
4245 61 42
8

a  Skills a
      SK  +10%  +20%
  Awareness (Per)    x    -  -
  Common Lore (Int)    x    x  -
    (Adeptus Astartes,
     Imperium, War)
  D  Dodge (ag)     x    -  -
  Intimidate (Str)    x    x  -
  Lore (Codex Astartes) (Int)  x    x  -
  Search (Per)     x    -  -
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f GEAR  f 
Plasma Pistol: 30m, S/-/-, 1d10+6E Dmg, Pen 6
Clip 10, Reload: 4Full, Recharge (Requires 1 Rnd 
between shots), Overheat (91% Higher See Over-
heat Rules)

Ultima-Pattern Power Maul: 
1d10+5+STR(10), Pen 5, Power Field (75% Chance to 
shatter non-Power weapon you parry.) or  Shocking 
mode: 1d10+STR(10), Pen 0, Wounds cause Tg Test: +10 
Per AP bonus or Stunned for Rnds = 1/2 Wounds 
Taken.

AAuspex: +20 to Awareness Tests, Tech Use (Int 
1/2) to detect invisible things. 50m Range.

Special Information
 As a full Action, can make two attacks a 
 turn and may re-roll one attack with a Maul 
 per turn.

“No Pity! No Remorse! No Fear!”

aa

a  Talents a
c

 Clubmaster
Deadeye Shot
Fearless

Swift Attack
 Dea Deathwatch Training

Movement
Half Act: 3m  Full Act: 6m
Charge: 9m  Run: 18m

Fate Points
Total: 4  Current: ______

ARMOR
Mark VII Power Armor

Armor Points: 8 All Locations

WOUNDS
Total: 20 Current:____

Fatigue: ____

ThunThunder’s Call: Black Templar often prove 
their bravery by facing foes in single combat 
and duelling to the death. Once per combat as a 
Free Action, He may issue a Thunder’s Call 
against any single enemy which can both see 
and hear him. As long as he takes no Actions 
other than melee attacks against the target or 
moving into melee with the moving into melee with the target, and none of 
his allies attack the target, he gains +10 to W S 
Tests against it. Plus, as long as he is engaged in 
melee combat with the target, it suffers –10 to  
attacks against anyone but the Black Templar 
and must pass a Challenging (+0) Agility Test to 
move away. This lasts until the target is dead or 
retreretreats) or the Battle- Brother withdraws 
from combat. c

4153385310

Character Name: ________________  Player Name: ________
Chapter: Black Templar        Speciality: Tactical Marine
Chapter Demeanour: Aspire to Glory, Ambitious

 
History: Having been pulled form a Crusade some 17 years prior by the Inquisition, this 
Black Templar sees no end to his service in sight. Even though this has made him bitter at 
times, questioning one's duties is the equivalent to heresy in some circles...



Talents
 Club Master: Your master of Clubs and maces is unsurpassed and your mace always  
  strikes true. W hen attacking with a club or mace of any type, including   
  power maces or shock mauls, you may re-roll a missed attack once per round.

  Deadeye Shot: You always hit an opponent right between the eyes...or wherever else you  
  intended to hit him. W hen making a Called Shot, you take only a -10 penalty  
  instead of the normal -20.

 Fearless: W hether through fervent loyalty or a derangedment of the mind, you are  
  impossible to frighten or unnerve. You are immune to the effects of Fear and  
  Pinning, but to disengage from combat or back down from a fight you must  
  first succeed on a W illpower test.

 Switft  Switft Attack: As a Full Action, you may make two melee attacks on your Turn.

 Deathwatch Training: automatically confirms Righteous Fury against Aliens.

c

Mark VII “Aquila” Power Armor 
 Ceramite Plating: Provides AP 8 to all Locations.
 
 Enhanced Strength: Increase the Battle-Brother’s Strength by +20. The effect on SB is  
 calculated after the Unnatural Strength multiplier. (Factored in on sheet already)
 
  Auto-senses: The Space Marine gains +10 to Awareness Tests for Sight and Sound, and  
 can see in total darkness.
 
 Osmotic Gill Life Sustainer: W ith the helmet on, the armour is environmentally sealed and  
 can maintain an adequate oxygen supply as long as the unit is powered.

