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Introduction 
“This time you will stand alone and fight for yourselves. Now you 
will pay the price of your freedom in the currency of honest toil and 
human blood.”

–Inquisitor Czevak, address to the Council of Ryanti

Ascension is a book about power. It is about playing 
characters who wield great and terrible powers; the 
power of a master of the arts of death to strike down 

enemies, the power of those who are peers of the Imperium 
with the right and duty to exercise that power for the 
protection of the Imperium of Mankind. Characters using the 
tools within this book have entered a new realm of possibility 
where they wield the power of the Inquisition unmediated 
by others, but not without consequence. The power of life 
and death now rests within the character’s hands, for good, 
or for ill. 

Having ascended to a new plane of personal power and 
authority it might, perhaps, be tempting to think that the 
darkness subsides—that the problems one faced when one was 
merely an Acolyte will dissolve in the face of the great power 
the characters now possess. This is a lie. The Calixis Sector is 
a dark and dangerous place for an Acolyte, and it is no less 
so for those who ascend to be masters of the Imperium. The 
darkness deepens, the dangers become more complex. Who 
do you trust? What will the consequences of your actions 
be? The possession of unlimited power is simply a door into 
a world of lies, treachery, and uncertainty where the newly 
ascended would be well advised to follow the wisdom of the 
ancients: trust no one and assume nothing. 

WHAT IS IN THIS BOOK?
Ascension contains all the tools needed by both players and 
game masters to play ascended games of DArk Heresy, which 
is a shorthand way of saying the characters will possess either 
full Inquisitorial rank or similar power. These tools include 
wider and more powerful personal abilities and rules for how 
characters can wield and develop their political and temporal 
power within the Calixis Sector. The process of a character 
transferring to the ascended realm of play is addressed both 
in terms of the mechanics of DArk Heresy, and the in-game 
transition for the character. Also provided is guidance for a 
game master wishing to run an ascended game, a selection of 
suitably powerful adversaries, and an adventure that showcases 
the ascended game of DArk Heresy itself and the perils of 
high politics and religion in the 41st Millennium. 

Chapter I: addItIonal rules
Chapter One introduces new rules for use in ascended games 
of DArk Heresy. Here you will find the rules for expanded 
Characteristic increases and gaining additional ranks beyond 
the eighth rank. It also features new options for spending and 
burning Fate Points and rules for a new game system called 
Influence, which represents an ascended character’s ability to 
wield authority. 

Chapter II: InquIsItor and Cadre

Chapter Two looks at the formation of a cadre of Throne 
Agents around an Inquisitor. It presents the options available 
to characters that ascend from the careers in the DArk Heresy 
Rulebook to ascended careers. Guidelines and advice are also 
presented for those who wish to create brand new characters 
at the ascended tier. 

Chapter III: the path to asCensIon 
This chapter begins with Transition Packages for each 
ascended career, representing how a character ascends from 
Acolyte to Throne Agent. Chapter Three contains twelve 
ascended careers: Inquisitor, Interrogator, Crusader, Death 
Cult Assassin, Desperado, Hierophant, Judge, Magos, Primaris 
Psyker, Sage, Storm Trooper, and Vindicare Assassin.

Chapter IV: asCended  
skIlls and talents
Chapter Four presents a broader, more powerful form of 
skills; Mastered Skills. It also presents a new type of talent—
the Paragon Talent—and a number of other new talents for 
use by ascended characters. Also presented in this chapter are 
talents that characters can take to enhance and personalise 
their influence within the Calixis Sector.

Chapter V: asCended psyChIC powers

Chapter Five presents new ways for ascended psykers to use 
their powers, and presents new potent psychic powers. 

Chapter VI: asCended armoury

Chapter Six contains information and rules for iconic weaponry 
and equipment used by Inquisitors and Throne Agents. A wide 
variety of equipment, from combi-weapons to the specialised 
gear of the Vindicare Assassin, may be found here.

Chapter VII: serVIng  
the InquIsItIon
Chapter Seven delves into the secrets of the Inquisition and 
how it operates within the Imperium of Mankind. It focuses 
on the place of an Inquisitor as a peer of the Imperium, the 
power of Inquisitor Lords, and the nature of the Ordos.
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Chapter VIII: game mastery

Chapter Eight focuses on the challenges faced by a Games 
Master running an ascended game of DArk Heresy. How to 
deal with issues of player-character authority within the game 
universe, as well as advice on creating wide-ranging threats 
and running long-term campaigns are all discussed in detail.

Chapter IX: asCended adVersarIes 
Chapter Nine presents new adversaries for Throne agents to 
face. From the influential and corrupt Imperial Commander 
to the remorseless Eversor Assassin, ascended characters will 
not lack for enemies to match their ascended power.

Chapter X: the red wake

Chapter Ten is a complete adventure designed for ascended 
play. Murder comes to the great temple Aleph on Malfi during 
the investiture of a senior priest of the Ecclesiarchy. With 
power, wealth and treachery in abundance the Inquisitor 
and Throne Agents find a way out of the maze of lies and 
blood, and if they find the truth, do they let it be known—or 
substitute their own?

“Some may question your right to destroy ten billion people. Those 
who understand realise that you have no right to let them live!”

–In Exterminatus Extremis

desIgner’s note

Ascension takes DArk Heresy characters from the 
position of Acolytes working for an Inquisitor and 
propels them into the position of Throne Agents, 
working directly for the Holy Ordos. No longer 
will the characters simply take orders from invisible 
patrons. Instead, the Inquisitor himself is by the Throne 
Agents’ side every step of the way. Thus, this book is 
written with the understanding that one of the player 
characters will take on the role of an Interrogator or an 
Inquisitor. Therefore, if the group does not possess an 
Interrogator or Inquisitor amongst them, the GM may 
need to make some appropriate adjustments. The GM 
should keep in mind that a sufficiently authoritative 
Throne Agent such as a Judge or Magos can also 
effectively fill the required role.
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