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A moment of lAxity spAwns A lifetime of Heresy.

S
eeds of Heresy is a Dark Heresy adventure in which 
the players are sent on the orders of their Inquisitor to a 
seemingly forgotten agri-world, one that has been without 

Imperial contact for many years. A recently uncovered Astropathic 
message caused the planet to be rediscovered, and also expressed 
concerns of foul heresies within. Corruption has indeed taken root 
there and the players discover rival factions seeking greater power, 
possibly with the aid of the Ruinous Powers. On a world that has 
been without the Emperor’s Light for so long, can the players 
unravel the truth and prevent a world from falling to Chaos? 

tHe Gm’s Brief

“Let the Emperor’s Blessing fall upon this world, and in turn let our 
bounty return to His Peoples a thousand-fold.”

–Albertine Kathrinkas, upon the founding of Novabella

A
rchbishop Zedikiah, one of the most important 
Ecclesiarchy figures within the Askellon Sector, passed 
away several months ago. After many months spent in 

prayer, the regional Adeptus Ministorum superiors allowed his 
designated successor to take office, and his servants began the 
onerous process of clearing the former Archbishop’s quarters and 
offices. Within his voluminous chambers at the Great Cathedral, 
amidst the masses of parchment, scrolls, and tomes they discovered 
an alarming note. One of the servants, operating as a secret 
informer to the Acolyte’s Inquisitor, quickly passed word of its 
contents to his master.

The note was a formal request for an investigation on the 
agri-world of Novabella, a planet dominated by the Adeptus 
Ministorum. Harvester-Prelate Felissimo, head of the Ecclesiarchy 
on the remote colony world, originally penned it just over 
twenty-five years previously. A routine inquiry with the Adeptus 
Administratum revealed that it has been more than twenty years 
since there has been any contact with Novabella. There are no 
records of any Imperial vessels visiting the world in the past 
twenty-five years, including vessels sent to gather tithes. None 
understand how the world was so utterly forgotten or why the 
missive was ignored. 

The scenario begins with the Acolytes aboard the Imperial 
Navy Destroyer His Enduring Light, which has been diverted to 
provide them transport to Novabella. After they decide how to 
approach the investigation, they can descend to the planet. The 
characters discover that the governing Kathrinkas family, the 
Agriharvest Sodality, and the local branch of the Ecclesiarchy are 
the most powerful organisations on the devout agri-world. One 
of these groups is certainly behind whatever heresy frightened 
Harvester-Prelate Felissimo. 

The Player Characters must deduce the nature of the heresy 
and eliminate the responsible party. In the process, they are 
certain to acquire allies that could be a critical resource in their 
efforts. Alternatively, with a misstep, they could easily ally with the 
wrong faction, dooming themselves and the planet to failure and 
corruption at the hands of heretics.

novABellA GAzetteer

“Even a short period of isolation is enough for heresy to breed. The call 
for vigilance is unending.”

–Reputed words of Ezzarth Felissimo

A 
relatively unsophisticated agri-world, Novabella is an 
isolated but loyal provider for a significant portion of the 
Thule Sub-Sector’s foodstuffs. Located just rimward of 

the ancient Tributary World of Aventine, Novabella’s wide oceans 
and endless plains have proven receptive to crops and domesticated 
animals. Were it not for a near complete lack of materials required 
for manufacturing, the planet might even be self-sustaining. That 
limitation has led to a world that depends entirely upon imported 
goods for all of its tools and technology. 

The settlement of the planet began more than four centuries 
ago, and has become an Adeptus Ministorum bastion devoted to 
tending crops and faith alike. From the start, it had been designated 
to support the Imperial war machine through food, not men, 
given the relatively low population. The vast majority of its people 
live in small, isolated communities, where they can work the fields 
and seas. Population growth has been steady, but never explosive. 
Even as their farms and fisheries yield bountiful harvests, the bulk 
of those goods have been sent off-world. Foodstuffs that could 
have been used to nurture the world’s inhabitants have instead 
been devoted to feeding the insatiable Imperial demands.

Due to its small size and relative youth, the Adeptus Arbites 
have not yet established a presence on the colony. Similarly, the 
Adeptus Mechanicus only maintain a single Tech-Priest to minister 
to the agri-world’s technology. Requests for supplies or equipment 
spend decades in review under the Thule Administratum before 
they are sent or, more commonly, denied.

runninG  
seeds of Heresy 

Seeds of Heresy is an open-ended adventure, with a 
variety of paths a Game Master can take in creating the 
storyline for what is really happening on Novabella. It can 
run as a multi-session campaign over many nights, with the 
Acolytes carefully examining each of the factions, or could 
be a short, single-session game where they tackle their foes 
in a more direct fashion. As such, it offers the GM a variety 
of options for how to run it, and a wide range of difficulty 
levels and play styles. Novice GMs looking for a more linear 
adventure, especially for new players, may want to use the 
Plot Suggestions on page 18. 

Game Masters are also encouraged to try out this 
adventure using different NPCs picked from Chapter XII of 
the Dark Heresy Core Rulebook. They could introduce a 
Rogue Trader, alien invaders, or even a daemonic incursion 

to additionally bedevil the warband. Including combat 
servitors or other powerful henchmen can also 

strengthen the existing factions and add 
additional tensions. 
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Most of the population is scarcely able to live at a subsistence 
level. Their individual poverty is a sharp contrast with the ample 
harvests that they struggle to reap as each season comes to a 
close. With the limited machinery available, the agricultural work 
depends on the citizens committing to exhausting manual labour. 
As the population is disproportionately small relative to the size 
of the harvests, every moment of daylight must be spend tending 
to the crops. An influx of agricultural machines or new colonists 
could make the task far more manageable for the populace. Of 
course, if that were to take place, the Imperium would certainly 
increase the world’s tithe with each harvest.

For the last eleven generations, crops have been seeded based 
on divine inspiration from the Harvest-Father, the name by which 
the Emperor is known in the local variant of the Imperial Creed. 
Each season, seeds of each type are cast into the air. Ancient 
gerministers then study the patterns as the hundreds of seeds fall 
onto the blessed rock that the world’s founder first stepped upon. 
The more auspicious the patterns, the more of that crop that is 
planted that season across the planet. No concessions are made to 
lesser concerns such as demand, terrain, or local climate. 

The direct influence of the Imperial Creed plays a major 
role in the difficulties that the population faces. The Agriharvest 
Sodality determines which crops are grown annually in each field 
based upon directives from Novabella’s Ecclesiarchy, known as 
the Faithful of the Harvest-Father or simply the Harvest-Faithful. 
These decisions are made based upon scripture, astrological signs, 
and unusual environmental effects. 

Each field must be sculpted into a pattern of religious 
significance, and crops are often interwoven within a field 
so that the contrasting colours at harvest time form scripture 
passages. Generations of fieldsmen follow in their familial tasks of 
maintaining the shape of each field, often burning entire areas of 
crops to ensure the holy patterns remain constant. 

 Oar and sail drive many of Novabella’s fleets. Aquatic life is 
captured in huge nets kilometres across, which are trawled behind 
dozens of small vessels. Crews of labourers haul the nets onto 
immense wooden barges. There, menials who live out their lives 
on the waters crush the sea life by hand into fish-paste. Transports 
carry endless supplies of kilolitre drums filled with this paste to 
tithe storage every year. Most is combined with the grain harvests 
to make a common pattern of ration bars found across the sector. 
What little excess that is allowed to accrue is redistributed to the 
world’s citizens, forming a staple of their diets.

 The city of Recompense was the first location settled when 
the world was colonised. Because of the planet’s lack of indigenous 
threats, most of the colonists swiftly expanded outward, establishing 
communities where land was freely available. Those that remained 
established a city devoted to overseeing the planet’s domestic 
government, in addition to handling the collection and delivery 
of Imperial tithes. Hardly a large community by the standards of 
other worlds, it remains Novabella’s largest population centre. Most 
of its inhabitants are directly involved in government, religion, 
food distribution, or serve as part of the planet’s security forces.

Since the time of arrival, the Kathrinkas family has 
maintained planetary rule. Initially, this was by right of the fact 
that they were the leaders of the colonisation effort. In time, the 
regional Administratum offices confirmed the lineage as Planetary 
Governors. Over the centuries, the heirs have been a mixed lot. 
Some were more devoted to the Ecclesiarchy or their own personal 
gain, but only one earned the Imperial notice. When Marduk 
Kathrinkas failed to promptly deliver the tithes roughly 200 years 
ago, the Thule Sub-Sector Administratum directed a purge that 
eliminated him along with seventeen percent of the population. 
Since that time, all tithes have been successfully collected. 

With the increasing isolation, the planet’s donations to the 
Imperial tithes has continued to expand. The designated storage 
areas have overflowed, and new structures are under constant 
construction and guard. Building materials, manpower, and land 
that might go towards the planet’s well-being are instead devoted 
to storing the rotting paste and gruel, awaiting vessels that are 
decades overdue.

The Kathrinkas family has relied upon Novabella’s security 
forces, the Strictionists, to keep the population controlled. 
These serve as the domestic overseers, and it is their primary 
responsibility to make certain that proportionate tithes are obtained 
from all agricultural efforts. Their secondary role is to see to the 
prosecution of any crimes—especially those that might interfere 
with productivity. In addition, the Novabella Sworn Protectors 
exist as the planet’s defence force against any external threats or 
major disturbances. While this military unit attempts to maintain 
a high level of preparedness and a tradition of competency within 
the officer cadres, their resources and training are limited. Within 
the past century, the Sworn Protectors have only ever been 
called to duty to quell dissidence and assist with recovery from 
environmental disasters. It is doubtful that they could defend 
against a serious external attack, should one occur. 

Home world: 
novABellA 

Players can adopt Novabella as their home world when 
creating a new Acolyte, especially as a replacement character 
while adventuring in that location. Characters from Novabella 
follow the agri-world rules (see page 24 of the Dark Heresy 
supplement enemies WitHin) but with the following new 
Home World Bonus instead of the usual one: 

Home world Bonus

Strength from the Harvest-Father: A native of Novabella 
counts his Strength bonus as 2 higher when using a 

Low-Tech weapon, and when throwing a 
grenade or similar weapon.
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tHe KAtHrinKAs

Since the planet’s initial colonisation, Novabella has known only 
a single, unbroken line of rulers. The Kathrinkas have maintained 
strict oversight over all of the planet’s assets, consistently keeping 
the population stable and providing the required Imperial 
tithes. Up until the isolation began twenty years ago, the world 
consistently returned the appropriate tithes. Though their merciless 
tactics have hardly endeared them to the world’s citizens, their 
continued success has ensured a modicum of support from the 
Thule Sub-Sector Administratum officials. 

The title of ruling Planetary Governor, also known locally 
as the Bountiful Lord, has been passed down to the family’s 
oldest child from a parent—or to next eldest surviving sibling—
without military action nineteen times. This level of stability has 
led to a remarkable degree of consistent ruling philosophies within 
Novabella’s highest-ranking noble family. In part, this is because 
the family’s lesser heirs have always been offered supporting roles 
within the planet’s government. Over the centuries, increasingly 
distant relatives have assumed stewardship of many of the world’s 
small agricultural communities. Loyalty to the family has been a 
powerful motivation to keep these towns productive and working 
in accordance with expectations.

With the family’s continued expansion, outside entrance to 
the community of nobles has become increasingly rare. In the 
majority of instances, any time a village grows large enough that 
a leader must be appointed, a younger member of the family is 
available for assignment. This custom reinforced by the Kathrinkas’ 
strict tradition of only intermingling their bloodline with that of 
other noble families. Though it was seldom the case at the time 
of Novabella’s founding, for the past two centuries all of the 
governors—and many of the lesser nobles—have included partners 
who were at least distantly related to the Kathrinkas.

Governor everfAst KAtHrinKAs

As the current planetary leader, Everfast Kathrinkas is responsible 
for his citizens, the stability of his planet, and—most importantly—
the delivery of his Imperial tithes. The Governor is in his late 
fifties, having assumed the title twenty-three years previously, and 
commonly wears thick robes of animal hides woven with carefully 
treated bundles of tree bark. According to legend, the ornate 
metallic medallion on his chest was crafted from the melted-down 
remains of the landing pad that first touched the planet ages ago. 
He maintains a public front as a gruff but patient, paternal overlord 
of the planet. The world’s citizens believe his primary drive is to 
deliver the Imperial tithe on time, regardless of the local costs. 

