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Chapter IV: 
Ascended 
Skills and 
Talents

“To the ancients, a mind able to correlate all its contents was 
considered an impossibility that would result in terror and madness. 
As one who has achieved this ascendancy to the impossible, I can say 
that the ancients were wrong; for I feel no terror and I can assure you 
that I am quite sane.”

–from the unfinished writings of Witchfinder Morndark

The chosen few who ascend through trails of fire and 
death to serve as Inquisitors or their close associates 
are possessed of abilities and knowledge that have 

been acquired through the test of danger and adventure. To 
experience the power and resources of the Inquisition opens 
possibilities of learning and progression that are greater still. 
To the studied knowledge of the venerable sage, the possibility 
of hypno-transference and inference conditioning can open 
new heights of intellectual achievement, while to the skilled 

warrior, noetic-imprinting and training by the finest tutors 
can raise his skills to a sublime and terrifying level. It is not 
only knowledge and skill with blade and bolter that sets apart 
the peers of the Imperium; it is also the influence that they 
hold over the machinery that turns beneath the surface of 
the Imperium, and how they choose to exert that influence, 
that makes them more than their fellow servants of the God-
Emperor. This chapter shows how such skills and abilities can 
be related to ascended characters in Dark Heresy. 

The PurPose of 
Ascended skills And 
TAlenTs
The purpose of the skills and Talents presented in this 
chapter is to give ascended characters abilities that reflect the 
status and position they have achieved. These abilities are 
deliberately powerful and approximate the qualities of many 
lesser abilities that can be acquired separately. They are the 
abilities of true lords and masters of the Imperium in their 
chosen paths. They are also intended to reduce the number of 
entries on a character sheet and remembered or referenced by 
a player. It is intended that ascended characters have fewer, 
more powerful abilities, with a greater scope of application 
than characters created from the Dark Heresy rulebook and 
other Dark Heresy supplements.
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Mastered 
Skills

“Knowledge is power: power beyond that of guns, or swords or 
thronging armies. It is power because in a realm of ignorance those 
with knowledge are lords of all.”

–Corwanius Tare

Mastered skills represent a character’s mastery over a 
broad area of endeavour which contains a number 
of individual skills. Mastered skills replace a 

number of individual skills, or skills with a number of skill 
groups with a single Mastered Skill. This grants the character 
a bonus to all of the skills that it replaces. Mastered skills can 
also be used in conjunction with a number of characteristics 
depending on the type of skill test being taken. Mastered 
Talents also allow for the possibility of a character having a 
particular speciality within a Mastered Skill. 

ExamplE

A character may have had the Acrobatics, Climb, Contortionist, 
Dodge, and Swim skills, all at different degrees. When he purchases 
Athletic Mastery, however, he would remove all of these individual 
skills from his character sheet and simply use the bonus granted by 
Athletic Mastery to all of the skill tests that would have been covered 
by the individual skills.

using MAsTered skills
Mastered Skills are used in skill tests in the same way as 
described on page 182 of the Dark Heresy Rulebook. A 
Mastered Skill always grants a character a +20 bonus to 
skill tests to which it can be applied. A Mastered skill can be 
applied to all of the circumstances covered by the skills which 
it replaces, and may also be applied to other circumstances that 
the GM deems appropriate. In this way, the skills replaced by 
a Mastered Skill are guides for what kinds of circumstances 
the mastered skill may be applied to.

CharaCtEristiCs

Skills normally have an associated characteristic that is 
specified for use in conjunction with that skill. Mastered 
skills do not have a specified characteristic; they may be used 
for skill tests in conjunction with a variety of characteristics 
depending on what the character is trying to do. In the 
case of activities that were covered by a skill that has been 
absorbed and replaced by a mastered skill, the characteristic 
associated with the normal use of that skill should be used. 
If, however, a player introduces a use of a Mastered Skill that 
is not covered by the skills it replaced then the GM should 
specify what characteristic should be used for the skill test.

