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_e.hhcient realm of Nehekhara was once the greatés
Svilisation of Men in the world, but hundreds of vears
efore the rise of Sigmar the treachery of the Great
omancer, Nagash, almost destroyed and enslaved this
ty realm. Brought back to immortal unlife by arcane
aagic, the Tomb Kings of Nehekhara continue to lead their
: ndead armies, fighting to protect their mighty empire
._. the depredations of the lesser races and expand thu;/
inion even furtht.r

i '1me Kings zu'my has a unique playing style. r\t/ﬂl(‘t.
ue, itS troaps seem expensive, slow and not very gn()d
y combat. However, when bolstered by the considerable
sghting abilities of the Tomb Kings and Princes, and
3 . nated by the incantations of the Liche Priests, they can
used in devastating combinations to shatter the enemy.
e Tomb Kings are an army that rewards a meticulous
pproach  to army selection and planning] Careful
koordination of your units, magic and magic/items can
urn a ramshackle collection of bones into a highly
iplined; deadly force.

¢ spectacle of a Tomb Kings army op the battlefield is
pac of the most dazzling in Warhammier. Ranksupon ranks
bf gleaming bone, decorated with bronze and gold, is a
marvellous sight and an dntimidating one for yvour

opponents. A few simple painting techniques are all you

m_‘g_lftn get a battle-worthy force ready in a short time, If

,YOu can paint bones, then you can paint a Tomb Kings

7 army!

In this book you will find:

The Rise of Nehekhara, The ancient history of
Nehekhara, deseriptions and maps of the realms of the
Tomb Kings and other background information.

Legions of the Tomb Kings, Full details and rules for the
characters, warriors; monsters and war machines of the
Tomb Kings army. Also, rules for the unique Liche Priest
Incantations, and a full range of magical artifacts with
which to equip your mighty heroes.

Armies of Khemri. A full list of all the different troop
types in the Tomb Kings force, enabling you to field your
army in games of Warhammer.

Lords of Nehekhara. Details of two of the most infamous
rulers from the Land of the Dead - almighty Settra, Tomb
King of Khemri and High Queen Khalida Nerferher,

The Land of the Dead. More background information,
tactical advice for Tomb Kings generals and a summary of
the Tomb Kings rules.
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- LEGENDARY RINGS
. OF NEHEKHARA

Before the Fme when Setfn pressiled:

Ll

many places snd theit mamed are not
remembered: sive for NEHEK of

whom. it-&5 «d that To-his time no-one

Iived inecines. Then sfterwirds came
ZAKASH who was king it Zandei In
hes time, it 1% s, ‘writing was mvested
Then came many kings until the timé
of KHESEK wlio subjogated the desért
dwellers satl fovnded Numas: Then affer

him camic HEKESH. He mide wat on.

many kings. Therexfier. there was strife
it the Land. With the comitig of 'Settrs,
the: grest rulersinp of Khemn berame s
lre? Here be 3 rzcord of the kings of
blessed Khemri

W P THE DYNASTIES -
§ OF KHEMRI

Ist DYNASTY
SETTRA
{€ <2500 Imperel Calendar]
86wt = sud of Sctreat He conqueréd
the-etitire find of Nebickbsra from the
mountain 1o the sea. He levied tribute
spon sl the neople of the grest river
He appointed flitnces ard baund them
under his rule. He founded the mighry
city ol Khemri i his residence. His
wealth w0d power wis great. His heary
was vexed that He:shou'd be mortal and
die. Therefore did b establish the
Pricsthood of the A vakenmg and
caused to be built 3 i*yrimid of
Eternity. He wis the firs: king to be
wrapped for his swakeming to his reign

of millions of yeurs

AHTAF 1
So 1t i sud of Ahnf: He Jesired 4
pyramid a5 great a8 that of Fis {ather
[\ bat falf the kgdom rebelled against
im? The prince of Zandre'snd the
5 prince of Nomas rased theiiselves wp
| a5 Kings

KHUT:F
] So 1t 18 sad o Khutef: He mide
strong the ‘wingdom snd did mot pay
tribute to any king

AHTAF I
So'it s snd of Altaf: He' cansed to be
il s strong fleer of ships

UTEP
Sa it 15 sud of Utep: o his time
the: priests learned great secrets and

did not 'dre
| WAKHAF
® So it is said of Wekhaly: In Tus tine the
j‘l 1
"‘ desert dwellers. were repelled
§ e
e SEKHEF
-3-' So it 15 &nd.of Sekhef: He caused

dicord among the priests
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2 W Soarssisatl of Nekhesh Tn his time
A there was strife in the Necrapohs
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Countless centuries ago in the land of
Nehekhara, far to the south of the Old
World, there rose a mighty civilisation
of Man. It was at its most powerful two
and a half millennia before the coming
of the barbaric hero-deity Sigmar, a
time when the other Men of the world
- were still primitive and savage. The
ancient myths and legends of these
people, carved on the tombs and
monuments of their cities, say that the
Nehekharans were so favoured by the

T

heavens that the first of them were
nurtured and taught by the gods
themselves. Greatest of the cities of
Nehekhara was Khemri. The other
cities were each ruled and governed by
their own kings, though they all were
loyal and paid tribute to the king of
Khemri itself. Together, these kings
conquered the tribes “in  the |
surrounding lands, drove back the
greenskins and ruled from the western
desert to the eastern sea. At the height
of their power they had expanded and
conquered lands as far north as what is
now the Empire, far south into the
steaming jungle of the Southlands as
well as to the north and east into the
Dark = Lands.  Their  fleets =~ of |
war galleys terrorised the Great Ogean,
raiding up and down the coast and
causing terror wherever they went




n age of his kmgdpm. He was a

swerful warrior and a mighty leader,
ed across half the world. aa:her?',
1 takmg satisfaction  in"  his

sses, Settra was aggneved that

. and power, Dctemﬁned o
me this lntolerablc situauon, he

re that he would live forever.
was consum}ed with hls quest to

them and o years they brewed
> ons and recited incantations
rmincd to decipher the Tiddle of
verlasting life. They travelled into.
iknown lands in search of the secret
‘would overcome death, In their
, the priests learned much but
»on realised that true munonamy lay
eyond their power. They were
iturally reluctant to reveal these
'ic_nns to their King and continued
| for the secret of eternal life,
~they  held litle . hope of
ring it. The priests wisely
to keep some of what they
ed to themselves. By means of
Ations learnt through mysterious
ient sources, the priests used
“knowledge to extend their
és for centuries. Nevertheless,
could not halt the passage of
‘indeﬁmtely and were merely
oning the inevitability of death
their boclies became frail and

 OF SETTRA

- the best efforts of the priests,
fira could not be saved from death.
en Settra finally perished, full of
ger and  pride: to his last breath,
werful incantations’ were intoned
g his body and he was embalmed
th great ritual. Preserved against

ay, the body of Settra was entombed
beneath the earth under a mighty
aid of shining white stone. The
Priests of Khemri had never

: :.hecause of .
ed his priests to find a way to s

" were entombed - within
~ pyramids to await when they would

discovered a way of voiding death but
_ they believed: that with- proper magic
~and careﬂ.ll prepamtitm it lﬂlsbf be !

possible for the dead 10
. return to life in impeﬂ-!ihabl.e bodies.’
The Liche Priests told Settra this as he
lay dying, promising him eternal life

_"Upon his awakening. For thousands ol-'

“years afterwards they and their kind
tended the flames in  his tomb,

.‘mrmﬂhg his spirit with sacrifice and o
magic in preparation for ;he day of
- awakening. Their lives. extended long

~ beyond those of other mortal men and,
their:
unsurpassed wisdom, the Liche Priests

‘of Khemri enjoyed dominion over the -
land of Nehekhara second only to that {

of the Kings themselves.

THE _TIMET[_' X
OF THE KINGS

After Sertra came many kings, though

there was never one as. powerful or
influential. Upon their death, these too
towering

reawaken into paradise. Over time, the

_shmmg cities of the dead outgrew the
.-mcagl‘t citigs of the living ~ all the
efforts of the pﬁ;ople were expended

in  building and- ‘mamtammg .the

tombs of the Kings, and the entire
culture of Nehekhara came to revolve
~around preparing the way to their
lesser :mbres. -'
demanded similar rites and their
tombs were built alongside  the royal
pyramids. Thmughout the whole land
of Nehekhara, monuments of the dead

reawakening.  Soon

rose above the cities of the living.

This long age was a time of prosperity
for Nehekhara. Armies of chariots, -
strong bowmen and highly disciplined

longevity and.
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warriors marched to war against each

of the Kings’ enemies. In the west the
crude desert nomads were subjugated

and their chieftains forced to send
tribute to Khemri in the form of slaves,

- gold, and precious stones. In the north
‘and south the Kings fought many
battles against tribes of greenskins and -

barbaric men. These wars brought
much wealth and many exotic materials
to build the roval tombs. None could
stand against the might of Nehekhara

~and they ruled supreme across the
lands. HoWevn:. tragedy struck the
Nehekharan.s. and the entire society

was soon tpbé desu:eyed by one man.
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2nd DYNASTY

RAKAPH |
So it is said of Riksphc He pacified the
land of Khemyi <nd restored the priests
of thie former kings

RAKHASH
So 7. is said of Rikhashe He desired
« much gold. He led & mighty army
“beyond tlie mountains. He established
the stronghold of Rasetra, He received
the trbute of the linds of Mahrak.
Lybarss and Lahmia

RAKAPH I
So it s said of Rakaph: He subjugated
the lands of Mahrak, Lybaras and
Lshmii and placed printes over them

FHARAKH
So it 1s &aid of Pharakh: He caused to
be dug the Canal of Abuadance Ten
thousand laboured for fen yers and the
land prospered: exceedingly. Mighty was
his pyramid in"the Necropolis,

RAKAPH.INI
S itis s3id of Rakapl: He reigned for
many years so that ao prince lived 1o
suceeed hum. In his time the desert
dwelfers were repelled on three octasions

QUEEN RASUT
So it is ssid of Queen Risot: She
seized, the throne for hersell. so that no
king of Zindri or Nomas should reign
in Khemri. None dsred oppose her. She
exhalted the priests and rewarded the
soldiers: Her infant son was placed upon
the throne on her, demise but he did not
Tive: 1y 'see bis third year

3 DYNASTY
‘K]-IETFP

50 ﬂ ® md of Kh.ﬂep He was the
regent of Queen Resur’s miant son, and

heftook the throne upon his deith. He
caused Yo be built the Grest Pyramid
which is.4a the Necropolis.of Khemri.

¢+ Ooe mullion slives laboured for twenty
" five years wpon the orders of the king.

All kings fell upon their knees before
Khetep m his time. The land of
. Nehekhars prospered s never before

THUTEP
So it s sard ‘of Thutep: He was
entombed in the Great Pyramid of
Khetep. his father, while yer alive and
the throne. was seized by his brother.

NAGASH
So it is said of Nagash the Accursed
Ore. faremost among priests and
greatest in learning: He serred the throne
of Khemri from the rightful king, his
brather. Arklan was his Vizier, He
caused the third part of the. priests of
the Necropolis to.tur from their -
former ways. He cansed 16 be built the
Black Pyramid which s in-the
Neeropolic of Khemei. Tonumerable
slives toiled [or fifty years vpon fis
orders. He wis, sverthrown by the
army’ of the Seven Kinge -
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1::. CYNASTY
LAHMIZZAR

T Soitas L L)F}!‘.Il;’,’ﬂ. KJ!‘R ol

Lahmii: He Fegan' the war against
Nagash snd cugeed. the kings af Zardri,
Numas, Malink, Lybins sad Ristrs to
Aoftow him: He was sl3in 21 the hund of

Nagash

LAHMIZZ ASH
Sor it s said. of Lalmiznash: He
contmued the war agammst Nagssh and
led the other kings and. hesieged
Khemn. He caused Khemn to be
sicked. He caosed Nugash'to [fee snd
Arkhan 1o be slim ind the Gret
Neceopilis 1o be deseceared, He purged
the prigsthood. He' caused the: name of
Nigash 1o he struck {rom hscrpfions
At Al timé, the beloved of Nefrekhira,
Queen Khialids Neferlice, wis hin in
the calirt of the Lahmiane and thew
dark secrer remuined uidiscovered

LAKHASHAR
So 1t s sard of Laklashar:
He fuled Khemn

LAHKASHAZ
Sdat-is said '@ Lakhashaz: He roled 3¢
king ts Khenwriln his fime,.the I-;mg.x‘
ol Zindri, Nomas, Mahesk, Lybaras ind
Raberrs made war on esch other and
there was rebellion in 3Chemn. The kmg

wis deteated ard slain

Sth DYNAYTY
SETEP
So it iksaid of Setep: He nade himsell
king of Khemri He resvored the
Necropolis and replenisied the
priesthood

6th DYNASTY

ALKHAZZAR |
So'it is said of Alkhazzsr: e was the
generil of King Setep, The kitiy, made
him his heve so thar he sscended 10 *he
kingdam. He &-a8ed 1o be raed 3
mighty hnevsf.chasiots In his time
Numas was subjugated

ALKHAZZAR T
St it s snd of Alkhazzar He marched
agutst Zandn and réteived. its tribute
He caused the desert dwellers
to fear Khemr:

ALKHARAD
So it is suid of Alkharad: He fought
against Mahrak and Lybarss and brought
Rasztra under his rule He recéved the
tribute ol unknown tribex

THE TREACHERY
OF NAGASH

The fall of the land of Nehekhara and
the tragic destruction of its people was
brought about by the ambition of a
single, twisted sorcerer. Once he held
the honoured position of high priest of
Khemri, yet he began to corrupt the
religious incantations of the order of
priests and betrayed the king of
Khemri, his own brother. Filled with
greed and pride, Nagash coveted the
throne held by his brother and set into
motion a plan to become king as well
as high priest. One night, as the clouds

~covered the moon, he murdered the

young Kking, entombing him alive
within the Great Pyramid of Khetep.
The next.morning, blood still staining
his hands, he placed himself on the
throneé and none dared confront him.
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The reign of Nagash was a time of
terror for all the people of Nehekhara:
The usurper king sought to increase his
own power by means of devilish
sorcery, a blasphemy that the people of §
Nehekhara felt certain would incur the |
wrath of the gods: He conjured evil
daemons to do his bidding and'learned
many dark sccrets in this way. In order
to build his own tomb he demanded
great quantities of gold and slaves to be
sent in tribute to Khemri. Stone the
colour of ebony was brought from afar
and soon the Black Pyramid of Nagash |
towered above all others, rising |
hundreds of metres into the sky. So
great was the tribute brutally exacted |
by Nagash that starvation wracked the
lands and the great cities fell into ruin,
Eventually the Kings of the other cities
of Nehekhara rallied against Nagash
and their armies attacked Khemri.

The  Priest-King - Nagash used his
infernal powers to raise a legion of:
long-dead warriors. This was the first
time that the dead were made to walk
at the will of another, and the horror of
it caused many to flee before the
undead armies, 1 S



After _a titanic. bartle, " Nagash was
-~ eventually defeated. Some thought him

destroyed, yet he managed to éscape to

the north-east to plot his revenge. The
cursed Black Pyramid was abandoned
- and for centuries it remained a
- haunted place shunned by all:

For hundreds of years the kings

continued to rule Nehekhara, yer the

corruption of Nagash had tarnished the
royal line of Khemri and his treachery
‘wias never forgotten. His blasphemous

dabbling in cursed sorceries spread to -

the city of Lahmia whose queen
. embraced thé malign  magic and

consorted with daemonic powers. She

had drunk from the elixir of Nagash,
extending her life indefinitely yet
cursing her for all eternity. Fearful of
t.hc wrath of the gods, King Alcadizaar
_made war on the tainted quéen,
feading 4 massed army against Lahmia.
Hundreds of chariots raced across the
land ahead of mighty phalanxes of
archers and spearmen. The might of
Lahmia was smashed, and the queen
fled, accompanied by those she had
‘embraced into her cursed vampiric
existence.

Rl LT LA™

- perfected, and his_power was not as

residing in the mountains to the north-
east of Khemri recognised the spawn of
his own ancient evil and was gladdened
by the corruption tof the lords

Lahmia. He welcomed them, and the
vampires became his captains = fell

“ereatures clad in dark shadows whose

actions were guided by the strength of
their master’s will. Nagash sent the
vampires to make war upon Khemri,

-and he vowed to turn the entire world
into a kingdom of the dead. At their
" back came the dead warriors of a
‘mighty army, skeletons drawn from

Nagash who had managed to esca.pe
destruction centuries earlier and was

their tombs by the power of Nagash's

sorcery.

War and strife assailed Nehekhara
for vyears on end and the land
was - irredeemably  scarred, - but
Nagash underestimated his. former
countrymen. Alcadizaar the Conqueror
was the greatest general of his age and
led the unified army of Nehekhara
against Nagash's evil for all the long
years of battle. Finally, the undead
hordes of Nagash were pushed back,
yet the evil sorcerer himself still walked
the land. His corrupt necromantic
magic. was still. new and not yet

great as it would"lawr becdme

ks 41

ALCADIZAAR
THE CONQUERCR
[C <1200 Imperial Talendar]
So it s sod of Alcadizar the
L:(mf|u:rr:.'

He bound the entire land of

Nehekhara dnder hie rule, The kings ol
Zandri "Numas, Mahrak, Lybaras and
Raseiva offered up their tribute fo him
T1e wat 3 wise ruler so that there wis
great prospefily and reyoicing
throughout the land. In his time,
Nig.}:ih came agawst the land, but
Aleadizaar, the king, prevailed against
him. Corsed Lahimiz was sacked and all
the peaple were enslaved. Thereafter
plague beszt the entire kand and the
river flowed red with blood. Every
living thing that wit.in the land
suffered, snd many died, save for the
Liche Priests who are bevond death, and
the land became desolate. Nehekhara
became 3 land of the dead Then Nagash
came [orth lor.a sécond fume 3nd the
king Could not prevail over him. because
nine tenths of his people had perished
and those who remained sickened unto
death. Then the Kung was carried off m
at \I‘b“l
Fhereupon Nagash wasted the land and

chatre 1o the palsce

awikened the Rings resting 1o the
Necrdpolis. However, it is siid that in
the darkness, Aleadizazr rose up and

slew Nagash, siving the kings from
foreed sérvitude 1o’ cursed Nagash Such
was thie greatness of Alcadizaar: Thus
ends the living hine of Khemrimn kings.

/th DYNASTY
THE AWAKENED ONES
SETTRA- THE IMPERISHABLE
{C =U3l tmperial Calentar 1o present]
So'it is saif of Settra: He was
awakétied. beford hes rest of millions of
years wis completed. He srose with his
ariny ard sew that his former realm was
desolate Me made himeelf mighty aver
the other Kings of former times which
had swakened: He repelled: Arkbun the
Black who contended with kim for
ruic.'.\h]p over Khemri He contends
against the awakened kings of Zandri
and Nummas 5 thit they tremble 3t his
nanre! Bitter covil war wracks the lands
of Nehekharae but he who wae the {irst
kig of Khetiver 18 to be its last for
evermore. Mighty is he, and he
overthrows the stronghdlds of the desert
dwelless. Wise ruler who causes the

gods to reyoice! He whose rule is
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T :mrrbcd i hs:rq;]vph:c script on thewlls. 7
"“ © " of Wiious restored temples incthe <
Nccmpdm Wiiat Tollows is summary < of o7
! the shattest.of thrse aonale Onlyia selettion
7 of inferesting. svents ire inclided beciuse

“they. eifhes eefer to-chntact with other vaces:
urave an msight fo: what Dapprens writhu Ak
"Nehelhars Note that S:mrvm Huiesare -

used, :ml' Aliese-should #ot to be confosed:
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considred o Jove ey with bis ey

T appraxiately 1150 yexrs befare Sgl\m 5 R
7 the Trnperia] Reckining Thus Skt nd the -t
1. santher, Toolh. Kings swaketied of this time are 5

J‘Gr \»ﬁmeﬁs Os Yaans

in their 3001k yeat of their :mlmrag

7 reigns. Many kings fve awskened st saritgs ©
- dmtertals Since the. great awakening and ‘this
L date ther_ reiges’ (rom: thar time, Needléis fo - -
< sy, many Swakemed Rngs elim soverzignty |
aver the same Necropolf s, when'mof. =~
] atm]]\ it wat with el othier, remaincin 2

unem pesce ot uuipomy lfisnce,”

Tlu Ln:h: Priests of Nehekfun hm
< tompiled ammsle of the regy of the

:Er.u: are tecorded on xcrolls indales .

’i*_h_ Impetial reckaning.~

Yiag & The rising ol Setins; the Awakeacd

el The king went Iorth agumnst the

£

scosed Arkhin ciusip him ro flec into the
17 untzemost. wastek. THL purging of the

) -N:Empoli‘ on. the'orders of the king. The
Nigashites were put 1o Jesth except for
those who escaped the writh of the king

YEAR 2 The scclaimation +f Setira, the
King. ax {aremost among the Awakéned Ones
i the lavd of Mehekhara, anl Lord of the

Necropolis. The bringing of e hute from the . |

Lorde of Zandri, Numis sn' Rasetes:

YEAR 136: King Scitrs and Kitg Rikaeh

went forth: to owerthirow the tel=ls in the !
? N:mrpohs of Mibnf.

VeAp, 275 Strfe i the Necropeis of Zamdn B

YEAR 534 ng Alkhirid so/kencd, snt did
battle agaiist Yhe O:f.hn_c' dod the Gobiites
; in the Wadi of Bones.

YEAR, ' 1o Aceursed Ome came forih

from hix tomb. He voned his fce feom the

great might of Settrs the lnvincible, sgainst

whom, he caonot provail. Therevpan be went

into Zendei e {rom whiete also into Nomis,

but the Fings of these places harkened. not b
T m! words,

Yran M2 Arkhan wem forth frony the
desert10 lollow his acchrsed Tord, -

Theseapon Settrs rose !n.dd_ battle aguimst, _.

the herevies Al the Tomb Kingé followed
Settra. Then the efil anes were putsned ot
af the lind of Nehekhara snd o the
wilderness regione. When the Tomb Kings of
Zandri abd Numas snw that the mighr of
Seftra had prevailed over the evil ones,
treachery entered their hearte They fought
apuinst the mighty Sertry for, seven days znd
seveti nights, But Scitrs prevailed against
themm, The rebels stunk back 10 their dwn
tombe, knowing tht Settrs the Everlasting,
seeite ot e Khemyi and all. of Nelekhara,

T T

iwakened Settry since the beginning, and - '
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OF NAGASH

the potency of his thwarted ambition,

THE VENGEANCE

Such was Nagash’s bitterness, so great

that he chose to end all life in
| Nehekhara rather than see anyone else
!‘ ‘hold power over the land. He polluted
. the clear water of the river Vitae,
| poisoning it until the water turned
. thick and dark, tainting the lands that -
relied on its life-bringing waters.
Forever after, the river was known as

- the river Mortis. Pestilence spread

rampantly across the land of
Nehekhara and those who succumbed
. to the terrible plagues soon began to
outnumber the living. Weeping for his

throne as his kingdom was destroyed
by a foe that he could not fight. He
- watched as his friends and advisors
~died, then his children and finally his
wife Khalida, named after the revered
Queen of Lybaras. As Nagash’s undead
forces once again attacked Nehekhara,
there was only a meagre defence, for
most of the population had already
perished, - Finally, Alcadizaar was
- captured and dragged away to rot in a
“dungeon  cell
fortress.

ar et

Filled with insane visions of power,

most rernfymg spell he had ever

fortress to the north-east of Nehekhara -

0y

" darken and the ground shook. As his
~ spell reached its crescendo, a great
wave of power surged from the
- sorcerer’s body, washing over the lands
‘of Nehekhara and stealing the life from
everything in its path. Crops shrivelled
- and animals perished within seconds.
The last people of Nehekhara fell to the
.ground, their skin withering as if they
- had aged a century in the blink of an
- eye. Within minutes, there was not a
single living creature in the entirety of
- Nehekhara: Nagash planned to raise
- the entire population of Nehekhara, an
unstoppable army of the dead that he
could use to conquer the world.

