
Favoured by the Warp 

Psykers may reroll the Perils of the Warp result when 

their powers trigger an unplanned psychic phenomenon 

if they do not like the initial result. They must accept the 

re-rolled result, even if the effects are more inconven-

ient than the initial roll. 

 

Unquestioning Faith 

This Talent grants 1 Faith. You may spend 1 Faith to 

gain +Rank to resist a psychic power or effect. You may 

spend 2 Faith to grant the same bonus to allies within 

15 + Rank metres. Both benefits last for 1 Round. 

 

Psyniscience 

DN: 2 

Activation: Full Action 

Duration: Sustained 

Range: 100 metres 

Multi-target: No 

Effect: By concentrating and probing the warp with their 

mind, the psyker can detect the presence of psychic 

phenomena, including other psykers, objects imbued 

with psychic power and similar features. If successful, 

the psyker can detect and point out such phenomena 

within sight. If such phenomena are not in line of sight, 

but are still within range, the psyker instinctually knows 

in which direction they lie and can follow them to their 

source if this power is sustained. 

Potency: [1] Range is increased by 50 metres. 

 

Smite 

DN: Target’s Defence 

Activation: Action 

Duration: Instant 

Range: 35 metres 

Multi-target: Yes 

Effect: The psyker concentrates destructive power 

through the lens of their will, summoning lethal bolts of 

raw psychic energy that blast their enemies into ash. 

The psyker targets one enemy with a psychic ranged 

attack. If hit, the target suffers 1d3 Mortal Wounds. 

Potency: [3] +1 Mortal Wound. 

  

Prophetic Visions 

DN: 10 

Activation: 20 minutes 

Duration: Instant 

Range: Self 

Multi-target: No 

Effect: The psyker focusses on their inner self, un-

shackling their mind and letting it float free on the cur-

rents of the warp. In their trance, they examine the vari-

ous threads of possibilities that make up the endless 

weave of the near future, searching for clues to inform 

themselves of what is to come. Once activated, the 

psyker gains insights via visions of what is to be, and is 

granted one extra Wrath at the beginning of the next 

scene. In addition, at the GM’s discretion, specific clues 

regarding upcoming adventures or campaigns may be 

presented to the player when this power is used. The 

future is notoriously unstable and mutable, and the 

warp itself can be a fickle thing. The psyker may not 

use Prophetic Visions more than once regarding any 

specific Scene, nor may they use it more than once a 

day regardless. 

Potency: [1] Time to Activate reduced by 5 minutes 

(minimum 5). *[2] +1 Wrath. 

 