ExamplE

A character wants to dodge a blow which has successfully hit him. 
He has Athletic Mastery, which replaces the Dodge skill and tests 
using his Agility (the characteristic associated with dodging) and 
applies the +20 bonus granted by Athletic Mastery.

skill DEsCriptors

Skills normally have a descriptor which tells the players and 
Game Master what type of activity that skill is used for (see 
page 96 of the Dark Heresy Rulebook for more details). 
Mastered Skills do not have a single descriptor; they may 
replace a number of skills with different descriptors and so 
may be used as a combat, crafting, interaction, investigation, 
movement, or operator skill as required by the type of task 
the skill is being used for. 

spECialitiEs

Even after a character has acquired a mastered skill, it is 
possible for him to enhance his ability in a particular field. 
This is referred to as a speciality, and can be taken for any 
of the skills that the Mastered Skill has replaced. When a 
character passes a skill test relating to one of his specialities, 
he counts as passing by an extra degree of success.
Gaining Specialities: Mastered Skill specialities are the areas 
of specialisation that are covered by the skills the Mastered 
Skill replaces. Thus, a character with Athletic Mastery may 
gain a speciality in climbing by purchasing the Climb Skill 
again. However, the cost of this speciality is only 100 xp. A 
character may have a number of specialities in a Mastered 
Skill up to the number of skills it replaces.

ExamplE

For example if a character has Athletic Mastery and a speciality 
in climbing, he would make tests to climb with a +20 bonus. If he 
passed, he would count as having succeeded with an extra degree 
of success. 

talEntED, anD othEr  
skill-EffECting rulEs

There are a number of rules that can affect skill tests, such as 
the Talented Talent. These rules are unchanged by the use of 
Mastered Skills and apply to only the specific use of a mastered 
skill that was covered by the originally specified rule. 

ExamplE

If a character has the talented (Acrobatics) Talent and Athletic 
Mastery, he gets the +10 bonus when performing acrobatics. The 
+20 bonus from Athletic Mastery would then be combined with the 
+10 from the talented (Acrobatics) Talent to grant the character a 
+30 bonus to his skill tests for performing acrobatics.
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thE limits of mastErED skills

Mastered Skills have their limits. While they have very broad 
applications, they are not universal. There are always things 
that even a master of a particular field cannot be capable of. 
This is particularly important for Mastered Skills which replace 
skills that have a large number of skill groups. In these cases, 
it is assumed that the Mastered Skill does not allow access to 
areas not specified in a skill’s original set of skill groups.

ExamplE

If a character has Linguistic Mastery, he speaks and writes High 
Gothic, Hive Dialect, Low Gothic, Ship Dialect, and Tribal Dialect, 
but does not have the same mastery of the Eldar tongue.

gAining MAsTered 
skills
Mastered Skills may be gained by characters in two ways: by 
purchasing them with experience points from a rank or as 
an elite advance, or by mastering all of the Skills which the 
Mastered Skill replaces.
Purchasing Mastered Skills: Mastered skills are available as 
advances in the careers featured in this book (see pages 49-98 
in Chapter II: Ascended Careers). 
Replacing Existing Skills: If a character has achieved +20 
in all of the skills listed as being replaced by a Mastered Skill, 
he gains the Mastered Skill at no cost. Remove the individual 
skills from the character sheet and replace them with the 
Mastered skill. 

athlEtiC mastEry

Replaces: Acrobatics, Climb, Contortionist, Dodge, Swim
Athletic mastery reflects a complete control over motion, 
power and coordination by a character. 

CommErCE mastEry

Replaces: Barter, Evaluate, Trade (Merchant) 
Commerce mastery is the mastery of all manner of commercial 
transactions and estimation of potential value. 

Common lorE mastEry 
Replaces: Common Lore (all skill groups)
A mastery of common lore reflects a profound knowledge of 
the Imperium and those who dwell within it. 

CryptologiCal mastEry

Replaces: Ciphers (all skill groups), Secret Tongue (all  
skill groups)
A character with cryptological mastery is an expert in all 
manner of secret communications and is able to crack codes 
and create complex cryptic languages.

DECaDEnt mastEry

Replaces: Carouse, Gamble, Performer (all skill Groups), 
Decadent mastery is the fruit of a life spent in epicurean 
indulgence and reflects expertise in imbibing all forms of 
intoxicants, gambling, and revelling with abandon.

CharismatiC mastEry 
Replaces: Blather, Charm, Command
Charismatic mastery reflects a peerless ability to influence 
others through force of personality, oratory, skill with 
conversation, and flattery. 

