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onte with me now to Sylvania, to
Gbe land where the shadow of
horror bolds sway over bumanity. It is
0| the place of darkness. It is the place of
|| fear. It is the place of the Dead.

Listen.

ere cold wind blows over grim moors, and the

bowls of great wolves can be beard in the
distance. In the chilling air one can make out the
desperate wailing of long-dead Banshees. If you are
silent you can bear the beat of leathery wings
somewhere close.

Watch.

Riders roam the night. They gallop through the

darkness on steeds with eyes of fire, and they
bunt those who foolishly venture forth after dusk.
For them, the blood of mortals is sweet wine, which
alone can slake their thirst. Ivory-faced men who
shun the light of day play the game of intrigue with
the nobles and lords of the Old World and weave a
web of deception, betrayal and ivisanity.

Clbserve.

e ruined castles and abandoned mansions are
not empty. Something dark stirs in the charnel
bouses and crypts. Armies gather under black
banners, summoned by a call to arms that the
living cannot bear. The Vampire Lords are calling
them to battle once more,

And the restless dead walk the land. ... ............. &
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VAMPIRE COUNTS

“Say farewell to light, for the Darkness beckons...”

v the dark forests of the Old World, ruined castles are inbabited by the tmmortal aristocracy of
the night. For centuries these evil creatures vemain bidden within, biding thetr time until the
world bas forgotien that they even exisied. Then, when the power of dark magic is at its strongest
they call forth great armies of the dead from their graves and unleash then upon the morial world,

This book tells you how to collect a Vampire Counts Inside this book vou will find the following:
army and gives rules for using the forces of Undearh in
battle, [rom mighty Vampires 10 the shambling hordes of
Fombies, It explores the background of the aristocracy of
the night and their shadowy plans and purposes, their Special rules you will need to use the various forms
madness and their dark glory. of the Undead in battle

he chilling story of the Vampires and the secrets of
the Dark Arts

A bestiary of all the Undead creatures that are at the
commuand of the Vampire Lords

The complete army list for the hosts of the Vampire
Counts,

The background and rules for some of the most
infamaous lords of the Undead.

With these rules you can control the most terrifving of
all the armies of the Warhammer world, You can assume
the title of a Vampire Lord and go to war against the
weak nations ol mortals, Your choice of rroops includes
hordes of Zombies, ethereal Spirits, Wights and
terrifving Ghouls, With the army of the dead under your
command you will be able w challenge any Warhammer
army to battle.

The book also includes a colour section which will give
you some ideas for modelling and painting your hordes
of the restless dead, as well as hints aboul collecting
your army, and much much more. In addition o this, at
the end of the book there are some Desipner's MNotes,
which explain the thought process behind this tome.

| hope that this book will give you all the background.
rules and information you necd, and that you will enjoy
vour battles with the Vampire Counts army. The Undead
forces are certainly potent — led by some of the most
powerful  characters in the Warhammer game,
equipped with devastating magic and backed up by
unforgiving, fearless regimenis of the Restless Dead,

So descend to the darkness and walk through the
Sylvanian forests, over grim moors and into ruined
castles, and meet their immortal lﬂn:l'\w

oot

Ociober 1998



VAMPIRE CONNTS




WOIRED OF DEATH AND HORROR

Toy understand the natore of the restless dead, one must
understand the nature of magic in che known wocld, The
windds of magic emerge fvom the Chaos Gate in the north
and blow across the world, But there is one strand of
magic which is darker and more sinister than all the
athers. This is Dark Magic, and Dark Elf soreerers, Chaos
wirshippers and Necromancers deaw upon this corrupt
power torcast their spells. This is the force that allows the
masters of necromancy to animate the dead.

MNecromancy is the magic of the dead. It allows a
Mecromancer 0 summon cand  command  Undead
creamares, and to manipulare the winds of magic so that
they can age or kill mortals in mere seconds. Theie spells
summmon back the spirits of the dead o animate cormpses,
and also provide the power fore the Tndead 1o move and
sense the world of the living, albeit dimly,

i the known world, the dead do nol rest easy. Yampives fuvk in bawnted castles in the sinister
Sowests of Spleanta. Necromancers seek fmmortalily and suntmon the dead to do their bidding,
trhowls infest the abandoned cemeteries of Moussiflon. Fear of the walking dead and loathing of the
necromantic arts is alfmost untversal and yet the dark art and its practifioners persist in bidden
Places and remote ruins. The roots of the durk art of secromancy and the curse of Undeatlh are
furied deep within the history of the Ofd World, Often unseen and very subtle, the cold band of
Lrrddeertb nevertheless rests beavily over the Qld World,

The preal masters of the Undead have a host of lesser
servants: roting Zombics, Wight wardors, insubstantial
Wraiths and wailing Banshees. All can be bent to the will
of those who have studied the an of necromancy. The
mightiest praciioners Can Summon Servans in vias
numbers and command armies of dead equal w the
grearest military forces of the Old World.

The chronicles of the Old World recall the many wars
and desperare battles fought against the restless dead.
Few foes are more terrible than them, for the price of
defeat is not just losing vour life, hur a ghasely crernity
as an unliving automaton, because the lords ol Tndeath
replenish their ranks after each battle from amongst
their fallen victims.

There are many il-lamed places in the world. From the
wind-swept plains of Kisley and the foresis of Bretonnia
iy the far lands of Lustria there are aréas where
necromancy prevails over the living, Here the masters of
the Undead rule over their servanis. Most often these
individuals are Necromancers, humans who have
learned the scorcts of necromantic magic, but
sometimes great Vampire Lords muster their armies in
the desolation of the east, and come o reclaim the lands
they mled acons ago,

& ﬁm* knﬁm the hordes of death have
; mﬂl:d ohge agam. said the king. "1 have
'C:’Ilr,d I]mi Er:mncﬂ ‘o‘f ﬁaﬁ o dr.r.ld: wh:rt to mak:

Bardn di: Guéﬂ: stoudr up. "'Y:s. sirc, we must scru&
rnapk to hold fh:n‘u at Lapotqs

it s qust 2 m;lgh _.p,arr {_B_H,,n{_ m[iuns!" sked th: ?
k.'ing- : .ﬁf.'::. ..'v.':.-.

“Indeed site, but there has heen 3 recent outbresk of
plague” replied the Barom. .
“What of #?" said the kmg Y not in the least
*i:rﬁ hurl‘ms:&. i

su Iﬁﬁ:\sd s::c : the Baron contioued. “.hut the
i cemeteries are full and our cncmy shall be sc-:f-:mg
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NECROMANCERN AND THE DARK ART

There is an ultimate source of power in the Warhammer
world: the winds of magic. Magic encrgy permeates
everviling and as thoy move across the world the winds
of magic separate into several strands, giving power
the spells of wizards, Some, however, remain as a roiling
mass of pure dark magic. This is drawn o places of

M"’*.ﬁ‘“r death above afl otber things, Most people are content to raise sons and deughbters to ensire
theat their Hineage will continue after their death. Kings and emperors evect stonuments so that
Lenerations tacorme will remember them — this way something of them will remain even after their death.
But some individuals resort to darker, more desperate measteres. They turn to the dark art of necromancy,

death and evil, sites of murder and disease, Battleficlds,
cemeterics and tombs, charnel houses and plague pits
attract this dire force. 1t 45 this energy that is used for
necromantic spells.

MNecromancy is the magic of the world of the dead. A
MNevromancer is able to communicate with the dead and
sumimoin spieits with iv and it also cnables him o extend
his life for centuries and to raisec corpses, creating
legions of Zombics to fight on his behalf,

Those who practise this most dire of furbidden arts face
many terrible dangers, Some try 1o extend their lives for
decades or even centurics beyond their natural span,
Sometimes they succeed, and these individuals rétain
their physical body and what is Teft of theic sanity, but
usually the result is far more horrible than death fisell,
Comtinual use of dark magic drains the soul and distorts
the: body and as time passes, a Necromancer becomes
more and more cadaverous in appearance,

Not all those who study necromancy begin as evil men.
The loss of loved ones, dire need of power for a worthy
cause, or simply the natural fear of death are all things
that can drive & man o seek the forbidden lore. But
necromantic magic corrupts everything it touches and
the constant dealing with the living dead and fear of
persecution soon drive cven the most strong-willed to
paranoi and insanicy.

Necromancers shield themselves from the deadly effects
of dark magic by channelling their power through descd
creatures or into their spicits. Despite this, human
Necromancers will slowly be corrupted by their contact
with the dark energy. In the end, death will claim them
in a particularly horrible way, Their keen intellect will be
erocled, their bodies reduced o reeking, walking
corpses and their sandoy will be lost in the sea of tercors
that it faces in the world of the dead.

Mecromancers are universally abhorred. The men of the
Ol World respect the dead, and the priests of Marr and
Witch Hunters tirelessly track down any who would
defile the rest of the departed. Many an aspiting
MNecromancer has perished in the cleansing flames of the
Witch Hunters,

ok e
=

ST ou are all my servants from now on
' Whither you want to serve me alive or
% dead 15 immaterizl to me”

Vs von Carstein 10 the citizens of Alidot E
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NECROMANCERS AND THE DARK ART

THE RORI

EN ARES . §
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M.'V&'?‘C”’J-' shrowds the study of necromancy. 1o learn the dark art, an aspirant must either seel a Necromancer and
become an apprentice, ov acguire ane of the forbidden tomes such ws the Liber Mortis or one of the Nine Books

af Nagash.

Finding a mmor has s obvious  difficulties,
MNecromancers shun the company of the Hving, 1o avoid
discovery, Also, piven their morbid reputation and
unavoidable insanity, it is perhaps saler o seck the
books. Many would-be Necromancers have coded up
serving their mentors in eternal, living hell as animated
COFPSES,

borbidden books have thetr own perils. The lore ol
MECIOMANCY is t0o be fowand i these books. writen in ink
distilled from human blood and bound with the skins of
mortals, Only the most strong-willed can read these
romes and retain their sanity. They wll of the horrible
secrets of the beyond and the dark insane nightmares
that the dead dream in their eternal rest.

Many spells for waking the dead, summoning magic
power and controlling the lesser Undead are recorded
in these books. They also tell of rites that ateact dark
g, list the davs when evil magic is at its strongest,
and the places that attrace the highest concenteation of
dark mugic,

First and most famous of these evil tomes are the Nige
Books of Nagash. In the unimaginably distant pust
Magash, the supreme lord of the Undead, the Groeat
Mecromancer himself, wrote these dreeadful volumes. Tn
them is recorded the entive lore of the are all other
books of necromancy are bused in some way upon these
hilasphemous tomes,

Many ol the greatest spells of the Nire SBooks of Nagash
are o demanding for mere morals, foroar his peak
Magash could rival the power of the gods themselves. Rl
foor a2 diligent smadent they hold all the information
needed 0 become a Necromanoer, Summoning  and
controlling the dead and the sacrifices needed w
summon spirits are also described in the pages of the
Liber Mortis, as well as the secrel of prolonging life by
stesling the vigour of the living,

The Hook of the Dead was written by the mad Arab
prince Abdul ben Raschid. He rravelled 1o the Land of the
Dead in the far south and, driven miad by his expericnoe,
wrote his blasphemous masterpicee, He did not live to
see the widespread public revalsion for his work, or the
great pyre where the Caliph of Ka-Sabar burmned all the
copies of it he could Tayv his hands on. Unfortunacely,
many of them survived and were cacricd o the Obd
World by the victorious knights during the Crusades.

The Book of the Dead speaks of a great deser! e the cast
of Araby, from which rise the necropolises — tomb citics
of the unguict dead, On dark nights, corpses of the dead
stir, locked in a dance of death uoril the end of etermity.
and within the pyramids, built aeons ago, the unholy
aristocracy sit on gilded thrones amid Gaded grandeur
andh numberless corpses. They dream fong, dack docams
of their former glooy, stirring  occasionally o issue
commands o thelr rotting courtiers. Then the armies of
the dead march o war against the other kings of the
Land of the Dend, or sometimes attack the Arabians and
other bumans unwise cnough o live too close.

The Liber Mortis is the best source of knowledge on
necromancy available to the scholars of the Ofd World,
was wrillen by the Necromuincer, Frederick van Hel,
beter known o later generations as Vanhel, The one
complete surviving copy of this book is kept under lock
and key in the vaults of the Greal Cathedral of Sigmar in
Altdorf and cun only be studied by the purest-hearred
scholars, and even then only after special dispensation
from the Grand Theogonist himsell. Vanhel was a
Merromancer at the time of the Grear Plague and
compiled his muasterpicee from translations of the Boolks
of Magash, 1t is this book and its copies that have caused
s much horror and death in the lands of the Old Woarld.

The Grirodre Necrowtiten was written by Wsoran, known
a5 the father of Vampires, Apart from necromantic spells,
it is filled with doom-laden prophesics of the fumre:
telling of the world that is to come, where the Fmpire is
in ruing and only the dead walk under the sunless skics
and where immaortal Yampires mile over pitiful skaves and
hunt them for sport, Ic is said that any who read this
book succumb o a dark pit of insanity from which there
is no returm, Perhaps the Grimaodre Necoronium holds
indisputable proof thut Wsoran's predictions are trae.
Perhaps we are already doomed to eternal slavery.
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Barinted the CFd World,

Vampires are known by many names. Bretonnians call
them Nogferain, while in Kislev these evil creamres are
koo as L, Thie folk of Estalia know them, however,
as Wernphyri.

Of all the Undead, Vampires are the most abhormed. They
are iminortals who were once human, but now carry the
curse of vampirism in their veins. Yampires are human in
appearance, but their blood is tainted with supernatural
cnergy. They must feed on the blood of the living o
sustaim themselves, or else they will fade into nothing,

Vampires are denizens of the dark and sunlipht weakens
them, They often rest during the hours of sunlight,
dreaming long, dark dreams thae only the dead deeam. At

mrp 1’11«: ruined tower of the keep Wdlch, Gnnﬂ i
Master of the Order of the Flaod Dieagons, yaeed: inta the
night. He siood alone, desp in thought, b dirom will ﬂm:r.l_
‘h-tde! his mind travelling the datk paths of the distant_past,

Mr.mm'u:-: Hickered past hime Like - Enrpn—mdl:s. He still.
“recalied the dimness of Tis human senses. He wondered what it
wauld be like o breathe agamn. 1o feel the hinod fiow throogh
lis veins What the world would look like if observed thtough
the dimited scnses of 3 living man. How much meore he could
-see amd hear mow. The aight: was full ol sovods and shepes. He
csiw bow the swicling mists of dark magic enveloped the Blood
Kieep like 2 shrond, forming nightematish images He could hear
~the howls of the wolves b the mounnins @ hondred: miles ©
from the pusst where he wis: standing. Yes, e could hear ind
. #ex: cveryihing

"hn Emg:r: tooched the blade IZ:IF his ancient sword,
naries {lowed back. S0 many had died by  that swoed He
rmwn.hrmd the glory of the great wers of old Hlood had
flowed like wine then He had sJ:m innumerable o Dhwaef.
- lords, Elves princes. Lmuq{!ﬁthw&td&ﬁ#hﬂm
' belore the nughr of bz =word, Bqud tiimes . he th.u'nﬂht

Hut other mmﬁmﬂ weee oot s pl!:iﬁnh H: alee remembered

“the day whea the 'E:mme of the Whitt Walf bad broke down

* the jgates of the Blood Keep. Mikael, his awsurite som, was.
:n!Biieli by o fanatical warrinr-pricst of Sigmar; .ﬂ.mm-.l, ez
chesen bride, lad hoen behisaded by the Reksuurshall during
the battle hefore he sould intervent, i mailed: Tingers cosled
muul the hilt of his crimson sword 'Oue d.u.}f e I&ouﬁ]n
.ﬁ’ugcm.c will be mine. | have all etermity 1o wat And :nd::d
ﬁ#had.]'lcmmmochLT}m:meb:m:mqgﬁ,

,,*& Walach turned Back to the baleony door, and mppcd nta the
é;__ t}l'dﬂf ‘3§ [I.I“'. nght WATTIUTS gmml nn snuﬂ, while the
i osixteen undying mmiorials the bist of his ‘hmimc h:-:sﬁrs and

- Drwirls and Elves had grown weik, while the bumens had
“dim, reddish glow of the torches. The geeat feasting hall of - the

S!'Ht-‘i‘ time bogan, there bave been many legends of undying predators of the might who wealk in the guise
of wen. Az long as anyone can remember, people bave spoken in bushed tones of beasts that bunt the
trnary drid because of them wen bave shunned the darlmess. For untold centurfes the word Vampive has

such times they are vulnerable and a seake driven
through their heart can end their unlife,

Lhough their ourward appearance can ool all but the
wisest, Yampires are wholly unmatural. They are stronger
than any living man, capable of wrestling down a bear or
clesiving a fully armoured man in oo with one Blow. A
wonnd that would leave a man dead on the battleficld
has little effect on a Vampire. They can see the dark wind
ol necromantic magic and bend it to cheir will. Spirs
and animated dead are theirs o command. Bejsts
naturally armned o darkness are staves to their merest
whim and packs of bats and wolves follow them
wherever they g0,

N ‘ﬂtﬂhﬂhﬁﬂl\j}"-bﬂﬂﬂiﬂl b.'rpdnr 8 sruond the great table Ta thie

dim light of the rumed hall their eves ghttesed with an
a_n,spdh]:-l: husger. For tomight was the night of the Hlaod

Fist, As anc they tivned to face him and howed. Walach

moticned 1hxm to footisue their sevelsies and took s p].-m.t‘.uf‘”
the biead of the feasting table

The bill wus fulled wuh cetic suunds as the wail of Hinshees
carried from the dungenns While their howls would bring
death instantly: to any Living mian, for an immiortal Vampire
theit cries were sweer music, filled with she lonely beauty of -
the cold grave. At 2 single word from Walsch, the toem £l
silent. The Blood Chalice, the great relic af the Yampiric

Cirder. was braisght o him by his Joyal servants. He grasped

the wicient cop. with both busds, aud deank decp. An
uverwhelming senstion, pain tnre severe thao & swordhlade,
eostasy more potent than anythiag homan senses could eadure,

Mlerwed throogh hee body, He feli power and cxulation fill

him. He was god-like, invincible, deadly. As he passed the

“Bload Chalice on. he studied his Usdead knights as they drank.
The ancicnt vows of Brotherhnod were exchanged is the chﬂ.m:

pmd[:um one hasd fo anothee. Th:sp]n:ulautnilh:mnnw

~and the coats of arms af his knaghis ==!1npd their past glories..
fstmughh:mug his beliel that thees was Il:l power gn - the world

to oppost him.

His wasriors had gathered. The standsrd of the Blood Dragon
would iy shove his armies once more He would break the
hacks of the mortal lords of this world, For who could stand

_ippinst him? Theee were oo more teie warriors |eft oo this

warld He %ad fought and defested the grestest of them during

~ times p:st ~when being & warrior meast something. Mow the

Imr]dmddandﬁﬁ:mwcnh:m-t:h Thfﬁdmﬁ.“

become soft, decadeat, sad Tary, And Walsch's strength had bot
Erown over the years: Now was the time of echoning. Mow

ws the fime of war




VAMPIRES

-4 THECUIYOF THE VAMPIRES

O"'fl' the muost ancient scrolls focked away in the Forbidden Library at the Colleges of Magic and the Great

Cathedral of Sgrar bint wt the oviging of the Vampives. These age-old texts, brought to the Oid World by
crusading knighis refurning from Avaby, tell of a land for away, tn the delta of the great Hrer, Mortis, In the tongue
ef the peafile who Foed there long ago this kingdom was knoun as Nebelbbeara, or the Land of the Dead

In the hicroghyphs and reliefs one can see how the
aristocracy of that land once hunted men at night and
drained their hlood, The oldest and most obscure scrolls
mention the cursed name, Nagash, His story is told
elsewhere, but here it is sufficient 1o say that this evil
MNecromancer found an alchemical substance thai
granted immortality. This hideous liquid was called the
Elizir of Life. Distilled from buman Blood, it provided
the seeret of eternal life, bur the price was terrible. After
many long years the Greal Necromancer became more
and more cadaverous and corpse-like, uniil his evil was
evident to all,

Lk

Oher kings of Nehekharn gathered their armies and
sent them against the Great Necromancer. Nagash was
defeared in this ancient war and forced 1o Mee from the
Land of the Dead. bul the secret of the Flixir of Life was
stalen by the nobles of Lahmia, one of the great citics of
Nehekhara, They took it back o their city, and starred
cxperimenting with it. Their Hle-spans grew ever longer,
bt alter centuries its use caused strange changes in the
Lsahminn nobles, Their teeth changed ino great fangs.
their skins became as white as alabaster and their eves
glowed red in the darkness. Those who drank the elixic
could no longer be nourished by food or drink, but
began to prey upon living men and drank their warm
blood, Sunshine hurncd them, so they had 0 live in
darkness and rest during the dav. And worst of all, they
ol pass this corse on o others, By allowing a mortal
to drink their blood, the taint would pass on o the
victim. These were the first true Vampires,

The Vampires had eernal life and great powers, bur it
seems that this curse was eventually their downfall. The
hicroglyphs well how their fellow men turned against the
blood-drinkers. Onee more there was war in Nehekhara,
The rulers of the other cities, alamed by the nidings
feewn Lahmia, musiered their armies. The Lahmian
Vampires fought against the grand allinnce of Nehekhara
led by King Alcadizaar, bur in the end they were defeated
and forced to flee. Most of them were killed in the hitter
siepe ol Lahumia, or hunted down by the victorious
armics of Khemri and Numas and slain in cheir tomibs,
during the hours of daylight.

But the eroded scrotls of Lahmia describe how seven
great Vampire Locds and their closest followers escaped
the sacking of the City of the Vampires. Chicf amongst
them were Ushoran, the Locd of Masks, Abhorash of the
Blood, Vashanesh, the king of Tahmia and Neferata,
Queen ol Shadows,

The remaining Viampires held council, Their defear weas
a bitrer blow to the areogant immortals. They had tasied
povwer and found it 1o their liking, but now they hiad lost
evervihing, In the end they decided to part company
and conguer domains of theic own. Onee they became
powerful enough they would return and reclaim their
thrones. 50 the Vampires went their separale ways, Four
of them went norih 1w the kingdoms of men in the Old
World, and have haunted the dack places there ever
SICC.

OF the remaining Yampires little is known, Perhaps they
went to other cormers of the known world, or perished
in ancient battles, If any still exist, they are ancient
indeed, and surcly powerful bevond  morgal
comprehension, Perhaps they travelled o Nagashizzar
and entered the service of the Great Necromancoer,
Magash the Black o w




VAMPIRES

VY T P G SR

A Vampire has to keep his tainted blood and raging dark
energy checked, Often this becomes too much, and an
angry Vampire can kill a man in a fir of rage. An enraged
Vampire is terrible 10 behold — he ransforms from his
mortal likeness into o fiend with razoe-sharp fangs, long
taloms and bestial features. Tlis eyves gleam with
unnatural light and the mere glance of a Vampire can

W!’ﬂsr Viempires bave the same physical appearance, they are nothing like the bumeans amongst
whont they bide, Belbind their masks of prace and beauty lives a predator, a bunter of the
fiving. Even i the Vanipires were good and bonest souls during their mortal lives, the use of
necrommanlic poreers and the unnerivral Bunger for Buncan blood wonld soon corrupl e,
Continuons life amongst the dead will slowly drive them to morbidity and inscnity and the dark
mragie, which they bave to wse, will drive them into evil

Many Vampires grow weary of their eternal existence,
but they fear their final deach more than the horror of
living forever as an Undead. Tt is said that their evil
deeds condemn them (o eternal torture in the realm of
the desd and thus they cling to their bodily lives, hating
their unlife but fearing the final judgement which will he
passed on them in the aherdife. ... @.

cause the bravest mortal warrior to flee in panic.

Alter 4 time, o Vampire becomes so soaked in blood thar
he no longer cares about the death of 4 mortal. He may
still have his human appearance, but no  picy,
compassion or mercy lives in his cold, unbeating heart,
Vampiric blood fows through his veins and he is so
unnatural that he ecasts no rellection on mirrored
surfaces. He s now ruly of the Undead.

Tov a Vampire, buman sociery is a blur of change, for they
do not age or change as men do. Such a life puts a
terrible pressure on the minds of these beings and
madness is their constant companion. If one considers
the differences between these immortals and mere
humans, it is easy to see why Vampires feel no pity or
kinship with men. Their terrible hunger forces them
inte-acts of murder and violence and their physical and
mental superiority is vast, It is litle wonder (hat
Vampirves view all of humanity as mere caule.

~ Ylic in my casket. dreaming Oh what dreams! When T was born | cappot remember, It was
long, long ago now. When | was born again to my immortality, I can bring it back to
~my mind. but it is dim. It was in the castle The same castle that rises above me now, M}r
castle. T can feel the weight of the stone and the dankness. The cool, moist dampn:ss that is ' °

so good for my complexion. Has it not pﬂ:scmd me for 50 many ceaturies here in my tomb?
'_In my casker of lead. '

 For long years have 1 waited. Why do I awake now? What is it that has stirred me. I returned .
i 'in}r crypt for the last time long ago. There was strife in the castle then. Everybody
* perished. There was fire, 1 do not like fire! So | descended into the cool of my tomb.

Now 1 have awoken. What sounds can 1 pereeive cchoing through these ancient halls? Is it
]:ugim:r and music? The castle is occupied again! There are living, breathing, heaving, red-
blooded beings here again. Knights! | always did fove knights. Such strength, such good red :
ood, nurtured on the venison and the good red wine of our land. Ah, the blood of the 4
. brave..

[ Yes, I shall arisc this night. I shall be arrayed in all my beauty. I shall 1ake for mysclf 2 new
§ lover. 1 tire of the old one, he is nothing but skin and bone! o




VAMEIRS

THE'SHADOW OF THE VAMPIRE - -~

enanity bas alteays both feared and been fascinated by Viempires. Many bumens, especially
Necromancers, seel aut Vawmpires and offer their services o these lords of the Undeath. For the
Varprires bave sumetling that Necromancers crave: they are tmmortal and capable of pranting this
Lift to others. But Vimnpbires choose new recriils tdth greal care: they wan! compenions for their
long, lonely existence and thus choose onfy the most indelfivent, most beautiful and the most
patwerfud to foin thefr ranks, 1his is a great tregecdy indeed, for at least the wsual vicrims of Vampires
toge omly their lives and can rest in peace. bt those that the Vampires choose as their companions
fage their souls as well

The unbioly Hoeal that the Vampires use (o create more of
their kind is called the Blood Kiss. When grunting the
Blood Kiss, the Vampire passes part of his own cursed
blond o his victim instead of draining the unlucky

It is said by some scholars that the potency of cach new
generation is less than the last, so that the mos
powerful Vampdres are always the oldest. The older
Yampires can also choose o grant the Blood Kiss o

mrtal of his lite's blood. The doomed man or woman
will tall ill, grow weak and eventually die from what look
like namaral causes.

more than one victim, while most of the vounger
Vampires can grant only a single Blood Kiss during their
long and lonely existence.

The threat that Yampires represent o mankind cannot
be underestimated. More than once the lords of the
Undead have summoned their legions ol the walking
deard ancd waged war against the current masters of the
known world. Only at great cost have they been repelled
and cach time the lords of the Undead have waged war
they have come closer to a ol victory.