The Governor knows that the planet’s only Astropath passed 
away roughly twenty years ago, and the world has waited patiently 
for a replacement ever since. He finds it odd that the Imperium 
has failed to send a vessel to collect the tithes—or a replacement 
Astropath—since then. As a world without the capability for 
interstellar travel, the lack of communications has left him unable 
to make any requests for Imperial assistance. He knows nothing 
else but to continue to collect the tithes and to expand the storage 
facilities, so that earlier tithes remain ready to turn over to Imperial 
authorities. No one ever thought the Imperium would ever stop 
coming, and none dare be unready for when they return. 

See page 21 for the Governor’s profile. 

lAdy CelliA KAtHrinKAs

Cellia is the Governor’s third cousin, as well as his spouse. She is 
a strongly driven woman, who believes that her husband is poorly 
suited to ruling the planet. Consequently, she serves as his primary 
counsellor in all matters, and wears similar clothing to reinforce 
her joint power. Her greatest limitation is a tendency to disregard 
the advice of anyone who disagrees with her. She believes strongly 
in her convictions and feelings, and any evidence that counters 
those is most commonly ignored.

Cellia, known formally as the Lady Bountiful, shares her 
husband’s strong faith in the Harvest-Father, but she feels that he 
places too much importance on the continued collection of the 
tithes. After twenty years without contact, she has become convinced 
it is more important for the planet to become self-sufficient, for 
it has become clear that the Imperium has abandoned the world. 
She would prefer that the population be focused in other directions 
and that the stockpiles of food be used locally. Her hope is that this 
could trigger significant population growth, allowing the planet to 
grow and become a power in its own right. Without support from 
the Adeptus Mechanicus, however, the world’s ability to become 
more technologically developed is sharply limited.

viCeroy mArtein KAtHrinKAs

As the Governor’s younger brother, and heir for the first few years 
of his rule, Martein assumed the title of Novabella’s Viceroy of 
the Harvest. He harbours some resentment towards his brother, 
but the Viceroy is a far more pragmatic man and as such wears 
clothing that resembles his brother’s, but is less ostentatious. He 
recognises that he holds tremendous authority through his title and 
is careful to apply his power discretely. Martin knows that he can 
continue in this role only as long as his brother continues to trust 
in his expertise and professionalism. Because of this, the Viceroy 
tries to keep any issues that might distress the Governor carefully 
secret from him, and only allows information that reinforces his 
own good deeds to pass upwards. 

On Novabella, the Viceroy is expected to monitor domestic 
issues, particularly identifying any that might have otherwise 
escaped the Governor’s notice. Because Governor Kathrinkas 
remains so focused upon the Imperial tithe, this leaves Martein 
with a constant backlog of different domestic challenges to resolve. 
Frequently, the Governor directs him to settle such issues at his 
own discretion. This has often left Martein as the functional leader 
of the planet, as he manages any assets that are not directly related 
to the tithe.

options for tHe KAtHrinKAs

The rulers of Novabella, at least in name, have much to answer 
for once the Acolytes begin to investigate their world. Depending 
on the GM’s decision, they might be merely incompetent, actively 
engaging in murder and skimming tithed offerings for their own 
gain, or worse, are active worshippers of the Ruinous Powers. 
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loyAl KAtHrinKAs

The noble family is fiercely devoted to the Harvest-Father and the 
Imperium, which exists to serve Him. They also recognise that 
Novabella could not exist without the support of the Imperium, 
and are proud to be part of this greater whole. They are concerned 
that the planet has been out of contact with the Imperium for so 
many years, but they have faith that the lack of communication is 
part of some grander plan on the part of the Administratum and 
possibly a test of their faith. In the absence of communication, their 
primary focus has been to continue to fulfil their responsibilities 
to maintain the agri-world’s production and stability. Their main 
concern is to ready their tithes for the eventual appearance of the 
tribute vessels, so gigantic according to old tales that they can be 
seen as bloated marks in the daytime sky.

If they become aware of the Inquisition’s presence on 
Novabella, they are not alarmed, but grateful are for the assistance. 
Their devotion is such that it never occurs to them they might be 
found guilty of any crimes, as they know that they have continued 
to act in accordance with the standards of the Imperium. They 
cooperate to the best of their abilities with any investigation, but 
they ultimately prove that they are often blissfully unaware of any 
criminal actions that might be taking place. Their assistance is 
often limited to issuing commands for others to follow.

CriminAl KAtHrinKAs

In this approach, the ruling members of the Kathrinkas clan have 
come to recognise the amount of power they hold in the absence 
of any Imperium presence. Everfast Kathrinkas had the Astropath 
murdered, in order to ensure their state of relative isolation. The 
Governor’s opulently appointed private quarters were constructed 
using funds created by stealing the best food supplies from the 
Imperial tithe and selling it to off-world smugglers. He dwells 
within them in a state of utter luxury, as he wildly abuses his 
authority to maintain his family’s lifestyle. Any precious commodity 
that might be used to improve the planet’s well being is instead 
reserved for the governor’s household. 

If using this approach, the Viceroy might be presented as 
the only member of the family willing to support the Inquisition’s 
investigation. This is because he has been forced to keep the 
world stable, while Everfast and Cellia blissfully ignore the planet’s 
ongoing collapse. Martein is willing to aid the Acolytes, because 
he believes that, with their intervention, he might eventually be 
appointed Governor. In this situation, he could be in their debt, 
granting them substantial influence upon Novabella. 

HeretiCAl KAtHrinKAs

The corrupted Kathrinkas are secretly worshippers of the Chaos 
God Slaanesh. Never actually devoted to the Imperium, the family’s 
founder only led the expedition to Novabella so that he might 
better evade the Inquisition’s attention. Over the centuries, his heirs 
have deliberately interbred to transform themselves into a form that 
might be more pleasing to the God of Excess. Given the world’s 
size and relatively small population, the senior nobles were able 
to keep their heresy hidden for hundreds of years. Now pleasure 
cults permeate the capital, and Slaanesh holds sway over many 
within. The troubles only began when a member of the Faithful 
discovered their actions; at that point, Cellia Kathrinkas arranged 
for his death and had her underlings slay the planet’s Astropath, so 
that the Kathrinkas family might maintain their secret.

The Governor and his wife are both fiercely devoted to the 
Dark Prince, and have maintained the secrecy of their unholy 
devotion and begun to spread their corruption to their heirs. 
The Viceroy has the least to lose of any of the family members, 
but even he recognises that his very existence bears the mark of 
Slaanesh and fears that the Inquisition is most likely to completely 
eliminate the family. The heretical Kathrinkas attempt to redirect 
any formal investigation away from themselves. If this fails, they 
use every asset available to eliminate the Acolytes, ideally in a 
manner most pleasing to Slaanesh.

tHe AGriHArvest sodAlity

Novabella is hardly a well-known planet, even amongst those 
Chartist Captains and Rogue Traders who travel the area. Even 
within the Thule Sub-Sector, citizens of other worlds may only 
have seen the name stamped upon crates of barely palatable ration 
bars and other foodstuffs that the agri-world has exported. The seal 
on each of these boxes bears the logo of the Agriharvest Sodality, 
the body responsible for the organisation of all agricultural labour 
and production on the colony world. This includes small farms 
and massive ocean harvester fleets alike, a total that numbers in the 
hundreds of thousands. The Sodality’s existence is dependent upon 
the tolerance of the Kathrinkas family, but after centuries of control 
they know far more about the world’s production capacity than 
its nobles. This grants the Sodality’s leader the right to sit on the 
governor’s council, making them privy to all of the world’s plans.

Novabella’s citizens praise the Ecclesiarchy and respect the 
Kathrinkas family, but they fear the Agriharvest Sodality. Far more 
intrusive than the world’s defence organisations, it is the Sodality 
that supplies them with the necessities of life and food production. 
Requests for seed, fertiliser, or breeding stock go through the 
Sodality. These are tempered by review from the nobility and the 
Novabellan Ecclesiarchy. 

AlternAtive 
pAtHs 

This adventure presents the Imperial colony of Novabella 
along with three powerful factions ensconced upon it. At 
least one of these factions is heretical, while one or more 
may be criminal. Prior to presenting it, the Game Master 
should review the adventure and decide which of the groups 
are heretics, criminals, or loyalists. New GMs and players are 
suggested to go with one faction (especially the Faithful of 
the Harvest-Father) as heretical and the other two loyal for 
their first adventure in order to keep the game play relatively 
linear. Multiple heretical or even criminal groups can make 
the scenario far more difficult for the Acolytes to successfully 
complete, but can turn it into a longer campaign with greater 
rewards. If the Game Master wishes to run this adventure 
an additional time, the selections for guilty parties can be 

altered. With such changes, the adventure can play out 
very differently, offering players the chance to 

be surprised in subsequent games. 
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In spite of the Sodality’s responsibility for providing the tithe, 
it is often the clergy who decides what crops must be grown. This 
includes many fields the Ecclesiarchy insists be devoted solely for 
ornamentations, such as floral crops to adorn local fane-halls used 
for gatherings and ossuaries containing the bones of blessed clergy. 
When this occurs, the Sodality still takes the requisite tithe levels, 
often leaving the populace in a state of near starvation. 

In an effort to improve Novabella’s crop yield, the Sodality has 
continuously pushed for a greater Adeptus Mechanicus presence 
on Novabella. It is their belief that additional technological 
assistance could dramatically increase the efficiency of the land 
used each season. However, over the centuries of the planet’s 
habitation, no change has occurred. Higher-ranking members of 
the Sodality continuously blame the Adeptus Ministorum for this 
stricture, believing it be linked to their rituals concerning crop 
selection. This has created an air of resentment between the two 
organisations, though members of the Sodality continue to profess 
their reverence for the Harvest-Father. 

With each harvest, the Sodality collects all of the crops 
produced from every farm. The total harvest is transported to 
Recompense where it can be inspected, sorted, and blessed, a 
process that often takes many weeks and results in much spoilage. 
At this point, much of the harvest is refined into ration bars and 
other processed formats using primitive but sanctified means. 
Large amounts are left unprocessed and allocated directly into the 
tithe storage units, all as dictated by rites established at the time 
of the planet’s colonisation. Once the annual tithe is filled with 
processed and unprocessed goods, a procedure filled with ancient 
rituals to bless the harvests that takes months, what little remains is 
redistributed to the Novabella’s many small communities. More is 
lost en route back to the local villages from rot, burrowing insects, 
and starving roadside bandits. 

Often, deceptive farmers attempt to withhold a portion of the 
harvest for their own use, rather than deliver their entire harvest 
to the Sodality. This is considered one of the most serious crimes 
possible on Novabella. Whenever such offenders are discovered, 
their entire community is razed and the inhabitants spend the 
rest of their lives as slaves, though such a fate is often not greatly 
different than their previous lives.

Currently, the largest force within the Sodality is the 
Titheguard (see page 22). Overseer Drachenstein has recruited 
many labourers to protect the many storage complexes located 
across Recompense, and as the need for more and more storage 
facilities has grown, so has the power of the Titheguard raised to 
watch over them. Though they are poorly armed when compared 
to Novabella’s Sworn Protectors, they are certainly capable of 
overpowering any menial who might try and steal from the 
Imperial Tithe.

overseer evAine drACHenstein

As a member of the governor’s advisory council, the Overseer is 
privy to all of Novabella’s plans. It is her responsibility to ensure 
that the world’s agricultural communities can fulfil the governor’s 
expectations, as well as exhibit appropriate disaster preparedness. 
Overseer Drachenstein has maintained this position for more than 
forty years. Throughout her tenure, she has ceaselessly worked to 
make sure that the planet’s nobility is satisfied with her productivity, 
but also made certain that they never investigate her role too closely. 

Drachenstein attempts to maintain an air of mystery and 
unpredictability. She is reluctant to share any detailed information, 
and often refers to any issues that outsiders might have with her 
organisation as internal matters that are only for the Sodality’s 
purview. Due to her relationships with both the nobles and the 
planet’s Strictionists, plus the massing power of the Titheguard 
and the Sodality’s own influence, her role has grown even more 
powerful. If faced with an authority that supersedes these entities—
such as the Inquisition—the Overseer is left in a position of 
tremendous uncertainty. Normally, she expects the utmost respect 
and deference from all those around her. When she does not 
receive it, she reacts with hostility and a thirst for vengeance. It is 
rumoured that the Overseer’s sacred cloak, a thick off-white cloth 
lined with green trim in the shapes of leaves, is woven from the 
hair of all those who have dared to offend her. 

