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The Astra Militarum, also known as the Imperial Guard in colloquial Low Gothic, is the largest
coherent fighting force in the galaxy. They serve as the Imperium of Man's primary combat force and
first line of defense from the myriad threats which threaten the existence of the human race in the
galaxy. It is composed of countless billions of men and women - millions of different Regiments,
supported by a vast array of light and heavy armoured vehicles that provide the Guard's primary
offensive punch. The Astra Militarum is usually the first Imperial force to respond to a threat if a
world's Planetary Defense Force (PDF) fails to suppress it. They also garrison major locations of
strategic or cultural interest to the Imperium and are often found in defensive roles. Supported by
legions of heavy armour and thundering artillery, the Imperial Guard fight a never-ending war for the
survival of Mankind in an unrelentingly hostile universe.

Welcome to the Warhammer 40,000 Universe Jumper! For the next decade (or even a longer period
of time) you'll be fighting as a part of the indomitable war machine known as the Astra Militarum.

Have these 1000 Combat Points (CP) and spend them wisely.



Era

You can pick your Era freely or you can choose to roll it randomly and gain an extra +100 CP. You will
be involved in that Era's main conflict.

1.) War of the Beast: In 544.M32, a massive Ork WAAAGH! led by a mysterious warlord known only
as the Beast rampaged across the Imperium, growing in size until it became the greatest Greenskin
invasion that the galaxy had known to that date, eclipsing even the one defeated by Horus upon
Ullanor Prime at the height of the Great Crusade.

2.) The Reign of Blood - Terran Crusade: The Reign of Blood was the name of the brutal period of
Imperial history that occurred in the early centuries of the 36th Millennium, when the power-hungry
tyrant, the Renegade High Lord of Terra Goge Vandire, gained direct control over the Adeptus
Ministorum as well as the Adeptus Administratum by usurping the position of Ecclesiarch. High Lord
Vandire was in power for almost a century before finally being overthrown in the midst of the Terran
Crusade and slain by his own bodyguards, the Daughters of the Emperor, who later became the
Sisters of Battle.

3.) The Bellrath Crusade: The Bellrath Crusade was one of the largest of its kind in centuries,
conducted between 182.M38 and 435.M38 by the Imperium to liberate and dominate the area of
space designated as the Laanah Rifts in the north-western fringes of the Segmentum Pacificus. The
Laanah Rifts were a dangerous and largely uncharted area of space, much of which had remained
untouched by human contact since before the Age of Strife, and the Crusade met stiff resistance to
its progress from the start. Shortly after the opening thrust into the unknown, the Crusade was heavily
engaged in fighting previously unknown xenos species, hideously degenerate void tribes and petty
sub-human empires who denied the Emperor of Mankind's ascendancy.

4.) The Redemption Crusades: In 131.M39, the so-called "Redemption Crusades" began. In each
of the Segmentums of the Imperium a great hero emerged. Like unto the Primarchs of old were these
warriors, and the combined efforts of their Imperial Crusades push back the borders of the Imperium
further than they have been for nearly 500 standard years. And then, 50 Terran years later, the five
heroes vanished without a trace, spurring Ecclesiarch Inovian Il to declare them Imperial Saints
returned to the Emperor's side.

5.) The 41st Millennium: Gothic War, the Macharian Crusade, the Damocles Gulf Crusade, the
Sabbat Worlds Crusade, the Tyrannic Wars (First Tyrannic War, Second Tyrannic War and Third
Tyrannic War), the Badab War, the Wars for Armageddon, the Zeist Campaign, the 13th Black
Crusade all happen during this era. You may start your Jump at the start of any of these major
conflicts to participate in it.

