
Vehicles and Soaking 

Vehicles Soak by making abrupt changes in speed and heading to throw 

off an opponent’s aim.  

A pilot may attempt to Soak when the vehicle is damaged. To do so, the 
Pilot must spend one Wrath (the GM may spend Ruin instead for his NPC 
vehicles to soak). The pilot may then make a Soak roll, using a dice pool 
of their Agility + Piloting skill instead of their Toughness. Any Icons on the 
Soak roll negate Wounds that the vehicle suffered. The pilot may not Soak 

if the vehicle is immobilised.  

Unlike standard Soak rolls, any DN penalties that apply to the character’s 

Pilot test negate one Icon rolled per DN penalty. 

 

Attacking From Vehicles 

Attacking from a moving vehicle with anything other than a vehicle-

mounted weapon increases the DN by +2. 

Attacking Occupants 

If the vehicle has the Open Top trait, the occupants of the vehicle may be 
targeted. Occupants inside an Open Top vehicle gain +2 Defence from 
cover. Otherwise, the occupants of a vehicle may not be targeted by at-

tacks or effects, including psychic powers. 

Called Shot 

At the GM’s discretion, using the Called Shot option (see page 221) can 
disable or destroy vehicle weapons and systems if the attack inflicts 
wounds on the target. To do so, the GM should choose an appropriate DN 
penalty for the size of the targeted system, and then select one of the 

Vehicle Critical Hit results to apply. 

Vehicles and Blast Damage 

Weapons with the Blast trait affect vehicles and their occupants somewhat 
differently than normal. Occupants of a Sealed vehicle take no damage 
from Blast weapons. However, when a Blast weapon successfully damag-

es a Sealed vehicle, all occupants suffer 1d3 Shock. 

Damaging Vehicles 

The rules for damaging vehicles are identical to the rules for damaging 
characters. By virtue of their mechanical nature, vehicles are immune to 

weapons that only inflict Shock damage.  

Like characters, vehicles can be Lightly Wounded or Heavily Wounded. All 
tests made to pilot a Lightly Wounded vehicle, fire a Lightly Wounded 
vehicle’s weapons, or repair a Lightly Wounded vehicle suffer a +1 DN 
penalty. This penalty increases to +2 DN when the vehicle is Heavily 
Wounded. This penalty does not stack with the penalty if the pilot is Lightly 

Wounded or Heavily Wounded—only the highest penalty counts. 

When a vehicle is subject to a critical hit, do not draw from the Wrath 
Deck. Instead, roll on Table 4-6: Vehicle Critical Hits and apply the re-

sult.  

A vehicle reduced to 0 Wounds is wrecked. A wrecked vehicle is immo-
bile, all its weapons and systems stop functioning, and all occupants take 
1d3 Shock. A wrecked vehicle can only function as cover or a rudimentary 
shelter. A vehicle that takes damage equal to twice its maximum Wounds 
is destroyed outright, leaving nothing behind but slag and scraps of smok-

ing metal. 

Vehicle Movement 

A pilot can operate a vehicle as a move action. At the start of a vehicle’s 
movement, the pilot can turn the vehicle up to 45 degrees in any direction. 
Afterwards, the vehicle can move forwards up to twice its Cruising Speed, 
or half its Cruising Speed from a dead stop. Afterwards, the pilot may 
perform an action as normal, fire a vehicle-mounted weapon, or attempt a 
stunt. Unless otherwise stated, all character options (i.e., Aim, Suppres-

sive Fire, etc.) may be used in vehicle combat as well.  

Flying vehicles without the Hover traits must move at half their Cruis-

ing Speed each turn or else fall from the sky. 

Gain Advantage 

Difficulty: 5. This risky stunt coaxes greater manoeuvrability from a vehi-
cle. If successful, and the PC can shift at least one dice from the Pilot test, 
the pilot manoeuvers their vehicle to target any part of the enemy figure or 

vehicle. 

Evasion 

Difficulty: 3. A weaving vehicle is harder to hit. If successful, the vehicle 
and its occupants gain +1 Defence until the end of the round. Any shifts 

from the Pilot test add an additional +1 Defence. 

Ram 

Difficulty: Target’s Defence. With enough speed, any vehicle is a weap-
on. This stunt cannot be attempted if the vehicle began its movement at a 

dead stop.  

If a vehicle intercepts a target after moving up to half its Cruising Speed, 
the driver may attempt a Pilot test to ram the target. If successful, the 
target takes damage as if hit by a melee weapon with a damage value 
equal to the vehicle’s maximum Wounds. Exalted Icons from the Pilot test 
can be shifted to increase this damage as normal. The ramming vehicle 
suffers damage as if hit by a melee weapon with a damage value equal to 

1/2 the maximum wounds of the vehicle or object it strikes.  

Bonus damage are applied to the damage value inflicted on both vehicles 

based on the speed of the vehicles involved: 

If the ramming vehicle suffers no damage from the impact, the vehicle 
crashes right through the obstacle without slowing down. Otherwise, the 
pilots of vehicles involved in a ram stunt must immediately make another 
Piloting test after resolving damage or lose control of the vehicle. The DN 
for this Piloting test is 1, +1 for each Wound sustained in the ram attack. 
Failing the test means that the vehicle and all occupants are hindered (2) 
or vulnerable (2) (chosen by the GM) until the end of the round. A ram 
attack against an obstacle or other object is treated as above, with the GM 
determining the obstacle’s Resilience and Wounds. Any damage to the 
vehicle results in either slowing to half Cruising speed or coming to a com-

plete stop, at the GM’s discretion. 