See page 21 for the Overseer’s profile. 

options for tHe sodAlity

The Agriharvest Sodality is, in many ways, the true power on 
Novabella. As on many agri-worlds, the organisation that controls 
the harvests controls the planet, and the Sodality wields enormous 
power in all aspects of life. The Acolytes may find they have used 
this power in service to the rightful rulers of Novabella, their own 
selfish quest for greater power, or the Dark Gods of Chaos. 

loyAl sodAlity

The Sodality is driven to toil ceaselessly to accrue the necessary 
tithes for the Imperium, and recognise that their world only exists 
through the Harvest-Father’s intercession. It is their duty to repay 
His servants for their generosity by providing the maximum tithe 
that they can sustain. Consequently, the Agriharvest Sodality 
struggles to make certain that every person under their employ 
works in the most effective way possible to ensure a bountiful 
harvest for the citizens of the wider Imperium. 

Unfortunately, the tithe has continued to accrue for over 
twenty years without an Imperial vessel collecting it. Storage and 
degradation have both become major issues, as many of the crops 
have rotted in their containment units. At the same time, resources 
that might have been devoted towards a harvest have instead been 

stArtinG 
dispositions

The members of the three power groups on Novabella 
start with Dispositions of 50. These should be modified as 
per the Determining Starting Dispositions on page 277 in 
Chapter VIII: Narrative Tools from the Dark Heresy Core 
Rulebook, depending if the Acolytes’ true identities have 
been revealed and the aspect of the group that the GM has 
decided for the adventure. 

As noted below, some might be eager to see the warband 
even if they are acting in a criminal manner. In these cases, 
the GM should modify their Disposition accordingly both 

up and down, depending on what has been discovered 
concerning their machinations and their new views 

on the troublesome newcomers.
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used to expand the storage space—generating capacity that might 
not otherwise be needed until the colony significantly grew in 
size. With a reduced manpower, transfers of harvests from local 
communities to Recompense, food processing time, and deliveries 
to the communities all take longer than previously. This has led to 
increased levels of rot and additional starvation as labourers must 
wait ever longer for food. 

At the same time, the leaders of the Sodality, including 
Overseer Drachenstein, are poorly versed in agricultural matters. 
Even as they stress discipline and provide direction, they have little 
understanding of the most effective means to grow food or reap 
the seas. Instead, they follow the local scriptural-commandments in 
all manners, from net sizes to seeding arrangements to even harvest 
times. This is all in keeping with directives that were brought 
to Novabella at the time the colony was founded, though few 
knew the directives were better suited to other climates. Often, 
these directions result in substandard harvests and poor quality 
control, but these practices are considered a divine command from 
the Harvest-Father and cannot be altered, under penalty of death. 
Unless something is done in soon, production may drop below 
what is needed just to feed the population. 

CriminAl sodAlity

Overseer Drachenstein and her inner circle lead lives of relative 
luxury compared to Novabella’s worker population, but command 
power impossible for them to imagine. The Agriharvest Sodality 
has deliberately worked to limit the planet’s productivity, and 
makes certain that there are adequate levels of production to pay 
the Imperial tithe and to maintain their own pleasures. They do 
not, however, want an excessive harvest level, as this might pull 
the peasantry out of their subsistence-level lifestyle. If the peasantry 
had ample time on their hands, then they might begin to pay 
greater attention to the lives that their lords and masters lead. In 
addition, if they show they can provide more, the tithe might be 
increased—something the Sodality seeks to avoid at all costs.

To ensure that the peasantry remains repressed, they take 
measures to ensure that no farms or seaport centres have unusual 
levels of success. Extra goods are invariably “lost in transport.” Farms 
that have consistent levels of unacceptable success are sabotaged with 
infestations of grub-rats. Workers who dare to grow crops other 
than the ones directed are regularly prosecuted for insurrection 
and treason. Some rumours even suggest that the Sodality might 
interfere with the planting and harvest schedules. The Imperium and 
the nobility would both be concerned were they to learn that the 
harvests were deliberately reduced in this manner. 

HeretiCAl sodAlity

The Sodality’s manipulation of the populace only begins with 
its control of food production. In fact, they seek to transform 
Novabella—and the entire Thule Sub-Sector—in a far more 
insidious fashion. After the tithes are gathered, many of the seeds 
and stock sealife to be returned to the people are contaminated at 
the direction of the Ruinous Powers, through countless unholy 
sacrifices. The Sodality is devoted to the pantheon of the Chaos 
Gods, spreading their worship across all four of the Dark Gods in 
divined rhythms based on the tides and cloud formations. 

Over the centuries these corrupted materials have begun to 
transform the planet’s inhabitants. As they consume and grow 
these products, a series of mutations have been introduced within 
all who dwell here. Though currently subtle, in the years to come, 
the manifestations are certain to become more overt. With time, 
the planet’s population would be transformed and their devotion 
to the Harvest-Father twisted, like their bodies, into a fervent faith 
in the unholy.

The Sodality’s ultimate goal is to produce more bountiful 
harvests that they might corrupt the entire sub-sector with their 
produce. They hail the arrival of the Acolytes with fervour. It 
is their hope that export efforts can soon resume, so that their 
corrupted materials can be introduced to dozens of additional 
worlds. They had nothing to do with the Astropath’s death but 
are eager to discover the culprits. Some suspect their own in the 
murder, either a reckless act against an Imperial lackey or (worse)
from a Sodality official not part of the heretical efforts. Rounds 
of internal recriminations and accusations have been common 
since Drachenstein revealed word of the death to others within the 
organisation, and show no signs of lessening. The manipulative 
servants of the Agriharvest Sodality are now anxious to see the 
tithe distribution begin again so that the influence of Chaos can 
spread, and their unity be restored.

tHe fAitHful of  
tHe HArvest-fAtHer

The most unifying aspect of life on Novabella is faith in the Harvest-
Father. Even as the world’s inhabitants struggle to meet their tithe-
goals, they must find the time and energy to worship. Many farmers 
who have given almost all of their harvest to the Imperium’s tithe 
still find ways to make a significant contribution to local parishes 
as well. In some cases, this comes in the form of goods that were 
intended to keep a household healthy between harvests. In other 
instances, families work through the nights on craft projects to 
create intricate works of art that demonstrate their planet’s devotion. 

For the citizens of Novabella, the Faithful of the Harvest-
Father plays a central role in forming their communities. Not 
every village is large enough to have a distribution centre for the 
Agriharvest Sodality, but all have at least one temple. After farm 
work is completed, citizens spend their evenings in devotion at the 
temple. Their form of worship involves retelling of ancient legends 
and a sharing of recent experiences of faith and divine intervention. 
The regular interactions between the members of each religious 
community ensure that the workers form strong bonds of faith 
with one another. Personal conflicts are resolved through sessions 
of shared prayer and devotion. For many communities without a 
Strictionist presence, a local Seed-Scribe serves as the magistrate for 
disputes between individuals. In most instances, these prayer sessions 
are enough to prevent dissent and the necessity for martial enforcers.

The call to prayer at the temple begins every day, sounding 
an hour before first light. Within minutes, all of the community’s 
members are expected to be in attendance. During the working day, 
on every hour, a bell on the local temple chimes loudly enough 
to be heard in even the most distant fields. With its chime, all 
labourers immediately drop to their knees to recite their devotions 
to the Harvest-Father. During the brief midday break, labourers in 
the fields gather to share the devotions inscribed upon their meal 
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wrappers. After sunset, the bell does not chime, as Novabella’s 
citizens are expected to already be worshipping at the temple. 
During the night, many citizens interrupt their rest each hour to 
continue their devotions, a practice many fanatical Seed-Scribes 
favour should the level of faith ever lessen. 

Families often gather after the last service to construct 
artwork that exemplifies their devotion and to demonstrate the 
interconnection between their faith in the Harvest-Father and their 
daily lives. Remembrances are created from the colourful discarded 
plant matter saved after a harvest, while some use rock and wood 
to create visual displays of famous stories they hear each day in 
service or chanted as they work. Others construct wattle and daub 
sculptures to recount the journey of the Harvest-Father’s servants 
to their remote world. A few create scent-sculptures from a variety 
of different herbs and flowers, crafted to evoke religious memories 
that change as the statues slowly burn to multicoloured cinders.

Seed-Scribes play a critical role on Novabella, making certain 
that the faith is followed appropriately. These individuals are not 
official members of the Adeptus Ministorum, but instead are those 
who have demonstrated a very strong faith—and often a hunger 
for additional power. They are trained under the authority of a 
senior Garden-Predicant or regional Harvest-Scribe, and are then 
granted permission to assume a leadership role within an isolated 
community. A community’s members typically select candidates prior 
to beginning their Seed-Scribe training, but it is rare for a candidate 
to begin training without the approval of the local fane-hall.

A Harvest-Scribe must approve any marriages that occur in 
each community. Generally, these officials defer to the judgment 
of a local Seed-Scribe. Most commonly, the Seed-Scribes arrange 
the marriages, as citizens of separate communities have little 
opportunity to interact with one another. 

The planet’s few formal Garden-Predicants maintain a 
rigorous pattern of travel between the hundreds of small temples 
within their jurisdiction. Because of this, they seldom have an 
opportunity to regularly interact with any of the faithful. Instead, 
they rely on their Harvest-Scribes, who in turn rely on local Seed-
Scribes, for any questions of faith.

This relationship has two direct consequences for the 
Ecclesiarchy’s interactions with the populace on Novabella. The 
first is that the average citizens hold official Garden-Predicants in 
an aura of the utmost respect. Many view Garden-Predicants as 
physical manifestations of the Harvest-Father’s divine judgment, 
and that all of the clergy’s words are divinely inspired. This degree 
of respect and awe grants the Garden-Predicants far more control 
over the faithful than might otherwise be expected. 

The second consequence is that, due to the relationships 
with the Seed-Scribes, the Faithful of the Harvest-Father has an 
impressive level of insight into the daily lives of many of the 
world’s citizens. The Seed-Scribes are responsible for taking 
extensive notes on every member of the community, which are 
then delivered to Novabella’s Ministorum archives. Throughout the 
planet’s history, these serve as the primary records of marriages, 
births, deaths, and even many crimes. In many instances, the official 
government has used the Ministorum record to verify data about 
the population size and make up. The temple at Recompense has a 
massive and ever-growing subterranean vault, where these records 
are stored. Some believe that the life stories of every inhabitant can 
be compiled from the notes of their local Seed-Scribes.

Because of this constant interaction, the Faithful is also well 
established to find out about any acts of heresy very soon after they 
might begin. A Harvest-Scribe regularly interacts with his Seed-
Scribes and is often wary of any out-of-character interactions, and 
in turn reports to the Garden-Predicant above him. If a Harvest-
Scribe was to notice anomalies that were inconsistent with the Seed-
Scribe’s reports, he would be able to quickly send his concerns 
upwards. In many instances, a quick Strictionist investigation 
might resolve a matter. In cases where the complexities were more 
insidious, the Novabella Sworn Protectors might be called in to 
purge the unholy with massed autoguns and flamers should the 
Harvester-Prelate and the Lord of the Bounty agree on the severity. 

HArvester-prelAte 
mAnus BArAHonA

The Harvester-Prelate has been the leader of the Faithful on 
Novabella for fifteen years. Because of the loss of contact with the 
outside world, his superiors in the Thule Sub-Sector have never 
officially confirmed his appointment. Consequently, Barahona is 
officially the interim Harvest-Faithful authority. In spite of this fact, 
he has largely kept the planet’s faithful acting in a manner that 
is consistent with what had been in place before he came into 
power. The many Harvest-Scribes and Garden-Predicants who 
serve under him deliver the Harvester-Prelate the same respect that 
would be accorded to anyone who officially held that position, as 
do the local Seed-Scribes.

The Harvester-Prelate appears far too young to have attained 
his position. By all appearances, he is a very fit thirty year old 
man—which suggests he assumed his role at age fifteen—and 
wears a long tunic of tanned hides cut to show off his physique 
(others of the Faithful wear similar but lesser tunics, none as well 
fitted as his). All of the leaders within the Faithful sport wreaths 
or other headgear made from newly harvested plants, replacing 
them as needed in private weaving rituals; Barahona’s is a wreath 
of crisp leaves that his servants renew each morning. Common 
gossip has that he works in Novabella’s fields on a daily basis, 
though none of the citizens can recall actually seeing him do so. 
Barahona’s sermons invariably reference his daily regimen and his 
brotherhood with the labourers who toil. 

In conversations, he maintains a friendly front, but jealously 
guards information and attempts to avoid answering direct 
questions, either changing the topic or explaining that the answer 
is withheld due to a sacred trust with the faithful. Oddly, this seems 
to be a rote answer that comes up with every question, including 
banal civilities. 

