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ome one and all to Monstrous Arcanum — the first ook in

@ new series from Warhammar

As its name suggests this ook will deal with a veritable carmival of monsters, horh avcams an

rirsty, all of which are intended to sow tervor across the Warhammer world and tak
field at your command

hin these pages you will find nightmarish forrors and noble heasts,
4 the victims of terrible curses inflicted by insane gods
are not commanplace monsters, but rather the infabitants and

corners of the Warhammer world, the subjects of legendry and strange taies, foréndion iovs
creatures that walk alone

containing a plethora of new monsters for use in yor
vocative stories and a wealth £1f i scomerics moghc
e campaign, all des

e in your games

your convenience). The use of these
f Magic rules, and indeed you willfind
by monsters in your hqumv Warhiammer batties, and a helprul apponéz: e

narios and

d the monsters within. This fias oen @ eruly collaborative effort s0 ol v

iers and sculptors who have helped breathe (ife into a now gene

ration o Warhavemer
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e in purt of the bensts syl
/ heir tral woud 43 ageneics Of destrgtion,

Prepared by the han € Ot S o 1

econd Republic, b

 Council of Tears of the Great City of Vedenza, in the onghundsed and:
ofblessed Myrmidia and th

hadow of chill Hagh

d the:

woeds withou warrant be broken and blinded

OF THE RESTRAINT OF BEASTS

Al sich monsters are creatures of magle, andach in thels onder

1 that scour our world and die provokes

s vex wrathfghand shumber 35
s it s their charnel airs and dragons awske fo lay
sraste o the land. They ac as dancers who reel and rurmad flyes
02 music whose timbre meré mortals annor feat and whose béay
they sannot antiipate: There ase those humans hawevee, 60l

oy the ‘Witch Sight'as the commonolk are ape to el it whigan

of magic. wizards such 4 g
alough | amtguchfulen

Hling rank

ealen of Brcconis 15 srcagehencd, zad by the i magics
afcbe fell Vasmgure boodlings and the champions of the Dack Gods
o it b d bl s 4

pecceiv the flaw of the gpeat winds
+ among them. For thore such 25 we
o accoug my avn talent a5 thit of 3

F such dead legrons abroad i the world.

wpell P such rsing powerp
2 s deadly tempeation o work our wonders and drvaim ous
o g Fcled by an bundns of force the b s
e the taking, s foolhardy 1 t may be o try (0 master the wile
2ot e -0 oughwills. One way thas his might be done with
e soall easa o ey che pracice of what the wizardsof
1 Yaiow 24 e Atcans of Kadon, In ancien days long before thé
fibel S ; land:

‘iing of magic v Mankind by Tecli the Elven,

and the so-clled "
d ‘wiekder of magic whos p matched any
T

st bejore ocsince i
Basilisk. Moutngal, Cand ood cessom, for g his many great works were the greacet
and Swom Scorpion, C: 2




blows srong, b fr their pover they are prized beyond the riches
oftheworld. Kadon's scrolls are nothing in truth except weapons
 che hands of us mere mortals, weapons that can shacter

glory, and their shadow s cast

break cities, murder hope and raise up
and the pages of histor
cha would claim that

long over the paths of fare ry. There are those
counted among the wise and powerful.
placeable, artefacts of a bygone

chis is of

Kadon' works are unique and irre

e whose number will one day dwindle into extinction

course nothing but les and ignorance made manifest by those such
J arrogant to confess that humans

a5 the Elves, too hidebound and
liberate

are capable of achicving something they cannot. This and del
fulsehoods woven in myth and pauper-shriven lore meted outin
the Imperial Colleges and elsewhere that serve the tellers of such
untruths well indeed and keep those that hear them in ignorance
the serolls such as he

The truth is that while Kadon’ greatest works

ry leviachan Monmos to his will and ensnare

used to bind the leg
the Seven Drakes of Mourn ~ were works that none now living
temp to fully comprehend, let alone imitate. But lesser

ose enchanted webs can enrapture the minds of beasts of

prey such as the Manticore and Hippogriff hold much within them a

keen mind touched by the winds of magic can grasp. The revelations

port that can be gained from them by one with a

wizards arts are as inexplicable to other men and women s colour

the grasp of one born without eyes to

sce. Bucit i suffice pechaps to say thar particularly one such as myself

o whom the winds of Ghur — the amber blood-fire of Beasts, the

tured from the

echo of the great struggle of predator and prey, f

rm in the human mind ~ has the greatest

pure force of the arcane s
affinity of all magical energy, these secrets come by far the easiest
asis only firting as Kadon is our spiritual forefaher. Such works of

have I, Osin Sardus, created, although flawed and peccy

rison I canfess to the ancient work of Kadon's hands, and

know of others, both hiiman and inbuman who have done the same

and more.

OF THE WAR OF BEASTS

In casc of point to which my previous comments have been in

P e recent conflict o which Lam given to kniow is already

being spoken of in ports and citics from Brionne to Al-Haikk as

o city of Vedenzals ‘'War of Beasts! It is to my account of chis

O e thac you have charged me o testify, and while Lam currently

uperate from my injurics, sustained as you are no doube
swer chosen

preface, is

forced to recuj
fence of the Council’ inercsts, [ have in ans

aware in de
hering up such lore as T have learned in

to compile this volume

your service, and within

it set out my testimony.

Ihere atose in the winter of the year 103 of the Second Republica
areat discurbance in the winds of magic, which howled in violene
B mult across the Tilean Sea to the cast and the Abasko Mountaing
Fthe northen mainland. To the cyes of those who could see them,
the squalls of sorcerous power that ripped down the mountainsides
Kly in the decp were but a precursor to a greater
\torm to come, while the common folk quailed before signs and.
rtents manifest throughout the nearby lands. Grey Kraken were
ted off the Sartosan coast and many proud gallcass and trade
barques were lost to ambushing scornss in the gulfor the Krakens’
grasp, and the fangs of devil-fish churned the waters red with the
blood of the lost. Famine struck the southern Estalian kingdoms
s black ash rained from clear skies for eight days and nights,
smothering crops and befouling the water so that all who drank e
were sickened. High i the mountains monsters were bestirred and
storics came thick and fast of caravans artacked by flocks of winged
harpics, of the ill-storied storm dragon Zaybas of the Sapphire
Eye sighted in the skies near Tobaro, and most singularly of a pair
of savage Manticore scen devouringa giant by a party of holy
mendicants on pilgrimage to the Abbey of Askara. In the city-states,
of Tilea such omens were seen as portents of encroaching doom, and.
whispers of wars and disasters real and imagined filled the shadows
of dockside sinks and noble palaces alike. Only in Vedenza, long

and shimmered blac




Jiscant nei

hbours, were these signs seen b
csgns seen by some oy
s of ll-foreune, but also of opportniy, for the

Ot banner of the ciy 1 no other than the
‘ € e chan P

DEATH UPON THE SHORE

We e thon upon he consal i o the nordh v ofthe

ming storm might see the f Jan I A

regiments of Tobacan

drawn up at the fanks of our awn

cntly prepared and plocted.

CRETS OF THE RED VAULT
: 4o ell you of the Red Vault buried deep beneath the
d caracombs of our fa city, ity déxgn o
: n of principal
o Vshll sl o e SR
crved as areposieory for arcana and serange lore for Vedeny
Mg g s

Republican Guard and brazen arcillery tain. Cannonade. shot and
bole ripped into the ancoming charge of the Estalian knights, but
even though they were sut dorw by the score theydid nocfalees ™
and 00 the fines mee and locked in bloody batdle. No quartee v
ssked ot given, and the grasslands and hill ra red wich the blood

o the fllen, The Skin Wolves tore through the Sarrosans, raving. 2
oyt as b were hurled inco the aic ke shredded dolls while

hed hamicr-blows theough

.‘ o Lands, enchanted blades and graven idols layseroll of
o il of Kadon,

chainho from o
the Estalian ranks. Spels and enchantments were unleashed. and &

sublic

ccpared for war above — for wat wasSoon to be
wsent of all augury and wisdom, so were Kadon's
« torch with other arcane treasures and arms for the

< conflice,as well as coffers of brigh gold for the payment of
e+ and corsairs for the city’s needs.

< huve 1. Orsini Sardus, been a loyal servant of Vedenzaas
ceur. merchant and assassin, emissary and explorer 1 have
<d the will of the Council well. As such was ane of Kadon's
given to me, while another was given to Tazadis of
Alchemist of the Council, and the third to She who
smed. To three courses were we sent, Tazadis to the
{ the north to seck out the Manticores and bind chem
c. myself to the open scas in perllous qESET gamner
¢ the hungey decp, aided by certain odhee sreasures
Red Vaulr, while She was dispatched elsewhere on her dark
We were to have liul time before the trumpet blast of wax

£ FOLLY OF LARHGOZ
ocious re-conquest from Estalian overlordship. the
bouring pecty kingdoms of Geulara and Larhgoz have
aced che spitefol and jealois desire to once agAIn B mastery
oy o Vedenta and s lands,and e of made mischict
pon e agensc s, Now n chifime of raubies 3 the
o Lashgoz, harrowed by famine and want, once g1
e it spiceful atcack upon 8 with the coming of Spring husling
o o full might and panoply n hopes of mathing asideoue
suill-gathering forces and caking for a prize the hill farms and fecund
ugoons which surround us fordher v, The Estalians brought with
e ehivaliy. th recainersof Larhgog s ree ey beguiled
by promise of fame and vengeance — s thousand steel-clad knights
i hesvy plare, bright ofarmour and dik of eart With them mixed
gin e o crosbow-armedveterans, and with
st 1l marinct of bandir rabble, spurred on by h in thelr
Such we might have expecred. but the winds of magie rode

and long had the King of Lachgots Vidar, seventh of s name,

ek epsion of a uscheeand consrteewith KL DOVEE for

th him rode the Mortiara =
from their church for their nightmatish heresy = ¢
Boiic Hill,curses burning on thelf ips ant

» own enrail, elsc torned on formes
e with murderows hate, The Estalians'soperior numbees snd the
Tnlevalent fory of their Skin Wolves were crushing ous battedine
back upon fscl, and slowly our valiang forces wers

back, their ank s, towands the shoreline dnd céftain death
What was to happen nex secims o the spinnegs of scopies to have
heen a biiliant mastrstroke, but Lknow i wat nonesuch. anlyghe
fiekle hand of forcune and perhaps Myrmidia smiling upon .

From the noreh came Tazadis of Araby riding the skiss alongsidé one
of thefesorios Manticores b had been scnt to ecaver, and with
it a dozen flocks of harpies, luscng for prey:.From the sea eame
3 ot gallcon, The Pideay Zora, cannons thandering, and witt
me the fruits of my expedicion’ own wribilations: 4 great Merwyr
S depths Sk L ad named him — st the old e et
T had bownd i with Kadon's seroll. A huge beast. pare deagon.
partscaderpent longer rom horn o i i thah ane of the gres
N hales of ehe norther scas,  ship breaker he was ind a devoutes, =
with 8 bone-armoured maw that yawned wide enough to swallove:
4 prnce’sconch n one bite. W fell upo the ncmy svagclyshe
Bagpisscreamingi fom ehe e to pick et from horseback and
Jeave olya rain of blood in their wak, the sight of the Manticore
slone scelingthe heares of our guardsmen while i tore inco the S
Wolves,the hunters siddenly med prey as the Arabyans blasting
fire exploed amongpt the chanting Moriar. 1 oedered the Pride
an aground longpide the bl her broadsides sell g, and
otk he winds of magic o canfound the outmatched Siege and
Sent out hunting speas of Amber wrath drawen from the eher to
Sy chem cach i curn, But ¢ was the ighey and terible Sk dhat
el the ide, Agthe great beas rose up from ch scas and gawled
o the shore, s bellowing chllenge drovened outthe din ofbasle
i i shadow fell upon them,brave men turmed and fiedin
Tettor Close by the shorefew were fust enough to escape i, 38
With speed tha el his clossal bulk e s donn upon thems
hisfaws wide, and devoured them lke ants, swallowing up bodies,
il and sceeams into b black maw wich indifferent and endless
hunger. The foe broke and ran, and what followed was mare murder.
chan bardde. Afterward, it was only by trinoph 6f my will that Lwas.
Ableto quell he bloodlustof ik and sec e o slumber in the

deep. ctorious,althoug!
e bl fche ity peled infoyous cacophony o B o8 Ok

lamph howeverwas 1 be hortlived:




THE COMING OF THE RAT MEN

The blight known as the Skaven has since time out of mind afflicted
the lands of Tilea, and the shadow of the Horned Rat has been the
nightmare of generations. They are a perfidious menace, watchful,
cruel and cancerous, cver ready to exploic weakness and pounce
upon the wounded. So was it to be with us. On the very night of our
great victoryand the rout of the Estalians, the loathsome rat men
came pouring from their secret caves and the dark places of the carth
Such had been their plan all along, 5t tiogh el oo
whispess they had planted within the ears of the Larhgozan nobility
in order to awake their wrach, o even what foul pact they had
‘perhaps scruck with King Vidar himself shall doubeless likely remain
unknown to us, their schemes had born full fruic. As catspaws the
Estalians had performed admirably and the batcle had more than
decimated our forces and rendered the survivors wounded and
weary, but they had not broken or defeated us as perhaps the rat men
had hoped, and so rather than ot for an all-out attack s perhaps
they had planned, the Skaven first set to overrunning and ravaging
the lands to the north of the city. In a scurrying tide of chiteeri

hate they befouled and burned everything and every soul that could
not escape them. In a single night they scoured all life in the leagues
between the mountains and the sea and spared nothing, slaughtering

and enslaving even their Est in disarray back

an pawns recreati

along the coast road north, so not even one fl

ghtis said to

have escaped them

As reports of the horrific attack beg
fires of burning villages bloomed upon the dark horizon, celcbration
curned to terror and panic in Vedenza. The bells now tolled for
curfew within the Citadel’s walls and the braze-shod gates were
shut and barred, but already the enemy was within. The assassins

gan to pour into the city, and the

was impeccable, but they yet und
tended, though.even with all our preparations we took losses,
the most gricvous oftwhich was the death of Tazadis of Araby
fell stabbed a half-hundred times upon the steps of the Citadel, the
chimes of vietory el ringing in his ears But for every blade in the
darkness that found its mark, a dozen did not, and the shrouded
assassin that came for me [ left nailed ¢ the door of my tower
house as asign to his verminous ki — for it is not for nothing that
1 have walked foryears in the forgorten places of this world and
yet live. Thar the cieywas not taken from below, as is the Skaven’s
desire when they can,is a testament to the labyrinth of half-flooded
sca-catacombs that riddle the promontory of rock upon which our
walled city stands, and to the malignity and husiger of the things
which dwell there. We wer besicged and the mainland denied to us,
bt Vedenza stands upon the edge of the sea, with the manyiskands
" ofthe Carvorna Archipelago as ur backs and the wide lagaons

ofsicge craf could
n fogs they could summon o
racbrethren could spread, or even from the serang
engines of destruction their warlocks m‘g\nﬁqw
s d.zﬁmday;yus:an&m en m:

breach oue walls.

As ifco foretell our doom the nigh skies above us caught alight

with sickly grecn aura, the growing tempest of magic made visible,
and the shadow of dark Morrslieb could be seen in the cast. While
by day the sun was dimmed with the smoke of fires and the stenchy
of desalation. We could not hope to stand long against the enemy

ranged againsc us, so instcad we must actick.

A DESPERATE PLAN
“The Skaven ace noeche only ones who can plot and scheme and sy, |58
and indecd we Tileans are not so unknown for our subtlety in such
matters. The Countil of Tears in s wisdom had long known of the
{mpending threat from the rat men, if not its exact shape or calendar,
Occulr scrying had long foreshadowed their malice, and there are
those among the rac men's own ranks not unsuscepeible t bribery
if onc can navigate the web of treachery and lies required o do so.
igence led us to know that if we were to stand
a chance of survival, we had but one course of action left, and that
was to strike at the head of the serpent and hope to slay the Grey
Scer to whose mastery the Skaven horde was bound. In slaying this
guiding intelligence we could hope to fracture the scartered clans
into infighting and division and so disperse the immediate threat.
Normally such a thing would have been impossible to accomplish,
but not now, not with the arcane storm reaching is heigh, for like
an unholy beacon of fire could the roaring fulerum of magical power
be espied blazing within the accursed Isle of Gricf to the far south
of Vedenza at the very tip of the Archipelago, caught light within
the growing storm of magic. With its

power ours to command we could find
and rain death upon our enemies
wherever they might hide, and the
Skaven would know this. They

00 would make for the dark

monolich legend had it rested on

the forlorn and long shunned
isl, for its power would be like
alodestone to the Grey Seer,
drawing hirn to it. It was to the
sle of Grief that She had gone
and not yet been heard from,
and now 1, Orsini Sardus,
must gowith the fate of
Vedenzaand its people

at stake.

Our hard-won int
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E QF THE HOWLINGABYSS

pscrows dhipg o€ the Skaven
thinighchey wore, haf live gnd



half machine, constructions of burned and rotced timbers spanned

with gory fayed skins and driven by glowing apparatus and frenzied
cogwheel turnings. Shot and light
upon them I unleashed che titanic
was cven more deadly chan before, and he rose up beneath them,
smashing chem aside and capsizing e foremost in bellowing rage.
With the bease’s batele joined we sailed on and made landfall as
quickly as we could, and made our way 10.@ place I had read of but

e first time 1 had ever sec

as flung from them ac us, but
sk, who now in his lement

never seen with my own eyes, for this was
foot on that accussed, dacmon-haunted isle and hope never to again.
The Howling Abyss was a great sea cavern, half-flooded at high tide
for an entire castle keep to be fitted within, with

buelarge eno

a great domed rock roof like a starless sky. Long before the coming
of Man, before even the Elves, some-thing had buile a temple there

here still went the stories

n the few half mad shipwrecked sailors that had somehow

d to escape the place over the years. At the cavern’s centre

th of green-bl.

basalt graven with writ

raphs nothing living, it was said, could now interpret. At

th was replaced by a slash of
« darkness to stand in ts stead, 2 rip in the world which moaned
amed the place. Even as our
hore before the gaping
ruc, for the unholy error
within chilled my

with the voices of the damned and so

forces drew up ine
ces drew up into fighti

entrance to the cavern Ik

of the gathered vorte

_ witing the W

an ill-favoured vessel chat

From within the hold of our lasc galle
carried o troops,  great keening wail rose up and the sound of cold
von shackles,chrice bound with enchantments, rateled in angee
vould be heard and I knew it was time to play my final gambic —je
was time to unleash the Mourngul.

