that you find on your adventures, within the bounds of
common sense. For example, a burly ogryn won’t fit in
a ratling’s armor, and a watcher in the dark would be
swallowed up in a space marine’s elegant robe.

The GM can impose more realism. For example, a suit of
armor made for one human might not fit another one with-
out significant alterations, and a guard’s uniform might
be visibly ill-fitting when a character tries to wear it as a
disguise.

Using this variant, when adventurers find armor, clothing,
and similar items that are made to be worn, they might
need to visit an armorsmith, tailor, leatherworker, or sim-
ilar expert to make the item wearable. The cost for such
work varies from 10 to 40 percent of the market price of
the item. The DM can either roll 1d4 × 100 or determine
the increase in cost based on the extent of the alterations
required.

Ability Score: Influence

Influence is an ability score that can be used to represent a
character’s ability to withhold a reputation, whether it be
fame or infamy, in certain situations. The Influence ability
score can be used to request aid, request or intimidate
those of similar or higher standing to withdraw or disobey
orders, or to potentially purchase gear.

Influence begins at 10 when you first create a character,
and it can go up or down depending on what the character
does throughout their journey. Unlike Honor, Influence is
not a measure of you keeping your word, or about your
morality in certain situations. Instead, Influence is used
as a measure of how competent you are deemed, and how
much of a threat or a boon you are to the people around
you. An arch-priest and a crime lord might have the same
Influence score, for example, but for different reasons.

Influence Checks. At the GM’s discretion, you may be
called upon to perform an Influence check. Requesting
things like favors from a superior, ordering an unfamiliar or
neutral faction to perform a task, or simply attempting to
haggle down goods are all indicators of what an Influence
check may be used for.

Influence saving throws. At the GM’s discretion, you
may be called upon to perform an Influence saving throw.
This can occur if someone attempts to slander your name,
if you’ve done something that seems incompetent (such as
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CHAPTER 1. CHAPTER 1: VARIANT RULES 2

assassinating the wrong target), or if you’ve been caught in
a compromising situation or a scandal with your station.

The GM might also allow you to substitute your Influence
ability score in place of other skill checks. For example,
an inquisitor attempting to convince a planetary governor
to send his planetary defense force against a wave of on-
coming tyranids might require an Intimidation (Influence)
skill check.

No Alignments

Morality in Warhammer 40k goes far beyond being good,
evil, or siding with law or chaos. Some GMs may opt
out of alignment entirely, only using it as a sidenote when
necessary if a mechanic calls for it.

Specific Ammunition Costs

A bolt weapon isn’t going to use the same type of ammu-
nition found within an assault rifle’s magazine, nor is the
cost going to be the same. With this rule, the cost of am-
munition is based on the rarity of the weapon, and when
you purchase the ammunition, you need to specify what
type of weapon it is for, such as a bolt weapon magazine
or a pulse weapon power cell.

The costs listed below are for the entire magazine of am-
munition, not per projectile.

Ammunition Cost Table

Item Cost Weight
Common, standard
equipment 10 g —
Uncommon 100 g —
Rare 500 g —
Very rare 1,000 g —
Legendary/Artifact 5,000 g —

Powers
Change Power Every Long Rest

Instead of swapping a power out at every level, you can
instead do it at the end of every long rest.

Psychic Recoil

To emphasize the conditions psykers find themselves in,
whether it be all of the time or perhaps only when in
warp-susceptible areas, psionic damage is almost always
imminent when using their powers.

When casting a psychic power, the caster takes psionic
damage equal to the power’s level. For example, a sorcerer
casting fireball as a 3rd-level power will take 3 psionic dam-
age. This damage can’t be mitigated through resistance or
immunity.

Additionally, the GM may want to add the following ex-
ception to represent sanctioned psykers, such as librarians
or astropaths, that are protected against the powers of the
warp:

When taking damage from psychic recoil, the caster can
instead choose to take no damage. The caster can use this
feature a number of times equal to 1 + their psycasting
modifier (to a minimum of 1). The caster regains all uses
of this feature at the end of a long rest.

