| | ctian ol the Bols ol Crtbies gl Ehe gTERETE LETTES HISES
i1 ! (' -

SRR | <
YR l | -1I*|Illlln-t||||',, it'rll'r' Hh AT Jnjr- 0L PR8N Y 11

- WY 19 i
Lot L Vel (EULLARL ~|.| W Hlbllrllll‘P ' I“ B ’”'r'!li I IH

|'1 el e WVaaafiiiiiniet | lelin] i

|1 il e thal
1-|1|'~, l|'|| HEARERL i l|'1-ui Pele HIYEL “ Hnlnll | ii:* |-:||Jf|-||
AR E e B el 1 Lle s et Ili-Hl‘-.i'i' S
B I (liehe die o e (1l | nnmmnlﬁ

.
| IR |||—!|--n l Wi

}lll.l.liHlj’ IIH|“', .ll.,1I||”1| .',,| Nl r.|].|||| |||-1H ‘_'I}” ||r|!]'.r.

iy severdl |1 |I'1H|-II e el Ll i 't*r“l"l !“1'

COLD BLOODELD

.".""..II.'- 1Y R o Hlluli | -_|Ij| |1|1.: tlli-l-i1 IH|' r1|' 1 i L Illl I~:|H|l

L "1. 1 IH“. N II|iI1L'IHH1| 'IJ" IH'1 III 1 1lr1-. r]H t1l]!‘|lL Bl T -J'“

PREDATORY FICHTER
W henever o el al ride relle a 65 1t | [l

1 close copnbat, 1 mrmeciately fakes ot her ALad l {0
P B aned Lo Wound as porrad. Attac
(e Predatory Paghter special rule do nol generat Pt e
AL bos

with this

Vit 1 |
s HEnEratl oy

Itz |||l|ltllrlll L L 1i|l| alitaing ciie L et IIHHiI‘I-'.

:iuirlflull [ 1n4|r|f', sl L ) .-|rHI|F*IH-.HIf””il'IF
e al least one Skanle ¢ harac ter el (Skink § el cir Skink
Prdest, tncluding Tehenhawmn, Tetts'eko and Diktag'to) within

]|
{) ||| |Ill RELL

AQUATIC
NVioclels with this RO il rule have

andd Biver Steder specd rales. o addition, models with this

Hhie g Jil Ll'lil :1"“!! |

Jiuw Lll i'll1l' Lyl frpan |n| | j i i 1mnu. ,|11|] 1|r .I'l'.HH.I'.I
VI ‘,*.'in i i-ll ih"'n] alil Hn! ar o Maved ]"IHIII I, i1 v 'y

||nu|1 | LEE i LI 'r|.| !+u -\n|i|1!!| TRl |+| Sl . n.ll 1||.|~ |”,||1.“|i;

Gl the wit o wothon Muasshland or & Raver, enemnes shooting

al that it suller an additiomal -1 L Fha e nalty

WEAPONS OF LUSTRIA
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Canly the slightest of ripples spread cutiwards as g smaoth.
shinned ;-p;;rmm. head broke the surfiice of the swarmp, No
sicvement escaped the slitted yellow eyes of ¢ he patrol leader f
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These duys, the floating ruins of the Toradotel _pyh:mi:fr: were |
[iitle mitire thut tumbled atone flur*s'rin;q [ow Goer the ;nng.’g,
tetliered by Infitmerable creeper ines. Yet the site was .rr:.h:rr-a.'d
fuir nf”{‘;tp.!-’_r'fpﬁfﬂ tfl tmqur.':ﬁnnuhfr decree for which the
L isardmen sentinels dedicated their lives. With calm precision,
Tenehuae allowed the lead elements of the enemy force to pass
his pusition, goen though they were headed direcn?; n"mw.[h that
sucted place. His tongie durted out to taste the air, catching the
seent of mure twarmblos ils on the way. He emitted a single shrill
cull befare sinking back beneath the film-covered surface.
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Deeper in the junyle the air hung thickly, the dense canopy
i creating o yloom through which feto sunbeams could pierce.

Lhe usual cae ipflnny Uf[fnmhlg Insects fﬂ‘:fcif. a lack 1'rfﬁt_'mmf _
aminous to any creature that could read such signs. Yet the !
invaders were heedless - human barbarians from the north, |

‘ followers of the Dark Gods, They pushed forward, on the trail of |
i

some unseen eldritch power

Then, with a shocking suddenness, the jungle came alive. The
rhythmic beating of drums began as three separate lines of
L Saurus emerged to form a wall of scaled shields across the
nvaders' path, Tenehuac could distinguish each formation — the
stipple-scaled warriors under Tok-Ax, the spear legion of Pok-
Hopak, and the unbeaten anclents of Scar-Veteran Ul-Chak. '
Rising partially out of the murky waters, Tenchuac and his patrol |
shot darts from their blowguns, some whirring harmlessly over |
their foes, others burying themselves into exposed flesh.
1
Loen as the warmbloods turned to face this new threat rising
- Jram the sgeamp, larger forms burst from the murky waters.
Salamanders spat gouts of flame - the flaring brightness
* Mluminating the dim surroundings. In the flash of h';;hn other
L Shink bands could be seen slinking amidst the massive ferns,
Ml lpphly “"Iy fi) Ht-‘l'l'tft*llﬁfm”!rg clouds nfr.u: sisoned darts into
the barbarians, Above, the screeching of Terradons announced
the arrloal Ln}'imﬂ'ﬂ and his aerial patrol. Enormous rocks
plimmeted downwards to crash into the ranks of the invaders.
!

S

As neroeshattering as these attachs were, Tenehuac knew
thei were as ne ithing to what was com ing. He felt vibrations
e beneath his feet and heard the distant sound of uprooted trees
; long before the Carnosaur bounded from the treeline to wreak
- Carnage amongst the enemy. From its back, thelr war leader, the
Sauruz Oldblood Ax-Hotl, drove his spear through the bodies
of the foe Following this king of predators was a living wall of
armoured monsters whose tread flattened a path as easily as it
shattered shieldwalls, If the Dark Gods heard the desperate pleas
of thelr mortal minions, they did not acknowledge them.
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Ina few shan, Savage minutes, it was over - the sounds of battle

feplaced by the crunching of bones, Tenchuac led his Skink patrol

anto the trall of the few survivors who escaped the slaughter.

- None could be allowed to escape, for such was the nierciless law
l of the Lisardmen.
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SLAN

The favoured servants of the Old Ones. the Slann have Ea lh w" |
considerable intellect and magical abilities, and rul P i l MoWwa s o8 T W 1A L
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ph}-'sicnll}.’ menacing — their bodies are toad-like with laro
s and bulbous eyes — with a flick of their multi-iointed T DTVDE -
l}ﬁ'ﬂd Iﬁ ) s lthL'l,}i.ThL,“ ILLLL] jointed [1“\1"-)“ l\t]l Intantry (C haracter)
hng{:rs, .,""!l:;’ll'lﬂ Call tUp]‘!l{‘ cities, L‘i'l{-_ILI“ roes 1n H:H]H'*_a Or open |
Tﬂﬁr rt‘ntﬁ i th{. E—HTI-UUHd hl:!““" ]1'”{‘.”1:I"I \'Hli”;“”“"lf" ““il CVETD 'I“:'L' P‘ll :’\L:I(j 1'1 th'-| 11111 ~."'-I fEle lll'l"': 13 il l .1 | | |l‘-1|"ul il 1 LY, |'|. LS }

ohtiest incantation they try to emplov B e T - | |
[ﬂlbl 1§ c ) )} 1 L!'I!'i 11}‘}. llHLl‘n.t_HH'[fh lu PO L.{][ from the 1L.ore of | 1|:,|| \Viacic (see DI H0)Y or one ol

them as a Slann contemptuously waves its hand. PR TR Tl woty = (e oute Nfe ot Yo gk ViAeedh o mten o vl Al
There were five spawnings of Slann created by the Old SPECIAL RULES: Cold-blooded.

Ones, each with a particular role to play in their Great Plan.
No new Slann have been spawned since the departure of
their creators; all the Slann alive today are those self-same
ones. Without any new Mage-Priests, they are a dying race,
faced with extinction. Well over half of their kind died in the
Great Catastrophe, including all of the First Spawning — the
wisest and most powerful of the Slann, and the only ones
that had direct contact with the Old Ones. In the L{;{rs S1NCe Shield of the Old Ones: This grants the character a -
then, many other Slann have died violently — irreplaceable |
losses that are greatly lamented. With each Mage-Priest lost,
the Saurus and Skinks further insulate those that remain,
protecting them with their very hives.

Mage-Priest Palanquin: Models with this special rule can
EL]‘-.".;U.H re-roll failed | ]'.ltle.'a‘!ulL'- lerrain test \ddchitionally,
‘-.‘.'ililt‘ T]!L‘f‘n I'I.t"l.t.' ’[!H.' II-.IH“ [_".}'i' |I.1.t|t-’| v (hey dre nevel

'.'I:Hihili.h'l'i.'tl to be 'i!lqult‘lh 81 !.. ot for the PLTPORES 0l '-i"'H'

magic items and special rules,
ward save.
Telepathic Confabulation: At the start of each [riendly

."""-];l;-.:it' [‘Jh;i:ﬂ'1 1H‘“JI'L' n“u't‘ dI'C ['t*”t‘nl () determine the str lIL'||I
of the Winds of Magic, you may pick two friendly Wizards

The Slann see the world differently from other beings. Their with this special rule anywhere on the battlefield and the
orderly minds are constantly at work — deciphering complex may exchange a single spell with each other. In subsequent
problems and wandering the cosmos. To the Slann, time turns, a different pairing of Wizards with this special rule
passes more quickly than it does for short-lived creatures, may be chosen,

and a Slann will regularly slip into extended periods of restful
contemplation that might last decades, or even centuries, at

a time. They sit unmoving on their stone palanquins or in
their Star Chambers, and to an outsider a Slann might appear
asleep, or even dead. So deeply do they meditate that signs

of life are hard to detect — their breaths are shallow and far
apart, their eyes unblinking and vacant. Yet the Slann are
attuned to more than mortals realise — for they can perceive
the magic and raw disorder that has hung in the very air since
the great influx of Chaos.

Privileged Skinks attend to the Slann, patiently waiting for the
ancient beings to stir and recording their every prophecy or
proclamation. Most often, however, Slann converse telepathically
between themselves: they can also see through the eyes of some
Skinks. such as the Priests and Oracles, and enact their will
through them. Although they have lost much of their former
power since the incursion of the Dark Gods into the world, the
Slann are still the undisputed masters of the magical arts.
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THRONES OF THE ANCIENTS

During the Great C atastrophe, the planet was contaminated.
Since then, Slann have avoided setting even a single toe upon the
earth, for this grounds their magical power and disrupts their
thoughts. While ensconced in their pyramid-temples, the Slann
are protected, but when forced to leave, they sit upon floating
palanquins made of stone and other, unknown substances.

A Slann controls his slab-throne’s mooement with his mind,
hovering motionless or moving at a respectable pace, and it
shimmers with a powerful protective force field.
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comrades to gain veteran status; he need Irl'lh SUTrVIVL.

It unknown for a Saurus Warrior to die of old age, and

uniess they are g
disease, they continue to serve. Despite this longevity, tew

Saurus live bevond a few hundred years. Given the constant
dangers they tace — the predatory flora and fauna of Lustra

and the high attrition demanded by battles beyond count -

anly the most fierce and resilient of their kind can endure. A
few exceptional Saurus have been alive for many thousands
of years, overcoming threats and defeating enemies since the

world itself was young.
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TROOP TYPE. Infantry (Character).

SPECIAL RULES: Cold-blooded, Predatory Fighter
Secaly Skin (4+) (Oldblood only),

Scaly Ski

(3+) (Scar-Veteran nnh'
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Although they can, at imes, appear siow of reflex and

slugonsh, Saurus can still achieve speed on the march thanks

e e e By ) Lt Ly ok

o the power of their loping gait. Their tough hides bear
spanes, bony crests and thick scales that can turn aside all but
the surest of sword strokes. For further defence, Saurus will
at imes bear shields — bladed crescents made from the cured

~le sound of protest. Indeed, so alien are they that they
nele-minded savagery.

register no emotion save a st
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from the dark pools constructed for such purposes many
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o when the Old Ones walked the world. They arnve

Saurus are not birthed, but spawned — crawling full-grown

not individually but as a cohort — an entire mulitary unit that

will stay together for the rest of their lives. All those spa}vned
topether bear the same colouration and markings as their

h ‘e 2 mindset, acting with an eerie, but
Lronicity — the whole formation turning as

me. or launchine an ambush, without the need for so much
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3 a single spoken word.

do so infrequently, Saurus can speak. Their
ore than deeply growled one-word

commands. These orders issue forth from a Spawn Ieader :
~ the greatest amongst their number since th_E}.-' first FI:]EI-gF
from the spawning pool. In the course 0 thﬂr long 1;:15 0
battle it is not unusual for a Saurus spawning to lose ;:Lr
champion. In such cases, if the umt Survives, another o

- - into the role — or, as the

Although they
language s little m
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Saurus Warnor 3. X 8
Spawn Leader 30

TROOP TYPE: Infantry.

SPECIAL RULES: Cold-blooded, Predatory Fighter,
Scaly Skin (5+).
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LIZARDMEN WEAPONS

A great many of the brutal weapons of the Lizardmen are made
from a material unique to Lustria. Harder than granite, the
Strange stone is known as obsinite, and it is a glossy jet black,
although some obsinite quarried from the Watchotep Swamp
bears a tinted marble-like quality. Obsinite is more durable than
steel and it never rusts. Skink artisans often reinforce or decorate
the stone armaments with bands of bronze or gold, sometimes
mscribing upon them the glyphs of the Old Ones. Jagged spikes
of metal or cruelly shaped pieces of jade are added to ensure
the heavy, blunt weapons can punch through armour and cause
mazimum damage to flesh. Skink Priests will often offer blessings
over favoured weapons, adding feathers or gemstones in order to
attract the favour of Sotek, or of the Old Ones,
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Saurus warriors are formidab!
atop a Cold One they become 2
delivering an absolute mauling. T
the courage to stand before
cavalry find themselves bmct by
5145]1;11,, talo

"1 t‘_ -\.1DhT {;I I..'_r'q_-.,_

1.:.-]11:;1*.11?;:’- i bmng‘ 1aWs,

alons and jabb

oI I"EF ‘
h!:.'-'vji {:-‘Ir.

.r-n-

L] _-.J-q---lu-'

h i
s e s T gl

W

-

—
o

=

: ao MO
L LAS0 UVl dde,

- ' . o ———— ST i
x oyt !'1‘[*11'.!‘ ~roartalln ALUS 5% yine 1S =l »
— . - - - -
L ;":.‘___‘_Lﬂ B -l LEkdld &R = H = d = e Tk T -
t : ] 5 L - .
s = 4 -
- iy - L R el s | = e i X - -\"F'--.:.-—l-—"" " = e -
- o -
1-4::“ ...'l].--.l_lln...]q._--l.-.t.'l..l. e LR Ry R e il e Wy -
! = b s
v
5 H .\-‘_
— e s R R T =3 =0 E
L 2 -q.q--ql—-'l]-" g I_f | i i - - . o P
i | ! i g BT
.E: I-.--..L—-'-I-'-'a.."l- e b - - : g ; wl-h. moao e - ! y
e -
\K_ -8 > = a i Y T T H:..'- SITeT = 2 TV i |
- o ey - - Rl il e el By, e — e ‘= F v
,1.._,,1,_.;___1_.._.-.1 dLilas, SIS " e - o =am wAd AN -
] Ll | B - A
2= = g - - -
____ Cald Ones. the Skank Prests ned thi
L-Ii- L lr.- LTI AITCD, it SRS e B o o i e M . ALy &M
] ‘ = ; 4 e
=
| =y i CEE e -
v~ the |"]f.'-'1r*- ] 4 - - 0N
'._-:.'-LT'-' A % A313% " s A e & - - _._'-"--r-L - = T ..
! + 1 1
- —_—
. — XKH'FF" T"‘, g - ™7 - - 9 2 T -
Saildd LD L Ly e L . 2 = TR 1 -
. ! oy
1 - -
R e i i — L e P . . T L -
T e | A ; ik - .t i
e !.‘J.l-h L A it T e e ] S e T i - - . 3 =
| 3 h = e
- - B o i
a3 ] .0 f
o L - e el m b ETE -|: H. e || F L-‘l:l'.'- B ik _—
T--d--.l...-_. rl'll._.L bl *-5‘. 1....--..-.1-1_-'\-!\.-..‘- (% L el = Tl s - -‘--. o
H = & -
- = 1 1 =
..L-af"l— foom, Wy ey ™y T g & s T h=rain g - =
B ol e - I-.I_ & i & & & L S | - L L il o T L s e ¥ - - — = m E
5 .
- . 1
ma1ITIIe Rave GEWwWE oy that arg neriect - Crr—— -
1 - i
- :Iilu-ln.t L .'a.l.‘xi- b Y i *N - bl f. WALE = - - e i — - 3
- - — e
- L} L g L [ = -
- _\-._‘I!H_- 1‘1 -'Ci.'a-.‘; - | .,.T_ LS = I'_—_-.l-- o 'h..-"'_ - = - - - =
e bl L5 T 4 Lidf.id 4 L S el s a — u = ¥
ot i <hiel A
- g o - e e g i il T
b A T W iIARE . - - T N
W F AP Al S Sdaka Sl " e e 2 S
r . e e e —
- 2 4 v H = = ] -+ e
= N e u:—-.-... . iy ey il =g F S e TR i - g n
I 3 - = o — r LE
:‘ e b 2 Wh dan) Al el i o™ '-"ll S e Sl P —_ Do = %
- e e =
- - " 9 e X i
— —_ . - - - —_— - -
J- ] ~ e +q.,. = Il..n. |- E i o . T =T --l-;~ r-."___ = - - i — =3 - .‘_ e = ¥
132 Ll 2N ‘|' . s Y a Lk - [ — = - . - - . S
9= - - L] L — ] - -
= - 4 e o s = = e = - - - _‘Hl""" - i a
L Lald :'n._ e L LS LA L - ll - RS & i 1
{ . LIl SRR a - 1 i S N L TR PN, WL —=
- - — = [
_ and even the Saurus somenmes fin STn<e N -
e e o e e e N e e e M —_—— e i s - ':-\._-‘ :-_-‘ v 1
- --‘H
- € - - ¥ -
d-l- a-ﬁ..-yli-....‘.-—ml e, = S -1-'-_'!'-;. — g, e = -
AL LAV LA Adlaf-2d 458455 Ft - L KLy 3
- W A i e e et . s iw L
- e i ek . L. B
-1. L} - I
e, =5 T — e e, R o ™ Ty = = i - 1
1T 1 B - il S I L [ = = = B T ~ T
: Rl B & g M S * A . . _— s m o S o P L i -
m
i -
*1-.1- ] e
— = O e . s - - y—
-,J-.: r:" --|L i | 1§ g1 Ny Ther Nase .‘lq.‘-‘_i" N = BT L r ¥
1.. e e B - = e e m ™ [ e a e mer [ e dl e kol :. - ; - ]
: ek
- b | - i
| B - -...I—-_ e - xf &
= L i AT ") s ST T, M S e - e
- i s ¥ S BBl ™ - =1 = 1
A8 e it oo d ekl Sl mmm == ke T A
- — - "
= = - T . - = - : 3
ST T = —\.-l|-1-— e, il i — il
W o - —— - |
DTHUNAIESSIV 200U (K] M O304y PO tanno |
3 | g N e i3 = e e bl — - I
. - ——
- 3 -