 Bio-monitor and Injectors: If the internal cogitator detects a problem with the wearer’s  
 bio-signs, it can administer pain suppressors, combat stimms, and anti-toxins.

  Vox Link: Serves as a standard vox and a channel for any more sophisticated data 
 trans missions the suit or its wearer can access. The bio-monitor feed also transmits  
 through this link, permitting a squad to view each others’ vitals.

 Magnetized Boot Soles: Can be activated to secure the Space Marine to a metallic surface  
 (such as the hull of a spaceship).

 Nutrient R Nutrient Recycling: Filters in the armour capture and purify body waste, re-constituting it  
 into a nutrient solution that is intravenously returned to the body. This can sustain  
 a Battle-Brother for long periods of time, but not indefinitely.

 Poor Manual Dexterity: W hile protective, armoured gloves are not ideal for fine manipu 
 lation. Delicate tasks suffer a –10 penalty unless using equipment designed for Space  
 Marines.



4748 61 43
8

a  Skills a
      SK  +10%  +20%
  Awareness (Per)    x    -  -
  Common Lore (Int)    x    -  -
   (Adeptus Astartes,
    Imperium, Tech)
  De  Demolition (Int)    x    x  -  
  Dodge (ag)     x    -  -
  Intimidate (Str)    x    x  -
  Lore (Xenos) (Int)      x    x  x
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f GEAR  f 
Bolt Pistol: 30m, S/2/-, 2d10+5 Dmg, Pen 5
Clip 14, Reload: Full, Tearing (+1k0 Dmg)

Combat Knife: 1d10+2+Str(10), Pen 2

Missile Launcher: 250m, S/-/-, *, Clip 1, 
Reload Half (Damage, Pen, Etc is based on 
missile.)missile.)

Frag Missile: 2d10+4 Dmg, Pen 4, Blast 6m
Krak Missile: 4d10+10 Dmg, Pen 10, Blast 1m
Melta Bomb: Emperor protect your soul!

Stimm: Ignore effects from ability or critical 
dmg & can’t be stunned. 3d10 rounds, and when 
it ends -20 to Str, T, and Ag tests for 1 HR.

SpSpecial Information
Total Initiative: 1d10+6

(A slow chilling chant of the litanies)

a

a  Talents a
c

Paranoia
Rapid Reload
Step Aside

Unshakable Faith
 Dea Deathwatch Training

Movement
Half Act: 4m  Full Act: 8m
Charge: 12m  Run: 24m

Fate Points
Total: 4  Current: ______

ARMOR
Mark VII Power Armor

Armor Points: 8 All Locations

WOUNDS
Total: 21 Current:____

Fatigue: ____

SStoic Defense: Exorcists are stubborn in 
attack and intractable in defense, holding their 
ground against even the most furious of 
assaults. Once per combat, He may enact a Stoic 
Defense.  He gains 6 Temporary Wounds and his 
maximum Movement Rate is reduced to ½ his 
Agility Bonus, rounding up (most Space Marines 
with this ability with this ability hold their chosen position and 
do not advance or retreat!). Unlike normal 
Wounds, these bonus Wounds are removed when 
affected by the Damage of any successful 
attack, and are always removed first before 
applying Damage to normal Wounds. These 
bonus Wounds are also lost if the Battle- 
BBrother leaves his chosen location either invol-
untarily or by his own choice. c

50 43483810

Character Name: ________________  Player Name: ________
Chapter: Exorsists        Speciality: Demolitions Marine
Chapter Demeanour: Vigilant, Watchful, Deamon Hunters

History: Full of secrets and unwilling to share, this Exorcist has found an accepting lot 
in the Kill Team. They don't ask about his Chapter and he doesn't tell, not that he would. 
Invisible to the Warp Beasts that seek the minds of victims, he is the surprise that turns the 
tide of many battles. Having saved his battle-brother from a W ire-Wolf, the Blood Claw, he 
is never far from the Marine, constantly needing to reign him in...