Driving mastEry

Replaces: Driving (all skill groups)
A character with driving mastery has the ability to control all 
forms of vehicle with equal skill. 

Table 4–1: Mastered Skills
Mastered Skill Replaces

Athletic Mastery
Acrobatics, Climb, 
Contortionist, Dodge, Swim

Commerce Mastery Barter, Evaluate 

Common Lore Mastery Common Lore (all skill groups)

Cryptological Mastery
Ciphers (all skill groups), 
Secret Tongue (all skill groups)

Decadent Mastery
Carouse, Gamble, Performer 
(all skill Groups)

Charismatic Mastery Blather, Charm, Command

Driving Mastery Driving (all skill groups)

Fieldcraft Mastery
Navigation (Surface), Survival, 
Tracking, Wrangling

Forbidden Lore Mastery
Forbidden Lore (all skill 
groups)

Investigation Mastery
Inquiry, Interrogation, 
Intimidate, 

Linguistic Mastery 

Lip Reading, Literacy, Speak 
Language (High Gothic, Low 
Gothic, Ship Dialect, Tribal 
Dialect)

Observation Mastery Awareness, Scrutiny, Search

Piloting Mastery
Pilot (all skill groups), 
Navigation (Stellar) 

Scholastic Mastery
Logic, Scholastic Lore (all skill 
groups)

Shadow Craft Mastery
Deceive, Disguise, Security, 
Slight of Hand

Stealth Mastery
Concealment, Silent Move, 
Shadowing

Tech Lore Mastery
Chem-Use, Demolition, 
Medicae, Tech Use 

Warp Lore Mastery Invocation, Psyniscience
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fiElDCraft mastEry
Replaces: Navigation (Surface), Survival, Tracking, Wrangling
Fieldcraft mastery is the total command of the skills needed 
to survive in the wilderness or far from civilisation.

forbiDDEn lorE mastEry

Replaces: Forbidden Lore (all skill groups)
Forbidden Lore Mastery represents a character’s extensive 
knowledge of things that it is better not to know; from the 
ways of aliens to the mysteries of the warp and the power  
of daemons.

invEstigation mastEry

Replaces: Inquiry, Interrogation, Intimidate, 
Investigation Mastery is the mastery of the skills used in 
conducting an investigation such as gathering information 
from witnesses or extracting confessions from suspects.

linguistiC mastEry

Replaces: Lip Reading, Literacy, Speak Language (High 
Gothic, Low Gothic, Ship Dialect, Tribal Dialect)
A character who has Linguistic Mastery has command of High 
and Low Gothic and can decipher all its derivative dialects in 
verbal and written form.

obsErvation mastEry

Replaces: Awareness, Scrutiny, Search
Observation Mastery represents a highly trained ability to 
notice details about places, people, and situations.

piloting mastEry  
Replaces: Pilot (all skill groups), Navigation (Stellar) 
A character who has achieved Piloting Mastery controls all 
craft that soar through the air and void with peerless skill.

sCholastiC mastEry

Replaces: Logic, Scholastic Lore (all skill groups), 
Scholastic Mastery represents total mastery of all branches of 
scholarly knowledge. 

shaDow Craft mastEry

Replaces: Deceive, Disguise, Security, Slight of Hand
Shadow Crafts are the skills of those who exist in a world of 
lies, of false identities and secrets. Mastery of Shadow craft 
makes the character a master of this other world of shadows 
and lies. 

stEalth mastEry

Replaces: Concealment, Silent Move, Shadowing
A character with Stealth Mastery moves like a ghost, unseen 
and unheard unless he wishes to be.

tECh lorE mastEry
Replaces: Chem-Use, Demolition, Medicae, Tech Use 
Tech Lore Mastery is the mastery of all of the knowledge 
of machines, their spirits, of biology and the alchemical 
mysteries of chemicals. 

warp lorE mastEry

Replaces: Forbidden Lore (Warp), Invocation, Psyniscience
Warp Lore Mastery is the Mastery by a psyker of their 
perception of the warp and the means to summon its power.

new skill grouPs

ciphers (Throne Agent)

Used to communicate a private and pre-arranged code 
between given agents of the Inquisition. Note that these 
codes are unique to specific Ordos within the Inquisition.