Isaf you can find out the servants of Desth by thesr
mark, Mo man i5 born so wnnatural that his body docs
not pevolt at the foul pollution of Undead bload,

And by these marks can you tell them. By the fangs of
the predator, for their thirst of blood = the thirt of a
fanged fiend. From their porcelan white skis, cold to the
tosch and unnaturzl 10 the eye. From the glow of ther
eyes behind which lives the Hongee

These are the marks of the blackest el These are the
marks of the Vangpire

Ower three hundred years have passed since the Last time
thit the dreaded Vampire Couanes of Svivania marched o
witr with their Lndead legions, Their defeat at the hands
of the Empire has taught them that while Vampires may
be immeaswably more powerful than mere maortals,
they can still be defeated. Though immaortal, they have
wenknesses that their enemics can exploit: sanlight
renders them almost powerless and  will eventually
destroy them. A stake driven through the heart will end
therr unmatural life, Holy men have power over them.
They cannot cross running water cxcept over a bridge.
They can conjure 2 multinude of mindless Undead slaves
to serve them, but will only have a few intelligent allivs

[okans ¥az Hal the Witck Huster Cenernal

They must feust on human blood or wither away into
nothing, and because of this, Yampires are always few in
number. Large groups of these unnatural loeds would
require huge numbers of morals o fecd upon and
wonld guickly atract the attention of the rulers of the
kingdoms of the Old World. To enslave mortals (o their
will once and for all, Vampires must be cunning as well
as brutal.

S the lords of the night patiently bide their time in their
ciastles and crypts waiting for an opportunity o gain
control of human sociery Vampires are immorial, so
they can afford the lusury of dme. Their enemics grow
weary and die, but Yampires become more powerful as
vach year passes, They seck a chance o defear the
human nations utterly and of making all mortals their
slaves. One day all the Yampires will rise again and then
the carth will shake under the read of Zombics, skies
will darcken under the wings of Vampire bats, and the
spirits of the dead will rse feom their graves. Then once
more the men of the Old Waorld will be forced to muster
their armics to ward off the most errible of all their




VAMPIRES
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j'bw'e’ are several great families of Vampires in the Old World, each of which owes #ts origin aned
:i‘f!a’g.‘:m{.‘ﬂ fo one :J.x'rrwnrh'pm.«-:-:jﬁ:! anel anictent Vamfrire.

From the city of Labmia come many great Vampire Lords and four of these are named in the annals
of the Cld World. Alf Vamipires assume the name of thetr ancestor when they join the ranks of the
Unclead. They may not always use this nanie openly, but amongst their oun kind, Vampires aluweys
use their family name

VON CARSTEIN

“We are the lovds of the night and you bumans are our caitle,
While we walk tall you are on your BMEes.". .. .........c..oovvviveernireenesnsooAttributed fo Mannfred von Carstein.

fall the Vampives that bave ever been knowm to man, the cursed Bloodling of the von Carsteing is the most

infamons. Handsome, arrogant, charismatic and proud, the von Carsteins are the true aristocracy of the night,
It was Viad von Carsteln, the first of their line, who brought vanpivisn to the wnbappy land of Sylvania. He inflicted
the dread ctrse on all the greatest and maost powerful nobles of the land, bound them to bis will. and became the
undispucted ruler and master of an Undead kingdom at the very boart af the Empire,

Three hundred years ago Viad and his Undead cohors
openly challenged the rule of man in the Empire and
during a hundred years of unremitting warfare they
almost brought the Empire w15 knees Only by
combining their effores did the Elector Counts of the
Empire defeat him, but although Viad was dead. this wis
not the end of the von Carsteins - his successors
continued the Vampire wars for many vears 1o come

In the legends of the Empire the names of the Yampire
Counts are still remembered and abhorred: Viad and
Bsabella, the first undyving rulers of Sylvania. Pieter and
Emmanuelle von Carstein, who slaughtered a hundred
maidens in a single night (o slake thelr thirst, Fritz von
Carstein, the One Without Pity Konrad, the insane
Count of Blood, and Mannfred von Carstein. the wisest
and most cunning, a twisted genius and the greatest of
the Vampires in his mastery of the art of necromancy,

The end of the von Carsteins’ reign linally came in the
terrible and bloody battle of el Fenn, where Mannfred
von Carstein, the last of the Vampire Counts of Sylvania,
met his doom at the hands of the Elector Count of
Stirland. The last of his kin were slain in battle as well
and thus ended the Vampire wars of the Empire,

This, however, was still not the end of the von Carsteins
in the Empire. Who can tell how many eccentric men
still carry the curse in their veins, or how many Vampires
hide in the haunted castles or dark woods of Sylvania, It
is only o likely that one day the Empire will tremble
once again at the name of von Carstein_........oo. 0

Vampire will flinch from the

holy sign of Sigmar. Also he
makes no rellection in a2 mirror or
in water. He shuns the heat of 2
fire and hides from the sun. He
will rarely open his mouth to speak
or cat before strangers. By these
Signs may you know the 1‘1.";[11[:111‘::.




VAMPIRES

LAHMIA

“Remein in darkness and be silent, sisters. Our time is almost bere."

AH the Varnpires of the Labmian sisterbood are said to be descended from the Quween of Labmtia, one of the seven
Vampire nobles who escaped the destruction of that vile city. She is said to despise men and consequentfy very
few Labmidns are males. Instead enchantingly beautiful maidens are chosen from amongst the most noble families
of Bretannia and the Empire and granted the Blood Kiss. They then strive to gain control of the bumans around them
with conning and intrigue. No other Vamipires excel in infiltrating biomean society in the same way as this shadowy

sisterbood,

The presence of the Lahmians is seldom noticed, bui
their hand is certainly felt. They may lack the brute
strength of many other Vampires, but in subtlety and
cunning they are unmatched. They can achieve their
aims with politics and plowming instead of direct action,
They are hedoniste, sell-indulgent creatures who love
splendour and wealth and will stop at nothing to get
what they desire

Yet they cannot taste food or enjoy the warmth of the
sun. Their cold hearts can feel no love and though their
youth and beauty is eternal, they are abhorred by people
once they are discovered, All this means that no marner
how much wealth they gather or how many pledasures
they taste, their jovs are always hollow.

Lahmian Vampires are as st as gquicksibver and their
Vampiric powers allow them to melt into the shadows
and vanish from the eyes of mortals. They can move so
guickly thar they are virtually invisible 1o the eye. Fora
human the shape of one of these Vampires atacking
seems like a blurred image, as if gazing at its form
through a mist.

The talons of the Lahmians reach 1o all levels of human
society. They take an active interest in human affairs and
no one can guess how many powerful and erratic
noblewomen, widows of princes and dukes, and high-
born ladies who shun the light of day and lock
themselves in tall wwers and opulent palaces, are in
truth undead, They have a great olent for arr and
statesmanship and their powerful personalities hold an
almost irresistible charm for mortals, However, their
temper matches the quickness of their bodies and they
are easy o anger, but hard to appease

In the most remote corners of the Old World, whole
towns have fllen under the dominion of the Lahmians.
In such places Zombies guard the gates so that none can
escape and Vampires form the female aristocracy thao
feeds on mortal cattle each night, Such places must be
purged with sword and fire, often only after a bitter
batrle against the Vampires and their Undead servants,

The Lahmians, unlike other Vampires of the Old World,
keep in contact with ecach other and with their
mysterious queen, Neferata, who s said w live in a
secrel haven high in the Worlds Edge Mountains, What
the Lahmians’ motives and purposes are few can fathom,
but it is said that they are preparing o fight a terrible
war against the other Vampires — perhaps their aim is 1o
become the supreme overlords of all  the

v T | RN U

4 Yhave travelled to distant Araby and | have walked
amongst the rined palaces ol Lahmia i the land

beyond the River of Death. And here was [ound 1he

source of the curse For in the timc—eroded statue |

could read our the mark

The mack of 3 Vampire”

Liber Mo



VAMPIRES

NECRARCH

“Wisdam is not without price. Ours is the greatest wisdom and thus we pay the greatest price.”

crarchs are perbaps the maost tervifying of all the lords of the wight. Most Vampirves retaln thelr bronan features
M:-h.rn they join the ranks of the Undead, but something in the blood of the Necrarchs is tainted and foul. Their
physical corruption beging as soon as they enter the ranks aof the Undead. Skeletal and reeking with the stench af
charnel bowses, the Necrarch Vamprires are truly a borrifying sight

Yaumpires of the Necrarch bloodline are not much
concerned with the petty world of men. They walk the
paths of the realm of death. They are wise heyond
martal reckoning and imbued with the horrifying secrets
of necromancy. The knowledge they hold would be
enough (o drive mortal men to their death through
sheer terror

Necrarchs live in high wwers where they study the
heavens and the darkest of the winds of magic. From
time o vme they summon the dead that sleep in the
catacombs and tombs around their dwellings and go to
conguer the lands of the mortals

Necrarchs are masters of alchemy and the mystie ars, In
their dusty chambers they make potions to halt the
decay of their bodies and 1o enhance their minds, No
other Undead can march their knowledge and the
power of their magic.

OFf all the Vampires, Neerarchs are the most powerful in
the art of necromancy. In their inner sanctums, lit by
candlles made from human fat, Necrarchs pour over
grimaires and moulded scrolls o reveal the secrets of
long-tlead wizards

Necrarch Vampires summon Undead servanes and stuey
the darkest of necromantic magic ceaselessly, though for
whit purpose can only be guessed. Witch Hunters who
have dedicated their lives wo studying and hunting them
down fall silent when questioned about these things and
just sweur o eradicate these monsters or o die in the

arempt

_Y'; -

“M:thtn’. mathter. see what | hal brought
thee!” The scrvant hobbled 1o his master,
the only one who had cver shown him any
kindness or consideration. He did not care aboumt

his lord’s horrible appearance. or the stench. 1‘-’2
Anyway, the master always hid himself behind his
cloak. Fusthermore, he was 2 scholar, but =

- languished in exile, vnrecognised. “Bring it to me,
. fanthful one,” said his master. “Yeth mathter.” he J
) replied, and handed him the scroll "AR It is
I;'.. from Khemri. Where did you find it my most

loyal servamt? °1 stole it mathter. From the
merchant” "Oh what a shame Did you harm A
him? “Alath mathter, hith head came off” The

" master wagged his wizened finger. 71 hope you hid

the evidence? “Yeth mathter, But | kept the head,
I thought thee might want it for somephink.”

All Vampires of the Necrarch bloodline are insane, for
the secrets thev study would be beuer left alone and
completely forgotten. The eyes of a Necrarch Vampire
see the world of the living as a blurred image. bur o
them the world of the dead, the bodies in thelr graves,
the bloated corpses of the drowned and the rotting
carcasses in the charmel houses are orystal clear and far

more real than the blossoming life of the morml world.
Indeed, they draw their power from man’s darkest
dreams and anyone unformunate to merely glance at a
Necrarch Vampire will find that he is confronted by his
worst nightmares. ...




VAMPIRES

BLOOD DRAGON

“We are the swords of the night.
We are the warriors of the dark. Fear us, for we are your death.”

nee the knights of the Order of the Blood Dragon were the nobilest of the Knightly Orders af the Empire, respected
by all as its defenders. Their great fortress-monastery, the Blood Keep, gnarded the passes to Bretonnia and was
famed for the strength of its walls and valour of its defenders,

But as the Tome of Lameniations wells, one night 1 man
of grear stature and noble bearing appearcd ar their
gates and demanded 1o join the Order, He announced
thar he was Walach of the Harkon Eimily and when he
was admitted inside the doom of the Order was at hand.

In one single terrible night Walach infected the knights
with the curse of Undeath and became the new Grand
Master of the Blood Knights. The strongest, noblest, and
most handsome he made Vampires, while the rest were
slain and served in as Wight men-at-arms. Soon the
Undead knights ruled a kingdom of terror.

Instead of protecting the men entrusted o them, the
Vampire knights preved upon them like a pack of
voracious wolves. The Vampire maidens, the brides of
the Knights, bathed in blood to keep their eternal vouth.
The Order became the most terrible and the most
powertul warriors the Old World has ever known,

For many long vears the Blood Knights kept their true
namure a secret from human society, but finally the
Church of Sigmar, attracted by reports of people going
missing during the night, discovered the werrible rruth,

Four entire Empire Templar Orders mustered 1o destrov
the Vampire knights, eager 10 prove their prowess and
virtue, The Blood Keep was besieged. For three long
years the Vampire Order beld our until their gates were
finally bredched and their keep was set on fire, Faced
with overwhelming force, the Vampire knights were
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torced 1o abandon their ancestral home. They were
hunted by Templars and Witch Hunters alike and it was
believed that all of them had perished. The Blood Keep
fell into ruin and its evil legacy was all but forgoten

The truth was different. When their fortress-monastery
wis rzed, the Knights of the Blood Dragon became
separated from each other, They fled their pursuers and
went to the lands of Bretonnia, Estalia, Tilea and bevond
1o establish domains of their own, They can now be
found in abandoned castles commanding their own
armies of the dead, or hiding amongst humans in the
corrupt cities of the Old World. They can live as
mercenaries, assassins, or soldiers, and only the glow of
their eves hints at the hunger that mges in their blood.

The blood of Harkon Vampires makes them swordsmen
without equal, for their sire was the greatest ol the
warriors of ancient Nehekhara, But this power does not
come without a price — it also makes them obscssed with
their prowess at arms. Their entire being is devoted to
war and death. Their way is the way of the sword, each
one striving to become the perfect warrior, Each
competes against the others and every word uttered
carries a hidden challenge. Without their iron discipline
the Blood Dragons would soon succumb to anarchy,
Indeed many of them become so obsessed with
perfecting the craft of death that they leave their
stronghold and wander the world, seeking challenges wo
test their martial prowess.

Now, cemuries after the demise of their Order, men
whisper that the Blood Keep is inhabited again and that
immuortal knights feast on human blood in its halls.
Once more the old legends of the knights that hunt for
blood are told in hushed voices, In the cold catacombs
beneath the Keep, the tombs of the heroes of the past
are now once more resting places for Vampires,

Served by the Undead knights, the Vampires of the
Harkon bloodline are a mighty force. Bound by the
brotherhood of a hundred wars, these immaortals have a
loyal bond that goes far beyond that of any living knight.
They still gather from all over the Old World in their
great leasting hall once every hundred years, to perform
the rites of the Brotherhood in a hideous parody of the
holy feasts of the Templar Orders of the Old World. They
drink blood from silver chalices and recite their ancient
oaths of loyalty. They are proud, and rightly so; for there
are no mighticr warriors in the known world.

It is said thar their lord Walach sill commands them as
the Grand Master of Ordo Draconis — the order of the
Blood Dragon, Wherever the standard of the win-
headed blood drgon is scen, men grow desperate, for
it is followed by a legion of Undead knights,
commanded by immortal Vampires, ..o ,w



LYIMAINS OF THE UNDEAD

from the vast tundras of Kislev to the meadows of Bretonnia, from the dark woods aof
Svivania to the grim Grey Mountains there are many ill-famed places of the world which are
assoclated with the Undead and where the forces of necromancy prevail. Some of the most
infamons are described bc."ouu

MOUSSILLON, THE CITY OF THE DAMNED

TI‘.' Bretonnian city of Moussillon bas an evil reputation. It is commoanly known as the City of the Damned and is
shunned by all senstble people. Built in a very inauspicious location on the banks of the River Grismerie the city
is flovded cvery spring, sweeping away the bopels af the poor and leaving the streets under a foot of foul murky
weiter. Owtbreaks of disease are common and the cadavers of victims lic side by stele in fong ranks on the city streets.
With ail this death the city attracts Necromancers and other practitioners of the dark aris, and the wardens of the

cemeteries and tombs are often prosecuted for selling the corpses to the bighest bidders

The aura of doom is all-pervasive, so that even the finery
of the rich folk of Moussillon is ragged, diry and
disgusting, Those few that live here roam the quagmire
strects like zombies, soulless and unseeing. In the
murkets they haggle for eotten fruit and mildewed meat
= some of which may even have come from the city's
overflowing plague pits, It is sald thar the cemeteries and
charnel houses are infested with clans of Ghouls and
those unwary enough to walk the sreers of Moussillon
after dark are never seen again

In the middle of all this corruption stands the ruined and
sealed palace of Duke Maldred, a corrupt pretender to
the throne of Bretonnia, whose reign of evil two
centuries ago is a reviled memory. When Maldeed's claim
to the throne was dismissed by the Fay Enchantress, he
and his sorcerous wife Malfleur rerreated w Moussillon.
Mhey defended the city for three years as the knights o
Bretonnia laid sicge to it and during this time an
extremely virulent outhreak of the Red Pox scythed
through the city.

Maldred vowed that he would chear death and
summaoned all the noble familics of the city to a grear
party which was to last uniil the Pox ended. All food and
wine in the city was confiscared and all the doors of the
palace were locked, The minstrels played quadrilles and

dance tunes and the nobles made merry while the poor
ol the city starved and died outside

On Winter's Eve the Duke celebrated with the
traditional masked ball. The nobles of his court
immersed themselves in an orgy of selfindulgence.
Dressed in red silks and sains and wearing fantastic
masks they danced and drank sparkling wine. But it is
told that a visitor, wearing red and carrving a huge
soythe was seen amongst the guests. Maldred thoughi
that this wis a poor joke and ordered the guest to be
thrown out of the palace, But as his guards rushed o
grab the cerie figure, they collapsed, and the marks of
the Red Pox could be seen on their hands and faces. One
by one the torches of the palace Mickered and died, as
the red-garbed stranger staltked the banguet hall. Next
day the siege ended, for the Duke and all his guests were
found dead inside the palace, killed by the Red Pox

It is sakd that every year on Winter's Eve the eerie strains
of phantom bards can be heard within the palace and
anvone bold enough 1o venture inside will meet the re-
animated corpses of the Duke and his guests re-enacting
their final dreadful night. Corpses caivont around  the
banquet hall, Zombie minstrels play haunting tunes and
the silk-wrapped bodies of Maldred and Malfleur are
locked in an eternal embrace of damnation............ trd




DOMAINS OF THE UNDEALD

THE CURSED LAND OF SYLVANIA

Sﬂ'!ﬂﬂiﬂ is the wost ill-famed region of the Empire. It is a land of dark forests, lonely moors and ruined
castles. It is also the source of the darkest legends of all the Old World.

In the midst of the wretched land of Sylvania stands
Drakenhof Castle. From here, Viad von Carstein begin
his reign of rerror and summoned his Undesd army, This
wias the centre of the web, from where Mannfred von
Carstein plotted his conguest,

The castle is huge, built on top of a massive clifftop,
from where it dominates the surrounding forest
Wizards of the Empire claim that nowhere else does
dark magic rest as heavily and concentrated as over this
infamous casde. It has four massive towers and o
gigantic central keep, beneath which is a huge number
of cryprs, dungeons and abandoned ormure chambers
where unspeakable horrors were once inflicted on the
prisoners of the mad von Draks. All are now cmpty save
for a few skeletons which are said 1o stir from time

time to relive the horrors of their tormure and seek
revenge on the living, In the dining hall, obsidian
goblets, from which the Vampires used to drink blood,
still stand undisturbed on the bangueting table

The walls of the great hall are hung with portraits of the
Vampire Counts, Tall, gaunt, red-eved men, it is said thar
since they could not see themselves in mirrors, the
Vampires required pictures to remind them of their
phvsical likeness,

In recent vears, it seems that some Undead evil has
returned to the castde. Peasants in near-by villages claim
their young people are mysteriously vanishing, Huge
red-cyed wolves prowl the forest and keep the
trespassers away and the name von Carstein s
whispered omee 2Ealn ... e '

Ruins of Vanhaldemschlosse




DOMAINS OF THE UNDEAD

BLOOD KEEP

wth of Nuln, bigh in the Grey Mountains, stands the long Sorgotten fortress-monastery called the Blood
\SN:CI?EJI. It is @ ruined fortress of immense size and rests on top of a mountain, with only one lonely path
leading up to its gate, Once it was bome to the most noble of the Knightly Orders of the Emprirve, bul bundreds
of years ago they were infected by the dread curse aof vamprirism and turned against the bumans they were
sworn to protect. The crypts below the Keep became resting places for immortal Vampires and Wights,
dressed in the garb of the men-at-arms of the Orvder, patrolled the walls of the Blood Keep. From bere the
Vamfrires launched attacks against the countryside. Garbed in armour, they could bave passed for any of
the numerous robber knights plaguing the Empire at that time and none could guess their true nature. In
secretl, they dragged their screaming victims back to the Blood Keep and feasted on their living essence.

Ihe Vampires' reign of terror lasted for decades umil
their true nature was revealed by the famous Witch
Hunter, Gunther van Hel, The Blood Keep was besicged
for three years and finally taken after an epic struggle. Tis
Undead inhabitants were destroyed one by one and
stakes were driven through their hears. Walach, the
Grand Master of the Vampire Knights, led a desperate
break-out with his most powerful knights, bur they were
pursued by the Knights of the White Wolf and merciless
Witch Hunters

The great sicge which broke the power of the Blood
Knights left the fortress ruined and blackened by flames,

shattered by sicge engines, but the Blood Keep has
retained its grim reputation. Men shun the place and
only the most desperate treasure hunters dare to
explore its ruins

It is snid that during moonless nights the wirriors whose
remains still lay unburied in and around the Blood Keep
stir and slay any who dare w venmre near, The
catacombs provide nesting places for huge bats which
range far and wide o hum for blood. Some say that
lonely figures can be seen standing guard on top of the
ruined battlements and the men of the Empire whisper
that perhiaps some of the Vampire knights survived the

and its walls cast down, The great bastions were Sivge

SILVER PINNACLE

Hgb in the most inaccessible part of the Worlds Fdge Mountains stands a desolate mountain top, called
the Silver Pinnacle. A long time ago, the Dwarf race built a buge stronghold bere, for the Silver
Pinnacle was an incredibly rich source of gemstones. But as the Great Book of Grudges remembers, the
Silver Pinnacle was invaded by an army of Zombies and Wights, led by a_female Vampire called Neferata,
Her Undead armies forced the Dwarfs to abandon the Silver Pinnacle, and they bave not been able to
reclaim i since,

None, save for a few crazed Dwarf Troll Slayvers, dare 1o
approach the Silver Pinnacle any more, for it is home 1o
the living dead. If a2 man were ever to ger through the
trap-laden passages and fight his way past the chambers
filled with Undead warriors, he would come to the hean
of the mountain, where the secret chambers of Neferat
are located,

Walking into the inner halls of the Silver Pinnacle is like
stepping into another world or tme. Garbed in ancient
costumes the Undead courtiers of the Vampire Queen
keep alive the ancient rites and traditions of
Nehekharans., The sicklysweet scent ol incense and
luxurious oils hangs over the opulent chambers where
the statues ol gods with heads of eagles and fackals
stand guarding the doors. Gold and lapis lazuli gleam in
the dirkness, illaminated only by the blood-red glow of
torches.

It is a weird and disturbing place, filled with the spirits
of the dead and the mighty Vampires who rule over
them. Giant winged creatures fly to the Silver Pinnacle
during the night and sometimes black coaches travel
there, bringing cloaked women who enter through the
Zombie-guarded doors. No one knows whit tangled
plots are weaved during these visits but they are sure o
bring great woe and misery to any who have come to the
areention of the Lahmian Vampires. ..,
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heatertt the night,

Wizards claim that the wind of dark magic blows strong

*in Sylvania and that the keeps of the nobility are built

%f%mr partcularly ill-omened sites, Even the notoriously

“obrotal and fearless mx-collectors of the BElector of

o g
i

T

e

i
s

T Ty

Stirtand wear amulets blessed by the pricsts of Morr and
Sigmar, and go about in companies fifty strong when
their lord compels them 1o seek his dues there,

For as long as any man c¢an remember, evil tales have
been wld of Sylvania. The odds are good that if ever a
tavern bard recites a grisly ballad, or a court poet
inscribes a story of horrar, then the setting will be this
dire place. There are more dark legends concerning
[Sylvania than all of the other Imperial provinces put
together and most of these tales contiin a solid kernel of
rruth, This is indeed a land where unguict spiries, thissty
Vampires and evil sorcerers still walk beneath the
moons' pale light. Only the bravest or the most
foolhardy would wander there and then only with the
most compelling of purposes,
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On the eastern border of Stiviand, in the cold shadow of the Worlds Edge Mountatns, lies
the tand of Splvania, No sane ntan would dare venture forth after dark there and no
questing knight or weary pilerim wonld ever accept shelter within the brooding, rotting
castles that tower over the land. By nighr, the brutish peasants of the squalid villages lock
and bar their doors and bang bundles of witchbane and dasmons’ root over their sbuttered
windews, in the vain bope that these protective berbs will ward then apeainst the terrors that

The oldest recorded incidence of the evil nuture af the
plave dates back to the Great Plagoe of 1111, when it is
said that even the mit-like Skaven feared 1o yentore inog
the Sylvanian forests, for fear of the Undead armies that
stalked the land, It is wld thar on the night of
Gehelmmnismachy, 1111, Moreslich pulsed with emerald
witchlight and 4 hail of incandescont meteors rained
down on  Sylvania. Ascrologers and - soothsavers
prophesied catastrophe. This starfall was indeed an il
omen and it wis in this vear that the dead first walked in
Svivanin. Rotting corpses, marked with the black
blotches of the plague, refused to sty in their graves.
Dieag] fathers came back 1o claim their children. Even the
Ghouls Red from overflowing gravevards and vaults,
whaose inhabitants would not sty at peace,

Soon armics of decomposing corpses shambled about
the land needing only a will 1o guide them. They lound
it in the form of Frederick van Hel, whose name would
become corrupted by later generations o Vanhel He
bound the grear Undead host to his will and concuered
the land that would Liter become known s Sylvania,
building his keep at Vanhaldenschlosse, the ruined siwe
of which is still shunned to this day

During the Black Death, the Empire writhed under the
claws of Skaven oppression and only the evil rammen
contained the expansion of Vanhel's necromantic
domain, The Skaven and Undead cxpended their
strength in a long and furile war thar was evenmally 1o
cause their downfall. Vanhe! was assassinated by his
ambitious apprentice Lothar von Dichl, who was himself
driven out of Vanhaldenschlosse by a band of knights
apparently led by his master’s ghost. Alter von Diehl’s
cisappearance, lacking a guiding intelligence, the
Undead armies wandered the land aimlesshy,
shaughtering the living, but also being destroyed
piecemeal by thetr human, Skaven and Ore opponents.

