
STAR SYSTEM UTOPIA 

PROFIT MOTIVE 

Colony of Man: The Explorers have been offered the chance to create a settlement on a world within the 

Expanse, as a port of call for Imperial trade. Working closely with the Imperium has its price, and though the 

potential profit is high, they must suffer meddling officials and secret Administratum agendas. They gain 200 

Achievement Points towards the Endeavour to found the Colony to reflect the Imperium’s support. If the 

Explorers manage to create the sort of upstanding outpost that matches the stringent and maddening 

standards of the Administratum, they gain the Peer (Administratum) Talent in addition to any Profit Factor they 

earn from this Endeavour.  

When starting this Endeavour the GM should choose a planet or moon in this system. This is the world the 

Administratum wants colonized, even if it might not be the world the Explorers would have chosen.  

 

SYSTEM DESCRIPTION 

Utopia is a remarkably peaceful and fertile region of the Koronus Expanse. There have been multiple attempts 

to colonize this system in the past, but none of those colonies have survived. All that remains is ruins and some 

valuable archeotech.  

This system was only recently rediscovered, its presence considered vital to the Imperium’s efforts to tame the 

Expanse. As such, information about the system has been closely guarded while the Administratum works up a 

plan to settle the system in a way that gives them as much control as possible. To do this they are looking for a 

Rogue Trader willing to bow to their authority.  

It’s possible for a Rogue Trader to independently discover this system and attempt to colonize it on his own. 

Such attempts would bring the ire of the Administratum down on him, even if he was perfectly within his rights 

to do so.  

The system consists of 15 planetary bodies, from moons to planets to a single gas giant. Uniquely, the vast 

majority of the system’s planets are located in the primary biosphere, which means there is a larger amount of 

habitable planets than what might be considered normal.  

While the system might appear safe and easy to tame, appearances can be deceiving. Some of the planets hold 

hidden dangers that could prove the undoing of a careless Rogue Trader.  

 

SYSTEM FEATURES 

Haven: This solar system holds a larger than usual quantity of habitable worlds, though not all of those are 

actually inhabited.  

 

STAR 

The system is lit by not a single star, but by two vigorous, pure white twin stars.  



 

INNER CAULDRON 

DUST CLOUD 

At one time in the distant past, this star system contained two worlds in its inner cauldron. At some point some 

force, perhaps the intersecting orbits between the two suns caused these two worlds to collide, smashing them 

into dust that has since orbited around the two suns. The effects of this dust can be seen from several of the 

other planets in the system, changing the color of the sunlight from white to yellow or even red.  

There is no danger involved in flying through this zone, but there is nothing to be gained either. The inner 

cauldron is empty and devoid of life.  

 

PRIMARY BIOSPHERE 

UTOPIA 1 

Type: Planet 
Body: Vast 
Gravity: High 
Orbital Features: 2 x Moon, large asteroid 
Atmospheric Presence: Thin 
Atmospheric Composition: Deadly 
Climate: Temperate 
Habitability: Inhospitable 
Landmasses: One 
Territories: None 
Base Mineral Resources: Significant (84) ornamentals, limited (27) exotic materials  
Additional Resources: None 
Description: This enormous ball of rock is the closest planet to the twin stars of Utopia, but it in no way repays 
that honor. Its red surface warns of the dangers awaiting anyone foolish enough to attempt to land on it. Brutal 
storms continually wash the surface clean, and the atmosphere, thin though it may be, eats through ship hulls 
and boils exposed skin. The mineral resources to be found here are hardly worth the dangers one would have 
to go through to get to them.  

UTOPIA 1-1 

Type: Moon 
Body: Low-mass 
Gravity: Low 
Orbital Features: None 
Atmospheric Presence: Moderate 
Atmospheric Composition: Pure 
Climate: Cold 
Habitability: Trapped water 
Landmasses: One 
Territories: None 
Base Mineral Resources: Minimal (10) industrial metals 
Additional Resources: Significant (85) Archeotech cache 
Description: Once the site of a thriving human colony, Utopia 1-1’s lack of food, and the difficulty of finding 
water, meant that it died out not long after the Warp storms isolated the galaxy. The moon itself is reasonably 



pleasant. The air is breathable and pure, and there is water beneath the surface if one is willing to drill for it. 
The cold weather is hardly a problem for a well-equipped expedition. It’s the planet’s density that is the issue.  
Any attempts to drill, for water or for the limited resources available here, risk exposing one of the planet’s 
many gas pockets. If unlucky, the gas could ignite and cause massive explosions capable of ripping apart most 
installations and perhaps even entire colonies. This means digging for water has to be done carefully, with 
thorough surveying and testing done before any attempt is made to drill down to it. One’s best bet is to leave 
the planet alone, though the significant amounts of Archeotech to be found in the ruins of the old colony might 
be worth the risk.  
The planet itself is grey and featureless, its fragile mountains having collapsed over the millennia. The rich 
atmosphere gives the planet a deceptive green glow from a distance.  

