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Overview
“No two worlds are the same, and yet they all seem to want me dead.”

–Jean Hawkwind, Rogue Trader

World Generation starts with the defi ning of large 
stellar bodies and works its way down to the specifi cs 
of individual planets, following the steps below:

STEP I: SYSTEM CREATION
The fi rst step, System Creation, is used for creating new star 
systems or other, similarly-sized regions of space. At this stage, 
the Game Master generates the following aspects of a System:

SYSTEM FEATURES
This section includes the System Features that set this System 
apart from the countless others in the shadowy void of the 
Koronus Expanse. These System Features, which range from 
the remains of dead empires to dark reputations, affect 
the specifi c contents of a System (see Table 1–1: System 
Features on page 8).

STAR CREATION
Once a the System Features have been defi ned, the Game Master 
determines the Star around which the System Elements orbit (see 
Table 1–2: Star Generation on page 13). The type of Star 
also defi nes the size of the Solar Zones: the Inner Cauldron, the 
Primary Biosphere, and the Outer Reaches (see page 13).

SYSTEM ELEMENTS
After creating the star and Solar Zones of a System, the next step is 
to populate these vast areas of space with the planets, phenomena, 
and other important astral objects. Using Table 1–3: System 
Elements, the Game Master puts a number of System Elements 
in each area as dictated by that particular Solar Zone (see page 
14). The specifi cs of System Elements such as Planets remain 
abstract at this stage, and are determined in Planet Creation.

STEP II: PLANET CREATION
Once the System has been created, the Game Master can continue 
on to detailing the individual Planets from System Creation:

BODY
To determine the material composition and physical 
characteristics of a Planet or Gas Giant, the Game Master rolls 
on Table 1–6: Body (see page 19). In addition to deciding 
the rough volume and mass of the Planet, the results of this 
stage can have effects on the Gravity, Orbital Features, and 
Atmosphere of the Planet or Gas Giant.

GRAVITY
The gravity that a Planet exerts upon the bodies around it has 
a profound impact on the features that a passing Rogue Trader 
might wish to exploit. The Game Master determines an object’s 
Gravity by rolling on Table 1–7: Gravity (see page 20).

ORBITAL FEATURES
Much as a Planet usually orbits a star, smaller objects often orbit 
Planets. The Game Master determines the nature of these Orbital 
Features, which consist of objects such as asteroids, rings, and 
moons, with Table 1–8: Orbital Features (see page 21).

ATMOSPHERE
The atmosphere (or lack thereof ) of a Planet does a great deal to 
determine its value—and the danger it poses—to an enterprising 
Rogue Trader. The Game Master determines the Atmosphere of a 
Planet, which has an impact on later features (see page 21).

CLIMATE
Even with an atmosphere, many Planets are too blisteringly 
hot or frigidly cold to support even the faintest traces of life. 
To determine the Climate of a Planet, the Game Master rolls 
on Table 1–11: Climate (see page 22).

HABITABILITY
Worlds capable of sustaining life might be fl eetingly rare, but even 
within these Planets, there is an incredible diversity of features. 
Some worlds are harsh deserts, while others overfl ow with water 
and vegetation. The Game Master decides the Habitability of a 
Planet with Table 1–12: Habitability (see page 23).

STEP III: ENVIRONMENTS
Each individual Planet possesses countless features that 
distinguish it. These features are covered in the section below:

TERRITORIES
The Game Master determines the Territories on a Planet, the 
broad land masses and other major features of a Planet and any 
particular Territory Traits of these regions (see pages 24).

RESOURCES
This step determines any Resource Deposits that the location 
has to offer, and the Abundance of these resources (see page 27). 
Some resources can only be found on Planets; others might be 
uncovered anywhere from asteroids to ancient wrecks.

LANDMARKS
Once the GM has created a Territory, he generate the Landmarks 
that separate it from other, similar realms (see page 32).

NATIVE SPECIES
Countless species populate most environments capable of 
sustaining life. This section deals most valuable beasts—and the 
hungriest. If a Planet or other Environment is capable of sustaining 
life, the GM uses Table 1–24: Bestial Archetypes to determine 
the creatures that stalk its shadowy corners (see page 34).

INHABITANTS
Where life can thrive, or at least cling on, it sometimes 
develops into sentience. The GM uses Table 1–26: 
Inhabitants to see what species dwell—or once 
dwelt—in this Environment (see page 40).
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System 
Creation

“The stars themselves once danced along with our song, moving to 
the tunes of our whim. That power is lost now, but sometimes we can 
still make them sway.”