- .
q...r-r--u—- - - - : - : — |
“J..,-......n‘- Y OIS e o o ey M - S 2SN NS

: - AL AL ety mdb d Aamlbad o T ek L B A e, ¥
- —
kesDing el i A . - 2
L5 ] - o 5 = - — = - - .
- ln_ J—-.-..__ '._-d- 1 J—q-a.--h.- - :.I- 1““ -:-la i - - - - - & N 177
- i sy & a o -
W) g~ 3 p Sl el
e e Tt e e S f— ]
1 i = = - = . . | -
¥ AN AN LidAl DALY Lol . i ] 'rL__._-:-.. MOWT r &1
. - R L T S ; i = L
& - ' a - (.
= & - .
- -
O*&F -._.rdr-n |'I"'" - = - - F_‘__..: -:-‘.-. - a
188 LiLWw 34 % ‘:rt- - "I | ;- i 1 = : T g —— T T . . =
- el Thae e e e e S | — T — ek l\-._‘*'--- w "
- - - T 1 i - —
—_
. .F-q—.'..."';l - _:_;_-_. =y -
ila =i w - - - ""l.--ﬁ"":"'" [ -
---\.dl'-.--—l—-'l-' .,".',. o 1 l' 2L ' Ir-'| b 2T &1 o - = | e — " —
| it '|" o a o i, i a i 3
el ...1 e 1 L el lim o=
[ u - L] - '] ‘_I 3 3 s o e,
Ll
i 1N f“-_."’t..}"' =T e R o e o e, ] : i
L-LISLA L'u__.’l.,..nu.._l ] - 2 —KS =5 =i 1
B R 3E L ’ - e Wy, - - k. X
n o e mem [ A . e
e = e, r— e M o i m m
a
w - = — T e
-l‘-"*-"l_ - !,_.Ij_.p ~ s — b L e —— PN R——
Rl e el B W 'I,,‘_.,_ | | | i | - o - —
1 . e g b Nk L ek homad b omom 2 R ' E 3
- e e - -

TROOPTYPE: Caval

'\_ﬁ...-

I‘!‘]

PR ———— S

a1 A

i
= — —
—
1 =
- =

SPECIAL RULES: Cold blooded. Fear,
Predatory Fighter Rider< o0y b Sealy Skin (3+ 1.
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1t has been known for Temple Guard to maintain such 2
sleepless vigil for centuries, thick layers of dust settling upon

their reptibian forms - yet the ever-watchful guarchans are not
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TROOP TYPE: Infantr v,

SPECIAL RULES: Cold-blooded, Predatory Fighter,
Scaly Skin (5+).

Gruardians: When a model with the Mage-Priest Palanquin
gpecial rule joins a umt whose front rank contains five or
more models with the Guardians .[:-:I_]Hl rule, he must be
{Ji::-u'fi ill T||1' SO urlﬂl I‘:u‘ll':1 r:ﬂhr-r TI!I_H'J 1hf: T.!-T:T. ”175’]': I.Jrsl"'-.
“'UI’IT I'Fll'll'i i.'a CVET I’{:{!m_r{} to four or I[.{_'h'.f‘.l' !’H!’,i:fi"t!', Wi?h ?'}'1":
Guardians special rule, the model with the Mage-Priest
Jlanquin special rule must immediately move to the front
rank (displacing rank and hle models if necessary).

,ﬂn I‘IHJEIE_‘I Wilh the :'V"I:Lf_{!_‘=llrif,'ﬁ1 [J:j}ill'][’li_li]'l 'u{:l.'-."lHl T'l_l]_u'_; who 15
‘1 base contact with a model with the Guardians special rule
automatically passes any ‘Look Out Sirl” rolls he 1s entitled to
make, If this combined unit is hit by a bolt thrower, the shof
always hits the model closest to the bolt thrower that has the
Guardians special rule, If this hif results in a casualty, resolve
a hit against the next model in the bolt’s path each time 4

casualty 1s caused.

Vodels with the Guardians special rule that are in base
~ontact with a friendly model with the Mage-Priest Palanquin
.nd Fear special rules also have the Fear special rule.

[

Sacred Duty: Whilst they are part of a u;mhi'n:;:d unit tha'r_

has been joined by 2 nm{_lci with the Mragﬂ~ljﬁt5T lf‘alanqm.n
1] rule, all Temple Guard models in the combined unit
Stubborn and Immune to Psychology special rules.
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SKINK LEADERS
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.nhnl'l ARRINY 1|I|1 |1II=~| il [l . HAE I8 I||| neirr it st || -.:,]‘-,'
2| .H'I'}'Ii Sk will taaue forth, | hes v uale ar marked
'lnl the M Odnes and destined to | Jrll or otherwiae dehievi
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(he Skink Py sbm, Lhe iiost (i HH',F'IIf of thetr kind, ‘| het
rale 1 o bhecome the pepsonal attendunts of the mighty Slann

'..'\I.lf.'q ll1ll|"»||'-,.ll1ul.ll1 URA T lllrl'|'1ll'|.||! the | I.-"'.Hiilh“H.

nkink Priests ave the only ones capable of interpreting and
executing the will of their Slann masters, This 18 rarely

st htorward, an entranced Slann do little more than
mumble, vet cach utternnce, even the most incoherent
whinper, might have vast consequences ~ for of all living
credtures; the Slann are the most powertul of mages, and

[1“ \ .ilnm' ‘u"q.llilt.i'll Ithirl 1Itll1‘l'. LEO1 I}H' { HI' ( MNES, -‘:.\'. iT i"r
stretly forbidden to disturb an entranced Slann in any but
the divest of tmes, 1t left to o Skink Priest to make many
daily decistons for the whole of Lizardmen society, On behalf
of thewr masters, if 15 their role to ensure that the Great Plan
comes to rruition

Slann are slow to react and may um1r‘||i|1|ri!'r' dl '-.il]}_{'[‘ decision
for centuries at a tume, 'he same cannot be said for H}":.:i“kf"l!
[or they ure impatient 11r‘|:1p.n. [.ike the Slann, Skink Priests
‘xllh'\ the ancient wi II‘EH}_-_‘., IIH:IIHh 1|H*},-‘ :_I]IIII}’ Il'll.lt_']] |{_‘.'-.H of
the studious 1|n*1|nu|111u;_',ﬁ,' that thewr venerated leaders use,

Skink Priests otten see it as 2 l1D1E [O F'j!-{L‘. Ei_Iﬂ{'H'L‘
| .IH}H'-"L 1€S Ol Tht‘ :-':'.:iLTt;'fj
ril-:‘}' notice such

o tive role in ensuring that 'I 2
lagues come true The Slann, shouls
1ctivities. find such impulses to be reckless and attempt to

yutting 4 ’r'[EJ'?'J!’:iI'} f]éih to ‘:&Llfih
e undue veneration of active

censor their Skink Priests, |

elwil HCEes 45 ]II vl ,‘Ifl-' i 8 £l
‘ Senal Wlaas:

voleanoes .'|r|-.‘i dlly |';1_1H||']t__'r- oI new ritual ;.]H_"-."-.H]J{_f_‘-.. d‘:hlf.{ﬂtd

v the Skink Priests to attract the (Old Ones’ attentions,

[ battle. Skink Priests are the eyes and ears of a Slann.
who are i.-r;w,ff-f-r'F'l_ll telepaths, capable of perceiving the world
through the Skink’s senses. At need, a Slann can even direct
§pe 15 |1'.j11;{ d H};i;-,],; Priest as a conduit, Yet Skink Priests
are not merely vassals, for they also wield their own magic,
Skink Priests can channel the forces of nature to aid their
cause, read the future to glean vital advantages or unleash
eldritch energies to smite their enemies. Whether directing
patrols around a temple-city or joining a large army, some
Skink Priests choose to ride upon mighty Stegadons, both for
protection and to allow them to better survey nearby terrain.

In the Lizardmen chain of command, Skink Priests direct
their orders to Skink Chiets. These are Skinks who have been
marked for greatness. While the Priests attend to prophecies,
it 15 left to the Skink Chiefs to execute orders. It is they who
typically oversee patrols, major construction projects and the
messenger system. Lhey are aggressive by Skink standards,
sometimes riding to battle atop Terradons. It is not their

role to sacrifice themselves in battle, but rather to spy out
intruders, alert the Saurus and then guide them towards the
foe. It 1s they who interpret the complicated instructions —
often passed from Slann Mage-Priest to Skink Priest and
finally to themselves. Then, in turn, it is they who give orders
to the Saurus and the cold-blooded behemoths that make up
the bulk of the Lizardmen armies.

M WSBS §S T W A Ld
(S
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|
Skink Priest GlaSder AT 2 T
Skink Chief Gl St en el o -

TROOP TYPE: Infantry ( Character).

MAGIC: A Skink Priest is a Wizard who uses spells from
the Lore of Heavens or the Lore of Beasts.

SPECIAL RULES: Aquatie, Cold-blooded.
Scaly Skin (6+).

f’?rcunu: Vassal (Skink Priest only): A Slann Mage-Priest
(including Lord Kroak and Lord Mazdamundi) can choose
to cast any magic missile or direct damage spell through

a model with this special rule within 24" of him. If he does
50, measure the spell’s range from the Arcane Vassal and use
t'hutlmndui's forward arc and line of sight for the purposes of
casting the spell. If using an Arcane Vassal, a Slann Mage-
Priest can cast magic missiles, even if his own unit is engaged
In close combat (provided that the Arcane Vassal's is not)- If2
E}TJ'E“ cast through an Arcane Vassal is miscast, the result of the
miscast 1s applied to the Slann Mage-Priest, but the Arcane
Vassal suffers a Strength 3 hit due to the magical feedback.
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ety claminty presence revealed by ominous
| heqsts known as Pale Death. o
¢ Lustria's deadliest huntery, |

‘ hl:i.'ﬂl'l}.',. the
Ilng]mlull‘w, e

ONE Cave Llwrlh'm
{:Hii“ﬁ haunt subterranean RIOHON, cmerging .

'-"'Hl"'. 1O
L, but hunt UsIng

o than sight. Swaving si | :
WSS ﬂthl;l " “.ﬁ“k“q | _'1 | b 1 IHHHHIL the i!l‘Hllh]Hll
' . . { ‘
qses 118 QUi 1k ack motion, while it forknd

. tateR % i i l Il Wwh l Wy [ . " i
nm#“'i rastes .t}“ i POn o ITHIL s I.I'I}.',t t, the I“"i-il' ”-Il'l-ll
WS and bites, savaging its quarey with faws fu

! . | L of holloy
:‘ﬂh ahle to pump forth noxious s enom. | he predator | \
kgown 1 Spit this toxic bile, which helps the lroglodon

mangulate their victim'’s location, as the fluid Makes o
tiﬁt‘lll“‘“rc 17 ,’hn}: sound as I Sears nl'hll.

Ski“k Priests claim that the twin«tailed I\L'*IHIH are marked
by the Old Ones, the Serpent God or perhaps both, The
ﬁ:n‘h.'it“-"‘ creatures are HHE;HI‘I{‘;!I![L‘ ;I.l'u! l“ "-.‘h-]lu *l|1|m T h 0
}hx;lmlun pnﬂﬂkr a lethal attack, with one exception, A
skink Oracle, a lone Skink spawned with a forked tail can
mstantly tame the Pale Death, often adorning it with H‘l"“-‘*
oF precious metals to show its suacred status, The Iroglodon
deigns to serve as a mount for the tiny Oracle and, once
bound into service, the loathsome beast will never abandon

its master.

Mounted on a Iroglodon, a Skink Oracle travels the land,
using his obscure divining powers to seek out lost artefacts
of the Old Ones or to investigate disturbances felt in the
geomantic web. As with the Skink Priests, Slann Mage-
Priests can see the world through the eyes of a Skink Oracle
and can cast spells through them. This telepathic link

means the Oracles often appear just when they are most

needed - further adding to the superstitions surrounding the

mysterious Skinks and their revered mounts. All Lizardmen

rally at the wailing cry of the Troglodon, for its eerie call stirs

their savagery and proves they have the Old Ones’ tavour.

M WS BS |
Iroglodon e i e T SR Sl B R
Skink Oracle Rider ot AR ey R 6

TROOP TYPE: Monster.

SPECIAL RULES:

Arcane Vassal (Skink Oracle Rider only, see page 36),
Aquatie, Cold-blooded, Large Target,

Poisoned Attacks (Troglodon only),

Predatory Fighter (Troglodon only), Sealy Skin (4+),

Terror.

Y

Beast Rider: A Troglodon and 1ts Skink Oracle Rider have

their own characteristics, but are treated as a single !nfldt']-

If the Troglodon is removed as a casualty, then the 'bkmk

Oracle Rider is removed along with it. When moving,

the mode] always uses the Movement characteristic of the

Troglodon, The Troglodon and Skink Oracle Rider use
ir own Weapon Skill, Strength, Initiative and Attacks
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and out from the rest of the

deiiibalt ick. Skinks st :
hklﬂ_ﬁh "llld s Mass \'q.'nl'lﬁ;hll‘-: g lil'klgllL'Li

uggish Lizardmen. They are the mas | ;
l“ fhf { ]I,L‘l { ]”Eﬁ fe) I‘Irrh".nl ”1&”1; Lh”tlT‘E‘!‘i!’ roles, dlll'tl
without them, Lizardmen society wi ld :.hmlc]_‘«' collapse.

Skinks are highly organised and so wble beings that

tsting t1y I."l". WHI*L‘. well in proups, CVenl |H_“I|HH ;1!151' t.” COCree
ather cold -.l_th,uu led creatures into doing their t'lilhhrl;[. Both
physically and mentally agile, Skinks ave !u:rli*t ty ;ul.;urrtfnl to
erisure the smooth day-to-day runmng ol the temple-cities
as well as operating the far-ranging patr ls that sweep across
the vast jungple continent. Of all the | teardmen, the Skinks
are the most communicative, using their changeable skin
wonies and crests colours to add subtle inferences to their vocal
language, in which they chitter endlessly in high-pitched
VOILOES |'|1” nfx']h |i 5y |1'|H'1'L'“~i .'HH.{ nl'hur Lf[[[‘i”[]’-{. -‘-,rn_”“]h.

Skinks take up weapons during their many patr s as well
as to join the hghting during times of war. As troops, they
range between reckless audacity and sudden panic. Thetr
okitrish nature makes them much more prone to fleeing than
the stoic Saurus, They are typically used in two different
types of formation. Most commonly, the Skinks advance
betore the bulk of the main army, harassing the foe’s
advance with hails of darts. When massed together in a
fighting cohort, the Skinks can bulk out a Lizardmen battle
line. This fighting formation becomes considerably more
effective when led by a Skink Brave or a Skink Chief; or

when augmented with a nu IT[F‘C'H:,‘T of the enormous Kroig,
FHowever, the volleys of _l*'i"-"'iflll'l‘f*r and i-h“'t‘*:li‘léll the Skini,:.
CAn 'I_I.ﬂ]l‘..‘i-.i;‘-l'l are ;-_15[['11_1!1(1“]52_]}' Liﬂﬂf_{t‘l'l)ﬂb, IHI’_T}IL‘} hll"-.';;

ed to coat their weapons mﬂ"l lethal toxins distilled
from the venomous amphibians, 1nsects and serpents th
thrive in the steamy _itlri;_{]L"Elﬂgi profuse swamps of Lustr,
l",m]'mlrl_','in;i their natural d*_hﬂ‘lff‘" “:”h water, bl{lnkﬁ look for
opp! ﬂ'HJI't”H‘H Lo df’de’L’. their hf:t_'.w from Ll-r‘l_t::_‘c}mctﬂd QUATrter,
Many an enemy has heen outfanked +hf1. Skinks who
navigated what was thought to be an impassable swamp

learn

Or TIVer.
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TROOP TYPE: Infantry.

SPECIAL RULES: Aquatic, Cold-blooded,

Scaly Skin (6+),
Skirmishers (Skink Skirmishers and Patrol Leader only),

Spawn-kin: Skink Cohorts may include a number of
Kroxigor as upgrades to form a mixed unit. When a mixed
unit deploys or reforms, these Kroxigor must be placed in the
unit’s second rank, displacing Skink models as necessary to
the back rank. When deploying or reforming a mixed unit,
the width of the unit’s front rank cannot be less than that

of its second rank. If no more Kroxigor can fit in the unit’s
second rank, place the remaining Kroxigor 1n subsequent
ranks. If the unit’s front rank is ever reduced so that its width
1s less than the width of the second rank, a Kroxigor must
immediately move to the front rank (displacing rank and file
models if necessary).

Whenever you are required to work out the mixed unit’s
frontage or ranks (and therefore supporting attacks and rank
bonus) count as if the footprint of the entire mixed unit was

filled with Skinks.

Unle-ss otherwise stated, close combat attacks can only target
Kroxigor within a mixed unit if an enemy model is either in
base contact with a Kroxigor, or if an enemy model is in base
contact with a Skink who is in turn in base contact with a
qumgnr. Stomps and Thunderstomps are always resolved
against the Skinks (if all the Skinks are slain, any excess hits
are lost). Missile and Impact Hits against a Skink Cohort
that contains one or more Kroxigor are randomised by rollin
a Dﬁ; ona -4, the hit is resolved against a Skink, on a 5-6
1t 15 resolved against a Kroxigor. However, if a mixed unit o
ﬁ‘_f"?— or more models is hit by a bolt thrower, the shot always
h]FS the closest non-character model to the bolt thrower. If
this hit results in 2 casualty, resolve a hit against the next
model in the bolt’s path each time a casualty is caused.