Talents
  Paranoia: You are always on the look out for danger and secretly know that the   
  galaxy is out to get you. You fain a +2 bonus to Initiative rolls. In addition, 
  the GM may secretly test your Perception to see if you notice hidden threats.  
  Others, may find your constant muttering and twitchy looks unnerving.

 Rapid Rel Rapid Reload: You have spent so long practising weapon drills that you can reload a  
  gun in an instant. All reload times are reduced by half (round down) so   
  a Half Action reload becomes a Free Action, a Full Action reload    
  becomes a Half Action and so on.

 Step Aside: You are quick at getting out of the way of attacks. You may make an 
  additonal Dodge once per round. Note they may still only attempt a single  
  Dodge against any one attack.

 Unshaka Unshakable Faith: Your faith that the Emperor will preserve you is so strong that you  
  are unafraid of stepping into danger. You may re-roll any failed W illpower  
  Test to avoid the effects of Fear.

 Deathwatch Training: automatically confirms Righteous Fury against Aliens.

Mark VII “Aquila” Power Armor 
 Ceramite Plating: Provides AP 8 to all Locations.
 
 Enhanced Strength: Increase the Battle-Brother’s Strength by +20. The effect on SB is  
 calculated after the Unnatural Strength multiplier. (Factored in on sheet already)
 
  Auto-senses: The Space Marine gains +10 to Awareness Tests for Sight and Sound, and  
 can see in total darkness.
 
 Osmotic Gill Life Sustainer: W ith the helmet on, the armour is environmentally sealed and  
 can maintain an adequate oxygen supply as long as the unit is powered.

 Bio-monitor and Injectors: If the internal cogitator detects a problem with the wearer’s  
 bio-signs, it can administer pain suppressors, combat stimms, and anti-toxins.

  Vox Link: Serves as a standard vox and a channel for any more sophisticated data 
 transmissions the suit or its wearer can access. The bio-monitor feed also transmits  
 through this link, permitting a squad to view each others’ vitals.

 Magnetized Boot Soles: Can be activated to secure the Space Marine to a metallic surface  
 (such as the hull of a spaceship).

 Nutrient R Nutrient Recycling: Filters in the armour capture and purify body waste, re-constituting it  
 into a nutrient solution that is intravenously returned to the body. This can sustain  
 a Battle-Brother for long periods of time, but not indefinitely.

 Poor Manual Dexterity: W hile protective, armoured gloves are not ideal for fine manipu 
 lation. Delicate tasks suffer a –10 penalty unless using equipment designed for Space  
 Marines.



3945 58 37

a  Skills a
      SK  +10%  +20%
  Acrobatics (Ag)    x    -  -
  Awareness (Per)    x    x  -
  Common Lore (Int)    x    -  -
    (Imperial Creed,
     Imp     Imperium, Adepta Sororitas)
  Dodge (ag)     x    x  -
  Performer (Singer)    x    x  -
  Scrutiny (Per)     x    x  x
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f GEAR  f 
Heavy Bolter: 150m, -/-/10, 2d10+2 Dmg, Pen 5
Clip 60, Reload: 2 Full, Tearing (+1k0 Dmg)

Inferno Pistol: 10m, S/-/-, 2d10+6, Pen 12, 
Clip 3, Reload: Full

Combat Knife: 1d10+3+STR(5), Pen 2

PPhoton Flash Grenade: 15m Blast, Must test 
Toughness or Blind 1d5 Rounds.

Re-Breather: Canisters (3)

Special Information

Total Initiative: 1d10+8

Mighty Shot Factored In Above

“W ith Faith and Fire!”

aa

a  Talents a
c

Bulging Biceps
 Combat Master 
 Lightning Reflexes

Mighty Shot
 W ra W rath of Righteousness

Movement
Half Act: 4m  Full Act: 8m
Charge: 12m  Run: 24m

Fate Points
Total: 4  Current: ______

ARMOR
Mark II Light “Seraphim” Armor

Armor Points: 7 All Locations

WOUNDS
Total: 18 Current:____

Fatigue: ____

Pure Pure Faith: Your faith in the God-
Emperor of mankind is total and com-
plete. This faith wraps around you like 
armor. You are always immune to he 
effects of Daemonic Presense. You may 
avoid taking a Fear Test, avoid aquiring 
Insanity Points and avoid gaining Cor
ruption Poitns by spending Fate Points 
for the duration of an encounter. You 
may burn a Fate Point ro resist the 
effects of any single Daemonic or psy-
chic attack, allowing you to emergy 
unscated as if by a miracle. c

