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Vengeance of the Vampire

Undoubtedly the centrepiece of Games Day 1999 was the

awesome Yengeance of the Vampire diorama. This epic
battle scenc measures over 22 feet long and 10 feet wide.
Using thousands of models (there are over 2,000 Zombics
alone) the display depicis the epic batle of the people of
Stutthurg and the Yampire Antoine von Carstein, who is
determined o exact his revenge upon them. This display

now has a permanent home in the Museum at Warhammer
World and is well worth a visit. You can see more of this
huge display on the inside back cover.
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INTRODUCTION -

When the forces of the Vampire Lords march to war,
the world trembles, The Undead are among the most
dangerous creatures in the known world, Bound by
the will of one of the Lords of Undeath, they are a fell
and mighty foe. They cannot be reasoned with, bribed
or coerced. They know neither fear nor mercy. They
need no sleep or warmth, ocither drink nor
whaolesome sustenance and, das they march onwards,
their ranks are swelled by the corpses and trapped
souls of their former opponents, The only thing they
fear are the rays of the sun that are the bane of their
iype, searing their unholy flesh and eventually
destroving these abominations against nature. This is
no help when the armies of the Yampire Counts
march 1o war, since the Lords of the Undead can use
their necromantic powers (o summon  billowing
storm clouds, protecting themselves and  their
minions from the hated sun. Where the dead walk,
there the night follows

he legions of the living dead are terrible to hehold —
hordes of corpses walking resolutely forward, dry
flesh creaking, decaving innards exposed, corroded
wargear seraping and clanking. The nauseating stench
f death hangs over the army like a cloud of
contagion, the air is full of grave dust and glowing
witch-lights. Long-dead wuarriors ride o battle
muunted on the roting carcasses of warhorses, The
carth trembles benearh the tread of Zombies, and the
howls of the Dire Wolves fill mortals with deead.

spirits prowl like shadows among the ranks:
nsubstantial Wraiths, wailing Banshees and Wights
lucked from their eold tombs, At the core of the
army stands the Vampire General, the most powerful
and dangerous of all these nightmare creatures. Tt is
i who has summoned the army from their graves
and it is his will that binds it together

In rthis book you will find the following sections:

LINES OF BLOOID _ .

A wealth of information on the great-fimilies of
Vampires that plague the Old World. From their
origins in the ancient land of Khemri to their history
of wars and many ather evil deeds against the living.

THE LIVING DEAD

A study of the many dreaded Undead things that
haunt the graveyards of the Warhammer world, Here
you will find a description of their powers and of the
foul magic wielded by their masters

SHADES OF DEATH
Full-colour pages packed with invaluable advice on
collecting, painting and modelling vour new army.

UNHOLY ARTIFACTS (Magic Items List)
A list of the accursed 1ools of necromancy used by the
evil practitioners of the Black Art,

ARMIES OF DARKNESS (Army List)

The complete Yampire Counts army list, so that you
can muster your forces for bartle

THE ARISTOCRACY OF THE NIGHT
Rules and background for Zacharias the Everliving
and Mannfred von Carstein,

THE LEGIONS OF
THE UNDEAD
The different
armiecs of the
VArious
Yampire /
familics, as "
will as those thar are
commanded exclusively
hy Necromaneers, 4




LAHMIA

t all began at the dawn of human civilisation, abour

four and a half thousand years before present tme,
South of the Old World, in the land berween Araby
and the Badlands, was the rich kingdom of
Nehekhara, Pricst Kings ruled this realm from their
capital city of Khemd and upon their death they were
mummificd and enrombed in great pyramids

One of the most important pricsts, who the ancient
texis name as MNagash, is sald 1o have learned the
seercts of dark magic from a caprive Dark EIf
sorceress, He then started o study this vilest of magic
tor a way toachieve his greatese desire: immortality,
Nagash bhad 2 powerfuol intellect and implacable
willpower and, after long years of research and
experimentation, he created a new form of sorcery,
which he named necromancy. Evenmally he could
reanimare (deéad bodies and prolong his own life
indefinitely, This knowledpe gave him the keyv w
ultimate power and he soon became the kingdom's
sale ruler. Unfortunately, though he discovercd a way
o force the spirit not o abandon the body, stll he
coudd findd no way of stopping the flesh from
m«v:nm_u.mhmg to the vagaries of time. AL first Nagash
“triedd 10 preserve his body with the secret Gils and
- balmes that the priests used 0 mummity the most
importnt among them: After teo centuries, however,
he could not hide the decay of his body and
‘evenmally he wis driven insane by what was
happening o him. Soon Nagash's rule become
intolerable and the Priest Kings of neighbouring cities
rebelled against him. After a bitter war, Magush was
defeated  and  fled towards the Worlds Fdge
Mountains with a few acolytes. Many are the dread
-ﬁ -~ stories told abous the Great Necromancer, the Ritual
~of Summoniog and his wars of vengeance against the
kingdom of Nehekhara and the rest of Mankind, bt
l}in are o be wld elsewhers

\aaga-.h recorded all his knowledge in nine huge
tmes of parchment made from human skin and
written in bleod. These books were nol destroyed as
somne of the priests wished; some of them were lost,
and one was secretly taken to the city of Lahmia, the
second most powerful ity in Nehekhars, There the
ruling Queen was seduced by the promise of
immuortality which she found in this evil grimoire and
once again the search for eterndl life began. Soon the
Queen learmed the dark spells to animate and
“eommand the dead. and she too became a powerful

CITY OF VAMPIRES

necromancer. Eventually she succeeded  where
MNagash before had failed and she found something
thiat could stop her immoral body from dgeing: the
elixir of life. Tt is said that she received the secret of
the elixd er striking a pact with a dark force whose
name is better lefi unspoken. Afier drinking this
magical potion the Queen’s heart stopped beating
forever but. as long as she eould feed regularly on the
warm Blood of the living, her mortal shell wiould sl
look deceptively young. The first Vampire had been
created. The Queen then chose eleven individuals
who she considered worthy and gave them a sip of
the elixir of lifé, They were the first of their kind and
wire to be known as Master Vampires, Once again
unliving. Priest Kings and Queens ruled over
Nehekhara, Soon they found that they could make
living men dand women into lesser Vampires, by
making them drink part of their own tainted blood,
the so-called Blood Kiss.

These new Vampires could themselves confer the
Blood Kiss onto other willing (and sometimes
unwilling) mortals and in this way the number of
Undead increased, but with ¢ach new generation the
powers of the Yampires were reduced, The Masters
were credatures of astonishing speed and strength,
extremely resilient and gifted with great neeromantic
skills, but the ones they created were far less
powerful., The Vampires reigned over Lahmia for
centuries and they surrounded themselves with an
immortal aristocracy who preyved on the unlucky
citizens of Lahmia, Eventually, as it had happened
with Nagash, the Priest Kings of Nehekhara united to
fight this evil tyranny After a long and bitter war the
Lahmian dynasty was defeated and the city of Lahmia
was razed o the grousnd.