I had racked its legend on my travels over the scasand hunted itin.
the fogshrouded poison bogs of the Scilded Dela at the southemn,
tip of the Dark Lands. For wecks | had tracked i¢ with a band of
metcenary Ogres, but in the end ithad found us, and tore apare

and devoured a doen Ogre Bulls before I could use Kadon's lore

t0 subduc it. As Tordered it unlcashed and it dragged its massive,
agonized form intoview even I paled and blanched at the empey
black sockets ofits eyes, the pale, wasted flesh and the hideous serise
chat such a ching, neither living nor dead, with s open wound of
Jly and mouth tha yawned as if to devour the world, could not

abe
eruly exist outsde a fevered nightmare. But exis it did and icwas
minc to control — or was ic? Even with Kadon's power the thingwas
all but ungovernable and when I reached out with my will found

A great winged shadow

~ nothing, just a cold and mocking hun
fell over me then from above and broke my danges
T realised that 1 had all but fallen prey to the Mourngul's soulless
mind, and I swifdly imposed my will upon it with such strengeh as
Tcould. She had come at last afeer all. The talismans tha protected
me from her presence grew fever-hot and T backed away as she
landed, her black claws digging into the carth, her ugly, scarred
wings folding behind her serrated bulk. The twin-set of glimmering
emerald cycs, burning with balefic, fixed upon me from her repeilian

head as burning venom slipped between her malformed seeth and
smouldered on the stony shore. She did not speak as moreals speak,
but the words ripped into my mind and hung thereavith sick pain.

“Skaven. Within. Warpstone.”

Treplicd that the Council’s bargain held, that any of that she desired

would be hers, gladly, willingly, bu first we had to destroy the rac

men that possessed it. No more burning words came, but wichaue
arpfirc Dragon spread her wings and tore off into the




of th d good Cap
sceingno teason for delay, called for che general attack to
be sounded.

Lupo,

T cruth Tean remembeelicsle of the igh
c o the ightmarish bartle that
followed, save in dreams, Only snatches of carnage and thunderous
/" fire comewhen bidden, events without surcty or certain order i
rder in my
mind. Within the cavern’s dank environs a great Skaven host was
gathered up circling the monolith, which blazed with great ribbons
of verdant fire that coiled around ic like serpents. These were no mere
at men shaves or the dregs of their warrior caste, but ranks of stocky
black-armoured Stormvermin and the distended. leper-shrouded
f gue Monks. With them were mutated,
shulking Rat Ogres and Warlock Engincers with strange death
machines implanted in their tortured bodics. By my secrec lore and
ined on my dark journeys I recognised them and knew
the verrible danger they represented, but as my gaze alighted on the
towering horror that stood in malevolence before the monolith
the weight of my knowledge was terrible to bear and I confiss
staggered and nearly fell, my heart clurched in f
an iron grip of terror.
We had belicved that a Grey Seer had orchestrated VcdmZ:: doom
at this time of arcanc tempest, but we had been wrong, Before us
stood the exalted Daemon of the Horned Rat itself—a Vermin
Lord—a devil-god made flesh, and I saw that despite our plans and
our own fearsome alliance, we were likely doomed.

ms of the dreaded Pl

the wisdom

Surprise was on our side, and I think without that we would have

been defeated in mere moments. The howling of the monolith and
the insane play of is light flled the vast cavern, and so occupied.
were the Skaven with the mesmeric powes of the monolith and
the adulation of their nightmarish master that even our onslaught
went unremarked until blade met flesh and She unleashed her
wrath into the densely packed mass of noisome, furred bodics.
Then all was chaos and bloodshed, a frenzied hacking melce unto

which the Warlocks unleashed boles of lighting and gours of flame
indiscriminately, and rat men were hacked and shot and cut down
45 though my own warriors were men possessed. [ unlcashed the

Marmgul and it necded no tempration or instruction to kill but
knew that it was presented with a binquet of death and fiesh on

whichit could feast, and feast it did. The raw power of magic—the

d n

Lords glaive. The Warpfire Dragon fell and could not tise, The
Dacmon laughed again, a sound like knives piercing my soul, and
stalked forward and suddenly seaggered as [ warched. Hissing steas
ol from it fleshless s s i crched suddenly s side where
a chunk of unreal flesh the size of a barrel had been bitten free from
its torso. The Dacmon scemed to flicker like smoke in the pulsi

light of the monolich and my heart eapt in hope, but an. ot
it snapped biek into drcadful soldity and advanced with renewed
purpose on the supine dragon, its wicked glaive held high.

Tfought o fa

on some spell or enchanement o hurl against it
the power slipped and coiled away from my grisp and I could: \m:‘v
watch helplessly as our doom was about to be sealed. Words then &
bumed into my mind, sickening with viokence, an ifcomprehensible
summoning in an inhuman language that ace away at che threads of
my sanity. Recling and weak I realised it had been Her voice uttering
the words of the last binding scrol.

“They came up from the darkness of the cavern, wet and pale. Firt
one, then a dozen, then a score. Hulking. corpe-pale bulks, scaltd
and distended, wide mouths filled with shark reeth yawning ke
erescent moons, ees silver-white and blind, long ape-like arin
juddering and grasping their way up from the dick. They were

hildhood nigh tolife, alegend long known boe hever

cill ehis day 1 had scen, the Shiugon—the ravagers, the Trolls of.
depths. Skaven and men alike fled before them and were ignored, for
only one thought had been burned into their primicive brains—&8"

actack the Vermin Lord. Arrogant and prideful as only an immggesl
‘can be, the Vermin Lord did not realisc ies peril uneil too late. The
firse Shugon i€ carved in halfwith contempruous case, che second
it case from its back and gurted with a flick of irs claw, bus the thind
sank its serrated tecth decp into the Vermin Lord's haunch and 8t
free a gobbe of ficsh, while a forth and a it wrapped their sealy
arms about its glaive and bore it down, as the bodies of the first two.
began fo regencrate and knit back rogether with termifying speed. T

felt arcanc power surge, but such was the rempest caging acou
now even the Daemon could not fully control its wild voreex and
while one of the Shugon exploded in a shower of white Sich, two
more took s place and the Vermin Lord was smothered from view
i a scthing mass of lashing tecth and deathly-pale fesh. All was

stuff of Chaas and destruction, purificd
pulled derwn into the cavern as f it were a cauldron or crucibl
for the storm, and its power flooded into me and my fears were
forgoren. Wantonly and without caution 1 hurled spell afic spell,
iy terror swallowed by the exultation of absolute power, and tore
cnemies with the laws of a egion of

Beasts, and filledkmy allies with the fury of the ages, and

{flesh and mind rippled and ewisted into newer, ever more

uly configurations.

d unholy light a 1 fele the Dacmon e s deaehy
wail ike a bladk hass )

was of Her, wounded and torn, but triamphant, her body cotled.
around thatterrible monolith, bathing in the black and verdant
green rays of the storm. | fed and somehow made it back to the
galleys, as 50 many brave men did not. A single ship was more than,
enough to take us from that place and T hope never to recurm:

She owns it now.

And there noble masters is my tae. The Skaven on the mainknd,
the fight torn from them by the defeat of their fll gods scion,
dback 6 theit

threat abited, for now a last. The Escalians i Fear cfvhawemay
J 3 vy

do,sue for p
through the older, shed

know . s
and prestige comes new cnemies and new avenues of conflice Bek
with such weapons s ap .
the wickder we will e previl. fut 2 Sk, now Sisk One Bess
hel e tr i sy hen L Qv
Sardu, do s0 commands atthe Counlls august wiskom

¥ - A






\ Whena storm of magic breaks,it isn't merely bacdlfic
dormant for decades suddenly crackle ino v 7 B
hese sorcerous artefacts are Kadon's Scrolls of Bind

SCROLLS OF BINDING

Each Scroll of Binding was crafied with a parciculit b

and cannor be used w0 control diffren kinds ofcrraey 1o+
unknown wh 2

hether this is a constraine of desig
lesign, or i simply because
the magicinvolved in their scribing i tao fickle ;

Even with theic imitations, the Scrolls of Binding e prized
hroughout the many realms of the world. They are a vanishing
resource, for Kadon has been presumed dead for many thoutans of
years, and no wizard sinc has quite managed to cqual his apirude.

CHOOSING SCROLLS OF BINDING
: I dire times, the ability to augmen your armys mighe with thit of
some monserous thrallsis without price. Bound monsters give access
o creatures and abilities beyond the norm, and present all manner of
exciting new tactical opportunities for a canny general o exploit

In games of Storm of Magie, you have a Monsters and Magic

allowance which enables you to spend points on Mythic Artcfacts,

Paccs or Scrolls of Binding, Each Scroll of Binding allows you to

include one unit of bound monsters in your army. There are dozens
I finding chis scl

1 : KCWZZA éfﬁjndin}s g

Y that increases in er. All manner of spelis T s
branc e, cager o have thetepowe safeciod rpein el

'8 - ancicot scriptures that allow a wizard 1o shackle afher cregearesao Siewilll.

upon the nepe.cring worid: Chict smonge:

one creature of thar

stzeis 3 range. for exam
five models in
the unie

EQUIPMENT .

This is where you'l find th

combination of claws, etk

which we count as 1 hand

TROOP TYPE

Every Scroll of Binding un

o b

MAGIC L4
Some creatures are Witard and car. cast spelle Wnase Snaiilf
case, cheir Wizard leve (s well a5 the magic iofeghey sschonl e
presented on the Scrol of Bincing .

SPECIAL RULES
1 the unic hasany special rule, be e common’ spoci sl S

0 choose from in chis b
too limiting, you'll find plenty more presented in the Storm of Magic
book, Whitc Dwarf, and on the Games Workshop website:

www.games-workshop.com

Teshould be noted that the ‘monster’ part of ‘bound monster” docs

prE———

the Warbamm
thelywill be liseed here

OPTIONS #

 unit in question has p VP

not nece at

rded

Monster. Racher, it means q o

s a monseer, insofar as it is 2

wholc s to pull your arms and legs out . AllSrols of

g P P P

BOUND MONSTERS AND YOUR ARMY
" Once chosen, bound monsters ae considered to be part of your

‘army for all intents and purposes. The only ex
i

ceptions are that
her units, and

y
‘must have the same aptions. and yor mast pes
option for cach model.

MAGIC ITEMS

join

join

jines valoe hat els you how much
'l;:iﬁmﬂ e

(CRTRARS




DIVERGENT ORIGINS
Many of the creatures on the Scrolls of Binding are also present in
ane or more ofthe Warhammer Armics books (although many are

present as character mounts rather than autononious eritters in their

army do nor count

own right). Creatures chasen as pare of your mai
towards the Bound Monster Limit - only those choscn from the

fonsters and Magic allowance poines do.

o 0 take Grear Eqgles as

Wiarhammer Army book. In games

n Great

2 binding mare

occasionally find that the special rules, characteristic
i on the Scroll of Binding
Army book. Where this

c place where you have

he sometimes lead to two similar
vy haying subtly different rules, but chis is fine as we

nsters will be slightly differen to those

miore disciplined).

MONSTER SPECIAL RULES

COLOSSAL BEAST

A Colossal Beast towers as large s a hill, and is just as diffcule co
slay. The Colossal Bease may only be wotinded by attacks of Strengeh
her. Regardless of an attack’s Strengh, the crearure can never.
be wounded on better than a 3+. I the Colossal Beast s subjeet to
aspell or special attack that would cause it to be slain ourright it *

suffers D6 wounds instead.

The Colossal Beast is so massive that it can crush entire regiments
beneath its bulk. The monster’s Thunderstomp inflices 2D6 hits.

LARGEST OF MONSTERS
This creature is so enormous that it can Thunderstomp everything
bur other models with this special rule.

INCARNATE ELEMENTAL

Incarnate Elementals are completely immune to the spells of their
governing lore (an Incarnate Elemental of Deah i immune to spells
from the Lore of Death for example.) In addition as an embodiment
of magical force, an Incarnate Elementalis subject to any particular
effects that cause addicional harm to Daemons and Undead (suchas
the Lote of Light Exorcism power for example), except if caused by

spells of their governing lore.

CHOMP AND TAIL ATTACKS
Some Scrolls of Binding present options that grant Tail Astacks,
| Chomp Artacks or modify how a model’s Stomp works

those shown on it profile. This Artack should be rolled for
scparately, or with a different coloured diccas the option that
granted the Chomp Artack will often also give that Chomp
Artack further special rules. Additionally, s Chomp Attack
always receives a bonus of +1 To Hit against models with the
Large Target special rule, on account of it being much easier to
take a bite out of bigger cnemies!

‘ A model with a Chomj k has an addicional Artack to
|

Tail Attacks are much like Chomp Attacks in that they grant
the model an additional Atack that should be rolled for

| separately (so amodel with both a Chomp Artack anda Tail
Avtack would have a ol of +2 Arcith). A Tail Areack receives
abonus 6 +1 To Hit against models fighting to the creanures

i rear = they'te much casier for the tail o get 1o grips with!

1 the model’ Artacks are normally subject to 2 special ule such
4&Potson or Killing Blow, then this rule also applies o the Tail 4
and Chomp Actacks. £ tis




fer a range of new may

tems and myihic
r games of Wathummer,

articularly focused

y creatures you willfind

v the pages of this boak and those In Starm of Magic
The magic ivems shown here are availablé to any army i batte
h  Monster Binding scrolls has been ageed by the
15 past of the scenario to be played), and are bought
haracter magic item allowances usingll the wsual vules an,
- nd in the Warhammer rulebook
dhic Arvchacieh v arc of a different order of arfty and
do not count towards a character’s
. d an army can cake a single Mythic Artcface
d army can take up to two, their points cost taken from;
ters and Magic allowance (see the Stomm of Magic

Each Mythi

the army. with the rescric

Artcfact taken must be assgied

on thi they

ngan item of that ype

50 points

ik 1 Bastlik poison the wirldapund them,

wra that can putrefy flesh and corrode puetal. Weapons

overed from Basilisk remains are
flly rare as they arefust as deadly to their

s they are 1o their victimy

Hic roll of 4 or highes, the Basilisk Blade will wound
scomatically, However, o To Hic roll of 1, the wicldet
 wound. Wounds inflicted with the Basilisk Blade also have

e Piercing special rule

The Pinson of the Phoenix
Talisman) e 3
hese cphemenal feathers, plicked from the bigring wings of 4
manifosted phoci and wover into a taliman, wre preserved by the
ats of ancient Elf magic. Handed down throughgeneration'of Highy
Elfmalilsy, they are borne inta the divist of batsles s badges of hond
fly g iy 1o it omee remaed from thelgprotective ciset
il they Lt they protect theie bearer fom hur o
grans bim a fieryreprieve from death

85 points

man grints the bearer a 5 Ward save When the
d v 0 wounds or less, th ifem isdleseroyed Buptes
aser 1o his starting Wounds total and kp-ﬂ

base contact with the bearet)

Magic Ttems & N

them téo,

A k2
bythic Avtefacts
“The Lash of ezaoryl 50
(Magic Weapon) ~
Used by theseruants of 1 Old Oves 10 subie the masivs b s
stalkedthe world at the daso of ime, the anciens Lash of ecaseyl
it cannot perform any actions or actack for the remainder ofthe
and is treated as having WS if attacked.

Faithless Charm 25 poines
(Talisman)

e degenerate Ettin hill cans have b

cratien charms in the digmal northes
who would respass on the Essins miserable ex,
ficts th

Those foolish enough ta carry one with them for any longis of e fir

emboidiment of the wnholy curse

their sensessharpencd ~ wnii they lse control and the curse ams u}

Th e s Alvays Sk P snd Kiling Bl T
any Leadetship o Break s, the bearer loscs Always Seris Bt
and gains Frenzy and Always Strikes Last. The bedrer cannoe e o8
Frenay iftany way e gaming ¢ this ashion. :




Wyrmscale Armour of the Decp 35 points

Magic Armour
ichantment on this armour

water. Not only do
U recall

rid and arvous, but the sales s

cean and grant their wear

ofheavy armour. The wearer gains the Sea Creature

bility co march whilst on land. They also
Attacks.

10 po

Scincillating Shicld
Magic Armour)

s which were so highty

id which forces a -1 penaley to hit on all
he bearer, In addition, if the bearer is

sudces y cither a Basilisk's Malcficent Gaze attack ora

Sockatnce g Gazethe bearer must roll a D6,

& O el of s | thebearer s affected normally by the atcack.
§ O aestor 2.4 the artack has no cffcct
4001 6 ekl refceed back upon the monster. Apply the

SR ful it o it immcdiarcly

Any model with the unit type ‘Monster’ which s within 24"

25 points

llisn) el o Wi Drgn by
el taliomans are the product not of isted Skaven ingenity s

o spectbut ather of wme nseen agency beleved ta e ot
e oing bals of he Tilean Ciny-states. Ensorcelled o prfect thes
apons ulled by warpstonie, mary Skaven wizards

e easure gainst assassination by their ouwn kind=
wmongst the warpstone-laden

wearer against v
covet such items as
Uhough the fear Warpfire Dragoms cause
Dolds of the Skaven keeps them rare

he bearer gains a4+ Ward save against all Warpstone weapons,
 Warpire Dragons Breath actack and Magic Resistance (2). At
the beginning of the game, che bearer must pass a Toughness test
howeser or suffer  wound with no saves of any form allowed.
Cold Iron Blade 45 points.
(Magic Weapon)

inont Lo lains thas oy iron weapons shaped wishout he useof
v can b thesivits that infs cevtain vegions o the world: Oy
v strogotof mithscan perform such  fat, hammering the metal
into shape with brute strengeh before sch artefacts are enchanted:
Thotsgh the resuls are always crudely shaped, their potency against the

ephemeral reatures i unquestionable

All close combat atacks made with this weapon are resolved acthe
bearer’s Strength +1, and any artacks targeting models with the
Etheteal special rule gain the Heroic Killing Blow special rule,

Sacrificial Banner
(Magic Standard)
Covered with arcane patterns dashed in blood and draped in ornate
sgilsand charms the Savrificial Banner looks impressve, but ts real
purpose s rarelyexplained 1o thos troops homoured with its care. It i
enchanted with the ole purpose of enraging and attracting the ire of the
gigantic monsters that prowl the Warhammer world, so that a canny
goneral can dictate the movement of is enemy's most powerfid ally

25 points

of the Sacrficial Banner gains the Berserk Rage portion of the
{m.u’; m‘k‘; and mruml.i\juc charge against the unit beariig the
acrificial Banner if possible. Such a charge cannor be avoided wh
Leadership test. ® : i




MYTHIC ARTEFACTS < ‘
silverstone Axe The Crucible of Horrors 256 pajous
Magic Weapoa) $Spoinss  (Enchanted ltem)

Noame knows froms whence the Crucibleof Horrors came, bt comtained
scichin the flask of wisted meteoric irom is a ortex of seething black
energy which screams ke he torment of damned souls. Thisdeadly
rcfcthasbeen sught out by many down she cntaris andic .
passed through the hands of many tyrants, arch-sorcerers, wizards Gnd
eings, and al its use the destruction of cites and the saughter of arsiies
as been Laid. When unleashed the pouer of e crucible’s et and

bidding i power of the Crucible of Horrors i it wf.;"m
rere than one wouldbe conguers s fnd 1 hey c A

e Mdurwes Sevikes
s > wrcid

< Slecriome Aze

The Crucible of Horrors contains the following v.hlu bunnd spells,
onc of which may be used by the character in thei side's Migic
phase. Each spell has is own casting cpst which muse be met for the
spellto be cast.In addition cvry time the character wishes to usé
the Crucble, they must take « Leadership tescon 3D6: f the wst's;
passed, the Crucible may be used normally IFche test s fasledithe
bearer suffers D3 wounds with no save possble.