Ty

While Nagash was 16t in his dreams of
i triumph and - drained of - power;

bia.de was pushed 1nto hls hands i\ﬂd

beneath Na_gash"s :

lost: people, Alcadizaar sat upon his

Nagash began to cast the greatest and

conceived, As he chanted within his

T

~ the sky for hundreds of miles began to

.he stumhlcd inm_,_agas

“dead cities were the - wich re

long " sleep of death ‘with

“performed on their embalmed bodies,

shattered.

room where the twisted sorcerer was
recovering from his great. exﬁeﬂdl' 3
of energy. A mighty battle ensued, and -
Nagash was eventually cut dob'm ﬁyﬂle 4
last king of 'Khemri, Alcadizaar |
disappeared from' the history booksi
filled with horror at the obscenities he
had seen, and having witnessed the |
dcath of h:s bebved realm AL |

THEKINGDOM 3
OF THEDEAD

The only things that moved within the

ancient I.lche Priests, The:r odi

already extended far. bujraud_.__t'he
natural life “span, seeme& 10 btq
unaffected by the curse of Nagash i
Though they could not guess it yet, |
they had become immortal at last — o
though in a manner nune c;mld have 5
foretold. . ;

Nagash'’s foul magic. peneu-atcd the
tombs of the kings and reverberated '!
throughout the charnel pits of thedead <
city. His cruel spell affected these dead: |

kings and their minions in a different

manner, and they rose from their |
resting places. From long-forgotten
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~crypts, skeleton warriors burst forth,
ready to do thqir king's bidding. After ‘]
- centuries of entombment the stiffened
_corpses of heroes and ancient generals d
“stirred.  While the skeletal warriors

were lirtle more than automatons
'awaitlng their lords! “directions, the
kings and princes awoke from their
:h.eir*_
memories and faculﬁgs intact due to
the  incantations of = preservation

ik '.-x:.A.\..‘:. i
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They emerged from their tombs in

horror. They had expected to arise |

resplendent from death into an eternal |
paradise, yet their bodies were little
more than crumbling husks, their land
was in ruin' and their kmgdoms‘

The ambition ancl pride that had driven
the Nehekharan kings in life still
resided in their ancient bodies, and

o e sl L

_they instantly set out to reclaim their

~empires as best as they could. There

r' Alcadizaar, the last living king of -

~ Nehekhara, was mysteriously freed
 from his prison by a group of hunched, = ¢
he‘avﬂy cloaked Creatures. A pewerful i _‘those who were great and powerful in

Iiﬁe ‘were now: but one amongst many.

were hundreds of kings, for the
tradmon of embalming the dead had |
ex:su:d for countless generations and

i saf ¥ it



¢ were long battles in  the
scropoli amongst the kings, and
pusands of skeleton warriors were
iroyed. In  Khemri, the battle
petween rival kings lasted for two days
before the tomb of Settra opened and
the King himself, first and mightiest of
il the Kings of Nehekhara, marched
from his resting place accompanied by
housands of his personal guard, He
truck down dozens of lesser Tomb
Kings, destroying them utterly, and his
fomb - Guard overwhelmed  all
opposition. Before long the kings of
Khemri bowed their heads to him, the
catest of all kings, and soon he had
‘reconquered all of Nehekhara.

1
-

etra commanded the surviving Liche
‘Priests to explain to him why the
‘awakening had gone awry before the
right and proper time. The Liche Priests
cowered before the outraged king and
told the history of Nehekhara since his
' passing, over a thousand vears
_previous. As best they could, they told
- Settra  of the spell that the foul

ity oy e,
Nagash h!d‘:ﬂast i:iir'sfng Nehckh;ifﬁ.
all e, ¥ o

Settra listened with a controlled rage
simmering within him. Once he had
learned all he could from the Liche
Priests he commanded that the Kings
return to their eternal rest. The Liche

Priests were expelled from his sight, for

Settra. in his vanity believed that his
own powers far surpassed those of the
Priests who had lied to him. They were
given the duty of watching over the
tombs and Nehekhara itself and to
awake the kings as neceded. Setra
vowed ' that he would stay vigilant,
taking stock of the world and waging
war as was his wont. In particular, he
would watch for the hated Nagash who
had cursed him, for he knew that the
necromancer might yet reappear in the
world, and whose magic could. still
threaten his immoi‘tality.

So it was that Nehekhara became the
Land of the Dead,

YEAR 1251 Settra, the king
commanded that his mighty war mlleys be

brought farth from the torib pits to sil

mce more upon the siver. When this was
lose sceording to-Zne Kings command. they
went forth upea the s to distant Linds in

Fider-1o seure caprives

YEAR (252 The return of the war fleetr of
-G Bringing caplives 1o be st 1o work
o The king commanded that wells for pure
water be sonk: and troigation camle be dug so
that Khemri might be restored a5 in {ormer
days. These things were dote and the Kings

heart was-gladdened

YEAR 1520k Prince Dhekhesh went forth

against the Khrokodites

YEAR [78% The coming of the 1omb robbers
il the Kandites to wiolite and pillage the
tombs of kings.

R 2087: Strife m vhe

palis of Nomas

YEAR 2026 The. war Tleer of the kimg went

forth 1o seize captives from distant lands on
the cleventh occavion of going Torth. This
time the ships feturaed empty on accovnt of

a battle upon the sed

YEAR 2585 The coming of sorcerers: from
smong the desert dwellere seeking sorolle
Thiey rehsacked the Necropolis of Zamdri and

slew many Liche Prieste who were guarding

. the scrolly, This they came vnto Khemri aod

broke oo the tombe of kings causing them
to swakien, in wrath Grest sliughter was ' made
among them

YEAR 2603 A mighty horde made vp of

nutnestips arniors of unkutn tribes, clad T

iron. canve into the fand of N 1 from

the lwde of the desert dwellers They fought

sganst the Tomb Kings of Zandes bot

fraet
mot “to Khemed Hating passed thus across

the desert, Yeey diappesred mto the wilderness

Some smang them despoiled:tombe ind séired

goldand dleo eralls of the prieste

R 2877 Ky Rakaph i

auiniet. the desert derellers and ceized wribuse

stle-thres time

Year JI5E King Setirs seat forth with- his
entrre arimry aginet Nomae and overthrew the
rebellions ones Yelore they hod atsen from
their toril vanlts. The stoses which nd
been takets febn. thie Pyramid of the King in
former days were brought back info Khenin

and the Pyranull of the King was restored

YEAR 03 King Uus set out from Netas

i

e High' Lountry and seized the plices
of gold [rom the Kizadites. Then the
Kazadmes cyme dowh into the Necropolis at
Numas to despoil the tombs and {oughs
agnnst the army of five Tomb Kings. Great

slughter wir iv Numas

YEAR 3656
Nelrekhars seeking 10 despoil the Necropblis

he Tilifes came mto

and carry. ofl gol
the Necropolis of

King Memniesh fought agsinst themmany

They desy

iled tombs 1

iri. King Behedesh and

times, desistimg not in the attack while they
remaitied an the land,

YEAR 3660: Feir alll Sevtey {he Impefishable
embarks dpen bis grest purge and biging 3
new ige ol Comqueitl seeking to expamt{ his
realm The srimiss of Nehekbare st behimd
fim, yod thius the grent ‘expansion Hegins

PSP —
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"Thc -c:rly morning sun sparkled from the tips o
~ thousand spears, glittered across sixty thousand gilde

%‘if‘w““ L AT e "

|thly

ows
and shone radiantly from five thousand chariots The army

a sea of gold and white,

At their back was the massive city wall of Khemri, s:vcnt)?
feet of black gramite and green marble rising directly from
the sands of the desert. and beyond hay the great city it;:‘lif
picked out in blucs, yellows and white, The Black P)rn'mid
loomed over the landscape. casting its great shadow agfoss the
fands that had once quul:d in fear at the mere mcmmn of a

. nmamc - Nagash.

- Now Alcadizaar stood in defiance of the ancient’ enemy, his
~army mustered from: the furthest corners of Nehekhara He
+ had the fincst charioteers from his own city of Khemri,
~deadly archers from Zandri, and the elite Sphink Legion from

Quatar. His right flank was guarded by the Sun Cohort of
Prince Imrathepis. guardians of the Gates of Numas. On his

. left were the chariots of the Jackal Squadrog’of Mahrak, long

time adversaries of the traitorows Lahmians. At the front of
Alcadizaar s army stood trumipeting tuskas. the dark-skinned
Ebonian auxiliarics gathered in Ioosc formations around their
massive, grey war beasts.

Such a host had not bgfn'—;;ath:rcd for many centurics, but

‘now the ancient threat returned. Word came from the cast that
- at the head of ‘the.dead army rode Arkhan. = Sorcérer of the
~ Black Tower. thrice—curscd undying general of Nagash. With

him came Wsoran, dread blood-drinker of Lihmia who was

- impervious to mortal weipons and could defcat a hundred

]

- Alcadizaar the Conqueror was spread out across the dunes like :‘F

men singl andcdiy. At their back was the army of Lahmia,
raiscd “from their graves to march to war once again. If

fcadizaar were to fail in his duty today, all of Nechekhara
would be plunged into an era of darkness and death. The
vampires would feed upon his loyal subjects, his great palaces
would become charnel houses and the long sleep of his

ancestors .would be defiled by black sorcery.

Alcadizaar watched the rising sun. As he contemplated the
battle to come. the distant sky began to darken. A great cloud
of blackness secped over the horizon, lecching all the light
and vitality from the air. The sun itself turned dim and soon
was lost and the chill of night swept across the desert. He
could scnse the fear of his soldiers, and heard therr disquicted
murmurings.

With  unnatural speed, the dark storm clouds gathered
overhead. In the gloom that was left, the army of the dead
advanced. In macabre motkery of the Nehekhiran host,
chariots of melded bone and sinew raced alongside skeletal
cavalty. - Archers with their flesh long stripped by carrion
advanced with bows bent. Above the sea of bone. ragged
banncrs fluttered in an- uwnearthly brecze and the air itself
warped and shifted with magical encrgy.

Alcadizaar was filled with a deep ‘anger as he watched the
shambling horde approach. He thought of the terror that his
people had lived under for centuries: the silent threat that had
loomed like the shadow of the Black Pyramid over numerous
generations of Khemrians. Here and now he would end that
threat. He would crush Arkhan's a'r'm.}'-and“cm. off the head
of Wsoran. He would mount: their corpses on the front of
his chariot and ride at the head of his host across the
mountains to raze the city of Lahmia,

_ Raising his goidcnhcdgcd sword into th: air, he signalled the

advance.

s




TALES FROM THE OASIS

Welcome to my humble camp, please be seated and el
refresh yourself. One of my serving girls will see to all
your needs, for here at the Qasis of a Thousand and One
Camels all are friends. This paradise of the desert is the
last refuge in a god forsaken land, here the living may
seek rest, safe in the knowledge that come dawn they will
still be breathing. Out there in the great desert of
Nehekhara, the dead outnumber the living a thousand to
one, and only the brave or the foolish dare trespass on
their land — are you brave or foolish my friend? My name & i
is Suli and | am but a humble trader, but my knowledge of e M a2 L
these lands is great and perhaps before you venture into £l '
the desert of che dead you would take heed of my words. A

Countless times have | travelled through the lands of
Nehekhara, and yet still each time my belly fills with

fear. Just half a day’s ride from this very spotlies the
ruins of Bel Allad. Once it was a thrivingeity.and the
home of my family. That was before the.coming of the
sleepless ones. As a child | had heard stories of the dead -
that did not rest. They were as fanciful as the stories of -
djinns in bottles or of carpets that could sail the skies.
Then one accursed summer the breeze that blew the fresh
aiy, cooled by the Great Ocean, suddenly changed
direction. For months we were ravaged by an unbearible
hot wind that brought with it sandstorms from thé east.
The fields that surrounded the city failed to pmdu& 2
harvest and mighty dunes grew around the eity walls, Yet
even as the people of the city began to perish. from ¢
starvation and thirst, we still remained hopeful chat the
storms that burned our
throats and flayed
our skin would abate.

I



i

en on the eve of the festival of Djaf | witnessed such
orror that to this day it still haunts my dreams. Crowds
ed the streets in celebracion, then without warning the
ies grew dark. As if summoned by foul sorceries, a
witling dast storm raced towards the city walls. |¢
ached up to the very heavens themselves, sweeping our
fattle into the skies. My people desperately sought
elter, but even as the storm passed dur torment was fot
Inded. From the east there came a swarm of insects, the
H hum of their wings growing louder and more intense
fith each second they drew closer. With savage ferocity
fhey attacked us and I lie to you not, some of these beasts
fere larger than a man. They burst from the ground itself
Bnd che streets became a living carpet of death. They
gulfed my people and those who still could fled in fear.
Ohnly a handful of us survived and of those few only |,
Buli, dares vencure back to these lands.

£ was a few years later that | returned, a young lad in the
ploy of my uncle as a camel driver. Our small party had
raversed the deserc for many days, at times making camp
ith the nomad tribes who know each.and every place to
ather water from the accursed dry-sands. We had been

N..‘.l:"

hired as guides by the manservant of a collector of
antiquities for a considerable sum. They wished to make
their way to the ancient ruins of the once great city of
Khemri. Little could | believe my eyes when | first saw
the great pyramids. For many miles a huge black monolith
loomed on the horizon dwarfing a second golden pyramid
beside it. Even in the harsh glare of the desert sun | felt a
coldness surround me as | stared at that dark construct of
he who shall not be named. As we drew closer | was
astonished to find that the entire city consisted of
hundreds, if not thousands, of smaller pyramids. When |
say small, please understand, even the most insignificant
of these constructions reached a hundred feet into the sky.
They littered the desert like a small mountain range and
from the top of a dune | could make out a vast labyrinth of
alleyways interlacing between the ancient tombs.

We made camp in the old city, insignificant in size
compared to the necropolis of the dead. ¢ is the safest
place in the region, for they say the dead do not vencure
withinits walls. The stranger who had hired our services
left the camp at sunset with just a whip for his protection.
A reckless urchin, | could not help but follow him.
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He and his servant crossed the dunes and entered the
forbidden city. | was eager to follow but my uncle
commanded that | stay, Three days passed and we grew
weary of waiting. My uncle told me that we would leave
come momning and, with this knowledge, that night | crept
away from the camp into the necropolis. The tracks of the
stranger were easy to follow, for in the city of the dead even
the wind is silent. After many hours of weaving in and out of
the narrow streets, sometimes following the tracks in circles,
| stopped dead in front of a pyramid.

lts entrance lay open but fearful to enter | hid outside, hoping
that the stranger would emerge with a hoard of ancient gold
and gems. Many hours passed and | fell asleep, dreaming of
the wealth | would soon possess. | was woken by a hand on
my shoulder; sleepily | opened my eyes, thinking it to be our
heroic employer. Instead, before me stood a horror that will
be engraved upon my mind to my dying day. A being dressed
in ceremonial robes, its brow adomed with a fine gold crown,
stood over me. She, and | use the word loosely, was clad in
half decayed bandages, and her two lifeless eye sockets
stared mto my very soul. A bloodied, jewel-studded blade
hung at her side. In one hand, bony fingers grasped the
severed head of the stranger. | leapt up, my mouth uttering
prayers to the gods, and sprinted away, running through
dozens of skeletal figures who snatched at my clothes.
Arrows fell about me but | was fast and had youth as an ally.

Weaving and dodging through the streets, | escaped from the
terrible vision.

[ do not know how many hours | ran through that vast
labyrinth. | can only thank the gods that | found a route out
from the necropolis, for there are many who have not been so
fortunate. My uncle found me lying face down in the sands.
Exhausted and panic stricken | told him of the dead that
walked and of the fate of the stranger. We left immediately

and to this day my uncle has never returned to the lands of
the dead.

After such an encounter, why do | still travel these lands! |
ask myself that same question over and over. Whilst
awaiting the return of the unfortunate stranger, my head had
filled with visions of gold and treasure. From that moment |
think my fate was sealed. Riches, my friend, are a strong
antidote to fear, and believe me | have seen the riches that
these barren lands hide. Many are the expeditions that |
guide through these deserts. The seemingly empty lands are
filled with an abundance of paradises, buried beneath the

«deep sands. It is all there for the taking, you just need a good

guide and a heart of stone to conquer the fear that'will serike
through your soul.

Should you wish, for a comparatively small fee | will guide
you through the desert. Without my help you will surely not
even make it past the Pools of Despair. What foul magics
created those mirages | know not, but they have led many to
their deaths. As your supplies of water begin to run low
suddenly a lush oasis appears before you. Men are driven
mad as they strive to reach these false visions. Only four
days ago | passed the remains of one such poor individual.
His canteen was filled with sand and he had died scooping
handfuls of the desert into his mouth, thinking it to be cool

water.

| see from your expression that you still doubt your need of
my assistance. Even should you make it past the endless
mirages and visions, then where would you head? To the
norch perhaps, where lie the ruins of Zandri. Here the Great
Ocean meets the desert and at the mouth of the River
Meortis lies this ancient port. Once the great and noble King

Amenemhetum ruled over this city. During his reign he built
a vast fleet and sailed the oceans, conquering the lands
across the seas in the name of Ualacp, the vulture god, His
kingdom extended deep into the lands to the north and
under his rule Zandri became a fabulous and wealthy place.
Now the city is all but destroyed, and the streets are quiet. -
The seas around Zandri are a different matter though.
When the Dark One woke the Tomb Kings they waged war
on each other. In death, as he had in life, Amenemhetum
was content to be ruler of the oceans. | have seen the King’s
ships sail the coast with my very own eyes. Ancient vessels,
but still as glorious as they were when the King still lived.
Even in death it is said he continues to raid the world, his
ships ceaselessly sailing the seas, rowed by skeleton slaves
doomed to an eternity at the oars. No coast is safe and even
the most experienced captains know to steer clear when they
sight his fleet. The coast around the Mortis Delta is filled
with the sunken wrecks of pirate ships that have foolishly
attacked his fleet in search of treasure.

Perhaps you would strike out to the east, for here lies the
city of Numas. It is a treacherous route and one which the
traveller should tread carefully. You would find yourself |
passing the Springs of Eternal Life. However, although your
canteens would by this time be running low, do not feel
tempted to drink of the water. | have witnessed a man do so
and, trust me, the immortality.he was granted was not one
that | envy. No sooner had his lips touched the water than |
stood horrified as, before my eyes, his skin withered and he
perished in mere seconds. | was rooted to the spot as |
watched his skeleton form march into the desert, heedless of
my presence. Now | imagine he serves the Tomb Kings, an -
undying slave ar their command. .

In Numas they know my name and welcome me;, but | am
one of a handful of people that is allowed passage through
the city gates, In Numas, life has returned to the desert and
once again crops grow around the city. Numas is a '
marvellous place, and over many centuries the pyramids
have been restared to their former glory. But do not be fooled
into thinking that the people there would welcome you. The
Scythans were once a nomad tribe who came to Numas to
worship their god. They believe that the Prince of Numas is
a manifestacion of their god and so have dedicated
themselves to his service.’ Each day they tend to the
necropolis, guatding the tombs from those who would seek
to defile them. The Prince now rules over the living and the
dead and both live in strange harmony. These black-robed
nomads patrol the deserts, warning Prince Tutankhanut of _
any intruders to his realm. In return the nomads are allowed
to live in the city under the protection of soldiers who do not
sleep. Though why any would feel safety when their lives
are guarded by those who are dead is beyond me.

When the Prince goes to war, his chariots race alongside the
white Arabian steeds of the Scythan warriors: living-and
dead fighting side by side. | have heard it said that when a
Scythan warrior dies, his body is left in the desert for the -
carrion to pick his bones clean. After forty days and nights -
his skeleton is carried back to the tombs where it is prepared
5o that he may continue to serve the Prince in death as he
did when he was alive.

The realm of Nehekhara is indeed massive. Past the
mountains lie the cities of Mahrak and Beremas and, of
course, the famed temples of Lahmia. It was there that -
Queen Neferata ruled over the people for centuries. To get
to these cities, though, you must first brave the Charnel
Valley, also known as the Valley of the Kings, but named by




nomads the Valley of the Dead. Here at the entrance to
pvalley lies che magnificent palace of Quacar. Built into
wery walls of the canyon pass, it is a truly awesome
Bt | have travelled far and wide across this land but

ir seen such a magnificent piece of architecture. Great
s carved from the valley rockface line the hundreds of
s that lead to the palace gates. Throughout the entire
th of the valley are carved colossal statues,
entations of the kings and gods. It is said that a
ul priest has taken residence in the palace and he has
d the secret to bring the statues to life. If you are wise
B vou would stay clear of that place - no living soul dares
gl through the Valley of the Dead, for of the many who
set forch into the valley none have ever returned. Even
fid vou survive, ask yourself what would you seek in
1a, for only evil has ever been born in that land of woe.

1s one place that no amount of money could tempe me

you to. Be wary of marching to the south for chere an

®xudes across the desert sands. It is here that Arkhan

lack builc his tower. Arkhan who fought at the side of
o Shall Not Be Named. Arkhan, who slew

ess tribes and even gave his own life to protect the

t evil that has ever set foot in this land. After his

the tower lay dormant; a shactered, empty husk that

ithe scorpions avoided.

y | have word from the nomad tribes to the south
tower is inhabited once again. No one can be

who lives in the tower now, as each dawn, when the
ays cross the dunes, the tower vanishes from where it
5 to appear in some other location in the desert. The
say that Arkhan has risen and once more seeks to
Ms shadow across the land. This is grave news for all,
Brkhan the Black has recurned then all should fear lest
er soon follow. If this is true then all in this land
take heed. The Tomb Kings whom we fear so greatly
isoon prove to be our only salvation.




. Great Desert
of Araby

N R T —— o

=
Ao B
Battle of
the Bitter Wind

P ol e s in de ol e i bt e S (Lt st et .
; .? M - & . i I'. e
7
£
v

. N
Mortis Battle of the o
Salt Plain

i The Bartle of the
Golden Skull

Swamp of T:r;o:

hasd A

Bel Aliad_ |
Ruins -“"";___“‘ .thc DCa
‘;E‘t ‘? ‘\-\ o,
Pools _u{ _
i Dl Black Pyramid
of Nagash 3
Black 'T;wcr Springs of = ~ —
f Arkh Eternal Life | j;
of Arkhan - ;}ty.%j‘
|
A The Cracked §
e~ Land If
e T o
DN SREIT AN f
s /
TN~ =5 ‘ ‘& é o
¥ R
— — ~ _Shifting Sand S
\\lt_ng_..‘a_n.s__.——--—--—f ¥ ‘&\
{
} - - -
S Arabian City
7/ Zamesi of Ka-Sabar
‘ Tribes
Athiopos

Imperial Colony Tribes

Great Sandy

MILES Desert



5 &Dcsolm Thc Plam of Bones

_ : ';f N:gasb\/\(\~
/\ 2 A

'.-..: . The © X TheNortress
| (& ~Nagashi £ Vs
; (N4 Sour Sea [ /\Mlsﬂsh s /\-/\/\Q-é\/\,\ Battle of s Rusins 8
i Cored M4 A the Grey Hag Gk
' Fife o 3

Misty Mountain
—_

/\’"’ﬂ‘

The Broken eleeth
‘ _'m'r /\/; : Yooy

LATN ’ I~

Y i
Thc Stmts of \@ : _

Aountain

/A\
M ﬂls TITH%I\ CuISCd
Lahmia, f' 2
> 44

/\,<\f\ e

s

N
The Batile of A
Phar's Legion A

T 4N
Devil’s Backbone

3 A\ e Aol
/\’\Rcsﬁl PII.IE‘L' of
)\/\/\/\‘\\C\_}' of D“JY :>\ 'Qgtcn Khalida
/7 /\/AJ/\J\\/\A v

Doom _. _'-"
. Glade

P -
., . . -
AL, Swamp (G

Battle of
Old Cods

ﬂCratcr oi ‘the -
{Walkm&g[)cadl’;

KEY TO MAP OF THE LAND OF THE DEAD
m Settlement » Battle
88 Necropolis % Ousis
& Fleat $ o
====_ Trade Route )f\ Volcano
Towe:: Duliscsting Bl ok Nbihass

; :
/-Q/:\\,\/\/\\;\\A o Qo)

b aia

T ——




e

{ P“Chf-d ﬂspy voice called uut to m r.omudr_

ndors a[ thc aamm dust [ﬂlzd tomb I'm&: i omatc
' s_arcophagus the cntombcd king: opened his’ slumllcd
lids, rcw;altng two. bhck :mpty soulless sockets, -

#Leave it Gribbit, that stuff ain't worth whttin in"a htgh

"Shut it Ragwort, da oss hkcs big swotds :pd dts onc is dead

~shiny.” 2 sccond voice called back T .
~Gribbit stepped. over the hnsr. plh: qf fglicn spum aud shiclds

around in a chest full of |
already throwing the valuable mcklmu around. his neck and

carrying 3 curved golden” blade thlf was as long s he was tall
He scurried up to his Gohi‘m ¢ who was footing

ry and- ‘gems. Ragwort was

on]y stopp:d wh:q he- ﬁit Lu hm b;u:kl: with the weight.

e small dark- chamb:r wmmdcfealy lillominated a5 the

torches on the walls ﬂ;ted into light. Both of the: Goblins
froze, staring at cach o’tb;f. ceyes wide in fear. Burdencd by

* their ill-gotten, tréasures, ‘ncither Goblin was shle 1o flee fast

enough to escape the sword, as it swept down in an arc
scvering the: heads of the two thicves with one fell swipe.