Of the ariginal Vampiges, seven Masters survived the
sacking of Lahmia. They fled north, and when they
reached the Old World they separated. One wemt
cast, perhaps to the distant lands of Cathay, one
disappearcd in the northern Chaos wastes and four
remained in different pars of the Old World., The
tragic’ story of the seventh Vampire,
Strigos, is recorded elsewhere in this book. Each of
these Masters was gified with different powers and
these distinctive  traits are reflected in all other
Vampires of their Bloodline.,

CH these lines, the one thar to this day remains closest
to the Yampires' ancienmt origins is the onc
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descending from Neferat, high priestess and: Queen
of Lahmia. Neferata, together with her sisters in the
Cule of Blood, was already far to the north and safe
from the purging wrath of the kings of Nehekhara
when their attack struck the vity of Lahmia
Nothing was heard of them for many certuries wntil,
ar 4 place called the Silver Pinnacle by the Dwarls, a
strange cvent took place, The Dwarfs had been
mining in this remotest part of the Worlds: Edge
Mountains for silver and precious gems. and bad buile
a small seronghold theére, One night an invading
horde somehow broke into the mountain, taking the
defenders by surprise. These were not Goblins or
Skaven, bur Zombies and Skelerons. The évent is stll
recorded in the Book of Grudges. The entry describes
their leader as the 'Queen of Evil'. Many centuries
have passed since that time. The Dwarfs have long
gone from the arca und now only reivellers from the
lands of Men tead within sight of the place. Steange
as it may seem, there are some who havee visited the
Silver Pinnacle and rétwrned alive 1o tell the ale.
Their tales do not speak of horror as one might think,
Instead they tell of a splendid court, arrayed in the
fashions of some ancient civilisation and of a palace
cur oun of the rock with sutues and walls adomed
with strange inscriptions, yet it is a place of darkness,
where the light of day is not pecmitted 1o enter. The
queen who rules here is said w be of cxquisite beauty,
wtended by handmaidens any man would die for
Little da they know that this is lierilly true!
stories ol the Palace of the Night Queen have been
told for conmries, and can be found in the ballads of
Bretonnia, the writings of the Empire and the poems
of Tilea. Even' in the kasbahs of Ariby dnd in the swieit
wges of Kislev can similir rumonrs be Hedrd.
he guards of the Silver Pinnacle are said o be
swathed in black and show not their faces, They
shuffle and handle théir weapons jeckily, The interior
the palace is described as davk, Ut oas if by
wonlight, The gueen of the mountain is never seern
spoken o directly, She conducts business from
chind seven veils, and her voice is beguiling It is
aredd that she breeds cats. Thene s o mle of a Tilean
nerchant whe was given a black cat, Halfway o Tilea
cat was gone, but sitting in his wagon was a
zutiful lady. He had no idea where she hiad
speared from; bur ook her on to Tilea, asking nio
iestions. There she paid him for the journey, hade
m farewell and emered the monasiery of a female
religions . order: There is another tale, told in
Seetonnia, of @ knight eerant whe returned with a lady
fexquisite beauty and a pale complexion, praiscd by
setonnian roubadours. He made ber his wife and
zciv o his castle. Gueses at the castle commented tha
lacy anly showed herself at banquets in the nighe,
that she drank goblets of red wine and ate no
r Tond]

These and the many other similar rales reveal,
those wise enough to see, how the bloodline of
Neferita has spread over many centuries into many
Iands.

In truth all the Vampires of the Lahmian sisterhood
descend frome the Queen of Lahmia, She is said 10
despise men and consequently very lew Lilimians are
males. Instead, enchantingly beautiful 'maidens are
chosen from amongst the most noble familics of
Bretonnia and the Empire and granied the Blo

They then strive 0 gain contrel of the humans ™4 8
around them with cunning-and intrgue, No other.
Yampires excel in infiltrating human society in tiic‘
same way as this shadowy sisterhood.

The presenee of the Lahmians s Seldom noticed, hui
their hand s Cerainly felt, They map lack the brue
strength of many other Vampires, but in subtlety and
cunning they are unmaiehed. They can dl;_hjl._'l.n;_ their
aims with politics and ploting instead’ of dirgct
action, They are hedonistic, selfindulgent creatures
wiher love splendour and wealth and will stop at
nothing 1o get whar thev desine.

*

Yet they cannot taste food or enjoy the warmth of the
sun. Their cold heares can feel no love and though
their vouth and beauty is cternal, they are abhorred
by people once they are discovercd. All this means
that no mitter how moch wealth they gather or how
many pleasures they taste. their joys are always
hoslbere,

Lihmian Vampires are as fast as quicksilver and their
Vampiric powers allow them o melt into the shadows
and vanish n the eyes of mortals. They can move
so guickly that they are virtually invisible w the eve.
The talons of the Lahmians reach o all levels of
human society. They ake an active interest in human
affairs and no one can goess how many powerful
eccentric noblewomen, widows of princes and dukes,
and ‘high-born ladies who shun the light of duy and
lock themselves in tall towers and opulent palaces,
are in truth of the Undead. They have a great ralent
for art angd statesmanship and  their poveerfil
personalities hold an irresistible charm_ for mum:h.
However, their iemper matches the quickness of thefe s
bodies and they are easy o anger, butl  hacd
appease.

In the most remote corpers of the Old World, wholed?
towns have fallen wnder the dominion of i‘.hl.:r
Lahmians, There Zomhies guard the gates so none®

can esape and Vamipires form the female aristocras
that feeds on mortal caitle each night. Such places:
must be purged with swiord and fire, often only #ier
4 bitrer battle against the Vampires and their ai:nﬁa:ms_

lhe Lahmians, unlike other Vampires of the Old
Worrld, keep in contact with each othedand with their
mystericus Queen, Nelerata, What ehe Lahmians' trie.
motives and findl purpnses are, none cin fathom.




Samwich was in his tent, examining the region’s maps while sipping some of the best vodka
in all of Kislev. He was thinking how much he hated having been assigned to such a remote
outpost in the gloomy woods which marked the border between Mother Kislev and the Dwarf
kingdoms of the Worlds Edge Mountains, But it was his duty as an Ataman of the horse
archers to maintain the vigil on the trails coming from the mountain passes.

Presently he heard movement outside the tent and two of his men walked in. With them was a
girl, one of the most beautiful yvoung ladies he had ever seen. She was very young and frail, her

skin pale and her robe in tatters. An expression of sheer terror was on her fair visage and she
was shaking all over.

“Ataman, we found this girl on the north path of the red glacier. It looks like she’s been attacked,
but she hasn’t said a word. She’s too terrified. We don’t even know if she speaks our language.”

“l see. Now bring her some hot foed and something to wear”
“Yes sir.” The two men left but soon returned with what the Ataman asked for.

Sammovich observed the girl and could not avoid being moved by the innocent look she possessed.
His heart was filled with a strong affection towards her, for she reminded him of his young
daughter. He noticed that she was not eating ar all and drank very little and without
enthusiasm; clearly she was still very scared. The old soldier tried to calm her, speaking softly,

“Do not be afraid. We are friends. Friends. Do vou understand mel”

The girl looked up at him and, seeming to make sense out of his words, she nodded. “What is
vour name!” asked Sarnovich.