150points  Dark Tide (Bound Spell) * Power Level 12
The beare uncaps the Crucibl of Horrors and unleashes 2 Bood of

The White Sistruin

Arcane leem

e Seorie d h the b uf:h:(r_nnbk f
et st wighomerssh Blood . wider end directed towards an enemy ufit in line. ofn;im Any
‘model couched by the template suffers 2D6 minus;
h no saves possible.
1n this way must take 2 Panic test.

Riven Horror (Bound Spell) )  Power Ll 15
Targeta
the bearer ofthCricibl of Horrors hee el crupe i
grasping rentacles dripping caustic black venom. Any unit caught
i el e unmcd.l:r:iy must ol D6 for very

the severity ufﬂuz aa.mgg isbased upon theirsize._

PP « Infantry; Cavalry :
1t of Chaos held the woekd i & sramgleheid of srror. and Beasts 5+, one wound, no armour saves
% « Monstrous Infantry i
et s o e whm gl Mo Coy 4403 v e
corm of Magic’s serengeh i : o
« Presences All friendly uniss. other than messess; wishin 24" of g &t -
the Sistrum's bearer gain the Frensy and Swiseside spocial sales. i i ¥ da
This effeet docs nat inchude the beares, asy amis they b joined = F
A “Mr‘:‘Lm.m.ul Bl O R € mﬂmﬁmmkpm.;dmmmlz'd%w
. i wdion
e tolled by the chwning player foe the winds . ol Eendly :
\\u,mh'nu»’mnhﬂnmngm%mﬂm"n-ﬁn& o
1 t6 their dispel rolls. h dal
« Dominance: In ads

select one encmy uni
it o A
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Incarnate Slemental éf‘/ﬁ‘n’

fall the winds of magie I is all-consuming and insariably bungry forse
el of Eiveof which i born from r//Jmm:}llnnMrkwﬂ‘»uarmmnlm

‘! fﬁw.m./w,',
RV ot lacing heat. s
alignity and firy the e

. /w w mdu/ Aqshy, the Incarnate Emt&'nﬁhrrmam*
heat radiates. Few can

« u.;,/,./ﬂ n// Dot shards of metal dicing :bmd,mmmm;ug
ol £ as the Charved Ones, the Black Harvestmen and Jack Q' Cinders, storses
fratvicidal wars that wracked the Empire in censuries past, where these
{ viligesthat had provaled the re o onc o ober il ki o A
N cters and the tales that croted thens, they held  place of bawas i
Lawds in e lec of the Grey Mountains of Bretonnia. Here storses bold thas a soee:

de of undiving horrors that swept the Lands afier & local lovd succsombend o the.
diffe with the folktales however, and makes 4
wecer the scorched and blackened fortresses and.

Manifesting
barleficld

andessh such a i
dhasy who stand »

o et

WSS s p e

SPECIAL RULES
S+ Ward save, Large Target, Terror, Unbreakable, Unstable, Sv it came 1o be that I e grnmery main o Capha
Incarnate Elemental, Ashes to Ashes, Gift of Fire & Flaming Santos when the army assaulted the granite fortvess of Kevbow -
Attacks. lIts combat attacks (but not its Thunderstomp) also have the Reaver. For seven days we posnded the wialls and gatcbonse
the Multiple Wounds (D3) special rule. with shot, and the. dm 10as so thick in A«nr&am-
cwated in th o had
Elemental of Fire cleared, the gates m[[;xuod/umandrbrﬂfxmwu

wnbreached.

Ashes to Ashes: The charred body o
isaliviog pyre. radiating appallin
‘magical actacks Suffer a -1 o b
Fire, and it has a 24+ Ward save a

nate Elemental of
gattacks It was then that with heaty bears the general suvemosed Albeecht. |
the Bright Wizard, aficrour . The sésand et wp .t tsive

pyre before the, G udw bg.-im».i\-ag-—d

or

part of the comman wurm>mvﬂhw—‘tw

ncamate Elemental of Fire

Gife of F

can be enough to set off powder and

c: The very presence of d

and kindle flame in

phase roll a D6 for any

wood and tinder. At the seart of the Mag

war machine or building wichin 12" of the Incarnate Elemental of had were fed 10 the fire uncsl the acolytes'ceasedess

Fire. On a 6 it suffers D3 wounds with no Armour save. If the war lrmjﬂnrdy.mdmun]qnwkwm“
machine uses the Blackpowder Misfire chare and is destroyed by this

actack, all other models within D6 suffcr a Serength 3 hit ialked ike 4 man. The bebemoch of indersuand Rvee rached

guteq/ the, ﬁrﬂ'nr in but a fouw immense sorides, n&ﬁ-—

ofhe
ates 10 burt into flame. Missiles barded by the defincios
mere annayances to the creature, d-——hpi S

* Cascading Fire-Cloak asude the charred remains of the gates.

Bound Spell 4+, see page 492 of the Firmmer rulebook,
The forsress fell that dizy, Aqd-b-b
- * Piercing Bolts of Burning. Sfiend ::hmbnm,mn—-

Bound Spell 7+, sce page 492 of the Iarhammer rulebook.

Addiciorially, during the Magic phase the Incarnate Elemenal of Fire
canvunleash one of the following Bound spells:







S'mwm,zu,,,,w/v cevage and secvet rituals known to fois humans outside the initia s — and dark lore bas it
P the Bray Shamans of the uni s J
the Horned Man or the Faceless Hunter: It is a towering, half-human figure that embodies the fero

dators, both anmalistic and cruel. Its taunt-s

ly Chaos Beastmen herds ~ the Incarnate Elemental of Be

within it the turbulent 5

od or barren moor, runnin

d bloodlust, whilst

downits prey withaut mercy or cease. Once it has b

bowls alone can drive its enemies 1o flight i sheer terror

e proformed before a great dol g
terrible price of

ore of Ghur speak of bloody r

flensed bidesshould ome

desman, and the ing so. But such is the

mmanding wizards desie for destruction or vengeance s

M WS = BS LIS i AR Type Unic  Points
I R R T Monster 1 275

SPECIAL RULES
5+ Ward save, Large Target, Terror,
Incarnate Elemental, Impact Hits (I

reakable, Unstable,

Howl of the Great

Beast & Swifistride.

in combag, the Incamars
piercing howl in the S
and flls tho yhe h
within 12" must take a Panic testin response to the howl
I the unic has the type Cavalr
taken'at -2 Ld. The usual provisio

I fear. All enemy units

r Beasts, the Panic test is

for Panic tets apply.
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Chags Mege kfim/f

are mighty but simple-minded brutes whose huge strength and d untwreldy than before, but now all but impervious to arvows and
al 10 its armoured shrond. L. witable weapons such as-

of carts and even masiive
d directly into the Giants
doon fortfications and slaughter

ungest monsters. Some are even further fitted with scaling hooks
v the creature dead carcass to be wsed asa scaling

o should it fall, unfortunate have the burning
into their armour and flesh, driving them to

7y at their master's command.

s is the Cha
dy has b
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§ Chaos Sicge Giant Special Attacks: Chaos Sicge Giants do

noc attack in the same manner as other creatures, being too large,

fractious and in the case of the Chaos-tainted and mutilated Sicge

Giants, t00 insane to carry out a coherent plan of artack. In order

<o determine what a Chaos Sicge Giant does in each Close Combat
phase. pick a unit in base contace with it and roll D6, applying

 the resule shown on one of the following ebles. Which sable yo
use depends on the size of the Chaos Siege Giant’ victim. When
ghting characters who are riding monsters, decide whether 1o atiack
the rider or mount before rolling on the table.

ALk e
| BIG THINGS CHART
Use this chare when fighting Monsters, Monserous Infanery,
Monstrous Cavalry, Chariots, War Machines and anything
else with the Large Targee spes

al rule (except buildings) and
characters riding any of the above

Resule
12 Legbreaker!
Smash with P

S e |

e

| MANSIZED OR SMALLER THINGS CHART

Use this chart when fighting anything not covered by the Big

e I — oA
A

D6  Resule
1 Yelland Bawl
2 Smash wich Pick

| 34  Flailand Crush
56  RippingBlades

b

Legbreakert: The Chaos Siege Giant targess the kegs of s outsized
encmy with its Ripping Blades and Pick, tearing open hamstring
muscles, severing limbs and slamming theit foe ino the ground, The
(Giant cargets a single enemy model i the targee unitthat s in base
contact. The Chaos Siege Giant and its victim then both rollaDé
nd add their Swength, and for cach point by which the Chaos Siege
Giant beats its victim’s score, it inflics D3 automatic wounds with
o armour sdves allowed. In addirion, regardless of the result, any
models ocher than the Chaos Sicge Giant inflicting the atrack in base
contad with the victim must pass an Iniciative tes to get ouc of the
+ dray ofsuffer an automatic wound from the scruggling foest

Smash with Pick: The Chaos Sicge Giant brings down its pick on
the head of its unfortunate victim, leaving itele but a bloody red
ameac, The Chaos Siege Gianc’ player chooses a single targer model
- from the cnemy unit thavi s in base contact widh. The target may
"~ aczemp o avoid the blow by passing an Initacive test 1 che gest is
“ failed, the model suffers 2D6 wounds with no Aumour save allowed.
; Vieiantaled

the target unit that i in base contact wich it, automatically inflig

|
Things chare. ‘)

+Eadbuts The Chaos Scge Giane targes  single enemy model

i ich no Armour saves allowed., If ound
but not slain, then the victim is dazed and loses their subsequent.
attacks. If the victim has not yet attacked/in the combat round.
lose their attacks this round, or if they have already artacked, then

they lose all their atracks in the next round instead.
i 3

ell and Bawl: The Chaos Sicge Giant bellows and howls acthe
enemy inan I utterly terrifying tirade of ab 3
Neither the Chaos Sicge Giant nor models in base contact with it
fight if they have not alrcady done so this round. The Chaos Siege
Giant's side automarically wins the combat by 2 points. 1fboth sides
have a Giane that Yells and Bawls, the combat is a draw:

Flail and Crush: Being too hcavy to jump up and down as a normal
Giant can, when moved to a frenzy of violence the Chaos Siege
CGiant however docs it best to mash anything close underfoot and.
s blindly with cs oversized weapons. Firs est o s if the Chaos
Sicge Giant falls over (see previously) with any wounds caused it
docs cou ds th resule. If the Chaos Sieg
temains on fts fect, select atarget unic in base contact. That unit
sustains D6 Serength 8 automatic hits. Resolve wounds and saves as
normal a the armoured bulk of the Chaos Siege Giant batters them.
into the ground. : 3

Ripping Blades: Equipped with massive hooked blades or
flails mounced on bundles of chains, Chaos Siege Giants are equally
& 3 §piuie: ot Py

Sweeping mere morcals into a jumbled heap of torn flesh and broken
bones. The Chaos Sicge Giants’ enthusiasm however can somerimes
mean they prove more dangerous to themselves than the enémy.

ct unit in base conact. That nit suffers 2D6 Strength &
ds and al.

Selece a targ

its — resolve

Chaos Siege Giant must immediately test to sce ifit falls over.

further damage done in chis way

1fa double 1is rolled, something very unfortunate has oceurred.
1€ chis has happened no damage is inflitgédl on the encmy unit
Instead the Chaos Siege Giant suffers D3 wounds (no saves) and
\mimediately falls ovee (¢he chain has wrapped around its neck,
they've managed to stab themselves or something equally unp
h d) i caosid bbbl

resolution as usual.

Wall-Ripper: A Chaos Sicge Giant may always choose to

and destroy g f

the Warhammer wulcbook and use the Waschtower des

forcified buildings where appropriate), and may always
1. e

assaule

12 double s rolled, the Chaos Sicgs P
itslfin the ground and it cannot atcack atall n the following round
. of the same combae whilst it yanks it fiee.

Jown on top of any unlucky garrisoning troops inside.
D e eaith (o

et

artack and need not roll for a randor
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Bile Troll

EQUIPMENT

Suppus ced cleavers (hand weapon).

SPECIAL RULES
Fear, Scupidicy, Poisoned Attacks, Regeneration (5+),
‘The Mark of Nurgle & Infected Vomit.

The Mark of Nurgle: Vile beyond belicf and shrouded with prous
vapours che Bi Trollf difficule o ragec Ranged antacks thar
Carge the are ac -1 23 i Models th argee them in lose combat 5 hitwith no Asout
sikea -1 WS. Wounds (D3) rule. The




(Girmine o n armine Dragons as they are
sometimes known o dark legend, are strange

and vave beasts cven among their storied kin. They

adragon lair in whic
caturated by Shyish, the Amethyst w
which i gathered and magnified within the heart
gon 10 be born. They are named.

for heir sirange and lustrous 5.
which begin a

they are young, darkening to a purpl

be almost black as they ag

appearance

where death

Carmine Dragon
Emperor
Carmine Dragon

SPECIAL RULES
Terror, Large Target; Fly, Scaly Skin (2+) sce the

Warbammer rulebook.

Magic (Emperor Dragon): Some Emperor Dragons are mighty
wizards in their own right, able to instncively wield the power of
the Winds of Magic. Emperor Carmine Dragons may be bought

dlevels for 35 points each. These spells are always

p co four Wiza
drawn from the Lore of Death.

Poinn‘1

I A Ld TroopType UnitSize
BN 46 Monster 1 305
ST Monster 1 700

Coruscating Blast: The Carmine Drajioh's breath weaponisa
sorcerous blast of powerful Amechyst magc capable of withering
metal and rendering flesh to dust as if millennia had passed i
mere seconds. This breath weapon sworks similarly to decermining
non shot (see the Warhammer rulebook). The
maximum range of the actack's target pointis 12 away from the
monster and may be targeted just like a normal breath weapon. After
che target point has been selected, roll the Arcillry dice to create
fine of effect for the blase travelling in a secaight line away from HiEg
dragon (just as for determining a ‘bounce’ fora cannon shot). A
Misfiré resule should be re-rolled. Any model caught if the line of
Mlase suffrs D3 wounds, with no Armour saves possible:

the effects of a can



Toad Deagon

SPECIAL RULES
Lacge Targer. Scaly Shin
Beast, Unspeakiabiie Foulivess, Tompu: Ladh s

Colossal Bease: Such is e
hard co kill by noemal’ me
arrows and blad

cannon fire

ereature in order o ser
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4 6 Monswr 350

Unspeakablc Foulnes: A Toad Dragon may cxbale 2 blas of
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3 SPECIAL RULES
: Unstable, Unbreakable, Fear, Flaming Avtacks, Blasing Body,

Bound Fire Dacmon & Burning Bright.

Blazing Body: Any model (friend or foe), except anorher Kidaai,
je contact with a Kidaai at the start uf the Close Combat phase

akes an autonatic Strengeh 4 hit. Thisis counted as a Flaming :

aseack. I addition, any non-magieal attacks sufloea 1 penaley to
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/ffmwm.wm44,.;1,"»””‘/, pioed a shock roaps by he Gl i, K i Destrayes ave s comstruces restd ot
o mighty utrion o ron beast, s as gargantuan manstrousbulls and odbe wigheweis i
Luse wpum the eneemy. T Hligh Pries of Hashut have sucseded almast o welln
lemental forcesf desriction, and need 1 be i 0 et ascld and sl metad s
terrible, bt briely,

Only the greatest of the Sorcerer-Prophets are able to forge these monsters of
Thin limits their number, making them almost the stuffof egend. But with the dark
the tervible forms a K dasd can be fushioned and shaped into, there bave been the

the power vequired 1o make their glorious viston veal bas slipp
thelr advantage, entering into dark pacts of trade with other evil wiands a
i vt o some st o nboly prce, bnowing fll el has he K
that 1ry o wield it without suffcient cantion.

M WS ESTes ER RS W EA C Trpe Unit
K'daai Destroyer 9.4 T RS NGl AR TAS Monster
OPTIONS
Kdaai Destroyers are singular constructs, fashioned o the desires and diabolic whims of the Dacmonsmichs and Sorcerer] Pmphcuoﬁhg

Dacfs that forge them in Hashuc's deathly ires Accordingly alchough all are large and bestial, some may e created in the image of a great |«
bull, another a Rhinox or even a dragon or some twisted ereature conjured from the dark imagination of ies creator. All however are:
blackened and jagged metal suffused with glowing runes of binding and alive wich hellish fame.

Ay K'diai Destroyer may take one of the following upgrades reflecting the form in which it has been cressed:

* Razor Horns

D6 |m,. 95

Gore Blad:

The Destroyer’s body is covered in barbs and blades, making i almost inpossible 0 artack in close combac without an encmy being cut
0 shred in the artempt. When fighting the K'daai Desteoyer in close gombat, ll To Hit rlls of*1"by the enemy inflce an auramatie
Strengeh % hit on the artacking unit or character,

* Dark Coloswas
e Kb Doy towerimg omc e exen han e of s ind.The wok ofthe et o he Soreereerophecs
@ erush foreifications and mighty d leave the earth an ashen wasee in its wallPThe K'daai D
the Colossal easespecial rule, 5

.