It wok many centuries for the Empire 1o recover from
the ravages of the Black Plague; Sylvania never really did.
The population was reduced to a tenth of what it once
had been and the incidence of mutation and diseise was
many times greater than anyvwhere else in the Empire. in
addition, since the Great Phigue, the dead of Sylvania
have shown an pncomfortable tendency not o sty
buried. This problem accounts for the infamous
Sylvanian costom of Burying corpses Bee down in their



fr———

T i . . o T T . T

coffins so that if they try to dig their way out, they simply fought and raided each other with no respect for higher
burrew downward, authority. The remainder were ineffectual cowards with

In the years following the Great Plague, Sylvania no taste for war or other noble pursuits. =

aceuired @ terdble reputiation. The peasants became a Sylvanin became a backwater shunned by the restoof
byvword for close-mouthed sullenness and stupidity. The mankind and in ity shadowy corners dreadful things

thin suil of its fields produced fewer crops than went about their business unhindered. Like a magner, it
anywhere else in the Empire, Famine and blight were drew evil sorcerers who could pursue their study of dark
common. Few merchants truded in the area, for there magic undisturbed. Occasionally, word of dark deeds

was fittle money o be made. Only the most desperae drew the attention of Witch Hunters or one of the
outlaws made their lairs in its profitless and haunted ferocious Templar Orders and the woods were scoured,
foreses. a process which the local nobility neither helped nor

The ruling house of von Drak was thin-blooded, hindered. Otherwise the slow gr@ﬂ} of the powess of
decadent and lazy, halfheanted in the pursuit of their c}rﬂ ey 4R kandd o deliring. S
feudal duties, and had a history of congenital idiocy and ~ Grand Theogonist Jurgen Vi to call for a crusade against
insanity. Tt is said that they were the only noble house in S}*lw.nl‘a. Unforunately, this was during "hF tme of the
the Empire not to send at least one son to the Crusades three I_:mpcmnl. when tht.'n: were three claimants to the
in Araby. The rest of the nobles of the region were little Imperial throne, so the Empire was too fragmented to
better. Many were evil-hearted, oppressive and respond. - Thus the von 'Draks malnmined  tiel
tharoughly corrupt men, littde betrer than bandies, who ineffectual rule of this blighted Ian{l.“

VLAD VON CARSTEIN

sadir of this dark period came centuries later when Viad von Carstein took over the rulership of Sylvania. The

e oaf Bowe the first of the infamous Vampire Counls came o power (s a eruel one. It began on a storm-fasbed
riight twhen Otto, last of the mad von Drak counds, lay on bis death bed, cursing all the gods that be was without o
meile beir. Cito swore that be would mearry bis davghter {sabella to a daemon of Chaos tself vatber than lei bis boated
brother Leapold inberit. He bad already refused the band of every noble in Sylvania, for be despised them all. and
no ote of bigh blood from outside the region wanted to marry an beiress from that fand,

Ono was an evil man, given o putting the heads of Viad seemed as eceentric as old Otro, He never ate in his

peasants on a spike ar the slighrest provocation, and servanis’ presence or walked abroad by day He
when mad with drink, he was convinced that he wis dismissed the priest and sent him from the village. No-
Sigmur re-incarnated. The nobles who should have been one ever saw Viclor Guittman again. Soon, many of the
his liegemen had no respect for his authorire and paid old servants ar the keep were dismissed and mysterious

no attention o his commands. All of Svivania seethed swirthy strangers from the east took their place:
with civil strife. On his deathbed, the dving man lay However, the new Count seemed less oppressive than
unrepentant, and cursed all the gods. the old one and so the folk got on with their daily

Outside the thunder rumbled and lighining splic the business, ignoring the hooded and cloaked foreigners
- £ - that often visited the castle. Years of von Drak rule had

storm-black darkniess. Victor Guitman, the aged priest of i
i e taught them not 1o gquestion the deeds of their betters.
Sigmar whio had been called o shreive the old Count,

. Ax feast the new Count didn't order senseless executions:
fainted dead away, Then, from out of the storm came the for d i ; i
sound of wheels. A great black coach drew up outside ¢ his pleasure or demand the exorbitant taxes the Hfd o

the keep, a heavy hand smote the door a ringing blow et bl

and a cold arrogant voice demanded entry: No-one doubted the Count’s prowess in barle cither
The castle gate swung open on fis hinges before any - et l..ht:d: [d _I= !Id:fi _bhoﬁ [h; Bt:; . ii;::
man.atarms coold ioath I ssd e dogs censed i howd wwn and deman tribute, the Count cu

and slunk away. The stranger was tall, dark and proud, ::"‘::nﬁm}‘?' down as if he wer; a mere ;:ipiing,, MM
of noble bearing and aspect. No one prcw:nl:ed his entry 4 s i e i

into the castle as he marched 1o the Count's chamber. SUmpes f0 eosieh b b it wiile By
bodyguard watched, mking no part in the bloodbath.
His accent was foreign, perhaps from Kisley, and he : " :

: ; The Count’s popularity was assurcd. Within his realm
recited his noble antecedents to the Count, claiming dhe | e, the glliy ished. and
Isabella’s hand. Looking into the stranger’s coldly b uaw: WH,:_ t’h 24 3
glowing cyes the Count perhaps regretred his rash oath P e WP
but he could deny the stranger nothing. The priest was word reached the village that Isabells had fallen sick
roused and performed the marriage ceremony before with an incurable illness, and was slowly wasting away.
the dying man's bed. Then Otto expired, leaving his One of the physicians who tended her claimed her heart |
daughter in the charge of Viad von Carstein, The new had stopped and that she'd died. The new Count said |
Count's first act was o heave the protesting Leopold this was not so. He dismissed the learned doctors,
through the window of the hiphest ower of Casle claiming he would care for her with his own hands.
Dirakenhof “Three days later she appeared in front of her folk, saying
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although she was ever afterwards pale and wan and
never left her chambers save by night

Ar first none of the feuding nobles of Syvlvania paid any
heed to the commands of the new Count; they were too
wrapped up in their own bloody rivalries o listen o the
edicts of one they saw as a usurper, IF this bothered Viad
von Carstein he gave no sign of it He ealmly proceeded
to rebuild estates which had suffered from centuries of
neglect. A farmer who had newly inherited a herd of
catthe could not have paid more anention o the running
of bis kands. He cherished his tenanis as a peasant family
cherishes a beast they are fanening for the Midsummer
feast. After decades of rule by mad Owoothis was all
welcomed. Soon, however, dark things began to happen.

Young girls and lads from the villages began o disappear

% :;.f‘md armies of the Tndead gathered. These were small
lorces at first and they did not attack any of the Count’s

pussessions but harricd those who disoheved  his
authority. If the Undead did aot overcome the rebellious
Sylvanians then they fell victim 1o strange accidents.

Baron Heing Rothermeyer was caten by wolves. Baron
Pieter Kaplin was found dead in his rooms, his eves open
wide, his hair pure white. He had died of sheer terror.
His wife went mad, and passed away soon afierward, The
handit lord Boris Earbiter was found hanging upside
down from a tree, his body entirely diined of blood.
Only those who had sworn fealty o Viad von Carstein
seemed immune o these depredations. Soon, the
renegade nobles were clammering 1o swear their
allegiance. Within  ten  years, with no  apparent
application of military force, von Carstein was more
firmly in control of unruly Sylvania than many Electors
were of their states,

Years passcd inoa blur Generations of peasants. woere
born and dicd in Deakenhof and still Viad and 1sabella
von Carstein ruled, apparently unchanged by the vears.
AL first. few paid any arrention to their longevity. The lives
of pensants had always been nasty, brutish and short and
nobles often enjoyed vastly longer lifespans. However,
when the oldest woman of Drakenhof claimed thar her
grandmather had been a girl when von Carstein came 1o
the throne even the dim-witted and illiterate peasantry of

. Sybvania began to surmise that all was not as it seemed.

_More and more, Witch Huniters were drawn to Sylvania.

e Those who investigated von Cirstein were never seen
dggiin. However, worse wis to come. The disease that had

first lnid lsabella von Carstein low began to strike othier

1 noble families allied with the Count. Soon every castle in

Sylvania was home o longlived, nocmuenal folk, The
number of the living who went missing became
increasingly noticeable. The temples to Sigmar were
closed. Watchposts were set up along the border and few
were allowed o pass. More than any other state in the

+ divided Empire, Sylvania became a land in turmaoil.

On Geheimnisnacht in the vear 2000 ificr the birth of
Sipmar, the nightmarish truth abowt Viad von Carstein
wias revealed as he stood on the battlements of
Drakenhot Keep and intoned a terrible incantation from
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the pages of the Nine Books of Nagash. Across the land
the Undead stirred. Zombies clwed their way through
the soft Sylvanian sodl, Wights strred in their crypis,
Ghouls raced to join their new master. Von Carstein had
thrown down the gauntlet to the three Emperors: The
Wars of the Vampire Counts had begun.

The Sylvanian armies headed northwest, driving for
Talabheim, capital of the Owilia, one of the three
claimants for the Imperial throne. The Undead force was
huge. The Vampire aristocracy of Sylvania led hordes of
Wights and Zombics as the peasant levies marched
alongside their masters, fighting for them, as they would
fur any other overlord. These degencrates were
accompanied by Ghouls and Wraiths and other darker
things. At the Battle of Essen Ford, they crushed Ouilia's
armies, routing the human force. Before the battle von
Carstein had promised the humans clemency if they
surrendered, but no mercy if they opposed him. He was
as good as his word, His followers executed every captive
and von Carstein re-animated their bodies,

As he warched his men slaughtered, the Otilin's general,
Hans Schliffen, became so incensed that he broke [ree
fromn his captors in a berserker rage, seized the Count’s
enchanted sword and struck off his head. For his pains
he was torn limb from limb by the Count's followers,

The remaining Vampires took 1o squabbling among
themselves (o see who would take over, Herman Posner
finally prevailed on the others. However that very night,
as Posner strutted at the head of the army, von Carstein
returned. Posner claimed it was a trick and von Carstein
cut him down. This was not the last tme this elusive
Count wold come back from the dead,

At the Battle of Schwartzhafen, Viad was cut down by
Jerek Kruger, leader of the Knights of the White Wolf, and
the army of Sylviania was defeated by the forces of the
Elector of Middenheim. Yet within a year Viad von
Carstein was  leading another army and  Kruger's
smashid and bloodless body wnis found at the base of the
Middenheim spire. At the Field of Bluthof, von Carstein
fell with five lances through his body dand the Count of
Ostland’s Runefang blade lodged in his heart. Three days
later he was seen ordering the crucifixion of prisoners
outside the town gates. At Bogenhafen Bridge a lucky
cannon shot ook von Carstein's head off. Within the
hour the cannon crew were dead and the village was
being overrun, The soldiers of the Empire were gripped
with terror in the face of such a seemingly invincible oe,

By the winter of 2051 the Sylvanians laid siege to Aledorf
itsell The city had been surrounded by a ditch edged
with sharpened stakes outside the city wall and the Reik
had been redirected into the ditch to give the city a moat
ol fasi-Nowing water. None of the precautions taken by
the defenders worked, They did not stop the Sylvanians,

Screaming skulls lobbed by catapulss built of bone
terrified the citizens. Great sicge engines built of fused
human remains lumbered forward animated by dark
migic, Carrion birds lipped slowly overbead, Yon
Carstein gave his usoal vlimatm: open the gates and
serve him while living or fight on and serve him in death.
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knew the source of von Carstein’s immortalicy

That day he disparched an agent to the Vampire Count’s
camp. His name was Felix Mann and be wis the greatess
thief of the age: He had been offered a pardon and sent
o guest by the Gramd Theogonist 1o steal the Vampire
Count's ring. By stealth and trickery, Mann made his way
to the heart of the Sylvanian camp. Heart in mouth he
entered the great black silk pavilion where the Undead
aristocrats lay sleeping in their open coffins. Such was
their confidence that no-one stood goard. Mann slipped
the ring from von Carstein's finger and fled, not
returning 1o Altdorf, No-one knows what became of him
~and the Carstein Ring.
&) ¥ )
When he awoke, Viad was enraged. He ordered an
immeditte attack on the cty,. The Undead army surged
. forward, Great sicgetowers of bone wheeled 10 the
|§* walls. On the hattlements of Aledorf the defenders stood
- ready. Halberdiers pushed the siepe ladders away and
| dozens of Undead fell, limbs failing slowly, 1o the
o ground, Wighs and swordsmen hacked at each other
@_ across the battlements. lmperial heroes drmed with
formidable magical weapons cur down the Vampire

. aristoerars but were themselves in turm oot down,

r% At the centre of this vast strugsle, high above the city, the
Girand Theogonist clashed with the Vampire Count. It

' e "i‘{u: entire population, mdudmg Ludwig. the claimant 1o

the Imperial throne, wanted to surrender, but the Grand
| Theogonist Wilhelm 11l convinced Ludwig not 1o, He
|r| venmired into the Greear Temple of Sigmar and alter three
“u _ days of fasting and praver emerged claiming that Sigmar
L. had revealed the salvation of the Empire o him. He

was such a battle as few had ever seen. The two mighty

champions exchanged blows, After an hour of constant
combat Viad gained the upper hand. Sensing that the
end was near Wilhelm charged his foe, bearing him over
the bartlements. The two fell locked in an embrace of
death. First Viad was impaled on a wooden spike at the
wall's foot and then Wilhelm landed on top, driving him
still further down, With an awful scream the Count
expired for the final time, for without the unholy power
of his ring o resurrect him he at last had proven mortal

With von Carstein gone, the Sylvanians were forced o
retreat, Over hall the Vampires were dead, but so grear
were the casualtics inflicted on the men of Altdord thar
no pursuit was possible. Grand Theogonist Withelm was
interred within the walls of the Temple of Sigmar and 1o
this day men pray to his spirit when threatened by the
legions of the Undead., Within an iron-bound ebony
treasure chest, in the manered remains of the black
pavilion, was discovered von Carsiein’s copies of the
Nine Books of Nagash and the Liber Moris, These were
hastily placed under lock and key within the Temple of
Sigmar. The last casualty of the Banle of Aledorf was
Isabelk von Carstein. Apparently unable 1o face erernity
without her husband, she impaled hersell on a stake and
shrivelled to dust before the eves of the would-be
Emperor Ludwig and his bodvguard.

Ludwig would have used the time to press on ino
Svlvania and end the evil scourge forever, but the forces
of the other two claimants 1o the throne joined against
himy, fearing that he might use his popularity as the
surviving victor of the siege of Altdorf 1o press his own
claim 1o the throne, So the pernicious lords of Sylvania
were granted an interval to regather their stn:ru;lh.,,.w

KONRAD VON CARSTEIN

Amﬂg the Veamprives there weas dispure as to who weas Viad von Carstein’s beir, There were five surviving claintants
o the Htle: Fritz, Hans, Picter, Komrad and Mannfred. Al cowld claim to be von Carstein’s beir, since be bad
- spread bis curse to all of them: No single Vampire bad amy better claim than the others. A viclous power sirugple
erupted as all of them clatmed to be the true Cownt von Carstein. All came 1o bad wnds. Fritz wes killed whilst

|% attempting to besiege Middenbeim. Hans was killed by Konrad after a quarrel over who was the tongher and Pieter
'§ wes captured in bis coffin by the Witch Humter, Helmut van Hal, a distant descendant of the infamous Vanbel, who

- Konrad von Carstein was completely mad even when
compared to the rest of his family. When he had walked
among the living he even then had the reputation of
being 8 blood-mad butcher, cruel, merciless and
insanely ruthless, For his pleasure he had once ordered
. every cat in his domain o be used as sport for his
crosshowmen, On at least two occasions he had peasant
villages put to the worch because he didn't like the smell.
He tried his own mother for the crime of having given

- bricked up alive in her own tower. Acquiring power and
?wdnn#my by becoming one of the Endead did nothing 1o
ngﬁ:«m his already shaky grasp on reality. His reign
of terror lasted nearly a century and caused his name to
be used w frighten children to this very day,

© Lacking any skill in the ar of necromancy hmmﬂf he

birth to him without his consent and then had her
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" sought to atone for bis predecessor’s crimes. Mannfred’s story s dealt with in move detail later

forced them o do his evil will. Soon he headed a huge
army that ravaged the length and breadth of the Empire,
Where his brother, Viad had always offered  his
opponents a cholce berween life and death, Koorad
offercd them a choice berween dying immediately o
dving painfully Where Viad von Carstein had looked
upon humans as mere cattle w be hushanded as a
farmer would husband his livestock, Konead looked on
himans the way a cruel sporssman would look upon a
herd of deer.

Konrad was so vicious that he forced the three claimants
o the Imperial throne o combine forces against him on
two separate occasions. The first ime was at the Battle
of Four Armies, an inconclusive draw fought outside
Middenheim in 2100. This bartle wis most noticeable
for the infamous scene when Ludwig's son Lutwik and
the: Owilin: of Talabecland treacherously ordered each
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other’s gssassination. The only thing that stopped
Helmur of Maricnburg becoming Emperor was the fact
that Konrad killed him. Even Helmut's son Helmar
refused to accept his father’s claim to the throne once he
wis 4 Aombie under Konrad's conteol. The second timie
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the fovces loughl wogether was at Grim Moor where 2

combined army of humans and Dwarfs Anally defeated
Konrad in the spring of 2121. The Dwiirf hero Grufbad
held Konrad down while Helmar impaled his father’s
killer with his I{unrfa.n.p,“

MANNFRED VON CARSTEIN

last and wost dangerous of the Vampire Counts was Mannfred, a subtle; deviows and treacheros indfvidiel

Somie sy b was aivake when the vom Carstein ring wes stolen and laid a glamour on the sentries fo prevent them
Sroim naticing it While Konrad ravaged the Empire, Mannfred lay fow and studied the art of necromancy. It is said
that he fourneved as far as the Kingdom of the Dead in search of the secrets of Unlife, returning to the castle at
Drakenbof with a fund of dark lore and biding bis time sntil be feft sure of bis power After Konrad's death be
became the undisputed ruder of the Sylvanian basts, but for a full decade be did nothing, letting the various
contenders for the Imperial throne think the Sylvanian threal was over and giving them time to fall out among

themselves, which they duly did.

Omce the Empire was again racked by vicious civil war,
Mannfred deemed it time to strike. His Undead legions
crossed the Sylvanian border in the depths of winter and
marched through the snows o Aldort, putting any
villagers they met 1o the sword and adding them to the
ranks of their army. In the infamous Winter War of 2032
he defeated several hastily assembled Imperial armies
that amempred o block his path. Victory followed
victory and dark rumours of Mannfred’s coming were
enough (0 send villagers fleeing from their homes o
freeze 1o death in the snow His force reached Alidorf in
late winter and he arrived 1o find the city bamlements
empty of defenders,

Triumph filled Mannfred, He looked all set wo fake the
Emyprire’s greatest city when the Grand Theogonist Kurt
[T appeared on the battlements and began to recite the
Grear Spell of Unbinding from the Liber Mortis. Secing
his followers begin o cromble o dust Mannfred
ordered a hasty retreas. Although he was probably the
most powerful of the Yampire Counts, his foes now
seemed prepared 1o meet the Undead threar head an,

Mannfred marched his army  down the Reik o
Marlenburg. e intended to lay siege to the port, bt
found his phin thwarted by the army of Marienburg and
a company of High Elves who had recently established 2
trading colony there. Among the Elves was the High
Mage Finreir whose awesome power turned the battle
against Mannfred’s force at the crucial -moment.
Mannfred settled down for a lengthy siege until his
scouts revedled that an army from Alidorf was fast
coming up behind him. He was lorced to lifr the siege
and flee back the length of the Empire. So began 4 long
game of car and mouse, where neither side was entirely
sure who was the cat. Mannfred’s army would be
whittled away by sarmies of the vartous Imperial stazes
and then would replenish diself after 4 preat victory,

Eventually Mannfred was driven back into the Sylvanian
forests. Determined not to make the same: mistake as
they had before, the desperate nobles of the Empire
swore i truce among themselves and slowly but surely
began w scour the Sylvanian woods. In this task they
were aided by the Dwarfs. Now united, the citizens of
the Empire were relentless. Eventually: Mannfred was
brought o barde at Hel Fenn and cut down by the
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Count of Stirland as he atempred 1o flee the batle in his
chariot. His body was lost at the very edyge of the great
swamp and was never found, For his feat, Martin, Count
of Stirland, claimed all of Sylvania and added i 1w his
domains. Since no one else actually wanted to claim the
accursed land, no one gainsaid him. Thus was ended the
threat of the Vampirg Counts, or so it seemed at the
time.

Mannfred was by far the longest lived of the Vampire
Counts and rumowr has it tha be siill exists o this
prresent day, threatening to returm once more ar the head
of the Undead Sylvanian armies. Indeed, the poet Felix
Jacgar claims to have encountered him while in the
company of the Dwarf Gotrek Gurnisson as late as 2503,
Jaegar, however, is a4 known criminal and populist
agitator and his accounts of his travels are Highly
fanciful, so serious scholars discount the claim, One
doulis whether a mighty Vampire such as Mannfred von
Carstein could really be put to flight by an ourcast Diwarf
as Jaegar clims, Jacgar's account is no doubt spurious
s0 we shall content ourselves with the known facts of
Mannfred's lfe. As far as this history is concerned,
Mannlred von Carsiein, kst of the Vampire Counts, died
at Hel Fenn, Long mav he n:st.w




BLCODLINES

VAMPIRE BLOODLINES

mpiires originate fram the ancient land of Labmia, where the first of them actually reigned as kings and queens.
Here they folfowed a corrupted form of the death cult of Kbemri. When Labia weas overtbroum and destroyed
and {ts necropolis was ransacked, onfy seven of the blood drinking nobility escaped. They fled to different parts of

the known world and bid among mortal society,

OF these seven original Vampires, four are known (o the
men of the Old World, All the Vampires recorded in
history are their descendants and so have inherited
common Emily traits, The oldest Vampires have the
purcst blood and the most direct line of descent. Their
powers are greater and therefore their influence and
standing among the Vampire kind is also greater.

To represent this, first choose which bloodline aff the
Vampires in vour army belong to: the notorious
Carsteins, the vile Necrarchs, the knightly Blood
Dragons or the seductive Lahmians, who are descended
directly from the last queen of Lahmia. Then choose
how ancient and powerful the Vampires are, A Vampire
Lord is the oldest and most powerful, below him is the
Vampire Count, while the youngest and least powerful is
simply a Vampire Thrall. Finally choose the Vampires'

Unbending Willpower
B Master of the Black Arts. ...

Death Incarnate (Lords only) . ... ..
‘Nehekhara's Noble Blood (Lords only) . . .

powers from the following charts according to their age
and bloodline,

A Vampive Thrall must choose one aof the powers fromm
his oum family's chofces.

A Vampive Count must chooxe one of the powers from
his veem fariily's choices. In addition, be can choose a
second power frone bis own family.

A Vamipnire Lovd must choose ope poteer from bis own
Samify's choives, In addition, be can choose upy ot
ather powers from bis own family.

ANumber of powers

Vigrmfafres Minirirn Maxitmum
Vampire Lord 1 3
Yampire Couwnt 1 2
Vampire Thrall 1 1
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Pure Blood

The ring of Viad von Carstein is the anclent inberitance
aof the noblest of the Vampire bloodlines. Only they bave
the right to wear this boly vefic, which is charged with
the power to restore reserect o destroved Vampire's
Boddy.

The Vampire can use the Carstedn Ring. A Vampire without this
power Is not allowed o use the Carstein Bing.

Points value: 5....ciiiieiinnn... T . '

Wolf Form

Same Vampires can change their shape to that of a wolf,
d greatl bat or a whirl of mist. In doing so, they gain all
the advantages of the new form and become extremely
fast,

This ability only works in the Vimpire's own movement phase
and only for 8 normal move, it cannot be used 1o chirge, fee,
pursue, etc. Note that a Vampire moving in woll form has
Movement 9°, can march and is affected by terrain as noemal. IF
the Vampire is in a unit with a Movement value higher than his
normal move of 67, the unit can sl charge with him, bur irwill
be limited 10 the Yampire's charge distance of 12", This abiliry
cin be used only by Vampires on foot.

Points value: 5. .ciiiirierionmesssnrssisons e “

Honour or Death

Many mortal champions bave guickly changed their
altitude after the proud challenpe they issued was
accepred by a dark creature whose eyes were the eves af
death,

The Vampire must always accept a challenge from an enemy
character. He can issue challenges as normal. In addicion,
before the challengers are moved into conct, the Enemy
character must take a Psychology test against his basic
Leadership value (it can’t be modified in any way, not even by
the General, but a character immune w Psychology is also
immune 1o this effect). IF the tese is failed, the enemy charmcier
will change his mind and hide in the rear ranks, refusing o
fight the Vampire. Then the combar will proceed as aormal,
with no challenges fought and the Vampire will be free oo fight
against any model he i in contect with,

Points value: 10.......oco.iiviimmmmimemeiisissssosssossssranns .

Unbending Willpower

Some of these fmomorial bunters bave crossed the
aceans of time, commanded armies and rufed
kingdoms in their everlasting undeath, There are few
cregiures that can avold being overcome with awe and
falling on their knees before them and the obedience
they oblain from their servants i absolute,

The Yampire has an implacable inner strength, allowing him o
reduce by -1 the number of wounds suffered by his unit when
it loses a combat, I the General dies, the unit lead by this
Vampire suffers 1D6-1 wounds

Points value: 10, e T e "

Transfix

Ibe eves of the Vampire are two deep pils where a
martal can find bis doom. The unfortunate victim can
do nothing bul stare entranced and belpless ar the
degdly bunter preparing to strike,

One model in base contact (chosen by the Vampire) must take
a Leadership test against his basic Leadership value (it can't be
modified in any way, not even by the General, but a character
immune o Psychology is also immune o this effect). This test
is taken ar the beginning of the close combat phase in arder 1o
avoid the Vampire's gaze. If the test is failed, the victim won't
attack in that turm and all attacks direcred against the vietim will
bt automatically.

Points value: 20........cocovmemmnmnrsesasssssssssssrasiss ,.'

Summon Wolves

The Vampive produces a lond spine-chilling wail that
pierces the darkness and calls for belp from the
cregtures of the night. These beasts are slaves to the
imiplacable will of the Carstein Blood

Once per game, the Vampire can use this power at the st of
one of his turns to summon D34 1 Dire Wolves, Holl a dive w
determine where the crestures will come from: 12 his own mble
edge: 2-3: left table edge (from the Undead player's poine of
view!); 45 right table edge; 6: opponent’s table edge. The wunit
comes in from the centre of the edge and can move normally,
hut cannot charge in the tam i arrives,

Points valoe: 30 (D341 Dire Wolves).....ccoevnnens m

Bat Form

Some Vampires can change their shape to that of a wolf
a great bat or a wihirl of mist, In doing so, they gain all
the advantages of the new form and become extremely
fast,

This ability only works in the Vampire's own movement phase
and anly for a normal move, it cinnot be used o charge, flee,
pursue, etc. Note that a Vampice moving in bat form always
miowves up to 24", ignoring penaltics for termain. 1 the Vampire
is in & unit with a Movement value higher than his own, the unit
can still charge with him, but a5 normal they will be limited to
the charnge dismnoe of the slowest model, the Vampire, This
ability can be used only by Vampires on foor

POInES VAIET 0. oo voaiimsiinnssmmsisssmsmsninnninsasnnssssal '

he von Carsteins were true rulers of the
A Undead. They had great powers of persuasion, #
mnmmmmmmm
:m&tﬁuﬂmdﬁlmhcm




BLOCHMINES

Summon Bats

The Vampire prroduces a spine-chilling wall that pierces
the darkerness and summons the crediures of the nighr,
They are slaves to the iron will of the Carstein blood,

Onee per game the Vampire can use this power at the st of
one of his tums. He can choose 1o summon either a Bat Swarm
or D3 Vampire Bats. Roll a dice 1w determine where the
creatures come from: 12 his own table edge; 2-3) left mble edpe
(from the Undead plaver's point of view!); 4-5: vight tible edpe;
& opponent's tible edge. The unit appears from the centre of
the edge and can move normally, but cannot charge in the tom
It arrives,

Points value: 50. Lords Only
{1 Bat Swarm or D3 Vampire Bais).............. -

Call Winds

The anger of a von Carstein is so powerful that even the
sky reflects it, in the form of exceptionally strong winds
and storms, that bil enemy unils with all their strength
and porver,

If the Vampire doesn’t move at all in the movement phase, in the
following shooting phase he can summon a wild storm that will
last until he moves or is cngaged in hand-to-hand combar,
wounded or killed (he can cast spells as normal), The ferocious
storm has a range of 24" around the Vampire. Shooting into, out
of, or through the area is ar -2 o hit. All fiving into, our of, or
through the area s mpossible and creatures that are already
flving high cannot land within it

Points value: 60. Lords only........oocvvivmiinnicienan '

NECRARCH

Dark Acolyte

Ibe Necrarch biloodline carries with it the lust for
knouwledge and even the lowliest in (s ranks follow the
fong and difficult path of the Necromancer,

The Vampire can use Dispel serolls and can retin one magic
cird at the end of the magic phase, exactly like a wizard, but
doesn’t count as a wizand for any other purpose,

POInES vAIBE: 5....ccnevivinerisinnsisnnsnrasnsnsnissnsssssasand '

Unbending Willpower”

Some of these fmmortal bunters bave crossed the
aceans of time, commanded armies and rofed
kingdoms in their everiasting wndeath, There are few
creatures who can avoid being overcome by awe and
Sfalting under their will and the obedience they obtain
[from their servants is absolute,

The Vampire has an implacable inner strength, allowing him o
reduce by -1 the number of wounds suffered by his unit or
himself when they lose a combar. I the General dies, the unit
lead by this Vampire suffers D=1 wounds.

