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spirit. Once active, the machine spirit’s interface, the leathery 
head and torso of a servitor, addresses them, asking them to 
identify themselves. The GM should play the machine spirit 
as a coldly logical personality, remembering that it is not truly 
alive. It is up to the PCs to satisfactorily answer the machine 
spirit’s following questions and then convince it to raise the 
Gellar Field:

Who are you?: Only if one of the PCs identifi es himself 
as the captain will the machine spirit become responsive. If the 
PCs have forgotten the captain’s name (told to them by Erart 
during his story), allow them an Easy (+30) Intelligence 
Test to remember.

Why is there a time discrepancy in the Core 
Cogitator?: The PCs cannot merely explain that the machine 
spirit has been offl ine, as it does not understand this concept 
(having been designed to stand eternal vigil over its vessel). 
Instead they must come up with a story; if they blame warp 
transition or similar phenomena, the spirit will be appeased.

The machine spirit continues to ask these questions until 
they are answered. After satisfactorily answering the questions, 
the PCs are free to ask the Core Cogitator their own questions. 
Regarding the state of the vessel, they will be able to learn little 
more than they already know. If they ask it to raise the Gellar 
Field, it will tell them that this is not required as they are not 
in transition. If they explain about Orden and the Halo device, 
it will fail to understand. To convince the machine spirit to 
raise the fi eld, the PCs can use the following arguments:

The captain wants to test the fi eld• 
The ship is approaching a warp rift, and the Gellar Field • 
is needed to strengthen the Void Shielding
The vessel is preparing for a transition and the Navigator • 
wants the fi eld raised early
A warp entity has invaded the ship and must be purged• 

Other logical arguments may also work at the GM’s 
discretion. Note, however, that it is not possible for the ship 
to enter the warp (it has suffered too much damage), a fact 
known to the machine spirit. If the PCs get stuck, the GM can 
allow one of them to make a Challenging (+0) Logic Test 
to work out one of these likely tactics.

CONFRONTING THE WORM

Once the machine spirit is awakened and the Gellar Field 
active, the PCs are now ready to return to the bridge and 
kill Orden. The Worm will try to impede their progress, 
either throwing Warp Puppets in their way or trying to vent 
sections of the ship. Clever PCs should be able to get to the 
bridge with stealth, taking advantage of information provided 
by the machine spirit. The GM should allow the PCs to come 
up with a plan to reach the bridge and avoid the bulk of the 
Warp Puppets and, as long as it sounds reasonable, should 
allow it to work. Once they reach the bridge, though, they 
are in for a fi ght. Orden now stands before the throne in a 
ring of 12 Warp Puppets, and as soon as he detects the PCs, 
he attacks, his fi sts haloed in energy. Fortunately for the PCs, 
his psy-shield is down, and he can be more easily harmed by 
their weapons. In addition, without its link to the warp, the 
Worm cannot regenerate him.

CONCLUSION

Once Orden is dead, the Psycharus Worm once again becomes 
inert, little more than a cold alien object, and any surviving 
Warp Puppets fall where they stand. The PCs might try to 
destroy the device, but it will resist damage from any kind of 
personal weapon. Even in the presence of psykers, it remains 
dead and inactive. What the PCs do with the device is up to 
them, but whatever they decide, it will surely spell trouble in 
the future. It is also up to the PCs to decide what to do with 
the survivors. Kindhearted PCs may ferry them back to the 
Calixis Sector or even offer them service, though it is also 
possible to sell them off or fl ush them out an airlock should 
the Rogue Trader so choose. The PCs can now continue with 
their salvage operation unhindered and are free to return to 
their vessel and leave the Battleground behind.

REWARDS

For their efforts aboard the Bounty each character should 
receive 500xp. They will also have completed the Endeavour 
to salvage the Emperor’s Bounty, adding a bonus of +10 to 
the PCs’ Profi t as operations slowly strip the vessel down. 
This bonus is modifi ed depending on the actions of the PCs 
during the adventure:

If they successfully scanned the debris fi eld: +2• 
If their Gun-cutter was damaged: –1• 
If they managed to move the vessel outside the cloud, • 
making the salvage easier: +5
If the • Bounty suffered serious damage, from ship to ship 
weapons or the like: –3
If the PCs decided to enlist the help of the survivors in • 
the salvage: +2
If their own vessel tried to enter the cloud: –8• 
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FORSAKEN BOUNTY is an introductory adventure 
for the ROGUE TRADER roleplaying game. Adrift 
in a dangerous region of space, a derelict vessel 
offers a tempting opportunity. Rogue Trader 
Sarvus Trask and his crew are determined to 

wrest a profi t from the badly-damaged ship—but 
all is not as it appears. The seemingly-abandoned 
light cruiser contains a deadly secret that stands 

in the way of Trask’s ambition.

An introduction to privateering adventure as a 

Rogue Trader in the grim darkness of the far future. 

Welcome to Warhammer 40,000 Roleplay.

A set of basic rules are included to help players and 

Game Masters become familiar with the ROGUE 

TRADER roleplaying game.

This free booklet gives you a taste of the thrilling 

new roleplaying game from award winning 

publisher Fantasy Flight Games. ROGUE TRADER will 

be available August 2009.

FREE

NOT FOR RESALE

FORTUNE AND MENACE AWAIT ON THE DARK FRONTIER!