–Farseer Baluithe

The million worlds of the Imperium are spread across 
hundreds of thousands of star systems, each a lonely 
jewel, linked to its brethren in an intricate web across 

unfathomable distances. The maintenance and protection of 
this web is the duty of the Adeptus Terra and their agents, but 
its expansion is a task belonging to the great dynasties of the 
Rogue Traders. To fulfi l this duty, they direct their attentions 
to those systems not yet known to the Imperium, assessing 
the resources there, and dispatching their agents to claim the 
best of these in the name of the Emperor of Mankind.

Some solar systems are barely worthy of these attentions, 
holding no mineral wealth to mine or habitable worlds to colonise. 
Others seem to be nothing so much as vast treasure troves, ripe 
for the taking. Regardless of the initial impression, the most astute 
Rogue Traders thoroughly assess every system they pass through 
for any potential value or threat. Once a full catalogue of the 
system’s hazards, resources, worlds, and assorted miscellanea has 
been compiled, they move on to the next system, all the while 
iterating upon plans to make use of what they have found once 
they are able to bring the full resources of their dynasty to bear.

Though the Koronus Expanse does not lack for lonely 
stars in the uncharted depths of the void, the majority of 
its stars and attendant systems share some measure of 
connection. Some systems are snared together by their mutual 
gravitation, and others orbit kindred stars birthed in the same 
massive upheaval. Even more physically distant systems can 
share a common resonance in the Immaterium, which eases 
navigation and travel between them. These linked systems are 
a boon to the Imperium’s expansion, whatever their nature. 
The Explorator fl eets of the Adeptus Mechanicus often fi nd 
that the common features of such regions aid their cataloguing 
immeasurably, and sometimes gain unique and valuable data 
from studying these phenomena. Rogue Traders, on the other 
hand, simply capitalise on the swifter, easier travel between 
the systems in such a set, ever aware of the age-old axiom on 
the conversion rate between time and Thrones.

Within the territory controlled by the Imperium, such 
regions are usually the basis for designating subsectors, and 
provide the hearts of those subsectors that they do not make 
up entirely. Out in wilderness space regions like the Koronus 
Expanse, the nomenclature and designation is less standardised, 
where the boundaries are recognised at all. Rogue Trader 
vessels and Explorator Fleets are the most common source 

of new classifi cations, but each independent vessel or 
fl eet is likely to have its own ideas on how to handle 

the matter. The great houses of the Navis Nobilite 
most likely have their own methodologies, but 

if so, they do not share them.

The meticulously thorough examination of a passing 
Explorator fl eet is generally capable of identifying and 
categorising these ties, but the doctrines used to do so have 
been the subject of a number of schisms within the Priesthood 
of Mars. The Disciples of Thule have shared very little of 
their methods or data with outsiders, but what few scraps 
of information they have bartered away indicate that they 
operate within stringent standards for this task. It is believed 
that they scorn a number of widely recognised designations, 
for “insuffi ciently conclusive” links.

Rogue Traders tend to be even more fractious than the 
Adeptus Mechanicus, if such a thing is possible. Some who fancy 
themselves scholars establish elaborate methods of classifi cation, 
factoring in all manner of irrelevant minutiae. Other Rogue 
Traders, of a more self-absorbed bent, consider the time it takes 
them to think of an appropriately vainglorious name for a newly 
discovered system to be more than effort enough. Despite this, 
the trade in tales and charts between the veteran captains who 
have plied the Maw for years has established a number of 
generally accepted rules. False information and fake maps are 
as rife as ever, but at least blatant misinformation and outright 
forgeries have become easier to spot.

SYSTEM FEATURES
The fi rst step in defi ning a System is to generate the 
System Features that infl uence everything within it. Most 
Systems are defi ned by a single such phenomenon, but some 
particularly exotic territories house multiple interacting, or 
even confl icting, elements. A given System receives 1d5–2 
(to a minimum of 1) rolls on Table 1–1: System Features, 
re-rolling any duplicate results. 

Some features, such as Warp Turbulence and Ruined 
Empires, might logically extend beyond the bounds of a 
single System. The Game Master can choose to apply such 
System Features to any nearby Systems he later generates if it 
seems appropriate for the System Feature in question.