The b.fndagc—chd figore left the ransacked chamber, walking
down corridors that had not been disturbed for centuries.
Reaching what appeared to be a blocked passageway he laid a
bony hand on the wall, pressing his long white digits into 2
recess on the surface. Stone grated heavily on stonc as a
doorway framed by light appeared before him, the bright glare
of the desert sun banishing the darkness of the corridor.

From his elevated position high on the pyramid. the Tomb-
King watched the dust cloud of an army marching to the
north, away from his necropolis. The smaller pyramids lay
broken and the once prom’i colonnade of statucs that led to the
necropolis had now been uncercmoniously. toppled. The Undead
king watc}md as a lone figure climbed up the steep steps to
where he stood. As the ancient human, dressed in fine
ceremonial robes reached the top, e rested his weight on his
staff in an attempt to catch his brcalh The Tomb King turned
to face his scrvant. addressing him i in an anmnt tougua

“Pricst. summon my army.”

* & &

King Phar stood unmoving upon his orpate war chariot. In the
distance the Tomb King heard the deep, heavy pounding of
tribal drums alerting the Orcs to his army’s approach. He had
expericnced that same sound many centuries ago when blood
flowed within his mortal flesh, Back then, those same
drumbeats had chilled his blood with the thought of the
coming battle. Now he felt nothing but cold contempt for

these pitiful creatures, In over two thousand years they had not -

developed as a civilisation and he would be glad to purge them
from the face of the world The greenskins poured out from
the camp’s crude wooden gate. At first they seemed an
undisciplined shambling horde, but the Tomb King knew better

than to undercstimate their instinctive warlike abilities, Within _
minutes a solid wall of greenskins faced his army and advanced

forwards. Guttural chants sounded out over the ponndmg of
the drums as the Orcs went to war. -

From Phars commlndmg wtwpomt th: neat ancl dnmphud
tanks of his own army were dwari:d by the advmung. tecm:ng

seconds’ later. Within minutes, the once solid wall of Orcs was

~sounded across the battleficld as the King's cavalry and chariots

By now the Ores were so closé to the front line that King

. was the odd gold neckpicce, ancient treasures from Phar's own
- collection. Calmly, the King reached out and grasped 2 huge 1

|
4
i
hm'dc ; |
“Your majesty.” King Phar turned to {acc the Llchc Prlest who
addressed him. “What is your wlll?

-i

- The king turncd his crowned sktictql head towards his archers, |

He nised his sword and with that signal the skeleton archers
loosed their arrows skyward. Before the first cloud of arrows |
had desuncled into the Orc ranks. a sccond volley was |
airbotne. King Phar watched with satisfaction s arrows that |
appeared to be saling over the heads of the cnemy twisted in
mid-flight. carcering down into the centre of the Orcs’
formations. Dozeas fell with the first volley. followed by more

in disarray-as the onslaught of cochanted missiles’ continued to 3
fall. Orcs began to flec back towards their camp and within

the first few minutes of battle it appeared as though the Orc
army had been defeated. Dl .8

Theo from the Orc camp came the heavy pounding of hooves -
on soil. Bursting from the gates rode s mighty Orc. Mounted
on a huge boar and clad in an assortment of thick plate
armour, he bawled at the panic stricken Orcs, who now turned
once more to face the King's army, Undavnted by the hail of 1
arrows that rained down amongst their ranks, the Orcs again
marched forward, quickening their pace as they closed in on
Phar’s loyal soldicrs. The King signalled to his troops ‘again
and the skeleton archer formations closed their ranks, forming
into defensive ‘blocks. Gaps in the solid linc had now been
opencd and the rumble of wheels and clatter of skeletal hooves

tode forwards. Suddenly. a dark shadow sped across the :
ground, growing larger by the sccond. Phar looked up to see a |
huge bat-like creaturc sailing down towards' the newly - reformed
skeletons. With 2 mighty crash, bone splintered and broke as
the creature descended into the midst of his force. He spied a
sccond shadow and this time could make out the form of 2
winged Goblin diving to his doom. This time the suicidal -
creature crashed behind the formation, leaving a bloody pulp of
metal, flesh and canvas on the dusty ground. Phar spotted a
small line of Goblins behind the Orc lines, flapping huge
canvas wings in anticipation of launching themselves: skywards
from a huge catapult contraption. Uttering an ancient
incantation, Phar was more than satisfied to_sce the ground
around the catapult crack and split as a huge scorpion rose
from out of the carth. Its massive pincers sliced one of the
machines crew in half before its immense stinger thrust
forwards, repeatedly striking the small Goblins who fell to the |
floor. convulsing as the poison took hold. The sudden attack
terrified the doom divers who ran in panic, flapping furiously
in a vain attempt to get airborne and out of reach of the
monstrous beast,

3

A

Phar could see the grizzly trophics that hung round their
nccks. Amongst the tecth and skulls that adorned their necks

|




om 3 weapon rack on the front of the chatiot. It had
4 long time ‘since Phar had used this weapon ‘and its
ht felt good in his hands. The weapon's ornate carved
adle cpded with a series of chains, from which hung'¥
lllls of conquered encmics. For a bricf moment the skulls
ackled with small flashes of lightning. Spurring his steeds
to action, Phar's chariot rolled slowly forwards, gradually
picking up speed.

Following his lead. the rest of the army marched s onc

owards thc Orcs. The King signalled to the chariot next to
im. A gold armoured icon bearer nodded in acknowledgement
'_ waved his long staff. to'p'p:d with 2 crescent and engraved s
own the length with lucroglyphs that told of the bearer's /7
blc feats. In life, the icon bearer had been Phar's mightfest
chas p:on and the King's own personal bodyguard, now in/

eath be still rode to war 3t his Kings side. The dusty ground
b the Orcs’ right flank cracked and split apart as a dofen
keletal stecds rode from the ground itsell. They charged into
h surpns:d Orcs' flank and with this shock attack, the King
nzll:d for the rest of the army’s chariots and cavalry to
charge. The decorated constructions smashed into the ‘ranks of
th 'grcr.nskins. gold trimmed wheels crushing the Orcs bencath
them. Orcs fled before the combined onslaught and spears
hrust through their unprotected backs. Phar's chariot rolled
over several bodies before smashing into the boar riders, who

d been taken by surprise by the severity of the charge. Phar
spotted the Orc warboss, and stecring the stecds towards the
nassive foe, he swung his flail in 2 wide arc above his head.
‘Lhe warboss leapt off his boar to avoid the collision.

crunch of wood followed as the chariot splintered

3t the impact with the huge beast.

Within seconds the Orc won his feet swinging his
massive crude choppa af Phar's lﬁﬁ"{h:g:c's blow fell wide
and the King brought”his flail down in a powerful sweep.
With a sic:‘.Mch the skulls smashed into the Orc
before he coufd strike, shattering even his thick-boned head.

S::ing Ahicir warboss fall was more than the greenskins could

‘.,%ﬂtt"/and as their courage failed them the cowardly savages fled

“to the safety of the mountains.

/ As his warriors picked the jewellery off the corpses and carried

it back to the Liche Priest, King Phar surveyed the land
around him. During his reign he had cleared much of this
mountainous region of Orc tribes. Soon the time would come
when he would conquer these lands again. but for now he was
satisficd that the Orcs would think long and hard before
disturbing his slecp once more.

Back in the ruins of Mahrak, the torches in the small tomb
chamber slowly burned out and the recovered treasures in the
alcoves of the pyramid vanished in the darkncss. Encased in his
sarcophagus, King Phar once again closed his eyes. his arms
crossed upon his chest, and grasped in one hand was the flail,
now adorned with a new skull with huge fang-like teeth.

Ve




- war engines of the Tomb Kings armies.

UNDEAD

Al models  listed in the Tomb Kings army list are
Undead. -

Note. that the Undead special rules for Tomb Kings
armies are slightly different from those for Vampire
 Gounts armies: due to th(. d:ﬂ‘erences in the magic
dnimatmg them, :

All Undead 'in ‘the Tomb' nga an'ny list have the
following special rules:

E TOMB KINGS

This section of the book is the Bestiary. In it we will be looking at rbe déﬁ"erem froop rypev heroes, monsters and

‘The army must include at least one Tomb King or

- The General

Tomb, Prince, who will be the army’s General. If thc
army includes more than one Tomb King or Prmc.e,,
the one with the highest Leadership will be ithe
General. In the case of two or more characters having
the same Leadership value, the player can decide
which will be the General. Remember to. tell your
opponent which model is the General at the’

beginning of the battle. = ;

The Hierophant

The army must include at least one Liche Priest or
High Priest who will be the army’s Hierophant, the
one responsible for the awakening of the entire armyl
from their ancient slumber.

1
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Battle Standard :T"
Undead that are within 12" of their Battle Standard
suffer one less wound than they normally would when
defeated in combat. Eg, a unit of Skeletons loses a ]
combat by 3. They should lose three extra Skeletons 3
. but, because the Battle Standard is within 12", they i 4
nni g of the battle. only lose two models. | &
Hicrophant is destroyed, the Undead in the : {3
wfi]l start to sflowiy crumble to dust. To represent Immune To Psychology {3
::?l; ear:(# tl:)é t:::gﬂ‘l ‘-ﬁgw:::‘::; ili;ﬁazzgal:;rﬁ Undead are !rpmunc to Psychology (see page 112 of
r all Undead units on the battlefield must the Warhammer rulebook). .
Leadership test. 1f the test is failed, the unit | a2
| iumber of wounds equal to the number they Cause Fear o
Leadership test by. No saves of any kind (not Undead cause fear (Warhammer rulebook, page 81).
aves or chenerat:on) are allowed against 1 U
5. Eg, a unit of Skeletons (Ld 3) takes the Marching
d rolls a 7 ~ the unit suffers 4 wounds (7-3=4). : 2
R neie sitfer. wouads S hesrnise of A Undead cannot make a march move, . |
troyed Hierophant. Units can use the Leadership . £ |
character leading the unit for this test or the Charge Reactions ‘N
neral’s Leadership if he’s within 12", as normal. If a Undead can only react to charges by holding. i
racter is riding in a chariot and he is not with a unit AN 13 |
riots, his chariot has to take this test but it can 54
“the character’s Leadership value. The Hierophant - : i
10 be destroyed (ie, permanently removed from i 3
table) for this rule to take effect. ] :
[

Break Tests

dead cannot be broken, but Undead units beaten
combat suffer one additional wound for every point
¢ lose the combat by (no saves of any kind, not
en Regeneration or Ward saves, are allowed against

ey-are riding in'a chariot, the controlling player
'__cide how to allocate the wounds among the
the chariot and the characters. In multiple
mbats, each Undead unit on the losing side suffers
¢ additional wound for every point their side has
st the combat by. If an Undead unit is wiped out by
mbat resolution in the first turn of a combat. the
aemy gets the option to make an overrun move as
srmal.

Arrows of the Asp

~ranks of the Tomb Kings army advance
tlessly towards the foe, able to fire on the move
ithout loss of accuracy. Their arrows are blessed by
s Asp Goddess and seek out their enemies
aerringly. Undead models in a Tomb Kings army do
Dt count any penalties or bonuses to hit when
wooting. :

ch wounds) If characters are present in the unit, or
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“Lord of the Earth, Lord of the Sky, Ruler of the Four
‘Horizons, Mighty Lion of the Infinite Desert, Great Hawk
of the Heavens, Radiant Sun, King of the Shifting Sands,

Reigoing  Till the End of Time, Eternal Sovereign,
Vanquisher of Enemies. He who Holds the Sceptre,
Khemrikhara, Settra the Imperishable!” '

A ‘sclection of the names’ and titles of Settra,
greatest Tomb King of Khemri

Tomb. Kings are the ancient and lorig-dcad rulers of the

land of Nehekhara. There have been countless kings
- during the long history of that ancient land, Each city was

ruled by a separate dynasty and these were ousted from

_powerand replaced by others over the span of centuries.

The Tomb Kings regularly waged war u pon each other to
spread their influence gver the entire land of Nehekhara.

. Greatest of all the kings were those of Khemri, which was

the largest and most proud of the ancient cities. It
became: established early on that whoever ruled in
Khemri was' the imightiest king in Nehekhara, to whom
the other kings would pledge allegiance and offer
tribute. All the kings shared the same lust for worldly
wealth and power, and the same ambition to defy death.
To_this end they founded the Mortuary Cult in order to
reawaken them after death. They directed the building of

great pyramids surrounded by extensive necropoli as
A strongholds for all eternity, and ordered that they be
“mummified and entombed within to preserve their

éhysical bodies for all time. : o

“The Tomb Kings are mummified corpsés awikened and

‘hang around their necks, and . they often wear the |

and craving for power that they had in life and are bent

< in their vaults beside the great tomb chamber of their
/. sovereign in an eternal council of war, waiting for the.

- the royalty of Nehekhara, striking down those who seek
* lament those who would dare strike down these ancient
warriors! The model responsible for the destruction of a

. final wound) must immediately take a Leadership test. If
- the test is failed, the model will suffer D6 wounds that |

inhabited by their undying spirits. Their skeletal bodies
are dried husks, preserved with pitch and wrapped in
bandages inscribed with magical incantations. Bedecked
in gleaming crowns and the regalia of kingship, they
retain all the majesty that they exuded while alive.
Amulets and talismans of gold inset with precious stones:

breastplate of ‘a military commander strapped over their
death-shroud wrappings. Entombed within the same
deep chamber is their kingly chariot and steeds. ready for
them to ride forth from the tomb shaft into the light of
day. Revived by the rituals of their priests, the Tomb Kings
awake from their death-sleep possessing all the ambition

on restoring their ancient. realms. If this means the |
reconquest of former wide dominions then this shall be
done, for a Tomb King's army, loyal even in death, rises.
from its rest at his call and is ready to march at his side
onee again. :

Tomb Princes are the sons of the Tomb Kings. Each of the':%
kings of ancient Nehekhara kept extensive harems and so
had many sons. Only one of these princes of the blood
could succeed his father to the throne. As for the others,
some died heroically in battle, and their bodies were
brought home to be mummified and entombed in a
place within the king's pyramid, as befitted captains of
high rank. There they await in the sleep of death, ready
to recommence their military duties at the time of their
awakening. Others lived on to serve their brother as |
officers and were thus éntombed in his pyramid to
continuée to serve him after death. The Tomb Princes rest

moment of awakening when they shall resume command
of their contingents. Those few who, through jealousy or
intrigue, attempted to usurp the throne were denied the
privilege of mummification and their bones were thrown
to the carrion of the desert. R

M WSBS § T W A 1d
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SPECIAL RULES

Flammable _ . A
Tomb Kings and Tomb Princes have had their ancient
bodies preserved ' through elaborate embalming
ceremonies performed by their priests, and are wrapped
in pitch-soaked bandages. Tomb Kings and Tomb Princes.
are Flammable (see p.114 of the Warhammer rulebook).

The Curse
A powerful curse hangs over thé¢ mummified corpses of -

to do them wrong. Countless tales abound of tomb
robbers aging a lifetime in mere seconds, and songs

“Tomb King or Tomb Prince (ie, the model that causes the
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ot be saved in any way (including Ward saves) nor
enerated. If no single model can be identified as
onsible for the Tomb King/Prince's dcﬂ{uulon (eg,
S des_troyed by missile fire from an entire u the
responsible must pass a Leadership test or suffehD6
ands randomised as missile hits. If the Tor

@ Prince was slain by a model riding 2 monster,
domise hits between the rider and his mount.

m ore than one unit is responsible for causing the last
and on a Tomb King/Prince at the same time (eg, he is
aroyed by combat resolution in a multiple combat),

a all guilty units must take the test as above!

TR, /
¥ Will be done!” : 7

ugh it is the magu: of the Liche Priests that amnmcs
'I'me King's army, it is also by the will and toric: of
sonality of the Tomb King himself that they move and
it. Tomb Kings and Princes are powerful leaders, ablv: to

il their warriors with their own vigour.

omb King may cast two Incantations (either Mankara's
tation of Urgency or Horekhah's' Incatation of
';: :tt:_c_)us Smiting) at a Power Level of D6, using them
gher on himself and a unit be has joined or on any
: rfrlendly Tomb Kings unit within 6", He n)ay cast the
me Incantation twice.

/

“Tomb Prince may cast Mankara's Ifcantation of
gency or Horekhah's Incantation of Righteous Smiting
g the Magic phase on himself, or himself and the
ait he has joined if he is W’lth'a’llnlt This Incantation is
ata Power Level of D6.

svered One, Veacrable ‘One, Lord of Scerets, High Pricst
the Temple of Years, Keeper of the Pyramid of Eternity,
erpreter of Mysterics, Prophet of the Lord of the Tomb,
aster of Awakenings, Bearer of the Scrpcnt Staff, Khatep,
: Enduing” |
& ~Names and titles of Khatep.- Liche High Pricst of Khemri

“their desire to defy death, the kings of Nehekhara
nded the Mortary Cult and appointed the
piesthood, of which the Liche Priests are all that remain.
priests were commanded to study the arts of
_ tfication and communion with the gods. Steadily,
ber many centuries, the priests learned how to preserve
corpse from decay until the art of mummification had -
feome very elaborate. They also devised a vast lore of
jeantations and rituals intended to enable the dead
g as well as his entire court and army, to be awakened
pm death. The first generations of priests, whose skills
d knowledge were rudimentary, died after prolonging
sir own lives far beyvond their natural span. They
d on their knowledge to the next generation of
iests who exceeded them in wisdom and expertise. In
is ‘way, their knowledge accumulated undl the fifth
eration of priests who did not die, though  their
bdies slowly withered away until they were little more
an living corpses. Thus the éntire priesthood became .
¢ Liche Priests, able to officiate the Mortuary Cult of

-their king in perpetuity, and they held great power in the

land. Indeed, they were the only subjects of the king who
could not be executed, since he depended on their
knowledge and loyalty in order to live beyond his own
death, In this way the priesthood became a formidable
power behind the throne.

*Each necropolis, with the pyramid of the Tomb King at its

core; has a temple dedicated to'the king's Mortuary Cult.
Here resides the Liché High Priests served by many lesser
priests. Only the High Priests have been initiated into the
deepest secrets of the cult. The priests have many duties

“to perform in the necropolis apart from the Ritual of

Awakening, including such tasks as renewing the seals
upon the portals of the tomb vaults, remaking
inscriptions which have become eroded by wind blown
sand, determining the moment of awakening and

consulting the spirit of the Tomb King by means of

oracles. They continue to perform these duties for
centuries because they cannot die a natural death. Little
more than long decayed corpses, their dry, wizened skin,
resembling that of a mummy, is stretched like old
parchment over their brittle¢ skeleton.

M W BS § T W
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SKELETON
SOLDIERS

i mighty army of the Nccropolls awamng ‘the command
of their lord. Valiant soldicrs all, who risc up at the call of
their lord and master.”

Hicroglyphic inscription over the tomb pits
of the Skeleton Legions of Settra

The mighty armies of the Tomb Kings, made up of
regiment after regiment of valiant soldiers, swore an
oath of loyalty before the gods to serve the king
beyond death, Thus the bones of those soldiers who
perished in barttle were collected from the field of war
and interred in the great tomb pits of the king’s |
necropolis. '

Those who yet lived after their lord had died marched |
as if on a victory parade to the necropolis upon the
day of the king's entombment. Here they stood in
their regiments, ready for death. Arranged before the
pyramid of their king in ranks, icons held proudly,
they were entombed alive. No soldier flinched as the
great stones were heaved into position blocking out
the light of the sun. Bravely they stood to attention as
the sand was poured into the tomb pits until the tops |
~of their standard poles disappeared from sight. There
they remain until the trampet call of the Liche Priests |
.awakens them and they once again heed the orders of |
their commanders. '

These skeletal soldiers fight in the same manner that
they did when living: Highly disciplined in life, the |
foot soldiers of the Tomb Kings fight in highly
organised ranks, turning and advancing in perfect|
unison. Archers unleash their-acrows in great clouds |
that darken the sky, blessed by the Asp Goddess so
that they seek out their foes with unerring accuracy. | |
Mounted on the skeletal remains of their once pr()ud
steeds, regiments of cavalry race across the open
plains to engage their foes, while other, more llghtlv
armoured horsemen scout out the movements of the |
enemy, and harrass their flanks.

These soldiers of the Tomb Kings, loyal for all eternity,
continue to practise their ways of war as they did in
centuries long past. ;

MoWS BS S =T "W--1: A+Id
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SPECIAL RULES

Fast Cavalry
Skeleton Light Horsemen are classed as fast cavalry
(see page 117 of the Warhammer rulébook).




CHARIOTS

e swift chariotecrs of the king. They who pursue the {3
¢ sovercign on the day of his awakening”

Hicroglyphic inscription over the tomb pits

of the Skelcton Charioteers of Settra. :

{

pride of a Tomb King's army are his charioteers. }
thekhara was the first great civilisation of Mankind, |/
d the place where Men first used horse and Lhdﬂ(}t/
e. The ancient armies of Nehekhara mcll.yfed
forces of swift, lightly built chariots uually
‘by a pair of horses. These fought in masstd
and were considered the elite of the /army,
ad “only the nobility were permitted m fight
X chanoteers This was considered (a great
cO phshment for in ancient Nehekhara horses had
) mccmly been bred as beasts of war. |

1]
e elite chariot squadrons were entombed beside

"_"pyramids of the Tomb Kings of Nehekhara, ready
serve their lords upon their awall'(cning, and
mmple over their foes as they had dong in his mortal
. Admired and respected foes-when they were
. the skeletal charioteers ofthe Tomb Kings riding
b battle strike fear in the hearts of all who oppose
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ight Chariots

Nehekharan light chariots follow the rules for chariots
page 126-128 of the Warhammer rulebook with the
ollowing exceptions:

aght chariots can be formed up into units of chariots
see page 127 of the Warhammer rulebook). These
units also follow the rules for fast cavalry (see page:
17 of the Warhammer rulebook).

ight chariots cause D3 impact hits instead of D6.

ight chariots have a Unit Strength of 3 per model
4 if ridden by a character).

ight chariots offer less protection to-characters riding
in them. When shooting against a character riding in a
light chariot, attacks will hit the character on a 5+
stead of a 6, and a light chariot _coriférls to the
aracter a + 1 Armour save instead of the normal +2
bsave. -

Chariot Units

As Tomb Kings armies can make wide use of chariot
units, here is'a summary and some clarifications of the
chariot-unit rules:

* - Chariots rank up just like infantry and cavalry
models, and benefit fully from any command models
they may bave.

* A character model inside a unit of chariots will only
benefit from the "Look Out, Sir!" rule if the unit includes

five or more rank and file chariots.

* Wounds on a Chariot unit Champion do not carry over
into the rank and file, and vice versa. In other words, the
rank and file lose a chariot for every 3 wounds suffered,
and the unit Champion is destroyed once be has suffered
3 wotinds.

* Chariots can only be joined by characters also on
chariots, and characters on chariots may only Join
chariot units. This means that if the character is with a
unit when bis chariot is destroyed, from the end of the
phase be is no longer part of the unit (you might like to
place bim 1" away to make sure this is clear).

* If a chariot is wounded in close combat by a weapon
that bas Strength 7 or bigher it is automatically
destroyed. In this case, all the wounds that the chariot
had remaining are counted towards combat resolution.
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TOMB GUARD

Scnnm:ls at the portal of Elcrmty Mlghty ones who stand
before the King, Valiant oncs. whom nonc shall pass,

Guardians of the Kings Tomb.”

Higfoglyphic inscription over the tomb pit of ‘the Tomb Guards of Settri,

The bravest and best soldiers scn-'ing thé Tomb King
acted as his personal bodyguards and palace guards

~ during their lifetime. In respect of this role, they were

honoured with the privilege of sharing his immortality
and buried close to their king within the regal
pyramid itself. Just as they guarded the palace in life,

80 now they guard the inner sanctum of the

necropolis. The prospect of sharing in the immortality

- of their king and serving him for all time inspired

these soldiers to heroic acts of bravery. They would

die where they stood r:;,ther ‘than reu-e | ap;l would_
. charge, aga.mst the MOSE. hO s odds. Tin

The Tombh Guard were entombed with the finest

armour and weapons, as well as gold decorations
proclaiming their bravery and devotion. They rest in
their sarcophagi, standing upright around the royal
tomb chamber. Here they stand to attention as palace
guards until the time comes when they are again
needed. If intruders violate the tomb, they will
awaken and defend their lord. If the king awakens
ready to go forth to conquer and trample the lands of
the living beneath his chariot, they arise and form up
at his side.