See page 22 for the Harvester-Prelate’s profile. 
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options for tHe  
HArvest-fAitHful

The Faithful of the Harvest-Father is the bedrock upon which the 
entire planet’s spiritual faith rests, but this rock is cracked with decay. 
Investigating the Ecclesiarchy’s servants on Novabella can reveal a 
passionate but reckless faith, power-hungry madness, or the terrors 
of uncontrolled psykers, any one of which might doom the planet.

loyAl HArvest-fAitHful

With the very best of intentions, Harvester-Prelate Barahona has 
asked his Garden-Predicants and Harvest-Scribes to increase the 
levels of tithing across all of the populace—far beyond what the 
Agriharvest Sodality collects. He believes that an increased level 
of self-sacrifice should be instrumental in building the overall 
character of the world’s community of faith. The Harvester-Prelate 
has never fully come to appreciate the extreme level of hunger that 
his faithful encounter on a daily basis. While many have already 
committed to these tithes, many more have not. Ultimately, were 
the world to fully commit to these tithes, it is likely that starvation 
would swiftly collapse Novabellan society. Worse yet, the Faithful 
of the Harvest-Father has no use for the additional food tithed. 
As they have only finite storage, most of the additional donations 
are placed with the uncollected Imperial tithe rotting across 
Recompense. As labourers starve in the fields and in religious 
services, the excess food rots in overflowing storage facilities. 

He has also begun an initiative to increase the duration of 
the hourly prayer rituals conducted in the fields. He believes that 
the five minutes devoted each hour are insufficient to fully express 
one’s debt to the Harvest-Father. Currently, he is engaged in a 
battle with the Agriharvest Sodality to increase these devotions to 
twenty minutes per hour of labour.

Harvester-Prelate Barahona is unaware of the full complexity 
of the situation concerning the isolation and the death of the 
Astropath. He is also unaware about the request that his predecessor 

sent to the Archbishop. He is happy to cooperate to the best 
of his understanding, but his limited knowledge severely 

curtails the assistance he can offer. It is obvious to 
any who question him that he actively avoids 

any knowledge of the extreme conditions 
under which his followers struggle, or 

views these as minor matters when 
compared to the horrors of 

insufficient devotion.

CriminAl HArvest-fAitHful

Harvester-Prelate Barahona’s devotion to his people is little more 
than a sham. In fact, he assumed the position of leadership only 
after he successfully assassinated the prior leader. His work among 
the people of Novabella is only enough to make certain that he 
can maintain his physical conditioning, which is enhanced through 
illegal combat drugs. His public façade is entirely self-serving, for 
as long as Novabella’s community of the faithful believe that he is 
a devoted spiritual leader, they continue to follow his wishes.

Otherwise, Barahona devotes all of the Harvest-Faithful’s 
resources towards achieving his grand dream. He plans to build 
a grand cathedral to the Harvest Father, exploiting every possible 
resource he can from the world’s population. Alms that were 
intended for charity have gone to bribe officials so that building 
materials can be secured. This drive has placed the Harvester-
Prelate in sharp conflict with the Agriharvest Sodality, for he lusts 
after the same construction specialists and building materials that 
the Sodality demands for the ever-growing storage facilities. 

In the event of an investigation, the Harvester-Prelate is 
unwilling to share any records with the Acolytes. Instead, he insists 
that they take him at his word on all matters—citing his spiritual 
authority as ample evidence of his honesty. His only concern with 
any heretical matters would be as far as they might affect his great 
dream. If an insurrection were to interfere with his plans for the 
grand cathedral, he would be willing to allocate resources to fight 
it. Otherwise, he is perfectly willing to let his followers commit 
any number of heresies.

HeretiCAl HArvest-fAitHful

The years of isolation have meant no Imperial visitation to gather 
the tithed food, but also it has meant the other major tithe has been 
ignored: that of suspected psykers. The Black Ships of the Adeptus 
Astra Telepathica have not visited Novabella in a generation and 
during this time a community of rogue psykers has emerged. In 
times past, the servants of the ships conducted purges to gather 
those who were suspected of Warp-taint, and no one has dared 
usurp their holy work to gather them during in the isolation. By 
the time the Acolytes arrive to begin their investigation, there are 
several dozen unsanctioned psykers within Recompense alone. 
Fortunately, the majority of these individuals have extremely 
limited powers but with each use the attention within the Warp of 
predatory Daemons is ever gathered. 

The group’s leadership does include four members who have 
become adept with their unholy abilities. These individuals have 
managed to gain control over the Faithful of the Harvest-Father’s 
leadership elements, including Harvester-Prelate Barahona. They 
have corrupted and destroyed his mind, to the extent that he is 
now little more than a puppet for their wishes, and placed him 
in control of the Harvest-Faithful after executing his predecessor. 
Now, this cabal effectively has complete control over the planet’s 
population. Under their authority, they have begun to introduce 
new preachings that they and their psychic brethren are Living 
Saints, and to be recognised as living manifestations of the Harvest-
Father’s will. 
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CAtCHinG tHe Culprits

“The one who is most concerned with innocence is always the one who 
harbours the greatest guilt.”

–Inquisitorial aphorism 

T
he investigation of Novabella can be a straightforward 
matter with direct resolutions for the Acolytes, or it can 
be a treacherous challenge where they face heresy at every 

turn. The overall difficulty is entirely subject to the Game Master’s 
judgment, as he considers the nature of the opposition. Because 
of this, each scene varies with the different challenges that the 
characters might face and the different allies that they might exploit. 

The inherent challenges are also highly variable 
based upon the approach that the warband choose 
to take. The reception that they receive is entirely 
different if they work incognito than it is if they 
openly act as members of the Inquisition. Each 
NPC reacts to the characters’ actions based upon 
the information that they have about that 
character as well as the respective 
NPC’s degree of guilt (as 
assigned by the Game Master). 
This could make the experience 
dramatically different for scenes 
with comparable characters but 
different approaches.

Gm notes: stArtinG tHe Adventure 

Before the Acolytes land, the GM should have already 
determined which of the factions is the true threat. While 
experienced GMs might want to allow the players to explore 
the surroundings and let them chose which areas to investigate, 
newer GMs should also have a rough structure set for the 
encounters. If the Faithful is acting as the heretics for the 
adventure, for example, the GM might want the Acolytes to 
find a temple near their landing area, or run across flocks of 
devout citizens chanting praises of the Living Saints early in 
their investigations (the latter can work well should the warband 
land inside the capital). Clues can come in from a variety of 
sources, especially via tithe-caravans or bandits; these latter can 
actively encounter the Acolytes to provide direction should the 
Acolytes become stumped or are unsure about their next steps. 

As each faction’s NPCs might have differing responses 
to the warband depending on their true nature, the GM also 
needs to have an opening ready for when the Acolytes first 
encounter them. This should draw on the selected nature, and 
offer the first slight hints as to their true motivations perhaps 
through mannerisms and clothing styles.

After twenty years without contact, any craft visiting 
Recompense’s decrepit spaceport is certain to attract official 
attention. The nobles, as well as the Agriharvest Sodality and 
the Faithful are all certainly interested in any visitors from off 
world. All would assume that the arrival of an unannounced 
shuttle would precede a collection of Novabella’s entire tithe. 
As much of that continues to rot in the overloaded storage 
units, all are excited to finally see the transfer take place—even 
those who have been surreptitiously stealing from it. 

As a young colony world, an arrival elsewhere on 
the planet is unlikely to be problematic—especially if the  
Acolytes use a shuttle that is capable of landing on rough 
terrain. Novabella’s technological infrastructure is extremely 
limited. The natives have no good resources for recognising 

a visiting craft, unless that craft deliberately broadcasts 
its presence. Consequently, the only observers of a discrete 
landing are likely to be locals peering up from their prayer 
sessions. Even the most suspicious of authorities are unlikely 
to take such observers at their word, unless there is compelling 
evidence. The easiest cover story for the Acolytes might be to 
simply pose as labourers moving on from a failed village, as 
such individuals are relatively common.

A direct approach is likely to cut the investigation 
time much shorter, but it is also certain to cost them both 
Influence and Subtlety. Landing their shuttle in a public centre 
in Recompense and proclaiming their authority via its laud-
hailers can certainly work, but their Subtlety should plummet 
and many investigative opportunities that could be more 
fruitful are now eliminated. Similarly, direct interaction with 
the planet’s leadership amongst the three major power groups 
can allow the characters to quickly interrogate the parties most 
likely to blame for the difficulties. However, by beginning their 
investigation among the world’s commoners, they may be able 
to better understand the planet’s environs, garner hints of foul 
plots, and gradually decipher the heresies present. 

During this portion of the adventure, the Acolytes should be 
able to develop their leads (as per page 282 of the Dark Heresy 
Core Rulebook) as regards the planet’s major organisations. 
The difficulty for these tests are entirely subject to the strategies 
that they have used and the roles they play. If the Acolytes 
are friendly and approach their targets in an affable manner, 
accurate leads should be attained with a +20 to +40 bonus on 
the appropriate Social test. However, aggressive approaches, 
particularly those that are made without any apparent authority 
are more difficult (+0 to –20). Failures of two or more degrees 
for such approaches should draw the unwelcome attention of 
the Strictionists.
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initiAl reCeption

The adventure begins after the characters have already arranged 
transport to Novabella, or ideally just as they make their final 
preparations to depart the Imperial Destroyer His Enduring Light. 
If the Game Master wishes to have the Player Characters indebted 
to the commander of the transport craft, it may be appropriate to 
play through the act of securing transit prior to beginning the 
scenes that follow. As they prepare to depart, read or paraphrase 
the following:

Unless the characters attempt to make contact with the planet 
on their own, they can reach orbit and land their unarmed Arvus 
shuttle without making contact (if none of the Acolytes are suitably 
trained as pilots, a Naval rating pilots the squat lander for them). 
After so many years of isolation, the world has become negligent 
in watching for visiting craft. Efforts to establish contact are 
interminably slow, as the monitoring stations are undermanned. 
The current workers have never actually made contact with an 
approaching vessel, so are unfamiliar with the procedures involved. 

Before the Acolytes depart their transport craft, it is 
essential that they decide upon a strategy for initial contact with 
Novabella’s inhabitants. If they choose a direct approach, hoping 
to make initial contact with the world’s nobility, then their strategy 
should be very different from one that begins by investigating 
the populace. Not only would this require dramatically different 
styles of dress and equipment, they would also need to choose 
their landing location differently. 

The Acolytes can review a replication of the message 
Harvester-Prelate Felissimo sent, as intercepted by their 
Inquisitor’s contact on the shrine world of Ossuar (see page 
23). Players can also gain information on Novabella and its 
customs through an Ordinary (+10) Common Lore (Askellon 
Sector) test, representing research conducted in route to the 
planet or from contacts the Acolytes have developed on the ship; 
Acolytes with Peer (Adeptus Ministorum) gain +10 to their test 
due to the nature of the world. Each degree of success revealing 
one item below (in order):

• Novabella is an agri-world founded roughly 400 years ago.
• It is a devout and faithful world, under the control of the 

Adeptus Ministorum.
• Throughout its history it has been compliant, with few 

disturbances of note.
• The ruling Kathrinkas family has governed since the colony 

was established.
• Its ration bars, a product of the Novabellan Agriharvest 

Sodality, are used across the Thule Sub-Sector.

Commoners

A subtle insertion is almost certain to begin with the characters 
interacting at any of the many rural farming communities. These 
towns are usually little more than the homes of the region’s farmers, 
the local fane-hall, and the Agriharvest Sodality depot. Most locals 
wear thick weavings of homespun materials, with heavy boots and 
wide poncho-like coverings adorned with icons to the Harvest-
Father. The citizens are largely friendly, but they are suspicious 
of outsiders. Any reception is certain to be based upon the cover 
story that the Acolytes use. Common citizens would be aware of 
the Kathrinkas family’s inbreeding, the heresy of the Living Saints, 
and might bear the signs of disease from the Agriharvest Sodality. 
At this early stage, false leads and basic background information 
are the key offering from the common citizens, who start with a 
Disposition of 60 and a Submissive personality. 

tHe fAitHful of tHe 
HArvest-fAtHer

Because the Acolytes have arrived at the bequest of the Ecclesiarchy, 
some teams of Acolytes might choose to begin their investigation 
by contacting Harvester-Prelate Barahona directly. As that is not 
the contact name they have (the previous Harvester-Prelate is now 
dead), there may be some initial confusion. The characters might 
discretely pose as Ministorum clergy from a distant settlement 
to begin the discussion—which would leave the local Harvest-
Faithful officials receptive but confused. The Acolytes must present 
a coherent cover in order to get full cooperation from the Garden-
Predicants and Harvest-Scribes, or the local Seed-Scribes. In the 
case of a more direct approach, the Harvest-Faithful’s degree of 
assistance is largely dependent upon the crimes that the organisation 
may have committed. Members of the Faithful generally start with 
a Disposition of 50 and a Submissive personality, but this changes 
to Confident and then Aggressive the higher in rank they are. 