“Mara. Me Mara,” answered the pretty voice of the girl. The Ataman was relieved. He
couldn’t recognise her accent, but ar least some communication was possible.

“Whar happened to vou! Where is vour family! Mother! Facher?”

With her innocent eyes open wide, she answered “Mountain... monster... die, all die.
Mara no die,” and she started to cry, sobbing violently.

Sarnovich hugged her softly and lulled her until she stopped crying, then she seemed to
fall asleep, exhausted. The Ataman decided to leave her alone to rest. He walked out into
the red light of the setting sun and called the sergeant. “VYuri, have the men raise a tent
for the girl. And double the guard tonight, she has spoken of a ‘monster” and [’m

afraid chat the group she was travelling with might have been attacked by one

of the evil creatures of these mountains. It secems she’s the only survivor”

“At once sirl”
Then the night came.

Sarnovich was woken up abruptly by a terrible scream thart pierced the
darkness. In a moment he was outside his tent, his sword ready. Where
were the guards, he thought, and why had they allowed the camp fires
to die out! He heard more shouting from the tent where his men slept
and rushed in that direction. He entered the tent cautiously and by the
dim light of the braziers he saw thar it was too late. His men were dead.
Everything was drenched in blood.

Some warriors were still in their beds, their throats ripped open. Others lay on
the floor, their bodies torn apart and dismembered, apparently by the talons of
a creature of awesome strength.

o
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A Troll! thought Samuvlch Mo, Impuﬁmh{a One of ﬁa‘mﬂ things éuldﬂr‘t possibly make i 5
way into the camp to surprise thm mencﬁd warriors in their beds. What was it then!

How could he fight it? The Ag%m helmed with fear and anger. Then a
thought hit him like a warhammer: ¢

o
i

He rushed towards her tent but foune ; CTe CO _3‘ "'sthly be! Suddenly a new
series of cries arose at the edge of t r &H fighting
and one of the voices was clearly female — she was there! Samovich reached the tree line where
he could clearly see a torch burning not. fa.r ahead. He headed for the ftg’nt and almost crampled
on the lifeless body of a guard. The girl was leaning against a tree, an arrow protruding from

her shoulder. Her clothes were covered in blood but she was still alive — that was the important
thing.

She looked at Sarnovich with hope and refief as he approached her cautiously, but then her
eyes focused on something over his shoulder and she shouted “Behind you!” The Kislevite
turned, ready to fight, prepared to give his life to protect that innocent girl from the terrible
creature which had slaughtered his men. His eves were scanning the darkness for any trace
of the monster when another voice whispered from just behind his ear, sending a

shudder down his spine. It was the languid, sensual voice of a mature woman,

with an evil, ironic hint in its tone: “] rold you it was behind you...”

The feral snarl that followed

these words was the last sound

that Ataman Samovich ;
of Kislev was i
o hear.
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'Iﬂww: are few facts bue much legend surrounding the
origing of this Vainpire Bloodline, destined wo beoome the
mast posweerful and impartant in the hiseory of the Old World
j’l It is koown thouph that their zenith came when Viad vion
Capstein ook over the nulership of Svlvinia

Before the advent ol Yiad and, in fact, since the beginning of
istorical record, | Sylvania had always becn coferred 100as a
ﬁﬁ' s and gl land. b surface was covered for the most piiet
h# chark’ and danBErous forests, s anil poor and
= *l-mpmutn\'t I is a land whiere the darkest encrgies of mugie
J Moy steomie, The dead fong had the feputation of not resting
mmhm. as MLﬁﬁ'l:‘-"i by the Svhvanian tradition 4f burying
the deild deeply and face down so that it was.more difficuls
for them terdig their way to the surface: Rumours civculased
% ‘3‘5‘ in the I'rnprrtt :l.;h:‘usdng the nefarious tcun*‘“[!r:i. conts i
3 "f“’-?g many "ol the other Svlvanian. tobles of belng  corrupt
¢ practidoners of the black ares: Iaffeed those rumones wiere

: founded |r|1 realite. These ylle mr_'erl buite (et Castles at
i miystical pOings were the winds of dark magic concentrated o
- gather power fi” their indguitous spells, and celebrated
L ancient rituals l.'!f death in their dank dungeons. The
Sylvanian p;.l.iplt werg: kept in g stre ol misery  and
supersfitions ignorince and their stpualicl  hamlers were

dianinated with ruthicss croeli:

Sylvania was ¢ haven for necromancers expelled fram the
human kinpdoms of the Old Woekd, The Empire wolerated the
presence of this accursed place only because the Sylvanians
werd, at leasy in theory, loval w che Emperor. But this wias w
change. In the year 1797 Count O von Dieak died withoue
. a male heir, bl 4 mveterioos stranger married his daiighner,
Isabella, and seized power over Sylvania, The fame of the

first dicd por recognise VIAds authority, bul were  Soon
‘prrsuaded’ to do otherwise. The best of them Viad made ino
Iesser Vampires s0 that they could formhis vz and be
i the: gencerals of hits army. The other !-f!:-cn:wﬁm_u weritresse
the change without interfering, since the new Colifseemed
far Berter lords than the former von Thisks, Ulnler ¥iad's dron
grip Sylvania was gransformed indo an efficlent provinee, Viad
rufed ovier At for oo hundreed vears, using differcnr names i
different perlods so a8 not o arouse suspicion over his
unrsttural longevity

I 2000 ¥Vad !1.'ve.ﬂrd his troe natuee a5 a Vampire Loed and
aftacked Stirlind at the head of a hupe horde made of the
e "'t'.‘i'rimmi'l I‘H:.,"ui.lr srmy and geuintless lepions ofithe living
ﬂﬁﬂﬂ The Wires of the Vampire Counts lad Begun, Stivkind
:m:l thin - Crsceriek 1.=L'l;:n: devastared, Viad tumed  his
atteition towards the heam of the Gmpire and for fory vears
armics rampagged thioueh thar sl of Men. During this
pericd the foftunes of the war changed many times.
€ than onee VERL was cut dowin by hero's blade or lucky
Eannon shot, and his ar my suffercd  severe casualticd,
o Lnifbrtunimiely. for the Empire, the. Vampire Gounid dlways
wore @ poweriul magic ring thiat graneed him o amaring
M_!g; regencrative  powers.  Viad gfwu s remrncd from, the
i petherwordd and the victims of famine, pestilence ind the
T ngr': arwws trere ay ryh:mm the wanks of his armics

ik
%

i

Jn 2051, afier a serics of great victories, Viad's aomy was
lmmcnsr The Sylvanians reachéd Alodorl and laid sicge o ihe
gvrnt:"‘t ('In"r‘i[ the | Empire. The sicge lasted menths and the
hismank wers fosing all hope. When the last assaiilt cime, the
AL Gn:'m Theoponist Witheln: the Third faced Viad himself on
; rhie bau.ilmumw of Ao, Scnsing shat he could
ik ﬁm&m:duyl__ the Thengonist decided 1o

THE VON CARSTEINS

neweoimer wis Viad von Carsfein, The nobles of Sylwnia o

sacrifice his own life in an anempt o destroy the Count, He
fet Vlad seab himowith his swond and wich his [as strength he
grabbed Viad and dragged Both of them off the walls. The twa
figures fell in an embraoe of death and mpaled themselves
onene of the many stakes Hering Alvdort™s moat, Legends
say thut Viad's ring had been stolen from him the night hefore
by the preatest thief in the known world and thar this man
had been sent on that mission by the Theogonist himself
Others believe that the holv blood of the Theogonist, the
lving incarmation of Sigmar, stopped  the Vampire - from

sregencrating his moral wound Wherever the truth lies, thar

wts the end of the grearese of the Yampire Counts of Sybania
With Yiad mone; the Sybanians were forced to rotecat. Over
half the Vampires were dead, but so greas were the casualries
inflicged oin the men of Altdort thar nopursuil was possible.