Note: This Skill Group simply replaces and updates 
Ciphers (Acolyte).

forbidden lore (officio Assassinorum)

Secret knowledge of the Officio Assassinorum, the Assassin 
Temples, their particular wargear, styles, and methods of 
operation.

secret Tongue (Throne Agent)

A pre-arranged series of code phrases and inflections 
intelligible only to a fellow Throne Agent. Note that 
each group of Throne Agents has a unique version of this 
language.

Note: This Skill Group simply replaces and updates Secret 
Tongue (Acolyte).

CrEating othEr  
mastErED skills

The mastered skills presented here cover all of the 
skills from the Dark Heresy Rulebook and can be 
used without any intervention from the Game Master. 
A Mastered Skill is made up of a group of skills that 
are linked by a common theme or mode of use. If Game 
Masters and players wish to create a new or alternative 
Mastered Skills, they simply have to select the skills 
that the Mastered Skill encompasses and a rationale for 
why they can be grouped together. It is best to group 
skills based on an area of knowledge that they represent 
portions of, or because they represent a wider ability 
made up of several skills.



IV : A
scended Skills and Talents

104

Paragon 
Talents

“Yes, yes of course there are others who claim to be the finest pistol 
knave that Gunmetal has ever produced. In the case of my friend 
here, she really is; a fact which you are all about to witness.”

–Inquisitor Kaede confronting the magi of  
the Mirrored Visage

Paragon Talents represent the pinnacle of achievement 
in a particular sphere. They combine the effects of a 
number of ordinary Talents and usually grant a further 

benefit in addition. Paragon Talents have prerequisites that 
a character must meet in order take the Talent and use its 
abilities in the same way as other Talents in Dark Heresy (see 
pages 110-122 in Chapter IV: Talents in the Dark Heresy 
Rulebook). Paragon Talents may also list two or more Talents 
which they replace. If a character gains a Paragon Talent and 
they have any of the Talents listed as being replaced, they are 
removed from the character sheet. The Paragon Talent counts 
as all of the original Talents for the purposes of prerequisites 
for other Talents, Traits or rules.

gAining PArAgon 
TAlenTs
Paragon Talents may be gained by characters in two ways: 
by purchasing them with experience points from a rank or 
an elite advance, or by obtaining all of the Talents which the 
Paragon Talent replaces.

Purchasing Paragon Talents: Paragon Talents are 
available as advances in the careers featured in this book 
(see pages 49-98 in Chapter II: Ascended Careers). The 
amount of experience that these advances cost is not reduced 
if the character already has one or more of the Talents that 
the Paragon Talent replaces. These advances cost an amount 
of experience to purchase. This amount is not reduced if the 
character already has one or more of the Talents which the 
Paragon Talent replaces (see below).
Replacing Existing Talents: If a character has acquired all 
the Talents that a Paragon Talent replaces, then he may replace 
these Talents with the Paragon Talent for no experience 
cost. For example, if a character has the Ambidextrous, 
Two-Weapon Fighting, Dual Shot, Independent Targeting, 
and Gunslinger Talents, he could replace them all with the 
Gunfighter Saint Paragon Talent without spending any 
experience.

basiC wEapons ExpErtisE

Replaces: Basic Weapon Training (Bolt, Flame, Las, Launcher, 
Melta, Plasma, Primitive, SP)
The character can use all basic weapons, with the exception 
of exotic weaponry, without penalty.
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bErsErkEr

Prerequisites: Weapon Skill 50, Strength 40
Replaces: Battle Rage, Berserk Charge, Frenzy,  
Furious Assault
The character fights with an unrestrained fury that only the 
death of all those who stand against him can sate. 

When the character makes a charge manoeuvre, he gains a 
+20 bonus to Weapon Skill instead of the usual +10 and may 
instantly enter a Frenzied state as a free action. While frenzied, 
the character gains a +10 bonus to Weapon Skill, Strength, 
Toughness, and Willpower, but suffers a –20 penalty to 

Ballistic Skill and Intelligence. While frenzied, the character 
must attack the nearest enemy in melee combat if possible. If 
the character is not engaged with the nearest enemy, he must 
move towards that enemy and engage them if possible. While 
frenzied, the character is immune to fear, pinning, stunning 
effects, and the effects of fatigue and will not retreat or flee 
but may Parry and Dodge. The character remains Frenzied for 
the duration of the combat. Whenever the character hits an 
opponent whilst using the All-Out Attack Manoeuvre, he may 
spend his reaction to make an extra attack (this extra attack 
retains any bonuses or penalties of the original attack).