Casualties are always taken from the rearmost rank of the
appropriate model type. Skink models that are in base cont?
with a friendly Kroxigor model have the Fear special rule.
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- whirring darts, a sound not unlike

il |I'._

;__Will unleash death from their blowpipes,

jeath the canopy of the jungle, not e

Al verything i« .. -
Without warning, invaders are stp., & 1S as it

struck by g multityd

_ T e > Mnlike the high pitched :
bz2ing [:,f‘t 1¢ Incessant Lgatn:}n insects, To the oy - ..
cems as if the very jungle itself has come alive. t} emy, it
\trred shapes can be picked out amongst the ;‘h It}.ugh only
laves. Many panic at the thought of being shot li'«-h.ﬂnd
visible threat :.ltnd i]:*e t:uu‘k blindly int the dt.”i lenr.:
One by one, thmr*cnes fall silent as their bodies ;IL Oliage,
the forest ﬂnm:. When the mterlopers are dead huh illl‘l‘lp -
sounds ﬂfd‘fjuﬂglf remain, the Rh:ip:::- shift r:::“ ;T”l}‘ i
hidden presence of tl}r: Chameleon Skinks. S:.:: d[l;.L: mgr ﬂ.“"
snd invaders fall, their slayers nearby, but unseen. A
With skin able to mimic the patterns of the:

environment, Cham_‘ctmn SKinks are able to sneak withs

few arms’ lengths of their enemies. Fropm tht:hir i:ir:aT:atn”tn uﬁh
position, the well-c HmF‘Uﬂﬂg‘fd Skinks will loose g hail I‘};}lh
hlm'fpipf darts, r:al:_h tlpptd with the Venomous ‘%Ef_‘ti:_.t-l .L :
of a Lustrian tree frog. The poison is so virylen that i:“ih
even boil the tGUJ_leDd in a Daemon’s veins. C hamelt{;m
Skinks are EECEPHU“?%H}’ accurate, able to fire with unerring
precision. They are aided by their large, protruding eyes
which give them the means to focus on two different thinps
independently; and to achieve all around sight without e
moving their heads — a vital ability for a creature that stands
completely still in order to blend in with its environment :
[ ast, but not least, the Chameleon Skinks’ eyes have a |
telescopic ability; enabling them to zoom their focus upon

a target. Even heavily armoured foes are not safe. as the
Chameleon Skinks can aim at the more vulnerable joints or
thread a shot straight through a miniscule vision slit.

Chameleon Skinks are an unusual spawning that for many
ages was thought to have become extinct. They originated
exclusively from the sacred spawning pools of Pahuax, a
temple-city destroyed soon after the fall of the polar gates,
and 1t was thought that the last of their kind was slain in the
battle of Blood Ravine. However, beginning in the Age of
Strife, a few haphazard spawnings occurred across Lustria,
and in recent years, they have proliferated at rates never
before seen. The fact that they have spontaneously begun

to spawn again has been interpreted in many different ways
by the Skink Priests. It is assumed to be a part of the Old
Ones’ Great Plan, but whether the proliferation is due to the
growing Chaos threat, or because the Old Ones deemed that
Chameleon Skinks would be needed for the Lizardmen to

once more expand their realm, 1s mere speculation.

Chameleon Skinks do not dwell within the temple-cities,

but instead strike out deep into the Lustrian jqnglﬁs. Some
Spawnings roam in groups across the land, while others
instinctively guard a home territory — most often a n.eglectﬂd
monument Jong lost to the jungle. From there, they Join
Skink patrols and stalk rogue beasts when they inadvertently
enter sacred grounds. During invasions or times of war,
Chameleon Skinks appear at army gatherings, putting

themselves at the disposal of the Skink C hiefs. They are

ng info a
e Chameleon
and only a

Often used to scout out the foe, stealthily creep:
soncealed position. Once ensconced in COVER th

ned charge will ever dislodge them.
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Chameleon Skink 5T R T T S S
Stalker e e Y B (ST R N
TROOP TYPE: Infantry.

SPECIAL RULES: Aquatic, Cold-blooded,
Scaly Skin (6+), Scouts, Skirmishers.

Chameleon: Enemy units shooting at a unit of Chameleon
Skinks suffer an additional -1 To Hit. Missile weapons that
do not roll To Hit are unaffected.

q
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THE LOST WAAAGH!

Warboss Grak Beastbasha of the Red Snakes tribe was once
pisited by a vision from Gork (or possibly Mork) that inspired
him to lead a horde of more than five thousand sun-crazed
Savage Ores in a march through the jungle to claim the ruins t
of the temple-city of Itza Chigquita. On their way, they were
reqularly waylaid, led into the pathway of hunting monsters,
and picked off mercilessly by poisoned darts. It took only seven
Chameleon Skinks to ensure that not a single greenskin from
that formidable horde suroioed. Such are the dangers of Lustria.
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When threatened by invaders or when AMASSING an army

1-\1' ”lt”"-h (M L{"ﬁlt‘l”t Liil'n.l“li ol SI‘:I’H]‘L l‘l"it"d "l.'IrIIH I-HH Linto

mself one o tlw._lung'lr swarms. What crawls, cr eps and
Jdithers forth 1s mind-boggling tor warmbloods to behold

iving carpet of creatures that moves in a writhing ma

battle, they wash around the legs of a foe in a wave, hissing
spitting and plunging sharp fangs into unprotected flesh

The smallest of their kind can slip between even the slightest
crack or armoured joint to deliver a mortal sting. Those who
scream out in pain find even their open mouths are targeted

by the swarm. Only the boldest of foes will dare wade
through such a sea of venomous creatures.

Serpents play a large role in these great swarms, and more of
their shithering kind can be found in Lustria than anywhere

slse in the world. There are a multitude of immense

specimens, such as the great Amaxon swamp python —a

constricting predator that could wrap itself around a

Bretonnian sailing gal]amn and splinter its hull. Far more

common, however, are smaller serpents — endless

varieties

of vipers, ndgebacks, hooded bloodcobras and more. There
are parasitic snakes that inject smaller serpents into their

prey’s bloodstream, and those that die from
horrors suffer a particularly gruesome fate.
will tunnel red holes into their quarry, only b1
are inside their victim. There are electric snak
serpents and vipers whose bite is so lethal tha
to boil and brains to melt. Even the largest cre
Lustria watch where they tread.

When Skink Priests invoke the favour of Sotek,
his children with blood offerings, snakes
Magic — arriving in the same numbers 1
sacrifices in the snake pits found in the he:
Sotek’s temples. They seem to writhe 5{1*.11g!1t hp:
depths below, wriggling to do the Skin*k's bidding.
these sacrifices, the Skink Priests are given d'mm!
;_= -.thf: serpents, and through them Sotek’s will 15 Chﬂl #
. might the rightful vengeance of the Serpent God b
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MBon the evils of the world.
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Terradons are large flving reptles that have haunted T 2% s Boioss setiins’ b
above Laustria since the most ancient ages of the wornd .} i s SR | £ b ]
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TROOP TYFE Vionstrous Cavalm

SPECIAL RULES: Cold-blooded. Fear, Flying Cavalr
Forest Strider, Scaly Skin (64 ).

Drﬂp Rﬂ{:ka: Unce PET game, aunng the Remmaim
sub-phase, models wath thas special rule may drop

unless they are Heeing or have declared ro
All models in 2 unit must drop rocks at the
1o k'lTHp roC LH select one 'JHL:T‘_*f;i‘L._“_'_i Enemy unt

lerradons moved over in that turn. That target |

suffers D2 Strength 4 hits for each Terradon
distributed as for shooting attacks
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RIPPERDACTY|
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wils to aid manocuvres, Ripperdactyls fold theis wings upon

Ei“’”m:}u'ﬁ and plummet. Led by the most ferocious of their load Rage; Before the van
kind, the Ripperdactyls hurtle downwards like missiles. T g Y
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enough 1o have witnessed a Ripperdactyl attack and survived ok o | ,

have likened their assaults to the feeding frenzies of the this marker ¢ #

deadly ripperfish - a hurricane of slashing claws and stabbing

beaks, Flocks have been known to swoop down upon beasts When fighting | " |
2 large as Colossadons, leaving scant moments later when toad marker the Riooerdact

the carcass 15 picked clean of the tastiest morsels. Being such Attacks, instea

voracious hunters, they do not strip their kills to the bone - the Ripperdactyls re-roll 4

stead eating only the choicest bits before seeking new prey.

While sustaining many losses, Skinks learned that hatched
Ripperdactyls could not be trained. Even stolen eggs were
problematic, as upon cracking its shell, the claw-winged
creature inside attacked the first thing it saw. If the Skink
survived, there was a chance the beast might bond to him,
although such things took much time and many scars. After
about a year, if the Ripperdactyl had not yet eaten the Skink,
it accepted him as i1ts master.

The Skinks who survive ['HJHL“”E{ with their l{i]]purt]ﬂtlt}’lh
are bold warriors, the most elite of their small kind. Once
mounted atop a Ripperdactyl, they forgo javelins and
blowpipes, for the blood-hungry beasts they ride cannot be
stiopped from plunging down upon foes. I nstead, they arm
ior close combat, donning ceremonial helmets and carrying
stuelds and ong spears, Led by their Brave, each fllghth with
aggressive skill, but they pale in comparison to rhcn.' mount.
The razor-s warp talons of a Ripperdactyl can decapitate foes
= their furious attacks often leaving a ring of strewn innards
4nd lopped-off limbs behind them.

A]thﬁugh Ripperdactyls are merciless killers, eager (O devour
inything that moves, there is one foe that they farget above
il others, The Lustrian blot toad, the Jargest member of

e barkmg toad family, is a noxious beast, known to nn*mie_l'
Thf.‘ L‘“H—hidlﬁ lairs of I{ip[-]m.dm},lh‘ IFven a r-;ing]t: Hu{-h toac
Produces an odour almost unendurable to cold-blooded

o catures, When gathered in numbers, they release enough

| _fnu} Wamp pas to drive off a hungry Carnosaur. or reasons
':"f.-mnﬂw“r the favourite food of blot toads is Rir.:pr:rn;lm:tyi 5
t% Nan'r"‘“}’: Ripperdactyls seek out such beasts, dﬂ’*trﬁ“m
¥ find with extreme prejudice. Qkinks have learne
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devouring lush vegetation or the flesh of any creature toolish
enough to get in their way. It takes great quantities of tood
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and highly aggressive, Stegadons will charge any creature

that intrudes upon then habatat. Other creatures sidy well

lear of these herds, tor tear of being trampled or gored.
FEven the Lustnan jungle appears to part for their formdable
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girth, trees are smashed to splinters or swatted asicle as the
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(CH wdon st Hnps Thr{_-u;__._fh EVER the 1.1{:11%#_'5? fr;]i:ils_{i:. It 15 said
wat the only beast in all of Lustria that can make a Stegadon

r
wter its course 18 the colossal Thunder Lizard, although a
oull Stegadon suthaently riled might well offer challenge,
and i ts fury may even drive the enemy off,

Since the earliest days, the Lizardmen have used Stegadons
as beasts of burden, to smash roadways through the jungle
and to drag huge blocks of stone to build temples. They are
also used for devastating shock attacks in times of war, and
to add serious fighting heft to far-ranging ground patrols.
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ANCIENT STECADONS
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hide, more to mark a beast’s status than to provide addy
protection. Likewise, on the eldest of beasts, reintorc
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blowpipes i their fighting howdahs. Each fires a

darts that separates in flight to create 2 hail of poiso

It 1s for good reason that the Skinks name these fearsor
weapons ‘Sotek’s Sting”.

The most revered of Ancient Stegadons are judgec
suthcient strength and the right temperament to carn
archaic artefacts known as the Engines of the Gods. [
Lizardmen ever had the knowledge of how these ancien:
wonders worked, they lost it long ago. However, the
kan how to activate them — when the glyphs are touc!
the right order, the device thrums with arcane energies. 1"
Engine *3'_1' the Gods has mystenous powers that can pro
nearby Lizardmen or send rays to smite their foes. Fve
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“':‘mdf‘ of Magic can be better siphoned to aid the casting
of spells in the presence of such a potent apparatus. Unl
handful of the Engjne;; exast, and i]"u:‘# ATE :},;;H,_‘._--_ pway i
temple vaults and only rarely brought forth. They often serve
as war mounts for Skink Priests of

used to anchor a battle line.
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| I"['BOGP TYPE: Mounster.

SPECIAL RULES: Cold-blooded,

fmmune to Psychology, lmpact Hits (D6+1),

|.argde Tardet, Scaly Skin (4+) I:‘;[t‘g.ldun only),

Scaly Skin (3+) (Ancient Stegadon only), Stub'burn. Terror,

Howdah Crew: A monster with this rule is ridden by a
aumber of Skink Crew. The monster and its howdah crew
have their own charactenstics, but are treated as a single
model. The model always uses the Movement characteristic
of the monster. The monster and the Skink Crew use

their own Weapon Skill, Strength, Initiative, and Attacks
characteristics when they attack. Each can attack any
opponent that the model is in base contact with. The crew
use their own Ballistic Skill when making shooting attacks
All hits upon the model are resolved using the monster’s
Toughness, Wounds, and save. In combat, enemy models
compare their Weapon Skill to the monster’s Weapon Skill
when rolling To Hit. Apart from these exceptions, a model
with this special rule is treated as a monster in all respects, as
described in the Warkammer rulebook.

Either a Stegadon or an Ancient Stegadon can be taken as

a ndden monster for a Skink Chief or Skink Priest who
replaces one of the Skink Crew. In this case, shooting attacks
against it will hit the monster on the D6 roll of a 1-4, and the
character on a roll of 5-6, as normal. Additionally, should the
character be slain, there is no need to roll on the Monster
Reaction table.

EQUIPMENT:
Giant Bow: A Stegadon’s Skink Crew fire huge arrows from a
giant, howdah-mounted bow.

Instead of firing another missile weapon in the Shooting
phase, one of the Skink Crew may fire the giant bow. This

is a bolt thrower with the profile given below. The giant bow
can be fired if the Stegadon moves (but not if it marches).

Range Strength Special Rules

Engine of the Gods: An Engine of the

F:. : [
L oy r P ..; a,’.ﬂl. I | ':'r_‘ Fi _.F l'__-_' E ¥ J .-"- I: .}*.:,‘ I

36" 5 Multiple Wounds (D3),

Poisoned Attacks

Armour saves are not permitted against Wounds caused by
2 giant bow. If the giant bow rolls a 6 To Hit, only the ﬁrst
model hit is wounded automatically. If that model is slain
then roll To Wound the next as normal.

Giant Blowpipe: Two grant blowpipes are affixed to an Ancient
Stegadon’s howdah.

Instead of firing another missile weapon in ther Shooting phase,
up to two Skink Crew may each fire a single grant blowpipe.

_Range Strength Special Rules
18 3 Multiple Shots (2D6),
Poisoned Attacks

(ronds 10 g mrestorions bot

An Eagine of the Gods confers the foll wing special rules
- 5 .
Arcane Configuration: If you have one or more Fognines
"'? "'L'C_"cl .i- i D | be b i ! r s ' 13 "h!.i}:'t
phase, select one of the cight Lores of Battle Magc from
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phase he casting values for 2 spells trom the sclected o
ire reduced bv | (to a1 !
Burning Alignment: 15 /0 /
e ¥ ponrer 15 unicached
Innate bound spell (power level 3). Burning A .
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4’1.}1&1.'- } j._':”, Larget ‘-',_,r-[:;_";“*- {-_L.: ':"‘i'.':‘\‘:'-_j'f]‘} R i"I,}.r'-'. with ]
[‘Ilim‘znti:j Attacks Special n:i;l distnibuted as for shooting
Portent of Warding: The Ancient Stegadon and all
fﬂ!.‘ﬂ-.‘iiﬁ units within 6 have a 6+ ward save
L = = P . e W e i i R M TE '-'--'"'"'-"--::'
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UPGCRADES: g
Unstoppable Stampede: A model with this upgrade has |
the Des astating Cnarge special rule
Sharpened Horns: 1f a model has this upgrade, 1ts

\! l‘u|’i':"if' Wounds ( L)3) spe val ruli

Impact Hits have the
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THE THUNDEROUS HERDS

Stegadons roam throughout the Lustrian continent in herds
ranging in size from a handful of related beasts to great E
migrations of many thousands. Some of these groupings have
distinctive colours and markings, such as the tan striped beasts
that dominate the cracked earth of the Huahuan deserts, or the
gmen-spnttra' Stegadons that live in the hidden Guangee Valley.

i
Most Stegadons, however, vary in colouration, ranging from \
pale blue-greys to rich greens, browns and reds. As the bony
plates that cover their thick hides age, they become much harder
as well as lighter in colour. Young Stegadons can be quite brightly |
coloured, and those within a few decades of having hatched l
are often heavily mottled or otherwise camoufiaged. As the |
monstrous reptiles grow older, they usually lose some of these |
contrasting patterns and become more evenly coloured. This is
not always the case, however, as shown by the brilliant
diamond-backed patterns ezhibited by some Stegadons of the
Piranha Swamps — notorious beasts that can wallow in the
deepest swamp channels, where they lie hidden in ambush.