UTOPIA 1-2 

Type: Moon 
Body: Low-mass 
Gravity: Low 
Orbital Features: None 
Atmospheric Presence: Thin 
Atmospheric Composition: Pure 
Climate: Temperate 
Habitability: Trapped water 
Landmasses: One 
Territories: None 
Base Mineral Resources: Limited (40) industrial metals, limited (30) ornamentals  
Additional Resources: None 
Description: Utopia 1-2 could in many ways be considered Utopia 1-1’s twin, as they share many features. Both 
look similar and are pleasant, if undeveloped, planets riddled with pockets of volatile gases. Utopia 1-2 has 
slightly more mineral resources to offer, potentially because Utopia 1-1 was mined clean ages ago, but there is 
no Archeotech here, more or less removing any reason to invest in expeditions to explore further.  

UTOPIA 1-3 

Type: Large asteroid 

UTOPIA 2 

Type: Planet 
Body: Small and dense 
Gravity: Normal 
Orbital Features: Moon 
Atmospheric Presence: Thin 
Atmospheric Composition: Pure 
Climate: Hot 
Habitability: Liquid water 
Landmasses: Two 
Territories: None 
Base Mineral Resources: Significant (75) industrial metals 
Additional Resources: None 
Description: Utopia 2 has a breathable atmosphere and vast oceans, but at the same time, its very hot climate 
and thin air makes it unsuitable for colonization without dramatic terraforming efforts beforehand. The planet 
is mostly covered with water, but has two large, rocky islands that are about as close as you can get to 
continents here. To get to the world’s significant quantities of industrial metals, one would have to drill through 
the bottom of the oceans, a complicated and expensive venture for a planet as limited as this. 
While the planet seems like it should be able to support life, none has developed so far.  
 



UTOPIA 2-1 

Type: Moon 
Body: Small 
Gravity: Low 
Orbital Features: None 
Atmospheric Presence: Thin 
Atmospheric Composition: Deadly 
Climate: Temperate 
Habitability: Inhospitable 
Landmasses: One 
Territories: None 
Base Mineral Resources: Plentiful (160) ornamentals, limited (17) industrial metals 
Description: Utopia 2-1 glitters if seen from space. Its surface is crystalized, its every hill and mountain rising 
out of the landscape like a shard of sparkling diamond. The caustic atmosphere boils away any traces of dust 
and impurities, giving this crystal moon the appearance of a polished, if complex, gemstone. Some of this 
crystalized material would be suitable for extraction, to be sold to the nobility in the Calixis sector as jewelry, 
but no colony could survive in such a hostile environment.  

UTOPIA 3 

Type: Planet 
Body: Large and dense 
Gravity: High 
Orbital Features: Moon, lesser moon 
Atmospheric Presence: Moderate 
Atmospheric Composition: Toxic 
Climate: Temperate 
Habitability: Inhospitable 
Landmasses: One 
Territories: None 
Base Mineral Resources: Plentiful (216) radioactives, Significant (67) industrial metals, Plentiful (104) 
ornamentals 
Additional Resources: Significant (83) Eldar ruins, sustainable (59) Kroot ruins 
Description: Walking across the surface of this toxic world is a haunting experience. Much of its ground is 
covered in the remains of an ancient Eldar civilization, yet nothing remains but the still perfectly preserved 
buildings. Mixed into the Eldar ruins can also be found the less preserved ruins of a Kroot colony, younger and 
less developed than the Eldar’s. Yet they both share a single, important feature: There is absolutely no trace of 
the inhabitants. It’s as if they just suddenly vanished, first the Eldar, and later the Kroot after they came to pick 
the surface clean of Xenos artifacts. There are neither signs of violence, nor indications that the two species left 
on their own accord.  
Explorers find that their vox-sets produce strange sounds, as if someone or something was whispering 
forbidden secrets and temptations. It’s not uncommon for the weak of mind to suddenly and inexplicably 
remove their protective gear, rendering them exposed to the toxic atmosphere and eventually dying if nobody 
sees what they’re doing and rushes to help.  
Sometimes Xenos ruins are better left alone. This is one of those times.  