Polnts valoe: 10.....ccoeiiimmiisisnsesissssssssminmenioss “

The Awakening
Dark magic lows strong in this Vampire of the ancient
Necrarch family.

Whenever the Vampire casts Swomrmon Skelefons, Raise the
Dead, or Summeon Undead Horde, he can add +D3 wo the ool
number of Skeletons Zombies created. For example, if he cases
Raise the Dead, he can raise 2046+ 13 Skeletons Zombies, for a
ol of berween 315 models.

Points value: 20..........ccinmiiaisaiiosarsssaia '

Master of the Black Arts

Whao can match the magical ability of a creature so
ancient that its feacher could bave been the Grear
Necromeancer himself!

The Vampire has a +1 bonus oo his rolls oo recast Necromancy
spells.

Poines valoe: 25, liiniin il “

Supernatural Horror
So corrupted are Necrarchs' souls that their bodies
reveal on the outside all the evil bidden in thetr veins

The moxdel causes rerror

Polnts value: 30......cceeuimnmresismsssssssnsssmnsssssmnnrens “

Forbidden Lore

Lowng must one study to gain Enowledge of the nether
world, but time is no worry fo an undying scholar

The Vampire can choose one more spell than he's normally
allowed. This does not increase his magic level, For example, a
Vampire Count with this ability would be a second level wizird
with two spells (instead of the normal one),

Curse of the Revenant

8o strong is the desive for some to continue living that
they defy death. But this bas a price — the eternal thirst

Sfor the blood of the living.

The Vampire is extremely difficult 1o destroy and therefore has
+ 1 wound on his profile.

Points value: 0., ioiiaiireisnninnsssssissnarasosiarsssss ”

Death Incarnate

The mere presence of such an unnatural creature as a
Necrarch Lord is enough lo stop the bearl of weak
beings and to cast despair in the strongest of souls.

Any living creauree within a 6" radius of the Vampire suffers a

maodifier of -1 o its Leadership value, This power has no effect
on Undead and Dacmons.

Points value: 50, Lords only.......coooiiiiiinnnena. '

Nehekhara's Noble Blood

The only thing the Necrarchs could take from their land
was their necromantic lore. These dark secrets can now
be faund in the cursed scrolls biddern in the lairs of the
oldest Vampire Lords of the Necrarch family.

The Vampire is 4 level four wizard with three spells. There is no
change 1o his ability o reuse spells (he may recast Necromancy
spells on o roll of 5+,

Points value: 50. Lords only.....ooccieimeien. “



BLOODINEY

BLOOD DRAGON

Doomrider

A kenight and bis borse share a very strong bong — so
strong that sometintes it can continue even after death
If the Vampire is mounted on a Nightmare, they do not suffer
the movement penalry for armour and birding. They may move
and charpe at their full movemem allowance

Points value: 'i-w

Honour or Death

Masty mortal champions quickly changed their attitude
dfter the proud challenge they issued was accepied by a
dark creature whose eves were the cyes of death

The Vampire must always accept a challenge from an enemy
character. He can issue challenges as normal. In additon,
before the challengers are moved inw contact, the enemy
character must take a Psychology test against his hasic
Leadership value (it can't be modified o any way, not even by
the General, but a character immune o Psychology is also
immune 1o this cffecn. I the vest is failed, the enemy chamcter
will change his mind and hide in the rear ranks, refusing w
fight the Vampire. Then the combat will proceed as normal,
with no challenges fought and the Vampire will be free 1o fight
against any moxiel he is in conmer with

Points value: IU“

Might of Arms

The Vampire bas trained for centuries in the wse of his
Javourite weapons, acquiving a skill that is rarely
matched, even by the best of mortals.

e Vimpire has +1 WS on his profile

Points value: ll.l__w

The Strength of Steel

A true kright will never abandon s armowr and
sometimes the steel skin becomes part of bis ouwn body.
The Yampire can wear normal armour and seill maintain his
spellcasting abiliies

Points value: lﬂ“

Blademaster

Trained by the best swordsmen of different periods and
creltures, a Blocd Dragon Vampire can easily deflect the
Blows from Bis puny enemiies,

The Vampire cin choose one model tn base contact with him at
the beginning of the cose combat phase. The chosen model
will lose one of his Atacks, chosen by the Vampire il he has
different kinds of attack (from a riding beast, bire amacks. e1c),

Points wvaloe: 2. it st rasssess w

Warrior Pride
A Blood Dragon High Lovd will be burfed with bis finest
and most precious suit of armour

The Yampire can wear normuld and magic armone and sl
maintain his spellcasting abilities:

Points value: Il'.l_-ﬁ

Red Fury

The Vampire enters the mélée, as be bas always done in
centuries past, with a savage and unstoppable
Blood-lust, He won't stap until all bis enemies e dead
i thve grovd

The Vampire has + 1 Artack.

Killing Blow

So stromg is the lord of the night, that a well placed
bl from bis siword can sever a limb from the toughest
of creaiures,

Bvery thime the Vampire rolls a 6 w0 wound, the wouned s
multiplicd w D3 wounds, If used in combination with a
weapan that already canses multiple wounds, add the extra D3
wounds o the il wounds caused, For example, i the
Vampire rolls a 6 0 wound with a3 Bone Blade and the
opponent doesn't save the wound, the unformunate vicrim will
sulfer 2003 wounds!

Points value: 30, Lords only.....omemnne il

Heart Piercing
Using a combination of bis great strength and amazing
speed, it's easy for the Vampire to create a gap in bis
afiportent s guard,

The Yampire can re-roll missed hand-to-hand attacks in the fiest

round of every combat
Points value: 35. Lords only.......cooiiriiivniiiiinnin '




BLOODEINES

LAHMIA

Lightning Reflexes

Ihe body of a Vampire looks buman, but is capable of
reactions go fasi that even the gquickest swordsmean
would fook clumsy in comparison.

The Vampire has an Initative of 10,

Polnts VaIoe: 5....ociaiimsii b it isiseas A

The Dead Walk Fast

This Sylvanian proverb could not be more true,
espectally for the swift and nimble Labmian Vampires.
The Vampire has + 1 Movement.

Swiftness

How swift and sure is the tread of these beautiful and
arragant maidens of Undeath!

When the Vampire is not in a unit, she can always march, even
il there is an enemy within 8", This ability can be used only by
Vampires on foot

Points value: 0. dases s i oeseson, “

Transfix

The eyes aof the Vampire are two deep pits where a
mortal can find bis doom. The victim can do nothing
but stare at the deadly bunter preparing to strike,

O model in base contace (chosen by the Vampire) must ke a
Leadership test aguinst his hasic Leadership value (it can't be
modified in any way, not even by the General, but a character
immune 10 Psvchology is immune o this effect). This test is
taken at the beginning of the close combat phase in order (o
avoid the Vampire's gaze. If the test is failed, the vicdm won't
attack that turn and all amacks direceed against the victim will hit
augomatically.

Points value: 20.......c.ooirarersmermissnsissnnnses S '

Quickblood

Is #t possible to dart aside and avoid a cannon ball? Is
it possible to grab an arvow in fTight with one's band? It
certainly is for a Labmian Vampire.

The Yampire has a special dodge save of 5+ on every wound
suffered (this works exactly as 2 Ward save), Take this save
before any other save the model may have and remember thar
vou must roll o save before multiplying any wounds

Points valUe: 25,0 iarss “.

Innocence Lost

Une defence of these deceptive creatures is to look so
tnoffensive and vulnerable that the enemy lowers bis
ot defence. That is when they strike with all their
supernatural stremgth, ripping apart armour and
bodfes with thefr seemingly innocent bands.

The Yampire always attacks first in hand-to-hand combar. If an
enemy has the same power because of a magic item or spell, hits
are resolved in order of Initative, IF they have the same
Initiative, roll a dice to decide who atacks firs,

Mist Form

Some Vampires can change their shape to that of a wolf
o great bat or a whirl of mist. In doing so, they gain all
the advantages of the new form and become
exceedingly fast.

This ahility only works in the Vampire's own movement phase
and only for a normal move, it cannot be used o charge, ee,
pursue, etc. Nete thar a Vampire moving in mist form always
moves up to 24", ignorcing penaltics for terrain, If the Vampire
is in & unit with a Movement value higher than her own, the
unit can still charge with her, but as noemal they will be limired
to the chirge distance of the slowest model, the Vampire. This
ability can be used only by Vampires on foor,

Seduction

How can a morial resist the fure of a creature who bas
preved on warm-blooded males since the davumn of time?
Who can refuse to become ber willing slave?

One model in base contact (chosen by the Yampire) must take
a Leadership vest at the beginning of the close combat phase
against his basic Leadership value (it can't be modified in any
wiay, not even by the General, but a chamacrer immune 1w
Psychology is also immune 10 this effect). If the test is failed, the
victim from now on i controlled by the Yampire player. If the
model is inside a unit, move the model w the side of the
Vampire, into the Yampire's unit if necessary, Al the beginning
of each of his wrens, the opponent will atempt 10 regin
control of his model by repeating the Leadership rest, but if the
maodlel ends the game under Undead control, he will count as
dead. Mote that the Vampire can still decide o amack the
seduced model, but if she doces so, the control s immediately
switched back to the opponent. Note also that the Vampire can
control more than one model in this way, because she can
agtempt o seduce one model per uen. Affecred models cinnot
armack cach other.

Points value: 50, Lords only......ccoconeienieiienn, -

Night Creature

Sownetimes, in the uncertain light of the forest, a bunter
can see a beawtiful pale givl, but in the blink of an eye
she disappears. If be is wise, be showld realise that be is
now the prey.

Fach enemy unit that wants o charge, shoot or cast o spell
against the Yampire must roll o 5+ oo spot her, U they fil w do
s0, they can either choose another target or declde 1o change
their action (move instead of charging or choose another spell).
Note that a Vampire eannol use this ability when she jolns a unit
or is engaged in close combai,

Points value: 60, Lords only......c.ocooovnnevinnrnrnnnns .'
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LIBER NECRONIUM

LIBER NECRONIUM

The Art of NEEI‘DI‘I’I&DC}'

NECROMANCERS

Vampires and Necromancers are able 1w use
Necromantic, Dhark Magic and Banle Magic spells. The
uable below summarises the magic level and number of
spells for each wizard, Note that, unlike most other types
of wizard, a Vampire's magic level is not equal o the
number of spell cards that they may have,

Wizaard Magric level  Spell cards
Vampire Lord 3 2
Vampire Count 2 1
MNecromancer Lored 4 4
Master Necromancer 3 5
Mecromancer Champion 2 2
Mecromancer | |

NECROMANTIC SPELLS

A wignrd with Necromantic spells is allowed w choose
his spells. This is gquite diferent from other wizards who
are dealt spells randomly.

Il both sides have Necromancy spells, the highest level
wizard chooses his spells first, and then the lower levels,
Raoll to decide who chooses first among those of an equal
magic level.

RECASTING SPELLS

MNecromantic spells are wsed slightly differently from
other spells. Normally a spell can only be cast once per
magic phase. However a Necromancer/Vampire with

Necromantic spells can cast the same spell more than
once during his magic phase. This is a special ability of
Undead wizards and applies only o Necromantic spells

The first vime 4 spell 45 cast during the magic phase it
works in the normal way. The Undead player may then
attempt o cast the same spell agiin regardless of
whether it worked or was dispelled. He does not
necessarily recast the spell auromartically, bur must roll a
dice 1o determine if be can. The chant below shows the
D6 score needed for a wizard o recast the spell.

Eindesd Wizard D rodl requeired
Vampire Lord 54+
Vampire Count 6
MNecromancer Lord Auromatic
Master Necromancer 2+
Mecromancer Champion i+
Necromancer 4+

The wizard must use further power cards 1o cast the spell
a second time and his opponent may try to counter it as
normal, The wizard may continue w recast the same
spell again and again as long as he has the power cards
o do so, but he cannot cast the same spell successfully
apainst the same target more than once. He canniot cast
Vanbel's Danse Macabre twice on the same unit, for
example. A spell which is dispelled when first cast can be
recast onto the same arget, but only because it was not
successful the first time around,

A player wishing to recast must recast the spell
immediately afier a failed attempr.

NECROMANTIC, SPELL COMMENTARIES .

SUMMON SKELETONS,
RAISE THE DEAD,
SUMMON UNDEAD HORDE

Extra models added to an existing unit are equipped in
the same way as the rest of the unit Il a new unit of

Skeletons is formed, it will be armed with hand weapons
and shields

Models added o existing units do not count for victory
points purposes and don't increase the poines value of
the unit they are added o, New units formed from
raised models are worth 1 victory point to the enemy if
they are destroyed before the end of the game.

THE DARK MIST

A wizard protected by the Dark Mist moves during the
movement phase of his tum, not during the magic
phase. Although the wizard can only be hit by magical

weapons or spells, he may still be engaged and beaten
in hand-to-hand combat, even if the opposing models
cannot harm him. This is because the result of a round
of combat s not only dependent on casualties, but
includes rank bonuses, e, Dark Mist is dispelled
instantly if the wizard flees for any reason (such as a
failed Panic or Break test), This means that a chamcter
protected by Park Mist who fails a Break test and is
caught by pursuing enemy troops will be cut down and
killed

VANHEL’S DANSE MACABRE

The Dearse Macabre is a vital spell for Undead armies
because it overcomes their inability 1o make march
moves and allows them to seize the initative @ vital
points in the game. Note that the spell may only be cast
on regiments of Skeletons, Zombies, Wights (Grave
Guard, mounted Wights, Wight Londs) and Wraiths, It
may not be used on any other Undead model.



LIBER NECRONIUM

Uindead characters such as Necromancers, Vampires or
Undead Champions that are with a unit animated by the
spell are allowed o move along with the unit, but may
not make any other type of acton. This means, for
example, that an Undead character leading a unit of
Fombies could move with them if Venbel's Danse
Macabre was used w allow the unit to march move or
charge, but would not be allowed to fight if the spell was
used 1o allow the unit to fight an extra round of close
combat. The extra actions work as follows;

1. Charge. All the standard rules for charging apply, so focs
can hold, flee or stand & fire and must ke the
appropriate Fear tests as necessary, Hand-to-hand combar
is nor worked out at this stape, but 8 resolved in the
following hand-to-hand combat phase. The Undead unit
counts as charging in the Grst round of combat following
its charge. Note that this could well be during the
upposing side’s turn and that the enemy may have the
opportunity e charge with fresh unies, resulting in a
situation where both sides have charged. When you ger a
situation like this the charger with the highest Initiatve
goes first, or if this is equal roll a dice and the highest
score goes first.

2. Hand-to-hand. Handao-hand  combar  is  fought
immediately and only the Undead unit fights, their
opponents do not fight and can strike no blows. Hand-to-
hand combat results are not worked out, instead the
casualties are carried over and added o the results for the
following round of hand-to-hand combar.

3. March Move. Undead units cannot normally make march
mioves, but this spell allows them to do so, making up for
their usual lack of vizality with supermatural vigour, All the
usual restricions regarding march moves apply: ie, the
unit may make no manoeuvres other than wheeling, I
unable 10 march move due to the proximity of the enemy,
the necd 1o manoeuvre, or simply because the plaver does
not wish o march, then the unit may make a normal move
instead of a march move by means of this spell

4. Shoot. The unit does not count as moving, regardless of
whether it moved in its last movement phase. All other
midifiers apply as usual, Work our casualties and apply
any Panic teses due to 25% casualties as normal,

Because il is 4 Necromantic spell, it is possible for a
Necromancer or Vampire to cast Vanbel's Danse
Macabre several times during the magic phase,
However, a unit can only be affected by it once per
magic phase. This means that the spell can be cast on
several different units, but not over und over again on
the same unit,

The Staffl of Pammnation can also be used to animate
Lindead units in the same way. However, a unit may not
be animated by Varbel s Danse Macabre and the Staff of
Dammnation during the same magic phase. All of the
comments above also apply wo the Staff of Dammnation,

HAND OF DUST

This spell will work on any living creature but does not
affect Undead or Daemons. Only man-sized, man-
shaped creatures will be turned into Wights or Wraiths,
s0 monsters, Deagons, Giants, Ogres, etc, may be killed
by the spell but will nat be wrned into an Undead
Crearire.

[r]
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A Wight or Wraith created by this spell must be
represented by an appropriate model - this can be a
mode] previously removed as a casualty or a spare model
not vet in use. If no model is avallable then the Wight or
Wraith is not created. Il the new Undead model is inside
an enemy unit, move it to the side of the Undead wizard,
in his unit if necessary. If this spell is used w kill a
character riding a monster, roll on the Monster Reaction
table to find out what the monster does as normal, but
re-roll results of a 6. If the model was mounted on a
steed, the newly created Wight or Wraith will be
mounted on a Mightmare.

A newly created Wight is armed with a Wight weapon as
normal. In addition, any magic items the slain model was
carrying still belong to the Wight or Wraith and can be
used by it. This may mean that the Wight or Wraith is
carrying more magic items than it would normally be
allowed, If a Wight has two magic swords (ie, a Wight
weapon and another magic weapon) as a result, then he
may use efther but not both in any hand-to-hand combar.

DRAIN LIFE

This spell only affects living things, All Undead creatures,
Daemons and war engines are completely unaffected.

THE CURSE OF YEARS

Maodels alfected by this spell die no matter how many
wounds they have, with no saving throw allowed.
Characters who are part of a unit will carry on being
affected by this spell even if they subsequently leave the
unit. The spell only affects living things, Undead
creatures, Dagmons and wir engines are immune to i,

WIND OF DEATH

This spell uses the Wind of Death template from
Warhammer Magic. The template moves 2D10" per turn
in the direction indicated by the arrow, If any part of a
molel (including its base) is moved over or covered by
the template then the model will be affected by the spell
on a D6 roll of 44 . Models that move into or through the
Wind of Death template for any reason must test to see if
they are affected by the spell in the same waw

SPELLS AND MAGIC
ITEMS VS. UNDEAD

Some spells and magic items (such as the Banidshment
spell from the High Magic deck) affect Undead. In this
case all roops, characters and monsters in the Undead
army are considered 1o be Undead, The only exceptions
are Necromancers, Ghouls, Swarms and Manticores, who
are living creamures, Note: these troops do not gain the
immunities of the Undead either, so Necromancers can
be affected by a Banshee's Ghostly Howl, for example.

e e R i i A

-“Pln'm come in and join me for dinoer. | |
can see from the way you dress. you .
arc 3 man of exquisite... faste” '




COLLECTING A
VAMPIRE COUNTS ARMY

Whether you are a seasoned gamer or new to collecting
Warhammer armies, a Vampire Counts army is great fun and easy

to put together. To help yvou along the way, we've provided a few hints
and guidelines to get you started on building up your first army of

Vampire Counts.

The armics of restless dead that the Vampire
Counts command are an interesting mix of very
powertul individuals in the form of the Vampire
Counts themselves and shambling hordes of
lesser Undead warriors such as Zombies and
Skeletons. These must be used in combination
with each other if you are to triumph over your
OPPONEnLs,

The most important model in any army is the
General. A mighry Vampire Lord or a slightly
less powerful (but much cheaper) Vampire
Count, can be cquipped with magic items and
given vampiric powers, which will make him
more than a match for almost any opponent in
the Warhammer world. Alongside your General
you could choose a Vampire Thrall 1o boost
vour fighting abilities, or you could opt for a
Necromancer o give your army additional
magical powers,

Most Undead comminders agree that the army
needs 10 be based round a good, solid block of
Lindead infantry, such as Zombies or Skeletons,

Led by Undead Champions or Vampires, such
units will benefit from a large rank bonus and
provide protection from missile fire for the
characters who command the unit,

Once vou have the core regiments lor your
army, you can pick some more exotic troops.
Wight cavalry and Dire Wolves along with
Vampire Bats will give vour army some fast
roops with good hitting power. They are
expensive in points, but can protect your flanks,
destroy enemy war machine crews and chase
away skirmishers. Banshees are a good choice
when faced with heavily armoured troops such
as knights, as their howling can literally frighten
to death even the most well-protected warrior!
They can also fight as individual miniatures,

By collecting a much larger army, you will be
able to fight bigger battles. and you can add
maore variety, You'll be able to ailor your force
to fight a particular opponent. Trving out new
combinations of troops and characters in hattle
is after all part of the fun of Warhammer!




Vampire Connts

Skeleton regiment with
hand weapons

At Host

Wight Lord leading a regiment of Wisht cavalry
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PAINTING THE UNDEAD

The backbone of a Vampire Counts
army is large regiments of Skeletons,
Zombies and Ghouls. These make up
the main bulk of the troops, in fact
undoubtably you’ll be painting quite
a lot of them! This also means that
you will be painting a pile of bones
and withered flesh most of the time,

s0 here’s how...

Black undercost
erybrushed with
Skened! White

over the model, the

Rrist Brown
cdrybrushed with
fleached Bone

darker
drybrushing: wipe away
most of the Skull White
paint on a tissue and
then very lightly brush over the raised areas,
The colour in the brush will come off onto the
bone, highlighting it. The more you drybrush

DRYBRUSHING

Painting Skeletons s
really easy and vou can
paint them in many
different  ways. One
way, and by far the
casicst, is to  paint
Chaos Black all over
the model and then
roughly paint over the
top in Skull White.
Roughly painting a
light colour over a
one s called

lighter the model will

look, so vou can easily vary the look of all vour
Skelerons within a unit. Painting Skeletons this

way can look slightly
rough or blowchy, but
Once your regiment
is ranked up they'll
be just fine,

You can use lots of
different colours to
paint and drybrush
your models, not
just Skull White over
Chaos Black., For a
change paint your
model Rust Brown
and  drybrush  the
hones with Bleached
Bone.

INK WASHES

Another way to quickly
paint vour Skeletons is
Ly 'I..II'.I.I'.I.L‘I'E{ yat yionur
Skeleton White instead
of Chaos Black. vou
can use Whire
undercoat spray if vou
like. Once the Skull
White is dry liberally
paint brown ink all
over the Skeleton, The
ink dries in all the
crevasses and  your
model will suddenly
look really old and
dusty.

White undercoat
tefth Broten tnk

Both  these  wayvs  of
Ppeinting Skeletons are
perfect for painting large
regiments - you cowld
Jreaint freenty in an bowr!
This Skeleton is painted
with a combination of
Elf Flesh wmixed with
Cheaos Black 1o create a
preen-grey  calour. [se
any earthy colours you
ftke to  paitnl  your
Skeletans.,

PAINTING UNDEAD FLESH

Leamtfrie

Retting Flesh will be

Zombie flesh is pallid,
leathery and bloodless.
The best combination
of colours to use arc
base colours of Shadow
Grev and Hoting Flesh
highlighting the base
colour mixed with pale
flesh  colours, For
instance Shadow Grey
mixed with EIf Grey

produces a blackened
complexion

whilst
much more green in

appearance. It's fine to experiment with a variery
of flesh tones, there really are no right and
wrong colours. Mixing the colours of vour
troops within the same unit looks particularly

cffective,
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SHIEL

The shields that come with the Skeleton regiments
are really easy to paint, Some modellers prefer to
paint the shield backgrotund and rim first withoudt
the Undead icon in place. They then paint the icon
separately and glne {t onto the shield afterwerds.
The raised detail on the bones and the skull can be
easily shaded and bighlighted. The skull anel
crossbenes are painted in Bleached Bone Codex
Grey ar metallic colours over Chaos Black, The
shield backgrownd itsell can be paimted in dark,
brooding colaurs or even a Hebt bone colowr

STANDARD BEARERS

A banmer carried by a standard bearer can be
mcide from fofs of different things, or can be an
feom, such as o skull You can get ready-made
banners in the Skeleton regiment box or you can
drare and paint a paper ffag with a skall on it
Banners make your army look

terrific. If you use the same colour
scheme for your army, it makes it
fook fike a unified force. Black is a
good choice for an Undead army!

Some  standarvd bearver
miodels come supplicd with
a paper Banner, but you
can always draw your
own. As you can see, once
glued to the standard
pode. banners can be given
a battle-worn  look By
cutting and curling

You can photocopy these
banners (o use on your
s wnits, For instance,
we wused this dragon
skull banner on our
Zomibie Dragon model
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VON CARSTEIN

It's worth while taking the
e 1o paiind yonr Vampire
as well as possible. He for she)
5 the centre-piece of the army,
dfter all. As well as the fiberal use of

Hlood Red on the model's clotbes and armaour, the
mictin feciinres af Vampire mogels are the faces. Use
Bronzed Flesh mixed with eitber Shadow Grey or
Kotting Flesh (o make a gruesome flesh colour
Lighten the colour with Skeall White to really give the
Vamnpire a death-Iike look. Picking oul the eyes in
Bilood Red, as well ax emphasising the fanps in Skl
White, really finisbes the model off

Viad von Carstein Teerhella von Carstein

BLOOD DRAGON

Blood  Dragons  are
Vampire knights and
teear ornale suits of
armater. The  Blood
Dragan on fool wears
armour covered i
skalls  amd  dragon
matifs, the  wings
picked ont in Blood
Red, The mounted Vampive bas Blood Red
armoter with decorative metal work
pexinted in Burnished cofd

Blowod Dragon Vampire

The Red Dukee, Blood Dragon Vamipire

NECRARCH

Melldhior mounted on

winged mightmeare
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Necromancer Hetrich Kemnler,
The Lichemaster

Merented Wight Lovd

ZOMBIE
DRAGON

The Zombie Dragon's base bas been
built  wp  and modelled with
Eravestones, rocks and static grass. A
muodel this size benefits from a
decorative base,
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The Black Coach is Wight cavalry. Use
perfect for charging soall them as fast cavealry or
efite vits: large units will eguifpy them to become
slowly destroy it thanks to beavy Undead knights
their rank bonus so avoid. || (very appropriate for a
them if possible, || Blond Dragon army!),

Bat Swarms are perfect [0 | Vampire Counts are [0 | Ransbee. This
to stop the best enemy s Viore  suilable a5 e cihercal spivit is one of
umits for at least one trenervals in small the  most  powerful
turn, ta protect  the armies fup to 2,000 creatures  in the
flanks of your battle line points) and are a good Viemipire Cotnts army,
el fey Peleer coere of soeall chice if you do 't weamt anel its bowd can easily
enemy wnits, fike the o spend 500 points on devastate  uwnits  of
crew of war machines, a single model weetk-wiffed troops.




Ghouls  are  an
awesome  blocking
wnfl,  cefable  of
holding  powerful
encmies long enough
for a decisive charge
fin the flank By
anather Undead wnil.

