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aboMinaTion
Only rarely observed, Abominations are believed to be the highest 
known rank of Rak’Gol active within the Koronus Expanse. 
Examples of these creatures are most often seen during the latter 
stages of a Rak’Gol attack. All instances where survivors described 
specimens occurred on planetary surfaces. While analysts believe 
these creatures play a role in shipboard combat, they hypothesise 
that by the time they join the battle the outcome is virtually 
certain and survivors are tremendously unlikely. 

Analysts have concluded that Abominations typically 
command Rak’Gol vessels and—in the rare instances where 
multiple Rak’Gol ships co-operate—small fleets. Reports 
indicate that their approach to close combat mirrors their 
shipboard tactics. These xenos embrace all out assaults and 
prefer to manoeuvre so that they might engage in melee combat 
at the earliest opportunity. While these massive specimens are 
always willing to engage in conflict, they are never alone. 
Abominations are always accompanied by other exceptionally 
large Rak’Gol specimens. Agents of the Ordo Xenos suggest 
that these guardians are Broodmasters that have been tasked 
with a specific responsibility to protect their overlord.

Abominations are typically slightly larger than other Rak’Gol. 
This may be due to physiological changes associated with their 
cultural status, but it is more likely that this is a direct consequence 
of the extensive implants present within these specimens. Many 

(though not all) reports of Abomination sightings indicate that 
the specimens exhibit extensive decorations upon their 

cybernetic exoskeletons. The patterns 
described were complex—several 
witnesses suggested that they 
also played tricks upon the 
eye. Others have stated that the 

symbols were identical to patterns found among Yu’Vath ruins. 
The patterns could be specific iconography associated with these 
individuals or it could be that they are present to indicate specific 
links to the Ruinous Powers.

If Imperial analyses are correct, then it is likely that the 
Abominations are involved in selecting the places where the 
Rak’Gol launch their attacks. Consequently, it is likely that 
they are familiar with their overarching goals. Abominations 
may even be associated with different combat groups or in 
direct competition for some unidentified resources present 
within the Koronus Expanse. Ordo Xenos agents as well as 
individuals associated with groups victimised by the Rak’Gol 
remain extremely interested in discovering such information. 
In such a case it is likely that eliminating a single Abomination 
might thoroughly disrupt Rak’Gol activity within a region, 
or it might refocus internal struggles as the species reacts to 
the new power vacuum.

Alternatively, it is possible that there might be a higher-ranking 
unknown entity responsible for coordinating Rak’Gol actions. 
Such a being or group of beings might easily be unknown due 
to the lack of communication and confirmed reports of Rak’Gol 
activity. Some even suggest that it might be another species of 
xenos entirely, though since the Rak’Gol response to every xenos 
they encounter has been murderous frenzy, this is unlikely.

abomination

ws bs s T ag int Per wP fel
(10) (8) (4)

57 52 50 48 28 41 39 42 24
Movement: 5/10/15/30 Wounds: 35
Armour: Implanted ceramic plates and stone-like hide 
(Body 9, Head 7, 6 Arms, Legs). Total TB: 8
Skills: Awareness (Per), Climb (S) +10, Command (Fel) +10, 
Demolition (Int) +10, Dodge (Ag)+10, Intimidate (S) +10. 
Talents: Bulging Biceps, Combat Master, Die Hard, Fearless, 
Hard Target, Lightning Reflexes, True Grit, Sprint, Swift Attack.
Traits: Fear (3), Hunting Frenzy†, Multiple Arms, Size 
(Hulking), Quadruped, Sturdy, Unnatural Strength (x2), 
Unnatural Toughness (x2).
†Hunting Frenzy: Rak’Gol tend to go into a frenzied 

berserker rage once combat begins. Treat this as the 
Frenzy Talent, except that the Rak’Gol 
may enter it immediately as a Free Action.
Weapons: Rak’Gol Intimidator (1d10 +14 

E; Pen 2; Shocking) or Rak’Gol Rad Axe 
(1d10 +18 E; Pen 7; Power Field, Toxic, Unbalanced), 

Rak’Gol Howler Rifle (30m; –/–/12; 1d10+3 I; Pen 4; 
Clip 600; Reload: 2 Full; Storm) or Rak’Gol Razor Gun 

(40m; S/–/–; 1d10+5 R; Pen 0; Clip 10; Reload: 
Full), 3 frag grenades, 1 krak grenade.