454650 41

Character Name: ________________  Player Name: ________
Chapter: Sisters of Battle       Speciality: Inquisitor
Chapter Demeanour: Pure of Faith, Zealous in Devotion

History: A full fledged Adepta Sororitas of the Abbey of the Dawn on Iocanthos, she 
has proven herself time and again in battle. As a trusted servant of the Imperium and the 
Inquisition, she was placed with the kill team to be the eyes and ears of the Ordo. W e must 
even watch our own...



Talents
 Bulging Biceps: W hereas a weaker woman would be sent flying when using powerful  
  weapons, your strong physique allows you to remain standing. You can   
  fire a heavy weapon on semi- or autofire modes without first bracing.

  Combat Master: Through a combination of reflex and perception you are able to keep  
  many more opponents at bay in melee than a lesser skilled woman might.   
  Opponents fighting you in hand-to-hand gain no bonuses for outnumbering you.

 Lightning Reflexes: You react like a flash of lightning. W hen rolling for initiative,  
  you add twice your agility bonus to the roll of 1d10.

 Mighty Shot: You know how to blast away with a gun to cause the most damage to a  
  target. You add +2 to Damage you inflict with a ranged weapon.

 W r W rath of Righteousness: You are a killing Angel and you visit the Emperor’s 
  righteous fury on those who deny His dominion over the stars or those who  
  profane that which is sacred. 
  c W hen making an attack, you may spend a Fate Point to deal an additonal 1d5  
  points of damage. 
    c At any time while you are attacking, you may burn a Fate Point to trigger  
  Righteous Fury on a single successful attack. The attack automaticlly deals  
  the maximum Damage for the weapon plus 1d10 points of Damage. If the second  
  roll results in 10, further Damage is possible. 

c

Mark II Light “Seraphim” Armor 
  Ceramite Plating: Provides AP 7 to all Locations.
 
  Enhanced Strength: Increase the Battle-Sister’s Strength by +20. The effect on SB is  
 calculated after other Strength multiplier. (Factored in on sheet already)
 
    Vox Link: Serves as a standard vox and a channel for any more sophisticated data 
 transmissions the suit or its wearer can access. The bio-monitor feed also 
 transmits through this link, permitting a squad to view each others’ vitals.
 
  Magnetized Boot Soles: Can be activated to secure the Space Marine to a metallic 
 surface (such as the hull of a spaceship).

  Re-Bre  Re-Breather: Consisting a mask, it contains its own air supply and can preserve the user      
 in even the most toxic atmospheres. She is immune to the effects of gases and can  
 survive underwater. One canister lasts for 1 hour. Replacing a canister is a Full  
 Action.

c



4446 67 44
8

a  Skills a
      SK  +10%  +20%
  Awareness (Per)    x    x  -
  Common Lore (Int)    x    -  -
    (Adeptus Astartes,
     Imperium, War)
  D  Dodge (ag)     x    x  -
  Intimidate (Str)    x    -  -
  Pilot (Ag) (Jump PK)  x    x  -
  Search (Per)     x    x  x
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f GEAR  f 
Bolt Pistol: 30m, S/2/-, 2d10+5 Dmg, Pen 5
Clip 14, Reload: Full, Tearing (+1k0 Dmg)

Chainsword: 1d10+3+Str(10), Pen 4, Tearing 
(+1k0 Dmg), Balanced (+10 W S to Parry)

Frag Grenade (2): 30M, 2d10 Dmg, Blast (5m)

Jump Jump Pack: Pilot Skill use for slow falls or
bursts for jumps (12m), skill use for long flight

Stimm: Ignore effects from ability or critical 
dmg & can’t be stunned. 3d10 rounds, and when 
it ends -20 to Str, T, and Ag tests for 1 HR.

Special Information

Two W eapon Fighting: Full Round Action,
AAttacks both recieve -10 Penalties.