When chansing
magie for a Vampire
Lord go for attack
spells (Hand of Dist
is  great!) because
they are likely to gel
close 1o the enemy
rery gaeickly,

Skeletons  never  flee and a
Necromancer can raise new Sholetons
tey balster their unil strength, engaging
the enemy in a war of attrition where
be Is at a big disadvantage. Units
come with a variety of weapons and
arntanr erted this wnit s compmangded
by a Wight, a beavily armowred leader

An enewiy unil that is
surronnded by i
regiment  of Fombies,
which fight in the magic
pbise and rize dgain (o
attack in gredater
numbers, risks eventvally
losing the combat.

Necromancers,
This mortal wizard
i wsgful to keep
yarr aruy moving
terith Vanbed s Danse
Macabre and other
spells o replenish
Yo vanks.

Thiz unit of Skeletons
is Jedd Iy a Wraith,
one aof the best unit
champians in  the
armty. I ds ethereal,
cages terror and 75
armied with doubfe-
bancled weapons,

Small five-strong wwnits of
Dire Wolves can outflank
the enemy and take aweay
retrik bonises from opposing

regiments engaged  in
contbet, wiile larger packs
can rish over and dattack
e erenny Beoadd-on,




Movmted Wieht Standard Bearer

WIGHT CAVALRY

Memted Wight
Trumpeter

Memeretedd Wight Champion
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Spirit Host

feet Sevarm

DIRE WOLVES

Painting fur
couldn't be
simpler. Paint the
Dire Walf black
Then mix some

grey and black

together
Wipe away

some of the paint on
a tissue and then very
lightly brush over the
raised fur. The colour
in the brush will
come off onto the fur,
highlighting it. You
can highlight the
model further by
drybrushing it with a
lighter shade of grey if
YOU Want to.

A pack of Lire Wolves arttack a sunit of Bretonsian Men-at-arms




The Black Coach is a superb centrepiece model for any Vampire
Counts army. The main body ol the coach is undercoated with
Chaos Black and the metal work painted Shining Gold, We used a
wash of Brown ink to give the metal an aged look. The plumes on
the horses and the curtains can be painted with Crimson Gore and
the wirches with Blazing Orange highlighted with Golden Yellow,
We decided o paint the

Vampire and his coffin

separately before

putting him into the

Black Coach.
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TERRAIN MODELLING

Themed 'Terrain is a brilliant addition to your Vampire Counts
army. We used gravestones from the Skeleton Regiment sprue
to make our own graveyard. You can make gnarled, ancient
trees like the one shown below by twisting wire

together,  Wrap  kitchen

towel soaked in PVA

glue around it o form
branches and roots.

Combine your gravesiones together
with skeleton shield icons and you
Cedrl trake an orndte S{ff('ﬂpbﬂgﬂ'&
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UNDEAD SHOWCASE

> Ihis Vamplress was converted h_|' Anely Faster, who
wenittogd a secductive female Vampire called Lady Flysabét to
vad bis Vampire Counis army. Andy decided to use
Eucre=ia Belladonna as the basis for the model, carrving a
sword from a Vampire model. The Lady Elysabét was
ariginally a Bretonndan duchess so Andy used the Green
Knight s borse as a mount, replacing the borse's beaed with
the bead from the Blood Dragon borse, Andy pave Efysabit a
Vamprive Bal famifiar on the end of a piece of fine chain, He
used superglue to make the chain stand vertically

A These Sheletons are by Mark

Bedford. A nice idea that works
welf on regimental bases is the
Skeeletan ristng from the grave
Node that Merk bas used the shield
feont from the Skeleton shield sprue
tan Bz scratoh-built shiefds.

A Leigh Carpenter's Black Grail Knight Standard Bearer was
the Australian Golden Demaon winner for 1998, Note the buge
franer, andd the intricate beraldry all over the model

-al This Shefeton =
Dewrsemian and

the Zombies are by
Colin fMxon. They
uere converted nusing
freerts from the
Empire Soldlfer spirtie
some melal Bmipive
soldier bits and the
Skeletomn Warrior
sfrne
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Thc Book ‘of  the :Dead

Wﬁcn the forces of the Vampire Lords march to war,
the world rembles. The armics thar these Undead
lords muster are terrible 1o behold - hordes of dead
walking resolutely forward, dry flesh creaking, decaying
innards exposed, corroded wargear scraping and
clanking. The nauseating stench of death hangs over the
army like a cloud of contagion, the air is full of grave
dust and glowing witch-lghts. Long-dead warriors ride
vy battle mounted on the rotting carcasses of warhorses.
The earth trembles beneath the reead of Zombies and
the howls of the Dire Wolves fill mortals with dread.

Spirits prowl like shadows among the ranks: powerful
Wraiths, insubstantial Ghosts, wailing Banshees and
Wights plucked from their cold tombs. At the core of the

Awake O Dead, for there can be no rest for ye beneath the earth.
Let the splintered bones burrow from the grave pall Let cold
[ingers grip time-worn blades, and unseeing eyes survey the fields
of slaughter. For your time bas come once more.

And the dead shall walk upon the eartb.

Froom the Spell of Doom

army stands the general, the most powerful and
dangerous of all these nightmare creatures, It is he who
has summoned the army from their graves and it is his
will that binds it together

All men dread the time when the forces of the Vampire
Counts go o war, The Undead are among the most
thingerous creatures in the known world, Bound by the
will of one of the lords of Undeath, they are a fell and
mighty foe. They cannot be reasoned with, bribed or
coerced. They know neither fear nor mercy. They necd
no sleep or warmth, neither drink nor wholesome
sustcnance and as they march onwards, their ranks are
swelled by the corpses and u'apped souls of their former

OPPONENTS. . e e

o

An Undegd force is wholly different to any mortal army. b represent H.li:-', the following rules rm,r.r.{:r. Unless otberwise
noted, all the creatures described in this section are subject to the following rules.

Immune to Psychology

The Undead are immune o fear, terror, panic, and all
other Psychology tests, They are animated dead bodics
s0 do not have living hearts or minds thar can feel
emotions. Mote that Necromancers and Ghouls have
slightly different rules. See their entries for details

Immune to Poison

The Undead are not affected by poison and any bonus
from s elfects does not apply when fighting the
Undead, Note that Skaven warpstone-based weapons
count as magical and will affect Undead, even Ethereals.

Cause Fear

As they are unnatucal creatures, the Undead cause fearn
Note, however, that Necromancers do not do this. See
the Warhammer rulebook for details.

Cannot March

Lindead troops other than Vampires, Necromancers and
Ghouls cannot march, They move forward in a slow,
shambling manner, driven by the will of thelr master

Charge Responses

As they are so slow to react, Undead troops other than
Vampires, Necromancers and Ghouls may not stand &
fire or flee if they are charged,
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Break Tesis

The Undead cannot be broken in hand-to-hand combat
and never need o take a Break rest if beaten. When they
lose in hand-to-hand combat the magical link berween
them and the world of the dead is weakened and as a
result, some of them are damaged or destroved. Any
Undead units or independentdy working Undead
characters will suffer 1 extra wound for every point by
which they lost the combatr by, No saves of any kind are
allowed (eg, if a unit of Skeletons loses a combat by two
points remove o models), This means that Undead
units will quickly dissolve if beaten, although they can
never be broken as such. In a combut where several
Undead units are involved, each unit suffers an extra
wound for each point they lost the combat by

If a unit of Undead includes several different oypes of
crostures (such as Wight Champions leading unis of
Zombies), or is a model with multiple stat lines {ie, the
Black Couach) the Undead player may decide which
models/parts lose the wounds if the unit is beaten in
hand-to-hand combat.

Mote that Vampires, Necromancers and Ghouls have
slightly different rules,

Slain General

An Unelead force is wholly dependent upon its leader,
whose will binds it together, If the General is destroved,
the Undead creamures collapse as the spells thar hind
them start 1o unravel.

If the army General is killed, all Undead units and
monsters operating independently. including the Black
Coach, are immediately destroved (no save allowed)
Mote that Ghouls (and Necromancers not with a unit)
will have o take a Panic test when the General is slain,

Characters such as Vampires and Undead Champions
{and Necromancers with a unit) are not affected by this;
their will is strong enough o keep them alive even
without the General. Also, any unit led by a character
can draw upon the power of these individuals, These
units suffer D6 wounds with no save possible if the
General is killed (in the same way as wounds suffered
for a lost combat), but otherwise may fight on as normal.

T
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Viarmipdres are the lords of the dead and all the Vampirves in the Old World arve descendants of one of the great Vampire
lards. The siory of the Vampitres in the Old World is told elsewbere in this tome, but it is sufficient to say that men

drecd these niighty creatures for a good reason,

Vampires are immortals with great powers and require
only blood to sustain themselves. They are physically
stronger than any living mun and can endure wounds
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that would slay mere mortals in an instant. They have a
natural ability 1o command necromantic magic and bind

Undead things to their willl.oe e, “
Profile M WS BS § T W 1 A 1d
Vimpire Loed 6 8B @ 7 6 i 9 i 10

Vampire Count [ ¥ ] 7 B 3 H 3 ]

Yampire Thrall 6 6 4 G

SPECIAL RULES

Bloodlines: All the Vampires in vour army come from
the same family (Von Carstein, Necrarch, Blood Dragon
or Lahmia) and have one power chosen from the list for
their own family. Vampire Counts and Lords can choose
more powers, a5 explained in the Bloodlines section
(see pape 20),

March Moves & Charge Reactions: Vampires are
Lindead, but their bodies are Alled with supernatural
energy. They may make march moves and declare charge
reactions unless they are part of a unit.

Break Tests: Vampires are immune © psvchology, but
they have a higher level of self-consciousness and if lefi
to fight alone, they will sometimes flee from a hopeless
combat. They take Break tests like living creatures, but
do not have to do so as long as they are part of an
Undead unit. If the unit he is in is destroved and the
Vampire is left alone at the end of the hand-to-hand
combat phase; he will not suffer extra wounds but will
have 1o rake a Break test with all the normal modifiers
(ranks, stundirds, casualties etc).
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Necromancers are mortal wizards who bave turned to the dark arts to seek escape from death, They are extremely
dangerous individuals who possess a great knowledge of necromantic magic.

Necromancers study magic that grants them power over
the dead, communing with spirits and raising corpses to
serve them, They are shunned and hated by society and
are often insane and morbid. Many Necromancers are
allies and subjects of Vampires, whether willingly or

Prodile M W5 BS 5§ T W i A Ld
Necromancer

Lord 4 1 A A A + 4] 3 Q
Muster

MNecromancer i 5 % 4 R R ol R |

Necromanooer
Champion i 3 3 4 1

B
s
&

Necromuncer Kl 5 3 4 4 I 1A 1 7

SPECIAL RULES

Psychology, March Moves & Charge Reactions:
Though often cadaverous and ancient, Necromancers
are still alive and are therefore not subject (o the special
Undead rules; This means that Necromancers are not
immune to fear, terror, pandc. etc, and they may make
march moves and declare charge reactions. However, if
the Necromancer is leading a unit of Undead models, he
can draw upon the power of the world of the dead. This
means that he is subject to all of the special rules the
Undead are subject to (ie, immune to psvchology, do not

have to take Break tests), Noie that the model is not hand combat phase, he will have o take a Break test
immune o poison. IFan Undead unit is destroyed and with all the normal modifiers (ie, ranks. standards,
the Necromancer is left alone at the end of the hand-to- casualties)

o T TR T v =
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Wights are long dead warriors who are tied to the land of the Hving v magic. in ages past, the men of the Cfd World
buried their dead beneath mounds of earth and stone, topetber with their battle gear and worldly rwealth,

Although their bodies have decayed, leaving only bones Some ol the Vampires rule over entire legions of Wights,
and tattered flesh, Wights are held wgether by evil magic wirriors who served them in life and now serve them in
s0 strong that it can last for many centuries. They wear et s s L e e “
ancient armour of bronee and black iron, corroded by

time and dusty with the years, They carry bronze or steel Profile M W BS S5 T W I A Id
weapons inlaid with evil runes and glistening with gold Wight Lord g o i { 3 P -

and silver. In their rusted wirgear, Wights are a grim
reminder to the nobility of the Old World that they wo
are mortal.

Wight + 3 0 3 | 1 3 3-8

SPECIAL RULES

Wight Weapons: Wights dare armed with ancient swords
or other evilly enchanted weapons. Any weapon that is
carried by a Wight will drain the lile from its victim,
causing not 1 wound but D3 {roll a D6 1-2=1, 3-4=2,
S-6=3}. Note that this affects any normal weapon tha
the Wight is carrying, including spears, halberds, etc, but
does not affect any magic item tha the Wight is allowed
to take.
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Wraiths are the spivits of evil men wha dabbled in the necromantic arts during their lives, Desperate to keep
themselves alive, they used enchantments to preserve their spirits. Some succeeded in living beyond death, but the
willpower of muost s not sufficient to maintain a physical form, and over the years they wither away to nothing,

Now all that remains are the cloaks that give them
substance, their bodies long since rotred away. Hating all
life, but fearing death more, they cling o their mortal
existence, hovering berween life and death as miserable
spirits, who hunger for the wiarmth and spirit of mortals.

They can move through buildings just as easily, but no
through living creatares.

Because they are insubstantial, they cannot be harmed
in combat by their opponent except by aracks from
magical weapons or Dacmons, though they are affected
by speils as normal, Wraiths can still be beaten in hand-
to-hand fighting and sulfer extra wounds as a
consequence, because combat results are not wholly
dependent upon casualties,

Profile M W5 BS s T W 1 A 1d

Wraith 4 1 .0 i 4 3 g ‘b g

SPECIAL RULES

Terror: Wraiths are evil, supernatural creatures of great
power. They cause ferror as described in the
Warhammer rulebook,

Ethercal: Wraiths are insubstantial creatures whose
bodies are etbereal. They can move through solid
objects and therefore suffer no movement penalties for
moving over difficult terrain or obstacles, or from other
reductions to movement {(such as Chaos Dwarf
Earthshaker cannons).

Chill Attack: The touch of a Wraith drains lile from
living creatures and armour is no protection against
them. No armour saving throws are allowed against
wounds inflicted by a Wraith.

TITT TR =
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Zommbies are corpses brought back o unlife by foul necromancy, Animated by the will of the dearke sorcerer, they dre
slaves to bis slightest whim. Their necromantic overlords drive them into battle in their thousands, using them to
exhaust the armies of their enemies. Zombies are poor fighters, but they will never give up and will push against their

enenties in a buge engulfing mass.

The flesh of a Zombie is rank, blotched with rot and
riven with maggots and worms. Their skin hangs in
strips from their badies, revealing unbeating hearts and
veins through which no blood flows because it is cold
and clomed, Only terrible balefires burn in their
putrelving eves and they are gripped by an urge o kill
all living things.

Some FZombies are decayed and roten o the point
where they are little more than skeletons, while others
have a terrifving resemblance 1o the recently deceased,
as if they were walking corpses stolen from fresh graves,

Profile M WS HBS § T W I A 1

Zombic 4 2 0 3 3 1 1 1 5

SPECIAL RULES

Horde: Zombics fight in huge, unstoppable hordes. The
more there are, the more dangerous is the mass. To
represent this, a unit fighting Zombies can never lap
rowind them, while Zombics will always lap around their
enemics, even if they lose a round of hand-to-hand
combat. If their opponents are abways allowed 1o lap
around as well, roll a dice o see who gers to do ic If the
Zombies are charged whilst lapping round, they have 1o
return to their normal formation, though they will then
lap round their enemies again at the end of the combar
phase.

buried the Biron with his sword, semour, warhorse,

and fayourite dogs. | told them not 1o do it, but they
E:nﬂhwthmhthhlnilht'ﬁnhhbm

b would mot be Jeft to rest, but they would oot listes: "It in the

B oowtonn sy sl ot e thit She savned: whick hud sees
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I'he battlefields of the Old World are strewn with the graves of many nameless warriors who bave fallen in combet
ard been consigned to a basty resting place, or simply left upon the ground amidst the carnage

Even in death therd is no rest for the fallen warriors, for
they can be summoned back 1o the world of the living by
black sorcerv. All these once-dead warriors can recall of
their mortal life are fint memorics of bardes fought
long ago. All they feel is the compulsion o fight, march,
witge war and obey their masters as they did when they
were alive.

A mortal fighting against an army of Skeletons s
confronted by a gastly apparition: for who could remain

unafraid when faced with the remains of long dead
wirriors lurching toward him intent on mking his

Profile M WS BS 3 T W 1 A 14
Skeleron

Champion 4 - G- ] 3 1 @ & 3

skelewon i 2 2 3 3 1 2 1 5

Ghouls are the descendants of evil, insane men who ate the flesh of the dead. When the lean and bungry tines of
SJamine came upon the Old World, the inbred bamlets of Sylvania took to feasting on corpses,

These cannibals were driven mad by the meat of the
desad and over the yvears degenerated into a race that is
no longer human. Something in the flesh of the dead
causes a horrifving mint which reduces the wit and
makes men bestial and repulsive to look at

Driven by an unspeakable craving for the flesh of their
fellow man, these creatures have given up their normal
life. They now dwell near graveyards, crvpts and tombs,
dligging up the rotting corpses of the recently buried and
consuming the cold flesh with their bare teeth and
cliws

Ghouls are stooped and disgustingly uvgly creamures.
Their skin is blowched, blackened and filthy, their eyves
hestial and insane, and their snarling lips reveal
sharpened teeth and slavering tongues,

When the tides of dark magic whirl across the land and
the armies of Undeath gather, Ghouls scuttle from their
hiding places o join them. Something in their cold.

tainted blood calls them and they must go. ...l '
Profile M W5 BS § T W 1 A Id
Ghoul 4 2.0 3 i 1 3 2 5

SPECIAL RULES

Fear: Ghouls are repulsive and disgusting creatures and
cause fear as dewailed on page 48 of the Warhammer
rulebook.

Psychalogy: Ghouls are not Undead and therefore are
not immune to psychology and so have o ke any
relevant tests as normal.

March Moves & Charge Reactions: As they are not
Undead, Ghouls can march and choose to voluntarily
flee from a charging enemy.

Command Group: Ghouls cannot have banners or
musicians, They fight in undisciplined packs and have
no hicrarchy save the rule of the strongest.

Because of this, Ghouls cannot be led or joined by
characters. They can still use the General's Leadership
within 12", however The General is their lord and
master, and they fear his wrath enough o obey his
commands.

Break Tests: Ghouls are cowardly creatures that put
their faith in numbers. As long as they outnumber their
enemics, they don't need o take Break tests.

If their enemics outnumber them though and the
Ghouls are beaten in hand-to-hand combat, they
automatically break. You may rally them as normal in the
following rally phase.
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" SPIRIT HOSTS S

Ihe dead do not rest easy in the knmen world, Etbereal ereatures and spirits, shades and spectres of dead men return
to baunt the land of the Hving. On certain nights, ghasts, spectres and spirits can be seen bovering above the places
of their death, shimmering with unnatural Hoht

Only very few know the secret rituals that can bind the Spirits gather together into vast hosts when summoned

spirits of the dead, but some Vampires and the most by necromantic magic, silent but no less frightening for

rwisted of Necromancers hold that knowledge. When being TP PR TS SRTTRORRNY ' |

needed they can summon these miserable shades and

unleash them upon their enemies. Profile M Ws BS § T W 1 A Id
Spirit Host ] 2 ] 3 3 4 1 4 ]

SPECIAL RULES

Bases: Spirits gather into groups on the battlefield, so
they are modelled in multiples on a single 40x40mm
base. This base is treated as il it were a single large
monster with several wounds and attacks, A Spirit Host
base fighes at full effect until it has taken 4 wounds, then
it is removed,

Ethereal: Spirits are insubsmantial creatures whose
bodies are ethereall They can move through solid
objects and therefore suffer no movement penalties for
moving over difficult terrain or obstacles. They can
move through buildings just as easily, but not through
living creaiures

Spirits are insubstantial creatures and so cannot be
harmed in combat except by attacks from magical
weapons or Daemons, but are affected by spells as
normal, They can still be beaten in hand-to-hand combat
and suffer extra wounds as a consequence, because
combat results are not wholly dependent upon
casualties.

VAMPIRE BATS "<y
Afso kncwin as Fell Bats, the vampire bais of Sylvania grow to monstrous proportions, some with wingspans of twelve
Jeet vr more, They are nightmarish predators of the dark, sifent and deadly and can only exist on the blood of the

Huing, that af Humans being their favourite. The scholars of the Old World speculate theat perbaps an ancestor of
these beasts drank the Mood of a Vampire and thus joined the ranks of the Undead,

Yampires have the power o command such creatures
and the wings of these pigantic Bats darken the skies
when the armies of the Undead aristocracy go 1o war.

Profile M WS BS 5 T W 1 A Ld

Vampire Bat 2 3 0 3 - ] 2 3 2 5

SPECIAL RULES

Fly: Vampire Bats have wings and may Ty as described
in the Warhammer rulebook. Unlike normal flvers, these
Bats may not be driven off due 1o losing a combar.

Command Group: Vampire Bas cannot have banners
Or musicians,

Formation: As flvers, Vampire Bat units always operate
as skirmishers, See the rules for skirmishers in the
Warhammer rulebook.
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Mountains and destroy entire villages. Men of the Empive buni these beasts mercilessly, but unfortunately that is not
always enough. Even from beyond the grave these awful creatures come back o tervorise men,

The carcasses of these wolves are burted in great pits,
but the cursed earth of Sylvania does not allow them o
rest. Often they burrow their way through the rotting
layers of earth and emerge o hunt once more. Their
howls from beyvond the world of the living are
frightening in the cxrreme.

These lindead wolves are the hunting packs of

Vampires, They gather around the castles of the Vampire
Lords and follow the princes of Undeath 1o war.

Dire Wolves have skull-like heads and roting Black fur,
Their eves glow with unnatural light and their bodies
dissolve into nothing when they are finally slain.

The strongest wolves, the ones that in life led the packs,
are called Doom Wolves. They are specially raised by

Vampires to lead their own packs in an unending service

of carnage and darkness.. . oo w
Profile M WS HS § T W 1 A Ld
Trire Woll 9 4 0 A 3 1 2 1 |
Drogm Woll 9 { O - 1 & 3 4

Command Group: Dire Wolves cannot have banners or
musicians, Every pack can be led by a Doom Wolf, who
is treated as a Champion, but cannot fight in challenges,
does not benefit from the “Look out, Sic' rule and cannot
carry magic irems.

Charge: Dire Wolves and Doom Wolves overpower their
enemies as they charge, They therefore have one extra
attack during the turn that they charge in,

Fear to the south fes the forbidding Plain of Bones, It (s a lifeless desert filled with titanic skeletons from an earfier
age and it was bere that the dragons of old came once their fong lives were coming to an end,

This continued until the time of the grear Chaos
incursion when dark power entered the corpses of the
Dragons. The frames of the dead Dragons have stirred
once more, their empry skulls are now flled with
glowing ghostlights as their rotting carcasses prowl the
night of the Plain of Bones, insane and insatiably hungry.

Only the greatest of the princes of Undead are able 1o
rame one of these huge and rerrifving creatures, but
those that succeed will gain a creature that has the

power to break an army's back. ... ﬂ

Profile

M Ws BS § T W I A Id

Zombie Dragon 4 4 0 ¥ - 7 3 6 B

SPECIAL RULES

Fly: Zombie Dragons have tattered wings and may [Ty as
described in the Warhammer rulebook. Note thar unlike
normal fivers, Zombic Dragons may not be driven off
due w lost combat

Scaly Skin: Zombie Dragons still have the remains of
their hard dragon scales which act like armour,
protecting them from artacks. A Zombie Dragon has an
armour saving throw of 5+ Note that this save is never
reduced due o Srrength modifiers.

Pestilential Breath: Zombie Dragons can expel deadly
pestilential black vapour from their jaws. Flesh touched
by this vapour blackens and shrivels, causing an
agonising death. Use the special teardrop-shaped
template from Warhammer to represent the area
coviered by the Zombie Dragon's breath anack. Place it
with the broad end over the targer and the narrow end
at the Dragon's mouth. Any model lyving under the

template ared suffers 1T wound on a D6 score of 4 or
more. Noarmour save is allowed except lor that given
by magical armour. Pestilential Breath can be used in
hand-to-hand combart like any other Dragon's breath,
See the Warhammer Battle Book for details.

Cloud of Flies: Zombie Dragons are surrounded by a
hlack cloud of flics. When the Dragon is fighting, these
evil, buzzing creatures fly into the mouths and eyes of
any opponents, cogging their ears and crawling up their
nostrils. This terrible distraction means that any enemy
fighting a Zombie Dragon or its rider must deduct -1
from their To Hit rolls in hand-to-hand combat,

Terror: Zombie Dragons are such huge and frightening
creatures that they cause ferror as described in the
Warhammer rulcbook,

55



LIBER MOKTIN

\\\‘-.\ g '..‘q .

Omice a p::r!‘im.’arﬂr powerful Vampive is slain, it is not certain that the world will be rid of this predator of the night.
Many of the greatest loreds of Undeath bave returned after their bodies bave been slain, for wha can say which is the

master, death or the Vampive?

I the servants ol a particularly powerful Vampire can
gather his ashes (for once a Yampire's life is aken, its
body will feel the weight of tme and crumble o dust)
they will construct a coffin 10 keep them safe. Then by
performing unholy rituals they will create a carriage 1o

carry the remains of their lord and take it 1o places of

slaughter. Bartlefields in particular strengthen the
resting spirit of the Vampire.

This ghostly apparition is driven by an insubstantial
Wraith and pulled by two grisly Nightmares. The lepends
say that even il the creatures are destroved, the Coach
can continue o move on s own, as if pushed by some
kind of supernamral power. The Black Coach is an s@we-
inspiring, unholy thing, which feeds on the death of

mortils, s mere presence can drain the lifeblood of

men and the more it slays, the more terrifying its power
hecomes.

Few symbols of death are as homrifving for morials, or as
potent an aid to the Undead, It is sald thar the blood of
a thousand mortals can stir the Vampire Lord from his
slumber, ready o walk the land of the living once more.

Profilc ™M WS BS S5 T W 1 A 1d
Black Coach 6 0 0 T 7 5 1 0 5
Wiraith b 3 B L -+ 3 3 2 5
Nighimare H 2. ‘0 3 4 1 2 | 5

lands of Estalia anill remember the dark days of the
i War of Blood when & mass horde of rombics and
. ghouls swept over the land,

“ 1t ‘was i the year 1750 when the Undesd hordes of
Nourgal the Necrirch. Vampire Lord. razed all the land
between the Treens Mountaing and the Southern Sea The
princes. of the splintered Estalian kingdoms had banded
together in 2 futile stempr 10 stem the Undead ride b
the prood Condottieri of Estalis were: defeated o thece
battles and driven south uatil they had to retreat within the
* walls of the Estalian port Magrits

Finally, after 3 month long siege Magnimta fell. and the
victorions Vampire Lord swept down from the skies on his
monitrous Vampire bat, and eptered the temple of

| Myrmidia, the protector goddess of Esalia. With his black

- spells the Vimpire slew the pricsts who guarded the temple
and cotered the inner sanctuin, For s long while the temple
fell silent, wntil 4 screamn unlike any the men of Estala had
ever heard before pierced the sight, shaking the very

, foundations of the city When the survivors of the siege

 dared 1o emerge from their hiding places, they foand that

; the fonl Undead srmy hud collapsed, and in the temple of

¢ Myrmicia they only found o pile of ash pext 1o the alur

| of the goddes where the Great Book of Wisdam, the

i artelact of the temple. lay open

;o i

ATTACKING THE BLACK COACH

In hand-to-hand combar, the Black Coach is treared
exactly like a charion. Enemy models compare their
Weapon Skill to the highest Weapon Skill of the crew.