Just as the Tomb Guard were once the elite warriors

of the Tomb King, the Icon Bearer was his trusted
champion. Only the greatest and most trusted of
warriors was given the honour of carrying the king’s
personal icon to battle. The Icon Bearer was also the
envoy and herald of the Tomb King, given the duty of |

- bcanng hrs lords commands to distant, parts’ of thc

M‘.\hmbﬂngs of different cit

betwcen their n
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SPECIAL RULES

Tomb Blades

lomb Guard were excellent soldiers during their lives
nd  gifted with powerful weapons that had
Acantations of cursing imbued into them. Any normal

unts as a magic weapon (but all the normal rules lor'/
hat weapon still apply). The weapon also has the
c- ing Blow special rule (see page 112 of{the
V. hammer rulebook). Note that this rule does not

' Iy to any magic weapon that an Icon Bearer takes

. the magic items list.

USHABTI

:y “stand staring into the sun for cternity, thc physical
mbodiments of the cverlasting gods. Tremble ‘yr. who look
spon 1hr.1r divine forms!”

Instnpuou at the base of the Ushabti dcpfttmg the great gods of
. Nehekhara, at the catrance to_the Great Pyramid of Ra.luph L

ed into the likeness of thc many gods and god_desses :
bf Nehekhara, the Ushabti stand as guardian  starues
1 und the perimeter of the great pyramids of the Tomb
Kings. Standing three times the height of 2 man, they are
mposing monuments, and all who pass beneath their
hadows tremble. In times of need, the Liche Priests

mplex incantations® and charms. As the chants ace
mpleted, the Ushabti step from  their plinths and
ses, silent and ready to be directed to war. In ancient
imes, the warriors of Nehekhara took great strength
om (ht: fact that the Ushabti fought with them, for who
_u!d not be inspired by the physical representations of
he gods marching into battle by their sides!
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SPECIAL RULES

indead Constructs

Eshabti are not reanimated skeletons like the bulk of a
fomb King’s army but bound by powerful magic placed
aside their inanimate shells. As a result, they are more
ilient than normal Undead and always count as if they
¢ within 12" of the Battle Standard, even if there is no
ttlc, Standard on the table. If they actually are within
2 of the Battle Standard then they will benefit from that
5 well, losing two less Wounds than they should frony

st combats. In addition, Undead Constructs have a5+
Fmour save,

sapon carried by a Tomb Guard or Icon Bearer |

mbue the Ushabti ‘with tremendous power throughﬁ'."

It was the Nehckharans™ belicf that their gods dwelt in
the Great Land in the time before the birth of Man, It is
said that the span of the deities’ lives was numbered in
millions of years. After this golden era when the gods walked
as men, they became invisible spirits, able 1o take on any
form that they desired. Thus it was that Asaph, goddess of
beauty. magic and vengeance, chose the form of the asp. and
Khsar took on the clemental form of the desert wind,

Most depictions of the gods in this grand panthcon show
them in these powerful forms, and they are commonly carved
as guardian Ushabti in the tombs of kings. Some of the most
common statues include Dijaf, the swift to anger jackal-headed
god. and Phakth the deity of the hawk, who is said to be
able to sce the cvil and sins of the dead. Ptra, the Sun God,
was the most widely worshipped of all the numerous
divinitics, symbolising eterpity and immortality. In the storics
recorded in numerous inscriptions, Ptra is said to ride his
golden chariot across the skies, forever chasing his beloved,
the moon-goddess,

The Gods Quiph, Ualatp and Sokth took the form of the
cobra, vulture and scorpion. while others chose the crocodile,
the ibis or particular stone formations of the desert. Some
divinitics took no particular form, and it is these that are the
most mysterious and sinister of all. Pha'a and Usckhp are two
of these gods, said to dwell in spirit form within almighty
tombs buricd bencath the sands, and their names are used in
the direst of curses and invocations,
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ﬁo]d! The dead, stinging ones shall come forth from their
#bodes beneath - the - sands. Their numbers shall. be beyond

i coun.lmg.,.

Pirt of an incantation used by the High Pricst. Karrahtut
to summon 3 voricious swarm to consume his chemics,
recounted 1o hicroglyphs: in the great Necropolis of Bahgar.

The tombs of the necropoli are infested with the dried
husks and shells of countless poisonous insects and
other vicious creatures of the desert. Though long dead,
the mere presence of the Liche Priests and Tomb Kings
fills their empty shells with animation, and they scuttle
from ‘their hiding places around the mortuary temples

\ . and beneath the sands. The Liche Priests have long since
A

£ i
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gained mastery over these creatures and can summon
them forth at will through their incantations. They do
this to guard the necropolis against intruders, especially
tomb robbers. Those who penetrate the labyrinthine
passages of the tombs risk these swarms appearing
seemingly from the earth jtself in an unstoppable wave,
biting, clawing dnd burying themselves in flesh. The
victims are paisoned by hundreds of bites and stings, and
are rapidly devoured as the vicious creatures quickly,
consume flesh, clothing and bone.

M WS.BS S T W I A‘'ld
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SPECIAL RULES
Swarm
Tomb Swarms represent countless numbers of creatures:
on a single 40mm x 40mm base. This base is treated as a
single model with several Wounds and Attacks. A Tom ]
Swarm base fights at full effect until it has takén
5 Wounds at which point it is removed. Tomb Swarms are
Unbreakable and cannot be joined by characters.

Small

Tomb Swarms don’t block the line of sight of other units.
Note that this does not, however, allow other skirmishers
to move through their formation,

Skirmishers _
A unit of Tomb Swarm bases follows the skirmishers rules.

Poisoned Attacks
Tomb Swarms have Poisoned Attacks.

“It Came From Below..."
Tomb Swarms do not have to be deploved at the
beginning of the game, and can use the “It Came From
Below..." rules given opposite if they choose.

TOMB SCORPION

“Fear them - guardians of the Underworld who stalk among us!"-

Part of a hicroglyphic inscription carved into one of
the great Tomb Scorpions of Numag

Tomb Scorpions are powerful creations of the Liche
Priests, giant constructs carved and moulded into
representations of the giant, mystical creatures said to
guard the entrance to the Nehekharan underworld. They
are formed from a combination of materials: stone, wood
and metal, together with the bones and shells of long
dead mighty creatures that are scattered beneath th
sands of the desert. Through laborious and precise
incantations, the Liche Priests join the materials into a
single form. The Tomb Scorpion serves as a sarcophagus
or tomb itself, for the shell of the construct is formed
around the cadaverous body of one of the ancient High
Priests. For reasons unknown, some of these ancien
ones no longer respond to the Incantations of Awakening
and have fallen into what is known as the Death Sleep.



'of thc inanimate scorpion is inscribed with
glyphs of binding, and a ceremony of awakening is

This ceremony lasts from moonrise until the first
of dawn, and any mistakes or mispronunciations will
in that the incantation will fail. If the ritual has been
rrned correctly, the Tomb Scorpion will become
used with the residual power of the priest held within
’Ibmb Scorpions often stand dormant for centuries on

, and become buried by the shifting sands. When the
1b Kings go to war, the Liche Priests send out their
ind the Tomb Scorpions awake, clawing their way to
he surface to fall upon their enemies with mighty claws

d stinging tails: It is truly a terrifying sight to behold
m .shi& and part as the monstrous creations work
he surface!,
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| SPECIAL RULES

ead Constructs _

nb Scorpions are made in part of resurrected dead
tures' and in part of wood, stone and metal, all

A Ld
4.8

r As a result of this, they are more resilient than

dard then they will benefit from that as well tesmg

Ca.me me Below. iy e 2 PRSI
nb Scorpions do not have o bé dep{oyed ut thc
j ning of the game, and can use the “It Came From
low...” mles giw:n opposite-;f thgy choose

rhe Tomb Scorplon s taxl carries. a potent sting that can
ncapacitate even the largest foes, A Tomb Scorpion has
isoned Artacks (see page 114 of the Warhammer
rulebook). Note that because hits that count as successﬁll
i isoned Attacks do not need to roll to wound, thaere is
no chance of scoring a Killing Blow with them. &

ng BIOW

The powerful claws of the Tomb Scorpion can slice a man
\ half, and attacks made by it follow the Killing Blow
Special rule (see page 112 of the Warhammer miebook)

. agic Resistance (1)
The magical energy for a Tomb Scorpion is prmﬂded by

carapace. This magical source also provides a a degree o

‘V&:hammer rulebook

dded together: by the powerﬁJl magic of the Liche s

normal Undead and always count as if they are within 12
o thc Barttle Standard, even if there is no Battle Standard iy,
.e  the table. If they actually are within 12" of t.he ,Battie

lcss woum;ls tha.n they shoutd fmm Tost. cmnbaes. In- e

.‘ - j-h.l'

‘the mummified Liche Priest comained “within Jts-

protection. against spells, giving the Tomb 500"?“?"."
Magic Resistance (1) as detailed on pase lhi Of the t

ITCAME FROM BELOW...

After both sides have set up (including Scouts), place
a marker (a coin will do) anywhere on the battlefield
for each unit that is entombed in the sands. At the
beginning of each Tomb Kings turn, except for the
first, roll a D6 to determine if the creatures emerge:

Turn Result

First turn: N/A
Second turn:
Third turn:
Fourth turn:
Fifth turn:

4+ 1o emerge
3+ to emerge
2+ 1o emerge
Emerge automatically

When the creatures emerge, roll a Scatter dice and an
Artillery dice. If you roll a Hit on the Scatter dice, the
marker stays in place; if you roll an arrow, move the
marker the distance indicated by the Artillery dice in
the direction shown by the arrow.

Once the final position of the marker has been
established, replace the marker with one of the
emerging unit's models and place all the other models
in the unit within 2" of the first one. They emerge at
the beginning of the turn (this is the very first thing
they do that turn) and can then act normally, and are
even allowed to declare a charge!

If the marker is moved under an enemy unit, the
emerging Tomb Kings unit will automatically engage it
in close combat on the side that is closest to the
marker (the Tomb Kings unit counts as charging). If
the marker is moved under a friendly unit or
impassable terrain, place the Tomb Kings unit on the
closest edge of the unitobstacle. If the marker is
moved off the bautlefield, they are buried too deep (as
per result 3-4 on the Mishap table below).

If you roll a Misfire, roll a2 D6 and consult the Mishap
table below.

MISHAP TABLE
D6/Result

1-2: Magic Dissipated

The energy that awakens these creatures dissipates. The
emerging models are destroyed and the enemy gers
Victory points for their destruction.

3-4: Too Deep

Buried far deeper than expected beneath the ground, the
creatures fail to burrow their way to the surface in time to
take part in the battle. They cannot be used in the battle,
but the enemy will not earn Victory points for them.

5-6: Misaligned

Your opponent can place the marker anywhere on the
battleficld and deploy the emerging unit. The unit cannot
move in the Movement phase of the turn it emerges.
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CARRION

7= The Carrion of the Desert, whose mighty outstretched
£ wings darken the noon day sun on the day of slaughter.”

Part of an invocation chant of the Liche Priests
used at the Temple of the Sun in Khemri

According to inscriptions, King Nekhef claimed to be
the first ruler to use Carrion in his army of eternity.
These creatures lived in the mountains to the east of
Nehekhara and also the deserts to the west. Their
broad wings were said to darken the sky, spreading
the shadow of doom upon those dying in the desert.
After a great battle, with the slain strewn over the
stricken field, the Carrion descended and blotted out
the light of the sun. Thus it was in ancient Nehekhara
that the Carrion was seen as a sacred beast that bore

Sa—— Tr———

the spirits of slain warriors to the ‘sky to fight in’
endless battles against theé daemons of darkness. This
belief led to the priests burying many corpses of
Carrion in the necropoli of each Tomb King from the
time - of Nekhef 1 onwards. As the revered birds
eventually died out, only those that were entombed
remained. At the will of the Liche Priests they once.
again take to the skies, their horrifying forms
spreading fear amongst those who feel the chill of
their shadow.
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SPECIAL RULES

Flying Unit
Carrion are a unit of flyers and follow the rules on
page 106 of the Warhammer rulebook.

BONE GIANT

“That which was stone, arise! Bone and bronze and leather and
tar, creature of power awake and visit destruction on the
encmies of Khemri!”

Part of the awakening ritual performed by the
High Priest Kharnut during the time of the Second Dynasty.

In ancient times, before the rise of the Mortuary Cult;:
many were the legends of mighty beings of immense
stature walking the land and smiting all' who stood in
their path. As the knowledge and skill of the
priesthood grew, they turned their talents towards.
recreating a being of the size and power that the
legends spoke of, for who could face such a creation
in battle? Thus the first- Bone Giants were
painstakingly crafted, formed from all manner of
elements and held together by the powerful
incantations of the Liche Priests. ]

Made to resemble an immense warrior of Nehekhara,
the Bone Giant is armed with traditional weapons and’
armour on a mighty scale. It is a rare thing to create a.
new Bone Giant, and most of those that are at times
seen marching to battle alongside the Tomb Kings'
armies have been in existence for thousands of years.
If one of the constructs is destroyed., its sacred pieces.
are gathered up and used to recreate it. :

Outside the ancient cities of Nehekhara, Bone Giants:
stand as motionless sentinels, guarding important
valley entrances and gateways. Such power is instilled.
in the Bone¢ Giants that they do not need the
incantations of the Liche Priests to prompt them into
wakefulness, and will react immediately to the
presence of unwelcome strangers, striding relentlessly
towards them, smashing them into the sand with their
heavy weapons.
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\ Large Target S
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e o f follow the rules for large targets.
: PECIAL RULES . UnsmppaM:mlt

Undead Construct A chargifig Bone Giant is a terrifying sight to behold,
A Bone Giant is not the y smaﬂung_, into the enemy and sending them flying
imated skeleton of a single E Jwith powerful blows. For every wounding hit that the
ature, but 2 massive warrior : Bone Giant inflicts when it charges (before saving
ilt from the bones of mighty desert / throws), the Bone Giant gets to make an additional
atures, bound together with wood attack. Such additional attacks also benefit from the
ind meral by the magic of the Liche Priests. Unstoppable Assault rule.

As a result of this, they are more resilient than /
ormial Undead and always count as if they are  ~
ithin 12" of the Battle Standard, even if there mj no
Battle Standard on the table. If they actually are |
jf.hin 12" of the Battle Standard then lht.,\' will

2 thcv should fmm Ioat mmhan
addition, Undead Constructs have a /

Bone Giants are massive, imposing/
creations, inspiring dread in the hearts of
€ enemy. They cause terror (see pager 81
of thf: Warhammer rulebook).
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SKULL CATAPULT |

he executioners who dccapmte the n-.bcls. They who hurl

the wailing heads of the enemies of the king"

Insul;mou above lhc tomb pit of the Slnt_!l Caupults in Z_andri.

It is said that Behedesh, thg o£ Zandn, claimed to have

invented this type of catapult and ordered them to be
. constructed. He used these in l'ns mzmy wars and had

"

them mounted on his numerous war galleys, which gave

~ him domination of the great River Mortis during his
mortal lifetime, When he had extended his rule along the.

western bank of the nym' but had yet to subdue the kings
and rebels encamped on the eastern bank, he gathered a

* great many catapults together and hurled over the skulls

of his decapitated enemies who had been captured in
earlier battles. This ;EmOrahsed his. opponents and

~ caused their army to {ose heart when the final onslaught

came. The k.mg wished to repeat this tactic again against
other, “more - redoubtable enemies. Therefore he
instructed the priests to devise a spell 1o be written on
the skulls of: ‘decapitated rebels in hieroglyphic signs that

would make the enemy tremble with fear. This the priests

demonstrated to the king. They enchanted the skulls so
that they screamed hideously as they were hurled

through the air - it was the very death scream of the rebel

at his moment of execution. The skulls were also daubed
in resins that burst into eerie, ethereal flames as they
flew. The king was indeed impressed and decreed that

henceforth the heads of all rebels would he reserved for

these catapults.

When the king was approaclung death, he gave :

instructions that the catapults should be entombed as an
essential part of his necropolis army, since they

~had brought him more than one victory in life and he
- éxpected them to do so again beyond death. The
- successors of Behedesh followed his example. Centuries

later, other kings who extended their rule over Zandri
ransacked the necropolis and found the burial pits
containing the catapults. These were looted and taken
away for reburial in other necropoli; together with serolls
containing incantations of awakening and hieroglyphs of
enchantment to be inscribed on the skulls.
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SPECIAL RULES

Stone Thrower

The Screaming Skull Catapult operates in exactly the

same way as a Stone Thrower (see page 120 of the
Warhammer. rulebook) except that it hurls screaming
skulls mbte‘\d of rocks.

Screaming Skulls

When screaming and flaming skulls land among the =

enemy it is a very unnerving experience for them!:To

. of their confinement. Such an escape will never come:

~ as the magical energies that bind them together or keep
them on this plane of existence are absorbed. Carried
- onito the field of battle, a Casket of Souls is a devastating

o a ,. e

: 'rcpreaent thls :my un.it that suffers one or more wmmds J

from' a shooting attack by a Smeaming Skull Catapult * |
must take a Panic test. Because of the weird nature of the
screaming skull ammunition, the catapul inflicts magical
attacks, which also count as ﬂammg attacks. (see page 114
of the. Warhammer rulebook).

Skulls of the Foe
Screaming  Skull Catapults may be upgr.lded to allow
them to hurl the skulls of the race they are fighting, So, a
catapult with this upgrade can hurl Orc skulls at Orc
enemies, or Dwarfish skulls at Dwarfs. This is even more _
terrifying than the catapult's usual ammunition, and any -
unit that must make a Panic test from the Sereaming Skull

Catapult suffer a -1 to their Leadership. '

CASKET OF SOULS
“Damnation eternal awaits those ‘who would: disturb. his rcst!‘.'_'
Here be the souls of those that are lost..” b5

Inscribed on the Casket of Souls within the llotnb of King Sctep.

Within the tombs of the mightiest kings there lies a casket
sealed with pitch and inscribed with hieroglyphs of
malediction and warning. Within this sacred sarcophagus
reside the souls of those who have committed the
sacrilege of inciting the Tomb King's rage.: Whether
consumed by ravenous Tomb Swarms or cut down by the
Tomb Guard, the spirits of those thus condemned have .
been ensnared by the 'dire power of the casket and
trappr:d within it for eternity. Powerful inscriptions |
‘énsure that these souls may never leave their binding

~prison until the moment comes. when 'the casket is

opened.

If the seals are broken and the lid opened, blinding light"
spills from the casket as countless lost souls scream into
the air, seeking freedom from the madness and torment .

while the casket is intact, for the pull of the damned |
sarcophagus is so great that it draws the souls back "
within no matter how hard they try to fight it. Crazed and
desperate, these insubstantial spirits plunge through the
hearts and minds of those nearby, hopelessly seeking an
escape. As the screaming forms of these souls pass
through the physical bodies of living creatures, the life
force of that creature is sucked dry, They feel an intense |
pain deep within them, and their bodies age centuries
with every passing second. In mere heartbeats, they are
little more than a dried shell and they fall to the ground.
Far worse than physical death, those who perish in this
manner are condemned in soul as well as body. As their:
spirit begins to rise from their fallen ‘body, they too
become ensnared by the power of the casker, becoming,
just another of the countless lost souls held within its
unholy confines for an eternity of torment. The spirits
affect even creatures that do not truly age or have a soul,

weapon, for all who look upon it risk eternal damnation
and entrapment.
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e SPECIAL RULES
ar Machine

ew for the Casket of Souls, The Casket of Souls uses the
ples for war machines, (see pages 118:119 of the
arhammer rulebook) with the following exceptions:

ning of anyTomb Kings turn; the Casket and its
et Guards immediately collapse and: are re . vcd
the table. !

Casket of Souls cannot move. J

iy hits from shooting that strike the Casket itdelf are
gnored. Hits on the crew are randomised between the
asket’s two Guards and any associated Liche 'Prn_ata or
s e High Priests,

he Light of Death
fhen the souls within the magical casket arg’ unlcnshed
i€y erupt in a great burst of light that ﬁearwht. eyves and

rcleasud at the end of the Tomb ng !rMagiL pha,se SO
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2 Casket Guards and Liche Priest/Liche High Priest
ssociated with the Casket act much like a war machine’s

-for whatever reason, there is no Liche Priest or Liche |
gh Priest acting as part of the crew for the Casket at th(/

esh of unbelievers who look upon it. The,»l ight of Death -

LOH'lh.lt It is cast lik an ion (see pages 34-35)
with a Power ]L\’(_L‘Of 2D6. If successfully cast, it affects
all enemy units that can draw a line of sight to the Casket
itself. Roll 2D6+2 and deduct the unit’s Leadership from
the total”The score is the number of wounds the unit
suﬁ;ef’s with- no Armour saves allowed, distributed as

,,'};}'umtmg hits. These hits count as magical attacks. Roll
/' separately for each unit that can see the Casket.

Spirit-Souls

The presence of so many tortured souls on [ht battlefield
is - particularly disturbing and harrowing for enemy
spellcasters. As long as the Casket of Souls is on the table,
all enemy Wizards suffer -1 on their total Casting dice roll
when casting spells. Note that this will have no effect if

an Irresistible Force is rolled and cannor cause a Miscast.

Terror
The Casket of Souls is surrounded by an unnarural aura

of death and despair. It causes terror (see page 81 of the
Warhammer rulebook).

Tomb Blades
Casket Guards were excellent soldiers during their lives
and gifted with weapons that had incantations of cursing
imbued into them. Casket Guards have the Killing Blow
special rule (see page 112 of the Warhammer rulebook)
and their artacks count as. maglcal
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This section of the book deals with the spells and magic items of the Tomb Kings army. Tomb Kings magic works ve P

‘.

differently to other types of magic, and mastery of its tactical uses is vital to command the legions of Nebekbara.

- The magic of Nehekhara's Liche Priests is based on long,
- monotonous enchantments that connect the mortal
world to the realms beyond, The: wording of these
arcane spells has been recorded on dusty papyri, written
in_the mysterious hieroglyphs of Nehekhara's ancient
language. These incantations, uttered in . rituals
unchanged for uncountable millennia, cannot reach the
peaks of sheer power achieved by their perverted
versions that are the neeromantic spells taught by the
heretical Nagash to his' disciples. On the other

hand, they are far more reliable and, when
relentlessly intoned in unison by several

- of the unliving Liche Priests, they are -
t almost unstoppable. AR

Using Nehekharan Incantations
Liche Pri¢sts and Liche High Priests are treated as
Wizards but they don't generate any Power dice. They
generate Dispel dice as normal in the enemy Magic
phase — one per Priest and two per High Priest. :

They always know all four Incantations (see the next
page for the Incantations’ effects).

A Priest ean cast one of the four Incantations in each of
his own Magic phases. A High Priest can cast two (of
even the same incantation twice), ‘

The incantation chosen is automatically cast like a
bound spell, at a Power Level that is determined by
rolling 2D6 in the case of a Priest’s incantation, and 3D6
in the case of a High Priest. Note that these are not
Power dice, and can neither be negated by enemy items,
nor stolen or anything similar. Also, Liche Priests cannot
take advantage of gaining additional magical power from
such things as an enemy Miscast. [tems which modify the
Power Level of spell rolls do affect Incantations (such as
the High EIf spell Drain Magic, or the magic item,
Amulet of the Purifying Flame),

The rules for Irresistible Foree and Miscasts do not apply
to Incantations, but the rules for automatic failure do
apply to Dispel attempts made in the enemy Magi
phase. Also, the spell is always cast unless dispelled by
the enemy. For example, even if a roll of 3 or less is
made for the Power Level. In all other respects the
Incantations are treated as normal spells. For example, if
the spell is destroyed by an enemy magic item (such
the Seal of Destruction from the Empire Magic Items!
list), then the Liche Priest who suffers the effect will not
know that incantation for the remainder of the battle.

Hieratic Hierarchy

At the beginning of the battle assign a hierarchical order
to all the Liche Priests in your army. The army’s
Hierophant is always the most important Priest, and
High Priests are always more important than Liche
Priests, but apart from these two rules you are free ta
choose any order you like. Write down the hierarchical
order to remember it during the game.

During your Magic phases, the Priests will always
perform their role in strict order (ie; do everything they!
intend to do in that Magic phase: cast their Incantations,
use any Bound spell items, etc) from the least importan

Priest to the Hierophant, in a ritual that has been

-repeated for scores of centuries.

So always remember to do everything you intend to do
with a Priest before you pass to the next in the hierarchi
order; once a Priest has finished his actions and another,
has begun his, there is no going back.