6.) The Birth of the Great Rift and the Imperium Nihilus: The galaxy is torn asunder by a massive
wall of Warp Storms. Tidal waves of unnatural energy rush outwards from the maelstrom, and with a
horrific surge the planets of the Imperium are cut off from the guiding light of the Astronomican. For
the Astra Militarum soldiers fighting in innumerable war zones, any hope of receiving reinforcement is
lost, whilst whole regiments in transit are flung wildly off course or are swallowed outright by the
roiling Warp. Even when the Astronomican finally blinks back into existence, it cannot pierce the
Cicatrix Maledictum - the Great Rift that stretches from the Eye of Terror in the galactic west to the
Scourge Stars in the east. Those planets and regiments in the Imperium Nihilus are left to fend for
themselves, or be forever consumed by the darkness of this newborn Noctis Aeterna.



Starting Location

You will start on an Imperial Troop Transport ship that is currently enroute to a battle zone.

Age. Gender, Backgrounds

This is less about who you are now and more about where you are from. You are a Human, your age
and gender may be decided freely, though you may not begin over the age of 50 and you must be
more than 15.

Before selecting your Background you have to choose how you want to start in this Jump. You can
start this Jump as a Guardsman or you can start it as a Commander (Colonel). Both have their own
advantages and disadvantages.

If you start this Jump as a Commander you can create your own Regiment (for details see the Army
Builder Supplement at the end of this document) and you may create and import more Companions.

Should you start as a Guardman your advantages will be the following: 400 CP stripend you can
spend on the Items section and you are allowed to select any 6 Perks and those will be discounted
for you.

After you decide your start you have to choose one Background from the list below. You get the Perk
listed as a Bonus under your chosen Background for free. You may purchase Bonuses from other
Backgrounds for 200 CP each. Additional bonuses purchased do not give you their Background, only
the perk from that Background.

If you want to, you can roll your Background using a d8 instead of choosing one. If you do so, you
gain an extra +100 CP that you can spend as you wish. The Drop-In background can only be chosen,
not rolled.

Drop-In - You know the drill. No background memories, no contacts, no enemies at the beginning.
Your name showed up on your regiment’s records and you just happened to be on the vessel taking
you to your new comrades. As far as anyone else is concerned, you look like an ordinary citizen from
an Imperial World. Though | will warn you that saying you’re from Holy Terra or ‘Earth’ may raise
some eyebrows...and I'd bite my tongue on any remarks on the Imperium or the strange things
you’ve seen when the Commissar is nearby.

Bonus: Outsider - You likely possess something that the Imperium and its Inquisition absolutely
dreads: an open mind. Strangely, for you at least, this is more of a benefit than a detriment. Even if
you weren’t before, you are an excellent out-of-the-box thinker, and unorthodox strategies or
solutions you come up with (at least by the Imperium’s standards) have a better chance of success.
Stranger still, no matter how distant your mindset is from the Imperium, Chaos has difficulty
influencing you... you would have to leap into the scheming or corruption of Chaos through choice for

them to gain any purchase on your mind or soul.



1.) Imperial / Civilized World - Life in the Imperium is often said to be horrific. Inhumane. But more
often than not, life is spent from birth to death on a simple, not terribly noteworthy planet within its
borders. Your home world enjoys the basic comforts of life - service to the local mayors and lords of
the planet, faith in the God-Emperor, and what little knowledge of the galaxy your simple life afforded
you. Whether pressed into service or answering the call of duty, you left this comfortable and
mundane lifestyle to disappear into the stars and fight for your Emperor.

Bonus: The Emperor’s Luck - Fortune favors the bold. It also favors fools. Whichever category you
fall under, you have an uncanny talent for surviving what usually kills the common Conscript or
Guardsman before they ever get the chance to fight back. Stray weapon shells miss you by a hair,
the Commissar makes an example of the nameless man next to you instead of yourself, and you
manage to be the last person on an evacuation shuttle just before it departs. You will not die from
random chance or unhappy circumstances with this luck - though the foe in front of you with a
weapon drawn, or someone who has reason to despise you in particular, will still be more than
enough. This luck is also able to influence your everyday life making it much more pleasant, free from
small misfortunes and accidents that otherwise happen to others. It won’t help in gambling but it will
bring lucky encounters that can improve the life quality and comfort level of its user.