Troops firing at the Black Coach also get the +1 bonus
for firing at a large target. Hirs from shooting and hand-
to-hand combat are randomly allocated as for a normal
chariot {see pages 75-77 of the Warhammer rulebook),
Wounds suffered as a result of 4 lost combat can be
distributed by the Undead player in any way he chooses.

The Black Coach may comtinue to fight and move even if
the Wraith driver and the Nightmares pulling it are
destroyed. The Black Coach will suffer -1 penalty to s
Movement for every Nightmare killed but it will
continue to move and will still be able 1o cause irmpact
hits. Other than this the Coach will not fight in hand-to-
hand combat and all enemy attacks in hand-to-hand
combat will hit auvtomatically. Unlike normal chariots,
there is no chance of the Black Coach rampaging out of
control or slowing down if the Wraith or Nightmares are
destroved. Simply remove the destroved models.

If the Black Coach is destroved, the Nightmares are
destroved as well, but the Wraith may continue to fight
on foot It may join a unit as a Champion (if the onit
does not already have one) or fight on its own



HAND-TO-HAND COMBAT

If the Black Coach charges into combart, it counms as a
chariot, so it automarically causes D6 57 hits 1o represent
s crushing bulk. On subsequent turns, or if the Black
Coach dtself is charged, it causes no further antomatic
hits. The Nightmares can fight against any enemy model
in contact with the front of the Coach, whilst the Wraith
can fight against any enemy mode] in contact with the
Coach, whether to the front, sides or rear

WAR MACHINES
AND THE BLACK COACH

As with chariots, when you are firing at the Black Coach
with a stone thrower, or with any other weapon or attack
which uses a template, it is possible o hit the Coach, the
Nightmares or the Wraith, depending on where the
template is placed. Each part of the Coach is a separate
target and may be hit if covered by the wemplate, just lke
individugl models in a unit, Weapons such as cannons
and bolt throwers will strike one location on the Black
Coach. Roll for the location on the Chariot Hit Location
chart (in the Warhammer rulebook) for shooting attacks,

LIBER MORTIS

SPECIAL RULES

Wraith Driver: Il the general is slain, the Coach will be
destroyed. Otherwise, all the special rules that normally
apply to a4 Wraith also apply to the deiver. It is etbereal,
has a Chill Artack and causes terror as described in the
Warbammer rulebook. You can measure the range for
the effects of terror from any part of the model,

EVOCATION OF DEATH

The Black Coach is capable of calling upon the raw
power of necromantic magic during a battle, provided
that the toll of death is great enough. This i what makes
the Black Coach a truly awesome opponent.

Acled up all the wounds caused (on living creatures only)
in hand-to-hand combat by the Black Coach and/or any
Undead model within 6" of it. Then consult the table
below and apply the effect to the Coach. All effects apply
immediately, are comulative and are recefved only onee
All effects last untl the end of the game.

Continue to add o this total the amount of wounds the
Coach/AIndead models within 6" have caused in
subsequent turns. For example, in the first turn it causes
6 wounds and receives the first effect. In the second turn
it causes another 3 wounds bringing its total up w 9,
therefore receiving the second and thied effects on the
table.

Number of
Wonends Effect

56 Ethereal scythes appear from the frame-
work of the Black Coach, The Coach will
cause D642 auwtomatic hits when it
charges into combat.

T-H The Wraith driver and Nightmares stir,
invigorated by the carmape around them,
The Wraith and Nightmares will now fight
with double attacks.

9-11 There is an terrible wail from the souls of
the dead as the Black Coach steals their
strength, The Wraith and Nightmares gain
+1 Sirength.

12-14 A dark clouwd of necromantic magic
envelops the Black Coach. The Coach is
now at -1 1w be hit by shooting and in

hand-to-hand combat

15+ Drawing on the carnage and
destruction of lfe around §, the
Black Coach calls upon the dark power of
death hisell. The entire Black Coach
becomes  charged with  necromantic
power. The Coach may make march
moves or triple its charge range, the Wraith
fights with triple artacks, and any unsaved
wounds caused by the Wraith will slay any
model on a roll of a 4+, In addidon, the
entire Black Coach model becomes
invulnerable o magic,
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Banshees are the restless spirits of the most evil women who bave ever lived. Their shades linger tn the material world,
Searing to cross the vold to face punishment for their evil deeds.

Banshees howl in bitterness and remembrance of when
the pleasures of life were theirs, Their wail is lethal o
mortals who hear it Those who do not have a will of
iron may die of sheer horror upon hearing them,

Their visage is skull-like and twisted, eternally frozen in
a grimace of agony and everlasting pain. Their great
mane of hair flows arcund them like a black cloud. They
float above the ground and are surrounded by an eerie
glow of deadlights, shades of the men they murdered

g AN IV ..o cmne st s i w
Profile M WS BS S T W 1 A 1d
Banshes g 3 0 3 4 2 F T 8B

SPECIAL RULES

Ethereal: Banshees are insubstantial creatures whose
bodies are etbereal. They can move through solid
objects and therefore suffer no movement penalties for
moving over difficult wrmin or obstacles. They can
move through buildings, but not living creatures,

Because they are insubstantial creatures, they cannot be
harmed in combat except by attacks from magical
weapons of Dasmons and are affected by spells as
normal, They can still be beaten in hand-to-hand combar
and suffer extra wounds as a consequence, as combat
results are not wholly dependent upon casualties,

Ghostly Howl: A Banshee is capable of emitting an
eerie howl that brings death o mortals. Even the distant
shrick of a Banshee is enough 1o strike horror into the
hearts of the bravest men, but anvone hearing  the
constant wail of a Banshee will almost certainly dic of
sheer fright.

The Ghostly Howd! of a Banshee is used in the shooting
phase, A Banshee may use it even if engaged in hand-to-
hand combat, but only against the unit it is fighting. The
attack has a range of 8", The Banshee can arget any unit
within this range (remember that individual characters,
war machines, etc, are also counted as units) and does
not need a line of sight to the unit, Roll 21642 and
deduct the Leadership value of the unit from the score,
For cach point by which the roll beats the marget's
Leadership, the target suffers 1 wound, distribured
exactly like missile fire amongst the unit. 5o if you rolled
11 and the target unit’s Leadership is 8, the unit suffers
3 wounds. There is no saving throw against a Banshee's
Howl, but units can use the superior Leadership of the
character who is leading them or even the General's, if
he is within 12",

Units which are immune (o psychology are not affected
by the Howl. In the case of chariots, ridden Monsters
and similar units, use the highest Leadership value of
the models involved and randomise wounds-as hits from
shooting,

The greatest of the immortal Vampirves and their servants
ride into battle on undead sweeds called Nightmares.
These are carcasses of great warhorses brought back o
life by necromantic arts. Balefires glow in their eves and
their decomposed bodies are roged and foul. The
sickening stench of death hangs around them as they

gallop into battle, crushing any living things bencath
their sharp hooves.

Profile M WS BS § T W 1 A Ld

Mightmare g 2 40 3
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Creating a Winged Nightmare is the pinnacle of
achievement for a master of the necromantic arts. It is a
muassive creature made from the corpses of several huge
and powerful monsters such as manticores, griffons and
hippogriffs. The Necromancer has to cast many dark and
terrible spells 1o meld and fuse the remains of these
monsters into the nightmarish horeor that this Undead
creature is.

Winged Nightmares are far more dangerous than any
one of the dead creatures it has been created from. For
a talented Necromancer can mould flesh and bones as if
they were clay to make the creature even more deadly,
festooning it with tusks, fangs, spines, and huge
milformed cliws,

When the Spell of Awakening is complete, the Winged
Nightmare rises and is ready 10 impale any who stand
apainst its master, with its deadly spines, sks and huge
razor sharp claws,

Profile M WS BS 5 T W 1 A 1d

Winged Nightmare 8 3 ¢ 5 5 3% 2 3 5§

SPECIAL RULES

Fly: Winged Nightmares have skeletal wings and may ffy
as described in the Warhammer rulebook.

Charge: When o Winged Nightmare charges, it may use
its bony spines and rusks to impale its victims. This gives
it & +2 Srrengrh bonus in the rn in which it charges.
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Mast players prefer to collect their armies in manageable
chunks of 500 or 1,000 points, starting with a core force
of 1,000 points and adding 500 points or so at 2 time,
This makes it easier o plan future additions and gives
the player time o paint models and oy ow the army on
the tabletop before deciding what to add next

It is usual for both plavers to begin the game with the
same points value of troops — 2,000 points 2 side for
example, Before the game cach plaver picks an army
worth up o the agreed points value. The Undead plaver
uses the Vampire Counts army list while his opponent
uses the list for his own army. The total value for the
army may be less than the total agreed and will often be
a few points short simply because there is nothing 1o
spend the last few points on,

The list that follows tells you what proportion of your
army's points you may spend on characiers, regiments,
monsters and allies, All armies are subject o similar
restrictions and they are imposed 10 ensure that armies
are reasonably well balanced and don't consist entirely
of monsters or war machines,

The army of the Vampire Counts s designed so that players can choose an army to a pre-set
points valwe. There is no upper Hmit to the size of an army, but 1,000 points is about the
smallest size that will allow you to fleld a battle worthy force. Battles of 2,000 points a side
will usually last an entire evening, whilst 3,000 points will give you enough troops to enable
battle to rage for most of the day...........c..c.cocoiiivinnn.

CHARACTERS

The points allowed for characters include the value of
their armour and weapons, any magic items they have,
and a steed if they are mounted.

Monster Mounts. If a character rides a monster, then it
points value is added w that ol the character and is
included in the totadl permitted for characters. The
allowance for monsters is specifically for monsters
withour riders.

Equipment. A character may be equipped with any of
the weapons or armour indicated in the Characrers’
cquipment list printed ar the end of this section, The
points values of these items are the standard values paid
by ordinary troops. Note that unlike Champions of other
armies, Undead Champions don't have o be equipped
in the same way as their regiment.

Magic Items. A character may carry appropriatc magic
items chosen from the magic item cards in Warhammer
Magic. The points value of cach item is included on the
cards themselves. Characters are permitted no maore
than the maximum number of magic items shown on the
chart below.

Meaxinom Number

Character af Magic ftems
VAMPIRES

Vampire Lord 3
Vampire Count 2
Vampire Thrall 1
NECROMANCERS

MNecromancer Lord 1
Master Mecromancer 3
Mecromancer Champion 2
Nt'L'H'IITL'l'I'I{,'{'r I
UNDEAD CHAMPIONS

Wraith |
Wight Lord |
Skeleton Champion |

REGIMENTS

Unit Size. Models are organised into units which we
refer to as regiments. Regiments must be at least five
models strong unless indicated otherwise in the army
list. There is no apper limit on the size of a4 regiment
The minimum of live models includes s leader,
standard bearer, musician, and Champion if it has them.
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Leaders. All regiments are assumed to include a leader
equipped in the same way as the other troops in the
regiment and who has identical characteristics. He costs
the same points as the ordinary troopers and  his
inclusion is intended to provide an appropriately brave
and determined looking individual to lead the unit.

Standards & Muosicians. All regiments may include a
standard bearer and/or a musician, The wsual cost for
these is double the points value of an ordinary trooper.
However, there are exceptions, as you will notice from
the army list. Standard bearers and musicians are
assumed o be equipped with the same weapons and
armour as their fellows and fight like ordinary troopers.

Magic Standards. Some regiments are allowed magic
standards. These are magic items and are chosen from
the magic items in the Warhammer Magic supplement. If
a regiment includes a magic standard then its points
value is added o that of the regiment.

Champions. Most regiments may include a Champion.
He is a character, and may carry one magic item. A
Champion may also be the unit's leader, but does not
have 10 be — a unit can have a separate leader and

Hatred is a virtue!
Abron of the Blood Dragons

Champion model if desired. Champions always fight as
part of their unit and cannot leave it. The points value of
the Champion, including any magic item he has, comes
from the army's points allowance for characters as
described already.

MONSTERS

Monsters are beasts which have been brought to fight
alongside the army They include trained creatures,
captive monsters goaded into fighting and monsters
magically bound by spells of obedience. Monsters
chosen as mounts for characters are not included in the
points allocation for monsters — they are included in the
points for characters as described above,

ALLIES

An Undead army may include a proportion of allies up to
a quarter of its total points value, chosen from the
Warhammer Armies books indicated. You may choose
allies from several lists if vou wish. Including allies is a
good way to expand your collection, allowing vou to
paint something different and still include it in battles.

When choosing allics vou may spend freely within the
characters, regiments, and war machines sections of the
allicd army list. You do not have o divide the points
spent berween these categories,

SPECIAL CHARACTERS

After the army list vou will find a section devoted o
special characters. These represent famous individuals
from the history of the Undead, some with special rules
and magic items unigue to them. You can include these
special characters in your army if you wish, in which case
their points value is included in the Characters
allowance as normal.

It has become standard practice amongst Warhammer
players to agree with their opponent beforehand
whether to use special characters or not. Some plavers
prefer 1o play games without special characters, or to use
them only occasionally, as they are powerful individuals
whose presence will give a distinct twist to the game.

LIMITATIONS

The army list presents the player with a choice of
characters, regiments, war machines, etc. In most cases
there is no limit on the number of characters, regiments
or machines of any tvpe that an army can include. For
example, you could include as many Zombie regiments
as you like within the total points value agreed for the
army.

Some characters, regiments and war machines are
limited to a maximum number. For example, you can
only ever have one General or one Spirit Host. In the
case of Banshees and Vampire Bats, these are limited in
proportion o other regiments. These limitations are
indicated in the lisis.




THE ARMY OF THE VAMPIRE COUNTS
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o onc has died of famine in
Navbonum. Maybe the villagers are 2
. bit crazy. but that happens in these out
of the way places. Even so, the famine
has mot bitten deep here, though what
they have been cating is anyone's guess.
Best not to ask!
e e -.-.A Foa LR

REPRESENTATION OF PROFILES

Profiles are given in the standard format and include all
the characteristic values. They do not take into account
movement reductions duee 0 armour, nor do they
include armour saving throws as these can vary
depending on how players choose to equip their roops.
Cavalry are shown with rtwo profiles, one for the rider
and @ separate one for the mount

M = Movement W5 = Weapon Skill
BS = Ballistic Skill 5 = Strength

T = Toughness W = Wounds

1 = Initiative A = Artacks

Ld = Leadership

ARMOUR

Armour saving throws are not included in the profiles
because they can vary depending on what type of armour
plavers choose to give their troops. The following chart
summarises the saving throws for armour,

Artricaer Sape Cavealry Save
None Mone 6+
Shield or light armour o+ 54
Shield and light armour

or heavy armour alone 5+ i+
Shield and heavy armour 4+ 3+
Cavalry with barding Adds further +1

SELECTION

includes the cost of monsters ridden by characters.

Regiments 25%+ Ar least a quarter of the poings value of the army must be spent on

This does not include the cost of monsters idden by characters, which
are: paid for out of the Characters allowance.

Y , Allies 0-25% Up to & quarter of the points value of the anmy may be spent on allics

chosen from any one or more of the following armies: other Vampire

Family armies, Tomb Kinpg'-' of Khemri, Skaven, Darck Elves and Chaos.
. e
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Characters 0-50% Up to half the points value of the army may be spent on characters, This

regiments. This does not include the cost of Champions, who are paid 1
for out of the Characters allowance, i
Monsiers 0-25% Upto a quirter of the points value of the army may be spent on monsters. i
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ARMY CIF THE VAMPIRE COHINTS

Death marshals his armies around us now
Your army meay include up to 50M% of its points value as characters, including those
chosen from the Special Characters section theat follows the main army list. You must
always include one General, but apaﬂﬁwm this yﬂu are ﬁ‘ec to choose as many or

as few characters as you wish. .

1 VAMPIRE GENERAL

T L R (R 350 points
Vampire Count . .. ......cc0veneeqs 185 points
Ar the beart of each Undead army is a mighty Vampire.
He cormimands the lesser Undead with the strength of bis
will and mastery of the necromantic arfs.

Your army must be fed by either a Vampive Lord or a
Vampire Count,

Profile M Ws BS 5 T W 1 A 1d
Vampire Lord b H 5] 7 ) ] 9 4 1
Vampine Count Ty SR a0 & X B O F D
Nightmare [ S R S T R R R

Equipment: Sword or other hand weapon, May have
one of the following: double-handed weapon
(+2 poinis), halberd {42 points), spear (+1 paint), or
lance (+2 points).

Armour: May carry a shicld (+1 point), may wear light
armour (42 points), or heavy armour (43 poins). If the
milel is mounted on a Nightmare, it may have barding
{+4 points), '

May Ride: May ride a Nightmare (42 points), or a
monster (see the separate list for monsters),

Magic Items: A Vampire Lord can carry up to three
magic items. A Yampire Count may Carry up to twio magic
items. These can be chosen from the cards in
Warhammer Magic.

Magic Spells: A Vampire Lord is a level 3 wizard and has
two spells. A Vampire Count is a level 2 wizard and has
one spell. They use either Necromantic, Battle or Dark
Magic.

Bloodlines: Your General is a member of one of the
Vampire families and he must choose one of his powers
from that family's list, All other Vampires in the army
come [rom that family. A Vampire Lord can choose up to
two other powers, while a Vampire Count can choose
one other power from his Family's list,

VAMPIRES
Vampire Count . .. ...ovecnnenaenas 1BS points
Vampire Thrall . . ... oo iviniisan TO points

Vampires are the Lords of the Undead and it is they who
lead the legions of the dead into battle,

Your army can bave as many Vampires as you want
wwithin the points avaflable to your arry. Note that you
mray Bave a Vampire Count as your army's General and
also include other Vampirve Counts as characters.
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Profile M Ws BS § T W I A 1d
8
&
5

Vampire Count & F B T oam
Vampire Thrall 6 6 4 a6 -3
Mightmare & X 0 3

z
2 1
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Equipment: Sword or other hand weapon. May have
one of the following: double-handed weapon
{+2 points), halberd (+2 poincs), spear (+1 point), or
lance (+2 points),

Armour: May carry shield (+1 point), may wear light
armour (+2 points), heavy armour (+3 poinis), If the
maodel is mounted on a Nightmare, it may have barding
i +4 points).

May Ride: May ride a Nightmare (+2 points), or a
monster (see separate list for monsters).

Magic Items: A Yampire Count may Carmy up o two
magic items and a Vampire Thrall may carry one magic
ftem. These may be chosen from the cards in
Warhammer Magic,

Magic Spells: A Vampire Count is a level 2 wizard and
has one spell, Vampires use either Necromantic, Battle
or Dark Magic,

Bloodlines: All Vampires in vour army will belong to
one of the Vampire familics. They must all choose one
power [rom their family's list. Vampire Counts can
choose a second power from his Family's list.

NECROMANCERS

Necromancer Loed ... ... 00 310 points
Master Necromancer . .........000+ 208 points
Necromancer Champion . ... ... 0. 129 points
NECTOIMANCET . o oo bov v msnmasasensns 61 points

Necrowmiancers are mortal wizards who bave turned o
the dark arts to seek immortality and power,

Your arey may include ag many Necroniancers as you
wish within the points available o your daroy.

Prafile M WS BS S5 T W 1 A 14
Necromancer Lord 4 il i 4 4 4 & 3 9
Master

Neoromanoer 4 3 3 4 + 3 5 2 H
Necromanoer

Champion 4. -3 3 4 % 2 4
Mecrimancer L It ML | 3 4 1 4 B
Nightmare 8 & D > 3 1 2 1 5

Equipment: Sword or other hand weapon. May have
onc of the following: double-handed weapon
(+2 points), halberd {+2 points}.



May Ride: Necromancers may ride a Nightmare
(+2 poinis), or 3 monster (see the scparate list for
mansters), The Nightmare may have barding
{+4 points).

Magic Spells: A Necromancer Lord is a level 4 wizard
and has four spells, a Master Necromancer is a level 3
wizard and has three spells, a Necromancer Champion is
a level 2 wizard and has two spells, and a Necromancer
15 a level 1 wizard and has one spell. Necromancers use
either Necromantic, Battle or Dark Magic.

Magic Items: A Necromancer Lord may carry up to four
maglc items, a Master Necromancer may carry up o
three, a Nectomancer Champlon may carry up 1o two,
and a4 Necromancer may carry one magic item, These
may be chosen from the cards in Warhammer Magic.

0-1 BATTLE STANDARD
Vampire Battle Standard Bearer .. ... .. 100 points
Wight Battle Standard Bearer .. ... ... .. 66 points

Battle standards are entrusted to a close vassal of the
general. Undead battle standards arve particularly
borrible creations, made from the remains of the dead,
animated by necromantic magic,

The Rattle Stamdard Bearer can be either a Vampire
Thrall or a Wight Lord,

Profile M WS BS § T W i A ILd
Vampire Thrall 6 6 4 6 5 Z T 2 8
Wight Lord 4 i 0 ) i 2 + 2 9
Mighinuare B 22 B % 3 1 2 1 5

Equipment: Sword or other hand weapon and a Battle
Standard. May have one of the following: double-handed
weapon (+2 poims), halberd (+2 points), spear
(+1 point), or lance {+2 points),

Armour: May carry a shield (41 point), may wear light
armour {+2 poins), or heavy armour (+3 points). If the
Battle Standard Bearer is mounted on a Nightmare, it
may have harding (+4 points)

May Ride: The Barde Standard Bearer may ride a
Nightmare (+2 poinis), or a4 monster (see separate st
for monsters).

ARMY OF THE VAMPIRE COUINTS

Magic Items: A Bactle Standard Bearer may carry o single
magic item, chosen from Warhammer Magic, This may be
a4 magic standard, effectively wming the army banner
into 3 magic standard

Special Rules: For details on Wights and Vampires see
the Liber Moris.

Bloodlines: The Vampire Battle Standard Bearer will
belong to one of the Vampire familics. He must choose
one power from his Family's lise

UNDEAD CHAMPIONS

WAl . .o s e e e e 70 points
WIEBETOM] - ps s s i s e M e 36 points
Skeleton Champion . .......cc000000. 20 points

Undead creatures of great power and strength, such as
Wraiths or powerfil Wights, are chosen to lead the
bordes of restless dead to war These terrifving
commanders were once leaders of armies and now they
serve the general of the army as masters of lesser
ndecd,

Any unit of Skeletons may include « Skeleton
Champion, Any unit of Wight Cavalry, Zombies,
Skeletons or Grave Guard may include a Wraith or a
Wikt Lord as an Undead Chamifricm.

Profile M W5 BS § T W i A 1d
Wiralth 4 3 0 3 4 3 3 2 5

Wight Lord 4 4 0D 4 4 2 4 2 9

Skeleton

Champiom 4 3 3 | 3 1 3 2 5

Equipment: Skeleton Champions are armed in the same
way as the unit that they are leading (see the equipment
list for poines values), Unlike other Undead Champions,
Wraiths and Wight Lords do not necd to be armed and
equipped in the same way as the unit they lead.

Weapons: Wraiths are armed with scythes (count as
double-handed weapons)

Wight Lords are armed with a hand weapon and may also
have one of the following weapons: double-handed
weapon (+2 points), halberd (+2 points), spear (41
point), or lance (+2 points). All weapons that are carried
by Wights are counted as Wight weapons and cause D3
wounds,

Armour: Wraiths are the souls of ancient wizards and
therefore they never wear armour. Wight Lords may carry
a shield (+1 point) and may wear light armour
{+ 2 points), or heavy armour {(+3 points).

May Ride: If he is leading a unit of Wight Cavalry, a
Wraith or Wight Lord may ride a Nighimare (+2 points).
If a Wraith or Wight Lord is mounted on a Nightmare, the
steed may have barding (44 points),

Magic Items: An Undead Champion mav carry a single
magic item. This may be chosen from the cards in
Warhammer Magic.

Special Rules: Wriths are erbereal, cause ferror and
hive o specinl Chill Attack. For details see the Liber
Mortis.

fi3



ARMY (IF THE VAMPIRE COUNTS

The core of any Vampive Counts army consists of regiments of Undead warriors, Your
army must include at least 25% of its total points value as regiments chosen from this
section of the army list. It may include more if you wish. Unless otherwise indicated,
each regiment must consist of at least five models, including any standard bearer,
musician and leader................coooooiiiiinn L R A R B B w

WIGHT CAVALRY .. _ .. 26 points per model Options: Any regiment may swap their spears for lances
{+2 points per model), Any regiment may upgrade their
light armour to heavy armour (+2 puoints per maodel)
and/or may carry shields {(+2 points per model). Any

These Undead knights are long-dead warriors who are
tied to the land of the fiving &y necromantic magic. In
their rusted wargear Wight cavalry are a prim

reminder o .I'I?PPFTFH!’J" k”fghrh.ﬂ caredirs I'?,Ir-rr‘.-?‘{" Cld Worid regument  muy .'.I'I.I_'!u hﬂr{hﬂﬂ fior their Nii.'.h.lﬂ'liiﬂ_.‘!!
{+8 points per model). Any regiment may carry 4 magic
standard. This may be chosen from the appropriate

that every man {5 morial.

Your army may incliede as meany wnits of Wight cavalry cards in Warhammer Magic and its cost is indicated on
as Yo wish. the card itself.

Profile M WS BS 5§ T W 1 A id Special Rules: Wights are Undead and all the special
Wight i % 0 3 q {1 3 1 8 rules for the lin._di:;:d apply to them. All weapons carried
Nightmare 8 2 0 3 3 1 2 1 5 by Wights are Wight Weapons and cause D3 wounds
Equipment: Wight cavalry are mounted on Nightmares o

and are armed with a spear and sword. They wear light GRAVE GUARD . .+ 12 points per model
AT The Grave Guard are Wights, men whe were pouerful

warriors during their lives; beroes of past ages wha
were buried with thelr weapons and armour. They are
suntmoned from  their graves by the will of a
Necromancer or g Vamfire and arve amongst (be most
porerful of the Undead,

Save: 5+

Your arney meay tnclude as many urdts of Grave Guard
as you wish,

Profile M WS BS § T W 1 A Id

Wight 4 3 ] 4 | 1 3 1 ]

Equipment: Grave Guard are armed with hand
weapons. They wear light armour and carey shiclds
Save: 5+

Options: Any regiment may upgrade their light armour
e heavy armour (41 point per model). Any regiment
may be armed with spears (+1 point per model),
halberds (42 points per model). or double-handed
weapons (+2 points per model}, Any regiment oy
carry a magic standard. This may be chosen from the
appropriate cards in Warhammer Magic and its cost 5
indicated on the card itself,

Special Rules: Grave Guard are Undead and all the
special rules for Undead apply to them. All weapons
carricd by Wights are Wight weapons and cause D3
wounds

. ' e s -
&4 Tyisc, hrothers! Remember the days of glory,

the echoes of war. We march 1o battle once
 more, and the thrones of the Old World shall
tremble at our coming We are 2 legion. and we

- shall never grow weary of slighter. Come, and we
b _shall ride from forever to forever..
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SKELETON WARRIORS. . 8 points per model
Skeletons are the long-dead remains of warriors fallen
in ancient battles. A Necromancer wbo can perform the

right rituals can raise them from their graves to fipht
OHICE HOTe.

Your army may include as many units of Skeleton
Warriors as you wish,

Profile M wWs BS § T W 1 A 1Id

Skeleton 4 2 2 3 3 1 2 1 5

Equipment: Hand weapon.
Save: None.