Within an tron-bound ebony. treastre chest, in the tstered
remaing of thes hlack pavilion, were discovered von Camstein's
copies of the Nine Books of Nagash and the Liber Mornis
These were hastly placed wnder lowk and key within the
Temple of Sigmar. The last casuabty of the Bade of Alidor! wis
fsabells won Cikstein.  Apparently unable o face cternity
withonn ber huasband, she impaled berselfl on o stake and
shirivelied to. dust before the eyves of the would-be Emperor
Ludwig and his bodveard. Lodwig would have used the time
o press on inte Sylvania and end the evil scounge forever, bur
the ‘forces of the other two cldiniants o the throne joined
against him, They feared thar he might ase his popularioe s
the surviving viceor of the siege of Altdorf o press his own
claimn the throne, Tt way the pernicions lords of Sylvania
were granped an interval 1o segain their strength,

The' pemaining von Carstein vampires reached Sybvania where
chey hiek to ek their wounds, Soon & biteer struggle ensted
o decide whio was-torbe the new Count after Viid's demise
After vears of strile, Kenrad von Carstein prevaifed

Konrad was 2 mad and violent individual, feared by his
sepvants as mouch as his enemics. He immediaeely launched
ancther campaign gainst the Empire. in 2 vain gtempr o

oemmudare Viadhs victoriés. Far less skilled @ tactician than his

great predecessor, Konrid was stopped-an the barde af the
Eour Armies in 2100 and fnally defeated by @ combinod
Erovirt ancd Empire force in the Batrle of Grim Moor in' 2121,
The Count fell fighting agiinst the Dwarf hero Grofbad and
Hestmgr the saon w e Count of Mariénburg

The last of the Vampire Counts: of Sybvania to threaten the
Empire was Mannined won Carstein, but the story of this most
cuniming Vampire and his invaslon of the Empire is ol
elsewhere in this book. Suffice tiv say thar cvenmally his: evil
plans were thapmed, amd after Mannfred's defear no von
Carstein arise o claim the throne of Sylvamia, Nowadays
Sybeanii ds officially part of Stirland, buot in cealice 45 an
ahandoned territory, where the dead are sull easily stirred
froan their slumber. Many attempis bhave been made o
rechim this cursed arca, but even the promise of free Bnd is
often nit enough o persuade people 1o senle there. The
dack forests of Svivanin are sl havnged by unspeakable
horriwes that prowl the-night. The Sylvaman people have long
agor learned not o venoare dut ar night and 1o hang garlic and
dacmonbane on thelr windows, During the reign of Kard
Frane of Alwdorf, rumours are rising o the Empire of @ new
evil povwer being stowdy réborn o Sylvanta, Some say that
Mannfred von Carstcin has returned and is gathering huge
hordes of the Undead ohee more. Others are sure that a new
Count-has come and bepun to rebuild the ancient keep of
Brakenhot Castle, the wraditional capital of the von Carsieins

-
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’ For the eves of the most benevoleut Grands
A o R, 2051

Znd cyfstgmm:mt- St e

HYour Holiness, According to Yourwishes, I. ;

| investignte the rimours of the i;su‘riz_mg_ﬁ Hi
residence in Dmi’.mﬂhf Castle, andT have gathered o force

the service of the most holy Sigimar. I am c&i[ﬁéﬁt AL

et has been . long journey wnd o hair i, il L R g
t0 the torch, dué to the unmistakable Plasphemous rises

i
el

eVl My men ang 1 ;_a,%m'r_éq confessions afm

ulfimate sanction. we canpottolernte such r/p

Sigmar to these wretches, R ot e

Lo of Sigmarzest - - 4
SIS R, PR AN

b Now, Afler spending three weeks on the accursed' o
3 i :

} p _ Dfahnﬂaf Castle Mﬁs horizon, Stgmar Mi!!i.ﬁ.:;};; n#e,s

: ouldbe
Z4th afﬁ&mnrzﬁit _ : e R
L’»m.:'m): u Pm’tﬁz Castle, Y Suspicions Were {mmx{iﬁ;élﬁi rm.sn{, i,
snarling M;ﬂzf‘_&fﬂéﬂf:rl‘flqﬁﬁm the topmast tower. - A (g ot ;
We first encountered resistance on proaching the qates of the cmtie;tscif Fy.v’f. &uﬁW‘VI s
nowhere. My own four warhounds, brave beasts tﬂmgﬂtﬁmy ﬂﬁ,'Wﬂf}@f&{Eﬂ'ﬁ%ﬁfﬁ’é’f Anil refy
Aqainst these ﬁmn{slﬁv}u' hell for even after tfwf whre ortally wounted, these ﬂrftmttg} Eﬁ}u‘far
fnd even thew the bodies continued to twitch, long after any natisral il would have giver

-

| the rutins of Dmk.mﬂaj,‘ and I have set strong wikich for #ight. Dc,s)bt'té this, I el MW';M b ‘
: Unknown {ny & w AAEhE b : .& VY
1} ' Holiness, for thave ' eril qnys, There is Little time, msed pos
Peg forgiveness from your toliness for Thave not been n&’dz to write for severa, Anyse There is tittle time rmc‘»* ,ch

' : ._; The following morning I found my sentries dead, their Jaces ashen with terrof, their hir white as if they &w
i * o of intf men wished to Abrndon our mission, And I was Jforced to shoot him as he tried to rum. There is o
« eriler. The rest of the troops saw the sound reasening of my Atgument and followed me once Again to the tas i,
We entered the gates unopposed, And made pur WY through the corriors of the castle. Torches And braziers {luminiite t ta
A further proof that someone Pccupied the castle, Befvm meéﬁng anyonejor nm;f'tﬁit_tg We reached the qreat fmn@at hatl, d

& vg}m\ :
¥ the taple, aid out on & red sitk tablecloth, wis  hideous prrtdy of & noblempn's Jeast. Carcasses of men and women were lnid oghe nlaes,
SEill dripping blood, and the aolden 50171:.‘,5 were filled with red liguid. T Aave smelled waf: I’sﬁm, ang I Tenew that mAny men had giv _.A;,ay ! h:\. 1
15ves 50 those whe gathered arovnd this table could drink. e 5 2N A\ &
‘ ¥ the hend of the table sat a tall, o