UTOPIA 3-1 

Type: Moon 
Body: Large 
Gravity: High 
Atmospheric Presence: Thin 
Atmospheric Composition: Pure 
Climate: Cold 
Habitability: Verdant 
Landmasses: Five 
Territories:  



 Plains. Home of the Freezing Death Cloud. Landmarks: Two major canyons twist their way through the 
plains. They are most likely the source of the Freezing Death Clouds, making it dangerous to get too 
close. There are also three vast cave networks accessible from this territory, their presence the result 
of ancient Bullwark herds.  

 Mountain range. Home of the Fuzzball. Landmarks: Another canyon can be found here, the result of 
large tectonic forces in the planet’s past. This may be related to a crater not far away, the object 
having caused it long since gone. Three enormous mountains, dwarfing the rest of the mountain 
range, serve as further landmarks to explorers traveling through this territory.  

 Mountain range. Expansive, and stretches across two continents. Landmarks: Yet more canyons can be 
found here, three in total, giving access almost all the way through the crust. Apart from a large glacier 
near the intersection between the two continents, part of this mountain range extends into the ocean, 
producing two significant reefs with tremendous underwater life teeming about.  

 Plains. Expansive. Parts of these plains can be found on the three different continents that are 
connected by land. Landmarks: A large inland sea has been formed in the crater caused by a meteor 
hitting these plains eons ago. The canyon nearby is most likely related, occasionally spewing magma 
across the closest plains. Three different and impressive mountains loom over parts of the plains, 
serving as good landmarks. One of these mountains contains a large cave network housing herds of 
Bullwarks. Parts of these plains can easily be considered tundra. 

 Wasteland. Extremely cold temperatures separate this desolate part of the planet from the others. 
Little life can be found here, though there are exceptions. Landmarks: A volcano, connected and 
probably related to another canyon, represents the only solace from the cold in this territory, and thus 
is home to some of the few species that dare live here. Apart from that, the only other real landmark 
to be found is a massive, frozen inland lake. The ice is several meters thick. The water beneath hasn’t 
been exposed to weather for millennia.  

 Forest. This is actually a jungle, located at the North Pole. Landmarks: The main feature in the jungle is 
the Xenos ruins. Apart from that, a volcano can be seen above the canopy from a considerable portion 
of the jungle, and a canyon sometimes hinders travelers trying to reach the ruins. The final, important 
landmark is the eternal storm raging over the ruins themselves, hindering any attempt at landing 
directly on them. Any explorers who want to reach the ruins will have to land some distance away and 
get there by foot or by land vehicle. 

 Mountain range. These foothills separate the jungle from the rest of the continent it’s on, but they 
also go on for some distance, eventually ending on the next continent connected to this one. The 
temperatures here are not unlike the ones in the wasteland, making any trek to the jungle (or away 
from it) dangerous and unpleasant. Landmarks: Only two real mountains can be found in this territory, 
the rest being mere foothills in comparison. Another canyon rifts through the area, but is hardly 
noticeable here. A glacier hangs like a breaking wave between the two mountains, threatening to 
collapse and crush the land beneath it at any moment, but never actually doing so. Another semi-
permanent cave network belonging to the Bullwarks can also be found here. 

Base Mineral Resources: Plentiful (189) ornamentals, plentiful (121) industrial metals 
Additional Resources: Sustainable (42) Xenos ruins of an undiscovered species, sustainable (59) juvenat 
compounds (see Void-Diver species) 
Native Species: Freezing Death Cloud (only on plains), Fuzzball (only in first mountain range), Void-Diver, 
Dystopicus, Windwyrm, Bullwark, various others 
Description: Utopia 3-1 is the closest this star system gets to a paradise world. While its air is thin on oxygen 
and quite cold, there are no impurities to be found in the atmosphere, and there is an impressive ecosystem 
filled with everything from peaceful herbivores to swarms of predators that can kill even the most heavily 
armored Astartes. There are technically five continents, but they are attached to each other by relatively small 
patches of land for such a large planet, making two groups of two and three continents respectively. Even so, 
these two groups of continents can be walked between because of the semi-permanent ice covering parts of 
the planet’s large oceans. Interestingly, one of the continents is almost completely dominated by a jungle, 
which is highly unusual, not least because this continent occupies the northern pole. Yet despite its location, 
the jungle is by far the warmest location on the planet, feeling decidedly out of place next to the icy plains, 
snow-covered mountains and desolate tundra elsewhere. The wasteland near the equator, and the series of 
smaller mountains covering the southern pole, are particularly cold. Only the hardiest of the planet’s native 
species can survive in these places. It says a lot when this includes the majority of them.  
The Xenos ruins found in the middle of the jungle are unlike any other ruins found in the Expanse. They are 
entirely impossible to map, and any attempts at measuring them inevitably fail due to impossible angles and 