Options: Any regiment may wear light armour
(+2 points per model) or heavy armour (43 points per
model) and/or may carry shields (+1 point per modely.
Any regiment may be armed with spears (+1 point per
maodel), halberds (+2 points per model), or double-
handed weapons (+2 points per model),

Any regiment may carry a magic standard, This may be
chosen from the appropriate cards in Warhammer Magic
and its cost is indicated on the card itself,

Special Rules: Skeletons are Undead and all the special

rules governing the Undead apply to them. See the Liber
Mortis for degails.

ZOMBIES . ... ... .. ... 5 points per model
Zombies are the bellish creations of necromantic arts,
They are automatons controlled by the will of a
Necromancer. Zombies fight in buge, unstoppable
PLASSes,

Your army may include as many units of Zombies as

o wish,
Profile M WS BS 5 T W 1 A 1d

Zombie i 2 0 3 ] | 1 1 5

Equipment: Zombies don’t need weapons 1o figh,
though they often carry a rusted sword, club or other
weapon. They may wear straps of armour or carry
battered old shiclds. These have no effect in the EAme.
Save: None.

Options: None,

Special Rules: Zombics are Undead and all the special
rules governing the Undead apply to them. Zombies

dlways lap around their enemies. See the Liber Morts
for details.

ARMY OF THE VAMPIRE COUNTS

0-1 SPIRIT HOST ... ... .. 75 points per basc

These are spirits plucked from tbeir graves by the magic
of 6 Necromancer.

Al the Spirit Host bases in your army will fight in a
single unit, This unit can be as large or as small as you
wish, so if you bave a single base of spirits, this fiobis as
& urit on its own.

Profile M WS BS S T W I A 1Ld
Spirits 4 2 0 3 % 4 1 4§ 5
Equipment: None.

Save: None,

Options: None,

Special Rules: Spirits are Undead and all the special
rules governing the Undead apply to them. Spirits are
also treated as ethereal. See the special rules in the Liber
Muortis,

GHOULS: ... ... 6 points per model

Ghouls are the most repulsive of all lving creatures.
They are the descendants of depraved, in-bred men who
ate the flesh of the dead and were tainted and driven 1o
mcieliess.

Your army may include as many units of Ghowls as you
iwish.

Profile M WS HS 5 T W I A 1d
Ghoul $ 2 0 3 deE Yy X B

Equipmment: Claws.
Save: None.
Options: None,

Special Rules: Ghouls cause fear They never take Break
tests as long as they outnumber their opponents, Ghouls
cannot be led or joined by characters,

DIRE WOLVES .., .. ... .. 10 points per model
Dire Wolves are undead creatures, the bunting beasts of
Vampires,

Your army may include as many units of Dive Wolves as
Yo sk,

Profile M WS B8 5 T W 1 A 14
Dhire Wolf 9 3 R 1 3 1 2 I
Diowovm Woll 9 + ] 5 3 1 3 2z 4

Equipment: Claws,

Save: None,

Options: Any pack may include one Doom Wolf
(25 points).

Special Rules: Dire Wolves and Doom Wolves are
Undead and all the special rules governing the Undead

apply to them. Dire Woll packs never have standard
bearers or musicians.

Dire Wolves have two Amacks when they charge and
Doom Wolves have three Attacks. See the Liber Mortis for
more details.
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ARMY OF THE VAMPIRE COLUNTS

VAMPIRE BATS | .. 25 points per model

These uneartbly creatures thrive on buman blood. They
are partly fiving, partly Undead, and wholly terrifying.

If your army includes up to five Vampire Beats, these
form a single vnit, For exampie, you could bave just one
Vampire Bat in your aroey and it wonld count as @ unit
an fts o I your army incledes six to ten Vampire
Bats, these may be organised edtber into one or fwo
wnits which sbowld be as near as possible to equal size.
If your army includes eleven to fifteen Vampire Bats,
these may be organised into either one, two or three
units which should be as near as possible to equal size,
and so on. You may not bave more units of Vampire
Bats than you bave Zombie, Skeleton, Grave Guard,
Gl and Wight Cavalry units combined.

Profile M WS BS § T W 1 A Id

Vampire Bar 2.3 0 3 ¥ 2 3 & 5
Equipment: Nonc

Save: None.,

Options: None.

Special Rules: Vampire Bas are Undead and all the
special rules governing the Undead apply o them:
Vampire Bats can fTy as detailed in the Warhammer
rulebook. Vampire Bats never have standard bearers or
musicians and always operate as skirmishers, Sec the
special rules in the Libér Mortis,

BANSHEES . . .. <y - 100 points per model

These are the wailing spirits of the most evil woren who
ever fived. A Banshee's screams will bring death 1o alf
trbo bear them,

Your army meay include one Banshee for epery full 1,000
[rovinis in the armry. For example, a 3,000 point army
ety bave wh to three Banshees and a 5,000 point army
may bave up o five Banshees. Ransbees never form or
Join units and always fight as individual models.

Profile M WS BS 5 T w |1 A Ld

Banshee g % 0 3 i (U T S
Equipment: None,

Save: None,

Options: None.

Special Rules: Banshees are Undead and all the special
rules governing the Undead apply 1o them. Banshees are
ethereal. See the special rules in the Liber Mortis,
Ghostly Howl: The howl of the Banshee is used in the
shooting phase and has a range of 8". The affected unit

suffers 2D6+2-Ld number of wounds. See the Liber
Mortis for details,

Banshee

sk not [or whom the calls...

She calls for thec..
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0-1 BLACK COACH, . .......... . 200 points

The creaking cart of death carries its loatbsome cargo of
docre fnto the centre of a battle, bolstering the power of
the Undead and [illing the bearts of their enemies with
despair

Your army may include a single Black Coach if you
tish.

The Black Coach is an Undead chariot driven by a
Wereith and pualled by two Nightmares

Profile M W5 B § T W 1 A Ld
Black Coach 6 0 0 7 T 5 1 ] 5
Wiraith 4 3 il 4 i 3 | 2 ]
MNightmare B 2 0 3 3 1 F 1 5

Equipment: The Wraith is armed with a double-handed
scvthe. Note that he may not carry magic items.

Save: None.

Options: A Black Coach may have a magic standard
attached 1o it This may be chosen from the appropriate
cards in Warhammer Magic and its cost is indicated on
the card itself There is no combat resolution bonus for
the standard.

Special Rules: The Black Coach is an Undead
construction and all the special rules governing the
Undead apply to it. The Wraith is ethereal, causes ferror
and has a special Chill Artack. See the Liber Mortis for all
the other special rules that apply to the Black Coach.
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Your Vampire Counts army may include up to 25% af its total points value as monsters
chosen from the following list. These represent creatures bound by magic. Note that
this allowance is for independent monsters. The points cost of monsters ridden by

characters is deducted from the Characters llowWaNce. .............c..c.coveeeivnereannsnnnss =t
ZOMBIE DRAGON . o 500 points SWARMS - 100 points per base
M WS BS 8§ T W 1 A Ld M WS BS S T W I A ud
FLombie Dragon 4 1 [t} ) [ T 3 & H Hats 6 4 0 3 2 5 | % 10
Insects/Spiders + 4 0 % 2 5 I 5 10
BAT SWARMS 50/100 points per base
An Undead army may have Bat Swarms at half cost (ie, WINGED NIGHTMARFE _ .. ... 100 points
0 points instead of 100}, You can have a maximum of
as many half cost Bat Swarms as there are Vampires in M WS BS S T W 1 A Ld
the army. You can have more Bat Swarms than this, but Winged Mightmare 8 3 0 % &% 3 2 3 §
at the full cost of 10 points. All Bat Swarms in your
army must be massed into 4 single unit ,
MANTICORE . s o 200 points

M WS BS 5 T W I A Ld TR Or S S L S g 1

Bitt Swarm 3] 3 i 4 : 3 1 5 14

Manticnre [ o 1]




o rederick the pedlar sighed in
i relief. He had been travelling
on this cursed road for three
days without seeing a2 single
village or hamlet. His cloak was
dusty, his pony was tired and he
was weary of the dark woods of
Sylvania, where the twisting paths scemed to be
leading nowhere. But here finally was a village.

As the blood red sun set on the horizon,
Frederick rode through the village gate. It rested
on rusty hinges, and creaked as if it hadn’t been
opened for ages. The houses of the small 1own
were 3 shambles and many of them lacked roofs.
Windows were broken and an unhealthy stench
rested heavily over the whole area

The villagers opeped their windows to see who
had cntered the village. They were stooped and
ugly. marred by blotches and boils and
unmistakable marks of mutation. One of them
stared at him with his ﬂl‘l]‘}f cyc. liiting his
misshapen hand in what Frederick thought was a
greeting. He forced a smile and waved back.

Frederick had scen such human dregs before and
knew the cause It was not unusual in isolated
villages for relatives to intermarry and the results
were often hideous, But Frederick was not here to
judge people. he was here to sell his wares and get
back to Stirland. Other merchants might be fearful
of trading in Sylvania, but Frederick Hansen was
not a coward He cared little for the tales of
frightencd old women and the mumblings of
priests. The severe winter had caused faminc
throughout the Empire, and now his grain would
certainly fetch a good price here, where the harvest
had been especially poor if the rumours were true.

As Frederick rode to the town square to seck an
inn, he noticed something near the well. A young
girl lay on the ground. as if she had fallen. She
had on a white dress, like those worn by the dead
when they are buried A man dressed in filthy rags
was crouched over her, cvidently trying to help
her, obscuring the girl's head from view. Suddenly
Frederick heard a crunch, as if something had
broken. He ran forwards to scc if the girl was
badly hurt. He wished he hadn’t. The crouched
man turned his head towards him and two
luminous eyes stared at him from a bhald face

it

Cold. black blood dripped from the man's mouth.
In his hand he held the head of the young girl
Frederick felt sick

‘Ghouls!" Frederick thought. He had of course
heard tales of the corpse-cating men of Sylvania,
but he had never expected to meet one of these
nightmarish cannibals. The creature lurched to its
feet and took a step towards Frederick. Its parted
lips revealed a row of teeth that seemed to be
filed to sharp points.

Fighting back the nausca, the pedlar drew 2 hidden
short sword from under his cloak. The long years
on the road had tlught him to be Tﬂd}l‘ for almost
anything. A quick slash cut the approaching
Ghoul's hand from its wrist, just as it tried to
reach for his face. Frederick jumped back as the
Ghoul fell sr_n::ming. huldins its stump. The
pedlar looked around nervously. To his horror the
w'.]lagl:rs were h:giuuins to come out of their
houses and were coming towards him. A group of
stooped. ugly men, women and disfigured children
had soon surrounded him.

With a growing sense of panic, Frederick scanned
for a route of escape. He found nonc. His pony
whinnied in terror and bolted, only to be dragged
down by a howling mob of Ghouls. As slashing
claws and tecth tore the hapless animal apart, the
saddlebags were ripped open. While the Ghouls
feasted on the meat, the priceless grain was
trodden into the muddy ground. Then. slowly the
ring started to close on Frederick. He waved his
sword around wildly, trying to keep the creatures
at bay. Suddenly his legs were grabbed from
behind. Twisting his upper body he saw that a
young boy had crawled behind him and now held
on to his legs with a feverish strength. He felt the
small, sharp teeth sink into his thigh and brought
his blade down to split the boy's head, brains and
fluids splattered all over him. Frederick, fighting
for balance. collapsed to the ground.

In an instant the recking creatures were upon him
and his wildly-slashing sword was wrestled from
his hand. The last thing Frederick the pedlar saw
before the merciful darkness descended upon him
was 2 Ghoul-woman, naked and covered with filth

as she licked her cracked lips and bent over his

chest to tear away a great chunk of warm, steaming



This section of the book is devoted 1o the mightiest
lords of Undeath. Throughout bistory there bave
been many mighty Vampires and powerful
Necromancers. All the characters in this section are
wholly individual They do not all btwe standard
characteristics, many bave magic items or abilitles
that are unique to them. In some cases they may

carry combinations of items they would not wormally be
allowed, or more wfewfr items Iﬁan a ﬂdndnrd character of

thefr type........

This: section: serves two purpust:s i

Firstly, it provides the Undead 1!3.‘1}-'%'.1
with a selection oF special characters
whase very presence in the army will
mike a significant difference to his
Bartle plans, tactival options and
chances of victory Secondly, the
chasacters indluded in this section
serve i an example of the varicty.
that  is = possible . within®  the.
Warhammer game and will hopetully

inspire you tw invent. t{ha.ractfrs Tur

youtsell, i

It has Become 3 mn'nnntymwpted
CONVERtion . amaongst Warhammer
players that special - chmmﬁw are
used only with the prior. S.anr
of both players. In most tournament

| sames, where plavers gather from all

- over the world 1o mn;‘x:magahst
wide variery of ArTES, :
characters are disallowed 15, ,é.n
interests of providing nh‘t-d p&g{
field. 1 you intend mim:ludr
n:haraucr.- in_your: n;rm} you ftﬁu.st
agree to do so with mur ﬁpmﬁt
beforehand.

R T L T S

MAGIC ITEMS

' ﬁuhﬁ& for magic' items carrled by

special q_i’;ammés have  been
includéd in the rext, Some are
unique 1o the character, others are

commonly aviilable. The rules have

been” ‘inLTu'dcd for the sake of

: -:t;mwruenu: for both types, New

mgu: items are 3I\~.n's unigue 1
| speciic S]'J.E"{t{ﬂ r.'hﬁfnmﬁ they
Cgannot be taken by other models,

and are subject 1o thi: usaal’ ruhsﬂ:lt

Thf: pﬂ‘:ﬂ!ﬂ vﬂm:nftnfh characier is
© given as a total, which inchudes his
nqujgimém mount, magic ' iterms,
. skills etc. The points value includes
:g;;-&ﬂuu of the character's magic
items, but & normal paints value for
Htﬂi}u:m is also given, Note that
these points values are rated in
:‘ﬂ;ﬂkm tiy the -t:iumer = th:e;.r are

"not necessarily directly pﬂmparﬂﬂ:e

mm.uy avaﬂn[:qlﬁ m@c items.
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HELSNICHT.... 90 poiats

g 38

kit Your arony may include erer Helsnicht. He (s a Necromancer Lord and may fead the army if vou wish, If
@ you choose fa use btm, be will repdace the normal option for the General in the army list,
r Dicter Helsnichy, Doeom Lord of the Undesd, After decades of preparation, bis evil plans reached fruition and
B was once a great and feared wisand who was the Doom Lord murched forth at the head of & huge army of
IE: forced to Aee from Middenheim when it was Undead ereatures o attack Middenheim. Thus he intended 1o
& disconered that he was a Necromancer, He buily brivyg death 1o the city of his birth, ARter 4 long campaign and
i a secret fortress in the Forest of Shadows and many victocles he was finally stopped ar the Bamle of
¥ ; concebed it so owell thar it was never discovered by the Wirch Beeckerhoven., The Doom Lord's boddy, however, was never
L Hunters who searched fior him for years. There he stowdy buil found and it i5 commaonly supposed that he escaped on the
é" up his strengeh and ploted his revenge. ek Of RIS MR OO b oahans o s s s b e e s H
:: T

b DIETER 4 4 4 1 1 1 6 3 ]

. MANTICORE [ 6 LI} 7 7 5 4 | 8

.

L

Weapons/Armour: Dicter carries the Chaos Runesioordd and SPECIAL RU‘LEE
rides a Manticore.
i Spells: He is a level 4 Necromancer and has four spells, Doom Lord

PHeter has an iron will and cin bend even the most powerful
creatunes tohis authority, His Manticore does ot have 1o take
encaged bound monster rolls,

Spells
Dicter has an imnate talent for destroction, so may reely mix
Dark Magic and Necromantic spells, and is not hmited (o only

one type. Note that he may pick and choose Necromantic
spells, but has o deaw Dark Magic spells randomiy as normat.

MAGIC ITEMS

eter Helsnicht always carries the following:
Staff of Flaming Death
Wizard Arcana 50 points

The eves of the Staff of Flaming Death glow bright with
rragical fire and s jaws clatter and gnash constantly.

T T

Once per magic phase the staff may be ased 10 cast a Flawsing
Skl spell. The flaming skull hurtes 247, striking the first anit
in ies path and inflices D3 Serengeh 4 hies. Any unit suffering one
or more casualties from this attack must immedistely ke a
Panic test or fec, s described in the Wichammer rules

Chaos Runesword

Magic Weapon 65 points
This weapon was forged by Grungnt Ironbeart, a Dwarf
Rumesorith who was fed astray by the Chaos gods.

The runes carved inte this blade increase the beirer’s Weapon
Skill, Strength and Atacks by 41 point each.

Power Scroll
Wizard Arcana 30 points

; ﬁwwwﬁf’ﬁé G

This scroll is imbaed with great magical power which is
relecsed when it s read alond.

e
>

The bearer cin use the scroll once o cast a spell. No power is
regpuired o cast it as the scroll provides all the power needed.
A spell cast using the soroll can be dispelled in the normal way

Cirte tege tly
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efgn include Krell if you wish,

Heinrich Kemmber was ‘onée 2 geest and
much feared Necromancer, until ambitdous
rivals began o usurp his power, They neardy
succeeded in driving (he Lichemaster o his
death, and although e Anally managed to beat off his atackers,
his besdy was broken and his mind blsied oo the Bartde: For
tmny years Heinrich wandered the Geey Mounins and the
Border Prnces as: liode hener than o hall sine beggir, unil by
some quirk of e he smimbled on the tomb of Keell, the long
dead Chacs warrior. Here he struck o terrible pact whth the
pods of Chavs. They restored him to his former power and in
return Heineich swore to slay and desirov in their name. Now

i

T I. ...\_. — ‘ﬁe =%
... 450 points

Your army may be led by Heinrich Kemmiler, the legendary Lichemaster If you choose bim, be will
replace the nurmal option for the General in the army lst. If your army is led by Kemmier, it may

once again the name of the Lichemaster strikes werror tingo the
hisants of ordinary folk snd tales of his foul deeds are whispensd
when retold throughout the Old Weorld

Hednrich stnds a lile under six feet @il and has long, filthy
white hair. Beneath his robes, s body s covered with scars,
cuty-and ahrasions from his years of madness. He is shrouded
in a lange dark cloak char ssirds and twitches with a life of its
own In one hand he carries the Chaos Tomb Blade, given 1o
him when he made his pact with the forces of Chaos: in the
other he holds his Skull Swff, & potent magical wem which is
toppeedd with a skull that chaters and gibbers constantly w

Weapons/Armonr; Heinrich KEemmier is armed swith the
Chaos Tomb Blade and fights on foot

SPECIAL RULES

Great Necromancer

When Kemmler casts o Necromantle spell, it is sutomatically
cunsidered o be reinforced, as i Kemmler had expended a
pirwer ctrd toreinforce 4t He can power up spells as normal,

MAGIC ITEMS

Heinrich Kemmler abways has the following items:

Chaos Tomb Blade
Magit Weapon 75 points
The Chaos Tomb Blade once belonged to a mighty
Chaos warrior. It és forged from the row stuff of Chaos
aaned thirsis for blood and decah. It will reweard Hefrrich
trith magical power for any Hoes be takes.

For each wound the blade inllicts on o living creatune, Heindch
maty immediarely ke o magic coed to ose inothe nesa Imagic
phase. For example, if he inflicted 2 wounds in handspahand
comibal using the Tomb Blade, then he cin taba two extra magic
cards (o use in the nest mogic phase

Skull Staff

Wizard Arcana 35 points

The jatws of the Skl Staff chatter and gnash together,

waarning Hetnrich of the use of magic against bim, or of
bidden magical items that are nearby:,

The opposing player must reveal any magic iems and spells
that are possessed by any of his characters who are within 12"
of Heinrich dunng the magio phase, Also, thanks 10 the
warnings given by the swlf, Heinrich recelves a +1 bonus o his
dite roll when be attempls 1o use @ dispel. This means that he
will dispell 2 spell cast by @ Jesser wizard onia roll of 24, one
cast by o wizdrd of equal power on a3+ and 2 spell cast by a
stroivger wizird on a4+

KEEMMLER i | 4
R W | ) T G irered | £ ST Y O | B 1T
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Cloak of the Lichemaster
Bound Spell

Heinrich's body melts into a dark mist which swirls
across the batllefield

M) povines

Thils meagical cloak lets Hednrich cast the necromangic Dard: Mise
spell once in cach of his-own magic phases. He may move 247
per turn through solid objects such as buildings but not other
creatures. He therefore suffers no penalties lor moving over
difficult terrin or obsmeles. Helnrich may not guack as long s
the spell is in effecy, bot may cast spells, He can be harmed by
magical weapons and spells, as with the moles for cthereal
creatures. Onee cast, the mist remains for the rest of the game,
until dispelied, ar the Undead plaver decides w end ic
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Krell was a mighty Chaos champion
ong befone the bicth 'of the Empire. At
this time there were only: a lew
scattered  tribes of men who were
nuthing more than harbarinns with few
skills and lictle learming. Krell was the
ruler of one such trbe that was
cormupted by the Chacs pod, Khorpe
Kreell guickly cbved out an empiee
amongst the barbarian tribes of the
noorth and then turned dgainst the
Drwarfs 1o the sowth This was during
the pertoad the Dawirfs call the Time of
Wows, when  their empire  had been
riven by earthgquakes and vedeanic
explosions, then asssulied by massed
tribes of Ores, Gobling: Slaven and
other cvil creatures, Krell allied with
the Might Gobling who stormed  the
Prwarf Strongholds of Karak Ungor and
Karak Virn and his name is recorded

many tmes in the Greeal Book of

W Magic Armour
5 i

Grudlges. He was finally slain by the Drwarf Hero Grmbul Tronbelm
thuring the assault on Karak Kadrin,

Krell’s followers carried away s body wnd bucied it in a crodely
wrrmght 1omh on the cdge of the aren now knoem as the Chaons
Watstos, Neardy 1500 yeurs Futer Nugsh came upon chis tomb whilss
he was searching for his lost Crown of Sorcery: Ragash had besrd
much of Krell and his brief but bioody reign, so he sised the mighty
warrior from the dead Krell was placed dn command of one of
Magash's Undead leglons when he fought againse Sigmar at the
Batthe of the River Redk,

If vour army is led by Hetnrich Kemmider, § may inciude Krell. one af the dreaded dark lovds
of Neagash. Keell & an independent chavacter and does not bave to lead or be part of @ wnit,

Keell's forees were o attack the Empice’s Dl allies, giving him
the chance wo avenge his defeat conmuries before. Leading bis legion
fromm the frone, Keell smashed oo the Dwarks The batle maged
furiousty, the Pwards stubbornly refusing to give ground ageinst the
seemingly endless ranks of Undéad troops. But just a5 it secmed
that the Drwarf line was crumbling. Sigmar cur down Nagash. In
moments, the Undead anmy was sl bot desoroyed, s wnis oiened
e dhes wiathoor Magash's will o keep them alive. Onlv Knell
survivel and at the head of bis-troops, be was only just able o
battle his way through the Dwarl lines and escape

Sigmar's forces were exhausted by the batrde and did oot pursse
him immediately,. This proved o be o mistake, for such homan
Fradltles did nog wosry Keell or his Undead fellowers: Marching nigha
anl oy Koredl led bis remmming troops on @ dince of desteaction
thit cut a bloody swathe across the ledgling Empire.  Entine
commanites were destroved, towns sacked and castles bumed oo
the groand, while the cities of the Empire filled with refugees
Aeetng feom Keell’s army. He was finally comnered by Sigmar and
dhefeated a the Banlke of Glacier Lake, and impriscoed inoa ovagicatly
comstrusted tomb. To this day, wles of Keell and his doomed legion
are stll rokd rownd campfires amd pvems acoross the Empine

Hundreds: of years later - Heincich Kemmler came across Eoell's
tomby, He struck a desl with the warmior and freed him to do his
hidding, or so he thought. In fict, Kemmler's wamnderings in the
mouniains had been subtly gueded by Nagash as pan of 8 cunming
andd evil plan thar would free Krell and unite himy with  the
Lichemaster, so that he conld anleash these two powerful Undead
champions against Bretonni, Nagash's plans suffered o minor
sevhack following the heavy casualties the combined forces suffersd
at the Baide of La Maisontaal Abbey, but in time they are sure o
bear vich and seeribde frale “

WeaponsiArmonr: Krell wears the Armonr of Protection
and is armed with the Black Ave of Krell. He fights on foot

SPECIAL RULES

Krell I8 Undesd so all the special rules regarding the Undead
apply o him:
Terror

Krell is a powerful amd fghtening monster who causes terror
as described in the Warhammer rulebook.

MAGIC ITEMS

Krell abamys carries the following magic itoms;

Armour of Protection

30 points
This armour is copered with protective runes which
make it almost tmpossible to cut through,

The Armour of Protection counis as heavy armour - ie, hasa 5+
wave, like ondirtiry beavy armour. Krell rolls to save s normal,

o=
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If he fails his normal armour saving roll, be can immediately
rol again, this time saving on a 44 but ignoring saving roll
moddifiers for the atck's Strenghc 1 this second roll Gails, Keell
i wortmdled.

Black Axe of Krell
Magic Weapon 125 poinms
The Black Axe is a buge dowble-banded axe carved

from a solid piece of black obsidian rock and
enchanted with powerful spells.

When the axe inflicts g wound, small pleces of it break off and
are left in the victim's flesh. 1T the victio is not klked, then these
razor-sharp shivers start working their way deeper and deeper
imter the victim's body, causing a slow, agonising death.

The Black Axe lgnores armour, o a0y opponent thal s
unformnate enough to be hic by the aoe may not take any
armour saves that they may have: In addition, any viciims thar
suffer 1 or more woands from the Black Axe muse roll o D6 ar
the stirt of both their owne and the enemy's magic phase. On a
roll of 1 or 2 they take an additona] wound from the slivers of
Blick Axe left in their wound.

P o BN T
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While Viad von Carstein was the first and
greatesy of the Vampice Counts, Mannfred
was the most cunning. He i the only
member of that doomed- arisoeracy char sl
survives o this day. Pallowing the' death of
Viad and Konrad von Carseein, 1 was
Munnired who finally emeneed as the sele
tuler of Sylvania.

Mannfred was desceibed as i handsome, il nian with deep ser
eyes and long black hair. He was idwavs courteous and lacdly,
a% befits one from such a powerlul famiby He was also a

Your army may include Mannfred von Carstein, He may fead the army if you wish, though be does
rict bave to. If you choose to use bim 1o lead the arnyy, then be replaces the General described in the

mastertal racticlan as well as being a great general and atacked
the Hmipire in the infamous Winter War of 2131, coming close
Lo victory. However, 'over o cenmary of warfare bad taughe che
leaders of the Empare how o deal with the forces of the
Lindead, and in the end Mannfred sas defeated and his army
annihilated ar the Banle of Hel Fenn

Mannfred was not, however, destroved. Now he is gathering his
strengeh in order oo wreak his revenge on the descendants of
those who defeaced him afl those centurics ago. It can onky e
2 mateer of time Before an army led by che last of the Vampire
Counts once ggin marches on the Empire. ... -

MANNFRED f i
NICHT M ﬁﬁ}' 8 "4

Weapons/Armonr: Mannfred rdes 1 Nightmare

Bloodlines: Munnfred has the following powers, chosen
froom his family’s list: Dnbending Willpower, Call Winds.