Order for Maglc

y is a strict order in which Tomb Kings/ magic must
crfonnf:d

gll.-Bound items not used by characters.
2. Ieon Bearer: Bound Items

3. Tomb Princes: “My Will be Done!” and Bound Items

4. '_Ibmb Kings: “My Will be Done!” and Bound Items

Priests must use their Bound Items when it is their turn f
0. perforrn their Incant'ations ¢ T /

' _' Thc Casket of Souls i _ ;,'—

INCANTATIONS

khub: s Incantation of Vengeance ,
18 a magic missile with a range of 18" :'lf cast, it

h t'i the target and causes D6 Strength 4 hits.)
\

3 orekhah’s Incantation of Righteous Snntmg
Target one of your own Undead units wn:hm 12" of the
Priest. If the unit is not engaged in cambat it can
immediately shoot with any missile weapons it carries.
T s is effectively an additional Shooting phase. This
can be used on ‘icreamlng Skull Catapults too (if they
have not ‘moved that turm). As this counts as an.
ladditional  Shooting phase, an Incantation  of
Righteous Smiting: successfully cast on a unit that
‘could not shoot in its next Shooting phase, due to a
misfire or spell for example, may count this as that
ext Shooting phase. In effect they cannot shoot in -
this magical Shooting phase, but will be able to then :
shoot in the regular Shooting phase. :

-

f the unit is engaged in close combat, all models in
_e unit, can immediately make one normal close
‘combat attack against any models they are in base
contact with, exactly as they would have done in the
following Close Combat phase (including Strength
bonuses if charging, etc, but excluding impact hits). In
the case of cavalry, both rider and mount may make
one attack, For chariots, both steeds and crew can
each make one attack. There is no combat resolution,
‘but if enough casualties are caused the enemy unit
-must take a Panic test. If the enemy unit panics and
flee, and the Undead are free to move, the Undead
must pursue the enemy (they can test to restrain
pursuit as normal).

Units may be affected by this incantation only once
per Magic phase, regardless of its source.

Djedra’s Incantation of Summomng :
Target one of your own Undead units within 12" of the
Priest, even if engaged in combat. 1f the incantation is
successful, warriors that have fallen rise again to fight
for their king. The affected unit regains D3 wounds .
(or D3 wounds worth of modcis), up to the imtlal _

ket Cpfniconl i

number of W()llﬂd?(iﬁﬁ_d{c model s _profile or models

5. Hieratic Hierarchy - Liche Priests and High Liche

in the unit. Tomb Gliard Tegain D6 wounds worth of
models rather thapD3 Skeleton Warriors are easier to
resurrect than éther Undead, so two D6 may be
rolled, and e highest dice roll is the number of
woundsworth of models that is regained.

A,

« The unit may never have more wounds or models
’vthan it started the game with.

This can effectively
" bring back models (including Champions, Musicians
and Standard Bearers) that have been killed if their
unit still survives and the spell regenerates enough
wounds. Any unit in the Tomb Kings army may be
healed in this manner, including undead constructs
and chariots, For example, the spell is cast on a unit
of Ushabti that has already lost two models and
“another has suffered two wounds. The player rolls a 5,
restoring three Wounds, so the wounded model is
repaired (two Wounds) and one of the destroyed
Ushabti is brought back with a single Wound.

The wounds must be ‘healed’ in a strict order. First,
any Champions will be healed/resurrected and then
other command models. Once this has been done.
any multiple wound rank and file models will be
healed to their starting value, and then any remaining
wounds can be used to resurrect destroyed rank and
file models.

Rank and file models are added to the front rank until
the front rank reaches at least four models. Then.
additional models may be added to either the front
rank or they can be added to create rear ranks. If the
unit already has more than one rank, new models can
only be added to rear ranks.

Characters must be nominated separately from a unit
if they are to benefit from this incantation. If they are

. riding a chariot, the player must nominate whether it

is the chariot or the character who is going to be
healed. Any excess wounds that are not used are lost.
In the same manner, war machine crew are nominated
separately from any characters that have joined them

‘and the war machine itself.

- Models summoned back into a unit that is involved in
~combat do not count as charging, even if that unit

charged into combat that turn.

‘Mankara’s Incantation of Urgency

Target one of your own Undead units within 12" of the
Priest. It cannot be cast on units engaged in combat.
The unit can immediately make its normal move,
exactly like in the Movement phase (it can wheel,
turn, change formation or even reform, etc).

The unit can charge an enemy and the same rules
apply as for a normal charge. A unit charged

by means of this incantation can react to
the charge as normal and must take the
appropriate Psychology tests.

Units may be affected by this
incantation only once per
Magic phase, regardless -
of its source.
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SWORD OF STRIKING

30 Points
Wedpon; +1 to hit.
SWORD OF BATTLE 25 Points
: Weapqn; +1 Artack.
‘SWORD OF MIGHT 20 Points
Weapon; +1 Strength.
BITING BLADE 10 Points
Weapon; -1 Armour save.
ENCHANTED SHIELD 10 Points
25 Points

50 Points

25 Points

B

You may choose Magic Items far your cbaracrers and wnits from tbe Jollowing list and/or the common Magic
Irems in the mlebook Note that Liche Priests and High Priests cannot use Power Stones.

- COMMON MAGIC ITEMS

'DESTROYER OF ETERNITIES 70 Points.

“touching the Tomb King take two automatic hits. These.

~and Killing Blow: If a target is riding a. monster or a

- Tomb King or Tomb Prince only.

- then the first hit is automatically discounted (do not roll

_remainder of the battle. Resolve any further hits as

JS OF

MAGIC WEAPONS

Tomb King on foot only
The bloodthirsty King Nekhesh first wielded this.
massive, ornate blade in battle, smashing bis foes in all
directions and severing limbs and heads with each.
swing. It is said that those slain by its blade have no
chance of reaching the afterlife, and it was thus greatly
feared in ancient Nebekbara. The sword was also used
to ritually execute captured foes of the king, and it can’
cleave through armour, muscle and bone with ease.

Counts as a great weapon and has the Killing Blow
special ability. The player may choose to attack normally.
with the Destroyer of Etérnities or make a special attack..
If the special attack is chosen, all enemy models that are”

‘hits do benefit from the special rules for great weapons:

chariot, then both take two automatic hits. In a
challenge, only the model engaged in the ahallengc_
counts as being in contact with the Tomb King. -

CROOK & FLAIL OF RADIANCE 50 Points

These gleaming, golden weapons represent the high'
status of the bearer, and all in bis presence are bumbled
by the aura of majesty these weapons convey, Only the
most powerful and influential leaders may bear these
sacred symbols of rulership. '

+1 Attack. Always strikes first. If another character has
this ability, then resolve the order of attacks in Initiative
order. Requires two hands.

BLADE OF SETEP 50 Points

This bighly ornamented curved sword belonged to King
Setep of the 5th Kbemrian Dynasty, and its edge
shimmers with blue energy that can shatter armour,

Normal armour cannot save against the Blade of Setep. If
an enemy model hit by this sword wears magical armour,

to wound) but the magical armour is destroyed for the

normal.
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g’s deatb this blade leaves sorrow and despair

4 unit suﬂ'ers at least one wound from the Blade and
ses the: combat, ‘any negative modifiers to the unit's
eadership for the subsequent Break test are doubled.

‘LAIL OF SKULLS 45 Points
is flail is made from the gilded skulls of conquered
: nies. Enemies struck by the skulls are lacerated and

avaged by their sbarpened taetb and bleed profusely
0 tbefr :munds -

as a2 flail {sec page 91 in the Warhammer
k). Each unsaved wound becomes two wounds.

OF ANTARHAK 35 Points
d Jor the Tomb Prince Antarbak of Numas, this

cal spear draws the life energy from the enemy and
fuses the wielder with the stolen essence.

ows all of the normal rules for a spear. In addition,
cverv unsaved wound inflicted by the Spear of
ptarhak, either the character, his chariot or a unit he is
: ompanymg immediately regains 1 Wound as if

zdra’s Incantation of Summoning has béen cast on
1. Note that wounds inflicted by the enemy and
ubsequently healed by the Spear still count for combat
= lut:on

ERPENT STAFF 25 Points
igh Liche Priests and Liche Priests only. :

rafted in the shape of a cobra, this staff can come to
fe and strike at its foe with a venomous bite.

tacks with the Serpent Staff count as Pomoncd Attacks
addition, the model may re-roll any failed rolls to
O nd m close combat.
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MAGIC ARMOUR

ote that High Liche Priests and Liche Priests may not
Re magic armaour.

ARMOUR OF ETERNITY .70 Points
orged from the bronze of Mabrak, ¢ooled in the blood
fthe giant Lybrasian scorpion and gilded with red gold

om Labniia, this ancient breastp!a!e can rum asid!e
ven the strongest blow.

memy models must re-roll bUCCCSSflll rolls tO wuund ;
gai st the character Counts as hght armour.

- -

'ARMOUR OF THE AGES

' GOLDEN ANKHRA

" CROWN OF KINGS

. two D6 for his “My Will Be Done!” incantations and to

5007 2 JH i A S VR Rty A ‘/ S = \_; Py~
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BLADE OF MOURNING 50 Points SCORPION ARMOUR 40 Points
L the beart of Settra’s pyramid on the centenary This armour is decorated with designs of the E

Scorpion God, and is infused with protective energies.

The character can never suffer more than one wound
due to combat resolution (after any modifiers for being
within 12" of the Battle Standard, etc). If the wearer is
with a unit, no more than half the wounds suffered due
to combat resolution can be allocated against the
character. For example, if the unit suffers four wounds,
two wounds are lost by the unit and two wounds are
allocated to the character of which one is ignored.
Counts as heavy armour.

35 Points
This armour imbues. its wearer with the ability to
continue fighting even when bhorrendously injured.

Fn..,.yi—..-'.r\ T N o ﬁ.a‘-"-m—-'

>

Counts as heavy armour. The bearer gains +1 Wound.

SHIELD OF PTRA 15 Points

This mystical shield contains the energy of the
Sun God Ptra, unleashed in a blinding flash of light.

F PRI -4 L IR W

Counts as a shield. If the bearer makes an Armour save, !
any enemy unit in base contact reduces its WS to 1 for the
remainder of the combat round.

TALISMANS £

45 Points
Shaped in the Nebekharan symbof of eternity, the
Ankhra surrounds the wearer with protective energies.

The model has a 4+ Ward save.

40 Points
Tomb King only :

Worn by the rulers of Quatar since the city was founded,
the Crown of Kings instils the undying will of the wearer
into all those nearby. :

The Crown of Kings enables the Tomb King to roll

choose the _higl_]t‘:st score.

AMULET OF PHA-STAH 40 Points

Shaped like the rising moon over the dunes, the Amulet
of Pha-stab projects aldisruptive magical energy
counters the defences df the foe.

Any Arcane items, Ench
Talismans belonging to”8n
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" COLLAR OF SHAPESH G Poinls  CHARIOT OF FIRE 25 pams ;
Hn’s was cn’ased by a High Priesr o_f dstr in anctent Character in chariot only ; '*

‘Kasabar 1ts powerﬁd charm pmter:rs the wearer from

barm, although the god of the Underworld, not to be

thwarted, will duly steal the life from anotber A

For.::_ach wound that the beare_:r suffers (after saves, etc,
but before any multiple wounds are calculated) roll
4 D6. On a 4+ the wound is transferred to any friendly
model within 4" of the bearer’s choosing. - If inflicted in
combat, these wounds will still count for combat

' resolution: This second modelmay not make any Armour

save or Ward save to avoid this automatic wound. If there
is no friendly ‘model withm ra:ngp: ‘then the Collar of

_ Shape-:h has no ei‘fect

'GOI.DEN EYE OF RAH—NUTI' 25 Points
Character in chariot only.
This sigil was carved into the war cbaﬂot of the Torb

. King Rab-nutt, and imbu&d bis ehariot with great power:

It is said that drrows and spears bounced off the

£ -cban'ot s vfdes @Rﬂb—ﬂuﬂ rode into battle.

Baeat S

The chariot ltself gains a Ward save of 5+, which only

- works against hits struck against the chariot, and will not

apply to the character. In addition. wounding hits of
Strength 7 or more that would normally destroy the

_ chariot automatically do normal damage instead.

s omakg brooch prorects zbe wearer. from balefu!
ugical erzergy

BROOCH OF

THE GREAT DESERT

One use only.

25 Points

Inlaid with gold and lapis Iazu!i. this brooch was first

used against the foul necromancy of Nagash, bampering
the effectiveness of bis dark magic. Fach time it is used.
its powers are drained, requiring careful incantations
Jrom the Liche Priests to restore it to full effect.

As soon as an enemy spell is cast, the Brooch of the Great -
Desert may be used to automatically dispel it, just like a.
Dispel Scroll. Note that as with Dispel Scrolls, the Brooch
cannot  be used to dispel a spell that is cast w:th _

[rresisuble Force.

'Onc model in base contact, chosen by the bearer, loses 1

- unit suﬁcrs 3D6 btrcngth 2 hits.

~ OF MIGHTY INCANTATIONS 30 Points

The wheels and scythes of the mc‘gbty beros cbaﬁot
blaze with nwsrica! Sflames. '

The character’s chariot does D6+l impacts hits, rather
than D3. Impact hits from the Chariot of Fire count as -
‘both magwal attacks and flaming attacks.

CLOAK OF THE DUNES

Characters on foot only

Bound with the magic of the deserts, the cloak enab!es
the wearer to transform into a whirling cloud of sand
and move rapidly across the battlefield,

20 Points

The character can move as if flying, but may not charge |
whilst using this special movemént. He pursues 3D6".

ICON OF RULERSHIP

Character in chariot only. .
The bero’s chariot carries a m!gbty totemic pole
proclaiming bis victories over the enemies of the Tomb
Kings, that pulses with an aura of greatness.

20 P_oin_its :

May be taken in addition to another item in the
Enchanted Items list. The character’s chariot has +1 Unit
Strength (so will be worth a total Unit Strength of 5).

VAMBRACES OF THE SUN 15 Points
These ancient armbands of intricately decorated bronze

are infused with the intensity of the sun. In battle, this
barrzessed power dazzles the wearer’s opponents.

Artack. Against mounted models, the Tomb Kings player -
must choose either the mount/monster or the rider, If the
model has several types of attack. the Tomb Kings player
chooses which type of attack is lost. This has no effect .
against foes which do not use their Awacks value in.
combat, such as Giants. '

ARCANE ITEMS

STAFF OF RAVENING
Bound Item, Power Level 4
This staff unleashes the power of the famine-bringing
locusts of Nebekbara, and they descend on the foes of
the Tomb Kings in a frenzied cloud.

This spell is a magic missile with 18" range. The targetcd

45 Points

NEFERRA'S PLAQUES

. Neferra, High Priestess to King Khutef committed ber
knowledge to enchanted tablets so that it would never
“be lost.

~The Priest may re-roll the dice rolled for any Incantation
he’s cast. Either all of the dice must be re-rolled or none.



STAFF OF MAS’I'ERY
W?elded by Amon-Shapa in the time befone the Great
4 - Awakening, this copper staff draws magical ' from
- the Wind of Ligbt to power the Liche Priest’s spells.

~ The bcar(.r adds +1 1o the total rolled to determine the

Power Level of his incantations.

HIERATIC JAR 25 Points
One use only.

- This earthenware container.is sealed and bound with
glypbs ~ of . power. Iﬂside are the remains of a
Liche Priest who bas ﬁfzaﬂy succumbed.to the march Of
ume and itisa potent source of magical energy. /”

_ The I.lche Priest may releasc the energy of the Huf.ratic Jar
~ during any Magic phase, just after he has cast his ndrm‘al
. incangation(s). The Jar allows him to use an/ extra
- incantation that phase.
23 ENKHIL S KANOPI ZO:Points
~ Bound Item, Power Level 4.
- Within this inauspicious clay vessel is the am:ﬂenr beart
- of High Priest Enkbil, removed from bis bnp’_‘; when bhe
- was embalmed and entombed. A jealous and powerful
priest when alive, bis essence conrinue; within bis
. beart. When opened, it sucks the swirling magic energy
,ﬁ'om the air, drawing the pnwer into the vessel itself.

- I activated successfully, all Remama in Play spells on the
tabletop are automatically dispelled.

'MAGIC BANNERS

| STANDARD OP THE SANDS ‘75 Points

~ One use only,

- Created for the famed general Amenembetum the Great,
“this banner summons q raging storm of sand that
 sweeps over the battlefield. Witl screaming winds and
biting sand assaulting them, the enemies of the Tomb

- Kings become momentarily disorientated and confused.

At the start of any of your opponent’s turns, the Standard
of the Sands may be activated. The opponent may not
make any march moves (even Dwarfs!) during the

- Movement phase of that turn; although skirmishers and

‘man-sized single models on foot may move as normal’ In
. addition, all units attempting to rally suffer -1 to their
 Leadership for that player’s turn only,

'BANNER OF THE HIDDEN DEAD 60 Points
- One use only.
- Belonging to the fabled Legion of Hawks, the elite guard

of Settra before bis mummification, the Banner of the
Hidden Dead summons one of bis. regiments ﬂ’om :beir_

honoured place in the Underworld.

At the beginning of the game, nom:mxc 6:‘18 u.nl't w:thm :
~yourarmy that is to be hidden beneath the ground. This .
‘unit must be a Core Unit choice, and cannot cost more

4 0 Points

fn eye infuses the unit that carries it within their ranks.

than 100 points.
beginning of the 2

e nner may bc used to
unearth the unit tlufmg *rht. remaining moves part of any i
Tomb l(mgs Mo cment phase. The entire unit must be

placed wit 8" of the Banner and at least 1" away from
any cm:rh\ models. It may move normally on the turn it

. appefrs.
W2
"ICON OF THE SACRED EYE 50 Points

/ The arcane power of this stylised icon of the unblinking

- making their blows strike true.

In the first round of every combat, all models in the unit
- (including steeds) get +1 to hit.

MIRAGE STANDARD 40 Points
Imbued with the curses of a hbundred Nebekbaran
widows, this banner leads the enemies’ minds astray,
rendering them almost blind to where the unit bearing
the banner acrhally is,

Any missile weapons that roll to hit must re-roll all
successful rolls to hit when firing against a unit that |
contains the Mirage Standard. Against missile weapons f
that do not require a roll to hit (such as cannons and
stone throwers), all models in the unit containing the ,
Mirage Standard gain a 5+ Ward save. |8

ICON OF RAKAPH 40 Points =~
Tomb Guard or Skeleton Warriors only.
King Rakaph Il was an unparalleled tactician. Troops

Jighting under bis banner are instilled wftb unmatcbed ]
discipline. A N L e

A unit of Tomb Guard or-.Skélctqh- Whrrlors' éontajning :
 this banner may make a free reform move at the start of
its Movement phase, This is done before charges are
declared, so that a unit with. the Icori of Rakaph may |
charge on the turn ltrefomxs SRR s 14

1'STANDA_RDOF ; (LR {4
THE CURSING WORD 25 Points
This magic icon conitdins a powerful curse similar to
that which protects the Tomb Kings and Princes in their

‘eternal slumber.

 Each eru:my'modcl in base contact with the Standard
Bearer at the start of the Tomb Kings’ Magic phase must
pass a Leadership test (on their own unmodified Ld) or
lose a wound (with no Armour save allowed).

'BANNER OF

THE UNDYING
Bound Spell, Power

min nmg M' onlybe
cast on the ug it containing the b '-‘_ er. :
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el \, *;- Thc puqmse nf an army lnst is to enablc plavcrs with
i % vastly different armies to stage games which are as fair

and' evenly balanced as it is possible to make them.
The army list gives each individual modcl a points
value which represents its capabllitles on the tabletop.

- The higher a model’s points value, the better it is in
~ON€ Or MOre respects: stronger; tougher, faster better

Leadership, and so on. The value of the army is simpiy
the value of all the modcls added together.

©As well as providing. points costs, the list also divides
- the army into its constituent l.mits The list describes
* the wéapons and ‘optional equipment that troops can

have and o&ca*‘nnnaliy: restricts the number of very

powerful units an army can include. It would be very
¢ silly indeed if an acmy were 0 consist entirely of
~ Sereéaming Skull Catapults, or monstrous Bone Giants.

The cesulting game would be a frustrating and
unbalanced affair, if not a complete waste of time. We

‘employ army lists to ensure that this does not happen!

USING THE ARMY LIST

The army lists enable two players to choose armies of
equal points value to fight a battle, as described in the
main body of the Warhammer rules. The following list
has been constructed with this purpose in. mind.

The list can also be ‘used when playmz, specific -

scenarios, either those described in the Warhammer
rulebook, or others, including ones invented by the
players. In this case, the list provides a framework
which the players can adapt as required. It might, for
example, be felt necessary to increase or decrease the
number of characters or units allowed, or to restrict or
remove options in the standard list such as magic
items or monstrous mounts. If you refer to the
Scenarios section of the Warhammer rulebook

(pages 196-213), you'll ﬁnd some examplcﬁ of this
kind.

ARMY LIST ORGANISATION

The army list is divided into four sections:

Characters

Characters represent the most able, skilled and
successful individuals in your army: extraordinary
leaders such as Tomb Kings and Liche Priests. These
form a vital and potent part of your forces.

Core Units

These units are the most common warriors. They
usually form the bulk of the army and will oftcn bear'

the brunt of the fighting.

Speclal Units ]
Special units are the best of y()ur warriors and include -

‘the more unusual troop types. They are available to

your army in limmed numbers.

-Rare Umts

Rare units are so called because th(.v are scarce
compared to your ordinary troops. They represent

_unique units and unusual machines of war.

“Choosin g an Army
Both players choose armies to the same agreed points
value. Most players find that 2,000 points is about
right for a battle that will last over an evening.
Whatever value you agree, this is the maximum
number of points you can spend. You can spend less
and will probably find it is impossible to use up every
last point. Most 2,000 points armies will therefore be |
something like 1,998 or 1,999 points, but they are still
'2,000" points armies for our purposes. -

Once you have decided on a toral points value, it is |
time 10 choose _vour furce. '

Choosmg Characters

Characters are divided into two broad categories:

Lords (the most powerful characters) and Heroes (the
rest). The maximum number of characters an arrny 1
can include is shown on the chart below. ;

Army Max. Total Max. Max.
Points Value Characters Lords Heroes
Less than 2,000 3 0 3
2,000 or more + i 4
3,000 or more 6 2 6
4,000 or more 8 3 18
Each +1,000 +2 +1 +2

An army does not have to include the maximum

number of characters allowed; it can always include

fewer “than indicated. However, an army must

always include at least one character: the General.

An army does not have to include Lords, it can include

all of its characters as Heroes if you prefer. At the start’
of the battle, choose one of your Tomb Kings or Tomb
Princes o be the General and make sure you let your
opponent know which 6n¢ it is. One Liche Priest or
High Priest must also be chosen as the Hierophant.

- For example, a 2,500 points army could include 2

Tomb King (Lord), an Icon Bearer (Hero), a Liche
Priest (Hero), and a Tomb Prince (Hero) (ie, four

~characters in total, of which one is a Lord).




Choosmg Troops

o ‘ps are divided into Core, Special an(f Rare units.
b e number of each tvpc of umt available dc

In ‘some cases other limitations may apply to a
pamcular kind of unit. This is specified in the unit
‘entry. For. example, the Tomb Swarm Common unit
entry is accompanied by a note (ie, 0-1) explaining
that 2 maximum of one unit of this kmd can be
included in [he army.
Unit Entries

“Each unit is represented by an entry in the army list.
The unit's name is given and any hm:tanqm that .lppl)
~arc explained.

‘Profiles. The characteristic pro,ﬁ{es for the troops in
~each unit are given in the umt entry. Where several
profiles are required, these are also given even 1f, asin -
- many cases, they are optional.

Unit Sizes. Each entry specifies the mimmum size for '
each unit. In the case of Core units this is usually
- 10 models. In the case of other units it is usually less.

“units also have a maximum size.

- Weapons and Armour. Each entry lists the standard
- weapons'and armour for that unit type. The value of
these items is included in the points value. Additional
or optional weapons and armour cost extra and are
covered in the Options section of the unit entry.

- Options. Lists the different weapon, armour and
equipment options for the unit and any d
additional points cost for taking them. It may a}sof
include the option to upgrade a unit member into a_
Champion. See the appropriate section of the
- Warhammer rulebook for details (pages 108-109).

Special Rules. Many troops have special rules which
are fully described elsewhere in this book. These rules
are also summarised for your convenience in the army
list.

It would be a long and tedious business to repeat a]l
the ‘:ip(.‘l::iill rules for every unit within the army Hst
itself. The army list is intended primarily as a tool fcu: :
-~ choosing armies rather than for presenting gamex
rules. Wherever possible we have indicated where.

.,\ ...,_‘_-?wwwp‘.w.m-.. ey

il Dogs of War £S

~ Dogs of War are troops of other races prepared to fight in

X Core Special Rare
Points Value Units Units Units
‘Less than 2,000 2+ 0-3 0-1
2,000 or more 3+ 0-4 0-2 /
3,000 or more 4+ 0-5 0-3 ;":
4,000 or more 54 0-6 0-4 ,/':
Each +1,000  +1minimum  +0-1 +0, Y

| There are exceptions as you will see. In some cases, &

special rules apply ‘llh.\fjhcrc Sp:
provided notes witdhin the
Bear in mind
necessarily e

rmits, we have

ISt as 'memory joggers’.
at these descriptions are not §
ustive or definitive and players should
rclm to th€ main rules for a full account.

return for money, food, or some other reward. The most
common type of Dogs of War units are the Regiments of
Renown. Although the two terms are used to describe
mercenary units; both work in the same way in the army
list.