Ahunt man, dressed in tﬁaﬁskﬁm af noplemen

of eld. When we exntered, he s;twqf up Ang nm'la(; revea)
cani th. #e spoke to us, confirmg i '
casmine teeth. e spoke to us cmﬁmmq iy fears %

-“5 oy
T am von Carstein, Weltome tomy house. Fhoye your stay here will be long, Ve long.”
. PEY i LEngo fong

- Tuminedintely gave the command to aftack. Dieter, my Adiutant, charged the man clasming tobe von Carstein, but was ﬂum} wside, his sk
.- crushed by the force of theblow. I didn't evien see when the man StTCK, 30 swift wis his hand. The Rbomination drew a sword with a wolf-head
FATE, And in An AnSEARE WS % our widst. #e had killed two before the rest of us could draw our weapons. The blade of #ans, my best swordsma
i him in the chest, ang vet he did not §0 down Fut gutted the brave Hochlander with a dendly rigoste.
aus Lifted his winrhammer, praver to 5

1gmar on Ris lips, but the Count turned his req exges o the holy man and spoke a single word. To
wmror Isaw the flesh ripped from Klaus's bones, An his skeleton collapsed on the floor. Tienew then that we eonld not stand Agminst such hor
s ordered & retreat. Aswe ran, we conld hear the mar.h'ug lavghter of the Count behing s,

Tuerz 1§ [ittle olse to t&u,fvr

we fled through the Sylvanian woods and we were takes one by one by the pursvers the Count sent after us:
walking corpses, huge, Hm{~snck1fnq Pats And qreat Undead wolves. Now ail of mis men are dead or worse ang only I remain, mortally wou [
Tere i no doubt in Eﬂf; ming that the dread Vampire Count has returneq to his ﬂ.im{z And even now he Prepates his Armies to wreak a terrb
mEnac on the 0ld World,

“will tie this scrofl to the collar of my last wi _ pital. Turge your ol rinesgg A i
s Maesty the Emperor of the danger I Tam right, we are alf it dire peril, and it will be oty A matter g n’;&éﬁ‘fwl ’1{.‘ he vile
Tnizad strike West against Stirland Ang stland, as they did three hundred Years “j,g, von Cm " d‘e # Eﬁ Ef Sﬁw

4 i’ ! 4 ‘ T

Se= w death T remain your most humble servant, E ﬂj Bﬂoﬂl"’ it (-w[é rEﬂ(E' e ﬁ nd it amusings
é’untﬂ&r 5mﬁ1hr5, i that Jo_r&fﬁff 5 /

= Witch Hunter Captain of the Secret Br;‘t ren of Sigmar
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here was a warrior in the ancient city of Lahmia,
preatest amongst the captains of the king's
gun'd Handsome, strong and virtuous, Abhorash
wits 3 matchless fighter, and he ston caught the eyve
of Neferara, the Queen of Lahmia, Thus Abharash
5 )d:".m summoned before the mistress of the Temple of
Blood, and he wis given a cup to drink from in
; ‘honour of his Queen, When he lified the cup to his
Y /lips, his fate was sealed and damniation seized him
W with andron grip s be deank, s mind filed with
visions oftleath and blood, for he had been given
the Elixir of Tife by the Queen heisell Ston the rays
of the sun stared to sear his skin and he no longer
felt the need for ment Geovater. Instead 4 terrible
thipst for'the blaod of living men started w plagoe
<& him. Long did Abhorash fight the urge (o preyupon
@ his people, but the necromantic powers invested in
the blaid 6f the Quech gwvere oo Strong, and finally
he succumbed. fn a single night of rage Abhorash
slew twelve men and women. He drained them of
blood o quench his unnatural thirst. Only after he
had done the deed did he understand whar had
Iippened

s

ik

It is spic that Abhorash wept tears of blood for his
victims and from that day on he wavelled 1o the
desert to prey upon the s¢arrered nomads instead of
his own people. He vowed o leam a disciphine 1o
keep his raging thirst under controly imd practised
the way of the warrior to harness his great sirength
Jander his iron will.

Abharash rose quickly in the ranks of the Vampire

nobility. until he became the supreme commander

of the Eahmian drmits, He was given the honorary

tithe of the Lord of Blood and Busied himsell in

bringing law and order o the kingdom. While
e Lahmia was in muny ways a city of nightmares,
. where the ivory-faced aristoerats hunted for blood
‘during the night, there was ai feast order in the
Kingdom. Laws were upheld and bandits were kep
thick  The afficals were so afraid of their
immartal overlords that cormuption and  hribery
became virrually Gnknown im thar land,

%ut the Vampire nolles of Lahmia were above the
i laws enforced by Abhorish: Despite his warnings
“ they often honted for human blood in the lands of
i >ﬂIht1‘ kings. This finally*raised the ather kingdoms'
suspicions and Abhorash could only waich as the
drrdgne. Vampires roused the rulers of Nufnas,
Zandri and Rasetra against Lahmia,

Then cime the day when the kings of Khemiri forged
he grand alliance. Theijr, countless armies marchod

BLOOD DRAGONS

over the Worlds Edge Mountains and rhus war came
to Lahmin. For muny long months Abhorash led the
defence of his homeland and won many battles. But,
inch by inch, the vast-armics of Nehekhara forced
Abborash back. Finally the gates of Lahmia fiself
were broken and the ancient tombs; pyramids and
high spires of Lahmia were toppled. Even the grear
library was bumed down. Steeet by streer, building
by building, the Khemrian soldicrs foughe their way
towards the Temple of Blood,

Here Abhorash led the bodyvgpuard of Queen

Meferatd in'a last, hopeless delence of the Temple of

Blood but, as fires raged all around him, he was
forced 1o reireat. As the grewr Temple of Blood
collapsed, the keening cry of Abhorash echoed
throughout the city. He had failed as 4 warrior anc
his beloved city was no more,

Abhogrash was ireeversibly changed as he saw his
beautiful city razed and his people slaughtered. He
vowed o be the cnemy of all Mankind lor eternity:
He turned his back to the lands of the south and
fought his way through the blaging sireets, While the
other leeing Vampire. Lords collected as  many
treasures and riches from the roins as they could,
Abhorash took only his weapons and armour with
him 1o exile, Four of his vampiric minions followed
him.

Few ol the Yampires cscaped the pursuit of the
venpeful Khemrians. Abhorash did not join the
othér immartal aristocrits in their exile. He forsook

“their company, blaming them for their arrogance

which had brought the armics of Khemri o the
gates of Lahmiz,

The Lord of Blood headed north with his disciples,
secking a sipn which would give a4 new purpose to
his existénce. Legends say that after many years he
came tea great mouniain, the pinnacle of which was
wreathed in fire. Abhorash was strangely drawn o
this lonely mountainiop and, ignoring the advice of
his- followers, he decided o scale its face. As
Abhorash reached the summit, a red dragon of
immense size emerged from the crater and
descended on the Vampire Lord. At the prospect of
testing his martial abilities to the full, Abhorash
drew his sword, Foran entire night Abhorash and
the great wyrm fought, and in the end the Vimpire
wits victorious. As the Dragon lashed in its death
throes, Abhorash seized irs throar with his fungs and
drunk deep, Intoxicated by the blood of the Dragon,
Abhorash cast the broken carcass of the creature
down from the mountaintop and emitted an

i
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exultant cry of victory, His scarch hadeended, Now
Abhorash no longer craved the lifeblood of men. He
had found an escape from the curse of Vampirism
and had become the ulimate warrior, a man with
the strength and powers of a Vampire who had no
need to hunt for blood.