2.) Death World - Since the day you were born, you have lived within death’s shadow. Your planet
was unkind and unwelcoming, every bit of flora and fauna designed to bring an excruciating death to
any living being that dared to walk within it, and even the land and weather could bring a horrifying
end to any being too weak to brave it. You have managed to survive, through both grit and luck,
growing up on such a planet from birth to adulthood. You might even be disappointed that the rest of
the galaxy looks a bit tame in comparison.

Bonus: Born Killer - Odds are, your daddy got his head bitten off by a ten-foot tall ugly son of a
bitch, and your mama choked on her own Emperor-damned blood after getting a nasty infection from
the jungle. The impact it had on you? Eh, tough shit. You're physically fit and athletic enough to be
considered someone just a little bit beyond what the peak of the non augmented human population in
this Universe could reach. Not only is your body strong, but also your will is strong enough to let
trauma from death or violence just slide right off. As far as you’re concerned, it’s just another day
back home.

3.) Hive World - The mighty cities of the Imperium do not stop at a single metropolis or a collection of
continents - they expand miles into the open sky, suffocating the atmosphere with their factories and
rusted grandeur. They extend miles beneath the crust of their landmass, and stretch into grand
valleys that were once blue oceans. Their populations are so numerous that the value of human life is
miles below that of a loaf of bread or even a can of soylens, crowded and claustrophobic even within
these endless hives. You grew up within it, either part of the machine or struggling to survive in its
underbelly. There was no justice or helping hand - only you, with only your wits and your
determination to help you survive.

Bonus: Gang War Veteran - Billions of people can live crowded together in a single Hive city and
every one of these Hive Worlders is a potential soldier for Imperial forces, including the Imperial
Guard and the Space Marines. The violent gangland lifestyle which most potential recruits are forced
to live means they are already hardened and experienced in warfare. As one of the fortunate
survivors of many bloody clashes between the various gangs, you’re a skilled and experienced
combatant who is welcomed in the Imperial Guard. While not as skilled as those recruited on Fortress
Worlds, you do not fall far behind them. You are given 200 CP that you can spend on Perks or Perk




upgrades if you like.

You’re also used to the everyday struggle that is part of life under the polluted sky of the vast hives.
Daily battles against hunger, contaminants and the horrors of the underhive transformed your body to
tolerate higher level pollution and toxins much longer before health problems appear. You may last
thrice as long in such an environment than any other healthy person and should your health take a
blow from these harmful sources, their damage will be milder.

4.) Fortress World - All these bootstrapped, white-striped little boys and girls are just now getting up
to speed with what you spent your whole life learning. March, aim, shoot. March, aim, shoot. The
Fortress Worlds of the Imperium are entire planets of military installations that many Guardsmen call
home - either preparing for deployment elsewhere or holding a critical objective or location to the
Imperium for years and decades. Long enough for fortresses to be built, for old and new generations
of soldiers to live and die within. You’re a military child, literally born and bred to bolster the numbers
of your homeworld - from nameless corners of the galaxy to the very mouth of hell on Cadia. You've
been preparing your entire life to serve a true tour of duty in the Imperial Guard, and it looks like your
chance has finally come.

Bonus: | Am A Soldier - Where others flee, your discipline holds. Where others panic and scatter,
you recognize an opening and fight for the objective. Where others miss, you strike with deadly
accuracy. You have a natural talent for all things in warfare, from firing your Lasgun to rallying a rout
into returning to the fight. Take one additional 100 CP and a 200 CP Perk discounted and you can
upgrade one of your Perks for free, no need to spend CP for its upgrade cost.

5.) The Noble - Your family was one of the privileged few, a bloodline tracing their lineage to the
great lords and ladies of your home planet. While the Emperor and his Primarchs are said to have
sired no heirs beyond their ‘sons’, the Astartes, there is no shortage of blue bloods and aristocratic
families across the entire Imperium. Quite literally enough to make entire armies out of, in fact.
Whether you are every bit as grand as your blood claims to be, or have entered the Guard out of
decadence or disgrace, it's not unusual for the many, many children of nobles to enter the service of
the Astra Militarum. It's not like they expect such a valued member of the Imperium to dirty their
hands with actual battle in some trench somewhere, right?

