
INQUISITORIAL AGENT

FIREFIGHT PLOY
ABSOLUTE AUTHORITY
All who know of the Inquisition fear its limitless reach. 
Those unfortunate enough to draw the ire of its Agents 
are often stricken by fear.

Use this firefight ploy during the battle, when 
an opponent uses a strategy or firefight ploy 
(excluding Command Re-roll or one that costs 
0CP). Their ploy isn’t used, the CP spent on it is 
refunded and they cannot use that ploy again 
during this turning point. This ploy cannot be 
used to stop the same ploy more than once 
per battle.



INQUISITORIAL AGENT

FIREFIGHT PLOY
RELENTLESS IN PURSUIT
The Inquisition pursues its foes with dogged and 
relentless determination.

Use this firefight ploy when an enemy operative 
within 2" of a ready friendly INQUISITORIAL 
AGENT  operative performs an action in 
which it moves. After it moves, that friendly 
INQUISITORIAL AGENT  operative can either 
perform a free Reposition action, but must end 
that move within 2" of that enemy operative, or 
a free Charge action, but must end that move 
within control range of that enemy operative. If 
neither is possible, that friendly operative cannot 
perform those actions, this ploy isn’t used and the 
CP spent on it is refunded.



INQUISITORIAL AGENT

FIREFIGHT PLOY
THE EMPEROR'S WILL
The Agents of the Inquisition enforce the Emperor’s will. 
This authority emboldens them in their duties.

Use this firefight ploy when a friendly 
INQUISITORIAL AGENT  operative is activated. 
Until the end of that operative’s activation, you 
can ignore any changes to its stats (including its 
weapons’ stats).



INQUISITORIAL AGENT

FIREFIGHT PLOY
INTIMIDATING PRESENCE
Those that bear the sigils and authority of the Inquisition 
are rightly feared, even by the mightiest of foes.

Use this firefight ploy when an enemy 
operative visible to and within 3" of a friendly 
INQUISITORIAL AGENT  operative, or visible to 
and within 6" of a friendly MYSTIC operative, 
performs the Pick Up Marker or a mission action 
(excluding Operate Hatch). Your opponent must 
spend 1 additional AP for that enemy operative to 
perform that action (if they cannot or choose not 
to, the AP spent on it is refunded).