A selection of such regiments is available as part of the
Dogs of War range of models. The descriptions and rules
for these units can be found in White Dwarf magazine
and are compiled in the Warhammer Annual,

The rules for individual Regiments of Renown detail
exactly which armies may take them and which army list
choices they use up. Most Dogs of War units take up a
Rare choice, but some count as
Special choices, or may take up
more than one choice. This is
detailed in the individual
rules of the unit itself.




I Re dei ‘R pe .}.ll_l‘i sono i ]iéi‘%ﬂﬁﬂg{,i pliil

* aatichi e potent dell’esercito ¢ 5000
 difficili da dustruggeru I Sommi -

Sacerdoti Liche possono lanciare

_ . humerosi incanti ogni mwrno ¢
sconirollano la magia pii efficace.

140 puoi trovare il numero totale di
.-(ll"lildl‘]

- Generale e Ierofanfe
 Latoafors deve includere ‘ﬂmeno UK Re 0
un Principe del Sepolero come suo Genérale
e almens unSacerdoe Liche o un Sommo
o gu‘Prdm Li :hu come fecofante dell’ Lse:rutr)

Destnem bcheietro

d}ﬁ\p()‘xb(ll’lf) ca 1162.11 un De amero

I- "A' n
1—-5

Grandi Eroi ¢he puoi schierare rella ua

Sacerdote Liche ¢ un Sammo ‘ﬁarerrtnre

i M_ AC AB ro : R Foo qToA o

Rv.: (|.L1 bk.poluo g s e ,’} I

Armi e a'rm:a,m'i_'a: _ermaL hidnca,

‘Opzivni: : : & :
» I‘uo é,c-:g}.mm, 1na f"l""lﬂ({l-‘ arma (+6 L) Dun lhge]lt) H-* Py,

3¢ comballe a. l)u:,do di un carro, puo s:.g;,ljcrc invece una lancia (13 p. t).

= Pud indossare un xlﬂil..l.iul'i.l lt:bg,m.i (+t3 p. i) /0. portare uno bcudo

(+3 p.t). e .
* Pub. oomba\mn: 6 un Caro {-H‘; p tu vedi la deserizione nella sezione

- Truppe dL]]'! lista dell t"if‘ﬂllm sostinendn i due Scheletd dell'equipaggio,

* Tub sceglicre oggem magici dalla lista f‘omtlnv & da quellu dei Re dei

Hep()im pET un ul(m: iul“lt. J.lld.‘sblli](_i dl 100 . ti.

.RLgule speciali
-Nonntarto, Imbafsrmmm, ta Maledizione, ’ﬁm Faua 1l Mio mlemf’ ;

i ._E'SOMMO SACERDOTE LICHE .

Pmttmnodeﬂo. 245

Mo oACL AR e R e LA D

SommoSac: Liche 4 31 3...3 3 3 i oy
Armi € armatura; arma hinnca;

Mag,u un Sommo Hacﬁrdct(. [rch(, ¢ un \1ago
‘)1 suvt scmpre depli Im‘"mn Nr’hvkh.ernl {vedi pp. A4 "ﬁl

Opzaon; '

o Pud L;&\’dltakt un Destriero ‘ir.hclctro per Sl t1

* Pudo scepliere oggett magu:l dalla Lista Comune e da quclln dei Re dc1
Sc.puh\ri per un valor(. totale massimo di 100 p.

* Puo scegliere di portare in battaglia un’Arca delle Anime (+ I(ﬁ i
In un esercito pud esserci una sola Area delle Anime. Scegliere ! 1-‘\1(:.1 :

delle Amm(* occupa anche uni scelta Jruppe Rare.

jl-_(é‘gole specmll

. Nonmorio.

| 0-1 ARCA DELLE ANIME Puntiimodetto: 165

Un Sacerdote Liche/Sommao Sacerdote Liche pud essere decompeagnalo des

Truphe Rere.
M AC AB Fo R Fc I A

it Arca delle Anine. Scegliere P'Arca defle Anime occupa anche wuna scelta

; Guardia dell' Arca 3 3 4 e 1 3 2 H

Dimensioni dell'anita: 1

Serventi: 2 Guardic dell’ Asca

Armi ¢ armatura: le Guardie dell'Arca sono equipaggiare con grandi
armi e armatura leggera.

Regole speciali

Arca delle Anime: Tervare, Luce della Morte, Anirmie Spiviteali
Guardia dell’Avca: Nopmorto, Lanre Tomibeli,

e
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PRINCEPEDEL SEPOLCRb * Pustimodetio: 100

“EROI

* Pud BCLghL['(_ np,fgcm magici dalla lista Comunc ¢ da quella dei Re dei
Sepolort per un vilore wtile *uasmim di 30 peti.

*-Pug scegliere di portare in h.l.l.Ld.g]ld. un'Area delle Amme {+]6’) . u)
In un esercito pud esserci una sola Arca delle Anime, Sccghcre l’Al‘(.ZJ.
- delle Anime occupn anche una scelea Truppe R:n?

Regﬂ] e S mh :
’\’m:morto

M ACY ARG R Fe ak A D Gli Eroi dei Re dei Scpoleri sono Lo
:h]:;l:i.ﬂf."b‘:=E§I_‘|.'5L']:3(1IC"L} 4. 8 5wk 5 ildos 3UNB R D ~“individui possenti che possono ; \*"M
AL : e : e ] accrescere la forza delle unita della tua
Lot an N A an \ﬂ\‘ i armata, grazie alla potenza nel
et : ' L e combaliimenta {Principi dei Sepolor),
pzioni: 3 bt et il
: 7 allea mzgia (Sacerdodd Liche) o ai
* Pud sceghere una arma (+4 p.u flagello (+2 p.t). S .
~uo kc;g_h i u.rm gmn(.ie_ ‘u_-n‘m. ! _l,p u.)'_r) un flagello (_ : .p’tl) - vanraggi offerti da uno Stendardo da
Se mmhﬂrw Suun carrg, pud sceplivre invece una lancia + 2 poi). ? S
Bartaglia (Portaicona).
 Pug indossare un 1rm'mlr1 le-p;zb-rq {+’J p- rr) a0 porrare nno sendo :
CEEpans el : i A p.40 puoi trovare il numero totale di
v Po Lumh..LL{c]:t: SU UL (.Jnu (+~t‘3 P, th.l T ll(?[].d. sezione Eroi che puoi schierare nel tuo esercito.
Truppe c.lt:l]a lista dell’esercito) sostituendo 1 due E:r_heletrvdcll equuipaggio. : i
* Puc \c.t.glzc:m oggetti magici dalla lista Comune ¢ da. quell‘l, dei Re dei
; ‘%epalc:i per un vaime totale massima d1 50 poti.
Regult 51)4:Lmli ?
’Vomvwﬁo .Imbai‘samam La Maledizione, “Sm Faito il Mm Volere' i
_O-'- 1P ORTAI CONA .7 Puntinnodello: 65
M: AC AB. Fo . R . Be 1. A
‘P{thaic&ma 4 4 3 g 20 G e 8
'_;Anm © acmatura: anma bun o .
“_Pmtatcona porta lo Stendardo da Battagha dell’esercito!
Opzioni: 5 :
* Pud indossare l.m .-lrmatum ngut (12 P t)
* Pud combattere su tin carro (143 poti, vedila descrizioné nelta sexione
© Truppe della Jisi dt:l] esercito) sosttuendo idue Scheleiri
dell’ (:qulpztgg:(} oppu.rc‘. cav, alcare un Diestrierd Schclttrt) (+8 p.t).
* Pud scegliere oggctu magici dalla lista Comune ¢ da quclh dei Re d(,i
“Sepoleri per un valore totale massima di 50 p.ti. [n alternativa pud
seeglicre uno stendardo: 1[1:1;4,1(.0 tmr-muu I.um{i., di puum
Regolc specml: ;
: Tcmm Tombali, Naﬁmm }
; SA CERDOTE LICHE ¥ Punti/modello: 115
M _AC 4B Fo R Fe 1. 4°D y
Sacerdote Liche A 3 3 2 2 3 k
~ Armi: avma bianca. ;
i Magia: un Sacerdote Ltl}‘lt‘ & un Mago,
Utilizza sempre gli Incanti Nt:hc‘klmnam { vc,d.l pp 2!-}-70]. "‘
Opzlom. ; . :
= Pui cavaleare un Destriero Scheletrn per +8 pti

o]



T dclle armate: dci
{ ¢ mppresentano i leali
soldati che servonu il proprio sovrano
' petfino dopo cssere stati reclamati
dalla morte.

- Ceun numuo minimc di l"ruppc che
devane cssere ‘i(.hl(,l’dtt' evariza

~ seconda delle manmom delbarmata
“(yedipAly

2l Truppa ché p()“‘OnO essere
; _-f:Lh1t‘I'}.tL :

. :M' AC _AB .':o Ly '.'1=.u iy

EN on C'Eun limite massimo per lc unita.

L schelowhl 0 e R 2
i C_amp.:i_oﬁ'c"

o ’

Dimcnsmm de‘l!‘umm lu—qg}

Arl:m e Amlamra 'nmd bmm,a.. ar cn

Opzmnr

: :();zm uniti p ue 505t11mr:: i oropn ’lr'(‘hl cof tlcgh scudi senza cost

) ﬂ.g;..;.unnn. .

- - SR

.

Ogui uniti pu-o \_qf_ri_ e qmmggwm wn arlnamra lcg@..cm
(hip Iommdrilu).

(J;,m unita plm St)‘,tumrc i ;}1 UpM alchl con picche & seudi
{+1p. m;modeiloa

Ogni nniti put pmmumere ufn Gm_rrmm a Musicu per +5 P

Ogni unm"i pud promuoyere un Guerm,m ad Alhere per +10 Pt

Ugm unita pud promugvere un Guerriero a Campione nu +10 p. ::

Se il Generale & un Re del SLpUlLl(L A’ Unita pud ess
con vino stendardo magico delvalore massimo i 25 p.li.

Regole speciali :

Nainorii.

.L_. equ_]_pd;,gl.lld._

C AVALLERIA LEGC [RA DI SCHELFTRI

Punwmndeﬂo. 1 4

UMt ACe AR T R Fe h D
'Schcl{-lbrj--' Brbo il ah il Apn g an Tl U5y
f,_.d:npli}nc _ SAnc LA 3 = 1 Pt 3.

o Beid 013 Ll a8

DLN. b(hdetro !

Dim_msioni dellunita: 5-16

Armi e armatura: arma bianca, arco.

ﬁp‘umu’ .
& Ogni 1nita puo pronmuovere un Gucrricro a Musico per +7 pti

- Ugm unmi puo promuovere un Guerricro ad Mfiere per =14 p.ti.

* Ogm umta PUG promunvere un {uerneco a4 Campumﬂ per +14 po 1i.

: Regolc spcriali

0-1 SCIAMT. DEI SEPOLCRI e

Norumorti, Cavalleria Le, ggent

M CAC AB . Fo R he. 1 A D

45

Sefame dei Sepolet 4 sy 2

Rl

2he sl 10

Diinensioni dell’unita: 1-5 basctic.

Arini € armatura; nessuna.

: Rﬂ,uh: speciali

Nawmorti, ?uame Pu,colr. Scbmmﬁglmmm, Attacchi Pcneﬁc:

g Anwm‘m dal Bassv...”

_%

Di

Oy

Re
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i | Txm Armaturas 3+ ;
: Aﬁ:l:u € armarnra: 'r\llﬂj:d. thCchl‘l} ha i
<l Gucrmcm ‘-f_hel(_tro Lm un ‘arma hmm

-0 pzmm.

' cholc spcf_iah

Pmm,/madelio. 16

Dest. theletr-)

b
=]
4
[
e

Dimensioni dell’ uru'ré §:160
Armi € zmnatura arma bxanm lam_m qrmamn !ng(-ri e seudo.

Op.m)m.
T Dent unim puu prn)muuve

Regnle ‘:pmah
.. Nonmorti.

P Ae AR Fod (R Fe la sk D
Sehdlerse, " 114 iz m i1y L5
Lmnplont: S z 2 5 = 1 2 2 5

8 5

't"un'C;':uerfit:m a Musico per +7 p.il.
= ()gm unilﬁ pun ]1mmut)vcrt un Guerriero ad Alfiece per +14 p i, :
1 Ogm wnitd put‘) promuéwere un Guerriero a Campione per =14 p.u.

S Un m‘ma pu{\ avere une stendardo magico del valore massimo di 25 poti

CARRI*™  Pustimodelio: 40

Dnmcnsmn.( dell umta_ 3 2 :
Equipaggio: lﬁunga Sehelerro, 1 f ueriiero Schele:m

 Destrieri del carm‘ D(,:-trlc_ Schclecrx. :

wima bianea.

Tanci e AL,

% ()gm uml.l ru.o pmmuovcfrc *un Lrummro a Muﬁt:
+10 B 1:1 ; 2 :
*. Ogni umta puo promuovcrc un Guuriem m ;".lf‘vw 1)(“1‘
+20 N i
* Ogni unita pao |:‘|1".‘dmum:rer£.e un G_u_:‘:t_' i
+20 p.d 5

o '.ft Gumpidne per ;

ol Hn'unill. pud avels tmo steﬂda.ldo maglco dci
massimo di 30 p H. ;

Carri Leggem, Nomnmﬁ

M S ACAE . Fo R Te LA D
Cant e L T e 5 _-;. T
‘:chdclro s o . G 7
. L Bt e

::.l)esr. Schatgflr) 3 pra - 3 e Foyig 1

TRUPPE

++ Carri
Se il o esercito Lom'mdato da un

Re el he:pnlmo_. 1 Carri sono

considerati scelte Truppe. Se invece la

g armata @ comandata da un
Principe del Sepuolero, i Carri sono.

considerati Truppe Speciali.
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CARRI

Se il tuo esercito ¢ comandato
da un Re del Sepolero, i Carri
sono considerati scelte Truppe.
Se invece la iua armata &
comandata da un Principe del
Sepolcro, i Carri  sono
considerati Truppe  Speciali.
Gonsulta 11 pagina precedente
per la descrizione dei Carri.

e Truppe SpeualL mcludmm bumnen
- (? "élite, creazioni particaliri'e creature
- Nonmorte che appaiono sul campo
n frequenza inferiore o in nuniero
minore rispetto alle truppe di base.

: l)nucnhmm deﬂ umta 10-2‘5

Opzmm

s =

s MCAC AR R R T r i
weada o A e 5 s B e T g iy
Campimw - S Sl -:i.__ e

: Armi e ﬂrmﬂtura Arma bs.mm, amlalum ]v;,;,em e ‘-LU.dO

(ng uritit pué& promuovcrc una Gu:ndm a Musico per —G i
'OE-J“ umm pue promuovcre una. Gu,udla ad Alliere per +12 pri.

Ogni nmrﬁ ptm promu(w&rl: it (;u.mm.l wCampione per |12 puti.

e TIn Mﬂf‘rt pu,o porrau‘ une’ stendardo magico dr_l valore _r'rg_assimo dli

S0 puti

i Regole speciali

- Lame Tombali, Nonmorti,

 USHABTI

M AC AR To | Rdc

Puntifmodello: 65

T A

- Ushabd 5 i 026, et

Dimensioni [lt:il’l]ﬂir"l‘" 3+
Armi: enormi lame: ritLralﬁ
Rt:gult: speciali

Casirum Nonmm tt

A
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CCARGASSA™ -\ sostmete

: &
_ ARG CARS R R ke Tl AL R D
i P Rl I AR S N ST T

; Di:ncnsioui' de.fl‘l_m itd: 3-10

Armi: beceo ragliente.

Regole speciali b o
Unidta volante, Nonniorte.

-

SCORPIONE DEI SEPOLCRI runtimnett s5

: . M U ACYAB Ho R Fe Ti A
Tl SRR U R SR R
Dimensiond delluniti: 1 :

Armi: coda appuntita e chele micidiali.

Regole speciali - ik .
Costrutto Nonmorto, “E Arrivato dal Rassa...", Altacchi Venefici,
Colpo Mortale, Resistenza alla Magia (1 ) ‘

L

~TRUPPE

.rj‘ | Pe
f'J// :

SPECIALI

C’e un numero massimo di Truppe
Speciali che pud essere schierato ¢
varia secondo lc dimensioni

dell'esercito (vedi p.41).
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_ 'S.(Zhl:tlu(.-ﬁff_ﬂ' ; 4 SRRy - 3, Pl 1
| _m: Ziont pil pmerm ¢ Bl e L SRS :
pericolose delle armate dei Reded lji(IJ.(:nSi:mﬁ di-.mm'ﬁg;_i -

polcri. Il numero limitato di 0
. CJIg:mtl d'Ossa ¢ Gettateschi Urlanti
- sul campo di battagln & nuhw' lelly
Im:) ratiti. iy :

S‘t:rvenﬂ 3 Scheletri. _ ; : :
Armi ¢ armatura: lscrvcmt Sd‘zﬁleln bUILU cqmp,lHﬂmn r'rm armi bmm_h(.
Opzwm ; g : :

L ¢ Puo exsere uh”?innaln in mod()das;,,t 1”[',;-;.;111 d(:l Nemici per ,+_20 .
C’& un NUMEro Massimo i I!U]ll_n-' 1! giim | I

- Rare che pud essere schierito e e Regolc Spe(:la].l it .
‘r&[‘l“}. bccnndh le dimensioni: ! Cuia;mlta Teschi Urku:tz ;\mfmorti Iescbs dei Nemivi,
' ilell (“;{-'I it (wdl p. Lll) : o

GIGANTE D’OSSA st 20

: MIAG AR To R Ke il aian.
Gigante d'Ossa 6 3 0 G 5 1 S

Dimensioni d c]_l’u.nit;'a it : :
Armi ¢ armatura; due arnil b,lanchr: armaluni pc*umn: (Tro. mmqmm wmjt_ dz SR
Regole speciali

Cosirudlo  Nonniorio, Bérs’agﬁo - Grande, Terrore, Assallo
Inarrestabile. sty

’\JASTINI DbLLA C(JPRRA

; Pnntz,’modolln rwnab!h
I Mastini dollu (;uwm sono unita mercendrie che puoi
assoldare per rinforzare la tua armata, LPuoi seegliere
o f.mzta di Mastini della Guenacome spze gato nelle regole
- per i Mastini della Guerrg. -
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Apply & wash of Brown fnk * Drybrish the ¢
thac has been thinned with an . with Bleached Bone

capial quaniity of wate,

Shields

Shields are a prominent
part of the Tomb Kings
army and can be used to
make your army look
unique and to differentiate
between units.  Using
colours that contrast with
the bone that makes up
most of the force will help
your models stand out on
the battlefield. We have
used a simple colour
scheme for our army but,

as the examples below
show, you can also use
more complex patterns.

i
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&4, nghllghtb of qkuil White.
__are apphed to, thc raised
sections and. :;dges of th¢

bont:“ paying _jp,amqulag

Pamtmg Reglments by Dave Andrews

“I wanted to create an effective
looking force but one that was
quick to finish. To do this 1
painted every model in the army
at the same time, applying a
basecoat to each figure before
moving on to the next colour or
highlighting stage. The
hieroglyphs on the scrolls and
shields were photocopies from a
source book which were then
reduced, a simple but very
effective technique.”

“To paint the bone on my
army | sprayed the models
with a Chaos Black undercoat.
Snakebite Leather was then
painted over this, followed by
a drybrush with Bubonic

Brown. A drybrush of

Bleached Bone was then
applied. To finish the models,
the teeth were picked out
with Skull White."




~‘make things casier we
. chose 10’ paint the steeds -
* 1 and the riders separately
- before they, were: gliieds
Hogethee Eond L8
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: ‘&g.tcar opportunity to i_\dtl golour and variety 10
ept our turquoise theme on thecderails; but added v\ S : :
oloar to the bodies of the chariors themselvé, This deep = b:k'[;?:arqwfgz;f “,1 our(.tolrclc \:’; _u“(_‘a‘_
55 S e M RN ] g > { of ‘Shining’ Gold. This ‘was
g vt'. _}r'- abe m_l __.Ig“' 2 _-b"'.*ab Rc 'md fnghl; 5 G WHix . P ‘ L ghvenia wash with Chestnut Ink, hefo_rc
' ; : highlights - of ' Burnished Gold  and
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We created some specially themed terrain as the perfect complement to our army. If you can do this not only will it add 1o
the overall look of your army but it will make your battles far more spectacular.
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“with your opponent’s consent. /

This page details some of the most powerful undea

béroes of Nebekbara ever to bave walked the Warbanimer
world. They may inspire you to create characters of your
own devising for use in your games, which you can use

s

On the pages that follow are rules and backgrousid for

Settra, first and foremost of the Tomb Kings, and Khalida,

Tomb Queen of the Eastern Deserts. These two characters

may be included in your army and do not require your
)

_opponent’s consent to pnclude them.

i

King Phar  /

When Settra first began . his domination off the Kings of
Nehekhara he faced fierce resistance from rival kingdoms.
Under his skilled generalship, Settra’s armies were able to
conquer all opposition before them, until they marched
east through the Valley of the Kings. Word had spread of
Seura’s coming and one King was deternfined to defy this
all conquering army. Under his rule the lands around
Mahrak had been scoured clean of the'greenskin menace
and the city had prospered. An arrogant and proud leader,
King Phar deemed himself top-important to bow down
before any mortal. He was able to ambush Settra’s force as
they marched through the/Valley of the Kings, preventing
the army from taking his beloved city,

For decades his people held out , besieged many times by
the armies of Khémri and, ‘even with his dying breath he
cursed the namé of Settra, remaining the only King who
refused to pay him tribute. Finally, with Phar's passing,
Settra’s armies were able to conquer Mahrak and the [ast

free city of Nehekhara fell under Settra’s rule. Phar was’

among the first of the Kings to rise from his eternal
slumber, Upon awaking, such was his fury that his
successors had bowed down to the lineage of Khemri that
he broke into the tombs of his descendants as they woke.
Ordering  their pyramids toppled, he dragged their

mummified corpses. from their resting places, burning «

them ‘and shattering  their charred skeletons with his
mighty Flail of Skulls. Even in death, King Phar continues
to fight against Settra, and his Undead legions wage war
against all who try to subject him to their will,

Sehenesmet, Vizier of Quatar

The tomb-city, Quatar, is famed for its towering statues,
many of which are colossal representations of the gods
and mighty kings of the past. Sehenesmet, the Vizier of
Quatar, has worked for nearly a score of centuries creating,
rebuilding and caring for these monoliths. Unmatched in
this field, Sehenesmet has refined his incantations so that
he can animate and control a grear many of these
constructs at any given time. It is he who inscribed the
powerful incantations of awakening and binding upon the
towering monoliths that guard the entrance to the famed
Valley of the Kings, and his realm of walking statues is
talked of in the lands of Araby in hushed tones. It has been
said that he has even animated the grear stone guardian of
Quatar, shaped in a hybrid form of lion and eagle. Now it
is even rumoured that he has interred himself within the
animated body of a giant construct to lend him the
strength so that he may underrake more ambitious and
grander projects.

Prince Tutankhanut

Prince Tutankhanut was the only son of the wealthy King
Ahken of Numas and was famed throughout Nehekhara for
his' handsome features. Tragically, the young Prince was
slain before he had even come of age at 15, He had been
hunting lions, for he was renowned as a particularly skilled
bowman, even when speeding along the plains on his war-
chariot. Separated from his hunting party, a crude spear
hurled by a savage northern tribesman smashed into his
chest, and threw him from his chariot. Adored by his
wealthy father, Prince Tutankhanut was given an elaborate
burial, When the young King awoke from his death sleep
he was horrified at his withered skeletal form. According to
the Nehekharan beliefs in the afterlife the gods would
bestow each king with a body of gold. Tutankhanut was
furious to find this was not the case and demanded that his
priests fashion him such a body. When he arises from his
tomb, resplendent in his golden body and death mask, the
still living people of Numas hearken to his call, perceiving
him as blessed by the gods. When the Prince and his army
march to war the people join behind the icon of
Tutankhanut, marching alongside their long dead
ancestors to war. Tutankhanut has led his army to many
victories. Fighting in the thick of barttle his golden form
deflects even the most powerful attacks.