“For Russ and the All Father!”

a

a  Talents a
c

 W ings of an Angel
 Ambidextrous

 Two W eapon W ielder (Combo)
 Rapid Reaction

 Dea Deathwatch Training

Movement
Half Act: 4m  Full Act: 8m
Charge: 12m  Run: 24m

Fate Points
Total: 4  Current: ______

ARMOR
Mark VII Power Armor

Armor Points: 8 All Locations

WOUNDS
Total: 20 Current:____

Fatigue: ____

 Wolf Senses: As part of the genetic   
 gifts of their Primarch Leman Russ, the
 Space Wolves have almost 
 preternatural senses that exceed even     
 those of other Space Marines. A   
 Battle-Brother of the Space Wolves 
 Chapt Chapter may re-roll any failed 
 Perception based Tests and counts as  
 being able to see normally in total 
 darkness. However, none of these 
 bonuses apply if the Space Wolf is 
 wearing a helmet for a sealed set of  
 armour. c

30 41414710

Character Name: ________________  Player Name: ________
Chapter: Space Wolves        Speciality: Assault Marine
Chapter Demeanour: Fury of the Wolf, Fierce, and Loyal

History: Bold and reckless to a fault, this Space Wolf embodies all the traits of his 
Primarch, Leman Russ. His howling drowned out by the noise of his jump pack, the Blood 
Claw will plow into enemies, crushing them underneath. His luck will only hold out as long 
as he has the Exorcist to watch his back...



Talents
 Wings of Angels: W hen making a charge whilst using his jump pack, the Assault Marine        
   adds and additional 1d5 Damage to any melee attack. 

 Ambidextrous: You can use either hand equally well. You do not take the normal -20 
      penality for making attacks with your secondary hand. If you have the  
   Two W eapon W ielder talent, the penalty for making attacks with both  
   weapons in the same turn drops to -10.

 Two W eapon W ielder (Combo): W hen armed with two weapons you may make a Full  
   Action to attack with both weapons. This talent only allows for use 
   with Pistols and Melee at the same time, not two melee and not two  
   pistols.

 Rapid Re Rapid Reaction: You have a hair trigger and react to a change in any situation in an  
   instant. W hen Surprised or ambushed, you may make and Agility Test to  
   act normally instead.
 Deathwatch Training: automatically confirms Righteous Fury against Aliens.

c

Mark VII “Aquila” Power Armor 
 Ceramite Plating: Provides AP 8 to all Locations.
 
 Enhanced Strength: Increase the Battle-Brother’s Strength by +20. The effect on SB is  
 calculated after the Unnatural Strength multiplier. (Factored in on sheet already)
 
  Auto-senses: The Space Marine gains +10 to Awareness Tests for Sight and Sound, and  
 can see in total darkness.
 
 Osmotic Gill Life Sustainer: W ith the helmet on, the armour is environmentally sealed and  
 can maintain an adequate oxygen supply as long as the unit is powered.

 Bio-monitor and Injectors: If the internal cogitator detects a problem with the wearer’s  
 bio-signs, it can administer pain suppressors, combat stimms, and anti-toxins.

  Vox Link: Serves as a standard vox and a channel for any more sophisticated data 
 transmissions the suit or its wearer can access. The bio-monitor feed also transmits  
 through this link, permitting a squad to view each others’ vitals.

 Magnetized Boot Soles: Can be activated to secure the Space Marine to a metallic surface  
 (such as the hull of a spaceship).

 Nutrient R Nutrient Recycling: Filters in the armour capture and purify body waste, re-constituting it  
 into a nutrient solution that is intravenously returned to the body. This can sustain  
 a Battle-Brother for long periods of time, but not indefinitely.

 Poor Manual Dexterity: W hile protective, armoured gloves are not ideal for fine manipu 
 lation. Delicate tasks suffer a –10 penalty unless using equipment designed for Space  
 Marines.