Bonus: | Will Lead The Charge - Your nobility has given you both eidetic knowledge and long
practice of etiquette, politics and fluency in High Gothic, and others can subconsciously recognize
you as someone of importance - someone who is meant to do great things and be a person of
general significance. The benefits are twofold. Firstly, you will find many opportunities to lead or
advise critical missions, or to give counsel to those above your rank or station without them shooting
you for speaking out of line. Your advice and input is valued, even if it is not necessarily followed
blindly, especially if your advice has a history as a leading factor in success. Secondly, this nepotism
will conspire to give you quicker promotions or advancements in rank - you may not find yourself in
High Command overnight, but if spots just happen to open up from the unfortunate and sudden
deaths of your superiors, you'll find your name near the top of the candidate list, as long as you aren’t
known to be foo incompetent. Oddly, these benefits will persist in future realms, even ones that do
not know of the existence of the Emperor.

6.) Forge World - You grew up among the endless manufactoria of the Adeptus Mechanicus,
ceaselessly churning out weapons and equipment for the Imperium’s eternal war machine. The
venerated technology of a long-past time of prosperity, the perfected designs of old, made to roll into
battle and arm the hands of not only the Imperial Guard but the many Ordos within the Imperium: that



is their nature and their purpose. You were specifically born and bred to work within this mighty
system, and as such, you are no stranger to the ancient and venerated machines that make up the
backbone of these two empires. It is not unusual for the Adeptus Mechanicus to raise such
individuals to the Skitarii or welcome them to the cult proper... or, in your case, to assign them to
Imperial Guard regiments that serve alongside its more ‘common’ troops.

Bonus: Blessings of the Omnissiah - The machine spirit calls to you, and you hear it. By necessity,
the techpriest requires the aid of some of the more common citizenry of Forge Worlds in order to
maintain it... though that’s not a fact you should remind them of, or advertise to those concerned with
heresy. You know how to maintain and repair any of the common equipment or battle vehicles of the
Imperium, and it doesn’t take you long to learn how to do the same for any other STC-built machines.
Post-Jump, this knack and talent extends to any mass-produced item or machine in existence - and it
won'’t take long for you to figure out the materials and processes for some of the less common stuff, if
you can get your hands on it. Unfortunately the Blessings of the Omnissiah Perk can’t help you to
figure out unknown or alien technology on its own, but it can help you operate and use them correcily.

7.) Shrine World - Your life began under the light of magnificent cathedrals, with statues of the
Emperor and the many Saints of the Imperium looming over you. You learned to speak by mimicking
prayers to the God-Emperor of Mankind. Whether this upbringing made you pious and idealistic or
jaded and resentful doesn’t matter - faith has defined your life from the cradle to adulthood.
Fortunately for you or otherwise, such learned and religious worlds are often called upon to serve in
the Guard, and now you truly serve in the Emperor’'s own name.

Bonus: Faith Is My Shield, Hate Is My Sword - Your faith in the Emperor causes your soul to blaze
with a golden light. Not enough to make you a prominent member of the Ministorum, but elevating
your piety into a very real force. Your weapons, be they sword, Lasgun or otherwise, will deal greater
damage to the profane or the unholy. The corruptive influence of the Warp will find you harder to
influence or damage, as well - such deceptions and unnatural banes wilt under the Emperor’s
purifying light. Psychic attacks lose a great portion of their power against your faith shielded body and
soul, while corruption cannot change your body, mind and soul unless you willingly embrace it
yourself.

8.) Voidborn - Entire generations of soldiers and civilians are born, live and die aboard the mighty
vessels of the Imperial Navy, built like cities or even countries unto themselves to support the
manpower needed to maintain them. It's not unusual for families to spend their entire lives on such a
vessel with only the claustrophobic cabins and corridors of these great ships as company, the
howling void of space forever just beyond a few layers of steel and ceramite. Somewhat pale and
unusually thin, the Voidborn are a valuable part of the Navy due to their natural aptitude for
zero-gravity environments and their intrinsic understanding of life on a space-faring vessel. Still, it's
not unusual for such people to be called to serve in the Guard, whether as volunteers or for more
unfortunate reasons such as Warp exposure...