physics-defying buildings. Much of the ruins are covered in runes and ancient drawings that cause eyes to 
water and stomachs to churn. The taint of Chaos is strong here, and the wise Rogue Trader would do well to be 
careful with what he decides to take with him.  
The planet’s plentiful mountains contain large amounts of valuable gemstones and industrial metals, just 
waiting to be extracted by those willing to brave the planet’s climate.  
Encounter Site: Jungles. The jungles on this planet are unusually dangerous. Use Table 2-16: Jungle Dangers on 
page 69 in Stars of Inequity whenever the Explorers decide to investigate them. The rewards for reaching the 
Xenos ruins in the middle of the jungle are well worth the trouble however. The following Xenotech items can 
be found there:  

ITEM 1 

Item: Multicompass 
Origin: Xenos 
Construction: Peerless Elegance  
Craftsmanship: Common 
Quirk: Trusty  

ITEM 2 

Item: Void Shield 
Origin: Xenos 
Construction: Remnant of the Endless  
Craftsmanship: Good 
Quirk: Lucky  

ITEM 3  

Item: Heavy Rifle 
Origin: Xenos 
Construction: Death-Dream’s Fragment 
Craftsmanship: Common 
Quirk: Dogged 

ITEM 4 

Item: Flamer 
Origin: Xenos 
Construction: Innovative Design 
Craftsmanship: Poor 
Quirk: Cruel  

ITEM 5 

Item: Charged Gauntlet 
Origin: Xenos 
Construction: Remnant of the Endless 
Craftsmanship: Common 
Quirk: Cruel  

ITEM 6 

Item: Jump Pack 
Origin: Xenos 
Construction: Ramshackle 
Craftsmanship: Good 
Quirk: Patient 



UTOPIA 3-2 

Type: Lesser moon 
Base Mineral Resources: None 
Description: This is a grey, featureless rock with nothing of interest on it.  

UTOPIA 4 

Type: Planet 
Body: Low-mass 
Gravity: Low 
Orbital Features: None 
Atmospheric Presence: Moderate 
Atmospheric Composition: Tainted 
Climate: Temperate 
Habitability: Limited Ecosystem 
Landmasses: One 
Territories:  

 Mountain range. Home of the Lightning Hive creature. This territory mostly consists of foothills, as 
Utopia 4’s terrain has eroded to the point where only a few mountains remain. Yet the few that do, 
tower above the rest of the planet’s features. Landmarks: A single mountain rears above the foothills, 
visible from some distance. Were it not for the small size of the planet, it might be visible a lot further 
away. Another notable feature in this area is a reasonably new volcano, a sign that the planet’s 
erosion might not be permanent and that change may be coming.   

 Plains. Home of the Stingworm. The vast majority of Utopia 4 that isn’t ocean, is covered in plains. 
These are no ordinary plains however, as the ground has cracked open almost everywhere, constantly 
moving. The fissures open and close at seemingly random intervals, giving the impression that the 
terrain is chewing. Anyone traveling across this terrain on foot or by land vehicle must be very 
cautious indeed, or be swallowed by the landscape, never to be seen again. Landmarks: Somewhere 
on these plains is a huge rocky formation that could most accurately be described as a reef, except it is 
in no way aquatic. Instead, its surface is littered with small pockets and tunnels that serve as the home 
of a large amount of insects, as well as the Stingworm. The density of creatures means the planet’s 
hive mind is strong here. Destroying this landmark could very well weaken the hive mind overall.  

 Forest. This jungle runs along the entirety of the equatorial region of Utopia 4, except where there is 
ocean, giving travelers respite from the dangerous plains. The temperatures are considerably higher 
on average here, and if an explorer isn’t careful, he could be killed by something as mundane as a heat 
stroke. No Rogue Trader would stoop so low. Landmarks: The two final mountains of the planet’s total 
of three can be found here, at almost opposite sides of the globe. They are not tall by most standards, 
but in an otherwise flat landscape they still stand out. Finally, a large canyon is located in this jungle, 
as if the planet was cut by a colossal knife. Anyone standing nearby (or flying overhead) can clearly 
feel a strong draft, sometimes pulling air into the canyon, and sometimes pushing it back out. 
Superstitious minds might say that the planet is breathing. Maybe they’re right.  

