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It should go without saying, but the contents of this book 
are for GMs’ eyes only. The five treacherous adventures 
contained within this tome are full of dramatic twists 
and turns, which are best kept hidden behind the GM 
screen until the players discover them.

No matter the adventure you choose, your players are 
guaranteed a thrilling experience, as their characters 
plunge into the depths of Hive Rokarth and the wastes 
beyond its mouldering walls. They’ll see every corner 
of Voll, exploring and investigating their way through 
the Hive Spires, down twisted manufactorums and 
overpopulated hab-sprawls, and far into the dangerous 
acidic wastes.

Ensure you read your chosen adventure through from 
start to finish before play. Take notes along the way 
and determine the resources you need, like maps and 
handouts. Many of these adventures have nonlinear or 
exploratory sections that require some understanding 
and familiarity, knowing where your players can go 
next without getting them stuck or lost. Each adventure 
contains a host of unique NPCs, each with different 
capabilities, allegiances, and motives, and much of this 
information is separated into each chapter’s Dramatis 
Personae section for ease of reference.

Make sure you are familiar with the core rules of 
Imperium Maledictum, but if it is your first time 
being a gamemaster, or your first time running grim 
and treacherous adventures in the 41st Millennium, 
consider checking out Chapter XI: The Gamemaster 
of Imperium Maledictum (page 304). It lays out what it 
means to be a GM and the responsibility it bears, and it 
contains plentiful advice on preparing for and running 
exciting, meaningful, and safe sessions.

The remainder of this introductory chapter contains 
additional GM advice and information about the people 
of Voll, its hive cities, wilderness, and the various 
factions at play — everything you need to familiarise 
yourself with this setting.
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