Gear: Bionic respiratory system (Good 
Craftsmanship), implanted vox, photo-
visor, suicide device (as bomb collar, 
self-detonated), bomb-collar remote 

detonation system (for underlings).
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Movement: 5/10/15/30
Armour: Implanted ceramic plates and stone-like hide 
(Body 9, Head 7, 6 Arms, Legs).
Skills: Awareness (Per), Climb (S) +10, Command (Fel) +10, 
Demolition (Int) +10, Dodge (Ag)+10, Intimidate (S) +10. 
Talents: Bulging Biceps, Combat Master, Die Hard, Fearless, 
Hard Target, Lightning Reflexes, True Grit, Sprint, Swift Attack.
Traits: Fear (3), Hunting Frenzy†, Multiple Arms, Size 
(Hulking), Quadruped, Sturdy, Unnatural Strength (x2), 
Unnatural Toughness (x2).
†Hunting Frenzy: Rak’Gol tend to go into a frenzied 

berserker rage once combat begins. Treat this as the 
Frenzy Talent, except that the Rak’Gol 
may enter it immediately as a Free Action.
Weapons

E; Pen 2; Shocking) or Rak’Gol Rad Axe 
(1d10 +18 E; Pen 7; Power Field, Toxic, Unbalanced), 

Rak’Gol Howler Rifle (30m; –/–/12; 1d10+3 I; Pen 4; 
Clip 600; Reload: 2 Full; Storm) or Rak’Gol Razor Gun 

(40m; S/–/–; 1d10+5 R; Pen 0; Clip 10; Reload: 
Full), 3 frag grenades, 1 krak grenade.

Gear: Bionic respiratory system (Good 
Craftsmanship), implanted vox, photo-
visor, suicide device (as bomb collar, 
self-detonated), bomb-collar remote 

detonation system (for underlings).



90

II: A
liens of the Expanse

II: A
liens of the Expanse

II: A
liens of the Expanse

RenDeR
The Rak’Gol, as a race, have deeply embraced the ways of the 
warp. However, even among these blood-crazed savages, there 
are those who go too far in their pursuit of additional power. 
Mercifully rare, these Renders are larger and even more violent 
than typical Rak’Gol. They are easily recognised, even in isolation, 
as they never carry any additional armaments and typically are 
almost totally covered with protruding cybernetic modifications.

The most comprehensive study of these comparatively rare 
xenos-forms took place after the Rogue Trader Joquin Saul came 
under attack. Saul was able to fight off the marauding Rak’Gol 
vessel that ambushed his Necessary Expenditure off the Lethe 
Clouds, though not before his ship fought several desperate 
boarding actions. In the wake of the combat, a representative of 
an Inquisitor approached Saul, requesting the corpses for research. 
Saul acquiesced, and a year later, a report concerning certain 
Rak’Gol xenosforms arrived at the Tricorn on Scintilla. Though 
the studies were incomplete due to the damaged condition of the 
subjects, they revealed that the Rak’Gol known as “Renders” were 
extremely different from that of typical Rak’Gol Marauders. 

Renders universally showed a thirty to forty-five percent increase 
in muscle mass when compared to Marauders with a comparably 
sized skeletal structure. Renders also showed a marked structural 
change in overall neural structure. Sensory organs showed a 
marked increase from the norm in other Rak’Gol corpses. Further, 
the neural pathways connecting the specimens’ auditory and 
visual organs showed a substantial thickening. In contrast, the 
neuronal regions believed to associate with cognitive processes 
showed a marked decrease. It is believed that these changes offer 
a biological explanation for the specimens change in role to that 
of a devoted hunter as opposed to the more generalised 
neurophysiology of the Marauders. A potential side 
effect of these changes is that this subspecies 
appears to have lost some degree 
of control over their characteristic 
combat rage, sometimes requiring 
a greater time to build up to that 
desired state.

Renders also exhibit an increase 
in the overall number and type 
of cybernetic enhancements. It is 
unclear if these enhancements 
are all fully functional within the 
specimens examined; it may be 
that some of these implants 
served only as additional 
armoured protection. Few 
of the implants present 
in the examined 
specimens appeared 
functional, though 
these components 
might have been 

damaged as part of the 
events that led to the user’s death. 