Shortly after exiting the Warp into the Novabella system, a senior 
Lieutenant to His Enduring Light’s captain contacted you 
to let you know that the bridge had received no hails from the 
planet. Preliminary scans indicate that life seems to be proceeding 
apace, but the natives have not acknowledged your arrival. He 
is preparing to move silently into orbit but can adapt his plans 
if you request differently. Under orders from your Inquisitor, the 
investigation into Harvester-Prelate Felissimo’s long lost missive is 
certain to begin soon.

ACtions And 
suBtlety

The Game Master should follow the guidelines for 
Subtlety (as per page 270 of the Dark Heresy Core 
Rulebook) when the Acolytes interact with the natives 
of Novabella. Overt actions to intimidate the locals, or 
references to the power of the orbiting Naval vessel, should 
depress the warband’s Subtlety value accordingly, usually 1d5 
for interactions with commoners and 1d10 for dealings with 
the rulers of the three main power factions. Combats using 
advanced weaponry or displays of psychic powers might lead 
to faster and more successful resolutions, but can also impact 
this value; the latter can also perhaps influence possible 
attempts to disguise themselves as Living Saints to those not 
within the heretical Faithful. 

Conversely, a stealthy approach or attempts to blend 
into the populace can increase their Subtlety, and increase 
their chances of investigating clerical records or temple scrolls 

without notice; if the rulers are unaware there are others 
looking into their deeds, their guard is lowered and 

tests to infiltrate their defences are easier.
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noBles

The Kathrinkas family is immediately uncomfortable with an 
Inquisition presence but offers the appearance of cooperation. 
Direct interaction with the governor—at least initially—would 
require the Acolytes to virtually ignore any effort of subtlety. 
Commoners have no direct access to the planet’s nobility. The 
difficulty of establishing contact through other means is entirely 
dependent upon the cover story that the characters choose. 
The most effective options might be under the auspice of a 
visiting Chartist Captain, representative of the Thule Sub-Sector 
governance, a Rogue Trader seeking resupply and crew, or as 
Adepts from the Administratum. Nobles of the Kathrinkas family 
start with a Disposition of 50 and a personality ranging from 
Confident to Aggressive depending on their rank. 

AGriHArvest sodAlity

The Acolytes are unlikely to target the leaders of the Agriharvest 
Sodality for their initial contact. However, the Sodality’s depots in 
each agricultural community do represent a source of authority, 
as well as a striking inconsistency. These large facilities are heavily 
secured with Titheguard forces and filled with decomposing 
foodstuffs. At Recompense, the only active construction in the city 
is the additional storage facilities, adjacent those overflowing with 
decaying ration bars and unprocessed grains and meat. 

If the Player Characters choose to interact with one of these 
figures, their reception is proportionate to their presentation. The 
Sodality would immediately fear an Inquisitorial presence but 
might be more amenable to a routine sub-sector or Administratum 
inspection. The heads of each depot are largely familiar with the 
local communities, but are unlikely to be knowledgeable about 
hidden crimes or heresies at higher levels within the organisation. 
Members of the Sodality start with a Disposition of 50 and a 
Confident personality, especially when masses of Titheguard 
surround them. If threatened, this can quickly shift to Submissive. 

seCurity forCes

If the Acolytes immediately resort to violence, they may interact 
with the local Strictionists directly. Though most labourers have 
limited access to communications equipment, the depots and 
fane-halls do maintain primitive vox systems to transmit the latest 
sermons and tithe-gathering schedules. In the event that the PCs 
are particularly disruptive, a squad of four Strictionists (use the 
Desoleum Sanctionary profile from page 385 of the Dark Heresy 
Core Rulebook) may step in to deal with these troublemakers. 
The lawmen would first attempt to incarcerate and interrogate the 
characters, and start with a Disposition of 40 and a personality of 
Aggressive. Garnering their support and cooperation would be 
challenging in this situation but could be easier if the Acolytes 
attempt a more surreptitious approach.

trAvel on novABellA

A world with few technological advances, travel here is mostly on 
foot, which the Faithful hold as spiritually uplifting. Most townships 
are many kilometres apart, though there are several dozen within 
easy walking distance of the central capital of Recompense. Tithe-
gathering is the main form of advanced transport, commonly with 
scores of brightly adorned footmen pulling enormous caravans 
carrying tonnes of foodstuffs to Recompense. Masses often walk 
along the caravans, both to cheer the footmen but also to deter 
bandits as tithes that fail to reach the Sodality result in punishment 
for their village. Some of the transports are mechanised, using 
ancient engines to haul even larger loads in linked carriages that 
trundle across the landscape like enormous beasts, and Titheguard 
watch for outlaws from baskets hung along the carriage sidings. 

Within the city, litters are frequent conveyances, especially for 
senior members of the Sodality as they travel between the tithe 
containers. The harvest-fleets are usually out to sea, only returning 
for repairs or to take on new crews, and thus not commonly used 
for transportation. There are local riding-beasts as well, though 
these are very rare and only the nobility are permitted to use them.

Depending on the degree of Subtlety the Acolytes decide to 
attempt, they can hitch rides on tithe-caravans, join the footmen 
to help pull the massive sleds and carriages (a sign of piety and 
faith amongst the citizenry), or even conscript a caravan for their 
own use. Travelling via their shuttle is also an option, though 
this would greatly impact their Subtlety, as none have seen such 
a craft in a generation. 

Travelling on their own can lead to a more subtle arrival, but 
also has the risk of attracting bandits along the rough roadways. 
Treat these ruffians as Titheguard should combat occur—the GM 
can even have some operate using run-down and illicit autocarriages 
(see page 190 of the Dark Heresy Core Rulebook). Bandits can 
also make for useful henchmen for the warband, should the Acolytes 
wish to recruit them. 

Travel allows the GM an excellent way to offer clues and leads 
to the warband, as both tithe-gathering flocks and the bandits that 
prey on them operate widely and hear much of what lies hidden on 
Novabella. The GM can also use them to steer the players towards a 
next planned encounter; a bandit attack might drive the PCs towards 
another town as they chase the outlaws down, or a tithe-gathering 
might conveniently stop at the GM’s next desired destination. 

Table 1: Travel Encounters on page 14 can be used to 
introduce events during air or ground travel, which can introduce 
clues to the Acolytes. If desired, these can be determined via 
random roll, though the GM should alter them as needed to match 
the desired enemies for the adventure. 

investiGAtion

Harvester-Prelate Felissimo’s letter offered little clue regarding the 
nature of the heresy that the Acolytes seek. With his passing, they 
have no initial leads, though they might have uncovered some 
during their arrival. At this stage, the characters must decide what 
to investigate and how to go about the process. Their first step 
should include agreeing on how subtly they would like their 
investigation to proceed. They might at this point have thoughts as 
to which individuals and organisations might be useful allies, and 
which are possibly the heretics.
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The earliest stages of their investigation—probably acquired 
through rumours gathered at local Faithful services—can reveal 
leads about each of the potentially guilty party. If the Acolytes 
decide to attend a service, paraphrase or read aloud the following:

Depending upon the degree of complexity desired, the Game 
Master may choose to introduce false leads at this stage. If doing so, 
the GM must be prepared for the warband to confront an innocent 
party or ally with a guilty party. Either of these circumstances 
could go very poorly for the PCs. 

Alternatively, the Game Master can simply stay true to the 
decisions made when setting up the scenario. In this case, the 
investigation can be fairly straightforward. The first few rumours 
of heresy can be proven true with only a modicum of investigation. 
The challenge becomes one of obtaining the necessary confirmation 
and the support to eliminate the threat to Novabella and the 
Imperium of Man.

A visit to Recompense is certain to reveal the massive storage 
facilities for the Imperial tithe. Thousands of enormous grain 
crypts, fish-paste tanks, and bloated storehouses are bursting with 
the foodstuffs collected over the past twenty years. All but the most 
recently filled produce a rotting stench that is detectable for quite 
some distance. This state may lead the Acolytes to meet with the 
Agriharvest Sodality or the Kathrinkas family to discover the cause 
for the situation. 

When the Acolytes finally begin to investigate the guilty 
party’s base of operations, they can discover the bodies of other 
investigative teams who preceded them. The corpses might be at 
the bottom of a secretive pit within the Governor’s fortress, or 
buried under an especially odoriferous tithe offering, or bricked 
up under a fane-hall lectern. This revelation should only come 
after intensive investigation, and require successes not only in 
determining the guilty but also to uncover word of the murder of 
the other investigators. 

The interior of the fane-hall smells strongly of incense made 
from local flowers, which is almost strong enough to overpower 
the stench of body odour from the exhausted labourers packed 
into the cramped space. The flickering light of candles reveals 
the simple craftsmanship exhibited in a statue of the Harvest-
Father behind the high altar. The local Seed-Scribe begins the 
service with a lengthy retelling of how the Harvest-Father chose 
to share Terra’s bounty with the greater galaxy, and how it now 
falls to Novabella to share its bounty with His Imperium. With 
his story complete, he launches a sermon that recounts the many 
difficulties the community has recently faced, and how faith and 
duty can overcome these challenges as they have all others. After 
the sermon, other members of the faithful begin to take turns 
presenting their own witnesses of the Harvest-Father’s guidance.

Table 1: Travel Encounters
d10 Roll AiR MoveMent lAnd MoveMent

1

The Acolytes notice a village that is starting to be 
cleansed by fire, with villagers running in panic from 
the flames. Who or what set the flames might offer 
clues as to a faction’s heretical or criminal nature. 

The Acolytes come across a group of Strictionists 
attacking local farmers, after either illegal crops or 
tithe withholdings or just robbing of whatever meagre 
possessions they might have. 

2–3

A violent storm wracks a wide lake, and the Acolytes 
can see a fishing boat slowly sinking with desperate 
crewmen struggling to keep it afloat. Saving them can 
gain influence with the common folk of Novabella, 
should the tale of the rescue spread. 

The loud ringing of bells call the faithful of Novabella 
to worship at a nearby temple. The Acolytes can follow  
the citizens to learn more of the state of religious 
affairs on the planet if desired. 

4–5
One of the many fields planted with ornate patterns 
seems different from the rest, with patterns that could 
be heretical in nature. 

The Acolytes come across a group of the Faithful 
going to the local fane-hall, which could be a source of 
local gossip and rumours. 

6–7

There is smoke coming from a wooded area, the hidden 
camp of one of the bandit groups. The Acolytes might 
attack them, or seek them out for information or as 
possible hired muscle.

Bandits attack! A group of 2d10 ruffians (or other 
appropriate size) leap from cover to strike the caravan 
or the Acolytes on foot. If the caravan is mechanised, 
the bandits can use autocarriages to launch the attack.

8–9

A huge caravan taking harvest to town lumbers along 
underneath the shuttle. The Acolytes can land and join 
it, or covertly shadow it to see where it leads and to 
whom it delivers its cargo. 

The Acolytes come across a Seed-Scribe hiding away 
some harvest goods; they can either capture him and 
offer him to the Strictionists as a method to gain 
favour with the local authorities, or blackmail him to 
gain information. 

10

An unusual tithe storage facility is under construction, 
far from any major roads or towns, and is in fact a secret 
cache a criminal or heretical faction is developing for 
their own ends. 

Their destination town is overrun with mobs rioting 
due to lack of food. Quelling the riot can increase the 
warband’s favour with the rulers, but abetting it could 
gain influence with the masses.
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The final search can start with successful Intimidate or 
Command tests to force lackeys to reveal the location, or Awareness 
tests to detect the remains. They are clearly not native, given the 
style of items and equipment that were buried with their corpses. 
Searching can reveal secretive dataslates indicating who sent them 
as well (the GM should choose a suitable source for the dead team 
of investigators). This represents one of the most compelling clues 
as to the heretic’s guilt.

Proving guilt—to the extent that is necessary—and finding 
the allies to enforce their judgment are the critical challenges 
through this portion of the adventure. The difficulties that the 
Acolytes face vary largely based upon the degrees of guilt that 
the Game Master selected when setting up the adventure. This 
section briefly presents the challenges inherent in investigating 
each of the three different organisations. It also discusses how 
the characters might be able to garner allies from those factions, 
which could be useful when later eliminating the guilty party. In 
all instances, the characters must first travel to Recompense before 
their investigation can truly commence. The residents of the small 
communities are simply uninformed of current events and isolated 
from the world’s leadership.

investiGAtinG tHe KAtHrinKAs

As a noble family, finding a means to directly interact with the 
Kathrinkas is challenging. Their palace-fortress has security that 
is deliberately designed to keep them isolated from the common 
rabble. If the Acolytes seek to infiltrate the fortress, they need to 
overcome the guards and surveillance measures that are accorded 
the planet’s leaders. Novabella does not have extensive technology, 
so the Governor keeps pairs of Strictionist guards on constant 
watch at every entrance to his residence. 