- Of all the kings of Nehekhara, none could
match the splendour, cruelty and arrogance
of Settra, first Priest King of Khemri. Under
his'inspired leadership and unparalleled
ruthléssness, the many kings of Nehekhara
., were conquered and forced to pay tribute
~ and acknowledge Khemed as the greatest
_ . city of the land. The tribes of the
“surrounding lands were conquered and
2 ythe armies of Settra Spread far and
wide, enslaving all before them, His

war fleets ravaged réalms across

the sea, bringing the terror of the

Priest King to many distant
lands. Settra was a vain and
egotistical king, demanding
tribute and adoration from
all his subjects and, though
he was a tyrannical ruler,
Khemri entered an
unprecedented
golden age of
prosperity under
his rule.

’ “And, bebold, tbe_a!m@bzygc}d-k!kg’..fmm did awalken Sfrom b!s.slgep of b_lesséd oblivion. His legions, long buried beneath
4 the sands, did_é{rf,ié:_an_disrt_md to attention, awaiting bis order. And be did say ‘War', and the world did tremble...”

& who stood against him and forcing them to swear terrible oaths -
- of fealty,
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Settra’s  kingdom- steetched across the land, but for all his
conquests, he was unsatisfied, knowing that one day death

would rob him of all he had accomplished. In his arrogance he
vowed that the grave would not claim him and proclaimed that
he would: cheat death, setting his. wisest and most powerful
priests toward$ working on'a means of preventing his passing.

The priests journeyed for many years throughout the world,
searching for a means of keeping the gréat King from death, but
to no avail. Great was Settra's wrath and though the priests!
magic kept him alive far beyond his mortal span, they could not
prevent his death. As he lay dying, the priests promised the great
king that it would one day be possible for him to remirn from
beyond the grave and live forever in a golden paradise where he
would reign eternally. When the king died, it was with a curse.on
his lips and his body was taken to the great Pyramid of Khemri *
where he was entombed beneath  the earth to await the
appointed time for him to awaken.

But for the twisted ambition of the evil necromancer, Nagash,
Setrra’s plans might have come to fruition; As Nagash's powerful
spell coursed across the lands of Nehekhara, legions of warriors
and. kings from ancient times stirred and rose from their
scpulchres. Where the ancient kings bad been promised eternal i
life in'a paradise where they would reign supreme, they instead
awoke to find themselves clad in rotted vestments and
desiccated flesh: with their lands in ruins -and kingdoms
v destroyed. The fires of pride and ambition
A still burned within their breasts and they set
*- . about reclaiming what remained of their
kingdoms, Battles raged throughout Nehekhara

until the great Pyramid of Khemri opened and
Scttra emerged into the blazing sunlight. Great was
his fury at this disastrous reawakening and he set about
reconquering his lost realm, overwhelming all those lesser kings

ki

e

b i

Having passed into the realm of death, Settra knew now that his
priests had lied to him and kept much of their magic for
themselves. His power was now far greater than theirs and he
cast them from his lands, ordering his vassal kings to return to ]
their tombs and await his call to arms. He would remain
awake, king of a devastated land; réady to begin the
% reconquest of the empire that was once his.
;..Q\ Immortality was now his, and the new .races
W that had flourished in his absence would
now feel his wrath.
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Chariot of the Gods
Settra’s chariot

follows all of the
rules for normal

i f&be Tonih Kings. He can be taken as one of y

oices in a Tomb Kings army. In addition, so powerful is
also uses up an additional Lord choice, He must be used
mrly as presented bere and may not be given any additional p,m
-aqumem or magic items Settra must be the army general.

impact hits. Settra
ay only join a chariot unit
/ whilst mounted, and if he

/ does so, the unit no longer
{ counts as fast cavalry,

Unit Strength
- Settra has a Unit Strength of 2. His chariot has a Unit Strength of 6.
l‘his mcans that in total, Settra and his chariotr have a total unit

_ Settra and his chariot follow all the rules for Tomb’Km;,s Undead
: 'ndon pages 20-21, ¥ Ly /

orate embalming ceremonies. El'e is Flammahlc
Settra the Great

life and founder of the Mertuary Gult, Settra alone amongst the
. Tomb Kings knows the secrets of the Liche  Priests and

amations in the samc: manner as a Liche HigJJ, Priesn

"ﬁcnra s anny rcprescma hts personal guard hnd half the poims of
the army must: be spent on the - followmg unit  types:
.th'},ots, vy Cavalry and Tomb-Gua,pd It may not contain any
: he Prit:sts s

The Wwill of Settra ; :
- One of the best generals and strategists to have ever lived, in life it
- was Settra’s mastery on the: battlefield that allowed him to
~ conquer the other Nehekharan cities, In death, it is that same
: rmuarkablc will and génius that moves his undying army. In

“My Will Be Done!”, which affects all Chariot, Heavy Cavalry and
Tomb Guard units in his army. He may use “My Will Be Done!”

_once on each one of the listed units per Magic phase, regardless of

: range or number of such units. He must do this before using any
' Incantations and remember that Smiting and Urgency may only be
used successfully once on a unit per Magic'phase.

‘l‘he Curse of Settra
~ Should Settra’s mortal vessel be destroyed, it explodes into a
ravening swarm of flesh-eating khepra beetles which bite and sting

~ the enemy before flying back to his pyramid-‘to slowly regain his .
immartal form. In addition to the normal Tomb King's Curse, if.
Settrais killed by any means, then every enemy unit within 2D6" S

suffers 2D6 Strength 2 hits (dlsmbuwdas shoodng-lﬂrs)

S,treng_gh of 8! .

d Seéttra has had his ancient p&ly presewcd through '

_The greatest Tomb- King in Nr!hckham a powuﬁ.:l Priest King in

understands their language and incantations. As well as being
- g_cneral of the army, Settra is also the Hkmpham and can use -

_ addition to his Incantations, Settra also has a special version of

MAGIC ITEMS
THE BLESSED BLADE OF PTRA

Settra wields a weapon imbued with the power of the
sun god. In battle, Settra strikes down bis foes with

dazzling flashes of light that blind the enemy and scorches
their skin.

Settra always strikes first in close combat, even if charged. If
an enemy also has the ability to strike first, then they strike
in normal Initiative order. If this is also equal, roll a dice to
see who strikes first (re-roll ties). Keep track of the number
of hits Settra scores with his weapon. After his attacks have
been resolved, any enemy unit in base contact with Settra
must take a Leadership test, with a negative modifier equal
to the number of hits caused by Settra. If the test is passed,
the enemy avert their gaze and suffer no ill effects. If the
enemy fail the test then they are reduced to Weapon Skill 1
for the remainder of that combat round. If they roll double
or more than their modified Leadership value then in
addition to being reduced to Weapon Skill 1, the unit
suffers D6 Strength 4 hits (distributed as shooting hits). For
example, if Settra hits a unit with Leadership 7 three times,
a Leadership test of 4 or less is no effect, a roll of 5 to 7
reduces them to Weapon Skill 1, and a roll of 8 or more
means they also suffer hits.

THE ARMOUR OF GOLDEN MAGNIFICENCE
Settra wears a suil of age-old, kingly armour that was said
to bave been crafted and worn by the jackal god, Djaf,
when be walked the land. 1t is impervious to the ravages of
time, and notbing can tarnish this shining golden armour.

Settra has a 2+ Armour saving throw. This saving throw
is never modified to worse than a 4+, even if hit by an
attack that normally allows no Armour save (such as a
cannonball),

THE CROWN OF NEHEKHARA

The crown that Settra wears represents bis kingship over
the entire land, and incorporates several crowns in one.
This crown carries with it the blessing of all the gods and
goddesses of Nebekbara, and is topped with a golden
cobra that rears and spits whenever enemies are near.

Settra and his chariot benefit from a 4+ Ward save. In
addition, Settra causes terror as described on pages 81-82
of the Warhammer rulebook.
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High Queen Khalida, the Warrior-Queen of Lybaras,
was highly respected across all the lands of Nehekhara
and adored by her subjects. Her intelligence, temper
and bravery were as legendary as her beauty, as was
her intense sense of honour and justice. Her reign was
tragically short; cut down as she was in her prime. All

of Nehekhara mourned her passing, for they knew she

would have brought great glory to the empire.

Khalida was killed by her cousin Neferata, the Queen
of Lahmia, in ritual combat during a great celebratory
feast. The sensuously beautiful and alluring Queen of
Lahmia had falsely accused Khalida of treason and
attempts of assassination, and proclaimed these

allegations loudly during a banquet feast. Khalida had
risen to defend her honour, and in her anger had

refused to nominate a champion, accepting the
challenge personally. Neferata desired the death of
Khalida, for the Warrior-Queen had grown suspicious

‘of Neferata and her Lahmian court. Indeed Khalida

was right. 1o be suspicious, for Neferata had been :
studying the blasphemous texts of the sorcerer,
~Nagash, and had drunk from the cursed elixir of

damnation -~ she had béén reborn into a. cursed

existence, becoming the first of the vampires, and if

Khalida was not silenced then the Lahmians’ deadly
secret would become known.

The two women fought before the shocked nobility, ¥

their ‘blades weaving a delicate and deadly dance.

Khalida was a skilled and powerful warrior; and yet
she could not match the preternatural speed or-
unholy strength of Neferata. As she lay on the tiled

floor, her blood flowing from a terrible wound in her

stomach, Neferata sunk her sharp teeth into Khalida's
neck, sucking deeply. Biting hard on her own tongue,
the Queen of Lahmia placed her lips over Khalida’s, -
and her vampiric blood flowed down the dying

Queen's throat,

As the life began to leave her dying body, Khalida
knew that the cursed blood now flowed through her

veins. In desperation, she cried out to the gods to save

her from the same abominable fat¢ that had taken

hold of Neferata. The Goddess of the Asp heard her
~-pleas and appeared 1o the dying Queen in a divine
_vision. The blessing of the Goddess purified the
yampiric taint from Khalida's veins even as it drained
the meaining life from her. In sorrow she was borne
back to Lybaras.

TN N A




e rmok- thc burial of the Qum.n for thev
dgniscd that the blessing of their divine mistress
1pon her, even in death. Khalida was embalmed
and placed in a seated position within a specially
- made reliquary within the temple of the blessed Asp in
~ Lybaras. There she sits unmoving, her face concealed
; b(;hmd a beautiful death mask created in her likeness,
In times of dire need, when her homeland is
threatemd the power of the Asp Goddess infuses her
ancient limbs. Gracefully, she rises from her seated
pOSlLlOn and - glides - across the * temple floor,
- _commanding the _doem o open with a delicate
- motion of her hand Her flesh slowly starts to return
its former beauty, gradually becoming as pale and

: pristine white marble '

e e.mhqdunent of the Asp Goddess in full fury, a

. . With divine energy flowing through her limbs,
Queen Khalida brings war and death to any who
~ threaten her realm.

' Khalida - Beloved of the Asp
" Goddess, Tomb Queen of the
“Eastern Deserts

. choices in a Tomb Kings army. She must be used exactly
. as presented bere and may not be given any additiona!
- _-'eqmpmem or magic items

'M.'ws BS 'S T .W
3

¥ 1
B Knalida 6 G S s

" Points: 420

apons & Equipment Hahd weapon (talons),
_. Venom Staff.

% SPECIAI. RUI.ES
- Undead
Khalida follows all the rules for Tomb Kings Undead
- found on pages 20-21.

‘Flammable

~ Khalida’s body has been preserved through claboratc ?

- embalming ceremonies involving sacred oils and
“unguents, so is Flammable.

- Incarnation of the Asp Goddess

- Potent venoms run through the veins of Khalida,
flowing into her long talons. All attacks made by her
count as magical attacks and Poisoned Attacks (sce
page 114 of the Warhammer rulebook), and she

- herself is immune to poison. In addition to this; any of
her attacks that count as poisoned (so any 65 to hit),

will inflict D3 wounds rather than 1 -as well as 3

- wounding automatically.

- wave of pure terror rolls over those who look upon -

~ The revered Khalida can be taken as one of your Lord ;

Al
S aad.
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The Queen moves
with the swiftness

of a striking asp,
and will always
strike  first in
combat, even if she
was charged. If her
opponent also has this ability,
resolve their attacks in Initiative order,
The Queen’s Command

Khalida may cast Horekhah's Incantation of Righteous
Smiting once per Magic phase. It is automatically cast,
and cannot be dispelled.

Army of the Queen

_During her life, Queen Khalida’s army relied heavily

on her well-trained bowmen. An army that includes
Khalida must contain at least one unit of Skeleton
Warriors armed with bows.

Blessing of the Asp
Units of Skeletal Bowmen, Skeletal L:ght Horsemen
and Chariots in an army that includes Queen Khalida

'may be given the Blessing of the Asp at the cost of

+2 points per model. All shooting by these units
count as Po:soned Attacks

Terror o :
A horrific aura surrounds thc High Queéen, and she

causes terror (sec the Warhammer rulebook, p.81 82}

Regeneration

“The power of the Goddess of the Asp runs through-

Queen Khalida, energising her limbs and healing her

- wounds so that she looks increasingly statue-like and

is filled with unnatural beauty and allure. She has the

Regeneration special rule ; as. descrtbed gn page 113 of

the Warhammer rulebook,

| “Curse of Queen l{halida

Any model or unit responsiblé for thc death nf Queen
Khalida (see the Tomb Kings' curse on pages 22-23) is
affected by her curse on the dice roll of 4+. If affected,
then roll a D6 for each model/unit, and on the dice

“roll of a 6, the model loses a wound that cannot be
' in ~any way (including Ward saves) nor -

saved
Regenerated. Roll again at the start of each of your
opponent’s turns for the rest of the game, and they
take a further wound on.a roll-of 6. :

MAGIC ITEM

VENOM STAFF

This staff, shaped in the form of a striking asp,
writhes as if alive and spits at its enemys with

Bound Spell, Power Level 5
The staff contains a Bound magic missile wul; a
range of 24", causing'2D6 Strength 4 hits. JEa
unit takes any wounds fr(')m the staff, it may not
move in its next Muvcanr ﬁhdbe F
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' INSCRIPTION ON
THE GREAT OBELISK OF KHEMRI

s dy{ngwords, as translated by on¢ Alun Gartner..

T e

gbt to be a recount of King Settra

M - Thou

| ) ' 2\ 3

: : Hail to the mighty tomb guards who stand p) ) l\("‘ S p "
before me, you who will stand guardian at \ )
my tomb chambers for eternity! For I, Settra, QQi ) E

£ Kpemrd will awaken to

Lord and First Kingo
dise that awaifts us!

command you in the para
 Hail to the Ushabti and the Sphinx who
- erouch beside the monuments of the King,
Hail to the commanders of my legions of
warrfors, leading forth your reqiments to
foin me in eternity. Fill the ait* with the sound fr~\

of yout* worsbip! Your standards are pleasing ~ /~ S
) }( ; 3‘
|

&

-

et

to my_}sz'gbt and that of the gods.' See how the
them. Remember them

- sun god shines upen
enter the darkness

ming this day as you

of the tomb. Fear not what we must do and
think only of the glory that awaits A 29
me upon the Great Awakening K ) )i

Look upon my flesb, my warriors! _ i

Once [ was a mighty warrior-king, destined to

live the life of a god, yet ny flesh withers . \
upon my bones, ny frail body succumbsto i
the ravages of time and soon deatb will claim '
me. But it shall riot always be So. In strange { /
« ssdeons; even death may lose its arip and :
thougp | march to the tomb, [ have the spirit

of a kingj And you alsg, yetyott be but mere Pt
mortals, you bave the invincible spirft & 5, :
_ © of the army of Settral [ ( ) } CP ':

0 Turn your beads my soldier's, (T your
peads and see the fairt river Vitae. You will see baa
it again when the world s tready to receive us P
and you reclaim that which {s mine by right -
and by birth, We are the glory of Kbemri (J\

 manifest destiny of ruling this world.

Now make ready your weapons, my soldier's,
for the time (s at pand. Go forth, | command
qo forth in baste and march with your

A ¥
king into the darkness of the tomb,
Make great the name of Settra and Kpemr!
d there are

3 R and shall m’seagafntoﬁxlﬁlour ‘.m‘-_]v w) .

The darkness draws nearan
qreat deeds that remain undone, enemies

yet to crusb and raptures yet to rejoice in,
So as ft fs written, so shall it be done.

[ Settra bave proclafmed it and let none
dare oppose my will
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nt cairns; the burial places of early kings and

Iitﬂc.ié-known of them, for they did nor record _the_ir ;
i historicé'in written form, .r_el’y_'in_g: on a.trad:ti_qrf of
stbrytellirfg. These barrows are mounds of earth piled

- beé seen on the skyline for many ‘miles .._around.i:
Macabre and” superstitious stories surround  these.
-~ mounds, and those who live near them go out of their
o Iway not to walk in their shadow. -Bedeclgcd. in bro:'xz_e :
2 ~armour, rumours say that these ancient kings: stride

warriors, loyal’ beyond'-_:t]_w_grav'e,- mgr'g:hing'._a_t their .

¥

' ikel looked on as Heinric
. dust-covered goblet. Raising
inspected the vessel,

h closed 2 gloved hand on a
it close to his cyes, Heinrich
wiping grime from its surface. Apparently
pped it into the heavy leather
shuffled deeper into the crypt.

Mikel glanced around anxiously, his torch sending flickering shadows
dancing over the walls, and he flinched at the movement, The light
revealed all manner of Strange carvings on the walls, swirling patterns

that entranced the cyc. and strange wide-cyed figures with decorative
headdresses.

satchel worn
over his shoulder, and

1 think we should go. Heinrich,” Mikel whispered, wincing as the
sound of his voice shattered the silence. He felt as though the
weight of the carth piled above was pressing down on his chiest. His

breathing was ragged, and despite the chill, his face was wer with
perspiration.

Heinrich snorted in derision, a

nd bent to examine something on the
floor.

“Get outside and kee

P watch then. But you aren’t getting a full share
of what I find" ; J

Uncaring about what could be looted from the
Mikel half fan down the long, thin corridor towa
sight of the stars, Stepping from the cairn, he bres
air deeply, running 2 hand over his clammy
hid the full moon for 3 moment, and sh
darkness there was movement, and Mikel's §
From the other caitns, spread in a semi-cir
the burial mounds, came the sound of many slow. deliberate footfalls.
Adorned in strange, ancient bronze armour, , parade of Jong-dead
soldiers marched from the darkness of the crypts and arranged
themselves into fighting formations. Strange totems were held by
some of the skeletal soldicrs, and others held sileat bronze horns to
fleshlcss lips. From one of the larger burial mounds a bronze chariot
emerged, pulled by the horrific vision of a pai
since having fallen from their bones. As one, the skeletl legion
began their advance, moving creakingly towards Mikel, skeletal hands
clutching ancient Wweapons. Footsteps sounded behind him,

burial  chamber,
rds the welcome
thed in the cold
forchead. Pasxiug clouds
adows deepened. In the
clt his heart skip 2 beat,
cle around the largest of

"We ha-have 1-to go. Heinrich,” he

stammered. Huring no reply,
Mikel turned.

il Ao e R s beyond lie
'Ehe&i' most loyal warriors. They are the last remnants

; i _ Y AR X 1d
an ancient people predating the coming of Sigmar. powers and incantations against those who wou

 desecrate the ancient kings' resting places. Scattered
. thfouéhbur the wilder lands are towering statues, and

‘over a tomb, usually accessed by a single entram:e X
] Ti'reyrange greatly in size, and some of the largest can

~ darkness at the ‘whim of the ancient druids. Some

from ‘their burial ‘mounds in the darkness, their
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side. It is said that the ancient drds of these pROpiey t ik
figures of particular power and authority within the g 1

society, still walk the earth; directing’ mysterious

thou'gi'i Weat.hea;'b.cgten and old, many of them still
re‘semble the natum gods and spirits tha.t vt'ere onu.,
Wurshjpped Jtis said that these megalithic statues
arise on nights of the new and full moons to stalk the

S

have speculated that there appears to be some linlg
between these people and the ancignt_Nchgkha{ans', g
although scholars have thus far hcerii. unable  to
provide much evidence to _prow:_this clgm;.
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Heinrich staggered into view, and Mikel let out 2 groan of horror.
The skin on Heinrich's face was grey and lined. as if he had aged
1 decade in the brief moments since he saw him. Heinrich raised 3
wrinkled hand, nails long and curling, towards Mikel jn a silent plea,
A heavy bronze blade suddealy chopped into Heirich's peck from
behind him, nearly severing his head from his body. With a gurgling
sigh he fell to the ground, blood fountaining from the fterrible
wound. Standing in the gloom was 4 mighty figure, bedecked in
intricately carved, age-old bronze armour, No sound issued from
Mikel's throat, though' inside. his soul screamed. Staring into the
cmpty sockets of the once great king, he got the distinct impression

that a cold intelligence still resided within  this being. Mike]
remained silently screaming and i

pierced his body. He dropped to the ground, to be trampled into

the ‘icy earth. Only then, with all cvidence of the intruders gonc,
did the ancient warriors return 1o their cairns, to guard their abodes
silently for the remainder of cternity,
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at long . fb;fmmw 1o Altaort: After meefing b
ﬁwmmr@mmw» he seemed very
o visiting fﬁ&/‘lﬂhy’mﬁlm ths very night.
‘ :-MW&I»& That whatever it was he so- aesperately
2, To- 560 cowld wart untl @ more decent, and most
' Wnttely sober hour. My curiosily fs now rarsed though
 especially alter he kepl on raniing atouwl the
| sarcophagus of the infant King Kaspeh: [ have arranged
Y Wi The curalor for ws Jo- visit rst thing i the

‘%aﬁrm&ymwffmm&m
s (1 Is The fey To-the Tomb of Queen Rasut. [ have
onifsed To- keep Goth flems sale uniil his refurn in @

Mkar?‘ﬂy IZ1h Aﬂ‘wwafﬂm -referencing the
WW“MM’M 1 have aiscovered fhat
Queen Rasut was in fact Kaspeh's mother.
b mlmywﬂg//mm vacols parchment To- miy good
. gwxmmrm He acciphered the ancrent
Iteroglyphs and [ ame now jn a state of total excilentent
@ seepm The ey To- unfocking the mmfant king's
Was placed in The tupial chamibers. of his maother
- Rasuf. Not only aves The parchment actar the
wherealowts of her'\Jomé; but also-how 1o-gam
With the keystone: [f would seemt that inside the
wiid there lies a fhepra amule? which when fixed onfo-
o o #

Re Wm 7his eprsode has only sTrengthened iy
W!&WWM& and £ shall sef forth with all

e = 3y 6

_—a X | {x g ! 4 s L

There: are a number of references 1o certam riles that
mest be performed 1o enter the. Gurial chamiber safoly,
il These sections are somewhal confusing and fedious.
! aare say they are nothing more than ancient

superstifions from a culfure long since dead. A

Wellentag 18th — It wowle seems
That our good friend Alumn
Gartner /s unabte fo hold his
Tongue: fesleraay Clarissa
Lokt @ renowned collector
of antrguslies frome Nuln but
who-/ suspect rs liftle more
Tham a glorified freasure
hunier. pard the museam a
VIsiT ana questioned e at
some: lenglh aboul where fhe
Hems we have on arsplay were
arscovered. [/ feel that she fnows E-
more Than she s leffing on. mzwmm
chamdbers [ atscovered that during miy tme i the [
conipanty of [raulein Lohf, MYy roont haa leen

ransacked and the Ankh fey stolen.

Bezalllag Z2na ~ After many sleepless nights [ have
dectded That This mafler is loo- imporfant fo leave unt/
Vacol's refurn: Booking nuyself and iy servant Klaus
passage from the port of Marienturg fo- The ity of A/-
Haikk. [ have lef? instructions 1o Jacot as to the
course of miy actions. [ can but hope That the next
Timie I meet up with my good friend, fogether we shall |
unlock the secret wonders of the caskef. '

A .

Wellerntag 2Z71h Sommerzert - It has been months smce 1
L last saw ary land, and now that [ stand upor 11 L wish

T were not qufle so-ary. The sum here is infolerable and
The: stencth of camels even worse: Within minates of }
slepping on shore [ learned M/y whey Al-FHaikr f;f-. i y
rnown as The Eity of Thieves. Unaaunited by Mabp;;gf
niy purse; [ have leen asking around albowt the location
of The cify of Khemry. It seems my questions have
Wﬁdﬁf& unwarranied affention. A group of men
swathed in black rodes approached me: calling
Themselves M&5’WM#‘0F The Pead, Mdy informed me
niy life will be af risk ;MIWMWWW,* /
can only Wﬁﬂ%&#;mw.’mm \
Nehethara and seeps farw&%&;ywt withowut

WM«»WW«?M&?MWW
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Aulentag Z8th - Klaus has managed o procure @ guide o-atd
us 1 our quest. Tomorrow [ venture info-the vast desert with
iy guide Araf and his young nephew Sult Today ! mstructed
Klaus o luy provisions for our journey neluding a good sword
and a lroad-rimmed hat [o- keep off the sum; [ also asked hine

o fina me a whip, for Gy the manners of the local camels [ feel
1t will prove wseful.