Now he bid his vampiric minions to go forth and
hone their marrial skills, s0 that when their prowess
equilied his own they could also escape the curse of
vampirism and became free of the predator inside
them. Thus he told his cursed [ollowers, 1 will
watch vou and when | decree that you are ready, |
shall call you.” Then he bid his warriors®o forth,
perfeet their martial skills and lind others worthy of
joining his immortal warriors.

Since those dayvs Abhorash’s tmmortal sons have
cilled themsehes Blood Dragons in memory of the
great drigon vanguished by their mighty sire, and
they have sought to perfect thetr martial abilities in
wler o be woarthy enough o rejoin with their
maAsIEr,

To this day the Vampires of Abhorash’s bloodline
believe that somewhere, in a dark and shadowy
arner of the world where the face of the sun is pile,
\bhorash waits for the return of his immonal sons

v his mountain home.

if the Blood Dragons, muny became infamous in
the kingdoms of Men, Walich of the house of
Harkon, the favourite of Abhorash's minions,
mavelled north, o the fand which men called the
Empire. Here he entered the ges of the Blood
Leep and challenged the entire Order of Templars 1o
single combat. One by one he slew the knights and
their men-at-sirms. 1o those he found worthy he gave
portion of his hlood and gificd them the curse

f immuortality.
He reigned over the Undead knights until Blood
Eeep was nzed by the Templars and witch hunters

{ the Empire

hwough the Knights of Blood Keep are by far the
wi fumous of the Vampire warriors, they are by no
meuns the only sons of Abhotash. In the lands of
lea, Estalia, Araby and Breetonnia there are also
gends of Vimpire knights. The most infamous of
cm was the legendary Red Duke, the scourge of
puitaine. This mighty and fell Vampire Lord rose in
land of Brewnnia, and only after the ferce and
wrcly Battle of Ceren Fields did the ruler ol
uitaine vanquish his Undead legions. Bur though

« army was destroved, the Red Duke escaped and
=y believe that he still lurks in the mountains or
rackless lorests of Bretonndd,  And whoo can say
shere else Blood Dragons can be found? Perhaps in
= guise of a proud hermit warrior living high in theé
antains, perfecting his martial disciplines. How

%

many matchless assassins hide ivory skin and the

fangs of predators behind their masks? How many
knights of the #ecluded Templas Orders are, in
seeality, immortal creatures of darkness? Blood
Dragons can be found guarding places such as
bridges and fords, challenging all who pass o test
their mettle. Bload Dragons strive [or perfection and
practice different fghting styles unceasingly, Bur the
rage inside them rarely gives them peace.

Unlike the pernicious Vampire Lords of Sylvania, the
Blood Dragons never attempt to gain supremacy
over entire nations. Nor do they try (o ralse huge
armies, preferring forces consisting of Wight men-at-
arms to act as hideous parodies of the retinues of
martal nobles. The principles and ideals of the
Blood Dragons are more concerned with the mariial
prowess of individaals, rather than with attempting
to create empires. But when challenged o come 1o
war, the Blood Dragons are terrible in their weath.
Though less powerful than many other lords of
Undeath in the art of pecromancy, they can still
summaon Undead hordes
to fight for them, and
their - prowess  dn
combat is second o
MO,




L:mbert de Lillaz was riding along a narrow pach in the very heart of the Forest of Chalon. Under the
ense foliage the light of the day was reduced to a grey haze, but following the tracks left by the one he
was hunting was not difficult. It seemed that no attempt at all had been made to conceal them. Alas! What
an arrogant villain this must be who did not fear the righeful vengeance of the knights of Breconnia!

Only that morning, during his long quest for the Grail, Lambert had passed through a woodcutters’ village
at the edge of the forest. The poor men living there had pleaded with him to save them from the ‘Red Knight
of Chalon”. They told him in despair how this terrible warrior had ridden into their village over the last four
nights to abduct their sons and daughters. He was clad in a blood-red suit of armour and mounted on a huge,
black warhorse. The device on his shield was that of a coiled, black dragon on a red field. Lambert recognised
him as one of the cursed Knights of Blood. Certainly, he thought, this was a trial set by the Lady on his
quest for the Grail, and so he had entered the dark forest.

In the dim light of the sunset, the pach led him to a clearing. And there he was! Standing tall and proud in
the centre of the small glade, the Vampire seemed to be waiting for him. He was wearing no helm and
Lambert could see his long mane of thin, black hair that contrasted so intensely wich his pale complexion
and crimson plate amour. The Knighe of Blood smiled emigmatically, examining Lambert as he made his
way into the clearmg.

i’.fE

am Lambere de Lillaz, knight of Bretonnia. Mount your steed and prepare eo fight. May the Lady qive
me the strength to serike vou down and put an end to vour evil deeds!” sounded the proud challenge of the
Cluesting Knighe

After a few seconds of tense silence, the red knight spoke in a calm and confident voice, “VYou sheuld not be
so concerned about the fate of those commoners, young Lambert, They are not worth whart you are risking
and this fight is meaningless. You have no hope of defeating me and | have no interese in such an uneven
confrontation. Furthermore, | am already sated with the blood of those peasants and | do not need to take
your life. Ride away, boy.”

What arrogance, thought Lambert, a deep rage overcoming his reason. He lowered his lance and spurred on
his warhorse, charging the Vampire with the cry of “For the Lady and the King!” The red knight did not move
amuscle and Lambert’s lance found its mark. The steel tip of his lance pierced the red armour and the shafu
buried icself deep in the Lindead warrior’s flesh. The lance shattered as the knight galloped by his apponent.
The Bretonnian was immediately filled by a sense of triumph. Nothing could withstand such a terrible
impact! He had vanquished the abomination! Lambert halted his warhorse and turned it around.

The Vampire was still standing. The lance had penetrated his chest just under the collar bone and the tip
was now protruding from below his shoulder blade. The creature tumed slowly towards Lambert, pulled the
thick, wooden shaft out of his body and dropped it with an unnatural nenchalance. Only a very thin stream
of blood trickled fram his gaping wound. “A good jousting display, knight of Bretonnia. But | told you that
you cannot win this combat. | will not repeat myself again. Now leave and live.”

Lambert was astonished by the resilience of the Vampire, he felt a strong urge to flee as far as possible from
such a powerful enemy, but he controlled his fear and answered: “Perhaps you are right, creature of the night,
Perhaps | cannot defeat you. But | am a knight and | will not surrender. Death is preferable to cowardice!
Defend yourself!” Drawing his sword, Lambert spurred his steed once more. When he reached the enemy, he
swung his sword in a wide, deadly are, with all the strength of his arm and his charging warhorse.