Older Steqadons, particularly the largest bulls, leave their herd's
and str?l?e out uﬂheir own. Such rogues establish farther-
ranging territories, and challenge any of their kind that dares
trespass. These head-clashing bouts can last for dag‘;s_and can

atten swathes of jungle. It is not unknouwn for striking and

 colourful markings to appear on the crests of these elder beasts,

~ signalling that these are the ma@t powerful of their kind. |
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THE BATTLE OF THE UMBRAL T
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~ RAZORDON HUNTING PACKS
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Rarbwed Razordons are covered with a profusion of 4
spines hardened spikes made of bone that project
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s rt;.u,ah;ltl*l‘!n‘h AFIMOUT serves to deter all but th

et

st Ll{_‘!i'ﬂ'ﬂlllt'li of Cr atures, .l.'i'lll cven the oSt tnonste
|:]f' I _1["?!’!.'. 5 YA .ii'll{"-\ i]!| -:I.]_l_'-pr 1 "-*eil‘ Il““::]-. !"f". IRE b:f *“T'
attacking a Razordon, | he Razordon's ST

I[" *IIIT "IJ1'I i
dril'ln'i]h howevy A thev are also "]"-l‘-”‘p o Tensive wi ey

l.h. way ol i‘-.i‘l.\'.lfl'i] ARRA R I -.im',”{ s Iq: l_‘.-“lll”” L C8n ’h ’ 1! ey

thear Spanes, al'w:'-ln'-]l them outwards in a di adly hail

Rarordons are most commonly tound i WY Fegons

ar tickid basing, and more of their number are concentrated
around the Amaxon Basin than anywhere else in Lustrig
here, in the overgrown backwaters, the favoured prey of
Razordons can be tound in great profusion. Razordons feed
Oon aAny -ﬂl [11:.' CNOrimoLus ‘-.'»'IHI}I_L'tl LNseCts III;II |l|'.1“1||' I||r Fi st
swampy awre in droning clouds so dense that they blot oul

the noonday sun. Without wings, it 18 not easy to hunt such
n}niuk-lhil'lﬂ; CJUArTy, lHlt Ihi: Hu?..t ll'il“ll HE ih"";'l‘lt'l'ilt'l.l 1ES oW
unigue way. It furst slinks withan range by crouching low
and advancing through the high rushes, or by submerging
isell in the water so that only its eyes and nostrils poke above
the floating algae of the foetid marshes. When a good-sized
insect drones by, the Razordon will fire volleys of its spikes
into the air, hoping to impale and bring down its prey. Fven
clipping its target is enough to bring it near the ground,
where the Razordon's long claws and ragged, sharp teeth

are more than enough to finish off any insect, no matter how
large. While any of the plethora of insect types will do, all
Razordons consider the horse-sized stegawasps or blood-
draining sabreflies special delicacies,

In much the same manner as the Salamander, Skinks capture
and train Razordons, although the spiky beasts have no

i i, m B . Ce— il - - ST | Sm——— N —

Y WS HS S 1 W i Ak L

domestic uses and are used E‘{L"ILHWL‘l}*' on patrols or at war. Razordon ',
‘-'t‘?;ll.i-lﬂ}_". S11C I'| a creature to Hhi}i it 1ts t.hlrh 15 hll‘ll}"’flﬂ il ; Skink Handier f : '- / ! |

somewhat risky operation: the Skink Handlers prod the
Razordon with the sharp end of a spear, and then duck. 'h SRR ke :
Razordons are mean-spirited creatures, 1018 not unusual for TROC - Monstrous Beast

an occasional dart to be fired towards the Skink Handlers
rather than the targets they would have chosen.

SPE(‘]AL R[”_FH .'\HH:I”L‘, { _old-blood d, b ar,

Hunting Pack (sce page 46, Sonly Skin (54 ).
e bt e ne af artitler Skirmishers.
1 he Lizardmen use H:unrn']unh s I“»””H e L; ; ”t}dﬁ“”[ i j
=8 ines. all the while
driving them towards enem battle lines, 4 . o iad - £l , . |
’ v . - - vy Senoge f Charved |¥;,- e i il ey o
t-'l“H."-f'llr'-hili"il"l'lq the beasts to fire 4 steady rain of Spines into Ilﬁlll:"#l' | LrL_I:HI 11 ge - F 11 i
- ) JH | PRI must Stand and Shoot of of ) e 1o -
enemy ranks. A single dart can he deadly, as it 1s sho! H";’ | lcul un1 the numl t shots hred h Razord ,
. . . . - { i h | Lr LI A1 T LT SR SIANY LIl 3 ireicnti i
with enough force to :«,phnlt'r a4 shield, or punt h a hole « ean alcu , ]1
B a4 creature that 1s hit by re-roll the artillery dhoy

through a man’s body. However, even Lofimb
a Razordon spike and survives 15 still in danger £ : f'.”u
has tiny barbs that ensure that pulling 1t oul inflicts even
i-{'-"li_':ltt,'l'. injury and loss of blood.

Shoot Barbs: Shoot Barts 1 a shooting atta k 10
I‘:-'fi‘t'lﬂi'-' il ti!f IE" L .t* TTELL SN _}_-‘r'll' {' 1}1, b]f!' i 1s !
*“w||ruul' Hllll s Tli'.'-f LIS the LTI r'rfu' S A Cannon ||rn||:"

I i !l *#-,- xtquTJi q:'qE |*li.|'1';| eSS LFIVEen j:,. iu_"_',
4 L 3, : }_'l_ll"ﬂ 1}|+’!5,-I!|lt WwWitll 1l 1 . | LIl
Should a foe be so foolhardy as to charge @ Razordon,

the spiky reptile has developed a ﬁ::.trhrmiwiy devastal ill.”]ih.
reaction — flexing its scaly hide to blast forth a Inrl.nu..tf _
Volley. Those attackers fortunate enough to make if P']i .
the wall of darts fired at them find tlu*ﬁ.l*«t"%’tf'ﬂ met h'l:'],t "’I i satx them]
‘narling Razordon, During the Battle for the Lost Plagque |

A Razordon can Shoaot Barbs if it moves, but not of o
marches. 1f the artillery dice result is a mistire, no shots an
fired and 123 Skink | Landlers are removed as the Razordon

. 1. v T AR ! “}l__:t_'IlH_‘F' ‘ : , .
l,.at;.;,uﬁa‘mt, Razordon Hunting Packs wert !;Lll‘ﬁ II_L n”:ﬂ“” Range Strength Special Rules
. 3 Y q 10 : i el LR —_— - - - . _
0t 3 large formation and managed to stop COTE 8" i Chuck 1o Fire
- ; . , a man.
“fﬂhatfgi-ng Bretonmian knights, slaughtering them 10 .
e 1
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for the Bastiladon 1s a lumbering and ponderous creaty,
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heast s back so that they mieht be activated 1o sm

dare set [-Hulf 11 Sad red lLustna

For u‘x.'ell*}‘lf;, the Ark of Sotek, or Iwin-he ided Ar
device that was hrst used 1n the Skaven Wars ‘
of Tehenhauin himselt. It 1s a sacred stone artefa
upon the Bastiladon's armoured back. In appeara
d stone }.‘J"l“" CilYIahs :'.:: "1"11-.!:. 5 "I veneratins 1""
the Bastiladon pounds towards its enemies, the Skinl
activate these glyphs and, perhaps most importan
the coals beneath. From out of the Ark’s sacre
pour forth an endless supply of serpents, blessed by S




| ﬁ least mragt.d by the heat) and Cager to attack the

!
]

|" I.
l.'
R

=+ ihe multitude of snakes, it is the red-hot coals o
= ures to refuse to carry this sacred d

| :ﬁ,jck'ﬂc“ of a Bastiladon’s armour, howeve r, that
- e notice the

4 {,ike many Lizardmen devices, the apparatus

4
4

?rhu“demus Bludgeon: Before rolling To Hit, 1

foe. While some beasts would understandably baulk

- . ! CAllse
evice. Such is the
it does not

blazing fires stoked on its very back

i at first seems to
btqu'l[f 31111[111:, but the Magic 1s twofold, ["'"Iratly, L}}, Sotek’s
e PL =y

hlessings, the rnmgt{d Serpents swarm out and strike at

those nearby; yet, miraculously, the snakes only ever attack
(he enemies of the Lizardmen. The second irn:xp]u'uh!; |
thing, although few foes ever live long enough to realise it

i« that the Ark never runs out of snakes. Whether they aru)
qummoned from the surrounding flora or created by eldritch
means 15 irrelevant; the serpents continue to 1ssue forth. like
water from a well. So many vipers, asps, and snakes nf':;]]
kinds writhe near the Ark that those swarms of diminutive
roptiles accompanying the Lizardmen army grow ever |4 rger
(n its presence. '

Upon need, the eldritch and inexplicable artefact known

as a Solar Engine is taken from its secure chamber deep
within the confines of a pyramid-temple and manoeuvred
onto a Bastiladon’s carapace. Skink Priests declare that the
Bastiladon is favoured by Chotec — the Lord of the Sun
~and that this creature alone is worthy to carry the Solar
Engine. Whether this is true, or if the hoary Bastiladon

1§ simply the only jungle creature that will bear the super-
heated device upon its back, is unknown. When activated,
the arcane machine radiates invigorating rays that stir nearby
reptilian creatures to energetic new heights of action and
violence. When the attending Skink crew intone the correct
blessings to Chotec, the Solar Engine also blasts forth a beam
of intense heat, which burns the foe like the condensed rays
of the sun itself

SPECIAL RULES:
lil{hvm Strikes Last (Bastiladon only), Cold-blooded,
OWdah Crey (see page 45), Large Target,

Sealy Skin (2+), Terror.

b2 : 10
SOmbgt result bonuses, a Bastiladon counts as having I
Or rear.

Dn‘]i_ﬂﬂte

the Bastiladon’s Attacks as the Thunderous 1
Attack 1S

.-.:"].1 . - us
. " Strength 1() and receivesa + 1 To Hit bon

e -'-'-'z-;.madﬂlﬁ i the creature’s rear arc.

E
.1

EQUIPMENT.
Ark of Sotek: At the end

gt of each friendly turn, nominate &
JUNEIE Swarm wune |

UFS; tek e i I;f:'hgl; f}_ of each BLiH'[lI:im.l[irl with an Ark
g 14 rol - Un a4+ add one base to the Jungle
SWarm unit I'his can take the Jungle Swarm unit bevond s
‘ﬂ[ilﬂ.”'lj{ ) VA “hrhc h_ta-‘_' ;h.]_!ln‘."f_ h; Lpl.h'c'uf | i1t_‘x._iil W f}‘-'.'l‘f. i'*”...*
t‘ﬂllllj_f_h room, or Yol l.if:ﬁ"!' h,!l'-..'.-_' 5
11? H.t.'fdi?_lr:ﬂ. the Ark l'"lf!'f"r*“.'t'i{ has a S P 1l shooting att Wk,
with the profile and rules below i

suthcient madels), it is ost

__R_‘L"gf_“_h SH’{-‘_F_]__}E_T_h_ = Special Rules
B

The Ark of Sotek can be activated in any friendly Shooting
phase, even if the Bastiladon has marched. harged or 18
El]}f-{iﬁtf—{L‘d Ty L‘Euar.' combat When ac tuvated, all enemy units
within D6" ir'nr‘lln:'L]Lm:l}' take 26 Strength 2 hts, distributed
as for shooting.

Solar Engine: All friendly units wath the Cold-blooded

o 1al rule that are within 6" of one or more Bastiladon
with a Solar Engine gain + | Inmittative. In addition, a Solar
Engine contains the innate bound spell, Beam of Chate

Beam of Chotec: This blinding beam can melt flesh and even
cause combustible creatures to burst mmto towers of lame with a lowd

whoosh; for Lizardmen, this 15 indelible proof of Chotec’s favow

Innate bound spell (power level 3). Beam of Chotee 15 2 magic
missile with a range f:f‘:'—]—”, ”l sLIC( r.“-.:af-l_l“\,' cast, roll a 6
and consult the table below to determine the Strength and
number of hits (as well as any other eftects) caused by this
Spﬂﬁ. All hats caused by Beam of Chotec are Flaming Attacks.

e e o R T R —
D6 Number of Hits
E 1 D3 Strength 3 hits.
’ 2.3 D6 Strength 4 hits.
A & 2 = L ——_ 5 hits
4.5 2D6 Strength 5 hits. i
6 2D6 Strength 6 hits. In addition, the target [
suffers a -1 penalty to their "s\.'r.;._;-n n Skill and
Ballistic Skill (to a mimmmum of 1) until the start §
of the Bastiladon'’s next .\i;{gia' p]tw: i
I o e e TR e e e e S ee——

B S
o e s S

CHOTEC — LORD OF THE

i The Old One known as Chotec s Lord of the Sun, and is

i penerated by Skinks and Saurus as a bringer of warmth and

. energy. Itis said by his most strident fuﬂ?wm that rhcfﬁe favoured

) by his blessings are imbued with great vigour. All mt?fﬂr temple-
ities have great pyramids built to Chotec — each situated and
c::.'ignad so as to harness the power of r{w sun. The largest of
such temples resides in Hezxoat! - the City of the Sun *hm:]d it

: mcidence that the city’s ruler, Lord Mazqam}:nd;, is the

> H; j:tiue of all Slann—a now tireless avenger in his relentless

mo

prosecution of the Great Plan of the Old Ones.
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Carnosaur reverberates through th
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many miles. 1t ix a sound that send hivers of tear through
cven the most hnﬂnn,- ol b h mioths, far st can meal anly on

thing - a Carposaut 1s on the prowd

Carnosaurs are Crormioms dators that atalk the o TRIEE
of the primordial jungles, the ultimate hunters of Lustria
Uhey are powerfully butlt, with Tong, mus wlar hind hmbs
arid a heavy tad that s used tor balane { :[h'tl S CNEHTE

prey, or catching syght ot even thy least maovement, the
Carnosaur propels iself with enormous strides, moving

"a";llil 4 SUTPTISENG MY r.l Lor s ].I[;h‘ q ]u‘.lul | i'.l‘“ uhllih'lu -i
torelimbs and sharp claws are weal tor locking hold of prey,
.nllnum_-_; the Carnosaur to hetter hine U LS oSt destructive
AlTaL k. L Arnosaurs |1.nt* MASSIVE THWS, 1|1l'|l 1‘_.t|‘ill]' Ill:mi|l'--
filled with t.i'.l:l‘_}:l"l like death. | henr bite can hack Ihlnlt}-h
huge chunks of lesh on larger prey, and by twisting 1ts thick,
serpentine neck, a Carnosaur can simply VI LS quarey apart
Having tasted blood, a Carnosaur is at its most deadly, for i
enters a state of savage fury — biting and teaving at any hving
Creature, sometimes slaughtering its gory way through entire
herds of giant sauropads without pause.

In the danger-Alled lands of the lost continent, there are
1 few beasts larger in size than the Carnosaur, but none

o1l themmn are 48 & LT Ve o8 s Chrtinand nreduio
Srealin .!‘”"" Hli'“ % Sake Ironm: s | e gyt tack 1
(CarnGaaur 18 un beterred b the thickest hides o .
Loy | Lat thev are (ne o W the § aatural predarog

i hity St dans. Protectn FHNes lethal I ] |
ol SET1814 tan thev matter tut to ! he Carnosaus H
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a1 coindhing ST LA Fhat olten 1ea { it ( Fit ;

' } i i 41
Hl“j.L‘l H.ii'l',.l { 11-.,'|'.1, _'.Jr. st Tt i 'V T

| 1
1||ll.}hul1¥n| ..III'I!‘*““Iii"-'lI.":1I= rowin | LF ' 18

it 1'Pars i=|. I _'.i1qin1 s Fh CLale FVOfn ol L E ol |

fid t]‘ll' ll- AVU IS l,EH A% N

C arnomanir eprps ars 'it_j'l'li'H COve T A by the 1. rilmed

{ ~'I+¢1I|L SK Ill!- Iit1|r11 ! STE L% [iu- W q].! L seeking tiy l
1i1| i) I 1] | tl 1T s ant [ i- AL i FT1A Ry 'u|_r:i; 11 i
tempt, souashed anderfoot or swallowed whole, bt
Frcasuire A lli_'!il* \ li{11‘={ L2 PAre (W asion L ]
CNE 1N SEVAL Iil ~t itu |i:n' '“-L l:1l.- 1r--r Pl i1 tiy the 1 (|
Lt ey Dy thil!i‘l1| Huh,']ll CAYErR AN boyse by i
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lll !ill'll } i?ll*llr i Vi 1.5||.il]u1 !ll'k'- VT, fl1i Loarnosaur

[|-l||uii 1O ALCH !"T i -“I'!l'T .lell 1 IL :l'lsi‘. 111

\\fifll o riJll{’lIx \ ]i-1EI|=!r-=i O SCU k-"n'l 11 (30 L [1 ::}

Carnosaur is able to wade through enem battle hines; o

LiL‘,l”l-Lik‘.lllrl‘:{ colossus that can shatter an army s r v
ﬁghl in & few bloody moments, It takes much strength and
'-;\l” o Ll‘t‘ll such a walttul beast under .ur-.*:-.l_ VET EvVen thal
Ht'llll‘lililk{’ ﬁ‘ILII1_L~I1'n‘, 1'ﬁ.'|}l Ii 1 hi [1c,|1 ()] attle o (W A
the Carnosaur tastes blood. When the vicious kithing ©

18 upon a Carnosaur, 1t 15 hkely to revert to instinct - the
apex predator of a deadly land, charging and devounr
creature 1n s Hi;,ﬂn that so much as mow
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Carnosaur T :

TROOP TYPE: Vonster.

SPE(':IAL HLTLES Cold<blooded, l.arge Target,
Multiple Wounds (D3). Sealy Skin (44 ), lerror

.“h]],“d l'l‘t‘lll}'t Unce the arnosaur (not his nder) his
i lftt'd Al tlnml\‘td \"\'Hllml A mumwh 4!:-]\ '!h- BlEL
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to Fre nay. Murthermore, the Carnosaur never loses its Frei?)
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UPGRADES.

liillmulrjmir: Enemy units must roll an additional D0,
LIS .Iln'lmg I|11.‘ lmwal l‘t".'-lih, for Leader 41111 tests
resolve bear or h'l'l'nr {'!.llr.‘t ts caused by this heast.

Wy S ——y T,

l.‘“.ﬂ_mg.btr“l“: A model with this upgrade has the
Swittstride special rule,
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TROOP TYPE: Infantry (Special Character). Krog-Gar is

rred into battle by his Carnosaur Grymlog ( Monster

SPECIAL RULES (Krog-Gar):

{ old-blooded, Predatory Fighter, Scaly Skin (4+).