Blood oba Groie Thacs St

Brazen
A K diat Destroger has been oufiteed with brazen witgs infused wich s
0 Mashuie, Facher of Darknes. The Kt Desteoyer now has che Fy ){vuhl rule and a Strengeh 4 m&ummm
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Bodl Centanr Render

swisted amalgams of Chaos Duvarf and fevocious b

ped and malign creatures, Chavs Dwarf Bull Centaurs are, as their name suggests
spect,the unnatunal fsion creating bulking, monstrous beasts fu lager than cther and driven with cannibalistic appetits. Many e
ago dring the Tome of Chass, facion of hus that survived e onslaught became borrfcally mutated,their stubbor Disarf resistance
. wirping taint verawhelmed uttely by thé aful enengis 1o which ey weresubjcted,and sothefist Bull Consaurs were born. They came'
Yheis e ki asshock troops and temple guardians, and 1o thews s entrusted the protection ofthe sacred funesof Hishu asthey more them an
other bad been tuisted into the closest mblance of the Father of Davkness'image. Into each succesive generation'of Chaas Duwarfs a handfid of
ew ‘blessed! kin have been born - usually 1o the death of their unfortunate dams = and such children are given over immediately ta the Sorcerers 8
id Hashuts inventive pristhood have wielded their dark arts to make more;

of metal and daemontaintcd fles to swellthe

o serve in turn. This number hotwever has not proven enough, a
Lampering with their ofipring using horvific magics, and even fusing them into frameworks
ther temple guardians

s well s serving as temple guardians, the Bl Centaters are also entrusted with dangerous tasks by their masters, who trust them impliciely. They
‘are hulking, savage creatures whose strength and endurance furexceeds thtt of a Chaos Duarf,and thanks to their stange forms they are far s
i batle, A they age, thei® flesh hardens and distorts almost to the consistency of iving metal, and rather than heal natwrally from injeics they
snstead ely upon their Sorcerer-masters o reuair ther wounds wth poulticesof molten miercury,steel sutures andbbrazen splints Alehanigh as keens
wtted and intelligent as their Chaos Duwafbrethren, and utterly devoted 10 the worship of Hashut,their Fatber of Darkness, they are even sufier
angers and are ofien e d with a great hunger for flesh. A good number o the bow g il ctual

b rent apart, torn liib-from-limb at the Bull Centaurs' ol feasts, as while slave meat s a common fare or the Chos D\
- prefer their meals both alive and screaming

warfs, the Bull Centasrs

TR e A LS T Unit

WS BS d ype
5 3 3 2 8 MonsrousBaass 312

M
Bull Centaur Render 7 4 2

s

SPECIAL RULES
Fear & Secaly Skin (5+).

EQUIPMENT 3
Heavy Armour and Hand Weapon

OPTIONS

Bull Ceneau Renders may take one of the following (all Bul Centaur Renders in the unit must have the same upgrades):
o Additional Hand W
* Great We

o shidd

+5

: “The flow of slaves 1 the Daark Liands §f the Chass Diwarfi feeds
S i s greatneeds: the syrmlingmine pits and the blssdy Ioonger of
. the Barll Centannrs, Only by foree of arms s we stsp these plagwes

Sfrom draining o limgloms dry.”

: : Captaimof Arms i e
3t g § ""'h* T
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g nearnate
/Wm the storms of magic gatber there are some wizands

mighty winds of magic and bind i 1o theshape of spiit-creatures
quintessence of the Amethyst wind of magic, Shyish

invite death itselfunto themselues. Eenilysilent save for the why
nightmarish apparition, two dyagon-like heads with but 4 sing

§ Shyish horologe. This howrglass, legend has it containing the dust of a
straining power of such an unnanural entity

lase then they are undoubtedly doomed alveady. As rearing up imp

{ M WS Rgae T
T EREAR I

SPECIAL RULES

5+ Ward save, Hover, Large Target, Terror, Unbreakable,
Unstable, Incarnate Elemental, Consume Life, Amcthyst Fog &
the Hourglass of Shyish.

Consume Life: If the Incarnate Elemental of Death destroys a

unit or monster in close combac (this includes running down and

destroyinga fiecing anit), it immediately gains D3 wounds. These

‘extra wounds firse seplace any that the Elemental has lose in combat,

and afierwards are added o its starting Wound value

Elemental of Death reck of the grave and visit horrific injurics
those caugh within them, withcring flesh and secaling the breath
& ofis victims. Instead of attacking normally in combat, when it is
the Incarnate Elemental of Death's turn to strike, every model in
| base contact instead suffers a wound on a 4+ with no armour save
possible or D3 wounds on 4+ with no armour save if che model is
4 monster (monsters and riders are rolled for separately). This isa

magicalateack.

; *Amethyst Fog: The malodorous vapours expelled by the Inca

Slementul 3f Death

wonld dae tosmmon the et and mat derictioe v of sl
d of tempestuons fi s Raridard
the dvead Incarnate Elementad of Death,

Itis said that anyone that glances into the hellish eyes of the Incurnate Elemensal of Death
bl on it nuisting
with aspeed o ca s, itercrshing v fes bt hecols of s ising

" Cansume Life, Regeneration, exc) permitted. Thnpv-ﬁ

“Hovi g deen the destructive (‘.n‘ll:rbi.
4 T find it eminently eitable thaet the ensbaiment 8f
the wind of Shyish tikes the fovm of oeel a st

Ofthese rervible beings

] see their own destruction, s.../mu..m,.( h
v, e Incarmate Elemental wallsrae at

Monster 1

The Hourglass of Shyish: Imbued wich the amethy

of deash, the Incarnate Elemental may use the energies
within the Hourglass of Shyish, the arteface that binds it to this
realin, to wreck havos, nn!t»hn\.,x scorm of deathly powerat X
expense of Acthesa
of s player’s Compulsory Movement phase, the Incammace Ele
of Death an shate s hourglas, baseing out wave of deah

power All i d foe) within 3D&"

seruck asif by xl\e Amechyst Fogattack at described previoushy

When this s done the Incarnate Elemental of Deah inself sa
D6 wounds with no saves of any kind (including Ward saves.

be used once per game.
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an utter irrelevance —
However it must be remembered that it
oty el s wiapon, and ofen &
ol fnighe 0 Bartle Wizard who have

[ ing hings be ol or monste,a

o the abyss may be unmade by its venor-
anles, f amyehing, carry onfy echo of the

e flsh
in folklors may seem

e Imperl ol of i
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- aws are one of the viles
Highted lands. The fire sign of

A eminons vinbling from beneath he ground

evged fi

ead N
Land chew th
v eir way through th
o b the carth, suifly
d the stench of putrid dime as mu,/
£ kle-shaped eeth
; can seie and devour aflly
wad prey is suwallowwed whole, to
distended bellies = therr flesh
v strugeles can be e b s o
 fll prey to Dread Matis, Bursting
o : ing forth
ing on iwith their hooked reed
greatest of beasts, eviscerating them from
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he Devastating Charge special rule.
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1
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< Mandibles
Armout Piercing special rule

20 paines

me Spray
+ Weeath weapon that fore

s Bloo

o« N
Any o

del that inflices a wound on the Dread Mawin closs

SPECIAL RULES
Lerror, Tmpact hies (DE+1), Random Movement (2D6)',

Skin (4+), Cavernous Maw & Tunneler”.

Senbborn, Scaly

Ihe Dread Maw has two additional S6 Chomp
ave the Killing Blow and Multiple

Cavernous Maw
These Chomp Attacks b

Wounds (16) spectal rules

The Dread Maw moves through the ground t get o
ach and stone. It moves

e with the Fly special rule.
Flowever Tunnelers do not benefit from the Swifestride rule.

Jlso has the Always Strikes First
and any unit charged by &
Jiple ranks in the first

Tunneler
{15 proy. ensly tearinga pach through e

{1y exantly the sarse fashion as a creatu
Adudicionally, o wnie with his rule
apecial e on a e i sehich i charges
Tnneler does not gainany bengfe from ml
tonnidof combat

e any unit under the Flame remplate to pass an Initiative test or suffes

s sy s wrioge SUR.

even the
ame wseles:

Torse

o chei move for the hextturm.

20 poiben

s Con e
Tl Mevehont e




. Neevifex Colssss

3 ( e balefu art of mecromancy b born many a wiorbid creation into the world ~ from the animation of buman carcasses into
ymibies o mightmarish and insane creatures, part dead flesh and part automata, brought to wnboly life o serve 4 Necromancer',
O ohis larter of the mast singular. the ‘Necrofexus Incabula Macros, as they ave named in the &

of Van Hel, andd more widelyin arcane lor s Necrofex Colossus

These creations are the greater workings of the Necromancer’s dark arts, far I:mmd She bilities .,rmmlmlmmmmdh

chatelaine wizards of the Vampire bloodlines. Instead only those gular p o (arg

scions of the Necrarch and infiamous necromantic masters as Sorn Ghouldin wid .

colsss varyin size and compasition, bus by bold e 0 he same busic form — monstrous humanoid shape, aki t0 « G,

aframe of timber, iron or bone, anto which the flesh'and musculature of the dead has been l'nund.mdx/upni i scores o someimes

of conpses used in their creation. Their horrific bodies, ed and sealed with human fas, the long be

and el ries eeded o prparethm,and when he i arvvs 0 brsthe unboly life into their ﬁm, into e wound-like necksof
hed ith) . Stromgmust e the soul o hese lving sarifices,

b magics o 10 animate these

n Hol himself are able

Va

thesedark and b prove successful the Necroms Date
neither pain nor injury, a walking vortex of deathly energy around which the mm of e fl.mmrd/mn l.mddgnm! ..w, o ....:_m
somuch unholy power concentrated in their forms, Necrofex C , but p

- own, and will ofien outlast their creator or even prove their undoing should their master's mnm;[ slip even for a moment.

In the bistory of the Old World, the creation of Necrofex C has b but
patuned, from the terror of the ‘Gallows Giant'of Bogenhafen to the Deathuwalker”of Sorn Choutin wbo, rabm.dmlap
Colossus from the wreckage of the ‘Tron Fetter: a great galleass hulk used. afcr it sank in

articulated it with the bodies of the drowned. Perhaps the widest-k carle of o Nucifes C 3
Infana Leanora Navrre, now known to fuble as Darkness' Daughter who, afer b d bunted by

crimes, dared 1o bind herself within a Necrofex Colossus and yavaged her erstubile for more th oy like

B T T I gty PRSI
! 2 M WSiBST St r W Sre AT Type
| Corpse Giaht 6 3 0 7 6 6 2 i 8

| Nightmare Colossus 8 4 0 8 i 10 X L. 10
;. | SRR TR NS RIS SRR S SR
<

Only the hiomans e the wit 10 seeit, We Druchii wre 198 pallid in Mrb'lw
145 greatly with the maladies of spite and wiclncholia, s palettes 198 Jided
- A for the rest — they are 190 brtal, 199 snsuibtle, or simply 189 »rm;antxmlﬁhf
dmit the trith, Only these delightfidly imsne, shovt-lived ercatures called Man —
B e a grave compred 1 s, anal et alwiys 30 desperstely Ioowgry 38 dn,
*vist; whatever-the yrice. The truth js bred in their bones. Only they el cold wirksnch -
deymaveid winders f toried corpic and bitter desre, ol they rdy e the fiaoeme.
One day, ssom trlmft despite all. oy shreerics o oubris, iy e ki
snd Tname him Deth, |







sl Ao st of oghamacsh powes and i
» Newakon O can ik oo of a

Terror, Unbreakable, Unstable, Special Attacks, Vortex of Death.
Atacks, Largest of Monsters (Nightmare Colossus
only) & Colossal Beast (Nightmare Colossus only).

‘Enchanted Artacks: The Necrofes Colossus close combat attacks o Bacees o S T Nevreson Colissus Bailkand s
are magical conormicn widh i v D, Chouns oo enemy

conens - Sk ank silke DEs Lo
Vortex of Death: A Necrofex Colossus is an abomination against o et T Nevn il amales a single foa
the narural order of the world and a loadstone of dark forces which e 0 e ook soul o theirh
sustain it and renew the countless cadavers that make up ity body
with their unholy power. This provides the following

* Dearhly Regenerarion: A Necrofex Colossus has Regeneration
(4+) excepr against Flaming attacks and magical atsacks.
* Power Amplification: Any Wizard attempting to cast spelks

cither from the Lore of Death or the Lore of Vampires within 12" sk o N
i dhe s s s S Dueern i e mumber

cone N Aemous ssves my be taken
dad mx L ndecskable o lnmune o

o s aseak.

of a Necrofex Colossus gain +1 to their Casting rol

 Power Disruption: Any Wizard attempting to cast spell cither
from the Lore of Life or the Lore of Light within 12* ofa
Necrofex Colossus suffers -1 to their Casting roll

* Undead Valnerabilities: A Necrofex Colosus suffers exira
damage from any specific spell or attack noted as causing
additional damage to the Undead.

T AY

OPTIONS
No two Necrofiex Colossus are quite alike, and are instead the product of the insine s und modbid imsginaion of the Necw
has fashioned them. Any of the following options may be taken for a Necrofy Colbrsin 4 e vt inicased

d Barbs.
The limbs of the Necrofex Colossus have been shot through with beok
c rolled for the Newrofox €

s enemics wich and rip open their bodics. The ¢
re-rolled if desired, but the result of the re-roll must be kep (even it i wonst

* CorpseKil
The dead reach out from the body of the Necrofex Colossus with grasping hand snd & Y
creatare they can and drag them into the seeching mass of the Nec oty Colonsan Ny Oin s s § oach Close Combae phase
ddicion t fcs oeher attacks, cvery enemy unit in base contact with the Necross Colosn s D6 Strongeh 2 mromasic b

o Vampire Blood.

" The flesh and blood of Ghouls and Vampires have long been wsed in & Nevroka’ crcssiom, suffosing & wikh &

o suffe fromy a black hunger it cannot satiate, The Necrofex Colossus incroascs the Regemrasion, ,....N‘:&: B
(34}, s muse alwas attempt to charge an cnemy if one s available .

* DarkSoul

O race occasions a Necromancer or Vampire s themself bound Newvork
AL oo e S
A Neerofex Colossus bought up to four dosss’
choose its spells from either the Lore of Death of the Lore
Necrofex Colossus itself. Howeves, should the Neerofex Cy
Necrofex C: dy has it Tough il

3 S R
of Vampires. wu*mw“ denbenell

doced by N v
W, - 3




OPTIONS

o Lash Tail (Grants the Iie

J Marror | Tl Avtack) z
ek the Ao Pereting und Magle Wepon speciet prd
eapon with o Ao saves llaneed) e .

* Skyre Claws (¢

o Desrilent Breath (Grants o Steenjth 2 Breah

The Weneek Heirmmn tnay ot wscch e 3 uomaees el dhosmagh
 Stoem of Mage i 547 gooins 24
et Wartrd for 195 e

SPECIAL RULES

Large Targ
Foul Ieh

ar dies b collagves it o ol essh
i b o ki, A anies

Foul Ieor: When the Iy
e e i e halkalig
o

o+
 affor 2006 Seregel 2 hiss

| T S

dissributed a shootlig e




R R AT,
Sulted Vermin Lovd

e Vermin Lovds e he s daemons of the Sk o she Horned Rast, and embody all hat i fod andl e vel st gt

men. At once mighty and vile, cunwing and savage, they are creatures of creeping decay and lightning fast fury—they e vils witele i
Hauge yet lishe, Vermin Lords ave bovvific cretures so behold, somewhere in form between plague rat, human and daenon-bedst, No fus i
identical, but each is mavked with the sigris of vank and potency in the Horned Rat's service, with great spivalling bavns cvanning thetr hisals
black burning blades and glaive A

Even the lesser amongst their kind ave beings of grea potwer, malevolent intelligence and incalculiuble malice, and for wne 19 be sumpmimed 1

world of mavtals s 4 dive matter that no Grey Seer engages into lightly and without fear, for a Vermin Lavd 1s na brwte boast 10 be comtynlh
wiser and more sveacherous than any living Skaven could hope 1o be. Bt ¢ven within the winihs g

ose whase davk majesty exceeds that of their brethren, these so-called Exalted Vermin Lorsds iy onl

2 being with its own malign agen

impassibly powerfiul entities theve ave

be summoned across the veil of vealities in times

Lords of Decay,

M WS BTSN RAR Type Unie
Exalted Vermin Lord 8 8 4 7 7 i 9 7 9 Monster, Character 1

MAGIC
An Exalred Vermin Lord s a Level 4 Wizard who uses the Skaven Spells of Ruin and the Skaven Spells of Plagie, an s nésess 10 the
Thirteenth Spell
EQUIPMENT OO T
o Direglaive (hand weapon, see Special Rules below) ccently come inta my passession is o sevall presparied 9

and command an 'Exalred Master of the Endlloss Mt £
SPECIAL RULES
Abways Strikes First, $+ Ward vave, Large Target, Terror, Fellowship, who claimed to aeqiived it froms some Defitog:
Unbreakable, Daemonie Attacks, Direglaive, Withering Flame, returned from Tilea, who claimed 0 have vetnieved it
Unstable & Loremater (Skaven Spells of Ruin and Skaven Spells aruined city swallowed by an enormons suinp, Ol N
Pt tried to impress me with same gibberish abas i it

men, but 1 am no mere dabbler in the forbidden to b

ifestation of the such mythical nonsense.