Bonus: A Dent In The Machine - As above, the Voidborn are naturally attuned to travel within the
empty vacuum of space. They suffer no motion sickness or discomfort from vehicular travel, whether
by sea, air, or zero gravity environments within space. Having long been used to the constant noise
and eerie silences of the Imperium’s ships has also given you an uncanny knack for spotting small
but significant details that could spell disaster. An almost inaudible sound tells you that the engine is
being tampered with, a distant twig splitting tells you an ambush is lying in wait nearby, and so forth.
This sharpened sense of hearing and intuition for the cause of strange noises is able to overcome
even the load roar of artillery or the battle cries of your comrades, and so long as you aren’t
completely deaf, you can always get some idea of what's coming, as long as it's making some sort of
sound, though the further it is from your experience the vaguer your awareness will be. With some



more time, you can even start picking up such things with sight or even smell and touch...

Perks

If you make your build as a Commander Jumper you may choose four Perks to be discounted (CP
cost halved). Discounted 100 CP Perks are free.

Guardsman Jumpers and any Companion imported or made can decide their own discounts instead
of following the above mentioned guidelines. Pick 6 Perks that will be discounted for you. Discounted
100 CP Perks are free. They also gain +400 CP that can only be used for Perk Upgrades.

Imperial Infantry Training — Free

While most recruits are already trained soldiers at the time they are recruited into the Astra Militarum,
selected from the elite top 10% of their planet’s Planetary Defense Forces, it doesn’t mean they are
ready for their duty as an Imperial Guardsman. They must go through harsh training to be qualified as
a Guardsman. Regular drills teach them to keep their heads cool under pressure, how to take orders,
and how to cooperate with their squad mates better than before. Weapon and equipment
maintenance, Imperial codes and signs, and vox orders are also taught during this period. In some
cases this training also includes riding and mounted combat techniques and the know-how of taking
care of these mounts. Due to the various cultural differences between the many worlds where
Guardsmen are recruited into the vast armies of the Imperium, the Munitorum grant thorough
education about the Imperial Creed, the common customs and cultural habits - including the main
language of the Imperium if necessary - within the more civilized parts of the Imperium to the soldiers
so they can avoid getting into trouble when they come into contact with others from different worlds.

At the end of their training, all Guardsmen have functional knowledge of every standard-issue
weapon, vehicle and tactics of the Imperial Guard and can use their weapons with great accuracy.
They are physically fit, have the stamina and strength to keep fighting for prolonged periods of time.
Those who have completed this training can be considered among the elite soldiers of the Imperium
of Man.

Abhuman - Free in this Jump (100 CP to Keep It)

This Perk will let you use your humanoid alt-forms from former Jumps in this Universe, that are not
too different from humans, without inciting mutant hunt from the religious folks or encouraging trigger
happy behavior from a Commissar. It will also let you use certain special powers and abilities without
problems that could be replicated by technology or acts of faith in this universe. As long as you avoid
showing outrageous powers or something that could be mistaken as a psychic power you won’t be
suspected and will not be treated as a dangerous mutant or someone touched by the Ruinous
Powers. Fanwank responsibly.

The Perk also provides a special protection that hinders others who want to detect or analyze your
powers making it impossible to be measured precisely (the results shown never be harmful to the
Jumper). In this Jump this Perk is free, but if you want to keep it and use it in future Jumps, you have
to pay 100 CP. Should you keep it, it will similarly help you hide your supernatural nature from others
and conceal your abilities or make them accepted by the general population in future Jumps. It will
automatically scale to the new world or Universes power level and let you know which one of your
abilities may cause you problems if you try to use them in front of others.