FTAMECHMLANAE TRANC Al O T Wl 'i" WG

"'1F!'_f ]"Ll H[Tll; S (Carvmlb
{ old-blooded, Large Target, Muluple Wounds (1)3),
Scaly Skin (44 ), Swiltsinide, lerror.
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Sacred Spawning of Xhotl: Whilst Krog-Gar s alive, he
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MACIC: Lora Kroak 1s 8 Level & Yizal 3; how

THE DLLWEM NCE OF ITZA -
1 e very tast mcanlalivn 14/7714 uf [ ovd Byo il thie mom.
af hits PASSIAG Wa. the Delsverance of ltza, It was this spell tha
4 If!;.-""'f""-"{. across the lands and banislied the dagmionic /i ivrle 1
attacking the First City in a simgle blast of encrgy Hhat sl
planet. What emanates oul of the mummificd husk thday ar

l'-'"l' [ | .H" i "'.rf .II'J'F.H vﬂ"r "I‘f!!l}-"j.ffr Ul ci!'r.i"..-.f .'_.-;' .'I'.r,,i ]

The Deliverance of ltza 15 2 direct damage spel!

all enemy units within 12", Fach TJIIL“.“-‘-. suffers 21)6
4 hits. If a target has the 1 Jaem | ndead or Meh:
Undead special rule, it -:.:_1i' LH’ s instead, Lord K

can choose W '*"“"r’f"‘i- the range ¢ i *.j._‘: 'r;é*..-i 1o 1%

80, the BHF'I’HI ralue 15 increased o 13+, Alternativel
55 -~ 'I-- - 1 .I: & ... 4 i

}‘uu“_n Cdarn Lh ¥se 1o extend the rdangc of this pEAMCLE LD L4

‘.'-'fllﬂh CASC ifh‘l‘.’ L4 :T.':I.%:,{ ".'ia_|f_i': 1S 1ncreased to L4

SPECIAL RULES: Celd-blooded, Fear, Flammable,

Mage-Priest Palanquin (sec page 1), Unbreakable,

L{E!'ﬂlt}" (’Udrdlﬂﬂ!ﬁ. If ‘Jrrl !' oz ‘1. ”r“ls'. o -Ji..'l' )]
Tr:mplt, Guard, all models 1n the com bined unif gan th
Unbreakable spec 1al rule,

‘rst Generation Spawning: |.ord Kroak can cast The
Delyverance of Itza as many times per turn as he has suff)
power dice. In addition, if Lord Kroak casts a spell wat!
irresistible force, roll a2 D6; on 2+ he does not roll on the
Miscast table but instead suffers a Strength 6 hit and D#

dice are immediately lost from the power pool. On a rol
1 i Ui"d K!’Hdl' I"U”‘ 1l T[’H* “:’14 ds] "::.JJF dS NOrImial J
CAsSE, !f 1’}1': spe 1] was Cast 'rhruu oh an Arcane Vassal (sce
-JF.;J*,. the Arcane Vassal also suffers a Strenoth 6 hit,

L.
L

The Spirit of Lord Kroak: 1.ord Kroak's Wizard

never be reduced to less than |

Supreme Shield of the Old Ones: | .ord |
ward save,

MAGIC ITEMS:

Gﬂldﬁn Death Mask: /.ord Kroak's golden di ath mask r
the mﬂmm!ﬁﬁd head ‘ff-‘%" veneyvable Kelie Priest. [1s most 5T
Jeatures are the twn staring eyes made from smooth white and
yellonw gemstones inlaid ta vepresent the all-seeing and unblinkin
£yes r:rf !‘.ffﬁff F?”urlf stay IH'J Ol r{f ELEYnely and walcing oo

minions, The }"Jf’mﬂ“‘ dff’:fif -"Jf e mask lundes Jaes AL T
attack him.

lalisman. Al %hrﬂ]!i”ﬁ or close combat attacks agains! jord
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4 1 ord VMazdamundi ihrtht oldest and most powerful of the
ving Slann ftl.’iﬂgt‘-'-[-lrlt.‘ifﬁ. At the Dawn of C reation Sy
. Mazdﬂm”"d’ was instructed h\ none other than | ”;‘-
himself With a nmh?ﬂmw mind unfathomable to {;ﬂwhr
Mﬂzdamundi 1s obstinate in his ways and will not be lﬁ; o
from that upon which he has decided Although it r,;k{' L” )
mwrmptiuna to his thoughttul contemplations, at ]uq}*.; ”.H”Y
great Muazdamundi h'dz-'s fully bestirred }timhcif: shakin '1:;1‘]‘
the lcthurg}-' that has afflicted so many of his kind. In ,’F s s
few centuries he has become the most proactive ni' all ;}: =
§lann. When riled, the Lord of the Solar-City il levitate

his palanquin-throne atop the largest Stegadon that L;m‘ be
found. The current beast, a colossal specimen named 7|
has served Mazdamundi for almost five hundred years
Once aloft on his mount, Mazdamundi will march uurput
the head of the armies of Hexoatl, With a flick of his wrist
Mazdamundi has smashed cities and doomed armies. H iaj
Great Purpose does not allow for mercy.

_Jrr:,]

KI"I ldk

daq,

Lord Mazdamundi has studied the lost plaques more than
any other Mage-Priest, including those found most recently.
His epiphany 1s that the Lizardmen have failed to accomplish
the first of the Old Ones’ decrees — the extermination of
those races not part of the Great Plan. Mazdamundi believes
it is pointless to divine the next stages of the Great Plan until
the first is complete; to do so would only invite further error.

Y e ) AR VERI B
Lord Mazdamundi LS e S e e e S | R
Zlaag (Ancient Stegadon) 6 3 0 6 6 5 1 3 6

TROOP TYPE: Infantry (Special Character). Lord
Mazdamundi is carried into battle by his Ancient Stegadon

Zlaaq (Monster).

MAGIC: Iord Mazdamundi is a Level 4 Wizard who uses
spells from either the Lore of High Magic (see page 60) or
one of the eight Lores of Battle Magic in the

Warkammer rulebook.

DISCIPLINES OF THE OLD ONES (see page 61):
Becalming Cogitation, Harmonic Convergence,
Soul of Stone, Transcendent Healing.

SPECIAL RULES (Lord Mazdamundi): Cold-blooded,
Shield of the Old Ones (see page 31), Stubborn,
Telepathic Confabulation (see page 31).

Note that if Zlaaq is slain, Lord Mazdamundi gains the
Mage-Priest Palanquin special rule (see page SL)

Mage-lord of Hexoatl: Lord Mazdamundi has the
Loremaster special rule for whichever Lore of Magic he

chooses to select spells from.

* SPECIAL RULES (Zlaaq) Cﬂld-blﬂﬁd&d:
- 'mmune to Psychology, Impact Hits (D6+1),
Arge Target, Scaly Skin (3+), Stubborn, Terror.
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MAGIC ITEMS.

(i« : .
bra Mace of Mazdamundi: Shaped like a hooded cobra,
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(4 i | ¥ o L . | - i
ikt il L 'Fjr.f ’?1 J'.I]rl ,Ilr ¥ Ll FJ b .I 1 'l' Hln"r |'.£:1 I,_l ;I'r_"j_' ;I:- J{f:" *IJF.:'";‘IIJJJ f"ll"

speedd Lo .ff-:_'{".-' Lovd Mazdamunds s foes

:‘r] 'J.L‘H_ E&"t_“.ll}fm .'11‘1’ T L. n',I“_L* ﬁﬂ‘i] '[}h' L I..'EI'F A i\l'.ﬂ_'m' h.l".t‘ lhl.‘
:\l'l.'.';lj,.k STr_"ri-:Lw i‘-l]'".T .tHLi “ 11?.-Hlnt \ttacks Pl LII rules At
'h‘i start ol L"\'L'T:l, L E iSC {._-fﬂl'l}th ;rit_iu', all ene 11} Hhh.h'ik- ii}
.}’Lim: contact with Lord Mazdamundi must reveal their magic
items. H Lord Mazdamundi scores one or more hits .1,1.:'.!.111;21
a model that has any magic items, roll a Dé6; on a 6, all of that
model’s magic items are immediately destroyed and canno
be used further in this game. |

3unburit Htﬂndﬂrd {li. }lﬂlﬂﬂtil :'.!:'{}If_'lu IL:r'.,';_:rl ri .'r-'_"l'.'.f__il"-' J;Ilft'lrfi' |

m‘mﬁ{}' warriors, winlst blinding thetr foes woith its brillance

Magic Standard. The Sunburst Standard of Hexoat! 1s a
battle standard - if your army includes Lord Mazdamund,
he must be your army’s Battle Standard Bearer. This does

not prevent Lord Mazdamundi from also being your army's
General. In addition, once per game, at the beginning of am
enemy Shooting phase, Lord Mazdamundi can release the
power of the Sunburst Standard. If he does so, enemy models
that target Mazdamundi, or any other friendly unit wathin
12", with a shooting attack, suffer a -1 To Hat penalty. This
effect lasts until the end of the turn.

g T T R i il Ty o S T o e

From his pool of tranquillity atop the tallest pyramid of
Hezoatl, Lord Mazdamundi let his mind drift into the cosmos. In
his becalmed state the ancient Slann could still sense the entropic
powers that encircled the world, including the dark tendrils that
¢ sought for him alone. After thousands of years of struggle, his
| consciousness was now unclouded by disorder. Through sheer

force of will, Mazdamundi had shaken off the coils of discord

that surrounded his mind and swept away the long malaise that
sapped the energies of so many of his kind.

At first, the greatest of living Slann had surmised that such
effects were a by-product of the influr of Chaos. Though
his focus had not, as of yet, returned to perfect purity,
Mazdamundi’s thoughts were now unfettered and he could once
again perceive the messages hidden in the stars.

T

| Although he had overcome the enchantment cast upon his kind,
Mazdamundi could still feel that, all around him, the world was
still assailed by a storm of unreason. Countless skeins of fate

th his keen magical perception he could pick

were in play, but wi | '
out which threads were being unnaturally manipulated and whicl

moved of their own accord. Using the power of ffis prodigious
thought, Lord Mazdamundi sought out the armies he had sent
forth into the world. Each commander, from ancient Saurus
Oldbloods to newly spawned Skink Chiefs, was directed to a
| battlefield—some nearby, others to the far sides of the world.
Everywhere the foe must be met and defeated.

Once again, the battle for dominion of the world was begun.




GOR-ROK

The Great White Lizard

When Gor-Rok emerged from the spawning pool of Itza,
his size, pure albino colourings and lone arrival immediately
marked him as a future champion. And so 1t has been

tor the Great White Lizard, as Gor-Rok 1s also known,

has fought in countless battles, lus heawvily scarred body a

testament to many thousands of hard-tought fﬂlilﬁ{n"h“-
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Mace of Ulamak 1s hefted at us shoulder and
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TROOP TYPE: Infantry (Special Character)

SPECIAL RULES: Cold-blooded,

Immune to Psychology, Predatory Fighter,

Sealy Skin (44 ), Stubborn,

Restlient: I Gor-Rok sutters an unsaved Wound |
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Very fow Saurus lemple Guard wall ever pProve worthy
spough to protect Slann Mage-Priest at his Mmaost
ﬂﬁnﬂjhlﬂ NEMNCNLS W !IL‘H he l‘-llt'u.“!.HL'H i his
Chamber. hose tew Saurus lemple Guard who ¢ urn such
Bonpourn arc ‘;.‘."x cil fllL'f w1 'l'i..'li F-Hlk I.*t- f'vft‘l'lﬂﬁ. \Y.H'uh'
the temple=city of Xlanhuapec, it is Chakax whe bears the
atle and responsibility of Eternity Warden. This stalwart
Temple Guard has detended the Mage-Priests of the Ciny
of Mists, 1o E‘ht‘i_l' seciusion and in battle. for millennia, Onls
the most powertul of the Slann are allowed to contemplate
from Xlanhuapec's secluded Eternity Chamber and when
they refire to 1ts tranquil composure, it is Chakax alone whe
IS ::ﬂ‘.‘ﬂh[a;‘d to watch over them. He has been Known to
maintain fus vigl for maay centuries at a time.

}',h'lml_a

n. In

Chakax 1s the eldest of the ancient citv’s lemple Guard.

He has never yielded in his task and has butchered whole
reeaments of foes that have dared attempt to kill his charges.
Each sweep of his heavy Star-stone Mace leaves a trail of
devastation 1n its wake. As the last line of defence between

an assassin's blade and the Mage-Priest he is charged with
defending, Chakax’s skills as a bodyguard are commensurate
with his age. Not a single Slann under his special protection
has died to an enemy blow, and he has become expert at

discerning the most covert of threats and then flattening them

with a mighty two-handed swing.

CHAKAX
e Etcrnity Warden
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Cruardians (see page 15), Predatory Figheer,
Sealy Skin (54 ).

Eternity Warden: Chakax must alwavs issue a challenge
and can never refuse one. When fighting in a challeng
C hakax re-roils all H]]n_i rotls 1o Hi
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Magic Weapon. Attacks made with the Star-stone Mace
are resolved at +2 Strength and have the Always Strikes
Last special rule. Ar the start of every Close Combat phase,
all CNCHY models 1n base contact wath Chakax must reveal
t}‘l:‘ir nmgic Hiems, 11'" Chakax scores one or more nits AdpraInst
a model wath any magic ttems, roll a D6; on a 54 one
t‘ﬁﬂdﬂm]} dL‘It‘l‘ﬂUT‘IL‘d I'ILEI.Qu.' ttem 1S ‘|mr'Jh'.'L!I;ITﬂ_'i_'.' destroved
and cannot be used further in this game. Note that this has
no effect on magic items that are mounts, magic items that
contain bound :‘.-[.‘*-'..‘“:-'- that have miscast dun ng the game, and
any magic items labelled as ‘one use only’ that have alreads
been LlSt:d during the game — do not include these when
randomly selecting a magic item.

The Helm of the Prime Guardian: Clhakax wears a massive
skull-helm that belonged to the first of all the Temple Guard, the
Guardian of Origins. The spirit of the long-dead Saurus lingers on
and heightens the bearer’s awareness of threals.

Magic Armour. Chakax counts his armour save as being
one point higher than normal. Enemy units with the Scouts
special rule may not use their mg_ﬁcciui_ deployment to set up
within 20" of Chakax. In addition, if an enemy unit within
20" of Chakax contains ‘hidden’ models (such as Assassins,
Night Goblin Fanatics etc.), their presence must be
announced as soon as they come within 20" of Chakax.

The Key to the Eternity Chamber: The Key to the
Eternity Chamber is inlaid with iniricate wards that slow the
passage of time, allowing the bearer 1o frght at the same speed as
his apponent and to dodge blows with ¢ase.

Enchanted Item. When fighting in a challenge, Chakax has
2 5+ ward save and his opponent gains the Always Strikes
Last special rule.
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lehenhauin, focussing his army's venomous energy on the
encmy’s weak points, As if in answer to his many sacrifices,
serpents of all varteties formed a writhing carpet at his feet
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SPECIAL RULES: Aguatie, Arcune Vassal (voo 1
Cold-blooded., Hutred (Skaven ), Sealy Slan (5+ )
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Prophet of Sotek: If vour armyv includes Tehenhauin
may ui-y,t'.uh' any unats of Skink Cohorts, Skink Skirs
lerradon Riders or Ripperdactyl Riders in vour are
that the Skinks (not their mounts or anv Kroxigor) have 1)

Hatred (Skaven) special rule

ide of Serpents: Unless mounted in close ol
lehenhauin can make an extra 16 Atracks at Initiativi
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and Strength 2 and have the Poisoned Attacks soecial

MACIC ITEMS:

Blade of the Serpent’s Tongue: This scrihoal
Tl rha_‘ff'-':f:!*i' the mast seslled of Uh ’

i o L A .r. | - it
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enchanted tq drip with deadly venom
ru\ll;ly.u \'\'L'.ll"ﬂ_lll, I-lle HLH’I' t-|.T|L-
lehenhawn + I Ht_lt'lt;:lh on the turn he ch o A

all L-i“.lllk‘n made lr} the Blade of the S ¥l 118
the Poisoned Artacks special rule.

| ] (it s

} Fitn v _ § i i |
Plague of Sotel; Upon this stome plague is inseribed an exi7
af the Pmpﬁr‘:s_p of Satek.

Yalisman, The Plaque

ol Sotek grants Tehenhawun 4 2 j
ward save,
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TROOP TYPE: Infantry (Special Character).
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SPECIAL RULES: Aguatic, Arcane Vassal (see page 3ok

Cold-blooded, Loremaster (Lore of Heavens),

Sealy Skin (6+ ).

- |
¥ b - Wy
- e = o “-b It ™ F i
] - - E‘- 1}.1‘ 1 - 1‘.14"\ _t'r i ik ‘"-1.'.'-'1' E AR RS
d of Cosomuc Eventss Roll a £20 at I8¢ S .
" = i g .
™ - - B "']- “f Py b P 'I-'i'-' R\ 1 lﬁ'h:.‘
aal T 2 . e e “}l“ et Nat4 it LE B ddf=a M
F; -.._f::‘_ 1 T “'i'_‘l"l - ""I"r"'k = L £l & ENFEE % LYy e . T
il 0 . L L - ! - =
= - = L - . ..‘Il:‘ sam =y u ™ l-'rL"p 2
=y r - . T TIeE= Th ) e EEL % RASEE A -
'--.-;.“Fkl'l‘{;' E “'F"\..J' r‘,'o:'l.|*|‘"' ',-I-':-__F‘T 3 |_ _lL'..‘ ¥ L P ‘I' - - “1.5 L -
e - w ® 4 - W = ol ~ ‘1 - R s .
R v D e g ot ferendly Wizards mus
F I EAT TS ; d : ™ialld ) - K3 46 A% 28w
‘y 1 LT ™ ' ;ﬁ_:p_r:. |'1':'|'\_I~- "'FTJ' j’ '.‘-..'p- (IR & L |
7!1,_.- : - r-. .r'.‘ ¥ "". \: ‘i'... -
¥ % . - LT e - I | L e Ny ®
re-roil power dice rolls of 2 1 8K

R

Y B

Minor Shield of the Old Ones: Terto €RO

ward save.

- ] | .
ey ™ CE R R
L=

¢ Palanguin of Constellations: Tetto eXo G S

) - ¥ i —— ¥ o .-...__1___... e =
Pe-rod! tmled Dangerous Jerraan LESIS. A S8 §oa

1] - . s
s . 3 sy NE IS OV WL WV .
£ has the troop type infantry, o€ B R

L ] - - : 0 = i 4! 3 L
model on foot” for the purposes OF SPEtRS, B30 shoce

s, . . i i) s L. {‘h'-:""t 1:!11': [ LA
rules. If Tetto'eko joins 2 Skink L <+ b niaced )

1]!