Once the initial barrier to entry is overcome, investigating 
the palace is relatively easy. There are hundreds of menial workers 
constantly labouring within the facility. Many are devoted to 
routine maintenance and food preparation roles. Others are 
employed with managing the planet’s records—all of which are 
kept within the palace. Acolytes can easily assume the identity 
of one of these workers and blend into their surroundings. A 
few locations do have additional security—the family’s private 
quarters, offices, and the armoury—but even these rooms must 
be routinely cleaned. Ultimately, if the characters act like they 
belong, they are unlikely to encounter additional challenges after 
they successfully enter the palace.

Loyal: The Acolytes can quickly deduce with a Routine 
(+20) Scrutiny test that there are few signs of corruption. The 
Kathrinkas are clearly an odd lot, but not guilty of heresy. The 
largest limitation seems to be that they are not particularly 
intelligent or aware. Journal entries from all of the noble family 
members indicate concern about the Astropath’s death and the 
absence of any Imperium support. Beyond that, they are at a loss 
as to how to proceed. The Acolytes might quickly surmise that the 
nobles simply need firm direction as a catalyst towards finding and 
eliminating the guilty party.

Criminal: The luxury that Lord and Lady Kathrinkas enjoy is 
immediately apparent. If the characters have previously interacted 
with any of the farming communities, the contrast should be stark. 
In the course of their investigations, the Acolytes may discover 
with a Routine (+20) Awareness test that the tithe storage facilities 
contain only the dregs of each harvest. Any delicacies and the best of 

each crop, including almost all of the finest cuts of meat, have been 
sold to fund the Kathrinkas’ opulence. A review of the records kept 
by the Viceroy as opposed to those kept by the Governor requiring 
an Ordinary (+10) Logic test should soon reveal the inconsistency 
between the official and personal journals. The Lord and Lady are 
paranoid about any investigation, while the Viceroy is anxious to 
cooperate in the hopes that his assistance against heretics might also 
eliminate his criminal sibling, and thus put him in power.

Heretical: Idols, symbols, and signs of Slaanesh are 
immediately apparent within the private quarters of any members 
of the noble family if the Acolytes succeed at an Easy (+30) 
Forbidden Lore (Daemonology) test. Any direct observation 
or interaction with the nobles reveals an overwhelming degree 
of haughty pride, and an Ordinary (+10) Awareness test shows 
remarkable similarity in their appearance. With three degrees of 
success or more, this also reveals unnatural resemblances, such as 
a common limp, specific patterns of moles on cheeks, and other 
details that should lead to further investigation in their lineage. 
These heretics are clearly proud of their accomplishments and 
believe that they are far too powerful to face any consequences for 
their obscene acts. If the investigation comes to light, they attempt 
to redirect the Acolytes towards one of the less guilty organisations 
on Novabella, using Opposed Difficult (–10) Charm tests. As 
soon as the PCs’ attention is diverted, the Kathrinkas set squads 
of indoctrinated Strictionists upon them, insisting that the Acolytes 
are heretics posing as representatives of an Inquisitor.

followinG tHe 
wronG tArGet

Through misdirection or outright failed investigation 
attempts, it is very possible that the Acolytes could be 
attempting to confront the wrong foe, or view merely 
criminal acts as heretical and more deserving of their 
attention. Inquisitors generally care little about crime, as they  
are concerned with the safety of Mankind, not local law 
enforcement. The Acolytes may act to suppress groups acting 
against the better interests of Novabella and the Imperium, 
but their aim should be against true dangers such as dealings 
with the Ruinous Powers, or dabbling with the Warp. 

In some instances, the Acolytes might even be doing 
so with actual heretics as their allies. Game Masters are 
encouraged to play up such situations through social cues, 
possibly having the players casually observe the depths of 
corruption that their supposed allies exhibit during the 
efforts to bring an innocent foe to justice. 

If the PCs remain oblivious, the GM can have their 
allies turn upon them—possibly after the Acolytes have 
eliminated any threats against that group—or continue to 
feed clues that all is not as it seems to guide them towards the 
truly guilty parties. Titheguard can offer remarks they have 
overheard in the course of their duties, commoners can pass 
along local rumours to the Acolytes during journeys with a 
tithe-harvest, captured bandits can offer up information on 

secretive masters who might have hired them to conduct 
nefarious deeds; these can all work as ways to push 

the warband back onto the desired path. 
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investiGAtinG tHe 
AGriHArvest sodAlity

If the characters decide to make contact with the Agriharvest Sodality, 
this is initially very easy. Any of the depots are readily accessible, 
and the workers are relatively open, though the Titheguard are 
ready to prevent any access to the storage containers. The first 
issue may be devising a cover story that is adequate to establish 
communications. On Novabella, only the legal enforcement 
organisations and direct agents of the nobility have authority over 
the Sodality. While they are ostensibly answerable to the Adeptus 
Administratum, there are clearly no members of that organisation 
active on the planet as an Easy (+30) Awareness test reveals. 

Discussions at this level, unfortunately, are unlikely to offer 
any deep insights into the organisation. Even if the Sodality is 
guilty of heresy, the field hands are largely unaware of their crimes. 
The only way to detect the corrupted nature of the seeds would 
be to actually conduct a thorough analysis of them to identify 
any anomalies. This likely means overcoming the 5-strong unit 
of Titheguard protecting a depot through force, command, 
or intimidation. If the Acolytes hunt around, they can find an 
unguarded unit or one with mouldy grain overflowing a cracked 
bin with a successful Challenging (+0) Awareness test. 

Testing could be completed with a few hours time and a 
successful analysis using Commerce to evaluate the materials, 
Scrutiny to assess them, Psyniscience to check for the taint of 
Chaos, or other tests as the GM should allow. This assumes the 
characters have the tools necessary to closely examine biological 
characteristics, and the difficulty on these tests should be set 
accordingly. If the acting character lacks any tools or familiarity 
with agriculture, Game Masters might wish to increase the 
difficulty at their discretion.

Beyond that, the Sodality’s members can only espouse the 
official company dictates. It is their responsibility to make certain 
that Novabella’s agricultural interests are more than adequate to 
keep the world’s population fed as well as collecting the Imperial 
tithe. Tithing is, of course, the higher priority. Once received, 
the tithes are stored at Recompense, near the Governor’s Palace. 
An examination of the food storage facilities may be the most 
expedient way to reveal the full extent of the Sodality’s crimes. 

Loyal: A meeting with Overseer Drachenstein is difficult to 
arrange, requiring a Hard (–20) Charm test, unless the characters 
reveal some sort of authority. She is most receptive to dealing 
with individuals in the direct employ of the Kathrinkas family or 
representatives of the Adeptus Administratum. Anyone else is a 
very low priority—after all, she is responsible for overseeing the 
agricultural products of an entire world. She maintains the proper 
rules of etiquette and courtesy but expects deferential treatment. 
Unless the Acolytes deliberately alienate her, the Overseer 
cooperates, offering the Titheguard if military force is required.

Criminal: Discovering Overseer Drachenstein’s treachery 
requires the Adepts to actively investigate the Sodality’s 
membership. With an Ordinary (+10) Intimidate test, any of the 
organisation’s members reluctantly reveal the destructive crimes 
they have committed against Novabella’s farms. Drachenstein, of 
course, offers to cease these practices as well as increase production 
levels if it would help to clear her name. Evidence of her crimes 
could also be used to persuade her to offer the assistance of 
Titheguard to overthrow a heretical organisation. If no one else is 

responsible for his death, this investigation can also reveal with a 
successful Challenging (+0) Logic test that she had the Astropath 
assassinated, as part of the effort to avoid an increase in the planet’s 
expected tithe level. 

Heretical: If the Sodality is providing corrupted foodstuffs, then 
the decomposition is unnatural. Some vats might decay faster, others 
much slower, and there could be smells not normally associated with 
grain or meat. With an Ordinary (+10) Awareness or Challenging 
(+0) Psyniscience test, an Acolyte recognises that the foodstuffs 
have begun to twist into unnatural textures, not into simply decayed 
matter. If the characters meet with the Overseer, an Ordinary (+10) 
Awareness test reveals the unnatural features spreading across her 
body, and a Difficult (–10) Psyniscience test can detect the foul taint 
of the Warp upon her. She blames the issue on tainted foods, which, 
while true, hardly reveals the full story.

investiGAtinG tHe fAitHful 
of tHe HArvest-fAtHer

At any of the thousands of small towns, the Acolytes can easily 
interact with Seed-Scribes. These individuals are largely community 
leaders and farmers. They run the local fane-halls as a sign of their 
devotion and responsibility to their communities, but they are not 
official Ministorum clergy. Consequently, their insights into any 
crimes or heresies are limited. As they are all indoctrinated from 
above, any heresies they espouse are certain to be a consequence 
of their masters and a clear sign that the heresy is rampant upon 
Novabella’s higher offices.

Questioning anyone about Harvester-Prelate Felissimo 
quickly reveals that he died fifteen years ago. This is common 
knowledge, as is the name of his replacement—Harvester-Prelate 
Barahona. While all of the Faithful held a deep respect for his 
predecessor, the religious community views Barahona as a devout 
and sincere leader. 

In spite of his supposedly humble demeanour, arranging a 
formal meeting with Harvester-Prelate Barahona is challenging. 
There are hundreds of clergy whose very lives are devoted to 
interceding between the Faithful and the Harvester-Prelate. As 
Novabella’s spiritual leader, there are countless daily requests for 
an audience. The Acolytes must have a compelling cover story that 
includes an indisputable air of authority in order to quickly bypass 
the years-long waiting list.

Loyal: The characters learn with a Routine (+20) Inquiry 
test that Harvester-Prelate Felissimo was believed delusional in his 
latter years. It is possible that his madness was the basis of his 
bequest for an investigation. Any investigation reveals astounding 
levels of devotion, but no signs of heresy or criminal activity within 
the Ecclesiarchy upon Novabella. It is immediately clear that the 
population has sustained endless self-sacrifice in the service of 
the Harvest-Father. In general, their lives are so hopeless through 
endless labour and starvation that they have no perspective to realise 
what a miserable existence they live. Employing some of these 
selfless assets for Inquisitorial purposes could certainly be possible.

Criminal: In any meetings with Harvester-Prelate Barahona, 
he is reluctant to share any information and attempts to use his 
own authority against the Acolytes. He expects them to treat him 
with deference and respect. A search of his quarters and an Easy 
(+30) Scrutiny test reveals the massive warehouse where he has 
materials stored for the construction of his grand cathedral. This is 
space that is ostensibly used for keeping the Ministorum’s records. 
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While he is very concerned about any potential heresies, this 
concern stems more from the personal consequences he might 
face rather than a true sign of his devotion to the Harvest-Father. 
Novabella’s Ecclesiarchy is willing to commit assets to eliminate a 
heretical threat, but only if the threat is presented as a clear danger 
to the construction of the grand cathedral.

Heretical: Any psykers among the Acolytes can immediately 
recognise the signs of mental tampering in Harvester-Prelate 
Barahona and many of his assistants with a Simple (+40) 
Psyniscience test. The tales of Living Saints among the populace 
are also clear signs of the heresy that has taken root on Novabella. 
Tracking this back to its origins requires the characters to actively 
identify and interact with the rogue psykers, who maintain the 
pretence of being Living Saints. Finding these individuals is trivial, 
but interactions with corrupted souls always creates the risk of 
becoming corrupted in turn if the Acolytes do not steel their will. 

ConfrontAtion

Any of the three organisations that could be criminal or heretical 
have substantial resources available. In the event that they become 
fully aware of an active Inquisitorial investigation, they are certain 
to turn all of these resources against the Acolytes. Even this 
backwater world, with a limited technology base, could be enough 
to overwhelm the Player Characters through the sheer weight of 
numbers available. Only the Kathrinkas have direct authority over 
military resources, but both the Faithful of the Harvest-Father 
and the Agriharvest Sodality can easily assemble hostile mobs 
and trigger violence. Unless the Acolytes are subtle about their 
investigation, they are likely to discover that additional assets are 
necessary in order to overcome their foes.

If the characters have chosen to investigate multiple 
organisations prior to confronting their ultimate opponents, they 
may have already identified potential allies. Loyal groups are 
willing to cooperate with the characters to eliminate the taint of 
heresy—though such assistance is certain to come at a price and 
at the very least, an Influence test is required. The difficulty for the 
test should be proportionate to the assets requested, along with 
any relationship that the PCs have established with the potential 
ally in question. If they have worked with labourers, and perhaps 
shared their own advanced rations with the poor, commoners 
might be eager to aid the Acolytes. Should they immediately reveal 
themselves and demand assistance with a haughty demeanour, the 
test should be more difficult. 