Base Mineral Resources: Limited (39) ornamentals 
Additional Resources: Sustainable (59) Archeotech cache 
Native Species: Putrid Rose, Stingworm (plains only), Lightning Hive (mountains only), plus a few other minor 
species 
Description: Utopia 4 is the second and least of the two life-bearing planets in the Utopia system, but where 
Utopia 3-1 has a thriving and healthy ecosystem, Utopia 4 is limited and more than a little disturbing. Every 
creature that lives here is tiny or primitive at best. Only the Lightning Hive appears otherwise, at least until you 
get close. Even worse, the local xenoforms sometimes appear to behave in a very coordinated way if the planet 
is threatened by outsiders. This not only goes for the creatures, but even for the microorganisms. Disease runs 
rampant with colonists, and sometimes they die from symptoms like strangling or brain damage, except there’s 
no physical trauma.  
The buried and scattered remains of an ancient starship can be found here, nature having ripped it apart over 
the millennia since it landed. This could potentially be the biggest treasure this planet has to offer. Regardless, 
the wise explorer would take one long look at this planet and turn around, never looking back.  
Encounter Site: Xenoform Biome. There is more to this planet than meets the eye. Explorers landing on this 
planet, or God-Emperor forbid, actually colonizing it, will have to deal with unusual forces indeed. The planet 



itself fights back against intruders. Sentient or not, it will have to be dealt with somehow. Use Table 2-13: 
Xenoform Biome Dangers on page 66 in Stars of Inequity to generate dangers. The only way to be completely 
rid of this danger is to use virus bombs or similarly potent weaponry across the entire surface. This will keep 
the planet dormant for a few years, but its life and its power always returns.  

ASTEROID BELT 

Type: Asteroid belt 
Base Mineral Resources: Sustainable (57) exotic materials, major (94) industrial metals, minimal (2) 
radioactives 

 

OUTER REACHES 

UTOPIA 5 

Type: Gas giant 
Body: Gas giant 
Gravity: Strong 
Orbital Features: 2 x Lesser moon, planetary rings (dust), moon, planetary rings (debris) 
Description: The sole gas giant in the Utopia system, this enormous ball of gas reflects the system as a whole. 
Its green glow gives it a “fuzzy”, almost grass-like look, as if a ship’s crew could land there and step onto fertile 
plains. In truth, there is nothing of importance about Utopia 5, except perhaps its moons.  
Utopia 5 has two rings. The innermost consists of nothing but harmless dust, but the outermost contains an 
alarming amount of debris from some ancient collision between planetary bodies, making it dangerous for any 
ship to approach the gas giant or any of its moons.  

UTOPIA 5-1 

Type: Lesser moon 
Base Mineral Resources: Sustainable (41) ornamentals 
Description: Utopia 5-1 may be classified as a moon, but in truth it is barely more than a large asteroid. It has 
no atmosphere, but its highly compressed and superheated surface can be worked into fine jewelry if so 
desired.  

UTOPIA 5-2 

Type: Moon 
Body: Small 
Gravity: Low 
Orbital Features: None 
Atmospheric Presence: Moderate 
Atmospheric Composition: Corrosive 
Climate: Ice world 
Habitability: Inhospitable 
Landmasses: One 
Territories: None 
Base Mineral Resources: None 
Additional Resources: None 
Description: Utopia 5-2 is the sorriest excuse for a planet that this system has to offer. Its atmosphere can eat 
through metal and flesh, and the cold temperatures are punishing to the extreme. Add to that its total lack of 
anything economically exploitable, and there’s no need for any captain to look twice at this icy moon.   

UTOPIA 5-3 

Type: Lesser moon 
Base Mineral Resources: Limited (36) radioactives 



Description: This small, grey moon is covered in layers of very fine, radioactive sand. The proper equipment 
might be able to compress and concentrate the radioactivity into something that could be useful, but the size 
of the moon means such an enterprise would be short-lived.  

UTOPIA 6 

Type: Planet 
Body: Large 
Gravity: High 
Orbital Features: Lesser moon 
Atmospheric Presence: Moderate 
Atmospheric Composition: Pure 
Climate: Ice world 
Habitability: Inhospitable 
Landmasses: One 
Territories: None 
Base Mineral Resources: Major (86) industrial metals 
Additional Resources: None 
Description: One of the larger planets in the system, Utopia 6 has a perfectly breathable atmosphere, plenty of 
water, and a considerable amount of industrial metals just beneath the surface. The problem is the distance 
from the sun, which means that the water is in the form of ice. The temperatures are so low that no life could 
possibly survive here, limiting the usefulness of the planet for explorers. 
Utopia 6 appears as a pure white globe with a clear, blue atmosphere from orbit.  