SPECIAL RULES

Necromancer Lord

While rhe other Vampire Counes banled amoogs themselves
following the death of Viad von Carstein, Manifeed studied
Loy el haed 1o learn all the seerets of necromintic magic. He
is therefore treated as having (he same magic abilites of a
Necromancer Lord — he is a fourth level Necromaneer with four
spells and recasts Necromanric spells sutomatically

MAGIC ITEMS

Mannfred abwavs careies the following magic items:

Ebony Staff

Wisird Arcana 40 podnts
The Ebony Staffl also known as the Black Staff of
Unideath, ix a powerful tool of evil. Mannfred risked
everyibing o retrieve it from a Chaos servant's fortress,

Coce per Undead movement phase, the smil’s wielder cin
issue a magical commuand to any one of the unies in the army.
The chosen unit will be able o march, regirdless of whether
there arc any encmy models within &

Cursed Parchment

Wizard Arcana Ol points
This fragment of papyrus is so old it may well be a pivee
of the old, corrupt Kbemrian clvilisation,

This: parchment can be read an the - stan of Sov-Undead turn.
Lntil the beginning of the nexr Undeiad mam, all encmy models
that die on the battbefictd will stand up again, transformed into
rombics, and fght sgainst their former comrades. They ‘will
rekun any armoor wod weapons that they had whilst alive.

{ne wse only

Place the new wmil of Zombies directly intg  hand-to-hand
combat with, the unit they oripinated from, but they do not
count as chacging. If the unir 18 already engaged in combat,
place the Zombics on any free side (i there are: more than ve
Zombies, they get the normal bonuses for 3 fBank of rear
dttacky. Undead, Daemons and meodels with a base of a
different stz (o that of Lombies cannot be transformed.
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The Necrarchs are the most
rechusive and incomprehensible of
the undyving Vampires, and none
maone 30 than Melkhior, the oidest of
the Necrarchs, Melkhior lives far
from human settlements and  his
seeret tower is hidden from view in
the great: Forest ol Shadows by
powerful  enchantments. 1n  the
highest chamber of this wower, the
most ancient of Vampires works
alome, He is decaved, irredeemally
evil, and unterly insane.

Melkhior experiments  with  the
living. trving to find out how they
can be made 1o understand the
henefit of joindng the Undead and
how they could overcome: their fear
of the dead. Countless men have
died in Melkhior's obsession bt
sull the answer he searches for
cludes him, Pain, - suffering and
horrew Bascinate this mad being. The
dungeons and tonure chambers of
his dark wwer are flled  with
wretched prisoners, who undergo
indescribable agony o satsty the
curicsity of this insane Vampire
Liprd

=

Your army may include Melkbior the ancient, of the Necrarch Vampires. If you include bim
in your aroy, be will be {5 General.

Melkhinr's fortress is a monument to suffering and temror, filled
with the resulis of his Insane experiments: Zombies that are
hall-dead and haldl-afive, severed heads which seream endlessly
in the darkness, imbs that coawl in lightless passagewiays, and
countless other horrors created by Melkhior's darck arts

Now and then e anclent Vampire Teads his Undead seviings
out of his stronghold o caplure new victims - for his
experments of 10 swell the Undead legions that guard him. At
such times; armics of Zombics commanded by the rwisted
acolvtes of Melkhior pour fromm the forest and hunt for the
living 1o bring hack to their master,

Mormalty o Vampice's grsp of necromantic magic i limited by
his Undesd condition. Melkhior, on the other hand, has almost
the same knowledge of the necromantic arts as the most
povwverful living Necromancers, for he has thousands of years of
experience in these matters, He is 50 suffused wich dark magic
that he is now more part of the world of the dead than the
living and 18 decompased (o the point where he s a skeletal,
recking horrore. His eves are tao pools of darkness that mirror
the purest evil in everything they see and an aura of death
hangs heavily about him. In the totel dackness of his hellish
lortress, the ancient Vampire paints on homan skins, He paints
terrfving scenes of a world where there are no living, whese the
dead walk the land and withered, undead rrees biighn the bleak
lanedscape. Melkchior claims that he paints visions of the future,
phimpses of the time that is oo come. Perhaps his visions dre tre
and the known world i doomed @ the horrible existence of

MELKHIOR 6 &
NICGHTMARE & 3

Weapons/Armour: Mcelkhior carmies & staff and sword and
ricdes & huge Winged Nightmare into battle, which i said o
be made of the carcasses of monsters slain by himself It can
My as detailed in the Warhammer rulebook

Psychology: Melkhior is o gibbering horror who lost his
sanity a long time: ago. He is compleely immune o all
peychology, like other Vampires, except that he is subject 1o
the males for Srupfdity See the Warhammer rulebook for
ety

Spells: Mellkhior s a Vampire Lord. Due (o his Gumily's
poswers he is a level 4 Necromancer and has four spells. He
can recast Mecromantic spells on a mll of 4 3+

Bloodlines: Melkhior has the following fve powers,
chosen from his famiby’s lise: Sepermatural Horror, Dol
Incarnate, Nebelbara's Noble Blood, Forbidden Lore and
Master of the Black Arts (note thar this last power is more
effective than usuat},
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SPECIAL RULES

Terror

Melkhioe's eves are two pools of lnminous biack louid thar see
the world as the Kingdom of the dead. A mere glance inm his
eves brings horror tooall but the most strong willed, The
Supernateral Horror power means that he causes ferrr, as
detitled in the Warhammer rulchbook (note that, because of the
Druath frecarsate ability, all living creamrey within 6" will suffer
-1 o their Leadership).

MAGIC ITEMS

Melkhior carries the following three magic items. These ane
unigue o Melkhior and only he may carry them,

Painbringer

Magic Weapon A0 points
Painbringer is the black sword of Melkbior, said to be
made from the magical life force of insane men, The
mere tonch of this blade brings insanity and bideous
e,

I Melkhior hits his opponent. his enemy is immedintely
widcked] with great pain and will suffer i -1 penalty to all his To
Hit rolls for the rest of the bartle (nome that only one <1 penalty
is applied, regardless of how many times the opponent is hit),

Grimoire Necroniom

Wizard's Arcana 50 points
Writtenr &y Melkbior Bimself this book is one of the
greatest works of necromancy. In fts pages are
described the blaspbemous rites and evil spells that
alloie wizards to summon and command the dead.
The Grimoire Neceonium allows Melkbior w cast one of his
four Mecromantic spells without using any power cards. Nooe
that you must choose which spell this is at the beginning of the
pame. You may cast the Necromantic spell for free only onoe
prer muagic phase, thowgh you may recast i vou bave sulficient
prower cirds (o do so. Bach time you use the book roll g 16: on
aroll of 1 or 2 i runs out of power and cannat be used for the
remadnder of the hanle

Black Cloak of Lahmia
Enchanted ltem 50 points

This cloak s one of the great treasares of Labna, the
city of the Vampives. Merely looking at the cloak can
make eyves hleed and sanity vanish,

Mo shooting attacks can be made against 2 character wearing
the Black Cloak of Labmia. This means t Melkhioe may not
be damaged by war machines or normal missile fire at all. He
can be damaped normally by magic missiles (arrows from a Sow
af Laren, etc) and spells {such as Firebaliz),

.6 cath will only be the
beginning of your eternal
pain, mortal. Beyond the grave there
awaits a world of horrors that you
could scarcely begin to ever
imaginc.

Melkhior af the Mecrarchs,
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Legends toll of an ancient Vampine
Queen who resides high in the Worlds
Edpge Mountains, Most belleve it o be
merely an old wives' tale, A few
scholars know better. The Vampire
Queen of Mysteres does indecd exist
and those who know call her Neferana,
which means ‘she who is besarifal in
death’ in the ancient tongue of
Mehekbara, the fand of the Dend,

It s cliimed thar she s the sune

decadent Vampire Quecen who fed the
sack of Lahmda. I this i true, she s very anclent indeed, for the
grear River Momis: has flown for three thousand years stonce
thewe events. Legends say that she creited a Vampirie Lahmian
Sisterhood to serve her and it s due 1w her that all those
Vampires are corrupted by her hlood

Physically, Neferata is said to be divinely beauuful. Her plaited
back: tresses Mow around  ber lovely face amd she is as
enchanring now as she wis in her vouth, though her skin s as
white s atabaster, and the long vears of evil have washed all
trace of pity snd compassion from her face. She has the
appezrinoe of 3 young maiden and onky in her vellow eves can
ove read her ageless and corrapt wisdom and cruelty, for her
memosics reach back o ancient times when Zande and Sumis
weere still sprawling merropolises and the people of the Great
River sl buile pyramids

Ihe haven of Neferut is situated on the highest peak of the
Wirrlds Edpe Mountuins, and is calied the Silver Pinnacle. From
here she controls her Undead servanes and ventures our o
bt for blood, Her mountain lair s boneveombed  with
passagewais, unncls and chambers, creating 2 tinie maee.
Traps-for the unwarcy amd a bost of Undesd creamires make it
one of the most dongerous places in the knoen wencld

Yerer aormry may be led by Neferata, the Queen of Mysteries. If you choose ber, sbe will replace
the normal aption for a General in the army Hst,

Al the heurt of the ouee of the Silver Pinnacle are: sitosted the
curarters of Meleratn, Her opulent chambers are an echo of the
splendour of her roval palace in Lahmiba Forgoiten tresisures of
olid, golden masks and rare gemstones gliner 0 the dark.
illuminated only by the dim light of the silver-coated skulls that
serve us her lamps. Here Neferam days on a divan, drinking the
blood of handsome youths from golden cups and listening as
her Undead courtiers play harps, pipes anid futes to amise here
Vamipices of the Lahmian Sisterhood are ber eyes and ears in
the outside world and using the information rom their reports
she plots and weaves a web of intrigue. For the Crueen dreams
of enstaving all the Vampires of the known worlkd and returming
o aneient Lahmia at the head of an Undead ammy, recliming
her throne and rebuilding the great Temple of Blood

Neferata delights in seducing monal men of pure heat and
causing their [l Fom  grace. She is especially fond of
Bretonmian knights, lor she finds their code of chivalry easy to
explodr. Some of her victims Nefesiea keeps as ber lovers, while
others she simply dreains of their blood. The most favoured of
them she: transforms into Undead seevants, thoogh fow amuse
her for Iong cnough that she will consider granting them the
W] Kiss.

Sometimes Witch Huneers or Bretonniun knights muster troops
o cleanse the Silver Pinmacle, When their armies come, she is
monsed from her hedonlste idleness and  issues  terrible
cirmmands 1o her Undead lackeys. At such dmes Neferata can
miuster an aomy of thowsands of Zombics, Wights and orher
dark, evil things. Sone who have dttacked the Sitver Pinnacle
have retarmed — except a8 the unliving servints of Neferat

Neferata finds few equals in combat, for she is the Queen of
Mysterics of old and is terrible in ber wrath, She holds much of
thi: miagical knowledge that was lost during the destruciion of
Labhmia, ancient ritusls and mystecies that only she will ever

Weapons/Armour; Neferam carrvies the Dagger of Jed, o
serpent-headed staff, and fights on foot

Spells: As the Chaven of Lahmia Neferata s the mistress of
the ancicnt mysterics of the lost land, She knows many
spells and magics that are now Tost o the living,

She is a level three Necromancer and has two spells, but she
may use the Shadooblood spell described opposite. This
spell is in addition 1o her normal spells. Note thart this spell
is umicue 0 Neferata and only she may use it

Bloodlines: Neferata has the following throe  powers,
chesen friom her famiby's list Vight Creartre, Sedfuction and
Innocence Lost. En addition she has her own special power:
Hipod Kisy, described opposite,
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SPECIAL RULES
Blood Kiss

I Mefernta kills @ characrer in hand-to-hand combat, she can
grant the Hlood Kisé o this single lucky individoal This s
the slain character into a4 Yampire Thrall (use the . standard
Vampire Thrall statistcs) who i nosw under the control of the
Undead player, He retains any magic items (even if this allows
the newh-created Theall to have more than one magic item)and
any steed e is riding mrns into o Nightmare, If the charaoer
wats Tiding 8 monster, the two are separated. Make a ool on the
Monster Reaction chart. The charcter immediately joins
Neferata or the unit she s leading in the same wav 25 a model
who has been séduced (see the Seduction abill in the
Bloodlines scction, but-note that the effect lasts foreves)

Neferam may geane the Blood Kiss only once per battle, and it
has no effecr on the Undead of Daemons, or any other
characters that are not truly alive.

Shadowhlood
1-3 Wounds

Insend of using power cards, a5 with normal spells, Neferat
uscs her blood 1o power this horrifving spell. The Vample
Oueen opens wounds on her palms and while omerng an
anclent incanttion, her blood bumsts bom the wounds, 1 s @
mcrre potent podson than that of aey Serpent and bursos oo
flames wpon contace with anvibing, Tt hits the st unit in s
path and causes D6+ 2 Strengeh 5 hits for each wound Nelenita
cxpends, [n addition, any models killed by this spell are urned
inte Aombics under the control of the Undead plaver. These are
immediately separated from their regiment and placed i hamd-
tohand combat with their former commdes, if any survive, The
blcod causes dooble wounds against any Qammuble  target,
Meteratn may also use power cards o reinforce this spell,
mtking it heirder to dispel. This spell may only be used once per
magic phase, for it leaves ber weakened and requites all ber
willpower, but sho can cast other spells as noemal.

Range: 24

Note that the Ruby of Lahmia does restore wounids fost by
Meferitn when she oses this spell

MAGIC ITEMS

Meferata carries the following three magic items, These ane
unigue 1o Neferata and only she may have them,

Dagger of Jet
Magic Weapon 30 points
This dagger took countless lives on the altars of Labiic
when Neferata was the Iigh priesiess of degth. It twas
used to cul the throars of those who were condemned ta
feed the Vampire aristocracy of that cursed city.

For cach wound that 2 model suffers when it 48 struck by the
dagger, it will immediately lose 1 point from one of the
following charactenistics: Strength, Toughness or  Artacks,
Neferamn may choose which of these charmcteristics is o be
lowered for cach wound, though she moay not reduce any of
them beloe

Ruby of Lahmia
Ward 75 phints
The mark of ber dominion over the City of Vampires,

Neferata’s diadem s a golden snake wbich rests over
ber cruel and beautiful face, and carries a buge ruby in

iy faw: This umigue jewel pulses awith the power of

eternal life and feeds Neferata with almost unlinited
aneryy,
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The Kuby of Labmia automaitically repeneraies the first wound
that Neferata suffers in every' phase, Lich tme the gem
regenerates 4 wound, roll a D6 and add the number of wounds
already saved by it On 3 otal of 74 the Ruby temporarily runs
out of power and cannot be used for the rest of the battle. Nowe
that if any one attick cioses enough wounds o kill Neferaa
autright, the Buby will noc save her {for example, Neleram may
be hit by a weapon thiat does muliple wounds)

Bastet
Wikzard Arcama
Beeste! ix Neferata’s familiar, a stender black Kbemrian
cal wibo was entombed width ber Beloved Oueen. Nog
she is fust a feline shadow that follows Neferata cveed
prrotects ber from danger: Tn the Ofd World i is said that
Black cels prescge bed fuck, andd muaybe in this cose it
conld be frue. .

50 points

At the beginning of cvery Undend turn Neferata con send Baster
Lo any enemy woit on the battleficld, regardless of distnce. She
cannit choose the same unil twice in succession. Place the
moxlel of Bastet next to the affected unit. The model looldes - just
Hke dn opdinary black cat and therefore will be ignored by the
enemy (i will not be an obstacle o mavement, stop the enemy
from marching, €1y, The cat cannot be harmed in any way but
the target unlt will be affficeed by miserable bad luck: and
everything that can go woong will, To represent this the unit
suffers a -1 penalty to its Leadership and  must re-rofl oy
successhul armour save 0 has m ke while ander Basict's

influence.
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Your army vy be led by Vied von Carstein, the Vampive Lord af Splvania. If you choose bim, be will
replace the normal option for a General tn the army Hse. If your army is led by Viad, it may also

inchide fsabella von Carstein

Viad von Carstein was the first and greatest of
the Vampire Counts of Sylvanie. It was he who

tainted the once human aristocracy of Sylvania

with the curse of undeath and in so doing created an Undead
kingdoam at the very heart of the Empire. For years he gathered
his strengeh until be felr confident enough 10 atempe the
conguest of the whole Empire. Then Viad fought a brilliane
campaign against the warring Elector Counts and  almose
managed o claim woral vicoory, He was hateed @t the very gites
of Altdord - the capital of the Empire

Viad was a towering Bgure of 2 man, with & mane of black hair
and piercing eyes. Those who met him and survived  the
ercounter describe him as having a feral charm and being
cxrremely intelligent, bt with an ovil temper that could easily
turn intor berserker fury iFhe was thwarted inhis endeavours. It

waats saie] that ar such times only his wife Isabella could cabm him
without hiood heimg spilt

Viad's wifie, Isabella, was the diughter of the insane duke Onto
vion Dirak, Viad married Isabells and then inherted her father's
estates when both Ono and his brother Leopold died soon after
the marriage: subella was a guick-wited and darkly beauriful
woman, and whae started out as o marciage of convenlence
soan developed into unholy love, Viad long resisted lsabelln’s
reguests o join lim in undeath, but when she lay dying from a
fanal wasting illness, ¥iad realised that he could oot carry on
without her and reluctantly inducted her into the Undead

Isabella wis Viad s most vilued confidante, and the only person
whose advice he trusied. When Viad was killed by Grand
Theogonist Wilhelm at the Siege of Alidor, Isabeila committed
suicide ruther thim carry on theough etermlly withour him H
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ISABELLA b f

Weapons/Armour: Both Viad and Isabella carry swords and
fight on foor,

Spells: Viad 1= a Vampire Loed and [ollows the normal rules
regarding his spellcasting abilities.

Bloodlines: Viad has all the powers of his family’s list,
Isabella hos the ollowing abilities; Bar Form and Trangfix.

Undying Love
IF Isabella is killed, Viad will be overcome by griel and go into a
herserk fury. For the rest-of the barte Be ssubject 1o frenzy. e

ulsoy becomes subject o -barred against the model or unit that
killesd Isabeila

IF Wl is kitled (and not resurrected by the Carsten Ring) then
exactly the same special rules apply to Isabella: ie, she becomes
freneied dand subject to hatred against Viad's killers,

MAGIC ITEMS

Viad always carries the fmllowing magic (lems;

Carstein Ring

Enchanted Ttem S points
H Viad s slain, he may retuen 1o life immediaele The model-is
replaced anywhere within 12" of the position where he was
sigin. Al of his wounds are recovered and any magic items;
spells eic, are returned. The death of Viad does nor destroy the
army and he may continue to fight as normal. The ring may
only be used once per battle. When he is slain for a3 second
time, he cannot return from the dead again and his aroy will
siffer all the effecrs for losing their General.
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Wailing Blade
Magic Weapon 60 points
The blade of this evil sward {5 never satisfled with the
amount of bood @ deinks andd constantly emils a
plercing scream, demanding more

This scredming weapon ciuses ferror: Eveny unsaved wound is
doubled o 2 wourds,




Walach the Dark Stir. Walsch the Hated,
Few legends are as infamous as that of the
Girand Master of the Blood Knights, It was
this mighty Vampure Lord that beoaght the
curse of Undeath o one of the geeatest
Knightly Orcers of the Empire, and buils a
kimgdom of werror where - his will was
enforced by immortal warriors.

Bot his fife in dearh was not easy. He lost Mikael, his favourite,
during a ratd on a Sigmarie wemple in - Gotenburg. The
forress-monasiery of the Order was besieged and  mued by
Empire troops. znd Walach's bride, the Viampire madden Aurora
wits shain Most of the Vampires of his Oeder were destroved by
the pricsts of Sigmar or the Gnatical Witch Hunters of Retkiand
and Wssenbend But some survived and are scattered across the
Old World. Walach hirnsedfl disappeared and was belicved dead,
but the worid is not that locky, The Viinpire Lord sarvived.

Your armey may be led By Wiilach, the Grand Master of the Cyvder of the Blood Dragon. If you choose
biire e will veplace the normad aption for a General and Battle Standard Bearer in the army fist.

Wadach s a proud wardor, His word 45 o bond stronger than
steel, and though he looks upon bumans as cattle, o man ol
exceptional prowess and courage may catch the his oye, and
such warrlors he challenges to single combur, Those thar then
impress him {and sorvive) he invites o join the ranks of the
Yampire knights, Those that fail to put up a decent fght Walach
will shay withioat mercy, Knighes of the Biood Deagon Ocder are
all much like their master: proud, powerful and supremely
comfident in their martial prowess.

Mo il is believed that Walach is the masier of the Blood Keep
once more, and the armies of the dead are said o gather under
his banners, Every hundroed vears the Blood Knighes gather o
their Keep o feast, ricoont their decds and wams, and renew
their oaths of fealty o Walach, One day Walach will lead them
once again oo wer and exact revenge for his defear; a debt thae

WALACH & b
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Weapons Armonr: Walich carrics his magic sword and a
shickd He wears heavy armour and rides into battle on a
mighty banded Nighrmare.

Speils: Wiiach Harkon is a Vampire Lord and therefore a
level theoe Nocromancer and has two spells as normal.

Bloodlimes: ®alach hus the following four powers, chosen
froum his Gl s list: Doamrider, Strength of Steel, Might of
Arms amed Bed Fury (the modifiers for these are already
shown on &8s peofile above)

MAGIC ITEMS

Walsch carvies threr magic items. These are unique to him gnd
only he s hawe themn

Crimson Blade

Magic lwem 75 points
This s the sword that Walach used to cut down the trie
Grand Master of the Order of the Blood Dragons. Iis
Bven evipe menn red ruin to any wino dare oppose bim,
The Crimson Blade cuts very deep with each serike, In addition
o cvsne wounds a5 normal, ol on - the mble ‘below o
determine wioch additiomal effect each unsaved wonnd  has,
Nofe thas these effern sre cumulutive and an opponcnt may, if
he survives, end ap wauth no Antacks or no Movement. feft,

1-3 Arm wound Walach cuts his opponent deep, cGlusing
indescribaible =g The model oses | Arack. :
4-5 Leg wound. The model’s movement value 18 reduced by
=1". The mode! & separated from the unit he is with if the anit
movwes faster than the wounded model for any reason.

6 Beheaded Walach™s enemy is beheaded and slain outrigha.
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Blood Chalice

Enchanted ltem 25 poiris
The chalice comtains the lfe blood of the greatest
opponents Walach bas slain in battle, Their pure and
noble blood is a potent source of power to any Vampire
b drinks .
At the beginning of each Undead turn Walach can drink from
the Blood Chalice allowing him to do one of the follwing:
Heal 1 wound be suffered earflfer This  may  sod
increase bis Wounds above their original level
Winlach gadvs en extra Attaok, meaning be now fights
with 6 Aftacks ingtead of 5.
Welach codts bis sword with blood, wiich bursts info
flarmies. The sword coieses 2 wounds instead of 1 in
Baned-to-band combat and counts as a flaming weapon
Thie: bast two effects kst until the sant of the next Undead tom

Blood Dragon Standard
Magic Standard 50 points
The Order af the Blood Dragon's standard was beld by
Mikael second-in commeand to Walach, After bis death
the Grand Master bas carried the banner bimself o
reming bis knights of the legacy of vengeance.
This is the army's Bawde Smnadard. Tt fills all Undead creanares
arpund 1t with batred wowards all living ercamres. Any Undead
muoddel within 12" may re-rodl its To Hit rolls for the first round
of the first hand-to-hand combat it fights. After this they fighn 2«
normal. Even if they become invalved in anodher combat, they
will not gain new re-rolls. If the Undead ‘are fghting agains
Duemons. other Undead, or any other mrger not mrualy alive,
they do not recelve this bonus,
\
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Designer’s Noles

ampires are mysterious, beguiling and appealing, and

something makes them probably the only kind of Undead
creatures that are not repulsive to us. They are also fascinating.
Perhaps because they are charismitic, sensual and immartal, or
maybe we are like a prey transfised by the elegance of its
predator,

Tuomas threw the bait very subtly: *Would you like 1o have vour
name in the Vampire Counms book?™ Well, being a Warhammer
addict Tor a good number of years, what would you have sald?!
1 knew that my soul was already lost, so § stepped onto the path
of ercrnal damnarion and replied: *Yes, of coursel”

Now the book s finished and 1 guess that many veteran Unedead
plavers are thinking: “What's happened (o my Skallchukks, my
Skedeton charios and my Mummies!” together with a multinude
of other anguished questions. Do not worry! [0S just @ maier of
being patent. You see, some time ago the declsion was made (o
yplif the Undead into two main areas of interest, You will find all
the units vou are missing in the Egyprian-inspired Khemrian
Undead book that MNigel developed with all his formidable
knowledee on the subject, so do not theow them away

On the other hand, we are giving you a brand new range of
awesome models (and they do their job on the battleficld (ool)
You will get (o command rock hard Wighe cavalry, slavering Dire
Wolves, harrifring Banshees, and vicious bats of all kinds (not to
mention the unstoppable Black Coach, & real nightmare for
vour opponent), But, as the e suggests, this book is about
Vampires and oo them we focussed our effons

&0

When | joined this advenmre, the background of the four
families was already there in-all s splemsdoar and the Bestiary
and army lists had already been sketched out, together with four

new special characters. There was still space, however, for
ridying up and polishing rules and point values, and some other
bits 1o add, but what I received was already an impressive picce
of work. The main point was that each Vampire family was at
that moment characterised by a single ahility and our Finnish
perfectionist was not satisfied, He wanted the Vampires o be
more unpredictable, unigue individuals with a personality, so
that every plaver could créate a Yampire that appealed o his
own personal mste.

Tuomas entrusted this dilficult sk o me. T oreally loved the
challenge of trying 1o introduce a5 many a2s possible of the
stereonpical Yampirie powers into the game. We have all seen
or read many examples of the ahilities of the Princes of the Night
but there was not much in the game o represent them, Aftcr
trying many different solutions, 1 decided for the Bloodlines
system (yes, s my fault!). The idea was 1o make cach Yampire
different without creating unstoppable monsters and hopefully
Vampire Lords and Counts are now about as powerful as they
were before (bringing down the magic items allowance of
Vampire Lords helped) and also more characrerful

You can't imaginge how many people contributed their skills o
the book you are reading. 1 would like w thank everyone who
worked on this book. It was a real pleasure 1o colaborate with
such professional and enthusiastic people

And remember the greatest strength of the Undead is fear,
the supernatural and irresistible terme they cause even in the
hravest of warriors

“Ax You are, e once werd.
As we are, you will be!”
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{ndead werriors powr forth from an ancient remple to crush their enenies




“When the darkness falls our time is at hand. We are the rulers
of the Night. We are the predators of the Shadows. Come
hither and we will show you the true meaning of terror.”

— Konrad von Carstein

ampire Counts are the immortal rulers of the evil Undead.
At their command armies of Zombies, Skeletons, Wights
and Ghouls gather to destroy the Old World.

INSIDE YOU WILL FIND:

CHRONICLES

OF THE DEAD

The origins of the
Vampires and their many
wars against mankind are

COLLECTING
YOUR ARMY
Sixteen full colour pages
packed with invaluable
advice on collecting,

described. painting and modelling
VAMPIRE COUNTS ; S
ARMY LIST ' SPECIAL CHARACTERS

The complete Vampire Complete rules and
Counts army list, i background for Undead
SO you can muster your forces - characters such as Neferata
for battle. ' the Queen of Darkness,
Mannfred von Carstein and
Walach of the Blood Dragons.

This s a supplement for Warhammer You must possess a copy of Warhammer In order to be able (o use the contents of this book,
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