At the GM’s discretion, this could also be applied to
all casters to represent unwieldy technology, dangerous
xenotech, or to balance the playing field for all casters.

GM Warning

The game was not designed with this being a rule
used for standard play, and this could make psyk-
ers unfun to play as.

Pushing Powers

Some GMs may want psykers or other types of casters to
be able to push themselves beyond their usual limits, at
the cost of great stress.

If a caster chooses to, they can cast a power without using
psyker points or tech points, or cast a power at a higher
level than they can normally. When casting a power with-
out using psyker points or tech points, the caster takes
2d12 psionic damage per power level. If the caster is
casting the power at a higher level, the caster takes 2d12
psionic damage for every level higher they want to cast the
power at. This damage is dealt after the power has been
resolved, and can’t be mitigated by resistance or immunity.

Perils of the Warp

To represent the unwieldy dangers of psychic powers, the
GM may call upon the psyker to roll to see if a Peril of
the Warp takes place. When casting a psychic power of
1st-level or higher, roll a d20. On a result of a 1, a random
psychic effect takes place, and the psyker rolls on the Perils
of the Warp table. The psychic effect takes place after the
psychic power’s effects are resolved.

At the GM’s discretion, an effect can be chosen from the
table instead of rolling for it, or a new effect by the GM
can occur.

GM Warning

The game was not designed with this being a rule
used for standard play, and this could cause party
conflict, both in-character and out-of-character, or
make psykers unfun to play as and to play with
due to their dangerous nature. Make sure every-
one at your table thinks this is a fine mechanic to
play with before using it.
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Perils of the Warp
d10 Effect

1 Frost. A burst of cold air emanates in a 15-foot radius, centered on you. Each creature in that area takes
1d6 cold damage, and the area counts as difficult terrain until the start of your next turn.

2 Blood Rain. It begins to rain blood for 1 minute. If you are indoors, the walls and ceiling begin weeping
blood.

3 Warp Aging. You immediately age 1d6 years.

4 Decay. An aura of decay emanates from you, spoiling all perishable foods within 30 feet not behind full
cover. Any plants in the area take 1d6 necrotic damage, as they begin to wither.

5
Telepathic Screech. All creatures within 100 feet of you hear a telepathic scream of creatures from the
warp. Each creature that hears this must make a DC 10 Constitution saving throw or become deafened
until the end of your next turn.

6
One Question. You can ask a daemon or deity of your choice one question, and receive a telepathic answer
in the form of a cryptic omen or a vision. Whether you ask a question or not, you take 2d6 psionic
damage as you recoil from the experience.

7 Mass Invisibility. Each creature within 30 feet of you becomes invisible for 1 minute. The invisibility ends
on a creature when it attacks or casts a power.

8
Thrown Through the Warp. You are thrown into the warp, appearing in an unoccupied space you can see
within 30 feet of your choice. Upon reappearing, you take 2d6 psionic damage as you reel from the horrific
experiences. You do not take this damage if you are immune to being frightened.

9 Uncontrollable Lightning. You and three creatures of your choice within 30 feet of you take 2d10 lightning
damage.

10
Dark Summoning. A lesser daemon of the GM’s choice is summoned in an unoccupied space within 30
feet of the caster. This daemon is not compelled to act in any specific way, and may become hostile upon
being summoned.



Chapter 2 — Artillery & Vehicules
Artillery

Siege Equipment

Siege weapons are designed to assail fortresses, vehicles,
and other walled fortifications. They see much use in cam-
paigns that feature war. Most siege weapons don’t move
around a battlefield on their own; they require creatures
or vehicles to move them, as well as to load, aim, and fire
them.

Heavy Weapon

These personal heavy weapons usually take the form of
lascannons or autocannons and can be mounted on top of
vehicles or placements. Lascannons deal energy damage,
shuriken cannons and autocannons deal kinetic damage,
and plasma cannons deal acid damage. They typically only
take one person to man effectively.