UTOPIA 6-1 

Type: Lesser moon 
Base Mineral Resources: None 
Description: Utopia 6-1 isn’t technically a planet, but a gigantic chunk of uneven and polluted ice. The ice is 
unsuitable for human consumption, which means the small moon has nothing to offer.  
 

XENOS 

FREEZING DEATH CLOUD 

The Freezing Death Cloud isn’t actually one creature, but a massive swarm of insects especially adapted to 

living in a cold environment. Contrary to their cold nature, their stingers actually produce a large amount of 

heat upon attacking, allowing them to “melt” their way through frozen hides or even armor. Once the victim is 

dead from the enormous amounts of stings it is sure to suffer, the cloud lands and feeds upon its blood before 

retreating to its lair to lay eggs. An imminent attack from the cloud can often be spotted by the suddenly 

lowered temperature and local, snowy weather. These conditions follow the cloud around and are formed by 

the cloud itself, both shielding it from attack and confusing the victim. From a distance the cloud looks like a 

small snow storm. Wise Rogue Traders will keep it at a distance, for few things are able to survive an attack by 

this vicious swarm.   

The Freezing Death Cloud can only be found on the plains of Utopia 3-1. For unknown reasons it never leaves 

the plains. 

Freezing Death Cloud 

WS BS S T Ag Int Per WP Fel 
                  

40  - 25 35 15 05 40 10 - 
Movement: 4/8/12/24 



Wounds: 70 
Armour: None 
Total TB: 1 
Skills: Awareness (Per) 
Talents: Resistance (Cold) 
Traits: Bestial, Fear 1, Improved Natural Weapons, Overwhelming, Size (Swarm, Massive), Swarm Creature, 
Deterrent, Deadly, Thermal Adaption (Cold) 
Weapons: Abundance of tiny Stingers (1d10 R; Pen 5; Tearing) 

FUZZBALL 

This small, badger-like creature is covered with thick fur and is very fat. Its meat is plentiful and tasty, making it 

a delicacy that the right clients would pay a lot of money to obtain. The only issue is that while it appears slow 

and ponderous under normal circumstances, it becomes unnaturally quick on its feet once agitated, darting 

back and forth at great speed (for its size) in an attempt to escape its hunters.  

The Fuzzball is native to one particular mountain range on Utopia 3-1, where it lives in naturally occurring 

caves. It’s not a burrower and is unable to dig tunnels or caves of its own, which means it is completely reliant 

on staying in that particular region. It tends to forage at night, and stays inside its caves (the smaller the better 

in order to keep out predators) at day.  

Fuzzball 

WS BS S T Ag Int Per WP Fel 
                  

24  - 20 30 35 16 30 40 - 
Movement: 3/6/9/18 
Wounds: 4 
Armour: None 
Total TB: 3 
Skills: Awareness (Per) 
Talents: Resistance (Cold) 
Traits: Bestial, Natural Weapons, Quadruped, Sturdy, Size (Puny), Swift (x2), Thermal Adaption (Cold), 
Unnatural Speed (x2), Valuable 
Weapons: Paws (1d10+2 I; Pen 0; Primitive) 

VOID-DIVER 

The Void-Diver is so named because of its ability to fly at incredible heights. It’s nearly capable of reaching the 

void itself, and can stay there for extended periods of time due to its considerable resistance towards cold and 

its lack of a need to breathe. From these heights the Void-Diver looks for prey before diving, grabbing it with its 

four taloned claws, and bringing it to its nest to eat.  

The blood of the Void-Diver is a powerful juvenat, and is the source of the juvenat compounds on Utopia 3-1. 

Any colonies wishing to gather these compounds must be capable of hunting down the Void-Divers, a feat that 

typically requires airborne vehicles capable of climbing to great altitudes.  

Void-Diver 

WS BS S T Ag Int Per WP Fel 
                  

46  - 30 35 45 16 44 30 - 
Movement: 8/16/24/32 
Wounds: 9 



Armour: None 
Total TB: 3 
Skills: Awareness (Per) 
Talents: Resistance (Cold) 
Traits: Bestial, Flyer (8), Improved Natural Weapons, Quadruped, Sustained Life, Deadly, Thermal Adaption 
(Cold), Valuable 
Weapons: Talons (1d10+3 R; Pen 0) 

DYSTOPICUS 

The Dystopicus is a stunningly beautiful tree, its many limbs covered with multicolored, shimmering leaves that 

almost seem like they’re forming some kind of profound message to humanity when the wind blows across 

them. Beauty can be deceiving, however. The Dystopicus will tear itself out of the ground when it detects living 

creatures nearby, and will hunt them down relentlessly until they move too far away from where it has its 

roots. When it encounters prey, it will lash out with its tendrils, pulverizing bone and smashing skulls before 

dragging the remains towards itself, slowly absorbing them through its tentacle-like roots.  