Alternatively, it might be that some of the additional 
cybernetics were used to transform a Marauder into a Render. 
Previous studies suggest that Rak’Gol may be capable of 
biological change in response to cultural pressures. It may 
be that the presence of so many cybernetic components—
particularly those associated with increased sensory 
awareness—could trigger a physiological change comparable 
to that associated with the Abomination variant. It is unclear 
if Renders might be created deliberately in this manner or if 
their presence could be an inadvertent side effect involved in 
developing additional Abominations.

Reports indicate that these specimens are almost universally 
encountered at the forefront of Rak’Gol voidship attacks. In 
most instances, fewer than ten Renders are present. Their 
additional implants and muscle mass serve them well as they 
present the largest targets in such conflicts. However, the 
Renders seem to have less technical aptitude than even the 
most primitive of Rak’Gol. These savage beasts appear capable 
of little more than melee combat and may be incapable of 
such basic tasks as opening an unlocked portal to continue 
pursuit of their prey. This might be a significant vulnerability 
if it were not for the fact that these xenos are typically capable 
of smashing their way through most walls.

Render

ws bs s T ag int Per wP fel
(15) (10) (4)

58 24 50 50 20 24 39 15 03
Movement: 5/10/15/30 Wounds: 33

Armour: Implanted plates and stony hide 
(Body 9, Head 6, Legs, Arms 5).

Total TB: 10
Skills: Awareness (Per), Climb (S) +10, 

Dodge (Ag), Intimidate (S)+10. 
Talents: Bulging Biceps, Combat 

Master, Die Hard, Fearless, Frenzy, Hard 
Target, Lightning Attack, Lightning 

Reflexes, True Grit, Sprint, 
Swift Attack.
Traits: Fear (2), Multiple 

Arms, Size (Hulking), 
Quadruped, Sturdy, 
Unnatural Strength 

(x3) ,Unnatura l 
Toughness (x2).
W e a p o n s : 

Implanted mono-
blades (1d10+15 
R; Pen 4; Tearing).

Gear: Bionic
 respiratory system 

(Good Craftsmanship), 
implanted vox, photo-

visor, and suicide device (as 
bomb collar, self-detonated).
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visual organs showed a substantial thickening. In contrast, the 
neuronal regions believed to associate with cognitive processes 
showed a marked decrease. It is believed that these changes offer 
a biological explanation for the specimens change in role to that 
of a devoted hunter as opposed to the more generalised 
neurophysiology of the Marauders. A potential side 
effect of these changes is that this subspecies 
appears to have lost some degree 
of control over their characteristic 
combat rage, sometimes requiring 
a greater time to build up to that 

Renders also exhibit an increase 
in the overall number and type 
of cybernetic enhancements. It is 
unclear if these enhancements 
are all fully functional within the 
specimens examined; it may be 
that some of these implants 
served only as additional 
armoured protection. Few 
of the implants present 
in the examined 
specimens appeared 

damaged as part of the 
events that led to the user’s death. 
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Movement: 5/10/15/30 Wounds

Armour: Implanted plates and stony hide : Implanted plates and stony hide 
(Body 9, Head 6, Legs, Arms 5).(Body 9, Head 6, Legs, Arms 5).

Total TB: 10
Skills: Awareness (Per), Climb (S) +10, : Awareness (Per), Climb (S) +10, 

Dodge (Ag), Intimidate (S)+10. 
Talents: Bulging Biceps, Combat 

Master, Die Hard, Fearless, Frenzy, Hard 
Target, Lightning Attack, Lightning 

Reflexes, True Grit, Sprint, 
Swift Attack.
Traits: Fear (2), Multiple 

Arms, Size (Hulking), 
Quadruped, Sturdy, 
Unnatural Strength 

(x3) ,Unnatura l 
Toughness (x2).
W e a p o n s

Implanted mono-
blades (1d10+15 
R; Pen 4; Tearing).

Gear: Bionic
 respiratory system 

(Good Craftsmanship), 
implanted vox, photo-

visor, and suicide device (as 
bomb collar, self-detonated).