BOUNTIFUL
A System with this System Feature has been blessed with an 
abundance of rare and unusual materials. The formation of 
the nearby stars might have bled off an unusual amount of 
exotic materials, or the System could have become saturated 
with such resources as passing meteors and comets became 

Table 1–1: System Features
1d10 Roll Key Feature Category
1 Bountiful

2 Gravity Tides

3 Haven

4 Ill-Omened

5 Pirate Den

6 Ruined Empire

7 Starfarers

8 Stellar Anomaly

9 Warp Stasis

10 Warp Turbulence
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trapped in their gravity wells. However it came about, the area 
is now a veritable storehouse of mineral treasures, waiting to 
be tapped in the name of profi t. Habitable worlds within such 
an area are highly prized as possible colony sites, although 
well-equipped Rogue Traders have been known to set up 
their mining operations on worlds that would not normally 
allow human settlement.

When generating this System, the GM should apply one or 
more of the following effects:

Add one Asteroid Belt or Asteroid Cluster to any one • 
Solar Zone.
When the Explorers approach an Asteroid Belt or Asteroid • 
Cluster in this System, roll 1d10. On a result of 6 or 
higher, roll 1d5 additional times on Table 1–20: Mineral 
Resources (see page 29) for that Asteroid Belt or Cluster.
Roll one additional time on • Table 1–20: Mineral 
Resources (see page 29) when generating Planets in 
this System, determining Abundance normally.
When the Explorers approach a Planet in this System, • 
roll 1d10. On a result of 7 or higher, that Planet has one 
additional “Exotic Materials” Resource.

GRAVITY TIDES
In most systems, the pull of gravity is a constant and unchangeable 
fact of the universe, surer than the light of the stars in the sky. 
However, in some regions of space, the cataclysmic turmoil of 
certain fundamental forces causes gravitational fi elds to churn 
like a storm-wracked sea. Fierce gravity riptides have been 
known to tear apart the hulls of voidships too incautious to 
head the warnings of their augers, and some of the worst such 
anomalies become bleak legends among experienced helmsmen. 
Tales of the Invisible Reef and the Mouth of the Void are a staple 
of gossiping voidsmen in Port Wander. Some tides of gravity 
are gentler, and can be a boon to crews desperate for planetfall, 
swiftly bearing vessels along hidden currents in space. These 
streams are resources as treasured as the riptides are feared.

When generating this System, the GM should apply one of 
the following effects:

Add 1d5 Gravity Riptides to the System. These additions • 
can be placed in any Solar Zone.
The gravity wells surrounding Planets in this System • 
churn like whirlpools, battering orbiting vessels with 
their fl uctuations. Safely entering orbit with a voidship 
requires a Diffi cult (–10) Pilot (Space Craft) Test, 
causing the loss of 1 point of Hull Integrity for every 
two Degrees of Failure. Small craft can enter and exit 
the gravity well only after the pilot passes a Very Hard 
(–30) Pilot (Flyers) Test. Every full day spent in orbit 
requires an additional Pilot Test.
Travel between Planets within this System takes half • 
the usual time.

HAVEN
If the tales of a typical voidship crew on shore leave were 
to be believed, it might be surmised that all unexplored 
territory in the galaxy fell into two simple categories. Of 
the nightmarish systems that suffer no intrusion, the tales 

are often closer to the mark than their tellers might realise. 
Though the undisturbed rings of idyllic paradise worlds 
orbiting soothingly stars tend to exist only in the tales of 
drunken voidsmen, the persistence of such hopes cannot be 
entirely attributed to optimism. After all, Particularly fortunate 
vessels sometimes pull into systems so brimming with 
habitable worlds as to defy conventional understanding.

The crews which make such fi nds are not always as fortunate 
as they imagine, as the inhabitants of such worlds often take 
a dim view of the idea that their home belongs to a complete 
stranger by right of divine providence, and frequently have 
enough resources to make their displeasure known. Even 
fi nding such a voidfarer’s paradise in pristine condition can 
cause trouble, if word gets out to rival interests. The rarity 
of such fi nds makes theft or conquest an easier method of 
acquisition than discovery. Those captains who do manage to 
claim, hold, and exploit their fi nd inevitably fi nd their names 
working into the growing legends of the Expanse.

When generating this System, the GM should apply one of 
the following effects:

Add one Planet to each Solar Zone.• 
Planets within the System’s Primary Biosphere receive • 
+1 to the result of the roll on Table 1–9: Atmospheric 
Presence and +2 to the result of the roll on Table 
1–10: Atmospheric Composition (see page 21).
Planets in this System add +2 to the result • 
of any roll they make on Table 1–12: 
Habitability (see page 23).