W ' -

1 1 . - ¥ . 1
& . a 5N L] =% bt = LA N e 1 i 1 B % 'il.. E S N ¥ % B
rhe seCond rank, rainer man ine nrss, Wslaciiiy SRHIN aihd

I '- 1' s o ] - W I %
! . & . RN e 5 % AR 4% & = v LR ' % "
}\,.-\1‘\-"-‘;1: "‘.‘:l.-u. - . L & Rl TALAERN D LSNAgRL 1ANES b h."""-
- ey
. » -
L] — : s T a gL Fea a7 | &% _ . 1““ 5 B, P '1-.-1‘.‘- o LY e, Y P i
‘Hn-i.‘-.!..;'\.‘n. e RN PLHAR L I'-T“'h- B R LT A . CLELY WL t t f AEL"NN L% i
W - ] 8 i 5 A
W ! & e % F Y TR kT Wy W = o ™ "
move 1IN0 the ront rank (GISPRACING PROGTES 3 Tl
N .3 | L] = 1 1
= - 'y " % o b TR VELD i 3 i %
1- l\..TF\ 'th'\-‘ l”.."" ‘i."il... .“L 1 b :‘\"k-. ' k L ‘R . & L] Ll . i
b "

¥ '.‘ ._.§.~_ ) Ir-.-.'.l"h '!‘ = ! LS ." Y 55 F'«; L] L

.‘TTI\_‘.‘II\ 1..'.“ 1‘1- % REd% :"a.-h." -1 H\_‘.‘h1 ! b 'y b LR 1 L k & L %,
- 1 ir L "r !-1- Il\.,.q L] ¥ i ' ! .\
vncted 1y the DO THMOW 1T Thas Dl rEsuis wASUEALTY,
ir_l'..‘ % iy L% L =
§ ¥ o 1 . N (] \
. e ik Pa3T O ln..“" Fayis Fyah ""h"-\"‘. i h‘n. 1"‘_1‘ 1_ . l."-i_ 1 i 1
l-."",‘l“ % l".. "l_‘- A LA RS " i
N =
% % 5 r e 1B 1

11} i BY "\.,h_‘ Y BN K Y

| TR Y

MAGIC ITEMS:

The Eve of the Old Unes: A5 Saear @igivins G 7=
- K A . b e - . 3 .1 Al L . Ly
‘ ST <
: i
3 i % . 1L.-T' % ""\.L'. W AR) - l'_,.' .1'..”. 1:1‘ 1.. L ihln't_ L l-l!l
% e E L% i b T § . "

"."'""_ ol & 5 : 'i |
& i “hAAS TEL \‘ 'h-'.-.‘ -q.\lq “"\\_th.'ll 1.1.;.“
(] 5% -'-‘; "\,"‘ ‘1-q._l‘_'lr- "-._‘._l._i. :H . ¢ | :'_\1
%

&1 3 Ll 1] . " ’ -I"II I : ,‘_.. v
The Stellar Siath: A 3 :
- ".'_. e i i -- e - R AN g
'..—-..'{. - o LA 1

% L - > .

i ull es the spell Comme

. ] S
e kT PFach 'R ! -|.'I'1II b _I-I . .-'I-"r e WS &£ 1 -':"’l-
- I l 11 [ N -'hlh L] Ii-'- t L o L
] L l 5 W s L] L I
3 koA L A 1
¥ o k) ™ w5 - ¥ Y -1* i W Y i, AW ™ 1| W 'l"l:. 11
L i*.."-‘ T ¥ - .'l-. ‘-“‘1“- 1 ‘h-\‘ 1 L .|- } ih 'i'l h. '-rlh i'|- 1L ‘h‘ -
e i ﬁ' LS ! & _"F 'r.!_-t-\ - eyl
-r;r.ll. r—— - - oy ] ll.:'. & r ¥ 't-.-"'- = WAy 1 ,‘
5, | : 3 & ‘ |‘I L W T B e N .4 L
. \l L & i ARl
. 14 LY L = 'ln‘l'lh- - L i‘.'-h.l
-

Ei%W ~uE

ri
:
-
-
Z
s




TIKTAQ TO
Master of Skies

Master of Skies:

When it comes to acnal comt
attacks. the Skink known a
lll'ﬁ ]‘di'flLlli.Lr;r*, Nerce terradon. 2w 111

sqquadron of flyving reptiles on reck! ths | s SR B4
‘.'tfi.-_':‘r.i'.l-.m or steep ided valleys so narrow that the ) 10 "'1“‘(—"](’ ]TF\JS |
!'“:h!'] the ediges with ¢ach Hap ol thewr mighty wing | | The Blade of Ancient ] FTEE
Hi\f more has 11kt ] 1O dared 1n raer P | |
strike a vulnerable Hank or solate the pertect target | §
rock .!':-.*Jﬁ!'lh,_ ittack run of his bloodthirsty formati : ¢
lerradon Kiders. For hi untless acts of fearless fiying
and his savage attacks on the Lizardmen's foes, Tiktaq’
has been named Master of Skies tor Hexoatl. 1o be nams
Viaster of Skies L pre-eminent POSINON amongst Skink ATTaLH 'I -
L neds, answed t:*ﬁiu‘ ONay 1o th "‘\lr_illl—_ |'11"-*1 LI 1 Slann ) I ' 1
Mage-Priests themselves. In Hexoatl, it 1s tradition to gift
thas haghest rank with wonders trom the treasurie thi Mask of Heavens:
"~~.'.:1.“.H.1‘ir|L_'|\ iﬂTin-__"H \11[- O l li.nt‘lh, dAll :l:"HI:’j-I i from an 7
fii.‘li'!’ LA C lt'lgtlll* !h!k‘w‘ﬂ'li |-‘-. Ffla .“*-Lm[-, !"n«-u.tu~ 1;;.{ T}u fCArsOImit [/}
Blade of Ancient Skies, a formudable weapon bnistling witl
jJagged-edged ups. Irranos and sivi

Elivt =
lhlt‘ O hIH I'HtL'. “LT.H]WH w{u‘rlti‘n l:JHg;_{ }*L‘I'ii:-.iw HT-T].HH‘
outside of the temple-city on patrols. There are a number of

Terradon aeries set throughout the jungles where the patrols
can land — within half-deserted ruins, amidst the floating
islands that are tethered to the clouds by mystic chains, or any
of the forts that are carved into the tallest of the jungle trees.
With his sharp eyes, no patrol leader has picked out as many
intruders or spotted as many rampaging beasts as Tiktaq'to.

The cagey Skink Chief also has a keen sense of when to
strike and has been known to lead his patrol to victory
against forces many times the size of his own — such as when
he broke the Blue Viper Savage Orc tribe by having his
[erradon snatch up the greenskin Warboss. The Orcs below
howled with rage to see their commander lifted thousands of
feet into the air only to be let go. The unfortunate greenskin’s
high-pitched screaming and indignant death utterly broke the
tribe’s will to fight and they scattered before the Terradons
above. l’t‘l"i]:l]h most i’:!!t"tii:rll?-il}', ‘_['ikt;iq‘l'{'m led the vital
delaying action against the hordes of Vashnaar the Tormentor.

Many foes attempt to shoot Tiktaq’to and his flight of
lerradon Riders out of the air as soon as they come within
rangc | hus 1s easier said than {.li'HH', Imu'm-"r:r, AS thL‘ 311%‘.&‘[‘
of Skies leads his formation in such IWL.‘:i”FT&iI(iI'I}_{ aeral
manoeuvres that they dodge through clouds of arrows,
emerging unscathed to deliver their own lethal attacks.
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TROOP TYPE: Monstrous Cavalry (Special Character).

SPECIAL RULES: Ambushers, Cold-blooded,

Drop Rocks (sec page 42), Fear, Flying Cavalry,
Forest Strider, Scaly Skin (6+).




OXYOTL

He That Hunts Unseen

Jne of the rare breed of Chameleon Skinks, Oxyot!l was
Uready an accomplished hunter when Chaos came to the
vorld. He and his spawn-kin mounted bold ambushes
gainst the hordes, but were forced to retreat within the
acred walls of the temple-city of Pahuax, a host of Greater
Daemons nearly catching them before they could duck within
he protection of the magical barriers created by the Slann.

Yet that barrier crumbled before the Chaos onslaught, until
the Daemons stalked the plazas and the Lizardmen defence
shrank back into the pyramid district. In a last effort for
victory, the Slann Mage-Priest Lord Pocaxalan attempted to
summon a nova-blast of energy to banish the foe. He needed
time to conjure the mystic forces to power the spell, however,
and called upon his last surviving Saurus and Oxyotl and his
Chameleon Skinks to protect him, buying precious moments
while the ritual was completed. But alas, the fickle powers of
Chaos tricked Pocaxalan, and he tapped too deeply into the
howling Winds of Magic — colossal energies spiralled out

of control, ripping holes in the fabric of reality. The Slann
and his last protectors were sucked into the Realm of Chaos.
Pahuax aged millennia in scant seconds; large portions of the
city, along with all its inhabitants, crumbling to dust.

Oxyotl awoke to find himself in a living nightmare. He was
surrounded by all manner of Daemons, many of which were
feeding on the sprawling entrails of his lord. He was alone
in a land of living shadows, untruths and impossibilities.
Luckily, his innate ability to blend in remained effective,
despite the unnatural surroundings. Oxyotl was all but
invisible, unnoticed by the creatures of that realm, although
they detected him after a time. He survived the way he did
in the jungle — by instincts and cunning Oxyotl covered
his scent against the daemonic hounds that tracked him by
daubing himself in the blood of his pursuers. He ambushed
mystic sentinels that lusted for his cold blood and he willed

himself to resist all temptations.

The passage of time flows strangely within the Realm of
Chaos. A year may pass in that twisted unrffahry whilst
centuries pass in the real world. Now, in a tun:elesa torture,
Oxyotl was forced to exist in the full horror of Chaos. He
glimpsed firsthand the fate of all the races of 'the world
should the fight against Chaos falter, and their planet be
overtaken by the Dark Gods.

At last, after trials almost beyond enduring, Oxyotl found a
path back to Lustria. Fle passed through fell places that he
cannot recount to others or even himself for fear of going
mad, He alone has discovered and walked through the
fabled I.ost City of the Old Ones, yet he tells no tales. Upon
His return to Lustria, over 7,000 years had passed and the
Lizardmen’s realm had fallen low, while the lesse.:r races had
Spread like plagues. Portents of Daemons returning and war
eternal abound. Indeed, Oxyotl’s own return is regarded as
one such omen, It is unknown how Oxyotl escaped, for he
dare not speak of it and no Slann will read his mind, lest the
-~ taint of Chaos remain within him. Yet Oxyotl has gathered
:’ﬁ"?“h‘?‘ﬁ of his recently spawned kind and resumed the hunt,
Mmusterine his strength against the return of the hated foe.
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SPECIAL RULES: Aquatic, Chameleon (se¢ page 39),
Cold-blooded, Scaly Skin (64 ). Scouts, Sniper.
Master Predator: If Oxyotl remamed stanonary in his
preceding Movement phase, shots made from the Golden
Blowpipe of P"Toohee in the Shooting phase wound
automatically on any successtul To Hit roll of a §+ (no

separate roll To Wound is necessary).

MAGIC ITEMS:

The Golden Blowpipe of P*Toohee: Witk just the hghtest
exhalation, Hhis golden instrument of death blasts forth a hatl of
murderous darts.

Magic Weapon. This is a missile weapon with the
following profile:
Range Special Rules 3
.\Iulfiph: Shots (3),
Poisoned Attacks

Strength

12" 3

L

THE LONG REVENGE

Since his return from the Realm of Chaos, Ozyotl has waged
a war of recenge against the fell powers. How the Chameleon
; Skink detects the presence of the Dark Gods” minions is
unknown, yet time after time, the Daemons arrive to find Oxyotl
already ensconced nearby, a hidden nuisance that always finds a
way to thwart their immortal plans.

E— i ALY

When the daemonic legions burst forth at Xahutec in numbers

beyond count, the Lizardmen garrison could not have withheld
against their onslaught were it not for the timely arrival of

Ozyotl. He arrived leading several bands of Chameleon Skinks

and appeared just as the defenders were beginning to collapse.

From atop the uppermost ruins of that once fabled temple-city,

| Oxyotl and his well-camouflaged troops rained down showers of

poison darts that turned back every enemy breakthrough.

At the height of the Siege of Hezoatl, Ozyotl !eft the fighting
and made his way to the long-corrupted spawning p:ﬂﬂf now
known as the Pit of Sorrows. There, secreted in the ruins of that

once-sacred site, he met Tzara viador the Shimmering, a Greater
Daemon of Tyeentch, even as he materialized into the mortal

world. It was Tzarariador’s intention to Open @ rift allowing a

L & L] f
their weight to the attack against Hexoatl,
Daemon host to lend their weig e

yet the Greater Daemon found only death
darts, and he fell with his pile ritual incomplete.

After each great deed, Oxyotl merely fades back into the jungle,

erhaps already en route to where he is needed next.
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- both of the lore's sypmature spells, or one he forgot in previous turss (for whatever reason)

., ol o g e e =

i J By g i ol = =t S e e habm.
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DR&*]N hi:aﬁc:lc CIHI 8] 7+ f"fl.h" a monient, jf;;_* ',.;J;j_.f‘u.nf_ffﬁ m’.fh' f}.r'r‘.i'.-’.f" trrimnir tal ,"‘f.f.-"."r.f Uiy
(Dignature Spell)

1 Walk Between Worlds 1 an augment spell that targets a singls

Phe woszand confures a vortex of anti-magic to calm the battlefield. , :
unengaged unit wathin 24 I'he target gains the Frhereal

Dvien Magie can be cast on any unit (friend or foe) and has o range antil the end of the phase and can immediately move up to 10
' % il 1 R i i i i fiRa i - : ¢ .I1.ll r! i i i %
of 187 11 the tavget s a fnendly unit, Ovaim Magic 15 an augment were the Remaining Moves sub-phase, I he Wizard can choos

a more powertul version of this spell, in which case the tirger inse

spell. 1t the target is an enemy unit, Doain Magie 1s a hex spell,
l Lo either case, all Remains in Play spells atfecting the unit are gains the Ethereal specual rule unt the end of the phase and
immediately dispelled, and the effects of all other spells on the immediately move up to 20" as if it were the Remaiming Mo

target unit immediately come to an end, The Wizard can choose phase, If he chooses to do so, the casting value 15 increased to 1¢

s

PR T— m o e B

! to have ths spell target all units (friend and foe) within 18° 1f he

i~ o

L does so, the casting value is increased to 14+,

4. TEMPEST Caston 12

Without warning, an eighit-winded sterm breaks about the foe

vl . mo g T —— - A

SOUL QUENCH Cast on 8+

(Signitur: SPL‘H) 'ﬂ'}!}ﬂni‘f is 2 direet dﬂmﬂﬁﬂ _'j[i"“- Place the large round templat
* White light bursts forth, banishing the spirits of those it touches. : anywhere within 'H‘#_" of ll.u.- Wizard - n!:hr-n scatters i}.-,". Al models |
t by the template suffer a Strength 3 hit (models wath the Fly special ru
Sowd Quench is a magic missile with a range of 18" that causes 2D6 suffer a Strength 4 hit instead). If a unit suffers any unsaved Wound
‘ Strength 4 hits. The caster can choose for this spell to instead inflict from this spell, it suffers a -1 modifier to all To Hit rolls (both shooty
' 4D6 Strength 4 hits. If he does so, the casting value 1s increased and close combat) until the start of the caster’s next Magic phas
; to lo+. { (shooting attacks that do not use Ballistic Skill must roll 4+ on a D
,‘ |

before firing, or the shot(s) are lost).

e = A m— = T e e o

5. ARCANE UNFORCING Caston |3
i k The magic of unmaking flies true from outstretched hands.

Arcane Unforging is a direct damage spell wath a range of 24 that
1. .&POTHEOSIS Cast on 5+ targ-::ts d singlt cnemy rn-:,‘ldtl ({:w:n d r:|'1:n“a{ ter 1n 4 unit ). 5 he target
H‘Eﬁ'ﬂ Q)“pﬂ?‘t' mﬂgﬁ' f@ﬁﬁc" the caster's flff_’}'. suffers Elﬁ-‘iillglﬁ Wound on a dice roll greater than or f:qu:il toy the model™

unmaodified armour save (models without an armour save cannot b
Apotheosis is an augment spell that targets a single model within 18", wounded). No armour saves are permitted against a Wound caused s
The target immediately regains a single lost Wound. The Wizard can this spell. The owning player must then reveal to the caster all the magc
choose to cast a more powerful version of Aporheosis. If he does so, the items possessed by the target (if any). If the target has one or more mag
target instead immeduately regains D3 lost Wounds, in which case the items, randomly select one of them — on the roll of 2+, that item is
casting value is increased to 10+. Regardless of how many lost Wounds immediately destroyed and cannot be used for the rest of the game. Nof
(if any) are recovered, the target also gains the Fear special rule until the that this spell has no effect on magic items that are mounts, magic 1tem:
start of the caster’s next Magic phase. that contain bound spells that have miscast during the game, and a0}
< G e - —— - - magic items labelled as ‘one use only’ that have already been used dunnj

the game — do not include these when randomly selecting a magic Tert

2. HAND OF GLORY Cast on 5+ =
With a simple sign, the wizard grants his allies the might of old

— . T — [ s

6. FIERY CONVOCATION Caston |

Fand of Glory is an augment spell with a range of 18", The target With a single secret word, fire rages and flesh burns

unit's Weapon Skill, Ballistic Skall, Initiative or Movement (you choose

“which) is increased by D3 until the start of the caster’s next Magic Remains in play. Fiery Convocation is a direct damage spell » ir.h ::-,;
phase. The Wizard can choose to cast a more powerful version of this range of 24", Every model in the target unit takes a Stren oth 4 hit |
spell that instead increases all four characteristics (don't roll a separate the Flaming Attacks special rule. At the end of every subsequer’ 1]1

- D3 for each — make one roll and apply it to all four characteristics). If he phase, every model in the target unit suffers a Strength 4 hit wath B
 does so, the casting value 15 increased to 10+, Flaming Attacks special rule.
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RESERVOIR OF ELDRITCH ENERQY 20 points
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AT The Gt of The oppoaent’s Magie phase, the Slann Mage-
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SOUL OF STONE : : 25 points
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When roling on the (Vhiscast table, the Slann Mage-Priest

B Choose 10 subiract one trom the result (to a manimum ot
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LEGEND OF THE DAYSTAR

The neins of Huanodic are Suried beneath rompant cegetation So
thot coen the mountoinous pyromid-tempiles are indistinquishable
from the surrounding fungle. Whot was once ¢ thricing plaza is
row & Novkened .:;“.:Ecr H;wr-..:’ miles wide. 1t was here that Lord
BlosBoce, ¢ Slann Moge-Priest of the First Generation, come 10
g tetter end. His city E*;-smwd by Doemons, the great Blotibooa

-

o s . o e

wote his mightiest of spells, unifeoshing lightning strikes,
prestorms, ripping holes to other dimensions and, at last,
treasforming Aimself into a pillar of purest energy Ffldfsfﬂf:‘fi:h&f
upaaras :{} the stars themselves, obliterating oli arou nd in on

apocalyptic fla sh.