Attacks: Being o corporeal
of the Horned Iat, all of the 1

Dacmoni
maligrity
sssacks are magieal

Ited Vermin Lord’s

Perhaps thiscreature is o kind of dasmon, Pucifully
by an ervant scholar? Yet according o the assomsiind
Direglaives Attacks made with the Direglaive have the Multiple creature is lthe and passessed of barvifying vigons!
Wousds (D6) speciabrule wnlike any daemson 1 have yet ensunb0, I bt
eiily solved mystery. It will vake perlbapi 4 b i 0
will contain any daeman born of the patvens of i,

Withering Flame: The | salted Vormin Lord can unleash a cascade
shallsee exacrly what s reqnrs gy by 4l

of withering green flame thar ¢ arrodes metal and blisters flesh,

Wiehesing Vame is » shooting attack with the following profile: wrest from i,
‘ Range  Sur Special Rules The final pages af Mssimsilian
Withering Vlame 1) ) Mutiple Shots (D6), discovered in his blood-soked mansion
Quick o Fiie, Poisoned o
Attachs










s arefeared and whispered of abooe all ther d
cad mor alive,

o forn

b
oy llyidvnde
on affer death, and the.

s and malice that it lingers.
wd saturate them. Then their

i > of life S had
s stomach i

hat bangs open like a dreadfl wound.

o

ity of emp
2pen acros, be they mavellers, b
fied froms and avoided. It is only in'theb
¥ de d.

ex koo relicf from the mady

ECIAL RULES
Terror, Usbreakable, Unstable, Haunter of the Dark, Killing

Cold. Carmophage, Obstacle Strider & Chomp Artack (Killing [« he
Blow

Hasaeer of the Dark: A Mourngulis a thing of shadows and icy
: e d

size it cani dlip

evil mirage until it fastensits
‘neck. Mournguls have a 5+ Ward
Magié Missiles and Direct Damage
vﬁ;(beumoﬁh'uxwknmmml&mdwu

Carnophage:For ey wundithe Mgl iflcs ncombat
1t e regan 3 simgle wound it has previously los. The Mourngal
woeends cannoe exceed ies searting Wounds value. - i v







OFTIONS
olf Rats are diverse and twisted croatutes, proue o i '
PN e haation and affcted by thetr foul appetites. Any of the ollowing upgrades may be'saken /g

Wl tar it (sl Wolf Raes i the unit st hase the same upgsaden)
o Pox Feeders ’
P v heir diet o diseased Eniocs WeiERam e Tobsoned Atk . 'S

+ wapmone Shard Toeth :

me Clan Skyre Waslocks sugien thele et
me Clan Sy o Couturs g A S Wi warpaton ipreghued il ivin e Wl
Fierelug and Warpstone Weapon (see the Skaven \-\nnl\\u\\qn\u:v\ylr T <

o Bloated Mutanes

fany times the sie of theli kin, thess e
e kin, these are swoln Brites with a nitess bungen The Wolf Ras gain 41 Too

CIAL RULES

wifiatrider, Go for the Throat & Tide of Death, ide of Death: The Wolf Rats vorachous spperite means chey 2=
4 wsually close to the point of starvaion, having killed mos o the
(oo for the Throatts Due 1o their swiffwess and Boodivss, Wolt snalles prey creatures in their pu\mm-x, Showld they be
3 e Always Strikes First special rule on the i i which eheir hunges wil
mc anks of an eneny it th “m\;,m beingbolsicred wish

\ \ml Ra pack will gain +1 x.“pu hitpes poias o sk b
theunic has

T'ye fough x oxvber b, crpse hnonds, greenskins = 5
nd e Jeven 3 hods e with a lnonting party in the
5] ot Wit chve IeiT1s wear Flelmart was like mithing me y
ror the luds had s BRY iougs hhey wery, like mees bice bigger thatt
WP 4N amed gaick!
Wik ff weta the fivst 8 8 T A 8 s hdrse when twd of the blssdthirsty
orits leant e hring frim the ERRLOEAEY side ¢f the path, ,_rv s next, then
u‘-'"w { thew Bertho oI huomityong youd vipped Spen, g bt — 3o 45
Jestel befime oy 3f the wat of s ol e atecd: Then the uﬂmhwn’um{s«m :
the ville thivgk, sone "’Q"l-' azin M;..m. e

A . 5 ) %
g what did T A% Fhigh seidont s ot f there df charse. Jm nit blsody styid!

Testrmorey 8f S"}"‘"tm‘ e
15t Alulorf Militia
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{
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W yrved s em of what they had oSkl

terrors of those Lands becd
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Curs'd Ectin

*Laast-sim ¢f T ‘kmg;mmr
fireswire Jois A..m.mu 1 ki sond cli,
pkf","" Jets Tinee, n, sdme service,
"t Chass' dark londs,
Ta Femendrthe Ginds pified such sléry of wan; 3
such Sy vm)n% that all his kin : &
sheyed ke gladly tl gt grew Tt st
#f buattle- Nﬂ)ﬂgkt )v.n'H!n

Forenstrwas sndéme, st fir power his bane,
pekered, his mssters Insnghrfi
e gm all o oo

2 o s fatz,
v faced i i fsm and thiwght, i
wallon vt twisted, frichless hearts made plain.’ 22

From the Suga of Firoudr the Beshyer™

 Gibberer.

One of the Curs'd Ectin's b

M“BSTWKAUTmeUnkSh
6 AT AN € e ERNEEE L A Monster
e
OPTIONS (ONLY ONE OPTION MAY BE SELECTED) > =
15 poiats
b e N i S el ol
Cursd Extin suffer a In\‘nhnummlc)hﬁlpnhxm\lslmmmhydmlog o o
= 20 points.

Scaled Horror .
Amongst those Curs

rancid and poisonous. Should such

'd Ertin .hmbwwgdoncwdmc.hznsw
Corvd Ertin saffcr aninjory in bavtle,

Extin gains a 4+ Scaly Skin save, and wh>

; i e blood has bebome.
o eassied with gouts of poonous oae. The Gl
i aichich D6

§2 Poisoned atcacks, These atacks

* Man Scyther

Less common than th Hammer Hand. 2 Man
Hand rlebur gains Dé+1 Impacthits

Cursd Extin loses the Hammer

Rune Caller

e
14

diaeely resolved ac WS2 and d

15 points

and +1 Atrack.
¥

ibal m

Some Cursd Ecin
The Cursd Extin loscs the Hammet

Haad rule, bu!btmalﬂtllwwd(

nmuﬁnmmdmedhuwm

-

the Carsd Ettin miscast. their P

SPECIAL RULES
Terror, Two-head
Strider,

caded, Hammer Hand.

Two-headed: The Carsd Extin has:
whichconsanly s o dominaoce

Bisves Crucly, Obstacle
Scubborn, Swiftstride & Regencration’ 5+

¢wo dissines personalitics 7
udmmd.pmn;n-wd*

 will shifk (no | ip
Bicter Cruelty: The Cursd Ein takes pecverse pleasare
pain against those unable o fig

miuﬁmfmidmuwuw
‘Hand: Degenerate and debased
pkg\w‘lbydaﬁlmws.On:ofdlemﬁ

controlling player
start of the game. Auiv‘uwl m-,

mn-hxhdncmdimn

Muwmmby.m

has suffered a wuund, it

crip e i pas e

Cursd Eetin ferains it =
takes over:

ity




Fimir Whrrvisrs

T solated and lonely setslemens on fig-sorocid o o s, om he binterlands of the Empire to the edges of far Cathay, the,
areature of horyific legend made mansfise. Colid and o chiser shan axy man, with a single balef /uleywo;lpww
Jjagged fngs, 10 some these scaled rightmares are dcmans Secarmase, bt the trh is wuch stranger and darker

Onice when allthe world s fog-shroveded ancé dark < ¢ thas these cyclopean fiends ravaged the ouw.nufnmynjm

down the cities of the High Elves and. g e bl ot wash the senld en wha duwelt in the Lands that would millennia later becam
Empire long before Sigmar aruse there. For wd s prasss of e dark gods of Chitos and many creatures, o long forgorsen,
butchered on their gore-splasteredd 7 o ceme 20 2 e, e world changed and the iokle lords of Chaos abandoned them,

lingering death amid their criom

Now the dwindling Fimir, degeneraze and » Swceed o plozeng petty vaids within their forlorn strongholds and nursing biter:
those that now rule where ance they « & are sevocsens than their sorcerous Draich brethren, with tails tipped with buge
clubs the Fimir are mighy s 5 < t smmanc 10 pain o thatcach can shra of bows thas would kil
outright. They now mare om & < o bl nder dense lankets of fg—summaned and consolld by i
talismans forged in blood and bronz Drasch e o cir goal 1o tear the warm-blooded screaming from their.
homes and holdfasts

) d

Feuw wizards possess the mieans 1o for b swore ancient

3
- Chaos which were committed to binding scrolls of Farved st iz she bioad af vaces long since extinct, and fewer stll dare to use them. Those that,

this dark knotwledge though can summon forth black srmccers
and destruction in their ke

srbamds of the Fimir to walk the Old World once more, leaving nothing but

o i, A TR o

M WS BS s T w TN Ld  Troop Type  Unit Size

Fimir & 4 2 4 s 3 2 3 7 Monstrous Infantry  3-12.
Fimir Noble 6 4 2 .4 5. ..3..02 4 8 Monsousinfantry €

i R

EQUIPMENT

Grear Weapon & Heavy Armour (chis combines with the Fimir scaly skin for a 4+ Armour save).

OPTIONS
* Fimir Noble"
One Fimir may be upgraded to  Fimir Noble with the profile shown above.

* Two Hand We
- All Fimir in the unit may exchange their grest weapons for two hand weapons.

SPECIAL RULES
Scaly Skin (6+), Swamp Serider, Tail Actack (S3), Ambashers, Pm-theﬂh
Cnld!lloodnl&meduMkr. d Power Level

; n.u.usmm.uh..nhmm 1)
Cold Biodeds Fini 1l 106 forall Leneips s s ol wiehina dens mbe o concl e
the highest dice.

lheanGodslN\uspeuhnmuﬁallya‘ 1 ll ran
melec ateacks targering the Fimir unic suffer an additions
mwmmnummmw .
w.xmue—mulud-rpdbm
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Desers Serider, Fly,
— Targer, Colossal Beast
omswers, Special Aracks &

. s b o il el e
| o e densrd by e dasd i e fers 5
i et ungles o
| —
| Fhave bro e screamed,
T ek o Mg P 5 ina

e e campnes 30 wighimares hat At
ol g forssben ot

4 N Sorgas Redmansle.

Frer Companics of Remss

o o e

SPECIAL ATTACKS
xlmlmh Titans are strange creature-construcrs whose inhy

minds perceive and deal with thr Gy s s
e i ot e s ot
P b g hiors -
In order to détermine wi ;
o m-.um(;' ine what happens,cach Close Combat phase tht
e Khemc T s conb, ik s i b convs
i e Kl Tican and roll a D6 on the following table. If
oo e Mosons sy Yorstos s
Monser, Monstrous Cavalry ar  War Machin (or charactes whel
are mounted on any of the above) add +1 to the resulr rolled. *

D6 Result
12 ReapingBlades
3 Flesh-cating Scarabs
4 Breath of Night
5 Deyouring Jaws 5
6 Soul Slaying Huoger
The Khemric b i e | ;

seythe-bladed forclimibs, custing through the cnemy Like a sickle hrongh 3
ripe whet i 7

The Khemric Titan inflicts D6 Strengeh 8 hits on the encmy.
Flesh-cating Scarabs: The Khemric Titan unleashes qcudrm ol
carmg scans from s jaus. Theseare capableof trippingtheboncsof

Jving creatures clean in seconds. &

Ihe Khetmric Tican inficts 3D Strengeh 2 Armous Picrcing a5itks
on the encmy uni. &

‘Breach of Nights The arr around the Khemric Titan i filled with
eatng ks edlent wit hecilof thegra flimg martal
souls with panic and terror.

The Khemric Titan does not acrack, bur instead automatically wins
s combat,ending hat phas with the enemy counting s having
o oy Combat Resoltion of2n the Khemrc Tian' fyous

Devouring Jaws: The Kheric T obidian and anys mandibles
e apen o devour an enemy, lamming hut with enough force 1o

hatter stime and crush steel

2 single niodel in bas contact. ThE
the

The Khemric Titan's player picks
al and

Tl i siogle Srngth 8 it which oot 452

Heroic Killing Blow special wle:

Soul Slaying Hunger: 74¢ Khemric Titan releaies s most dread
power and beomes o lg e b real of the deads ableso sk
sl of e iing nto thepich black abys beyond:

" £y
Resol his sk s e were Bt Weapon usingghe Fime
emplase. Allaffsizd models Mt olla D6 and on aresuleof 4 3

“affes D6 wounds with no Armot® save. Thisis 3 m

ot i tack iy e moe £hen ance in 8 gims
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d b o prey sy their wnending bunger: Once found thei giganti,

ok scelive of blood, the Drcud Sanrians thrashing and sbredding thelr prey unti the

s i g o, Dy Saans are e s b and s s,
w » o she arcane poer of the coremanial armaur that bededs them.

s g in check @

Lisandmen ites as well s Lustria’s dep junglé ghe sound. 1
wosniias temples, these beasts are kept as iving shrines 1o the Oldy,
v and prophecy, the Dread Sauians are kept in lavishly decorased 2%
s 0f ol bload and shastered bones, te remainis of thos fed 10 them by the Skink
. s edn she mgst precious velicsfrom the ancient days, itemsof power lefe

s o il bk imdesiructible o e battlefield as ey charge forth wreathed in flame o7

r o S Masgeriess will s andd chan the ancient risualsof binding, thackling
" weted iy the sorcerers and wisards of the younger ricgs. Let lome upom the.
wath b thcir fung-lined jawes and the divine blessmg of te Old Oness
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e e ot i ch it o the Losege, s vas able o allforth the soufsof fallen defendets

o Sawnan hasing the <syseal knosn as the Eye of Tepok gains the Ethereal spectal rule.

o 35 poines

- g g o Chasce,the Dread Sourian gain he Faming Aracksspecial e and

3% potew

e e e Thscods shroud. All eeicks ageting the Dread Saurian sffer 3 1 To
e s e e i base conacewiththe Dread Sariangan e Alvays

e o s gvph ks ot aspectofhe uardan s sk hardeniog like stone

i
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Ambusher deployment
1l successful hiss.
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rushing armoured knsghes, oy walls and
embodimers of the sgemss of e Wia
power. drrows and brondsvurd breck and

Crudely fashioned ffom i
tuller than & chael dinen. S5

s

themselves aga

s he womids o magic gazher amat mar

sreacheruus one 12 bess
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SPECIAL RULES

Large Targee, Stubbors. Tereoe. Kiling Blow. Scaly Skin (24),
Impact Hirs (D6 — Rock Piic: D=3 - Ragae ldoks 2D6 - Great
1dol), Largest of Momsees Grcas Mol ombe . Colossal Beast
(Great Idol only)- & Du Big U

Da Big Un: A Rogue ki Mork!) i the
personification of the spic of B 5. Imiued with so much
potent Orcish powes, dhe mocks sndl e, desris and old scrap that
makes up a Rogue Idol's bods i aimazed invo & bestial likeness of a
mighey Ot wartior, bod i b and sevagery

e T fs ‘T I
Rossue Tdsl of Gork (or };5.1,xrf;1':; v
s anyobing e thasges i tht wny with e bl i, e e o A
cansicstome and scrap effigies built in the hape of the Qreentin, o
ter om their vock bodies as they smash it brutal parh of destection PHIORGH WA AR M AN
e she e being cued spam shem, Lacking sl sinew o damageor blood t il %

i st md bazeeficld debrss, they ave unmentionably forid wnd danbod with ohow s SR Sons N

o she fckle power that animates them, that although veared by the powes o O ¥
‘o Sy ufem vamspage where shey will, collapsing when the magic that animate thm 6, o
ctormm farte, sometimes yedrs o even centnyves laren, Aeam e B 1
marsuding Rogue idod e szt < foe & poeerfil wizard to bind the creature, but without a battle 1o wheash i Y o My

Lighzor i Sz ke enctronered, et alih 9 topple all Oreish sbatnany
e Jeave a whrse threat behind 1, ;
oy v Finond i vidlatiom 8f this irdter will B

e

h)

Fosw>

IFit s possible for a Rogue Jol 0 ciatge a0 ooy
(however if multiple e ate WiTh VG g
pick which o atack).

At the start of any i dhat 4 Regoe Il i it abe
ot already in combat, it playes s il a DS Ona
st charge 4 friendly unis iF e i avadable s e

_ round of combat is Fought a3 iomsal) o¢ i 50 1
available the Rogue ol bellows aivd v b
nothing this tum. ¥
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Skin Walves

o Chass, wnd iy are the dark horrors of twisted flesh and nightmares made veal that the Ruinous

e the Stin 1Woloes of egend. D thefr north among those who ducellin e shadow of Ch
e comers of the world where degenerates root and fester such as the Bone Hills of Estalia or.
in Wolues. Witch-cursed and Chaos-tainted, these men and women, b
» shemn & saint in the blood, & that shows not. their flesh, but slumbers s

aod v wspoakable vital,

”mmwu
apon the xoorids fow dhongh ar¢ 3

et of an it beast is ffcted. Istead the bumanoid wolfthing, lean and half-insane
o 2 e Ay v o she by of the s, which i Lt il more than shredded flaps of skin and chunksof
o o e cingong o o i hat ive the beasts their common name. These frenzied creatures; whosep

of bl awd g wve ot what they killin their bloodlust and bear no loyalty o any master save the Dark

i wscrpudonas 1 izard world seck to bind them to their will by Kadon’s magic and some that have doné s

i Owly osee battle is spent and a Skin Wolf has glusted itself on the raw and dripping gore of ts enemies.

v e buubbiing and overworked flesh of the Skin Wolf collapse, then like a newborn the luman miust fear i

3 R M WS B s T w 1 A Ld
Skin Wl * S 0 4 4 3 5 2 7 Monsuouslnfantry

SPECIAL RULES
Fear, Regencracion (3+) & Frenan,

EQUIPMENT
Claws and Fangs (Hand

apn)
OPTIONS

A i of Skin Wolves ey the favous of oie of the Chaos gods. A unic may take one upgrade from the following opions: -
* Mark of Kho L2 ]
“The unies models gain + 1 Strengeh

 Mack of Treentch:
“The unic Regencration increases  (44).