Alternatively, in the course of their investigation, the Acolytes 
might have uncovered the signs of taint in multiple organisations. 
Here, they might need to go to a different group in order to obtain 
assistance. The Novabella Sworn Protectors are the planet’s defenders 
against major threats and answer directly to Governor Kathrinkas. If 
the characters are adequately persuasive and have ample evidence, 
they can persuade the defenders to work with them to overthrow 
any heretical deviance. Though the Sworn Protectors are not trained 
to the standards of the Imperial Guard, they do represent the only 
standing military force on the planet. These are the most potent 
force on hand to assist with eliminating heretical organisations, short 
of drawing upon armsmen from the orbiting Imperial Navy vessel.

The characters could also attempt to appeal to the planet’s 
Strictionists. They are not military units, but are better equipped 
to deal with any matters of legal enforcement. The Strictionists 
are directly answerable to Governor Kathrinkas, but are free to act 
on their own to eradicate criminal acts. If the Acolytes need their 
assistance to overpower the noble family, they must have evidence 
and authority to make a compelling argument. Otherwise, the 
Strictionists are likely to turn against the Acolytes, imprisoning 
them on charges of treason and heresy.

Beyond that, overpowering any of three potentially heretical 
groups requires very different approaches. A move to topple the 
leadership could work against some of the threats, but others 
might require a far more rigorous cleansing. In these instances, the 
Acolytes would need to have a longer term plan in place, including 
a means to transfer power from the heretical group to another 
organisation that remained loyal to the true path of the Imperium. 
Recruiting allies from one or more of the other organisations to 
act against the heretics is certainly a useful strategy.

ConfrontinG tHe KAtHrinKAs

As heretics since the time of the Novabella’s initial colonisation, 
the corruption within the family line is exhaustive. Even the most 
distant of relatives—and all who are close to the family—join in 
their worship of the Prince of Chaos. If the characters are to cleanse 
the taint of heresy, they must completely eliminate all members 
of the Kathrinkas family and many noble lines that are closely 
associated with it. This essentially requires a complete overthrow 
of Novabella’s central government, and many of the local rulers.

Their pride may be their undoing, for they have taken little 
precaution against Imperial investigation. The time of isolation has 
only strengthened this, and they are likely to underestimate the 
Acolytes and the threat the family now faces. 

Unless they are capable of undertaking numerous assassinations 
against well-defended targets, the Acolytes are certain to need some 
assistance to overthrow and eliminate the nobles. The most expedient 
situation would be to recruit the Novabella Sworn Protectors, as their 
numbers are sufficient for the task. Unfortunately, many officers are 
nobles; some with direct ties to the Kathrinkas family. Successfully 
recruiting them is certain to be difficult and requires a limited 
purge of the membership. The Acolytes might need to call upon 
the orbiting power of the His Enduring Light overhead, or at least 
threaten its might to add to any Intimidate tests. 
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ConfrontinG  
overseer drACHenstein

The Agriharvest Sodality’s heresy is relatively limited in personnel, 
as only the Overseer and her most loyal followers are fully aware 
of the taint that they have introduced to Novabella’s harvests. In 
addition, the Overseer does not have any armed forces to call upon 
other than the Titheguard. If the PCs directly confront the Sodality 
hierarchy—especially if they have recruited allies—the Sodality is 
incapable of defending itself against the accusations of heresy. 

A significant concern, however, is that some of Novabella’s 
seed stock and many harvested types of fish are now contaminated 
with the insidious taint of Warp corruption. Much of the food 
stored in the tithe containers must be destroyed with holy fire. 
Only after much inspection and purging on both land and sea 
have been accomplished can new seed and breeding stock be re-
introduced. Of course, in the interim, the population would have 
little in the way of agricultural resources, barely enough to feed 
themselves. Their tithes might switch to manpower while their 
normal industry recovers, potentially birthing a powerful new 
Imperial Guard regiment in future adventures. 

Confronting and eliminating the heretics in this situation is a 
relatively straightforward task. The fallout from their work, however, 
is an enormous undertaking. For the Acolytes to succeed, they 
must use any assets they can from off-world, possibly beginning 
with the Imperial Navy vessel that brought them to Novabella. 

ConfrontinG HArvester-
prelAte BArAHonA

Any direct interaction with Harvester-Prelate Barahona does little 
to stop the rogue psykers who have worked to seize control of the 
Ecclesiarchy upon Novabella. In fact, with their current level of 
influence and designation as Living Saints, the Harvester-Prelate—
or a replacement—has little hope of regaining control over the 
Adeptus Ministorum presence upon the colony world. 

Instead, the characters need to track down and overcome 
any rogue psykers. Simply eliminating the leaders might not be 
enough, however. If the existing leaders were to fall, others who 
have already surrendered their minds and souls to the Ruinous 
Powers might soon rise to replace them. Examining many of the 
Harvester-Prelate’s followers would be prudent to verify none are 
already under control, or psykers themselves. 

Tracking down these duplicitous traitors is not difficult, as the 
many legends that surround them have led to a tremendous level of 
popularity. This could be done via Psyniscience tests to detect the 
foul Warp-taint permeating the area. Many of the world’s citizens 
openly worship before these dangerous heretics, so following the 
crowds can also act as an easier method for location. Overcoming 
them, however, requires a conflict with talented rogue psykers in 
the company of fanatical followers. The characters must have an 
effective strategy or a powerful contingent of allies to eliminate 
these creatures. Once they are overcome, the Acolytes should 
develop a strategy for purifying and replacing surviving members 
of the Harvest-Faithful, though hopefully the resumption of Black 
Ship visitations can aid in this effort. 

plot suGGestions

The following are some plot suggestions for running Seeds of 
Heresy in a shorter, more linear fashion. Novice Game Masters are 
encouraged to try these out for the first time they run the adventure. 

In this version, both the Kathrinkas and the Sodality are 
loyal, but the Faithful of the Harvest Father are heretical, with the 
Living Saints controlling the latter group. These powerful psykers 
have ingrained themselves throughout the hierarchy, and much 
of the populace surrounding Recompense are openly worshipful 
towards these “Avatars of the Harvest-Father.” They learned the 
previous Harvest-Prelate had sent the message about his worries, 
so arranged for both his death and the Astropath’s as well. Having 
been alerted to the warband’s arrival from a network of bandits 
they control, the Living Saints know they must eliminate this 
danger to their growing power across Novabella. 

1. lAndinG

In the event that the Acolytes are unsure as to how to approach 
the planet, the Game Master can give them this plot hook to help 
guide them towards a good starting location. As their shuttle enters 
the lower atmosphere, the pilot picks up a faint homing beacon 
that guides them to a neglected landing pad. The field is now 
overrun with grass and rocks, and has clearly been unused for 
several decades.

As they descend, the PCs can see the surrounding fields are 
all arranged in huge Imperial symbols of the Aquila and Adeptus 
Ministorum icons, plus several unfamiliar images that resemble 
huge eyes. These shapes can be used later in the adventure to 
present evidence of the growing power of the Living Saints in 
this region. They can also see several tithe-caravans carrying huge 
loads along wide roads, some towed by throngs of labourers, 
some pulled by primitive mechanical contraptions, towards a dense 
collection of buildings several kilometres away. Their landing puts 
them some distance from the main city, but near a smaller village. 

Depending on how subtle the Acolytes choose to be, they can 
loudly roar in for a landing, or attempt a quiet approach. If they 
have not established any sort of cover story to conceal their true 
purposes yet, the GM should also prompt them about what they 
intend to say to the locals (if anything). 

The people they meet in this area are farmers and Sodality 
overseers, all gathering harvested crops and loading them into a 
tithe-caravan for delivery to the capitol. They welcome any who 
would travel along with the caravan, especially if the Acolytes are 
displaying weaponry as there are increasing tales of bandits along 
the roads. 

Before the Acolytes depart, the workers are called to prayers 
in a nearby temple. Here, the Acolytes can learn about the local 
surroundings, especially Recompense, the ruling family, the 
Sodality, and of course the Faithful of the Harvest-Father. They 
can also find out more on the odd crop symbols, which they 
can also see displayed inside the temple. Questioning of the local 
Seed-Scribes can allow them to gain information on the rise of 
the blessed Living Saints, should the Acolytes notice the common 
symbols in the crops and in the temple. The Sodality has been 
highly encouraged to incorporate these symbols into the fields, 
and thus their presence. 
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The locals know little about the Living Saints, other than 
they are the blessed avatars of the Harvest-Father and they guard 
the flocks of Novabella. The more they ask, the clearer it should 
be that the capitol is the best place to gain answers about the late 
Harvest-Prelate. 

After a prayer session, the caravan is ready to depart. Unless 
the Acolytes have behaved in a disrespectful manner, the invitation 
to accompany the procession stands. From here, they can travel 
along with it, or use their shuttle to travel, but their destination 
should be Recompense. 

2. trAvel

The Acolytes make their way to the city, either travelling with 
the caravan or using their shuttle. Along the way, they encounter 
bandits (either on the roads or as they fly over in their vessel), and 
have an opportunity to gain favour with the local powers through 
rescuing and protecting a caravan under attack. 

If travelling by air, they can see a tithe-caravan under attack 
from a small group of bandits. After landing to aid them, however, 
more bandits attack the warband from nearby cover. If they travel 
with a tithe-caravan, bandits attack in an ambush when the caravan 
enters a wooded area. The caravan drivers are ill-equipped for 
combat, and unless the Acolytes come to their aid, are sure to 
be slaughtered. Each group of bandits is composed of a number 
of Thugs plus one Heavy (adjusting these numbers as needed to 
provide an appropriate Threat Level for the warband) from page 
387 of the Dark Heresy Core Rulebook. The GM should call 
upon combat conditions such as dense fog or rough terrain (apart 
from the road, though this could be muddy and wet as well) to 
make the combat more dynamic and tense. 

Should the Acolytes capture any of the bandits alive, they can 
learn these marauders had been tipped off to attack caravans in this 
area, and told they would be paid extra to kill any unusual folk they 
encountered. They have no idea who their true masters are, but are 
willing to work for whoever pays them. The Acolytes can possibly 
bribe them to come to their side, and this extra muscle could be 
very useful later in the adventure. The rescued caravaners praise the 
Acolytes for their aid, and sing the praises of the Harvest-Father 
and the Living Saints for watching over them. 

The remainder of the travel should switch to narrative time, 
unless the GM wishes to have additional bandits launch ambushes 
against the warband. Along the way, the Acolytes should notice 
remote tithe-storage vaults, all bulging with slowly decaying food 
and surrounded with Titheguard. An attack on one such depot, 
with the players aiding the Titheguard, can help cement the 
warband’s reputation with the Sodality. 

3. At reCompense

At the capital, the Acolytes have the opportunity to actively 
investigate the three major powers on the planet, and seek out 
representatives of these organisations on arrival. To help prompt 
the Acolytes, the GM can have the Kathrinkas come to them, to 
greet the Acolytes for rescuing the tithe-caravan. The Sodality can 
do the same if the Acolytes do not make an effort to meet Overseer 
Drachenstein on their own. These interviews use the guidelines 
for these three factions, especially for the heretical Faithful and the 
links to the Living Saints (see page 10). 

The GM can also add in some combat encounters to go 
along with the investigations in the capitol: 

• The Acolytes come across catacombs below the main temple, 
filled with Warp-tainted native artefacts and tomes filled with 
notes on how these Living Saints are growing in mastery of 
their powers. They can find this from following a trail of Warp 
energies, possibly detected when interviewing the Harvest-
Prelate, or from following up rumours of secret gathering 
halls the Living Saints use for their grand ceremonies. 
Searching these areas reveals plans for spreading their foul 
influence beyond the city’s surroundings.

• During their searches, a group of Strictionists attack the 
warband. This combat takes place in one of the larger rooms, 
filled with chests, tables, and other obstacles that provide 
light cover (AP 4) in combat. Once defeated, the Strictionists 
babble fanatically that they serve the Living Saints, who shine 
with the Harvest-Father’s light. 

• The Acolytes are asked to help a Titheguard detail defend one 
of the main tithe-storage facilities against rioters. The GM can 
have some of the rioters displaying icons of the Living Saints, 
to give the Acolytes a hint as to their allegiance. 

• As part of a mass protest or riot (possibly included with the 
one above), assassins use the event as cover to attack the 
warband. Their goal is to use the confusion to disguise the 
deaths, so that their masters are not blamed. If the Acolytes 
manage to capture and interrogate one of these assassins, the 
would-be killer reveals that he is a fanatic in service of the 
Living Saints. Use the Skulkers from page 388 of the Dark 
Heresy Core Rulebook for these assassins.