Speed Extra Dmg Dice 

1/2 Cruising Speed +1 ED 

Cruising Speed +2 ED 

2x Cruising Speed +3 ED 

Head-on collision +1 ED 
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Voidship Travel 

Use the chart below to calculate travel times for interplanetary voyages.  

First, determine the distance between the vessel’s point of origin and its 

destination.  

Second, have the vessel’s helmsman make a Pilot test at the listed DN. 
Voyages beyond a solar system require warp travel; therefore, only Navi-
gators of the Navis Nobilite may attempt this test. Look for further rules for 
Navigators in future Wrath & Glory supplements. For now, assume all 
voidships have an NPC Navigator with a Pilot test dice pool equal to the 

commanding officer’s Influence.  

Third, and finally, roll to determine the length of the voyage. If the Pilot 
test fails, add 1d6 to the travel time. If the test succeeds, subtract 1d6 
from the travel time. Exalted Icons from this test can be shifted to reduce 
the travel time by an additional 1d6 (to a minimum of 1d6) or restore lost 
Influence thanks to a swift, relatively uncomplicated voyage. On a Compli-
cation, the vessel drifts off course, arriving at a destination chosen by the 

GM. 

 

In the Imperium Nihilus, the blessed light of the Astronomican is glimpsed 
only briefly when it is seen at all. Increase the DN for all Pilot tests by 3 
and all base travel times by 2d6 when travelling in the Dark Imperium. 
Likewise, crossing the Great Rift is virtually impossible and any attempt is 
costly, perilous, and an epic endeavour in its own right. As a result, the 

GM determines the time, difficulty, and details of crossing the Great Rift. 

Voidship Systems 

Auger Array 

An auger array is comprised of a complex network of signal towers, ray 
casters, and wave emitters that provide detailed analysis of objects in 
space which allow it to survey a planet’s surface from orbit to size up an-
other vessel before raid. In combat, an auger array has a range of 10 

kilometres. This range increases by 5 for every additional array. 

Deep Scan: Attempt a Tech test against the defence of a voidship within 
range. On a successful test, learn the Cruising Speed, wounds, and weap-
on systems of the target vessel. Shifts from this test can be used to learn 
about additional systems and capabilities. Deep Scan may also be used to 
assist any other test by another character during the round as a combined 

action (see page 50). 

Hanger Bay 

Large airtight vaults containing fighter craft, shuttles, cargo loaders, and 
the command and control facilities needed to coordinate their operations 

can be found in a hangar bay.  

Sortie: Launch a wing of small craft to harry an enemy vessel. When used 
to make a sortie system action, a hangar bay functions as a weapon with 
the following profile (Damage Rating: 5, Range 10km, –). It covers all arcs 
of fire and uses the attacker’s Pilot skill instead of Ballistic Skill for the 

attack roll. 

Supply Vaults 

Interconnected cargo holds, provision silos, and stasis crypts weave their 
way through the vessel’s hull. A voidship can operate continuously without 

resupplying for an additional three months per supply vault. 

Provision: Release additional supplies and ammunition from the vaults. 
When used to make a provision system action, the character must make a 
Leadership test to organise the efforts. If successful, this system action 
grants a +1d bonus to Tech tests made to repair the ship this round or 
allows the next weapon fi red to make a Salvo attack. Any shifts either add 
more bonus dice (one per shift) for repairing the ship this round, or in-

crease the chosen weapon’s Salvo value by one per shift. 

Teleportarium 

The arcane mechanisms within this vast chamber defy the laws of time 
and space, tearing pinholes in reality just wide enough to transport people 

and cargo instantaneously to and from its confines.  

Deep Assault: Teleport a strike team into the heart of an enemy vessel to 
wreak havoc before returning. A deep assault requires a Tech test against 
the target vessel’s Defence. On a successful test, the target vessel suffers 
a Mortal Wound. Exalted Icons from a successful test can be shifted to 
inflict additional wounds or disable specific weapons or systems. A void-

ship with functioning shields is immune to deep assaults. 

Void Shield 

Wonders of the Dark Age of Technology, this array of massive field pro-
jectors envelopes the voidship in a protective barrier. Each functioning 

void shield increases a vessel’s Resilience by the listed rating.  

Harden Shields: Attempt a Tech test (DN 7) to reinforce the vessel’s 
shields in anticipation of incoming attacks. On a successful test, increase 
the Defence or Resilience bonus granted by the void shield by 1 against 
the next attack made against the vessel. Shifted Icons can provide addi-

tional protection to both Defence and Resilience. 

Distance Pilot Test DN Base Travel Time 

Within Solar System 3 3d6 Hours 

Within Sub-Sector 5 3d6 Days 

Within Sector 7 3d6 Weeks 

Within Segmentum 9 3d6 Months 

Within Galaxy (no rift cross) 4d6 Years 11 
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