* Mark of Nurgle:
The univ’ artacks gain the Ratonad yevial ke

* Mark of Shaanesh
The unic’s models gain the Abwavs Nevtkes Bt special rule,







vestures monn 20 myth a5 Shard Dragons. Enormous serpentine bensts, Shard.

s, pulling themselves silently over rock dnd sbale on dis

A scales, each nazor-edged and wickedly pointed, Coate blood and.
ek and puncturing the armour of those foolish enough 2o confront

Y)ezp bencath the mountains of the Old Ve
el the black deptbs of the world. 5
hensile, sickle-clawed arms. Their pale flesh
era,these protective plates are as much'a
atures in battle.

eyiclding ferocity, and against their bestial kind are many er
¢ chey excounie, from the bulking white-bloated fungoid:
s that brave the deeps in search of gromril, and lay wa
e 2o the urface ~ be they of Duiarfs, Skaven or Gobl

Jisk back into the depths, their bellies fiull g

e subternancan terrars are rena
the greas Books of Grudges lodged.
im the lightless seas of the under-earth
) Shard Dragons manage to break
s will reave bloody murder and gl

esters tht claim thas Shard Dragons are ot rsed
ofthe sworld. Untold centuries in the lightless

catures as msch living nightmare
 devoloed remains of some draconi
th malign power and distorted ¢
exhale the vaporous essence of o
plode into a murderous rage that fe

con, cving loarned fo bind Shard Dragons with po

was the Duwarfs that first returned these o
er ambitions wizards, now long dead, soon created bindi

ring them upon their foes to ren
JJd harness the Shard Dragons’s

wg
-3
w g
o
by
o4

Shard Dragon

ECIAL RULES
crror, Scaly Skin (2+), Stubborn, Wall Crawler, Razor Scales
abid Frenzy, Armour Picrcing & Large Target.

azor Scales: Each successful save made by the Shard Dragon in E:
ose combat inflicts one Strength 4 hit on the unit which cased

1c wound.

abid Frenzy: When the Shard Dragon takes ies first unsaved
ound it gains the Rabid Frenzy special rule. Unlike standard
renzy, Rabid Frenzy increases the Shard Dragon’s attacks to 2D in
ach Close Combar phase. This Frenzy cannot be lost and remains in
ffece until the Shard Dragon is killed.
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blliemer's Historics vf the Northern Lnds, Vol

T%n- Gustar ]

' Eured (andwards by the stench of rotting flesh that pervaded the
in 1230, the ft'mn‘Zm attacks of a. gwtg{; Merwyrm along its northern coastline qm'fﬁ .; m.ml'A' zﬁe' mmsr; a place
the legends of that province. Having found a bountiful supply of meat in the plague-ridden fishing villages, the Beast

Nordland, as it became known, plunged the northern coast of the province into terror for weaks before it succumbed to a

worse than even itself one dark and stormy night

ai during an outbreak of Hangfing

aking the surface of the Sea of Claws close to Massenfels’ harbour, the Beast ‘made short work of the village’s meagre
fishing flee, eaving (iee of its dozen ships save for gory flotsam. Driven onwards in search of more manflesh, tie Beast
then swam straight for the shoreline and the ramshackle collection of Rovels that clustered upon i.

As the Mervyrm’s thunderous roars grew closer, the terrified villagers raced for the shefter of an ancient stone tawer that
stood further along the shore. But when they neared it all stopped dead in their tracks, paralysed with fear at the horvor
that awaited them there. For on its uppermost point stood nome other than the scourge of that province, the Doomlord.
Dieter Helsnicht himself.

Before any of the villagers could regain their senses the Merwyrm was upon them, hungrify devouring all it could s ;:z
up in its massive faws, obfivious to the actions of the Necromancer above it. As the ravenous creature gorged itself,
Doomlord raised s arms wp to the sky and cried out a blasphemous incantation, and drawing upon the Efm' the storm.
of magic that raged above him sent an azure-fued bolt of lighting crashing down into a massive totem built of flesh and’
bone on the beach below him.

Without warning the Necromancer's fetid creation, a Necrofex Colossus, stood up, its

Beast in an iron grip. Enraged the Merwyrm turned on it in an instant, sinking its pois df fm;ﬁ:{;q into the
cadaver giant's leg. Atop the leviathan the entfiralled Empire Wizard Helsnicht fiad trapped into its a

for his dark sorceries showed no sign of fear as the beast tore a massive chunk out of the giant’s thigh before its
fangs straight in again. Instead the Necrofex simply reached down and sticking its fingers deep into the monster's snout,

wrenchied apart the Merwyrnv’s snarfing maw before flinging the writhing monster into the side of the watchtower with bo

smapping force

Protected by s thick scals, the blow merely winded the migity beast and recovering quickly it (eapt upon Helenichts
macabre creation, its blood-stained claws tearing wildly at the roughly stitched md'ayvzrs, As it did so the mass of dark
souls swirling about the murderous giant arase from thcir fiost and swarmed over it futifefy trying to protect their once

mortal remains

massive hands quickly seizing the
ficke:

Long and rious was te atl fugfieGetween the oo leviathans,the Doomlord's cadaver-giant puunciing blow

blow into the Merwyrm, the beast lashing out in return with m,ww;:ﬁn' tail 1t was onfy as the first glimmers of the

davn ficered on the forizon that the Merwyrm finally brougfe the Necrofex Colossus crasfing o its nees, The B

of Nordland was upon it in a flash, wrapping its serpentine body around the toppled giant. Curling tighter and tighter,
the frame of sturdy oaks snapped fike twigs, shards of them piercing the fieart p‘?}’ﬁ, Wizard trapped within it. With

Wizards death mg‘flune; control fj the undead bound witfiin the Necrofex Colossus was instantly lost and they fur

tore each other apart, the souls swirfing around the remains of tic cadaver-giant screaming out dg(r “fury as the 3
descendzd on the veritafe feast of rotted flesh efore .

ts gory banquet was to be swiftfy cut short h as a strange sound drew its attention. Star
T i ot s e Wb ie'd read upon an ag«-tnmﬂd'";{c‘f:‘i'f‘;‘ o
travelling gt the order Prices whes the oceer Xadon i onceroamed. vl by s wordsthe
Nordland quickly succumbed to Helniche's wil, and with total obedience followed the Necromanizer as fie walked
darkesof e st of Shdios avir ol e am e Do was e e o




chat once ruled the

ely hesrd of save

g s e o rolt e

gt a tremendons

 mighey sl powers it through the
& powerful weapon able to snap the
 casde walls, This s a single Tl

gh +2

SPECIAL RULES (ALL)
Terror, Scaly Skin (3+), Regenerace (
Tail, Enfecbling Cold & Abyssal Cloak

SPECIAL RULES (MERWYRM]

Poisonous Artacks ollows the Pagowyrm onts the

« Pagowyim
SPECIAL RULES (PAGOWYRM] Alsc. encmy anits in contace with the

Enfecbling Cold
SPECIAL RULES (SCIOWYRM)
Abyssal Cloak £
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o and hatcful breed o that b
e bt el of ot s s Whils their appearance s trulyvile i is the lgendary malic ofhe
eyl bt frly s Preptons that makes thenn trdy dangerous. Corpses marded beyand.
o e g fom il recognition and stretchesoffrest befouded and trampled etray their
g /;m nce. Anything foolish enough to enter such an area will be hunted
: own and sain, and ofien the Preytonswill simplydiscard the
ged creaures of Ghaos, bybridin form ke the he oo g T
: s S ;,/ corpse t o, killing ous of pure hated raber than hunger
] ol o ik et e folbardykights . Dk legend has it thstis bl bt s born omgago b
i Sugs mich e e o The beast, Beastmen shaman created them in horrific vituals, cobrupting Great 58
; 7 ,.k,;m,mlnn ,m,/u/ Stags before sacifc-strewn Herdstones. Berefof their ance moble
<yes and rous of avage fangs  maure Preytons now ko anly an all-ncompassing hatred for he
' b 20 rend and tear their prey. The bich driving them e i
| " ed, their fior hanginglank and 3

ot Even their own wounds bring them a tsted sense o atisfoetion;
be replaced end.

a dark and rwisted sag; while hei
i pates and monstrous wings lke

M WS BS S T W I A Id TroopType UnitSize Poines

LR A R Lo R e 1 165
l TIONS
* Insanc Bloodst .. 10 pois
| dless hate drives it into a fury in combat. The Preyton gains the Frenzy special rule. \: e
t . ptan’ od
i The b helkmbash .
* Filth Encrusted Scal 10
Impact hits (D3), Fly, C Endless Mall Should a Preyeon be g side of a close
Terror & Hatred. combat then in order to pursuc es foe ic muse ise pass a Leadership  *
z st Tehus cest s faled chen ic will not pursue and nsead remaing
Consuming Hatred: The Preyton despises iself almost as much as a icrend fallen, Encmy
A wounds it suffess during elose combatare included inits 10° and with avlid line of sight to the Preyton muse ake s Panic

score as wellthat of their opponent. testin the face of the beast' hornfc display

Entry 286 ; j
Sir Merovech of Couronne, Questing Knight; Known as ‘Merovech the Black after the
bloody Estalian Chevauchee of the year 1538
L bl s oy Segreant, argent and flawnches gues. § .

Use of the Preyton as a heraldric charge allowed despite its debased nature with the i

example of Sir Corbus's arms bearing a Preyton rampant, matriculated in 876.

Sxeracted frim - .
ot Oy af Arms contiring a Register tf Arms s Besrvgs f Bcini







Phoenis are majestic and fearsome creatues with

wimgan diep Bl % A s
— In thei lore.

f magic . dhroagh the world of mortals in mighty storms, i)

. distans st sronded, Uldbuan the High Elocs are forewamed of.

g of e gl tompes by shesdden manifeton
Mo i e 6

nce across their pimlans.tosear thes prey uiben ey .
Jong parof fo d. : 7l

sprey anc omie

ke as they swoop acress the hatclfield. T s dhis womibss
tantly surrounds the Arcane Phocrix and/irzsuzys

herstage. z

L SR ) e Wizands go 10 great lengths to bind Arcane Phoeni
ane I e <atures of myth and legend, ki ao b nzen: ey agpear boch 2 cammand thes power as well as o hegp thel
en and Elves alske, but i i o she High Eloesuf Ubfhuc: diearacziue wrach from the cantrol of their enemies. - Fal

- - - T D e gt S
M Ws B S T W I & L4 Troopope UnicSac  Poinm 4]
2 s 5.5 55 4 9 Moume

Arcane Phoenix

OPTIONS
* Cleansing Fla
Phoenis

o
H hrjfumymﬂwnhb:g
i R

25 polnis

* Omen of Sacrifice
The Phocnix drives the High Ebves smuo & suicidil . 411 Figh £ 10 onie tha Gl 18
Combat phase gain the Frenzy special rule for e T 43 i

* Blessings of Asury
The Phocnix bears with it the blessings of
Ficse special rule.

SPECIAL RULES .
Flaming Attacks, Fly, Unstable, Emberssorm, Plumage of 3
Flames, Fiery Rebirth, Unbreakable & Terror.

Emberstorm: During the Movement phase, instead of meving
normally or declaring a charge, the Phocaix may declase an

Emberstorm attack. Drawa srsight linc up 0o 18” in kenge P
Each model in the way of this line i B

3 . » f D6,0n
cannonball) suffers a Strength 5 Flaming hic. i ek le. roll e
resolved place the Phocnix at s nd point. 1 hisk hasinghe
Phoenix in contact with an it Pl
in combat with the unit, using the line along which it moved =

B fetermine which facing of the encamy unit che Phocni i asacking )
If the Phocnix ends a
unit then ¢ s trated a having charged that wnit.
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i black lighcning that
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ey e o dcmam-degons
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i Emperar Dragons.thangh i

SPECIAL RULES
Fly, Scaly Skin (3+), Terror, Enchaniod Asacks, Wagpfire fues.
Explosive Demisc, Warpfire Blast, Large Targe: & Regenerasian (€3

the win g
Combat phase every mods

Drago
Armour saves may be tzken 2

gains a 4+ Ward save agains
Weapon rule, and in addition any magic spell di=:
1'in addi

will miscast on any roll of a doubl
as the usual double 6" (which also

hen a Warpfire Dragon loses i s
frend or foc) wizhn
These

Explosive Demise:
and s removed from the able.all models
2D6* arc engulfed in 2 blast of magical
worind on 44+ from the death of s Young Warpi
from a Warpfire Dragon Znd 24 from 2 Grean Warp e
Acmoitrsavesaze taken as normmal ageinst thes: wounds

m:'-dm A Warpi Dragoris close combs
magical ] .
55 = % i

=

modsissufi

B

s S o e o aicens Wenpfiee Diagions
i i o cighe: They can bave up b AN
v, o o Dack Mg e

v Yty
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(?mmn al and vicious creatures, Magma Dragons are amongst the most malignant. m//vu/uruf of their kind, squat, heavily armoured monsteps.
can split stone with ease. They duwell in the volcanic ranges of the Dark Lands andthe. 8

whose bodes radiate foul heat and whose obsidian claw
battered, smouldering peaks of the Blackspine Mountains, and have long become one with their fiery environment, venturing forth from their
ed dens only to bun. Thei favoiired prey s great beasts such as Manticore and Chimera, althorgh they will deign to devour the flesh

ures such as Eloes and Men of they must. Only when the storms of magic rage, r they arrogantly wish 1o avenge themseles on some
ved slight, do Magma Dragons come forth 1o slay and destroy

s scourge of the Dark Lands, who is one of the oldest Dragons to exist in that desolate and polluted wastelandy
the Chaos Duwarfi of the Tower of Gongoth. Binding bim securely with chains

One such Magma Dragon was Hag

UH/ﬂ/'u//uuwru//r[nrr/ Sorcerer Lovds turned him into a living vessel capable of sustaining possession by a Daemon, their experiments
ui. Hagdar cventually escaped bis bounds and wreaked a s

wndoubtedly a forer

ly create the Chaos Dwarf K
< Duarfs,destrying mch of the Towser o Gongoth and s srronding save encampmens in  feroios sl

terrible vengeance u
forth from bis L below the Ash Ridge Mountains when challenged by some rival beast

y forth, the Chaos Duwarf patrols who keep a wary eye on him have observed that his onge

be many years before the tervible curse he shares with the sorcerers of that dark |
aravans replenishing Gorgoth'ssill depleted work force continue to stay well

v,mr', een now, and only

The Magma Dragon
ards. When b

or summoned to war
white hot flesh is now turn
race subsumes Hagdar completely, and unt

of bis Lair
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Monstrins Confrontution

ity of that inhabis the

ook 5 sing th

of the Warhammer world bind such creatures to t}mr control. When
the storms of magic thunder it is not just by force of arms and arcane
will, e bl

THE ARMIES

Both players sclect armics up to an agreed points value from their
choten Warhammer Armies book as normal, and may both purchase
Binding Serolls up to a value of 25% of the toral army value (for
example, a 1,000 point army would have an additional

250 poirics o use to purchase Binding Scrolls).

THE BATTLEFIELD
Secup a selection of terrain on 2 6'x 4'table as described on page
142 of the Warhammer rulcbook

DEPLOYMENT
Both players should deploy their armics using the Alternate
- Deployment rules from page 142 of the Warhammer rulcbook.

FIRST TURN

Roll offafter deployment to see which player takes the first tum. The

player thac finished deploying their army first adds +1 to their roll.

GAME LENGTH

“The game lases for six turns.
VICTORY CONDITIONS e
Use Victory points to decide the winner of the game,
from page 143 of the Iarhammer rolcbook o dosa.

SPECIAL RULES *
Ifboth players agree then the Binding Scroll ot
‘game can be increased from 25% to 50%. For gamesiny

grand armies you could inerease this even further, as long as
players agree.




magic items they selected
a7 be plced inthe Herale layety
of each other

ot will e she

H £ 3

T e B e s #

VICTORY CONDITIONS

e will e decided by the mamber of Vitory
Viceorypoins te acquied 1 follos:

P ¢ Usesrsh s magical eem: Each magic item recpvered by the Heroie
gl M il worth one Vicrory poiot B

= The Heroic player gains 3 Victory poinssifthr. -~
- Monstrous player’s monster,of s involved inthe « 4
Monstrous player's monster is Killed,

Hleroic player's Generaliskilled thendhie 2
er gaims 2 Victory ponts.

anit routed or destroyed in 2combat javolving
s monse,the Monstrous player gains one

TAL RULES
i« playees General dos ot sart i dnp afche
ring army creation. To scqife these ieems chey -

Jaced during deployment




Lsing she dldritch powers contained within a ruined statue buils long
ago i e o an ancient bestiagod, wizard ters the ords from
d cforth packs of b 7, Unless
he satuecan be destroyd the enemy army miay soon find themselves
overihelmed by an ever-increasing tide of savage beast.

THE ARMIES
Roll offto sce which player will be the Defender and which will be
theArmacker, with 2 suggested army size of 2,000 poings cach,

The Defender chooses their force as per their Warhammer
Armies book.

The Accacker chooses their force in the same way, except that they
gaina 25% Binding Scrofl points allowance in addition to the agreed
+ upon allowance for theie main force. This can only include cither

VYnleash 1/1‘

Fricks

FIRST TURN
The Attacker takes the first .

GAME LENGTH
The bactle lasts for six turns or unil a dme it -qwdb,
s reached, whichever comes first.

VICTORY CONDITIONS
The player in control of the idol at the end of the it i
che winner, Use Vicrory points to decermine the winner of che
bactle if no player conerols the idol when the turn limitis e
143 of the Warhemmer rulcbook.

described on p

SCENARIO SPECIAL RULES
‘ he weathered effigy lying upon the!
bt o anc ofthe many besial godsthe pimivei

Monstrous Infantry or Monstrous Cavalry bought as
and felded with 3 unie size of three or more.

- THE BA'I'I'LEF!ELD

the region ipp

Is the statue if'
\ud\ itand there are noeney units in contact with cither the

Sezop. ibed on page 142 of the Warha

DEPLOYMENT
“The Defender picks which half of 2 6' x 4' table they will deploy in
/ and then immediatcly deploys their entire army.

“The Arcacker then deploys all of the units they boughe with
Binding Scoll in cheir deployment zone — al of hese units gain
o the The rest

Ambushers special fale and so,will not be plactd on the board
during deploymen.

abjective or

16, e all close combars have been resolved for a given e, o
Defender has control of the starue, all the Attacker's Binding S
unies fuin the Seupidity and Always Serike ump«hlmh i

16 sl o combars have been evolved fotd\oxm!k

Actacker b

deploy a unle of Monstios nfuney of Manatsous Galey

previously destroyed or touted from the board. The unit s
! f e

Y
page 27 of the Wiarhammer ralebook).

from any p

Onceb ics are deployed,  suitable picce of trrain s placed

w” o Y




The Dragin’s Epp

When the winds of magic guster and wrzards fnd thersseloes e
sin limited i power and unable to chaim mighey besses of war
with Scrolls of Binding, generals still ciamonr for powerfil manssers
o inclidein ket forct IYRERIBE et ofa RSt e bt e
discovervd, armies will be raised o

GAME LENGTH
“The game Loss o sz s

VICTORY CONDITIONS

v order to claim the eggs fuendwithin s thas they can be rasied a5
loyal and eyrible alies

drmies the
the Defender and who will be the Arsacker.

THE ARMIES
B i b it b

The Atcacking player should select their army 15 nommal. bpt0 2
points value agreed by the players beforchand.