• If the Acolytes did not aid any caravans while travelling to 
the capital, or were overly violent in repelling any riots, 
commoners upset with these strangers might form to attack 
the warband on the streets. 
After investigations are finished, the Acolytes should have 

everything they need to challenge the Living Saints (or at least 
to know that they should scrutinise this group very, very closely). 

4. tHe livinG sAints

These rogue psykers are not willing to go quietly, and are ready 
for combat. Their numbers include at least one Warp-Priest and a 
cadre of lesser Warp-Callers (see page 409 of the Dark Heresy 
Core Rulebook), plus mobs of followers. The Acolytes should 
face a tough battle; hopefully they can call upon Strictionists 
and Titheguard for aid, especially if they have made allies of the 
Kathrinkas and the Sodality. 

If the Acolytes openly confront the Faithful in their main 
temple, they find it abandoned. Once they make their way back 
outside, the Living Saints and their forces attack. This confrontation 
should occur in a wide courtyard or other suitable area. Combat 
conditions should include high buildings around the area to allow 
for snipers and plenty of carts or other cover items. If the Acolytes 
decide to make for their shuttle, feeling outmatched without allies, 
the confrontation can becoming a running battle that moves 
outside of the city. Here, the Acolytes might call upon bandits if 
they managed to bribe any to their side (these bandits can also 
serve as allies should the Acolytes ever revisit Novabella). 
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If the warband has superior firepower, the GM can introduce 
fog or darkness to even odds, or allow the Faithful additional Warp-
Callers or even multiple Warp-Priests. If the warband includes one 
or more Untouchables, the Faithful should be upgraded with non-
psychic threats such as Heavies (see page 387 of the Dark Heresy 
Core Rulebook). It should be a hard-fought battle, with psychic 
powers blasting the air and the Acolytes tested to their limits in 
defeating these unholy foes.

resolution

The mission to Novabella need not be over after the Acolytes 
have eliminated the primary heretics. Under some approaches, the 
heresy is so deeply ingrained that cleansing the world of its taint 
could take years. In these instances, the follow up portions of the 
adventure might take a significant period of time. Alternatively, the 
Acolytes could elect to appoint that responsibility to a group of 
the world’s native inhabitants. Ideally, the Player Characters might 
want to verify their allies’ success at a later date.

Even in the most ideal of circumstance, the Acolytes are 
likely to create a significant power vacuum when they eliminate 
the world’s leading heretics. Because of their actions, the characters 
may wish to select the entity that assumes the newly available 
power. This could serve as a means for the characters to earn 
additional Influence upon Novabella. However, the selection might 
need to be made based upon additional factors—including any 
loyalties that the Player Characters could have to organisations that 
exist beyond the scope of this colony world.

rewArds

All Acolytes who survive the adventure should earn 500 experience 
points for each session of play. Each heretical organisation 
overcome should provide a bonus of 100 to 250 experience points, 
at the Game Master’s discretion, based upon the degree of cunning 
exhibited and the overall challenge that represented by the foes.

If the characters successfully cleanse Novabella of all heretical 
influence, each Acolyte gains 5 Influence. If the characters establish 
a relationship with an organisation that has seized power, they 
gain an additional 2 Influence based upon the debt that group 
owes to the Acolytes. If the characters were particularly heavy-
handed in gaining control of the Imperial Navy vessel used to 
reach Novabella, the GM might choose to reduce the Influence 
award, at his discretion.

furtHer Adventures

Depending upon the approaches the Acolytes used and the 
strategies of the heretical organisations, there may be a number 
of different issues that remain partially unresolved at the end of 
this scenario. For some groups, it may be more appealing to 
follow these leads through to resolution than to play through the 
Novabella adventure with a different set of characters and villains. 
GMs are encouraged to let their players choose which paths to 
investigate at this stage. If the players are hesitant, then a great 
strategy could be to subtly introduce different clues or NPC 
requests that might drive the Acolytes to take action.

Filling the Vacuum: In any instance where the heretics were 
overcome, the PCs had to displace an organisation from power. 
If the Acolytes relied upon the assistance of an allied group, then 
that organisation is most likely to have expanded their authority 
into new areas, as they assume additional control. Alternatively, 
the warband might feel that some other group is better suited to 
this role. Attempting to find the individuals who can truly serve 
the Imperium in a loyal and effective fashion is no small challenge, 
if the Acolytes choose to take on that burden. Investigating the 
backgrounds of possible incumbents for taints of heresy could be 
a compelling series of adventures. This is particularly true if there 
are clear-cut signs of heretical contamination among those who 
had previously seemed to be loyal. 

The Criminals: At the GM’s discretion, one or more of the 
powerful groups might have been criminals, but not heretics. 
Depending upon the Acolytes’ attitudes, they might comfortably 
ignore this, or recruit the loathsome scum as allies. They may feel 
a responsibility to eliminate this from Novabella once the heresy 
has been cleansed—particularly if they could garner additional 
Influence. If this is the case, a follow-up adventure where the 
characters confront their former allies could create intriguing 
play. Depending on their available resources, this could play very 
differently from a confrontation with heretics. While the Acolytes 
are less likely to have to fear confrontation from hideous entities 
contaminated by the Ruinous Powers, they still must risk their lives 
against overwhelming—though mundane—opposition.

The Lost Note: Acolytes who are in a hurry to depart 
Novabella might wish to further investigate the note that initially 
led them to the world. Archbishop Zedikiah ignored a message 
hinting at heresy for twenty years. Could there be other planets 
similarly endangered? Might Ossuar, a major shrine world that 
plays host to the Ecclesiarchy’s leadership in the Thule Sub-Sector, 
be infected with heresy? And how did the world avoid scrutiny for 
avoiding tithes to the Imperial Guard, or from the Black Ships? 
Acolytes who suspect such a threat could feel strongly compelled 
to act upon their concerns as soon as possible—likely alerting their 
Inquisitor to the dangers the sub-sector could face.

A Matter of Trust: If the Acolytes encountered rogue psykers, 
they may wonder why their Inquisitor chose to not warn them 
of this possibility, or stress that the isolation also meant no Black 
Ships had visited the planet for years. Perhaps he saw this as a 
test for the Acolytes, and considered their success or failure as 
a measure of their competency. In this case, the Acolytes might 
wonder what other tests their Inquisitor could have in store.
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npCs

T
he profiles below largely represent Loyal aspects. Should 
the GM wish an NPC to be part of a heresy, add the 
following characteristics and abilities as desired:

Skills: Deceive (Fel) +10
Talents: Hatred (Inquisition), Peer (Heretical Cults)
Traits: Touched by the Fates (3)

Governor everfAst KAtHrinKAs

Everfast Kathrinkas rules Novabella, as his family has done for 
generations. See page 5 for his full background.

Skills: Charm (Fel) +10, Command (Fel) +10, Common Lore (The 
Imperium) (Int) +10
Talents: Jaded, Peer (Adeptus Administratum, Novabella Nobility), 
Marksman, Target Selection
Gear: Expensive robes of office, medals, sceptre of authority, 
woven finery, ancestral armour
Planetary Governor: Once per conversation, Kathrinkas can force 
a character to re-roll any one Social test targeted at him. 

overseer evAine drACHenstein

The Agriharvest Sodality is perhaps the true power on Novabella, and 
Evaine Drachenstein rules the Sodality, making her one of the most 
powerful people on the planet. See page 7 for her full background.

Skills: Commerce (Int), Common Lore (Criminal Cartels and 
Smugglers) (Int) +10, Deceive (Fel) +20, Intimidate (S) +10
Talents: Blade Master, Peer (Agriharvest Sodality), Step Aside
Gear: Ornate clothing, dataslate, concealed armoured vest 
Sodality Authority: Once per conversation, Overseer Drachenstein 
can force a character to re-roll one Deceive test targeted at her. 

lAdy KAtHrinKAs 
Use the Apex Noble profile from page 397 of the Dark Heresy 
Core Rulebook.

viCeroy KAtHrinKAs

Use the Apex Prince profile from page 398 of the Dark Heresy 
Core Rulebook.
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HArvester-prelAte 
mAnus BArAHonA

Barahona leads the devout of Novabella, a fit man seemingly too 
young for such responsibilities. See page 9 for his full background. 

Skills: Charm (Fel) +20, Common Lore (Adeptus Ministorum) 
+10, (Int), Intimidate (S) +10
Talents: Iron Jaw, Peer (Adeptus Ministorum), Whirlwind of Death
Gear: Monastic robe heavily embroidered with agricultural designs, 
mesh combat cloak 
Faithful Authority: Once per conversation, Overseer Drachenstein 
can force a character to re-roll one Charm test targeted at him.

titHeGuArd

Initially recruited to protect the growing amounts of uncollected 
tithe-harvests, the power of the Titheguard has grown over time. 
With each year, the industry needed to construct more storage 
facilities has increased, and the ranks of Titheguard has become 
so great that they are a powerful force rivalling the Strictionists 
in numbers. Though poorly armed and unorganised (each squad 
fervently cares only for protecting their own assigned storage 
depot, and knows nothing beyond the orders they follow), they 
could become a major factor in quelling any heretical outbreaks. 

Skills: Athletics (S) +10, Dodge (Ag) 
Talents: Iron Jaw
Gear: Poorly-maintained flak armour

striCtionist

Use the Sanctionary profile from page 385 of the Dark Heresy 
Core Rulebook.

novABellA sworn proteCtors

Use the Desoleum Involute Cadre Trooper profile from page 394 
of the Dark Heresy Core Rulebook.

livinG sAint

Use either the Warp-Caller or Warp-Priest psyker from page 409 
of the Dark Heresy Core Rulebook.

follower of tHe livinG sAints 
Use the Strain Initiate profile from page 406 of the Dark Heresy 
Core Rulebook.

Commoner

Use profile for Devout (page 389) or Dreg (page 394) from the 
Dark Heresy Core Rulebook.

titHe-BAndit

Use profile for Thug or Heavy from page 387 of the Dark Heresy 
Core Rulebook.

48

34 35 31

47 33 37

33 42 30
Ifl

WS BS S

T Ag InT

Per WP fel

4

886-00

4

8

4

8
4

8
B 4

8

H –

4

harvester-prelate Barahona (Master) 23

Half 3 full 6 CHarge 9 run 18 THreaT 18

Ceremon I A l  SCyTHe Class mElEE

rng — rof  — Dmg   2d10+3sB (R)
 Pen 1  CliP — rlD — WT  8 Kg avl Ra
special: Unbalanced 

31-70

21-30

71-85

11-20

01-10

Ar

lr ll

Al —

32 37 38

41 36 23

25 30 33
Ifl

WS BS S

T Ag InT

Per WP fel

3

7
3

7

Al 3

7
3

7
B 3

7

H 3

7

Half 3 full 6 CHarge 9 run 18 THreaT 11

BolAS Class tHRown

rng 10m rof  s/–/– Dmg    —
 Pen 0  CliP — rlD —  WT 2.5 Kg avl aV
special: inaccURate, SnaRe (1)

titheGuarD (troop) 11

SHoCk mAul Class mElEE

rng — rof  — Dmg    1d10+63+sB (i)
Pen 0 CliP — rlD — WT 2.5 Kg avl sC

special: Shocking 

86-00

31-70

21-30

71-85

11-20

01-10

Ar

lr ll



23
SeedS of HereSy

HAndout: tHe lost messAGe 

To My Most August Archbishop Zedikiah:
I can only beseech your lordship for aid, as I am surrounded with souls bereft 
of the Harvest-Emperor’s spirit. None can be trusted, for I cannot be certain 
who remains loyal and who has fallen.

Foul things are stirring underneath the placid spirits of my people. Their 
smiles are false, and I know their hearts have become corrupted. Our world 
lives to provide its bounty to others, and should its offerings become tainted 
so would countless souls fall from the Emperor’s Grace. 

I have served you and my world for many years, and know my people. My 
lord, you must trust me when I say action is needed immediately. Only 
sanctified forces from your own orders can prevent the spread of that which 
I dare not name, even under encryption to our Astropath, for even he I grow 
suspicious of. Darkness is growing ever greater around me. These are not the 
ramblings of the paranoid, these are the warnings of the vigilant against the 
Dark Forces we strive against each day. 

Heed them and save my planet, I beg you. Novabella is a good world and 
deserving of the Emperor’s protection, and I eagerly await His forces to come 
to our side.

Yours in Devotion to the Harvest-Emperor, Blessed be His Light!
Ezzarth Felissimo
Harvester-Prelate