The enemy was destroyed, but $0 100 WIS Blotibooa and his

oy EN;WJII ny close to the epicenire Was eeapo rated, and
ween disant E»u.:;’.;;,},?n@ were foppled to ruin. Many rfmtf:‘:d_mfs -ﬂf
years since the Great C atastrophe, o single spech of scintillating
energy still hovers in the gir abooe the craten, miniature sun that ?

s blinding to gue upown.

- St rediont, orb, They belicoe it to be the still-angry spirit of Lord

e e DR
)

Biotiboea. They point to the jungle plants, thick and ineasive, |

"hat have conered eoerything amidst the tumbledown bfm':fn‘s and

Sifted flagstone aoenties that are the remains of Huanabie, sace

Jor one erea alone. Nothing grows near the blazing ligh b “"‘f{" ch

the Lizardmen call the Daystar. To this day, the crater s still

Barren, its blasted earth as empty as it has been Since that last
fateful incantation,
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DISCIPLINES OF THE OLD ONES

N

o ?
1

25 pnints

BECALMING COGITATION
Witk & Aot 3 i

PECTRINY CYok, M

i . : 1 » LR
ik, the Manw SHIGIREYS enemy SHELLS,
v

L he Slann Mage-Priest re-rolls its first failed dispel attempt
i each Magic phase.,

WANDERING DELIBERATIONS 30 points

AT AT AT ¥ Niorsae P sk 4 22 e s o ;
L 1 (B B S R -..- -l.i1'|' *i‘.lr'llh" r’ r-fL- !I'.';'Frfll |".f1 F sk ‘-I 'y i !II.' 'II .LI'."‘ i !'I! "r'r.fl ;’f "_':.‘rkhri .
' i [ X

Instead -."ih‘ﬂ'i.“l‘it‘l'.ﬂit‘t;_*_ up::Hu normally, the Slann N IJ;gv--]'riHI

Knows the signature spell for each of the eight lores of Battle

Magie from the Washammer rulebook. Ths discipline cannol
be combined with the Focus of Mysters ciscipline.

HARMONIC CONVERGENCE 30 points

i .r.-,r..f"{\_ dien Yy, iid :"'-,_;"'; W 2l sy L }i s A ,_-.." \ !L;L:-I-'- Tl .'iffr'_-'.-T.

Lhe Slann Mage-Priest rolls two additional dice whenever he
attempts to channel power or dispel dice.

THE HARROWINC SCRUTINY 30 points

?.I T = e o, I LT - aE 5 = 3 _:-. S a 3 I i o
i III.;|'|“ :.'l'*r;r*;” A .:"\_”tn Lod? T IEN d T TAYLSE "" lrl-l"t N .'r””‘ If.”’ -II.-'Ilr-I.':| { .)‘.-J“f { }:F.:h“f-

The Slann Mage-Priest has the Terror special rule,

TRANSCENDENT HEALING 30 points

k| ! | "- ‘l L | = I'.. LT ol '-I- et N ; ¥ 8 % o l-"illl" . ! --I 'il-
Jl.";-.‘ i:.“-.f-;-’jr-l ..." ﬂ fl.'l. 1"' .l‘.‘ll'r‘!'l' JI-I*-"J'l TR e 'ij‘il!-'f i'!'r' IL q l"'.‘f..."' ] fi ;-1".;4_' -'F;i.p“i ,"T-‘f}p';'l T_

If this model is alive at the end of any friendly Magic phase,
roll a number of Do equal to the ditference between the
Slann Mage-Priest’s starting number of Wounds and its
current number of Wounds. For each roll of a 6, the Slann
Mage-Priest immediately recovers a single Wound lost
carlier in the battle.

UNFATHOMABLE PRESENCE $0aists

¥ | ]

Fhl 1. Lil." - & 5 - i i & ||.|..- W i .1_... N
I.{"'.'-.‘ 't I’u;l:*l"l, DAY A CRETINTFR 'f”l 'rf*:‘ff' T e ?"-' £ 8 SLH

Roll a D23 at the start of each enemy Magic phase; the Slann
Mage-Priest has the Magic Resistance (x) special rule until
the end of that phase, where X is the result of the D3,

33 pnints

FOCUS OF MYSTERY

Mhe Muage-Priest has gamed mastery over the art of High Magic.

The Slann Mage-Priest has the Loremaster (L.ore of High
Magic) special rule. Ths discipline cannot be combined wath
ey ! ; 4 PSR 135
the Wandering Deliberations disciphne,

HIGHER STATE OF CONSCIOUSNESS 60 points

| warl ¢ Mini - A . 0 s ¢ .I"*n*‘-, ! 2 X
o daep vt the Mage-Priest's Heougils 1aal iis PRysion eody
o ¢ 11 slips flavther awoay from this reality.

§ ! L kel ok
.'sl‘.'.‘- "‘ L._ "rr'rr'i* \‘ l; !'h:’;ll lt}r-r ﬁ. r ’.if'! ‘j\l ‘I
! I b i

The Slann M oe-Priest has the Ethereal and Unstable
1‘: L t L E L : | -
1 rules, but cannot join umt.
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TREASURES OF THE OLD ONES

On the following pages are magic ire
any of the magic ttems listed in the Warhamine

THE RLADE OF REALITIES {00 pniniﬂ

Muagie Weapon

Rroeugl to | she woortd By the Old Onas, s Weapon SHMMers wilh
w-nm-" ;u,f porver. Lagends carved on ancient stone clam the blade
| I realidy s i u..un, .nh/ﬁm, A nfu Can
PO @ CPRRRNIE T SON .’\.'.u gartfly force can step Wi deadly blade — 11

ANNEERETN K and steel as ¢ .i"u'.,’#' s slices J’le'h'ﬂif/? ﬁt‘.i;r' and bone.

*\?.u":til .-"llr 1 -"J'"

No armour or ward saves can be taken against Wounds
cansed by the Blade of Reahties.

THE PIRANHA BLADE
Magic Weapon

50 points

he Prvanha Blade h,mn ¢ its name for its abality to shred its
vickinmg it v, Lake its namesake, this weapon has
housands of tmy b *"w’ teeth that rip and tear .-unffuug they touch.
Just as the many-toothed hsh saws f--ennﬁf the hardened scales of

& Stewadon, so too does the Pivanha Blade rasp through armour to

i .ii,;'] I J_.:'r:ll"”‘li';l.ip;;lnj

{ !
l'rl F r
.t:'l l|1.l +'H.'I-L

]
L 55

I'he wielder has the Nultiple Wounds (D3) and Armour
Piercing special rules.

~}‘.f.!r.f}.f.nr‘m the eves of the Old O

‘NHI'.‘:’: ."’m"-f\ lolem are {;m

ms available to Lizardmen armies, 1hese can be taken in additig to
r rulebook.

SACRED STEGADON HELM OF ITZA
Magic Arrr_mur

40 poin

Any Lizardmen wea g a helmet made from a Stegadon sk f;:h
accorded due re m[ruf for it 15 a potent nfﬂﬁr;f of power. How

any di dor m.:/ ‘I—.,rffr‘rf the Sal huz Ny 2 E::iffuﬂ Helm r;f [tza 15 aAcCo H?r.;
fffh YeUerence gfm; lo a \.‘JEHIH /z"f-‘ f‘!-’n' s (Jffff{ f’;ct’m Came }‘;r”; .'”j
mighty Xelbaltia, a divinely huge Stegadon whose heroics in th,
Defence of ltza during the Grreal ﬂd’cﬂﬁﬂﬁfff were overshadowe
only by the defence of the Bridge of Stars.

The wearer of the Sacred Stegadon Helm counts his armoyy
save as being one point higher than normal. Furthermore, the
Sacred Stegadon Helm grants the wearer + 1 [oughness and

the Ir“np:-u'f Hits (1D3) ﬁptfuiﬂl rule.

SKAVENPELT BANNER
Magic Stﬂmlard

6 pnin‘rﬂ

??H'rmgf’}f;nf _{f;f f;;:jﬂr{’f;m:ﬂ J-'“lt%'f'r’ rI-'f‘ (!rf}'{.}‘;:‘} ffi'r“ :’if'?}H’.:"T F;f TE")‘?H’FI i‘.:?;'g In.
the Praophet of Sotek, marched to war Lagmm: the Skaven hordes
of Clan Pestilens. Many were the totems of that great war, but
the most famous relic of that era is beyond a doubt the loathsome
Skavenpelt Banner of Pogenichi. Cut from the plague-ridden hide
of a Plague Pontifex personally slain by Chief Pogenichi himself|
it was crafted when the fork-tailed comet lit even the daytime sy,
and many blessings of the Serpent God have been put upon the
vile hide. Ever since, Pogenchi's standard has driven Lizardmen
Warriors into a murderous frenzy, stirring their reptilian blood to
great heights of bloodlust. Many victories have been won bencath
ff.'f S/%'nﬁu -‘upfff B;umer e;m{ -:uf.ff* mff} frr'fmrp,f} paﬂ-fﬂ-‘r:zﬂfs

uf rf;f 7 w.:a*rf.l of f' ustria :uzfc‘mi’rm" The rat-kin f,n Jve {gs TN 1o
par tic Hfr.?ﬁ j_‘l.' fﬂ:i’ffh e sta l’a';)"fi'.’ L‘f, ‘fﬂ.?' 115 {fﬁf:;‘{iﬂ’i’?h'r' XKJJ‘ f’llf.:‘f'.-:f.-"::.-'}:':f‘
the doom of so many of their kind

All models in a unit wath the Skav enpelt Banner gain the
Frenzy and Hatred (Skaven) special rules. However, all
models from Warkammer: Skaven eain the Hatred special
rule while attacking the bearer.

THE JAGUAR STANDARD 50 ponts
Magic Standard
1he fleet jaguar was a bodily form said to have found much

;
nes and many totems and temple:

around Lustria bear the beast’s carven image. None among. i Lhese,
ffHJLLf ver are as f{ -

WNOUS as the sacred Jaguar Standara. O,,--.u-:"l

_ﬁﬂ'”’ Jr)','f flf'a',”{")ff i_f.l'."r H}( \ ””}chﬁ{L #‘J{?f fff‘f'f{fr b‘r:”,r f‘_”{‘r}af ?1._;;':

borne to bairls by countless vic
and beyond, Hnm

i"'-"f.rffa]f"l {”ﬂji’figf{_,rﬁ\'rﬁf _;'f[ “;-:4"
Ll._"lrfr'." ﬁ}:;," e -‘”Lifjrf." f.ﬂl}f ‘l-'”:!'u.lr‘ I "'; ‘.,F;,k .?F.:?J-}f
0N Lo move with the preternatural

swiftness of the creature its lfy and to hunt down their enemies Wil
relentless fur Y.

All models in a unit w ith the Jaguar Standard have the
Swiftstride s special rule.



CURE OF DARKNESS

30 pos
Agpane ltem e

Fowid tn the o fal ark beneath Xhatl, the € uhe of {arkn,

) . i
l_li" 'l;"-" jF Ilr [ i l‘rJ.J.'I'--p-'rfjj' 1 ;‘ :"..F.rp’; ”j'r1:;rr;
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CONTaTRT MRLCEONS of tiny pispricks of blinking licht va hocirel
: ) gy L cireiiny

. | : ; | arvect willeyn
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very Winde of Magie ity 115 dufith

i sphore of pure darkness. By imiplem, ning the o

' # |
YAl atdy dra g T

One use only. When an enemy spell has been cast. 2 Wizas f

r,\.'tﬂt Iln' 'L'H'Eil‘ ol I l_uktu_n:. Ll LRe 11 iH'.—l[,HI Ol 'AH*'HI’[:HH”

Il:*il ,i..--l the ~5'ﬂ’“ Lising 1i|-.'|u,'|, clice ||]-” *’IFH". 50, roll a D
on the roll of a 2+ the spell is automatically dispelled |
u?h'.i"-"-l @ the -IJI'H 1% l'-"iuht_'li AN |u;|¢”;||_ |,r1I ;.HIH-I- Cane l“:”
1 A ardte L6 tar every I{L‘IH;IHI- 1) I’];l}-' ,;u-” r ||;rF'|,T1-f‘J 11}
elfect: on 4 <4 that -I'H.‘“ autorrmiatic !”"r ends. |

PLAQUE OF DOMINION 25 points
Arcane Item
Uhe Lizardmen prize the ancient knowledge of the Old Ones above
all else. They will go the ends of the earth to vecover even the most
sroded or splintered plagues in the hope of uncovering a prece of
cosmie bnawledze, One such tablet s the Plague of Dominton, an
ancient stone relic carved before the second spavoning of the Slann
that contains elements of the C Nd Ones” own, fﬂcﬁ'i’ffﬁfﬁt’?'ﬂf)‘fﬁ‘.
f'.m_-._'ms_;fr, Tf;,—- ;mﬁi{frn:vmﬁiff [Jfﬂt}‘f'?' Hm‘;‘ﬂmﬂ.’{f *r.r;-fff'n'n Ifrf:.ﬁ'r: _:-:.‘r'fil‘xfﬂ
images 15 enongh lo canse the unwary 10 g0 mad, and simply 0y
dlancing at the glyphs, unprepared minds can be shocked into a
heswildering stupor as the insignificance of their puny lives on f_fn-
cosmic seales of the Old Ones ts ;';:Z._ﬂ;'uﬂ.u:*_r.\',{}f_ﬁ?‘ﬁ'rf into thetr minds,

Bound spell (power level 3). The Plaque of l")nminin‘n |
contains a hex spell that targets all enemy 15.."'»"15:.e:&tt'*.:i'.-s v:.-*irhin
18" The targets of this spell have the Stupidity special rule
until the start of the caster’s next Nlag;it Phli‘ttﬂ

THE CLOAK OF FEATHERS 35 points

Enchanted Item

Lhss finely woven cloak is made from hundyeds of shed frathers
,?rﬂffr"i‘f;(f »:f',:_u,_;,r e centuries )‘rﬁ-m oHe ;‘,}'.h‘rﬂ? sost vare yeatures o
inhabit Lustria — the mysterions Coatl. These fabled monsters sport
;fm-?* SN OUS g 'Tr’."jfr‘HL"Hr'ﬂ hudies, / )J‘ri.ifﬂ}.!-ﬁf.'w' f.’lr.wr./ f. rHir’f ‘Hhﬂ.;f-"}'r"f
feathered wings. They are said to be the manifestaiion of ffff" M
Cne Tepok, and are venerated by Skink Priests as grardians of 1he
“rn magic and sacred places. The Coatl are highly fﬂfﬂ'f’f’ !ﬂ,.”i '.'ilfff
Fraerful mages, and a portion of that m:f.rﬁf' power H?fff -“-'-'. é ’ .‘I,."
ied feather. The Cloak of Feathers thus shimmers with @ f‘“:"f‘*'*’
that oy only wards away evil SOrcery, but allows the wearer 10

94 mnto the air whenever he exfends s arms.
Skink The wearer of the Cloak of

character on foot only. lition, the wearer has
iHion, the vwidli® 1

Feathery hag the Fly special rule. In adc
e Magic Resistance (1) special rule,

THE HORN OF KYGOR

Fachanted ltem

f":ll { y'n .r".-.“' i - dMNT )‘.-._.'-.ra f{ Nrid and yrvaled 1o B fedn
rassed 1o th poselion of Sacred Caller, cowdd e } MV
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THE EGC OF QUANGO 10 point:

I'nchanted ltem
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Tutantry {Specsal Character)

e
. ¢ T
et
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o Mugie ltemis | isciplines of the Old Ones special Rubes ( Zlang )
h o i “1_,1,. ..Pt.:i- ¢ il \ltif'{.il{r' W1 * B . : _ & | by f " <)
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.’ AT Ancent Megadon ) s &ul 1
Special Rules (1 ord Mazdamund: ): y
Hm.l Lol Dl } ¢
ord Muzdamunds w a Level 4 Wizard who uses * Mageind ot H
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' MWEBS S T W I A (d Teoop Type l
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Lord Krouk ! » 5 9 Intantry (Specal Character)
Fquipment: Mugic: Special Hules:
¢ Hand wespon Lord Kroak 1s a Level * Cold-blooded
4 Wizard: however, he * [oternity Couardaas
Muﬂit‘: ltems: hnuwwunl}fmn: u|n‘.r|| - * bear
¢ Golden Death Mask The Deliverance of [1za, * First Generation Spaw

o [lammable

ol NI}.I]J!:'PI""H.:HT Palanou

* The Spirit of Lord Kroak

* Supreme Shield of the Uid L
¢ [Inbreakable

el i s s g e v o, Y R il T e S i = o = - e g g TR I .
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KROQ-CAR _ 520 point
| ' Troop Tipe

M]'Gﬂl‘ Infantry (Special Character)

Grymlog (Carnosaur)
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g e Mot Special Rules Special Rules

. * Light armour * Grymlog (Carnosaur) (Kroq-Gar): (Grymioq):

g e Cold-bhlooded ¢ Artuned to the Beast
sic Ttems: ¢ Predatory Fighter , - Ct‘li'i-lftli_“'ﬁi"-’d

B 1 of Gods o Sacred Spawning of Xhotl : L.I.f}.,"’t; l.lrg:::t

B 7. 70 e Scaly Skin (44) * Mulnple Wounds (123)

¢ Scaly Skin {4 +)
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TEHENHAUIN

MWSBS S TWI A Ld Lroogp

Tehenhawn e i S R TR ¢ I [nfantry (Special Chameter)
Magic Items: Special Rules: (Options:
* Blade of the * Agualic o Muay be mounted upon an \ncient Stegadon with an Pangine of the ( Oils
HL“"]"{'”‘.“ l‘.“",ﬂ”'»' * Arcane Vassal (see pape Y o ||1n|||:' Count the cosl ..rrr.lm L vour allowance for i*”l"-l't.
* Plaque of Sotek e Cold-blooded lehenhauin replaces one of the Skink Crew) e gdl pofnls
o [Hatred (Skaven) Nay be Hw‘,l-hlt'tl to have Un *"'F‘l"'|'|“ Stampede ' bu "”,ﬂﬂmh
hlllgic: . IHHHI.HH‘ o ]"umm 1].!\' ]1:' IllﬂJ[t.inIr'll 8] IF.l"'.'!' Hh.:|||+'r|r4| i fluu'.. l |,|_ 8 I = ""ff"fs'ﬂ.\'ll‘.f!j T
lehenhauin is a Level 3 * Muaster of Snakes * YOu l||1j'.1‘l.11t‘ ANy units ol hlm:l-. Cohorts, skink & JII;H'. 1ers,
Wizard who uses spells * Prophet of Sotek lerradon thrr_-. or Ripperdacty! .|-1~|r '8 11 F“”_I,! I]”,IW w0 that the
from the Lore of Beasts. * Scaly Skin (5+4) SKinks (not their mounts or any Kroxigor) have th |
L * Tide of Serpents [ atred (Skaven) special rule (see PARE 30) . v vvvs vue s v e f;mmf;;rr model

(excluding Kroeippr)
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SLANN MAGE-PRIEST 300 points

MEWSERS S T-W I"A Ld Troop Type
Slann Mage-Priest Ul T TSER R A S 9 Infantry (Character)
Lquipment: Options:
* Hand weapon * May take up to four Disciplines of the Old Ones up to a total of. . . .. 150 points
* IMay take magic itemSupitaa tothlial o s o i dae s s e 100 pomts

Special Rules:

h * Cold-blooded l e T e
F. * Mage-Priest Palanquin BATTLE STANDARD BEARER

* Shield of the Old Ones Unless your army contains Lord Mazdamundi, one Slann Mage-Priest,

* ‘Telepathic Confabulation ; ~ SR ey L
o t Saurus Scar-Veteran or Skink Chief in your army may be the Battle Standard
3 : Bearer for +25 points, He may carry a magic standard (with no points limit).
' Magie: A Saurus Scar-Veteran or Skink Chief that carries a magic standard cannot

} a4 - T P

A Slann Mage-Priest 1s a Leve 75 . s R S RN st a1, : ,
| : g saLe el 4 ‘\1"su.mi W hl:l' uses have any other magic items. A Slann Mage-Priest, however, may have a magic
F spells from the Lore of High Magic or one of the

standard [wllh no I,‘l{':illt:-: limit} as well as llﬂﬂ,'iﬂg his normal access (}Fup to 100

points of magic items. A Slann Mage-Priest with the battle standard can still
be your army's General.