This time the Vampire reacted. With blinding speed his left hand raised and caught Lambert’s wrist in an
iron grasp, while the right stopped the charging warhorse. The sudden halt in their impetus shocked both the
animal and the young knight, and they found themselves immobilised and helpless, at the mercy of thac
wnnatural predator. For a second, the eyes of the two knights met. Looking mro those two pools of ancient
darkness, Lambert understood that there were powers in the world against which he could not prevail.

Then the Vampire unhorsed Lambert with a twist of his powerful arm and flung him like a puppet into the
trees. The Bretonnian crashed against a trunk and darkness engulfed him.

When Lambert opened his eves, surprised that he was still alive, the red knight was in front of him, a sad
smile on his thin lips. Lambert realised he had been thrown over the saddle of his own horse. He tried to
move, but his body was overwhelmed by pain and his muscles would not respond to his will.



“I am sparing your life, Lambert ~ you fought with courage. And 1'm going to feave this forest; you have
saved your precious peasants, so your pride is intact. Now let your good steed take you to the village. There
you will rest and heal, so that you can continue your quesc. If you complete it, you will become a more
mreresting opponent and mavbe %ﬁtﬂ have a fairer duel if we meet again, My name is Caleb, of the Order
of the Blood Dragon, and if you learnt aﬁ’aazthmq from today’s experience, you will not come after me before
you are truly ready. Fare thee well, knight of Breconnia.”

After the Vampire d:&appum:l nto the s, Lambert realised that he had indeed learnt something, He
luci been taught a hard but iecessary lessan. Only now did he understand that he was lacking one of the

s lmpnrtant {mtghl:ﬁf’&ﬁ'ttﬁtﬁ." & reach perfection and see the Grail, a knight needed humility. He praised
1 slipped bnee more into umgnscimﬁnﬁﬁs

S — l:hl:. vamsshed _ P il his horse hat n him out of sight. The Vampire
wul&n't help feeling that in the future he would meer Lambert aq&m L and that he might come to regret not
having killed him now. He had fauﬁt ::;wusl'l Grail Knlﬁ{‘l{s to leam not o underestimarte them, but
something in his tainted blood stopped him from taking any pride in defeating a knight in an uneven fight.
Also, that boy reminded him of a distant past, of a time when he was not doomed to drink the blood of men

to survive. The Knight of Blood shrugged off those uneasy feelings, mounted his black charaer
and went on his way out of the forest.

The light of the full moon causht a reflection m{laieb’
shield, revealing just for an instant his old de.mm,

a blazon which long ago had b&m covered hy
the Blood Dragon 1 ieon. 4

le was a Fleur de Lysd :
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ike all Vampires, the origin of the Necmechs can be

traced 1o the ancient ity of Labmia, where they aonce
rabed a5 undying overlords of that distant land, It is

thiugbr that Neernechs elaim descent from Wsoran, who
'1h'e#m:wr: s the father of Vampires. Pechaps he was'a
scholar and alchemist in the foponon tme whea the
Nehekharans studicd the black ares in their quest w cheas
destth. Noone knows for sure; as so dittle is known about
these ancient times,

With the fall of Lahmia the kingdom of Vampires came o
dn-entl ane the Great Libeary ol Lahmia was burned 1o the
Eroniid. gecumulated . knowledgt: of anciemt
Nehekbard was destroyetigind many of the disciples of
Wisoran died in the Bames, reluctint to ahandon their
work, Unfortunately for the world, & handfal of Necrarchs

e

fled'and survived the pursuit of the domies of the kings of

Mumas and Zandri, taking with them books, seralls and
uther fragments of the dark lore that Nagash had created.
They scartered all over the world and. hid themselves w
pattently wait for the death of their enemies and continue
their studics. They bdle wll twers fram where they could

stuly the staes and defend themselves if dtacked.

Frown their twess, the Negrarchs cast grear spells diring
thi: dark I'J.i.ﬂhtﬁ of Geheimnisnacht The purpose of these
seivcerics 5 alweys the samer to kil all living things within
the reach of the Necoprch magic. From their dark abodes
vorruption slowly spreads, poisoning vivers, withering
farests dnd causing animals amd men o sicken and die 1t

, seemms tha e Secrarchs are determined o sermgle all lile
frivm the knowen weeld.

Those whi study such thitges suspect the hand of the Grear
Neoromancer, Nagash the Black himself behind the slow,
corrupting work of the Necrarchs: U is known thar this
dread Necromancer desires w0 to the whaole world inmo a
kingzclom of the dead in which no living creature wailks
under the sun. and only Undedd elernally bound 1o his
service remait. Such s workd would have as eternal order
withoui vhange, geowih or fife. This is why the witch

hunters revile the Necrarchs above all other Vamplres, angd

spare oo elfort aying o eradicare them. Finding these
elusive crearares is the most difficult task 2 Vumpire shayer
cun seg himself

Cnly very rarcly do the Necrarchs openly manch 1o war, hut
ar such fimes they are perhaps more dangerous than any
other lords of Undeatls, for with their necromantic lore the
Necrarchs can railse hupe armics of Unidead, Soch wars e
tatght not for earthly gain or temporal power, but rather
for acquiring knowledge wnd magical lore. The folk of
Eistalia still shudder when they remember the Wars of
Death when Nourgul, the: terrible Wamphyro of Esralia,
miarched against them. His Undead drmies, miacshalled
iwver toog millennia, reumbered in tén% af thousands and
crusbed the proud capdettien of Esalil leaving thousands
e ihl: whole war wis fought aver the p{ﬁ{cqnmn of a
sinple bock: the Tome of Wisdam, which wits kipr in the
¢ remple of Myemidia, Luclkily! fise 'I:i'u': world” the Vimpire
Lord was Killed in the temple juse as he acquired the ook,
but it took decades for Estalipto recover,

1

NECRARCHS

e )

Necrarchs are incomprehensible even to their own Undead
brethren, and most seem uiterly insane. Their madness is
tempercd by thelr undenfable: genius and mastery of
alehemy and necromantic magic. Whereas many Vampires

seck dominion over the kKingdoms of Men cither by canning
or might of arms, the Necrarchs wish to see the end of all
They differ from their immerial brothers in
many pther aspects. The most obvious is theicappearance:
they are réeking, rotting wizards, and few men can gaze ai
their horrifying visage without trembling, Nevrirchi dre as
harrible to behold as the enchanting  Lahmians argd
beaotiful. The oher differences are subtler, but perhaps
moreimportant. OfF all the Yampires, the Necrarchs can
resist extremely long periods of time without the blood of
Men 1o sustain themsebos, How they defy that which
dominates the existence of all other Vampires is unknown,
but their secrer has probably something o do with their
mrstery Of the necromantic arts, While most Vampires must
continually hunt for the blood of men with the risk of being
revealed for what they are, Necrarchs can hide far from
prving eves and concentrate upon their study of black
g,

living things.