The Dystopicus is typically found in the jungles of Utopia 3-1, but it will sometimes move into the plains, 

wasteland and even the mountains when looking for food. It will always return to the jungles within a season 

however, staying there for a while before journeying anew.  

Certain clients in the Calixis Sector would be willing to pay great sums for examples of this species for them to 

put in their gardens. This would be very naïve of them, for obvious reasons, but what Rogue Trader would want 

to stop a rich noble from parting with his money? 

Psyniscience may reveal a faint trace of Chaos on this tree, perhaps indicating that the current state of this 

species was caused by mutation sometime in the past. This may or may not be related to the Xenos ruins in the 

middle of the jungle.  

Dystopicus 

WS BS S T Ag Int Per WP Fel 
                  

 50 - 50 60 20 - 35 - - 
Movement: 4/8/12/24 
Wounds: 20 
Armour: Bark (Body 2) 
Total TB: 6 
Skills: None 
Talents: Sturdy 
Traits: From Beyond, Natural Weapons, Size (Enormous), Strange Physiology, Uprooted Movement (x2), 
Resilient, Valuable 
Weapons: Tendrils (1d10+6 I; Pen 0; Primitive) 

WINDWYRM 

This long, thin and flexible creature flies through the air like a snake crawls across the ground. Its only means of 

staying aloft is a series of tiny wings along its body. To anyone with the slightest interest in aerodynamics and 

physics, it’s obvious that it would be impossible for such a creature to fly. In truth, the wings are only there to 

steer. The creature’s ability to fly comes from its strong, but limited psychic powers. If anyone were to nullify 

these powers, the Windwyrm would crash to the ground and become nearly helpless.  



The Windwyrm can be found across the entirety of Utopia 3-1, though they aren’t exactly common. They never 

land, not even while sleeping, so they are reasonably easy to find for anyone looking for them. In addition, the 

creatures are naturally attracted to the Xenos ruins on the planet, which means there are greater 

concentrations of them there.  

Windwyrms are herbivores and feed on plants and trees. Their natural enemy is the Void-Diver, against which 

they have no true defense.  

Windwyrm 

WS BS S T Ag Int Per WP Fel 
                  

 45 - 40 35 35 16 48 35 10 
Movement: 0.5/1/2/3 
Wounds: 10 
Armour: None 
Total TB: 3 
Skills: Awareness (Per), Dodge (Ag) 
Talents: Step Aside 
Traits: Bestial, Flyer (6), Natural Weapons, Wyrdwing, Earth-Scorning 
Weapons: Barbed tail (1d10+4 R; Pen 0; Primitive) 

BULLWARK 

One of Utopia 3-1’s most impressive sights is that of a herd of enormous Bullwarks moving across the plains, 

mountains, jungles or wastelands of the planet, the ground shaking as if in the middle of an earthquake. They 

are horned, shaggy, with thick, black leathery skin and brown-red fur, giving them an appearance that is not so 

different from a trunk-less mammoth. Its feet are equipped with incredibly sharp claws, though it almost never 

uses them for defense, instead preferring to use them to dig through the ground.  

Bullwarks stay above ground when they trek as a herd across distances and when feeding. Whenever they 

intend to remain stationary, they’ll dig down and stay below ground until such time as they decide to move on. 

They are herbivores, and as such have no need to hunt.  

There is little intrinsic value to be gained from the Bullwark, but it can serve as a suitable source of food for a 

colony, as long as that colony brings large enough weapons, for the Bullwark is tough as a tank. 

Bullwark 

WS BS S T Ag Int Per WP Fel 
                  

 24 - 50 65 15 16 30 40 - 
Movement: 6/12/18/36 
Wounds: 24 
Armour: Natural Armor (All 4) 
Total TB: 6 
Skills: Awareness (Per) 
Talents: None 
Traits: Bestial, Natural Weapons, Quadruped, Sturdy, Size (Enormous), Resilient, Armoured, Tunneller, 
Burrower (5) 
Weapons: Horns (1d10+5 I; Pen 0; Primitive) 
 
 



PUTRID ROSE 

The Putrid Rose is both beautiful and valuable, a dangerous combination with Rogue Traders in the vicinity. Its 

blood-red color is deeper and more striking than most other plants, making it a popular choice for nobility 

looking to freshen up their gardens. With the right chemicals, even the plant’s stench can be neutralized.  