Marklag ZOth - As suspecied. miy cantel named
Atorinothus has proves lo- be a verfable monster. /Y has-a
permanent slale of flalulence and ondy Travels where he so
chooses. [ fried using The whip on The creature tut it ondy
served 1o aggravale the Geasl even more: [ shall le glad
when L any no- longer forced lo- share ifs companiy and !
HiTle doult The feeling re mufual

Bezahllag Z0Mh — feslerday Alormothus wandered away
frome my quides. A7 first [ was upconcerned as the least
aves [his on a datly basis refurning me around feeding
Time: Thes time our separation proved near falal Whilst
Iraversing one of the many dunes That scaller this tarren

Jand, The sand lefore us swuddently erupled and fronr it burst

& monslrous leas). [ recognised 11 10 le a new species of
scorpion bul i was as large as a farmer s carl and
branded with strange hieroglyphs. The creafure atfacked wus,
greal pincers snapping and s fearsome stinger jalting
Within inches of niy face: [ carm ondy be thantfid that
Alormethus was such a fast runner. as /1 w»m/y. Klght
no- dowlt saved wus loth. When { Iold miy guides of this
tncreditle teast They merely shrugged. Ferhaps fhey thing [

art Imiagining things in the heat of the sum Ferhaps they
are righi.

Angestag Oth Vorgheim — The small oasts we have stopped af
seems Nke a verflalle paradise compared o the harsh desert. /Y
has been: such a- long fime since-/ last saw any sight, other than
the monoloncus glare of the aeser? sands. Zafamﬂaa&%rmp
Klaus maae & remarkalie discovery. !

On The far side of The small. but most refreshing pooy, ke
stumlied across an

Immensge skeleial
foetprint. Afthough
cerlainly looked
autheniic; [ can
only guess 1 is The
work of some

PR~ T
had

ey :
festag 17 - m;ﬁ- m»
Journal, but fruly rmmmmo{mmm
than the constant heat of this acewrsed sun: This
spotted some large birds flying i The skies alove our _
group. As the affernoon wore on XhMW&be'
alove our heads. From this astance [ could see that even The
veelfeeres Mamgramf»mwmmmm
as Though They were starved 1o the very. done: IWMM
SIghtt of These carrion eafers /s not & lad omien. \

Aubentag Z7th Nachgeheim— Travellng across This wilderness
has seemed fo- lake an efernily. Mﬂtbny&ﬂ/mw
niy First pyrania. The pinnacte of a huge: black m
appeared on rmmmmrwsmmm@m
mwmfywmmrbwm

ward off evil. JWM&MM
superstitious coilisation indeed. for me The

awesome fomib-is indeed good news. for 1f Piean The .
destimation of my jowrnely (5 m&m;@kfm:‘w# Z
free of miy camel. e -

Bezahliag Sth - We have made camp i The old eily.

s The sun sefs and the infolerable heal has d/ﬁwm
niake my waiy To- The fomb: Accoramg 1o dm&';;ﬁ%
the pyramid [ seek lhes exactly a mitle o the
the greal Tomsé of Seffra: TE&W?&M&W
tomibs located on The stfe Mwmwmvérr
a construction as large as & pyramd? -

Fastag Oth - [ aon't believe 1t/ How many of These:
WWMM&WMW;WW o ¢
mvm@ﬁm;m‘mmmr‘f
alfer countless hours studymg Vacols parchment. and
Frustraling days Wandering the &a&ymmboffm
found fhe one we seef. /#/fuffwmm”«m
lelore me; for the doorway lay open. Why [

the: thought of enfering f&&W/kWM/‘?M

rest. ! shall endeavowr )‘aimmf !&% :
Journal. What marvels lie tefore we [ can
wonder Gl 1t 15 miy duly To-record and

always sald, Mywﬁpﬂwnyﬁ?rmMW” ﬁ_




4 mmpm steps. beaay /M
mwm The mupimitfied corpse of the
“ then e e luck 1o Aaorf 1
¢ mMﬂ' mw‘am |

mx»pm #&My&awﬂhy
1o-The Ireasures within, but as long as [

Mmmwﬁmmm fm;n.y '
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Clever hidden within,)

Dogooooangnoaf amy.
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1t s myy sad auty mmmm.rmnbm of&m
Loktt. She had arung: from the fountam. [ iransiatea the
seriplion as reading, "Efernal lfe’. | naust assume that the
waiers properfties have been tainted by The passing of ime:
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Sparale lever fefore the aoer s the storway d‘w

Fossitly the sana shaft?

FAKEIEVER
After close exammation,
This ingenious aevice
Wouwld seems fo-activale
slene wheels fo- tlock 1)
avorniys, wherein sand
will pour from: @ shalt
Flling the chamber.

A v iever

located lehind a Fienarshly

BOTTOMIESS AIT
11 was fortunate Klaus
alle fo-cateh holt of
for ke would have o
certainly fallen 1o his doc

USHABTT STATHES

*
L These animaled statue

comie fo- e if the
lever is pulled. Fortunat

Kilaws and [ were able

plled i e diveciions..

SCORFION P FIT

from these diatolie
ereafions lefore they

&Y wowld agpear thaf we are nof e FT5T poppas our prosonce
infruders lo-have frespassed infe-the -
Tomd: [ can only be thankful

LEVER ~ 1t may le : ' ; 0 “ that this refter discovered
£ the trap lefore me for [ ao- 5o

defest scorpions. We shall have fo
proceed with caution for [
suspect that tlus wil not be the

WL ot wchptian

o o
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HIEROGHIHIL PROPHECY -  have managed Io-decspher some
Phough cructal parts are damaged and crumibling o aust. [ wil cont
hmmmmmpmmmw 5

When the .. (anats) moon allgn... King
< loutthom)... (atm) .. Camatte) re

e

\ i I
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; MPAING TRAP OV STARGASE PR | N
' rmmwmmmmofﬂﬁwwm bttty
splenaid wechaniem, O#a&mmfrmaky vreaclvers a spring . ¥
Ioaded Hadt straight s the chest of amy mpvuder. 1t 1s & iting Fo Y- e

" Testament o Klaws that he sacrohead his W mthe name of dscovery, e
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§ q:he; Neh_ekharans ﬁx‘e\ mqu_.

eir. warriors that "eﬁmmbed s
e i - Tomb Kings are as
Dead soldiers also

3 gaave demgﬂqithe. ’!hmmegsarmy 50 that it conveys.
the relentess. ‘nature of the Tomb' Kings themselves. This
s an army that has been around for thousands of years,

long. before ‘the tise of the Empire ~ and they have got a

few gs right over this leéngth of time! It can be a really
'_mtimidating force to face because they are so uﬂylelding

=~ you know they're not going to run away, you know they

~can advance and shoot you without penalties and you

know  that they can potentially throw enough

‘incantations around that you cannot stop them all. With

practice and good tactics, the Tomb Kings army can seem
unstoppable. However, make a few untimely mistakes
and the army will quu.kl} begin to crumble around ybu

r ﬁ!ﬁ pems' oﬂ' their oppnnents

..Iand _Ieutnumbcr thcm, they aumrnatically flee. : GH

__y of Etermty A
f ‘I:hc'ﬁatnb Kings army are vital to the

's success — after all, the army is standing only due
0 the ‘incantations  of the Liche Priests and the -
formidable wﬂlpf the Tomb Kings and Princes. This is the

~way the army list has been designed ~ so don't be shy of 4 |
using all the magical items and incantations at your

disposal - that is what they are meant to be there for!
Always protect your Hleropham - if he dgcs your mﬂy
will soon start to fall apart A R

g

The Undead troops at your disposal are sohd but most
of them are not the strongest or most skilful soldiers in
the Warhammer world — they are dead after all. However,
they are totally reliable — you can almost guarantee how =
they will fare in each game. They are not going to run
away and even though you might take lots of casualties,
you can always raise them back with incantations. Also, H
never underestimate the benefits of fear -~ remember

that fear-causing units work best when they are deployed

as large- units, because if you beat an enemy in combat X

. rll-'
v |
i '.‘IJI’I.
1
8L} |
: tilvs, ‘i
Catapults & 2 e |
y e 23 - |
(;ﬂsk([ iR m{f’ ,:'/ e |
\ L Hill Foot Troops Chariots, Cavalry & Carrion - ;
% 2
2 4 i - |
Diagram 1a. While the enemy approaches Diagram 2a. Refused Flank. o |
— / \ AT ’F
1Y & Y .'{i
4
e |
|
.
A it e i
Catapuits & 5 Z :
G ankt']"q,;,\fmfs 3 i
?‘ :'. Hill Catalry & Chariots Foot Troops Cavalry, Chariots & Carrion !
Diagram Ib When the enemy is dose reform |
Diagram 2b. Fast Cavalry Flank Attack. |
into solid fighting blocks & attack! o 4 y




’l‘he constructs in tl“le army (Ushabti, Tomb, Scorpions
_and the Bone Giant) are powerful additions to the force,

“and are - thc things (along with your 'Iomb\@gs and .
. Princes) that can hit the enemy hard. They ares
. particularly resilient 1o taking damage — and if they
; riea‘r an Icon Bearer they become even more s

also

Nevertheless, they are best used in a supporting role with
your larger units.

Tomb Scorpions, Tomb Swarms and Carrion can be used
to threaten enemy war machines and really mess up your {

‘opponent’s tactics. Tomb Swarms are great to hold up

expensive enemy units until you can bring other f
regiments to support them. Even just the threat of having

~ units arriving in the middle of the barttlefield can reall,y

distrar:t your opponcnr from his battle plan.

- “And Let The Heavens
- Be Darkened With Arrows!” /

- This defensive tactic works really well if there is a hill for
- you to anchor your defence ardund (see Diagram 1a).

7

Tactics

‘Here are a muple of suggestions for tactics when' using
- the Tomb Kings, and two main ways that the army can be
" used. They are fairly opposite in nature, but bothf are well
 worth trying out, After a few games, you might find that
. one suits the way you play better, or that a mix 0@r the two

works well. _
/'J.

Even without an anchor liké this, it can still be an
effective tactic by forming your own firebase. ; )

The basic idea of this tactic is to have a solid centre of
Skeleton Warriors with bows, as well as a Screaming Skull
Catapult or two and/or a Casket of Souls. Your opponent

midst — not a comforting idea. This is when having the
Casket comes in useful - the enemy really has to advance,
meaning that his troops are going to be 1ooking straight

B the Casket itself - not the gﬁe.at-;;t position to be in!

" on your flanks (even just belﬁmﬂ your lines of archers)

you will need some hard-hitting troops — your chariots,
cavalry and Ushabti. Sit back and pepper your enemy
with bowfire. Despite a Ballistic Skill of 2, always hitting
on 5s can be devastating, especially in large numbers.

Use your characrers to get your soldiers to shoot again in
the Magic phase if you can ~ the more shots the better.
Also, try to get Horekhah's Incantation of Righteous .
Smiting working on your Screaming Skull Catapults. By

- doing this, you can have them shooting twice in the one

turn — and you can use this extra round of shooting to

~work out the range of your target so that in your

Shooting phase it can be spot on target.

it;s a good idea to make your skeleton archer units quite
large with a full command group of Standard Bearer,
Musician and Champion. Once the enemy is close
enough, just reform the unit, and it suddenly becomes an
unbreakable fighting unit that ls perfectly capable of
holding up almost any enemy umil suppm‘t an'hres :

After reforrnmg your a.rthers, :t is tlme I:O move your
supporting units on the flanks into positlon (see

- — make good use of your Magic phase

" items and banners and try out

Diagram 1b). You t:itl‘lq_.w.év!_ to put into a position

so they can charge #he encmy—when they attack your

archers, or into a gdod pr()ﬁmon to charge in the Magic

phase. In this way you can steal the initiative from your

enemy and laufich your own counter-attack at the most

opportune time, hopefully hitting your foe in the flanks.
o

‘And The Ground Did Tremble
As The King Marched To War!”

The all-out attack force works surprising well for what
can at first seem like a very slow moving and unwieldy
army. This is deceiving, for a magically-motivated army of
the Tomb Kings can be surprisingly fast. Both Heavy and

Light Horsemen are Core units, and if you take a Tomb

King then Chariots are also a Core choice, and a refused
flank tactic can work very well (see Diagram 2a). Always
remember to use the ability of the Tomb Kings to shoot
while moving forwards. Use your Magic phase to keep
the army moving forwards as well as resurrecting any
casualties, When the time is right, get ready to launch
your units on the enemy, remembering that you can

“charge them in the Magic phase.

One good tactic (see Diagram 2b) is to get your fast
cavalry (Light Horsemen and Chariots) into good
positions (such as in place for flank charges) and then
use the magic of your Liche Priests, Tomb Kings and

“Tomb Princes to charge them into the enemy at the right

moment. This can work very well, but sometimes can be
thwarted by the magical defences of your enemy — the

-best way 1o get rtworking is to practise your timing by
 playing games and experimenting with the number of
Liche Priests and magical items in your army to find what
~ works best for you. Knowing the right time to use the
- different incantations is vitally important in a Tomb Kings
~will have to come towards you, or else get filled with 1 tharé is one vital charge that you need to get off, make
arrows and have wailing; severed heads landing in their g that your characters are in a position that they can

all try and make their incantation work through attrition
~ there is only so many Dispel dice that the enemy has!

To round off, here are a few points to remember:

_Be relentless and tactical in your"Muvémem and Magic

phases — think ahead - make sure you position your
characters in the right place so they can use their
incantations to full effect in the Magic phase - remember
that the incantations are fairly short-ranged.

Support your units. With the possible exception of
Ushabti and Tomb Guard, most of the units in the Tomb
Kings army will bcg'in to fall apart against decent troops.
Try to get your units auacking at the same time, rather
than piecemeal. Use your fast moving units to support
your infantry, hitting them in the rear and flanks, and
have everything attack in one almighty charge!

Be cunning. The Tomb Kings is a great
list for trying out tricks and sly tactics

to get extra phases of movement,
use the range of useful magical

the various troops at your
disposal. Most of all have fun
with them.
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| INTRODUCTION TO THE WRITTEN
| LANGUAGE OF THE NEHEKHARANS

— AS TRANSCRIBED BY THE MOST SCHOLARLY ALUN GARTMNER — .;

-[—hc written form of the Nebekbaran tonaue (W‘}, PP IV for dialect entreaty) follows a bigbly organised and

logical, {f complex, qrammatical structure. Even now with my own study entering fts fifth decade and several
other notable if oftentimes disreputable scholars spending several years compiling decipbers and translations, there
far been impossible to interpret. Note: [ use the term scholar in its loosest form,
regarding the aforementioned rogues oft little more than opportunistic grave robbers — my own collection of
artefacts (including a fully embalmed and remarkably well preserved ancient King) {s a part of the great museum
| of Altdorf free* for all to view and study. Below 1 bave provided the wrritten forms. WSeme of the most common

words as a starting point to furtber reading and study. 1t would be wise to first learn these, as they will provide a
| qood base from which to propel yourself into the world of this fascinating and dare 1 say exciting field, 1 will not

grammatical and thematic subtleties that alter the meaning of the

LSS

*I do not mean fiee literally of course, Enmry fee varics, and is slightly more on religious festival days.

SECTION 1I: NEHEKHARAN HIEROGLYPHICS

@9
)

(@'ﬂco' "@

2 H

!

=g

vI

D @
5
9

<
S

) -:60'.\,3'5\@
RGaET

(F~ou

9

‘= C~ §D a@:{d

@

@ J "-'-*15-@)
(‘CE"W@I-@ §Qr5 > '”'@

@_@ e B 5 (ejo=d)
CHED NG

Y

(&
G
(=

\7/

! X1 X1v XV XvVI Xvir XvIIr XIX XX XXI  XR11 XXIIT XXV
{ : :
] 1 r" !
LILIUL Sun /beart , soul VL, sand X1V, Damnation xe Loyalq'
(same word or v similar possibly with ‘
different determinative to scpanste them) LC. Nebekbara XV. Serpent XXL Necropolis / tomb
IV. The Great Desert X. Kbemri VL The Underworld XXM Whater
b,
i
e 2 O X1, Priest of the Gods IVIL The Heavens -’" XL S Warrior
i B »
_r VI, Famine XL Glory Conquest VIl Ring 9 XXNA| Foreigner
: ; (literdl n-k&Lm'm “Uncouth Ones” )
i VIl Eternal Life . XL Vengeance XL Army - A 3
I £
] o
SECTION LIl: TRANSLATIONS 3 i
A :
> vlBlh  adle- 1L o8
Het\:. I have included some of my own translations "And be smite and destroy his . Crfes
from varfous sources- 1 discovered that the Wnscéqpc and furious anger.." '
lettering for the word ‘enemies’ {s a combination of the 1 Translation from insctiptions 11 the tomb of
Nebekbaran words for ‘damnation’ and ‘foreigners’. 2 AR | | King Amenembetum « F Zandi

L also noted that the word for ‘skies’ (s markedly similar .
to that used for ‘the beavens’ It is my belief that this 78 2
intriguingly infers that they believe thetr qods to dwell

in the sky even perbaps the stars themselves.

nd storms shall sunder the skies and wamgiﬂl.ma;r -
world apart, and the dead shall rule the (ands.,”
From a beretical text written by an unknown Khefrian author:
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You could use thcse banuers to represcnt unit
standards or to repmgent a specsal magical banner
carried by one of your elite units. You might like to
use cme of the la:gcr banncrs for your a.rmy s Icon

i A smqll amount of converting is required to allow
" a Tomb Kings standard bearer model to carry one
: of ghe !atgcr banners.
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[ “Tomb jﬁmg A, Sol PR LR SR YR A R e (Y 4 Y P Enibalined, The ('m"sp “ﬁ(;- Wm' Be Dum.-f" :

E_ Lich¢HighPriest 4 3 3 3 3 3 2 1 9 Urm'ead : \

" Heroes - M WSBS'S T W. i Apa - R R S

t{l“:)mb Prince 4 S 4 4.5 3 3.3 9 . Undead, Embalmed, The Curse, My Will Be Done!"

31 “Icon Bearer ‘ 4 -i_' g ; 2 5 2 '8 ' Tomb Blades, Undead : 3 :
Liche Priest 43 B3R T2 8. Undead

f(:mc L MwSES S Tw i A 1d

E Skeléton 402 PN L 5w Thndead ;
Skelcton Champlon 4 2 .2 3 3 1. 2 2 '3 Undead G

% Skeleton ﬂursemm 22 353 1 2 4 S Undead, Fast Cavalry’ e

|+ Sk Ho (,T?almp‘ iy S ST 353 4" 2 .25 Undead; Fast Cavalry

g Ch@fiﬂt -'.-: st e AP S LIRS, RN R T T Lr’gbr Chariot, Undead; count as Special choice if army is léd by a Tomb Pﬂnce

’5; Skeletal ‘\m.cd Bt 2 s 8 LR et !

E t)mb'Swarm 4.3 0 2.2 5 1 5 10 Undead, Swarm, Small, sk!nmsbers Pofmr:ed Auacks I ﬁameh'om Below =

PM : M WSBS S T W I A Id

£ Tomb Ouard- FLI0ES 3 gt agtwigl Ty Sy PRt ety Blades, Undead

LTbmbGuat:l (.hampmn 43 3 4.4 1 3 2 .8  Tonb Blades Undead

is Ushabti 5. 4706 43 3. 300 7 Undead Constructs

{ Carrion 7ro I g Sty S R Gt B Flying unit, Undead ;
Tomb Scorpion 7 AN0 5785 4 3540 8 Undead Construch, It Game Froni-Betou,..”, Poisoned Attacks; Killing Blow, Magic Resistance (1)

Pllm ; M WSBS S T W I A 1d o '
Scre.tming : 3

_5, skull Catapult im0 3 =~ = = StoneThrower, Screaming Skulls, Undead, Skulls of the Foe

' Bone Giant 6 3 0 6 5 6 1 4 8  Undead Consttuct, Large Target, Terror, Unistoppable Assault.

} Casker Guard ; dE e TRGHC SR Y AINEE ¢ R

-« Casket Guard: [ndead, Tomb Blades, Casket of Souls: Terror. Light of Death, Spirit-Souls

g

!
[

‘The army mustinclude at least one Tomb King
_or Tomb Prince, who will be  the army’s
- General, :

. suffer one less wound than normal when

“Undead cannot make a march move.,

Tomb Kings Rules of Undeath
All models in the army list are Undead.

The army must include at ILast one Liche Priest

or High Priest who will be the army's | -

Hierophant.

If the Hierophant is destroyed, every fnmdly
Undead unit, but not character, must take a
Leadership test at.the end of the phase, and at
the beginning of every Undead turn thereafter,
Every unit suffers a numiber of wounds equal to
the amount the test is failed by. The General's

or a Champion's Leadership may ‘be used for
this if appropriate,

Undead are Unbreakable, but Undead units
beaten in combat suffer one additional wound
for every point they lose the combat by.

Undead within. 12" of their Barttle Standard
defeated in oombar

Undead are Immune to Psychology (sce page
112 of the Warhammer rulebook).

Undead cause fear (Warhammer rulebook, page 81).

Undéad_ can only react to charges by holding.-

'# Liche Priests and High Pnests generate no Pcwer dtce

~ Incantation of Righteous Smiting: Target friendly Undead within 12", If

_Ineénwlkm ‘of Urgency: Target unit within 12" and not in combat may
~immediately make a normal move. Unit may charge and all normal charging
-'rult:s apply. A unit charged by means of this incantation reacts as normal and

‘incantation nnly once pc.r Magu phase, regardless of its source.

] Nehekharan Incantations

* All magical effects must be performed in strict order:
1 All bound items not used by characters.
2 lcon Bearer: Bound items
3 Tomb Princes: "My Will be Done!” and Bound items
4 Tomb Kings: “My Will be Done!” and Bournd items :

5. Hieratic Hierarchy — High liche Priest & Liche Priest Bound items
and incantations. !

" 6 The Casker of Souls

* Liche Priests generate 1 Dispel Dice, High Priests generate 2 Dispel dice.

* All Priests know all four Incantations. Liche Priests may cast one per
turn; High Priests may cast two per turn.

* Power level is rolled for each incantation as it is cast; l-‘owct] cvc] 2D6
for Priests’ incantations, or 3D6 for High Priests’ incantations,

INCANTATIONS :
Incantation of Vengeance: Magic missile; range 18"; D6 Strength 4 hits.

not in close combat, unit may take extra Shooting phase immediately, If unit
is in close combat, all models, including mounts, can make one close
combat attack against models they are in base contact with: Units may be
affected by this incantation only once per Magic phase

lncamaﬂon of Summnnlng: Target Undead within 12", even if engaged in
combat. Uni sgains D3 wounds (or D3 wounds worth of models). Tomb
Guard regai wounds worth of models rather than D3. Skeleton Warriors
are casier o resurrect Lh.m other Undead, so two D6 may be rolled, and
choose highest.. .

must take the appropriate Psychology tests.Units may be affected by this
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The legions of the ﬁ).mb Kings dafmu!

their resting places against those who would seek to defile them.
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WARHAMMER -
TOMB KINGS

“Lightning shall sunder the skies, the rivers will Slow
with blood and war will come to the land.
The legions of the long-dead kings shall once more
rise eternal in conquest, and death shall
ride beside them.”

Settra, The Eternal King of Nebekbara.

For thousands of years they have lain within their
mighty burial monuments. Called from their sleep
of death, the ancient Kings of Nehekhara march
forth from their tombs to seek vengeance on those
who would disturb their slumber. Loyal even in
death, the armies of the Tomb Kings march at the
side of their lords, secking to reclaim the
kingdoms that were once their own.

Warhammer Armies: Tomb Kings is one in a series
of Warhammer armies supplements. Each book in
the series describes in detail an army, its history
and its heroes.

Inside you will find:

LEGIONS OF THE TOMB KINGS
A complete description of all the troops that make up
the armies of the Tomb Kings.

TREASURES OF THE NECROPOLIS

A list of the powerful magic items, and Incantations
available to the Liche Priests.

PAINTING A TOMB KING’S ARMY

How to paint your own army, plus

painting tips from our "Eavy Metal

ALY ™ team, and the palettes of colours
% you will need to paint your
skeletal regiments.

LAND OF THE DEAD
Macabre tales and
sinister accounts
providing an insight

Look out for these other books
in the Warhammer Armies series:

, into the nature and % Bretonnia & Orcs & Goblins
4 background of the # Hordes of Chaos % Skaven
f ancient civilisation of -1 Dwarfs . High Elves
' Nehekhara. * Empire 6o Wood Elves
Y Dark Elves A Vampire Counts
E Lizardmen %’ Beasts of Chaos
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