4640 61 45
8

a  Skills a
      SK  +10%  +20%
  Awareness (Per)    x    -  -
  Common Lore (Int)    x    -  -
    (Astartes, Imperium)
  Dodge (ag)     x    x  -
  Intimi  Intimidate (Str)    x    -  -
  Medicae      x    x  x
  Sch. lore (Int)     x    -  -
    (Codex Astartes, 
      Legend)
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f GEAR  f 
Galvian Needler: 30m, S/3/-, 1d10-1 Dmg, Pen 
0, Clip 7, Reload: Full, Toxic: wounds cause 
Toughness Test with -5 per dmg taken or suffer 
1d10 additional wounds ignoring AP and T.

Chain KnifeChain Knife: 1d5+4+Str(10), Pen 2, Tearing (+1k0 
Dmg), W rist mount, Best Quality +10 W S to 
Attack.

Medikit: +20 Medicae Skill (Plus Stimms)

Stimm: Ignore effects from ability or critical 
dmg & can’t be stunned. 3d10 rounds, and when 
it ends -20 to Str, T, and Ag tests for 1 HR.

CChoke Gas: Range 30m, Blast 1d10+3, Each 
round test T or gain Fatigue level. Lasts while 
in gas and 1d10 rds after. Gas lingers 1d5x3 
mins. Fail T by more than 4 reduce T by 1 for 
1d5-1 hrs.

“Courage and Honour!”

a

a  Talents a
c

 Disarm
Enchance Healing
Master Chirurgeon
Total Recall

 Dea Deathwatch Training

Movement
Half Act: 4m  Full Act: 8m
Charge: 12m  Run: 24m

Fate Points
Total: 4  Current: ______

ARMOR
Mark VII Power Armor

Armor Points: 8 All Locations

WOUNDS
Total: 19 Current:____

Fatigue: ____

 Favored Son: The Ultramarines 
consider themselves a pure expression 
of the Codex Astartes and among the 
truest of the Emperor’s sons. This pride 
and unshakable personal belief often 
manifests itself in their leadership 
abilities and the example they set to abilities and the example they set to 
other members of the Adeptus Astartes. 
An  Ultramarines may re-roll any 
Fellowship Tests when dealing with 
either Space Marines or members of the 
Imperial armed forces (i.e. Imperial 
Guard, Imperial Navy, etc.). c

40 41424310

Character Name: ________________  Player Name: ________
Chapter: Ultramarine        Speciality: Apothecary
Chapter Demeanour: Honour the Codex, Studious

History: Having once served on Ultramar in the Tyranid wars, the Apothecary is no 
stranger to mending the bodies of the God-Emperor's servants. So dedicated is he to a fault, 
that nothing matters more than the recovery of Adeptus Astartes geneseed when a Marine 
falls. But, tunnel vision will eventually catch up to you...



Talents
 Disarm: You are able to knock your opponent’s weapons from their hands. W hen engaged  
        with an enemy wielding a melee weapon, you may use a Full Action to disarm 
  your foe by making an Opposed W eapon Skill Test. If you win, he drops his  
  weapon to his feet. Should you get 3 or more degrees of success, you not only  
  disarm him but also take his weapon. 

  Enchance Healing: W hen making a successful Medicae test, the Apothecary may 
  restore 1d5 additional Wounds.

 Master Chirurgeon: You are trained in the most advanaced medical techniques known  
  to man. You gain +10 bonus on all Medicae Tests. If you are treating a Heavily  
  or Critically wounded patient, a successfull Test heals 2 Wounds instead of  
  the normal 1. If he is in danger of losing a limb from a Critical Hit you also  
  provide him a +20 bonus  to the Toughensss Test to rsist the limb loss.

  Total Recall:  You can automatically remember any trivial fact or piece of information  
  that you might feasibly have picked up in the past. W hen trying to recall more  
  detailed or obscure facts the GM may require you to make an Int Test.

 Deathwatch Training: automatically confirms Righteous Fury against Aliens.

Mark VII “Aquila” Power Armor 
 Ceramite Plating: Provides AP 8 to all Locations.
 
 Enhanced Strength: Increase the Battle-Brother’s Strength by +20. The effect on SB is  
 calculated after the Unnatural Strength multiplier. (Factored in on sheet already)
 
  Auto-senses: The Space Marine gains +10 to Awareness Tests for Sight and Sound, and  
 can see in total darkness.
 