: eight Lores of Battle Magic in the
¥ Warhiammer rulebook.

SAURUS OLDBLOOD A, Y.

A 1Id Troop Type
Vi Infantry (Character)

Saurus Oldblood

Equipment:

* Hand weapon * May be armed with one of the following:

— Additional hand weapon (unless mounted) 2 poinis
Special Rules: S THBER s a  SE r Sh f A  iE G eh v o :;Pﬂfnu
S o  SEE o it DEE RS e b O o e L T e P;;}:H *
LTt Mot RS metiSembeiacton o 0 R e SRR TR i e R 3 ,?? iy
* Scaly Skin (4+) B ............... é;ﬂﬂ
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* May be upgraded to have anlng Stnde AR S VDR S R S Beo i el AR SRR
* May be upgraded to have Bloodroar, , .
* May take magic items up to a total il
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Equipment:
* Hand weapon

Magic:

Tetto'eko 1s a Level

HEROES

Special Rules:
* Aquatic

2 Wizard who uses .

Magic ltems: spells from the Lore of X
* The Eye of the Heavens. ;
Old Ones s

* The Stellar Statt :

;‘1._'3‘:!._ >
Special Rules:
& Carnosaur: Blood Frenzy,

= 1% Cold One: Vear, Stupidhity,

- .Y -

-5

* Ripperdactyl: Armour Pe

® Porradon: Drop Rocks, ear, Flying ¢

Cold-blooded, Large

Thick-skinned.

reing, Fear, Flying C

rrr
,,,,,,,,

Arcane Vassal

Cold-blooded

Herald of Cosmic Events

Loremaster (Lore of Heavens)

Minor Shield of the Old Ones
The Palanquin of Constellations

* Scaly Skin (6+)

avalry, Forest Strider,

o

M WS BS S
g0 D
g 5 4
I TR |
2o 1y
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2
2

'ﬁ.i wWolsS S TW I*"A 1Ld
e age L R SR T X
Special Rules:
* LCold-blooded
. . | termity Warden
.;-':l i;ﬁl’ e T * Couardhans
Tl E ) "'5'{'*-“}‘- Mace * Predatory Fightes

£ & The Melm of the Pvime Guardian o Scaly Skin | ,';- ,

_. N W m Rﬂ'l to the Etermty Chambe . | ‘Ill.lll.lll‘ Bodypuard
MWSBSS TWI A 1I4d
genEeeel & 2 3 4 !

m ltﬂﬂl&:‘ Special Rules:
* The Mace of Ulumak * Cold-blooded
* The Shield of Acons * lmmune to Psychology
* Predatory Fighter
* Restlient
* Scaly Skin (4+)
* Stubborn
MWSBS S TWI A Id
Uheamsamad 202 4 ) 6

Troop Type

latantry (Special Character)

Troop Type

L e

185 points

Infantry (Special Character)

Troop Type

Infantry (Special Character)

s = A

el Do D D e

avalry, Irenzy, Killing Blow.

A 14
IR
R
e
" .

Troop Type
Monster

War Beast
Monstrous Beast
Monstrous Beast

Target, Multiple Wounds (D3), Scaly Skin (4 +), Terror.

-
e
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Zwup ( Ierradon)

Masgic Items:
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® Nizsk of Heavens
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Fguipment:
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SKINK PRIEST
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Fguipment:
. ;{_"‘ 3 i

Masic:

e

Special Rules: Options:
* AmDUsNeErs
e Cold-blooded
* Drop Rocks

.
I
- 1-_ Mg I'r-._q';'-._'.'_
* Forest Stnder
e Nlaster of Skes
o Scalv Skan (6+
. = "

W

M WS BS |
' % b

5
B R atged. 3

Masgic Items: Special Rules:

. = (Golden Blowpipe * Aguatic
1 P loches - Chﬁﬂ‘ii:!r:r'u'l

* (Cold-blooded

* Master Predator
* Scaly Skin (6+)
® Dcouls

- :""."1]1; T

g2 Infantry (Character)
Special Rules: Options:
* Agquan * May be upgradedtoa Level 2Wizard . . ...............
* Arcane Vasss * May be mounted upon an Ancient Stegadon with an

L i "“'. E J'__.

-
o
.

i)
Iu-d ""h-ll

1 o e e '.' -
t0 have the Ambushers special 1

A Id
X R

o oty Specil Chaal

» (se€ page )6 )

e You may upgrade one anit of Terradon Riders 1n your army

Troop Type
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120 points

Infantry (Special Character)

A Id
§FG

e o —

Troop Type

~ obd-Blooded Fngane of the Gods (see page 94 for ]':rnﬁh:. Count the

cost against your allowance for Heroes, The Skink Priest

replaces one of the Skink Crew). .. ...o.oo oL,
Vlay be upgraded to have Unstoppable Stampede

llllll

May be upgraded to have Sharpened Horns. . . . .. .

vViay take magic items up to a total of

65 points

......... 35 pomis

cieenns 280 pornis
......... 10 ponts
e e 20 pommks

......... 50 pomnits
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Equipmeni:

* Hand weapon

5.:':511&0‘1“1 Rules:
¢ Cold-blooded
~* Predatory Fighter
& Sealy Skin (5+)

Skink Chief

Equipment:
* Hand weapon

Special Rules:

* Aquatic

* Cold-blooded

* Scaly Skin (6+)

carries a magic standard cannot have any
limit) as well as having his normal access 0
your army’s General.

o o
"--.' ol . L 5
ey ) o i
irus Scar-Veteran
b LAV “'Il."" = :
pEr LA B Tt 7
F _ :
L ST

BATTLE STANDARD BEARER

Unless your army contains Lord Mazdamundi, ' |
Battle Standard Bearer for +25 points. He may carry a magic standard (with no p

| .:.'i:-iﬁ‘;ﬁ ol —-—
HEROES
X
MWSBS S TW I A Ld Troop Type
b 0 R R S S 8

[ntantry (Character)

Uptions:
. | ) e v . - §
?"'L‘f'- b armed with one of the Iu]hm'mu:
= Additional hand weapon (unless DR G R P S e () 1 o1 T S Do 2 points
B T e e 2 points
B e s e s
Ut T S T M O o T Dy s Sl S SOt S SO S PSP POINLS
el T R S R SR R e 4 ponts
v e T A e R L SR e 6 points
oty il S e R N e D 4 pornts
* May be mounted on one of the tollowing:
e YR A R O 20 points
ORI e PSR 220 pomnts
* May be upgraded to have R IS T B S S o U g il o S 15 ponts
TV S R Vo o 33 (T oy R R SR S S 0 25 points
R T T o R v o) e R 50 points
e B - T s B L L T L R ————___ S i b e e

40 points

MWSBS S TWI A Id Troop Type
ANt 32 6 3 6 Infantry (Character)
Options:
* May be armed with one of the following:
S anninonalbaad weapon (eSS MONNTEA) . o iisivsan om0 b b mieim s wm e 5 s im sras ol se e e 2 points
LTI e e e i e e T R e R N M I L 1 O points
S TR 2 e e e e S e e S e s O 2 PoInts
A e e T R R I 2 points
L e i 0, e R R e et SO PSS 2 points
Ry e S e i e Vet S O R S S 2 points
* May be mounted on one of the following:
T T e e e e e s 35 paints
T T D e i i S o e SRR SRR S R ST O 40 points
— Stegadon (see page 92 for profile. Count the cost against your allowance for Heroes;
fhe Bienke C ety plices one ofithe SKnk Crew) o e oo vt v die v snne invenn oo wasn aias 215 points
» May be upgraded to have Unstoppable Stampede ... ................ ... ... o L. 10 points
s Vay be upgraded to have Sharpened Horns ........ooooiiviiiiii i, 20 points
_ Ancient Stegadon (see page 94 for profile. Count the cost against your allowance for Heroes;
the Skink Chief replaces one of the Skinki Crew) . oucoovi i ieniiii i nann, 230 points
» May be upgraded to have Unstoppable Stampede . ... L 10 pornts
e May be upgraded to have Sharpened Horns .. ...l 20 points
* May take magic items up to a O e e kN e R 50 points

- ik

one Slann Mage-Priest, Saurus Scar-Veteran or Skink Chief in your army may be the G
oints limit). A Saurus Scar-Veteran or Skink Chiefthat
other magic items. A Slann Mage-Priest, however, may hﬂﬁtﬂ a magic standard (with no points
fup to 100 points of magic items. A Slann Mage-Priest with the battle standard can still be |
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SAURUS WARRIORS

MWSBS § T W I f; Léd
. e ||
Saurus Warrior 4 3 g i e e
Spawn Leader 4.7
it Size: 10+ Special Rules: Options: ._ e e g
- 'p{_':;.];_lhhim;d{:d * May upgrad{: one Saurus \j"'. arr?nr to 2 5"5}'3;1"..% r Leader . quvwir il ;ﬂpom
! :  Predatory Fighter  May upgrade one Saurus E“‘{HTF?HI' to 4 n'mr:pu__tan.} M OWPH
]flql-l;flpl"lntlf;un * Scaly Skin (5'-’44 )  May upgrade one Saurus Warrior to a standard bearer ............. 10 points
5 n.‘,hL;:ﬁ; % s | o The entire unit may take SPEars . . « + <« swe s ax cewe s dn Sr=EEEE =, free

SKINK COHORT 5 points per ma
MWSBSS TWI A Id Troop Type B
Skink AodZiEs 3 SaeliNTgeaeE] T o8 Infantry
Skink Brave 6N 372 RS Infantry
Kroxigor G mpees 4 53 13 T Monstrous Infantry
Unit Size: 10+ Skinks  Speecial Rules Options:
(Skink): ¢ May upgrade one Skink toa Skinki Brave. - o0t . s s e 10 posnts
Equipment (Skink): * Aquatic ¢ May upgrade one Skink to'a MUSICIAN! . ¢ - cs oo e v st e s e s o eas 10 posnts
* Hand weapon * Cold-blooded * May upgrade one Skink toa standard bearer . ... ................. 10 posnts
* [ustrian javelin * Scaly Skin (6+) * May upgrade Skinks to have Poisoned Attacks. .. .......... 2 ponts per mudel
e Shield * Spawn-kin * May add one Kroxigor for every eight
DKk thenils ) i s o e s R 50 points per Kroxigor
Equipment Special Rules
(Kroxigor): (Kroxigor):
* Great weapon * Aquatic
* Cold-blooded
* Fear
* Predatory Fighter
* Scaly Skin (4+)
SKINK SKIRMISHERS b o e
Skink Skirmisher N o, e 25
 Patrol Leader R R T T In fantry ¢
e I quatic * May upgrade one Skink Skirmisher to a Patrol T 10 poins
‘quipment: * Cold-blooded * The entire unit may rep] U e elds . - 17
# Hand weapon * Scaly Skin (6-+) y replace blowpipes with Lustrian javelins and shields - -
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"ECIAL UNITS
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MWEHRS S TWTI A Lg Troos T I4 P‘““‘"‘-‘1 P“vIr “Wlﬂt
. 1 .
poasetll 4 4 1 9% : SR D £
e & 4 N Intantry
et SR 8 Infantry i
aal Ll Options:
.- i L1 il &
1._':'.“‘ Mtﬂpﬂmﬂt- - (2 o0 \l'l:' upgrade one T ”"l‘!" Guard to a Revered Guardian f”fﬂlﬂﬁ
r{._,_! I—lﬂlbcrd > hene II!H!” | \Ilu"nt'ln.'ti|.-H.I.Ia|!.u| R RS ?.IL.... A4 TR '-u.*.._'!,ilrwn "-’H‘I”l 111-{‘\ _ i‘.’l f'n”lj'_l'
b . . _ . 1 " ivlay “l‘F“-"L one mple Guard to a2 musician :'[:'l"‘!'-'lﬂ-."-'
: é_ﬁiﬂ':::jﬂrﬂ!nln ‘ 1 .II }l ULy * Viay upgrade one | ||11-!. Lsuard to a standard beares ff'}\-fnfln'
sy QRin () ) May take b e standard we I-'|'|l.""|!'.| N potnds
4
'1;
35 points per base
NSNS § T W 1A Ld Troop Type
BN 2 -F 1 £ 10 Swarm
Unit Size: 2+ bases Special Rules:

* Aquatic
Cold-blooded
Poisoned Attacks
They're Everywhere!

&« @ @9

. — e e —— - S = i &

CHAMELEON SKINKS G . = 13 points per mud:

MWSBSS TWTI A Id Troop Type

Chameleon Skink EaL 352 4% s Infantry
Stalker Gy 25 ] 4 1 3 Infantry
Unit Size: 5+ Special Rules: Options: |

* Aquatic * May upgrade one Chameleon Skink to a Stalker . ... ... .. 0000 10 pamts
Equipment: * Chameleon
* Hand weapon * Cold-blooded
* Blowpipe * Scaly Skin (6+)

* Scouts

o Skirmishers

COLD ONE RIDERS masE 30 points per model

LS MWSBSS T W 1 A Ld  Troop Type
Cold One Rider U S LA
% Wi S ) i i B Cavalry
Pack Leader 4 R~ . 2 2 §
Cold One 7 =
Qe : ‘ Options: |
: Unit Size: 5+ ?pgilﬂlblaz:iij' . I‘rl?'l/l-.u.f upgrade one Cold One Rider to a l‘ufk I‘.rmlcr sl
p l"'? ;g » May upgrade one Co d One Rider to 8 musician . .y va v evvvsarss o .
F Elllllpment. d I;sz:latﬂ Fighter ¢ May upgrndt one Cold One Rider to a standard bearer. . ..., s Iq pai :
ﬂ";;ll WiaJUR ( I;;T A Z:ﬂy) e The entire unit may take spears. ... .. TR, T TR 4 pormis per mo 4
| [ P
gk e Scaly Skin (5+) el

e Stupidity
o Thick-skinned




KROXIGOR
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SPECIAL UIN
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¢ Coldblooded

LI LT Y

| Nedlutory Faght
SOty Sk )

TERRADON RIDERS

9 “‘Il.hlllu ”.I'.tl'l
- Bky 1eadel
\‘ li'H.HlulI

Uit Sizes |

quipment:
. I 1.”“1 'l."l,i'..i|HI||

* Loustrin yvelin

STEGADON
Stegadon
- Skink Crew

Unit Size:
| Stegadon and
§ Skink Crew

Equipment
~ (Skink Crew):
~ & [and weapons
'[. N Lustrian jayveling
N ?_'mnt bhow

Specu] Rules:
* ( old-blooded
l }||||! I":'H i1,I|

* i

]

|"|1,'1I|J*_'l AVl
borest stricler

i .t|1|,' S (6 )

MWEBS S T W I
TR e R T
R BTy 4 |

{ptionng

. | Ot
MWS IS S 1 W I
& y. ; ) y | 4
[ 2 ! ) 2 ) i
v 0 4 Vs @

Opltions:

" 51\]-!‘,- IIJI;{J;HIP ane lerradon Kider to g

0 points pr:r

| ()
Cbdnty Y
Loty
35 points per model
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Lord Huazhini was lost. Although his body floated calmiy in
the lotus-infused Eternity f.fh-.:mﬁr,:r his mind was entan ;.'gJ_
trapped in @ maze © ith no escape. For brief moments the Siang
Mage-FPriest’s vision ¢ leared and he remembered he was ;"“'“h’q:
.. seeking for something, although exactly what f;c SGught was ngy
longer clear. An overwhelming lethargy slowea his every effort
and even that he was looking for something was an ephemergl
thought, a notion that hovered elusively just beyond his grasp,

———

Through this dream-haze Lord Huazhini heard ‘ call - g
distant voice within his mind — a foraway entreaty from Lord
Mazdamundy. It was this message that recalled Lord Huazhing
guiding him to cast off the spell that enthralled him. With g lurch®
his bloated body startled awake for the first time in generations,
In that instant the Mage-Friest was ooded with visions. He
saw powerful enemy forces mustering, as well as the recovered
messages of the Old Ones, Lord Huazhini's eyes blazed with
i magical fury as he once more remembered his Great f‘urpo;c_ 4
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