Combat Engineer — 100 CP

Siege warfare is something that the Astra Militarum is really good at. Creating or bringing down
fortifications, roads and defensive structures, deploying and disposing of traps or mine fields, making
vast networks of trenches are something that combat engineers excel at. If a Guardsman receives
this training he/she may decide which part of this complex skill will be learned. If the trainee wants to
learn the offensive side of this knowledge it is the Breacher Training that will be learned by him. It
will allow the soldier to quickly locate possible weak points in fortifications and structures where
he/she may be able to place explosives more precisely to bring down the defenses. Breachers often
have a particular knack for locating and bypassing booby traps, cutting through razor wire, fording
ditches, climbing over high obstacles and blowing holes in walls, doors, fortifications, and enemy
soldiers unfortunate enough to be in their path. They are very good at handling explosives charges,
demolition tools/weapons, grenades and are skilled in the creation of improvised explosives.

Those who focus their attention and training to gain more skills in the defensive side of this
knowledge and practice will receive the Pioneer Training. \While they also share the same knack
mentioned at the Breachers, these Guardsmen are better at the disposal of the above mentioned
traps and obstacles, to open a safe and clear route to friendly forces, instead of simply bypassing
them. The Pioneers are very good when it comes to creating obstacles (improvised or standard
variants), deploying dangerous defensive equipment like mine fields, reinforcing and repairing
existing fortifications and structures. Fortifications managed by these soldiers tend to withstand much
more damage before giving in and collapsing. These specialists are able to create defense lines,
trenches, roads and obstacles very quickly even in seemingly unsuitable terrain.

You may take this Perk twice to get both the Breacher and the Pioneer training. If you take this Perk
as one of your discounted Perks, the first purchase will be free, while the second only costs 50 CP.

Combat Specialist Training — 100 CP

When you take this Perk you may decide which combat form you want to specialize. It can be close
combat or ranged combat. Whichever you choose it will receive a great boost, elevating you way
above your comrades and fellow Guardsmen in your field of expertise, and while this does not
necessarily make you the equal of the Elites within your Regiment, you may be able to give them a
good fight and sometimes even defeat them.

The Close Combat Specialist training turns the soldier into an especially gifted individual who can
best even the average Orks and elite troopers - like Scions - in melee engagement while giving a
good chance to fight back or even defeat superhuman foes like Chaos Space Marines and xenos like
the Aeldari and Drukhari in close range combat. With this knowledge and proficiency it is possible to
accurately measure an opponent’s true combat skills and should there be a flaw in an opponent’s
techniques, it will be found out (utilizing this knowledge and taking advantage of it still depends on the
soldier’s own abilities). The insight given by this training would help the combatant to survive most
situations in a melee fight and also let him recognize and avoid hopeless combats early.

A Sharpshooter is a specialist trooper of the Astra Militarum who possess deadly skills that enable
them to kill the enemies of the God-Emperor from afar using a wide range of different ranged
weapons. Regardless of the weapon being used, the Sharpshooter displays a keen ability to locate
an enemy, draw a bead on him, and to unleash the killing round at the most opportune moment. The
Sharpshooter is a master of the doctrine of "one shot, one kill" and can be relied upon to send a
single round, bolt or blast towards the heart of an enemy where hundreds, even thousands of rapid
fire weapons have missed their mark. After this training the Sharpshooter becomes a truly fearsome



ranged fighter who can only be bested by the true Elites.

You may take this Perk twice to get both the Close Combat Specialist and the Sharpshooter training.
If you take this Perk as one of your discounted Perks, the first purchase will be free, while the second
only costs 50 CP.

Crew Member -100 CP

Imperial vehicles are rarely manned by a single individual - almost all are crewed by a small group of
trained soldiers. You have received the necessary training to be a professional crew member of the
most widely used and known Astra Militarum vehicles. You can drive all the tracked, wheeled and
walking vehicles used by the Imperial Guard, use their armaments to gun down your enemies, and
have received enough mechanical training and knowledge to perform quick battlefield repairs on
these armoured war machines. Serious damage is beyond your expertise, requiring the help of an
Enginseer, but you and your crew mates can easily fix minor issues if necessary.