Table 4–2: Paragon Talents 
Paragon Talent Prerequisites Replaces

Basic Weapons Expertise
Basic Weapon Training (Bolt, Flame, Las, Launcher, Melta, 
Plasma, Primitive, SP)

Berserker WS 50, S 40 Battle Rage, Berserk Charge, Frenzy, Furious Assault

Blade Dancer
Ag 40, Acrobatics skill, WS 40, 
Melee Weapon Training (any)

Assassin’s Strike, Blade Master, Combat Master, Counter Attack, 
Wall of Steel

Call of Iron Mechanicus Implants Ferric Lure, Ferric Summons

Conditioned Intellect Int 40 Foresight, Total Recall

Death Blow WS 50, S 40 Crippling Strike, Crushing Blow, Precise Blow, Sure Strike 

Electro Illumination
Mechanicus Implants (Electoo 
Inductor/Potentia Coil)

Energy Cache, Luminen Blast, Luminen Charge, Luminen Shock

Exemplar of Metal Mechanicus Implants
Enhanced Bionic Frame, Machinator Array, Mechadendrite Use 
(Gun, Manipulator, Medicae, Optical, Utility), The Flesh is Weak

Gravic Levitation Mechanicus Implants Maglev Grace, Maglev Transcendence

Gunfighter Saint
BS 40, Ag 40, Pistol Weapon 
Training (any)

Ambidextrous, Two-Weapon Wielder (Ballistic), Dual Shot, 
Independent Targeting, Gunslinger

Heavy Weapons Expertise
Heavy Weapons Training (Bolt, Flame, Las, Launcher, Melta, 
Plasma, Primitive, SP) 

Heroic Leadership Fel 30, WP 30, Command
Air of Authority, Iron Discipline, Into the Jaws of Hell,  
Master Orator

Heightened Reactions Ag 40, Per 40
Quick Draw, Paranoia, Rapid Reaction, Rapid Reload, Leap Up, 
Light Sleeper, Lightning Reflexes

Indomitable Fortitude T 40, WP 40
Die Hard, Hardy, Iron Jaw, Resistance (Cold, Heat, Poisons),  
True Grit

Machine Spirit Empathy
Int 30, Fel 30, Mechanicus 
Implants

Binary Chatter, Electro Graft Use, Gun Blessing,  
Technical Knock 

Melee Weapon Expertise Melee Weapon Training (Primitive, Chain, Shock, Power)

Mental Aegis WP 50 Mental Fortress, Resistance (Psychics), Strong Minded

Peerless Marksman BS 40
Crack Shot, Deadeye Shot, Marksman, Mighty Shot, 
Sharpshooter

Pistol Expertise
Pistol Training (Bolt, Flame, Las, Launcher, Melta, Plasma, 
Primitive, SP)

Purity of the Machine Mechanicus Implants 
Autosanguine, Chem Geld, Orthoproxy, Prosanguine, Rite of 
Pure Thought

Storm of Blows WS 35, Ag 40
Ambidextrous, Dual Strike, Lightening Attack, Swift Attack, 
Two-Weapon Wielder (Melee)

Soul of Stone WP 40
Armour of Contempt, Fearless, Insanely Faithful, Jaded, 
Resistance (Fear), Unshakeable Faith

Thrown Weapon Expertise Thrown Weapon Training (Primitive, Chain, Shock, Power)

Transcendent Hate Fel 30 Hatred (all), Inspire Wrath, Litany of Hate

Unarmed Ascendant Mastery WS 45, Ag 45
Disarm, Unarmed Master, Unarmed Warrior, Takedown,  
Street Fighting

Unassailable Grace Ag 50, Dodge Deflect Shot, Hard Target, Step Aside

Voice of the Omnissiah Mechanicus Implants
Disturbing Voice, Feedback Screech, Mimic, Rite of Awe, Rite  
of Fear