The Defending player spends their entire poinss allowance g
i 5 y? P

2 the play »
e, Victory ponts ate gained i the following manneti S

4
The Astackes gains | Victory point for each objective held by one
i e3¢ the e of the game.

\* A

e
S Dfender gaisns ) Victory point for each objecibe oeheld by
omc of he Astacker's units ¢ the end of the game. TR

SCEMARIO SPECIAL RULES % 1 &,

rackes’s unit s considered 1 be holding ah objective e

o2 st conesct wih i That objectiveaill nowmove with &
i i bars i

s

the S
books to represent the monserous horde-

THE BATTLEFIELD
Terrain should first be placed on 2 6 x &' table as describedfon page
142 of the Warhammer rulebool

The Defender then places D3 +1 objective markers withis chese
deployment zone to represen the monsters nexs 2nd cg5

DEPLOYMENT
Starting with the Definder, che playess eake sms deployiag thett
i evording to the aermating deploymens roles on pags 142.of
\he Harbammer rulebook and using the deployment zames sharen
on the map below:

FIRST TURN
“The playess roll o

cons The player who finished deploying s gains 2 £ bomes:

F ificr inishing deployment to see who fas the st

d the unit

overs e the matker s placed on the table wheve the ULV
Gomtoped ot te oo here t s ounel e can then be e

by anggher ot

= s 14
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Gromd Swmmpwing

{ Sezrm sf Magic sconariy

THE BATTLEFIELD T
The numbes of terrain picces to be deployed i decemined
om a6 x4 table, but all the terrain picces are placed by the

The Artacker should then place three Arcane Fulcrums on th
One must be deplayed in cach player’s deployment zone ad th
remaining Arcane Fulcrom outside both of the deployment
No Arcane Fulerum should be within 187 of another Fules
within6° of any wble cdge §

DEPLOYMENT 8
The Defender deploys their riormal troops first, leavingall their
creacares summoned as part of their Monstezs and Magicallo

‘n reserve. They then deploy their troops in their deployment 20
shown on the map below:

The Actacker deploys their entirc army once the. Defender is fini
ichin cheir own deployment zone, as shown on the map below.

FIRST TURN
The Defender takes the first rum.

GAME LENGTH
The game lasts for six rurns.

VICTORY CONDITIONS -
“The player who controls the most Arcanc Fulcrums
at the end of the game is the winner. o




i the table dge they e placed:

Aonmap). | &
Tefe (lbelled B it nap)
nghe(belled Gonthé
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A Storm of Mas

armies are on the march. Both

riginally bis
for many years a
awiken it, but
one will damn

i by the insid

THE ARMIES

Each player chooses their force

detailed on page 25 of the Srorm of Magic book, up al DEPLOYMENT
agreed between the players before the game
You will also need a single model to represent the mon s arc deploved =

independently of both armics. It shou

nding Scroll worth at least 150 poines to a i

Jmm,h exs.

Both players should roll off to decide which player wil
Villagers’ Saviour and who will be their Destroyer (sec ¢

Special Rules section oppasitc for more details)



SCENARIO SPECIAL RULES
Clear Intentions: Each player will score Vicwary points based o
Each role represening the player intentions

the Dessrofer player’ units comes into
he player femoves the Villager from the
o help keep tally oftheit progress, Each

at the end of the game i worth ane

woops savagely slaving each

o coritact with a Villager
Frenzy special rule.

layers units comes fnto contact

lgec from the table and
cir progress. Each Villageg
game scores them one Victory
roops rescuing the Villagers they

m within theiP ranks*

atacts a Villager and removes itin

‘The Beast Rives - Al thesare of e st player's e 2, efoe ay
charges are declaed, place che Binding Scroll Monster st the centre
ofthe able to representit tsing up from ies subrescangan s Bath
Plavers should immediately roll A D6, Whoever sres the highest
will control the Binding Seroll Motscer wntil tuen 3, Te will et
normally and may declate charges during s fiese i,

At the beginding of cach of the first player’s subsequent tifn (|8
the fise players arn 3, 4,5 and 6), before any charges are delate
both players should roll gain to se who will be contgolling the

Monscet that tum. The following odifiers apply

Currendly has possession ofthe mose Villy
Controlled the Monster last wrn.

Most Wizards currently on the table

16 player gains control of the Monsteiwhilt i i cr

combat wich one of their unies, che combat immedistely ends

the Monster is moved 1* away from the unit ftwas peeviously in

then dhe

s any Victgry
points for . In addition, if the Monster destroys 4 unit which hat
with a Villagee then tha unit

Should the Monster come fnco Contace with a Villag
Villager s immediately retmoved, bt neither side g

gained a special rule by contactin

player must pass the Villager model over to chelr apponent.




are ancien

that they

scenario be

labell

he Haunted Manor




CIAL RULES
HAUNTED MANOR

sented by a acge building
Page 126 of the Warhammer

n and can be garrisoned

in addition o being
©occupying the Haunted
ollowing
aim Presence, Equilibrium,

Caston 10+
A Manor and

6 of any Arcane.

nation, but may

ted unit will

LA)*\}\«»E\HKH\

Caston 15+
rits surrounding

allics, surrounding

ell with arange of

i for the duration

ausies Fear then it

pHAanmu, STORM Castam e
minance. Rether thir attempting to caime e ides of spirscna

chaascoursing hough hesky acpnd the e » are i b
o amplify them o et loose & hingesf rensied ghest: s occnemey
that will claw as their bery soul

PhanasmalSorm i 2 dieec damage spll The A‘mw#
encmy unit within 2D6" plus an dditionshdisance of 206°

ach Areanc Fulcrum you control. All modeh i the togeess fo
take asinglc S8 hic against which no Amour syeveasbe st
(Ward saves and Magic Resisanee saves may b takesmus ool

These hits roll (o wound aguinae the targes
than their Toughness value. For cxample,a
be wounded on a 3+




£ by
Storma snd
o DEPLOYMENT
Roll off 1o see which half of a 6 x 4' table the winning player will
leploy in. Their apponent will deploy in the ather half 3

The player who won the roll chen deploys their entire army, excepe

for any creatures summoned as part of the Monsters and Magie 8
sllowance, Once the firse player has finished their deployment, f
THE ARMIES the sccond player deploys their army, again leaving out anyzhing
Both players choose a force using the army list from a Wathamumer ammoned by Scrolls of Binding,
Armies book to an equal poines value agreed before the game. Fach

uwmn,.m 15 have finished, the first player should roll 2D
wnd consult the table opposite to see what section of the board

they must deploy cheir models which are summoned using Scrolls
of Binding in. Once they have deployed them as instructed, the
second player rolls on the same table and deploys their own Bindigs

Scroll ereatures,

player can spend an exera 25% of that value again on Scrolls of

least one Scroll of Binding

Binding: Both sides mu

THE BATTLEFIELD

Set up terrain as described on

42 of the Wi er rulebook




VICTORY CONDITIONS
Use Vicrory pot & che winner of the barde. as

ey culebook.

RULES

plaer

1l D6 10 see if the Storm of
able below o see whit resule
icula rurn. Ar the start of

liy end if it has not done

Resule
Free of the Scroll of Binding in
0 corfic 10 terms with chy

no Vicgory poines for it
24 ot and che creacur v
mxbm,d.mg..\mdnwmu;m'wmmmimmn‘m i b

move for the res of the battle and becomes Unb p
5 b ohaee it could dec)

gesub-p
i, whether friendly or foc, then it musc

charge against any uni
che closest target. Iewillalso g to.
= iicd

declare  charge against
s s

o charge, and will s any breach o oches anged weapon
gsins he closest an f range if possble. The monsiee/
‘anit will arge both enemy and fendly unics equally. 1Eché”
‘monster/unit s engaged in melce or charges, vl

noamal, but will not pursuc fceing enemics. ?

56 Maddencd by s time asa mindless chall h monstct heows
{selfinto conibar. The monstee/unic gains che Frenzy afd™
Flased special ruls it can v lose Frenzy even if besten
in combat). Daring the Movement phase ¢ will charge the

e iendlyor ncmy uni as described in the Frenzy
pecial ule,and the monstce/unit s consdered o have
Jodad i bl

p ces reqy
charging, IF it does no charge then it will rurn to face the.
losest unit and move a5 close o it a5 posbles”



Segpm the Walls

GAME LENGTH
The

oot e sige, Unable 0 break through the strong defensive
wals counding i, a terifying monster has been by the
ard of the besiging army to bring
o e ook plight,focal forces have come to e aid, but can they
el shrogh e besicging army bfore the monster breaks through the
s and wreads s destruction upon the tervified people inside!

THE ARMIES

Bosb players choose a force using the army lie from a Warhamnee
sics book to an equal points value agreed before the game. Each
e can spend an extra 259% of that value again on Scrolls of
Bunding Boch sides must take at least one Scroll of Binding.

THE BATTLEFIELD

The sows walls stretch akong; one of the long table edges. f desired
e players could place a Watchtower a each comer of this cdge with
o castle walls along the edge tself beeween them to represent this
{€hey have the in their scenery collection, Both players then take
i rurns to place a further D6 terrain features on the bactleficld a5
descetbed on page 142 of the Warhammer rulcbook. Roll o decide
whe places the fes erain pice and then alternate thei placement.

DEPLOYMENT
The Assackee's army deploys up to 12” away from the castle walls.

Tae Defnder's army moves onto the board in their first turn
using the ules for reinforcements on page 27 of the Warhammer
ble ed

batdle lasts fora i f six turns, or until a ti
st th talemate, Alersed | agreed by theplayers i cachcdnhicheves comes firse
Attacker’s break through'

then, then the game ends immediacely. ;

VICTORY CONDITIONS - :
1f the town's defences are breached then the Artacker wins.
are not breached, then the Defender wins.

SCENARIO SPECIAL RULES i
This scenario uses the Scenario Special Rules on page 26 of the.
of Magic book, excep for the Arcanc Fulerum rules. Inad
also uses the following special rules:

Breaking down the defences: Only units with the Troop Type.
Monster may attack che walls, Attacks may be made acany
ong the table cdge designared as the townfswalls. =

The salls cannor attack back and do not take any Leadership
based cese, represenced by (-) in their profile below. f reduced &
aene wounds they are considered to have been breached and ghe.
bartle ends. A

culebook. The Defender chooses any point on thei
o cach unit to enter from

FIRST TURN <. !

ol off afer deployment tu see which player seceives thefirst curn.

Attacher's Deployment Zone

. MWSBS § T W I
Walls 0o - 010 8 20 0
, Robust & bl 3
Robust: Th g special rules h ¥




\\>‘ -9 O )

W Fall of Tor /\,m;w!

A Wotrhammer campit o



and through all their crude ruses the gaf

fiad yet dried upon the pages of our accord,
raised bright pavifions for the Prince and fi

called “The Red, returned from the wild

accompanyjing us spoke of  rising tempest ame

massed Silver Hefms of our entourage against
the vermin as they deserved. With many days
Prince Palanaith gave hils noble cousin leave,

such a worthy en

The coming of the davm va?m swith it ill news. Kaldain of Nagarythe, sometimes
Tigible word) and his own narrow escape from them, whilst the kin-

un,
ord and warrior of the Prince’s court, begged hs liege to allow frim to bring the

daavour from the walls of the Tor.

i afier e sadk of Kidis, Having s oudersondin of the dabirste
Jfdasmtnesems o i 6ldem wine he sl e the

rtisous s loscly s Tmayy T shiort .

o contrics gt The fnal yisges s vt 8

High 1 lomts i the wight 4

flant ‘Prince Palanaith held true t
vepairing to the solemn ruins o

(f dignity. We left the grey falls of Estalia ‘ere the ink
aryndis. Thers, amid the echioes o fair Ulthuan, we
s retinsie whilst we awaived the white ships of Lothern Fortunatefy the once-glorious fafls of

Karyndis were still whole and able to accommodate the st of sodiers accompansying the Prince

/
y
i
N\
A
\“\f;(f

ith word of massing Fordes of foul

m
omgst the jui({ winds of jic. Vt:g:
the m?,,m creatures and exterminate

yet before our sea voyage would begin,
ven declaring that e would observe




Hels to meet the hundreds of rat-me il

o £ of rat-men spilling from o ey of his blood and station, went forth at th St

B bt o S A ety g
eached them, the

men smashed into

Vataun. attired in the shining mail and tall hefm of

e archiers waiti
ko e dipeia SO 5 farge as a Griffon,

f a trueborn son of

them the entire mas
re mass broke and scattered
ot ered. Ve
pon the Tor's wally and it s there that a tri of
o of nig

minations in the sight of

\teled as Valaun, the brave ford; was dragged from fis forse and devou

1 i from the monster’s clutches onfy for themsees to be brought
ing for his armour and ordering our archers onto the field to aid the Sifver Helms as they strugglod to withdraw

cfr the wall at on

However, even as the

ks of creatures came—grotesque and rat
ders and serting their movns to panie their frenzied

unding forwards

The rat-men reappeared during
formed up outsi

Amongst the morass f miming deformity we
@ earing a varic

rans, a white furre

from which the rat-men cowere

We had fittle time to
Prince Palanaith

lightning churning around the end

with no
illing rain of |

dr of Cothique o
now clad in fis ornate spe

archers assembled in precise fines, yet anather horror

after savaging the sifver Hefms they threw t
 the walls forestalled more death as i con

eliwrougft armour of s gol, ordered

e black of nigft,reveald as tey apprea
e of oo, ragged banners arng he

saw no sign of

reature

L avay. The Tt

conteny
fe cold light of davm casting g
stood firm, t {,::,g o e calid down

(Boft throwers) we

bizarre war machiines furled tainted s

craven ereatures began to
faun pursued the ra 0

these b 3
asts appeared to be horfically mutated rats recking of tatng and

the Skaven fr s f

fow by the beast’s fren

with fithe, fupine bodies—by the score they swarmed around the
loodlust growing more viol f

iemsees at e arcliers assamibling outside, Onfy the appoarance of
jured a wallof fire to dive them back. With night draing close Prince.

e immense rats that fad torn
o trivances wpon ts back. @ o e direring o Fage repelon restis,
e g o ol ks gkt

i ferded the weakest o their number before
ragard for their v ou enemy i S
Eoﬁ ams.fmxaﬁmwm&%uﬁﬁ"mw

advancing with no sense of
i . and o e o of SR
10 he e of the tres,far out of e

sk s bt o e do e

wods and tore
fie o N

Mose likely chee are Bt Horrim 4 sem

the prc demarded fo

wrd by one o te Beasts s comrades desperatly rying
ed attacks. Enraged, Prince Palanaith

epths of the forest t
: Helms, pulling
fent even as they fed on fallen forses and riders.

‘Vas unleashed from within the twisted d

them 84 e merely

YWulf Raats. Sme bl

for a renewed

everyone within the walls, setting somé £ watch
attack and others... (portion of text unintelligible)
ched the brightly (it wall. Blighted horde of thousands had
crudely daubed sigil of @ burning green <y
sy, 7 i o v by el b g e
St o Clan Shterich, Rentwod s ot g i s
texaui welch,the e e g s wensiod i
oy e S phs, i vim o S s

or Valaun s u o amongst it 4

Most H&:{yau:dufwmnhdﬂ—ﬂ‘qﬁ'

war-crics that st e

{ate our foe as the creatures surged| f&,."’l’} mﬁm :‘ﬁ
rﬁlﬁﬁﬂirgngﬂnu'yﬂnln(m‘ymm
fiad assembled sarier the nigh to begin fiing:




Wave after wave of vat-men claniberad onto the walls sy to b cut dowan by the discipltned warriors of my kin awaiting them and
fighting continued for a fong wiite with we vyt i syt T able figters all we were greatly outumbered and all fnews
entourage was slowly being destroyed by shoer Wt of wnbers. Only Poince Falaratth and the sreadfast survivors of the Sifver

e et dfens ot s, B ficog nd utting o that o creature could pass them. ;

e furvedd sorcerer and s raptifian charge. The rat-man
clear the cowl covering its head wh i forked as the mumlrv‘styuj!w{ru}anﬁlm,w
of smoke bgan to rise from the joons of s avmonr. Swekdenty e collapsed foul litds and the stench of rotting flesh spilling from o

o it of s il panoply

A flashi of white amongst the h

the i, P Falana

A Lol then, rebres of cheir phoimtns sl
e o o o {908l o e Ol

ekt for mine o yrryts

With the death of the Prince morale falters

three arrows into the head of the gréat vept

fury. Behind him Caluandr produced an
majestic

10 fall back tn panic. Then Kafdain ymrz,rz on the parapet and loosed
earing one baleful eve and sending it thrashing thr enemy ranks in pain and
it seval, ity incantiog it contents. Momenits ater the swirling clouds parted and a

i desconded, scattering sparks across the combatants.

The Phaswis  an SIf Legens o perhays i inarnaion o the winds of magic?
A dacwb o s i N e af s ceseures st Ssalis T o s
4 o wentibnd i the rontigs o he Erighe Colee o the Smyre F o
wever consinered them 18 be u veliable sierce sf information.

As the avatar of Asuryan seetled abows the witll sy soldiers forght with renewed courage. The Phoenix plummeted from the skies with

 srecch, striking the churming mass of vat-men at the e of the wall and engufing thems i, an inferno of divine flame. Then i¢

from the flames, unfiarmed, while vat-men scrambad vy & i other squealing in terror to t\rFm it. Soon the entire vermin-throng was in
etreat, leaving the rggged remains of e st alone atop the boodsick walls of the Tor.

By fire and death were the foe repulsed and we that vt v cleare the dead from the walls. The infured were taken to the
cellars, which fiad been cleared befors the battle and our gvif v geeat, our fost shattered. The uw;n[\{ Towever (uvh{gam
darkness, chittering andsereeching in the nyght, and W ke that s our doom would take us, Caluandr spoke of the winds of me
alveadsy rising in a great storm and of seizityg an opRITINIEY, Isfore vetiring to the broken peak of the tower to enact some arcane
afing with fifns the surviving Sifver Helins as s, and Gaving us alone to  face the disaster that was then to strike.

