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Dark Heresy Clue Generator

hunt the heretic!
“Did that seem suspicious to you as well?”

–Arbitrator Leeza Marzon, moments before the attack

W
elcome Acolytes to the Dark Heresy Clue Generator 
supplement! The following tables are intended to 
help Game Masters generate ideas for clues to use in 

investigation-focused adventures. The clues are deliberately generic, 
so they can be inserted into a variety of adventures or even reused 
in different ways. To begin, roll on Table CG–1: Type of Clue. It 
should be noted that the resulting clue type does not need to link 
in with the investigation’s focus, although the GM may instead 
select a clue or clue type more closely linked with his adventure 
plans as desired. Some clues might even be more appropriate to 
use as inspiration for a new branch of the plot. 

Table CG–1: Type of Clue
d10 
Roll Clue Type

1–3 Roll again on Table CG–2: Armed and Dangerous

4–5 Roll again on Table CG–3: Devotional Element

6–8 Roll again on Table CG–4: Personal Touches

9 Roll again on Table CG–5: Technical Element

10 Roll again on Table CG–6: Warpcraft and Wyrd-sense

Table CG–3: Devotional Element
d10 
Roll Clue

1

The locals make warding gestures and invoke 
the saints when passing an ordinary-looking 
structure. If their reticence on the topic can be 
broken through, they share the building's story.

2–4

A defeated enemy of the Acolytes carries 
numerous tokens of devotion to the Imperial 
Creed. The local shrines may have further 
information on him or his associates.

5–6

Agents of the local Ecclesiarchy have declared 
an important element of the investigation 
sacrosanct and beyond interference. This might 
indicate a compromised Ecclesiarchy figure 
working for the enemies of the Imperium.

7

A famous relic, reputed to protect the 
congregation of a local shrine, is conspicuously 
absent from a festival or ceremony. Removing 
the relic would be a necessary first step for many 
dark powers to exert influence in the area.

8–10

Someone involved in the investigation is 
muttering prayers under his breath at odd 
moments. He may have a guilty conscience or 
be suffering from trauma, as the sudden piety is 
beyond the norm for the individual in question.

Table CG–4: Personal Touches
d10 
Roll Clue

1

Something is found tying one of the Acolytes 
to the offense. The incriminating evidence is 
something only an associate from his distant past 
could have turned up. 

2

Something is found linking a long-defeated 
enemy of the Acolytes to the investigation. 
He could not possibly be behind recent events, 
indicating someone wishes to send a message.

3–6

A prime suspect of the investigation has suddenly 
become cooperative where he previously 
resisted. His change of heart may have been 
forced, or it might be a ruse to clear himself. 
Careful interrogation may be required.

6–7

A prime suspect calls in a favour from an 
old friend, who turns out to be an ally of the 
Acolytes. If they can defuse the situation, the 
ally may be able to inform on the suspect.

8–10

A helpful figure turns out to have previously 
unknown ties to a suspect in the investigation. 
The association may have been deliberately 
concealed, or might have been unknown to the 
helper until now. Much of the evidence gathered 
with the local's help may be unreliable unless his 
trustworthiness can be proven.

Table CG–2: Armed and Dangerous
d10 
Roll Clue

1

A mysterious enemy attempts to burn down the 
lodgings or headquarters of the Acolytes. The 
perpetrator could be tracked, or the method of 
arson analysed.

2–4

One of the Acolyte's enemies has paid off 
a desperate thug to make an attempt on the 
Acolyte's life. The thug might inform on his 
employer, or may carry a token of affiliation.

5–7

One of the Acolytes' foes in their next conflict 
wields unusually dangerous weaponry from an 
unknown source. If the weaponry can be captured, 
the maker's mark ought to help detail the source.

8

Some of the Acolytes' foes in their next conflict 
disregard their usual tactics and charge forward 
without any armaments. Differences between 
these berserkers and the other enemies may hint 
at the structure of the enemy's ranks.

9–10

A group known to be at odds with the Acolytes' 
foes is found apparently allied with them in 
battle. The tactics of the two groups may indicate 
whether the alliance is real, a sham, or a grudging 
truce until the Acolytes dispatched.
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Table CG–6: Warpcraft and Wyrd-sense
d10 
Roll Clue

1–2

A corpse tied to the investigation is untouched 
by decay. This could be a miracle sent by the 
Emperor, the taint of the Warp, or a side-effect 
of the means of murder. Discovering the truth 
would reveal much about the dead. 

3–5

A strange chill seems to permeate the air around 
an object or location with significance to the 
investigation. Only psykers or the exceptionally 
strong-willed seem to notice the phenomenon. 
The anomalous fixture may not be what it seems.

6–7

During an interrogation, a suspect or witness 
provides information he could not possibly 
know, but displays every possible sign of telling 
the truth. The data is vital to the investigation, 
but its unnatural origin makes it suspect. 
Whether it is verified or not, the Acolytes must 
discover why they were offered such aid.

8–10

One or more of the Acolytes begins to have 
troubling dreams about the investigation. In 
the dreams, the Acolyte perceives himself as a 
witness to the events being examined, and may 
even learn new details about what happened. 
However, this new knowledge is extremely 
suspect given its source.

Table CG–5: Technical Element
d10 
Roll Clue

1

The machine-spirits of the Acolytes' weapons 
grow surly and unresponsive when attempting to 
fire on a specific foe. If he has somehow tampered 
with their weapons, he is likely to have ties to the 
makers of such technology.

2–4

Servitors have been seen moving an unknown 
cargo around areas relevant to the investigation. It 
may be possible to learn of their master or their 
freight through examining the reports or tracking 
their movements.

5–7

A door or passage believed to lead to crucial 
evidence has been sealed with unusual security 
measures. Although the suspected evidence is 
hidden away, study of the measures guarding it 
may yield information nonetheless.

8–9

The local Tech-Priests insist that the Acolytes 
only use tools and equipment from their 
workshops, claiming that foreign machine-
spirits are unable to yield the appropriate 
results. However, the equipment they provide 
is substandard or unreliable, if they provide it 
at all. They may be attempting to hinder the 
investigation.

10

The investigation has uncovered a piece of ancient 
and valuable technology, possibly as a piece of 
vital evidence. Representatives of the Adeptus 
Mechanicus insist it be turned over to their 
custody, but its relevance to the investigation 
is not yet certain. Whatever ties it holds to the 
investigation must be discovered before it can be 
turned over.