Heavy Weapon
Large object
Armor Class: 15
Hit Points: 50
Damage Immunities: poison, psychic
Description
A personal heavy weapon is a cannon that shoots projec-
tiles that can deal massive damage to placements, barri-
cades, or vehicles. Before it fires, it must be loaded. It
takes one action to load, and one action to fire it. This
is an enhanced weapon.

Actions
Las Barrage. Ranged Weapon Attack: +6 to hit,
range 120/480 ft., one target. Hit: 16 (3d10) energy
damage.

Artillery Cannon

Artillery takes the form of mounted howitzers, mortars
placements, and surface-to-air flak cannons.

Artillery Cannon
Huge object
Armor Class: 15
Hit Points: 150
Damage Immunities: poison, psychic

Description
Artillery cannons throw their payloads in a high arc
so it can hit targets behind cover. Before an artillery
cannon can be fired, it must be loaded and aimed. It
takes two actions to load the weapon, two actions to
aim it, and one action to fire it.

Actions
Artillery typically fires explosive shells. However, it can
also launch other kinds of projectiles, such as poisonous
gas or high-explosive ammunition, with different effects.

Mortar Round. Ranged Weapon Attack: +5 to hit,
range 300/1,200 ft. (can’t hit targets within 60 feet
of it). every creature within 5 feet of target. Hit: 22
(4d10) fire damage and 22 (4d10) kinetic damage.

Vehicles

Civilian Vehicles

These vehicles are not intended for combat use, but may
be found in adventures for faster transportation or in the
heat of a getaway.

Bicycle

A bicycle, also known as a two-wheeled locomized self-
propelling device (or TWLSPD), consists of a metal frame,
two wheels connected by a chain, and a set of pedals con-
nected to the chain in order to propel oneself at a higher
rate of speed than walking. Some bicycles come with mul-
tiple seats used for multiple riders.

Bicyle
Medium object
Armor Class: 10
Hit Points: 10
Speed: 40 ft.
Damage Immunities: poison, psychic
Damage Vulnerabilities: acid
Traits
Occupancy. Bicycles can seat up to 2 Medium crea-
tures comfortably.

Civilian Car

Car
Large object
Armor Class: 14
Hit Points: 70
Speed: 80 ft.
Damage Immunities: poison, psychic
Damage Vulnerabilities: acid, lightning
Traits
Occupancy. The civilian car can seat up to 4 Medium
creatures comfortably.
Explosive. If the car is destroyed using fire damage
or a weapon that ignites objects, it explodes. Creatures
within 10 feet of the vehicle can make a DC 15 Dexterity
saving throw, taking 16 (3d10) fire damage on a failure,
and half as much on a success.

Civilian Van

Used in urban areas, these vehicles are used for families or
rented for groups of people.
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Van
Huge object
Armor Class: 13
Hit Points: 90
Speed: 70 ft.
Damage Immunities: psychic, poison
Damage Vulnerabilities: acid, lightning
Traits
Occupancy. The civilian van can seat up to 7 Medium
creatures comfortably.
Explosive. If the car is destroyed using fire damage
or a weapon that ignites objects, it explodes. Creatures
within 10 feet of the vehicle can make a DC 15 Dexterity
saving throw, taking 16 (3d10) fire damage on a failure,
and half as much on a success.

Civilian Bus

Bus
Gargantuan object
Armor Class: 12
Hit Points: 125
Speed: 60 ft.
Damage Immunities: psychic, poison
Damage Vulnerabilities: acid, lightning
Traits
Occupancy. The civilian bus can seat up to 24 Medium
creatures comfortably.
Explosive. If the car is destroyed using fire damage
or a weapon that ignites objects, it explodes. Creatures
within 10 feet of the vehicle can make a DC 15 Dexterity
saving throw, taking 16 (3d10) fire damage on a failure,
and half as much on a success.
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