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Short Description

A reference table for how Rogue Trader Navigators can travel through the Warp....



Description


Navigating The Warp – A Beginner's Guide to Not Killing Everyone 1) GM rolls to determine Route Stability. (See Table 1-1) 2) Navigator may Divine the Auguries. Make a Challenging (+0) Psyniscience Test. On success and for ever 2 Degrees of Success thereafter, subtract 1 from the Route Stability roll. If you fail by 3 Degrees, add +1 to the Route Stability roll, +1 for every additional Degree of Failure. a) Performing your Clan Ritual beforehand grants a +10 on this Test. b) Having a Basic Warp Chart provides a +10 bonus. A Detailed Chart provides +20. c) If the Navigator himself has charted this route previously, gain a +10 Bonus on this Test. 3) Navigator locates the Astronomicon. Make a Challenging (+0) Psyniscience Test. On success, gain +10 for every degree of success to all Navigation (Warp) Tests made during the journey. On failure, gain a -10 Penalty to any Navigation (Warp) Tests per degree of Failure. If Astronomicon cannot be located, may attempt a retry on an All's Well Warp Travel Encounter. 4) Navigator must make a Challenging (+0) Navigation (Warp) Test. On Success modify the Travel Time based on the Voyage Duration chart. (See Table 2-2). Gain the following bonuses a) Performing your Clan Ritual beforehand grants a +10 on this Test. b) Having a Basic Warp Chart provides a +10 bonus. A Detailed Chart provides +20. c) If the Navigator himself has charted this route previously, gain a +10 Bonus on this Test. 5) Every 5 days, roll on Warp Travel Encounters. Navigators may attempt an Ordinary (+10) Psyniscience Test to reduce the roll by -10 per degree of Success. 6) Navigator must re-enter space. If you succeeded on the Warp Navigation check, you re-enter successfully. Otherwise attempt a Challenging (+0) Navigation (Warp) Test and on success you emerge successfully. Otherwise roll on Inaccurate Re-Entry (Table 12) with a -10 penalty for each degree of Failure.



Table 1-1 Route Stability and Risks (GM Step) 1d10 Roll



Effect



1-3



Stable Route: +10 to any tests to Chart this Route. +20 to Locate the Astronomicon



4-6



Calm Route: +10 to Locate the Astronomicon.



7



Haunted Route: Add +10 to any rolls made on Warp Travel Hallucinations



8



Surly Route: Navigator suffers -10 to Psyniscience on Diving the Auguries



9



Untraceable Trail: Path cannot be charted



10



Lightless Path: Astronomicon cannot be located on this path



Table 1-2: Inaccurate Re-Entry 1d100 Roll



Effect



01-30



You emerge 1d5 days from the Outer Reaches of the System



31-60



You emerge 1d10 days from the Outer Reaches of the System



61-90



You emerge 1d5 weeks from the Outer Reaches of the System



91-120



You emerge 1d5 months from the Outer Reaches of the System



121-150



You emerge in a random neighbouring system.



151-175



You emerge at your location



176+



Your ship is irrecoverably lost to the Warp.



Table 2-1: Warp Travel Encounters 1d100 Roll



Result



01-25



All's Well: The Navigator can make a Psyniscience Test to locate the Astronomicon again. No encounter.



26-35



Reality Erosion: The very fabric of the ship is altered in some way. Walls might melt, statues and pictures come to life and gravity itself may become twisted. Reduce Morale by 1d5.



36-45



Plague of Madness: A general madness infects the crew, and without swift action bedlam can ensue. It will target the weakest of will first, but can be spread by contact. Reduce Morale by 1d10.



46-55



Stasis: The Navigator must make a Difficult (-10) Navigation Warp Test or the vessel is stuck in the Warp, increasing the travel time of this journey by 1d5 Days.



56-65



Spontaneous Infernal Combustion: The GM chooses one component on the ship. It is now suffering from On Fire!



66-75



The Horrors, The Horrors: The character experiences visions that reveal the true horror of reality. This creeps up on him gradually. He gains 1 Insanity Point plus 1 for every failed Warp Travel Encounter for the rest of the journey.



76-85



Temporal Hole: The Navigator must make a Hard (-20) Navigation Warp Test or be pulled back into the Materium, rolling +40 on Inaccurate Re-Entry



86-95



Dreams of Corruption: Whispered dreams beguile the character during the journey, tempting him to serve the Dark Gods into whose realm he has trespassed. The character gains 1 Corruption Point, plus 1 for every failed Warp Travel Encounter for the rest of this journey.



96-100



Warp Storm: The Navigator must make a Hard (-20) Navigation Warp Test or a Warp Storm surrounds the ship. The GM rolls 1d10 twice on Critical Hits and chooses the lowest result.



Table 2-2: Voyage Duration Results of Test



Actual Duration of Passage



3+ Degrees of Success



1/4 x Time of the GM's Calculation of Duration



2 Degrees of Success



1/2 x Time of the GM's Calculation of Duration



1 Degree of Success



3/4 x Time of the GM's Calculation of Duration



Success



GM's Calculation of Duration is Unmodified



Failure



2 x Time of the GM's Calculation of Duration



1 Degree of Failure



3 x Time of the GM's Calculation of Duration



2+ Degrees of Failure



4 x Time of the GM's Calculation of Duration



Charting the Route 1) A Navigator who successfully plies an uncharted Warp route can attempt to chart that route for future reference. This requires an Ordinary (+10) Navigation Warp Test (If you rolled on Inaccurate Re-Entry this is a Difficult (-10) Test, or Very Hard (-30) if your roll was above 90. 2) Passing the test results in the creation of a Detailed chart. Failing the test by less than three degrees results in a Normal chart. Otherwise this is a failed Chart. 3) A successful Challenging (+0) Ciphers (Navigation) Test for a Detailed chart results in you encoding the map to your House Standard, and the Navigator may sell the chart to their House for an increase in +1 Profit Factor.
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