The stench is the closest thing this plant has to a weapon. It produces a pleasant, almost intoxicating, smell 

when no prey is near, attracting other creatures with a combination of the smell and its beautiful visage. Once 

the prey triggers the plant’s sensors (footsteps within two meters of the flower itself should do), it unleashes 

the full extent of its toxic stench. This toxin is incredibly dangerous and penetrating. Even a rebreather doesn’t 

help against it. The stench is so bad that the air bends around it, making it hard to aim accurately when 

attacking it. The best bet when caught in the Putrid Rose’s stench cloud is to run away as quickly as possible. 

The cloud dissipates at a range of roughly 15 meters. The flower’s roots extend across the same area, and once 

its prey is killed and its flesh softened by the toxin, the roots start to absorb blood, meat and bone until nothing 

remains.  

Putrid Rose 

WS BS S T Ag Int Per WP Fel 
                  

 - - - 35 - - - - - 
Movement: N/A 
Wounds: 8 
Armour: None 
Total TB: 3 
Skills: None 
Talents: Sturdy 
Traits: From Beyond, Natural Weapons, Size (Scrawny), Strange Physiology, Foul Aura (Toxic x2), Deterrent, 
Valuable 
Weapons: None 

STINGWORM 

The Stingworm is a miniscule bird, its head sitting on an extended, boneless neck, giving it the appearance of a 

worm in some respects. Quite contrary to its small size, it’s actually a predator in its environment, attacking 

creatures many times its own size if it has to. When attacking, it lashes out with its beak, getting past 

obstructions and defenses by allowing its neck to wrap around them. This makes the Stingworm a semi-

dangerous but certainly very annoying animal to have to deal with, particularly when it appears in flocks. Even 

so, an explorer in a full suit of armor shouldn’t have much trouble dealing with a menace like this. 

The Stingworm can be incredibly fast. Combined with its size, it’s often very hard to even know it’s there before 

it attacks. This makes it important to pay attention to one’s environment when in its hunting grounds. Even 

staying on the ocean is no guarantee that you’ll be able to escape this bird, as it is equally as comfortable 

resting on, or even below (for a few minutes at a time), the water.  

Stingworm 

WS BS S T Ag Int Per WP Fel 
                  

36 - 5 5 55 16 44 30 - 
Movement: 2/4/6/12 
Wounds: 3 
Armour: None 



Total TB: 0 
Skills: Awareness (Per), Dodge +10 
Talents: None 
Traits: Bestial, Flyer (10), Natural Weapons, Size (Miniscule), Flexible, Swift, Amphibious 
Weapons: Beak (1d10 R; Pen 0; Flexible, Primitive) 

LIGHTNING HIVE 

If there is one single species that should be considered the most disturbing in the Utopia system, it would be 

the Lightning Hive, though that singular name can be misleading. At a distance, the Lightning Hive’s appearance 

is that of a quadruped, cow-like thing with the occasional spark of lightning flashing across its body. Come 

closer, and you’ll see that it’s actually not one being, but thousands upon thousands of tiny, winged, electrically 

charged insects combined into a mockery of normalcy. They use electromagnetism to stay together, and a 

somewhat limited hive mind to coordinate their movements, giving them the impression of being one creature 

instead of thousands. Being a collection of creatures with wings, the Lightning Hive is extremely fast for its size, 

able to both jump and run at an impressive speed.  

The Lightning Hive is omnivorous, but prefers not to hunt. If threatened, it will attempt to flee, but it will fight if 

cornered. Once angered it will attack with its “hooves”. Surprisingly for a creature made up of tiny insects, the 

impact of their hooves is just as you would expect from a Terran cow, a crushing force capable of inflicting 

serious damage to the unarmored, yet those expecting to be shocked by the lightning that constantly arcs 

across the creature will be disappointed. That is, until they try to attack back. When the Lightning Hive takes 

damage, the hive mind reacts violently by releasing a massive electrical charge.  

The Lightning Hive is yet another curious example of the bizarre nature of Utopia 4, a planet containing only 

limited, small, but weird, xenobiological entities. The presence of a weak hive mind could be taken as a warning 

about the planet as a whole, but by the time anyone realizes the connection, it’s typically too late.  

Lightning Hive 

WS BS S T Ag Int Per WP Fel 
                  

24 - 50 55 25 6 30 50 - 
Movement: 6/12/18/36 
Wounds: 14 
Armour: None 
Total TB: 5 
Skills: Awareness (Per) 
Talents: None 
Traits: Bestial, Natural Weapons, Quadruped (x2), Sturdy, Lethal Defenses (Shocking), Gestalt, Mighty 
Weapons: Hooves (1d10+5 I; Pen 0; Primitive) 

 