If you wish, you may instead have trained by the Aeronautica Imperialis, qualifying as a pilot of the
gunships and transports that convey, support and supply ground forces. Valkyries, Sky Talons,
Vendettas and Vultures will be your tools to deliver suffering to the enemies of the Imperium and
succor to its soldiers.

You may also choose to be taught to operate artillery weapons, be they mounted or deployed, with
great skill and precision. You know and can perform the necessary calculations, have mastered the
maps and codes, and possess the instinctive geographic and spatial understanding to guarantee an
optimal performance.

You may purchase this Perk three times, selecting a single specialty with each pick. The first
purchase is free for those who pick this Perk as their discounted perk, and the second and third
selections need only 50 CP each.

Medical Training — 100 CP

Medics are highly respected and liked individuals who are equally skilled in rapid rehabilitation and
long-term recovery treatments, while their forte is battlefield first aid. This not only makes them able
to stitch the flesh and set the bones of injured, treat the wounded on the battlefield far from the sterile
treatment rooms of the Medicae detachment of the Regiment, they can also keep their patient alive
long enough to be transported back to base where they can receive further treatment. Combat
Medics also know how to keep most epidemics under control, treat various diseases and sickness,
prevent infections from spreading and are able to help out a chirurgeon in the operation room.

On deployment they keep their comrades, and if necessary their animal mounts, alive after many
manners of injuries, and while a medic may be able to treat many problems and minor issues, he
easily manages under the worst circumstances when dealing with near-fatal battlefield wounds.

Should the unfortunate event happen and the Medic arrives too late to keep a fellow Guardsman
alive, he can send them on their journey to the Emperor painlessly.



Mission Specialist Training — 100 CP

Fighting against the Enemies of Mankind sometimes needs subtler methods than shelling the
opposing forces with your artillery or burying them under the bodies of countless Guardsmen. Every
Regiment has their own highly trained soldiers who can approach enemies without being noticed or
cautious recon troops who gather and relay back important battlefield information, do scouting duties
and use their own skills to prevent enemy infiltrators to achieve their own goals. When you take this
Perk you may pick either the Infiltration training or the Recon Training as your field of specialization.

Anyone who trained in Infiltration will be an expert in all forms of camouflage, sensor deceiving
techniques, adept at moving undetected and killing or incapacitating targets silently. These trained
specialists can pass on these skills to their comrades as much as they can manage. After all, the
effective stealth of the group depends on the subtlety of each individual member. Your instructors
also made sure that you are able to open mechanical and electric locks easily with the right tools and
as long as those locks do not have a machine spirit.

Those who focus on Recon skills will be blessed with keen eyes and an innate sense for the lie of the
land, to be capable of finding a path through terrain others may have written off as impenetrable. As a
Recon specialist, making maps, reading maps become second nature to you and you can create
maps that can be understood even by uneducated people easily. You can direct your comrades as to
which flora and fauna might be safe to eat. Having received additional training in waging war and
surviving in a wide range of environments you can pass on the knowledge of every last threat the
environment might pose to your comrades and how to avoid most of those dangers if possible.

No matter which training you take, your observation and monitoring abilities become better and you
can notice miniscule changes in the environment easily. As a thoroughly trained specialist you can
use these skills to detect enemy ambushes and can counter such tactics, launching
counter-ambushes from an entirely unanticipated quarter.

You may take this Perk twice to get both the Infiltration and the Recon training. If you take this Perk
as one of your discounted Perks, the first purchase will be free, while the second only costs 50 CP.

Voice of Command - 100 CP

Your voice will be an assertion that you are in control, however desperate the situation. Hearing your
voice - in person or over comms - reassures your fellow soldiers and subordinates and keeps them
calm in a crisis, unless they are truly out of their minds. When emergencies occur, your voice cuts
through the panic and people tend to obey, even if they aren’t in your chain of command. For you,
miscommunication mi