With our remainirg company on watch abowe 1o farstall any atrempes w seale the wall under cover of darkness, we were unp
an assault from Gelow. We did not hear the scrvaming o the ellars, and wot vl its door coflapsed n a clowd of rock-disst.
our e peril

A great, scaled worm, driven by the foul wagies anid the el Bades of the rat-men, fhad foved its way through the very rock s
i i the Blovd of ot injuved i painted its gaping faws.. :
ks mostehes the deseriytion o Dresd So, .
Thave lumw:- o it frim travellers nh
Fmes A



appeared, throwing thems
including myself, fo
m the walls w

it forth. 9 fear it is




Tor Kiryndis Campaign

Storics and narratives provide an excellent framework on which to
base cxciting bateles and campaigns. As an example this section is
intended to allow players to recreate the bartle fought amongst the
ains of Tor Karyndis from the story on the previous pages. The rules
and scenarios provided focus on following the flow of the story mare
than providinga e will see

Skaven Character Pool

‘The Skaven Character pool comprises the Skaven characters as
shown in the boxed text on page 105 and eight Hero sclections
chasen from the Skaven Armies book. Othier special characters
notbe chosen. 3

ame. Hopefully p
chis as an interesting challenge rather than an obstacle ~ althoug!
vou should feel free to adjust elements to fit your own preferred seyle
play or Also featured in the campaign are Binding
Scrolls. but we have steered away from the use of Arcane Fulerums or
the full range of Storm of Magie rules as nor all of them are relevan.

‘While the Batele for Tor Karyndis is fought between the Skaven and
High Elves, the rules presented here can casily be adapted for other
combinations of races. Simply change the names of the characters
involved and represent them with the most appropriate type of
character from your chosen army lise, changing all

NUMBER OF PLAYERS . X

‘This mini-campaign is broadly intended for two players,
onc caki k i the other the High Elf side.
be played by

players by arcachi play
cach side. If chis is done then each Special Scenario game
inscead represents a phase of the mini-campaign, with an

tems t0 2 selection available from the appropriate Warhammer
Armies book.

" PLAYING THE MINI-CAMPAIGN

y pair
plavers i i ign. These ‘extra’
3¢ dard st che W)
BRI o dide B 40
. s, The C} 5

svscem is seill used and applies across the ctirety of a
particular side, and is expanded by +4 Heroes and +1 Lord
on cach side per extra pair of players in the campaign.

The Tor Karynd ipaign is played out through

offinked baccles. Each of these bartles is represented by  special
mission and the outcome of cach of these battles has a particular
effect on che battles to follow, represented by the Tide of Barde

rules. Who wins is decided in the final ‘mini-

campaign, with the effects and resuls of the prior bateles shaping th
forces used in thefinal conflice.

USING CHARACTERS IN THE CAMPAIGN

The Tor Karyndis campaign uses a ‘closed” group of characters which
h, ilabl placcand

e, It s cheir presence and the (mis)forcunes of war they cndore

chas belp tic the campaign’s bareles together and lends consequence

2o their actions that just fighting games in isolation of each other can

Forvanes of War
Whas foll i
during the f d around Tor Karyndis. If a character used
e d as 2 casualey then roll on che table below to.
sechos i cammpaign, add-+1
<o chis roll f you won the game:

D6

Effect
1 Casualey! The character may not be used again in the

campaign.
2 Wounded. The character starts the game with one

never 3
5 45 Fightanother Day. The character has cscaped
bl St hasn . o - R
In ¢his campaign cach ide} e, the Skaven and High Elf forees. P &=
ﬁ:ﬁm‘ﬁl“nfchannen t0 draw from, and is not free to select other in the scenario. o
characeces during the campaign, except from their ‘Characeer Pool- 3 rmgedxncdmmumm_ ly escaped inj
sy h Wachammer . and can fight agan normally, but is subjec o Hatred
is the les f :
L appt, (6 sy st ahvays have a General, and the ol {ofcveryaee) o theie ks ghmel
‘ponts limic on characters by army sze sllapplies.ctc)- : : e
s fo ? ists,if d
- Theseharacter pools arc decided upon by che pl cfore h g shey can legally puch
campaign, and cach named char inais n ir
& &mpi@.indnd&ng:quipmm,mgicimmwmwm. equipment.

However whether a mount is sefected may vary berween each bartle.
" Each scenario will note which characters may be used in that game.
" “The High EIf Character pool comprisés the High EIfspecial
. chuatacters shown i the boxed text on page 105 and six Hero
 eteerions chosen from the High EIf Armics book. Other special
rersmaynotbeused. >




THE TIDE OF BATTLE
The following are the benefits granted to the playess for winninga

Rats in the Hills

1 the Skaven player wins the scenario, the High Elves will mosc ikely
ipors i oftheir pprosch and the Skaven plyes may ol
all Scaster and Artillery rolls when deploying his monsters during

g S ploying ers during the

1 the High' EIf player wins then Kald: be abl
aldai e able o warn his kin
of the Skaven's ambush. This will subrr

‘ mall the Skaven
player’s rolls to begin the ambush in the Valuan's Folly scenario

Valaun's Folly
Ifthe Skaven player wins, their troops vll begin the Assault on

Tor Karyndis scenario ¢

ger to continue the shughter. During the

Assaul on Tor Karyndis, the Skaven player may give D3-+1 of their

Skaven units (not units summoned by Binding Serolls) the Frenzy

Ifche High EIf player wins, then their troops are inspired by the
cnaro,the High EIf player
Elfunits (not units sammoned by

victory. In the Assault on Tor Karyndis s
Feheir F

the Immune to Psychol

¥ give D3+1

Binding Scroll gy special rule

Assault on Tor Karyndis
1f the Skaven player wins the game, their force manages to scatcer

the Elver or as they take the outer walls
In the Screaming in the Ce once the High EIf player
has deployed their troop ect D3 of the deployed

s and remove them from the board, forcing them to enter as

ements with the rest of the High Elf army

ds the wall

If che High EIf player w ., theis force
wgainse the Ska

and in the coure

ven onsl: ind is able to setpickets on the walls

d. In the Screamingn the Cellar scenario, they

SPECIAL CHARACTERS FOR THE MINLCAMPAIGN
High EIf Characters
| Kald ‘Red: Should be represented by a High EIf noble with,
A the Reaver Bow. He has the Nagarythe

two hand weapons and ’
ce page 52 of the High EIf Armis book) and the Scout

Hatred

140 points

by 2 High Elf noble on Barded
shicld ance and Sword of
guard special ol -

a: Should be represente

‘ Elven Steed with heavy armour,

Batl. He, and any unit he joins, gains the Va

140 points.

prince Palanith: Should be epresented by 3 High EIt Prince
o the Armou of Heroes, Golden Shied and a Sword of Might
o o s lgendaty prde Paliaich will nevet refuse  chllege
D wllnyone shooting achm ever take a pnaleyfo shooring
.- 220 points

| cangetin sof o hard Eover

Caluandr of Cothicues Should be represced by a Levl
3 Archimage,Caluands i one o the ow High Elves o e
i the workingsofshgprimicive Binding Seolls of Kadon

ings of

Remnfarcement rolls. 4 gt

Screaming in the Cellar

If the Skaven player wins the gune,their force manages ta i
assasins inco the cower slongade he Fvestht cxcape. Befor
play begins i the Tor Falls scenatio the Skaven player may foll 9
o ek i et ach character the High BIf player

D6 Effect
The High EIf character manages fo cscape the sty
Noclicet ‘

35 The High Elf character s injored during théstriggle
with the assassins. He stars the Tor Fallyseenatio with
one less wound ghan normal

6 Theassassinis poisoned blades leove the High Fif

character gravely injared and sufféing from  fevered
delirium. The High EIf character beginsthe Tor Fall
scenario with only a single wounid and gains the Erenzy
specal rule

Ifthe High EIf player wins the game, then they may begin the The
Falls icenario with D3 +1 units or characters deployed an ghe board.
within 2" of the Tower Entrance building and may re-tol any faled
Leadership tese for units axeempring o enter the bacl

“The Tor Falls 3

This s che final bacdl and the vitor of this barde riamphi i

the mini-campaign. A High Elfictory means that the expediion
force has successfully broken out o the Skaven cp, whereas at
Skaven victory means they have averwhelmed and destroyed die
High Elf xpedition

His knowledg of chis type of magic llows him 0 apply the
Ambushers deployment special rule to any one unic o manster
sammoned with Binding Scrolls. He is cquipped with a Suffof
Solidity, Jewel of the Dusk and an Annulian Cryse - 315 points.

Skaven Characters
<k Warpeye: Should be represented by a Skaven Warlord.
Grashk long ago lost onc of his eyes in barele and has replaced it
with a chunk of warpstone. Due t0 the effcet this sy ralisman
s he i both the Scupidity and Always Stikes Firs special
rales. The Warpeye counts as & Magie ltem worth 25 poins.
In addition to this he is cquipped with a shield,  Warlock:
Worlds Edge Armour - 188 points.

augmented Weapon and

B
i

presenced by alevel 2 Whiloek

Shissik the Pale: Should be re
Engincer. As an expert inthe b
monsters he has leamed to use
i from the enemy

o

indingand control of
“heie monserous presensea shickd
‘o the bacdefeld. When within 3* dF g
o monster bought with Biiding Scrolls he gaint 4 4

e

He s equipped with 2 Warpmusket, Warp-energy’ c«M X

Warlock Optics = 170 points.




Seenaris One: /\ 1ts in the Hills

D the bleak hils that survounded the ri
Skaven of Clan Skisteritch assemsbled in
the High Elf host there with a surpris
wiay was a small force that Kl
- Warlord Grasshk Warpeye had to
followers if bis grand serategy was

The High FIf player then deploys all of their acomy s i e

Then the Skaven player deploys the remaining group of
thed deployment zone C. Once thisis done both sides deplay
ol wnies, with the High EI player placing theirs firse.

THE ARMIES FIRST TURN
‘The High Elf player sclccts a force from the High Ef Ay book to. Roll off afier deployment to see which player cakies the S
avalue of 1,000 poins.

GAME LENGTH
The game lasts for six turns.

For this game the High EIf player may couns Shadow W
and Ellyrian Reaver units as Core choices. This force

Kaldain the Red as its General and may take other chacacserswithin * VICTORY CONDITIONS &
the normal limitarions fof the campaign (sec page 104) Use Victory points to determine the winner of the game.

The Skaven player sclects a force from the Skaven Army book to. The High EIf player gains 2 Victory points for cach of dher s
a value of 1,000 points, in addition they may take 350 poines of that exis the table edge marked Escape cdgeon. ﬂxa.,.l._a-
Binding Scrolls. The Skaven player muse take Shisuk the Pale, and map. The Skaven player gains 1 Vicvory point foreache

- may select any other characters within the normal limitations forthe  character chat is destroyed.

-3 campaign (sce page 104).

S SPECIAL RULES

: THE BATTLEFIELD ‘The rules for Magical Flux and Wild Magic from \i:s- i
Set upa selection of hills and woods on 46 x 4 wble ssdexcibed on - book arein efect for this senario.

page 142 of the Warhammer rulcbook

DEPLOYMENT
The Skaven player should divide their force up fnto fwo groups

— dhese groups s containac st e cich. The High It : i

p wh

ol
anE deploy n deployment axca A




from concealent and began 1o

ables isthin wsumed that only asmall
them. One of the Elf Prince’s in, Vilayn, leads
Skasen, sl realising the trap that has been

£ ARM!
The High Elf player selects a force from the High EIf Army book
alie of 2,000 poines. This muse iclude at least one i of
s, and For this game they may count Silver Helms as Core
include Valuan, and they may select any
n the normal limitations for the campaign (sce

uniss, chariots and mounted characters gain
1 of the Frenzy special rule and the Vanguard

a force from the Skaven Army baok to
abi of 1.000 poines. In addition they may take 1,000 poins of

other characters within the

sce page 104)

comer of the board as shown on

cr of the board may congain scattered

force: except units summoncd
ment zone s shown on the map

in off the board ancil laer, sce the

i force i their deployment

< co sce which player takes the first rurn. The

s 2.+ 1 bonus for cach unit of Silver Hiclms they

Scenaris Tws: Vilan's ﬁ)”y .

GAME LENGTH

The game lascs forsix curns,

VICTORY CONDITIONS i
Use Viceory foints to decide the winncr of the game, using the rles
from page 143 of the Warhammer rulcbook

SPECIAL RULES >
The rules for Mgical Flux and Wi Magicfrm the Storms of Mag
book are in effct for this scenario. «'r

It a Trap! 5
The Skaven player can artempt to spring che trap acthe begifining

ofany of his turns afer the firs, before any charges are declared. To
find out if the trapis sprung roll 1 D6 and consule he table below: &
The score required varies depending on what s i i:

Turm  Score Required
2 4 e
3
A
5 Awo 3

For each Brood Horror the Skaven playe? summons with their
Binding Scrollsallowance,théy may add +1 o the dige ol g
Once the trap i sprung the Skaven player places all of his Binding
Scroll units within the wooded acea. They then rolla Saeer dice
and Artillry dice for each unit, moving them the indicated nubet
of inches in the dircction shown by the mmrd-u&:um,;# Hic
isrolled then the model does not mov 2 Mishire resulc i
comes up.Ifa Misie s rolled then the H@ mpaqya.-.y

he unit anywhere within the wooded area.

Once placed the Binding Scroll units may act nnwﬁa‘m %

of the turm and may declre charges.




s raave and miore Skaven massed outsde the hasuly einforved walls
fthe T the High Elves prepared themlues fo the incvisable
Didasght, Wit the comforting dark of night desconding avound thevs
b wiarriors of Clan Skitteritch began the assault.

THE ARMIES

“The High EIfplayer selects a force from the High FIf Aty book
165 2 value of 2000 points. They must include Prince Palanaich and
b the Wiage #f wvailable and may select any other characters
it the normal limitations of the campaign (sce page 104). The
High EIf phayer may abso inchude up 10 650 poines of Binding Serolls

“Dhe Skavem phayer selects 1 force from the Skaven Army book ©
wabie of 2,000 poinns. They must alvo include Warlord Grashk
Waepeye i e has sarvivell, and may select any other characters
b the. susesmal limitations for the campaign (sce page 104). The
Skaven playes may 4o include up 101,000 points of Binding Serolls

THE BATTLEFELD

Sureschring acons the wideh of 6 x4’ board, 12" from the High EIY
cdg is 2 setion o the wlls of Tor Karyndis, The wall il should
b 67 wide and can be sepresented by either a suitable piece of
sctgery o by marking ot the area it occupics with string ot another
eype of smarke. e should be divided, by mutual consent amongst
the phayers, inao s sanall buildings as pet the rules for multipare
gy (s page 129 0f the Warhammer 1lebook),

fe1s secammamcnded that the wallis split into six seperate 12°x6"
sectionss, O sctiom shewld be nominated as the garchouse,
whichever side last hiad 3 unit garrisoning the gaichouse may move

o ks theopgh chae buibding wichout having v gartson i

Comer dhe swall as e st up on the table, the High EIf playee may
shace s gl Ascane Pulerom wichin 6° of the wall The restof che
. i

s the standard rles
o e Y42.of i Wahammer rlebook).

DEPLOYMENT F
The High Elfplayee deploys firse. They may deploy theica
smvawhere within 6" of the wall:and may begin with units

garisoning segments of the wall.

The Skaven player see up their army second, deployingall u
within che deployment zone show on che map below.

FIRST TURN

Roll off afcr deplayment o e which player takes the f

GAME LENGTH

The game lases for six rurms.

VICTORY CONDITIONS

At the end of cach player’s tum, beginni

SPECIAL RULES :
The rules for Magical Fhux, Arcane Fulerum, Cataclysm Spells
and Wild Magic from the Storm. of Magic book arc in effect.

for this scenario.




= Seveaming in the Cellars
odbuash, FIRST T UI.(N

The Skaven player takes the first turn, unless the player ca
tolla6ona e, i el =

= *
GAME LENGTH “©
ey of wivam assempted to The game lass for six turns
THE ARMIES VICTORY CONDITIONS i
s The High EIf player wins if the points toal of those units which
W 2 e koo 3 Roexe e M i é ki 2
?N‘ wn R Wl < High EF ey book escaped (ee the Special Rules sction below) s equal o or gréaer # 1%
avalue of 280 ° = s have wrvived may than 1,000 poins. Note thar yoi should use the inicial poiims value o=
beindiuded, smg e v ™ gy pisl
Fiigh Bk plavcr oy S dingol =
Any

SPECIAL RULES 5 %
The rules for Magical Flux and Wild Magic from the Storm of Magic
book are in effect for this scenarior : <
R —
e 5 0 500 poines REINFORCEMENTS . i
Unics from both sides will cortinue to nter play throughiout che- &
game. Ac thestarc of cach player’ cum roll once for cach urit o¢
Charscter which has not yet ntered play on the table below. fhe
a6 x4 mbleto quired fo < A‘—J:F
< b can be i lay asper the e 270f
<he Warhammer rulcbook frons the owning player's home edgie -

onnd i (S page 142of

theic army up

£ hese groups which 4+ 24
The other 1 34 2% 5
o Awo

Auto

The Tower G L

Any High Elfunie thac is garrsoning the mi&m ]

“+the end ofehe Close Combat phase may instead be emaved fror

the board, represcnting it cscaping nto the tOWEE:
b




Seenaris Five: The Tor Tulls

FIRST TURN
“The High EIfplayer takes the firse orn:

frce dead orscattered, the High Eloes fuced
oy hope Lay i causing enough damage
ard sith their monstrous alles, both

S0 tha the survivars could fight their
csolve thie High Elves made ready for The
VICTORY CONDITIONS

Vicrory poines are ised 10 decide which player has won the

The High EIf player scores asingle Victory point for each unb
ani or character which leaves the table by any edge. The Skaven
player scores a single Victory point f h unit or character

complerely destroyed

GAME LENGTH

e lasts for six trns

THE ARMIES

e High EIf player seleces a force from the High EIF Asmy book
o0 walse of 1,000 poines. Any characters that have survived up
the campaign may be included, using the normal
acters. The High EIf player must purchase
Scroll worth up to 650 poings, which must be cither
sorms of Magic book or a Magma Dragon o

b Manserous Arcanion book.

SPECIAL RULES
“The rules for Magical Flux and Wild Magic from the Storm of

book are in effect for this scenario:

The Shaven player seleces a force from the Skaven Army book up
500 poics. They may include any characters hat REINFORCEMENTS
svatabie. up 5 the normal limies. The Skaven player may also “The High EIf player may choose

sae up 20 500 points of Binding Scrolls. characters which began the gam
arns afier the first, For cach t or character whi

of the

“wish to bring on, chey must pass a single unmocified Leadership

ehe et is filed, the unit/character may not be broughe on that
K

1o move on any of thelr units

THE BATTLEFIELD
A simgie beding should be phaced at the centre of a6 x4/ tble o
& ce to the ower. The board can b
using the scandard rules (sec page 142 of

“The Beast s
Arthe beginning of cach game e, che High EIf bound Dragon:
isin play the High I playee muse roll D6, On the roll of 1,
Skaven s the Dragon this ten. On any other result,
High EIF player may control it normally. e
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