 Osmotic Gill Life Sustainer: W ith the helmet on, the armour is environmentally sealed and  
 can maintain an adequate oxygen supply as long as the unit is powered.

 Bio-monitor and Injectors: If the internal cogitator detects a problem with the wearer’s  
 bio-signs, it can administer pain suppressors, combat stimms, and anti-toxins.

  Vox Link: Serves as a standard vox and a channel for any more sophisticated data 
 transmissions the suit or its wearer can access. The bio-monitor feed also transmits  
 through this link, permitting a squad to view each others’ vitals.

 Magnetized Boot Soles: Can be activated to secure the Space Marine to a metallic surface  
 (such as the hull of a spaceship).

 Nutrient R Nutrient Recycling: Filters in the armour capture and purify body waste, re-constituting it  
 into a nutrient solution that is intravenously returned to the body. This can sustain  
 a Battle-Brother for long periods of time, but not indefinitely.

 Poor Manual Dexterity: W hile protective, armoured gloves are not ideal for fine manipu 
 lation. Delicate tasks suffer a –10 penalty unless using equipment designed for Space  
 Marines.



4143 62 43
8

a  Skills a
      SK  +10%  +20%
  Awareness (Per)    x    x  -
  Common Lore (Int)    x    -  -
    (Adeptus Astartes,
     Tech)
  D  Dodge (ag)     x    -  -
  Logic (Int)     x    x  x
  Secret Tongue (Int)    x    x  -
  Tech-Use (Int)     x    x     x
  Search (Per)     x    -  -
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f GEAR  f 
“Destroyer” Flame Pistol: 15m, S/-/-, 1d10+5    
   Dmg, Pen 2, Clip 5, Reload: 2Full, Flame

Bolo Knife: 2d5+Str(10), Pen 2

Manipulator Mechadendrite: 1d5+2, Pen 0,       
  Primitive  

LLuminen Blast: 10m, S/-/-, 1d10+W P(4), Fatigue 

Shield: 1d5+Str(10), Primitive, Defensive (-10 to 
attack, +15 to Parry), Cover AP 6 (Left/Torso)

Bionic Leg: +20 Athletics to jump. Sprint. If 
you use 2 rounds in a row gain Fatigue.

Special Information
See Sheet for Tech Items

“By the Blo“By the Blood of Sanguinius!”

a

a  Talents a
c

 Cleanse and Purify
Gun Blessing
Luminen Blast
Luminen Charge

 Dea Deathwatch Training

Movement
Half Act: 3m Full Act: 6m (9m)
Charge: 9m Run: 18m (36m)

 (Sprint)

Fate Points
Total: 4  Current: ______

ARMOR
Mark VI “Mars Pattern” Power Armor

Armor Points: 8 All Locations

WOUNDS
Total: 19 Current:____

Fatigue: ____

 Blood Frenzy: Blood Angels possess a 
savagery in combat that has its roots
ddeep in the history of their Chapter. It 
can serve them well in close quarters 
combat where strength is vital. Once 
per combat, he may Blood Frenzy. During 
this, he may re-roll Dmg dice with melee 
weapons. For melee weapons that inflict 
multiple dice of Dmg, all dice or none 
mumust be re-rolled. Plus, such is the bru-
tality of his attacks that he scores 
Righteous Fury on a 9 or 10 rather 
than just 10. This ability lasts for one 
round. c

49 47453810

Character Name: ________________  Player Name: ________
Chapter: Blood Angel        Speciality: Techmarine
Chapter Demeanour: Red Thirst, Calculating

History: Speaking to the war machines and quelling the angry machine-spirits that inhabit 
them is this Marines calling, per the binary cant of the Omnissiah that is. The loss of a leg 
has not slowed him down, only made him more resolved in his duties. As for the Eldar that 
took it, this Blood Angel is still looking for the leg's return...



Talents
 Cleanse and Purify: Burn! Burn! Burn! None shall escape your fiery wrath! Targets  
   exposed to your flamer attacks take a -20 penalty to avoid being hit.

 Gun Blessing: W ith a wave you can unjam a number of guns equal to your Int Bonus. 
      You may bless any weapon in a 10 meter radius. To do so, make an Int  
   Test. A success indicates that you have rallied the spirits of the weapons.  
   This blessing is a Full Action.

  Luminen Blast: Using your electoo inductors, you may create a ball of bio-electrical  
   energy that you may fling at your foes. On a successfull BS Test you  
   may direct this energy at a single foe within 10 meters. The target takes  
   Energy Dmg of 1d10+W P(4). Each time you use this power you gain a level  
   of Fatigue.
 
  Luminen Charge: On a Toughness Test you can use your bio-electrical field to recharge  
   machinery. This takes 1 minute of meditation and ritual incantaion to 
   activate. The difficulty varies depending on the nature of the technology.  
   (page 118)

 Deathwatch Training: automatically confirms Righteous Fury against Aliens.

Mark VI “Mars Pattern” Power Armor 
 Ceramite Plating: Provides AP 8 to all Locations.
 
 Enhanced Strength: Increase the Battle-Brother’s Strength by +20. The effect on SB is  
 calculated after the Unnatural Strength multiplier. (Factored in on sheet already)
 
  Auto-senses: The Space Marine gains +10 to Awareness Tests for Sight and Sound, and  
 can see in total darkness.
 
 Osmotic Gill Life Sustainer: W ith the helmet on, the armour is environmentally sealed and  
 can maintain an adequate oxygen supply as long as the unit is powered.

 Bio-monitor and Injectors: If the internal cogitator detects a problem with the wearer’s  
 bio-signs, it can administer pain suppressors, combat stimms, and anti-toxins.

  Vox Link: Serves as a standard vox and a channel for any more sophisticated data 
 trans missions the suit or its wearer can access. The bio-monitor feed also transmits  
 through this link, permitting a squad to view each others’ vitals.

 Magnetized Boot Soles: Can be activated to secure the Space Marine to a metallic surface  
 (such as the hull of a spaceship).

 Nutrient R Nutrient Recycling: Filters in the armour capture and purify body waste, re-constituting it  
 into a nutrient solution that is intravenously returned to the body. This can sustain  
 a Battle-Brother for long periods of time, but not indefinitely.

 Poor Manual Dexterity: W hile protective, armoured gloves are not ideal for fine manipu 
 lation. Delicate tasks suffer a –10 penalty unless using equipment designed for Space  
 Marines.



 Flame W eapons: Flame weapons p Flame W eapons: Flame weapons project a cone of flame out to the range     
 of the weapon. Unlike other wapons, flamers have just one range, and  
 when fired, cast fiery death out to this distance. The wielder does not  
 need to Test BS; he simply fires the weapon. All creaturs in the flame’s  
 path, a cone-shaped area extending in a 30 degree arc from the firer  
 out to the weapons range, must make an Agility Test or be struck by  
 the flames an take damage normally. If they take damage, they much  
 s succeed on a second Agility Test or be set on fire. Cover does not  
 protect against Flame weapons. Because Flame weapons make to roll  
 to hit, they are always cosnidered to hit targets in the body, and will  
 Jam if the firer rolls a 9 on his Damage dice (before adding any 
 bonuses).

 Manipulator Mechadendrite: This powerful shoulder-mounted 
 mechadendrite is designed for heavy lifting and manipulation of 
 indus trial gear. Built of fire hardened ceramite and steel, this limb  
 may extend to a length of 1.5m. W hen using the arm, the character  
 gains a +20 bonus to Strength Tetsts. This limb is tipped with two sets  
 of gripping and crushing pincers. These may be locked around a 
  suitable anchor point as a free action to safely tether the Tech-Priest  
 to lifting gear, high gantries and so on. Finally, the character may use  
 the manipulator as a club. It counts as a Primitive weapon that deals  
 1d5+2 Impact Dmg.

 The manipulator may not be used for any task requiring fine 
 manipulation (typing on a key pad, handling delicate objects, doing up a  
 zipper and so on).

 Utility M Utility Mechadendrite: This long limb houses a variety of tools and 
 attachments deisgned to assit a Tech Priest in the course of his holy  
 duties. This mechadendrite counts as a combi-tool granting a +10 bonus  
 to all Tech-Use Tests.

Tech of the Machine-God