The Necearchs do aotsee the world as do other Mampires,
Tis them the world of the living is but a blurred image, while
the world of the dead, the bodies in their graves, the
corpses and overiowing charnel houses, are cevsmal clear
and fir more real than the mortal workd lled with Tife,

Metrirchs are lonems. alchemises and sorcerers
whom few can mavch. In the arts of black sorcery they have
no eguals  amongst Vampires, this than
compensates for their fighting skills, which are poor in
comparison with those of other Vampires: Hidden in
secluded towers and dens, provecied by sorcerous wards
and pudrded by theie Undead servants, the Necrarchs
devore their erernal fives to the smody of Necromantic
magic. Witch hunters and Knighes Errang séek these abodes
aod, when they uacover the den of a Necrarch; bitter barcle
ensues, Often those who would skay the Vampires émd up
serving their enemies in o ghastly unlife. Necrarchs value
their pri\gad:',' above all else. Sull, even Necrarchs ar tmes

They arc

anil more

“need biond or the bodies of living creatures o sacrifice in

their magical rituwils and cyperiments. This means that they

need agents in human socicty. As physical beauty has Tide

villue to the Necrarchs! they acéept the sorvices of those

who othiers scorn: the diseased, the mad, the dishigured and

mintated The Nevrarchs show false pity o these outcasts,

and in return thelr servanes are Bnatically fithful and are

capable Df performing tasks whieh the ¥ampines would find

tllfﬁmllvﬂurmh davlight hours these dregs rob gravevands

and ‘plifgue pits in ofder w find rw materials for their

masters’ cxperiments. The most intelligent of these, the

Necrarchs school in the ar of necamaney, Barcst of all aré
thesse wha the Necrarchs deécide to iﬁit:hm‘.- inito their own
ranks as pew Thralls, e

Because of their cariy, maryv aciu:el.lm dontht whether Lhc
Necrarchs really exise, Bue in the dack places of the work,
hidden from the eves of men, the Necrarchs conrinue (hede
stow, isidious work. One day their lahoors will bear frouit
and rhe word will know hm:mr a3 !ua- any before.
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s ﬁemd malle.:fwﬂmaﬁh?ﬁdmwdm

rateen human Rﬁﬂtﬂmding#ﬁi@n articulated legs like thase of a huge spider Cereainby this was
of the mufnfthz EoRvEr, T’nm:mmft. hmudwa diaqusting “masssreert!” and scurtled rowards a dark
"rrvréwgi ‘Th Lha;,ﬂmwn a.nd saw a.gmat stone .uar:nphagﬂs, carved in strange symbols. They

i mﬁt with a loud thud, 11'|zn a -ih;iduag darker than thz surroundimg darkness, moved our
g 'fhﬁ*air Mﬁw\dﬂil m the erypt. The anly detail Mero could clearly see were the eves of the Vampire,

™ 'fl'l-l'ir-l'atﬁd ansger, Hhmdtml'v followed by a series of arcane words of power, From hm eves enmtgcl
mﬁ#ﬁ magic thac struck the Vampire and seemed o engulf him, The creature was surprised by the violence of
; Tﬂ*{m@ﬁ the dark energies thar threatened to destroy him. Nicodemus raised his arms and chanted
Mﬁ-faar'ﬁmand Answering his call, a dozen skeleton warriors clawed their way up out of the
s Nero. As the circle closed, astr l.f‘lﬁﬁ‘ﬂﬂlk- appeared on the thin lips of the human.
me :he. same pu::um as the Vampm mrttaad & smu.;# ém-rmamlmg wiords.

'ﬂf*duifq nugbc that his a;:pqu,mt was: chafmeihng,and at :hc same time the subtle level of
1o explon any gap in N!:udé_:rma r:fq:f:m Haw was that pessible? Since when had his

a}"‘aﬂmewi T RE

Bn-y-m ti adum towards their creator Mero smﬂcd tiov I.uwﬂ'l aloud “You are defeaced; pathene

o mbmmmmmaﬂa{;ﬂml | am the mascer now.”

m“ﬁ‘fﬁfe meved bach until he M‘pﬂs&&d agamst the wall and then made a [ast atcempt o regain concrol of che sheletons.
Mero ﬁw farward #ﬂdkﬁpﬁ the mnmm : high. He almast fele piry for the rotten monster thar had ance heen his master and who
WS W Jﬂm:ﬂﬂymmdm’hiﬁm d-ry'p[,. betraved by his hq:%t&ppmnhuc Then the Vampire abruptly ceased the struggle.
Mero was surprised by ﬂmi- W%ﬂu and stared at his former master with suspicion. Was he really going 1o give up!
mﬂ!ﬂ spokeina Eiﬂ'ﬂ& paﬁ'm&mnﬁ‘?&gm’”{ see that ycurkmwlzdﬂ:qﬂf the black arts has grown to an impressive level, but vou
*Ii consider you are just a human. And ﬁt{!‘nﬁ'ﬂsirz fragife, their life is so easily cmshe.d out of their weak bodies, Don’ t you
'm.ﬂlal: T DT naﬂzngﬁ £ du?um! }wﬁw come a bit too close ™

i 'rr.:mi froze; helding hmw ln:hﬁy mr.h he appmchad Afztr lﬂ:ﬁl:ﬂ;m he pue-down his ancern and

i

ﬁﬂﬁtﬂhﬂ ﬂu'fwﬂlﬁt zndﬁfé‘k%-wfm Na’m raised his lantern. The creature it illuminated was barn bl

'I".hl :]m %mpwedtmd toweards Narg;‘[um-;nmmg through the :.k;..ie:r.ms; wwt up?ndad as if they were madeaf fragileclay .

-‘n—d‘mmum ki !'-]wh: Too fate Nwﬁdﬁfﬁ his mistake. When he was ygu}sﬁ, in Tilea, he had heard legends of the greae
-Bll'l af tht Lords Df thi P\fiﬁht, but}bt Thad pever seen that in his former I:E,a.l:]’i.ﬁ; wﬁu resembled a rotting carcass. He had never
magined that Micademys could move so fast. < never imagined that he could huﬁr thmul:;h those skelerons so easily.., newver
mmagimed that those WTIW hands Cmmﬁ‘hlh nieck so guickly.

The Vampire threw away fh:ﬁmﬁnn pupper that was Mera's body as the skeletons cn!laam;d e the ground, Then he stagaered
Back towards his sarcophagus. Rest, he needed to rest. The human had wisely arcacked in the middle of the day when Nicodemus’
powers wene at their weakest: The Vampire could feel the presence of the sum even this deep imderground, After putting the heavy
B back in place and before falling inte his deep slomber Micodemus reflected an whar had happened. How was it possible thaca
*Ehﬂhﬁ”amtI-Nt that had been learning |pe.cfl.rn1.1.r1c1,-' for such a shart time (how long had it been anyway? Mayvbe thiroe
wears’| could ﬁgﬁ!ﬂ hecome 4 ‘match forhis powers! The Vampire had studied the black ars for thousands of vears, he had been
zmmsht by che ;;l"{-ilt Mecromanecer himself, he who challenged Death and creaced the discipline of Lindeath, How'was it possible?
Hamans W‘H‘lm How could they challenge the mastery of one'of the line of Wsoran? He clearly remembered the flame of
Sdews's life BHT‘IH.'LIEEhEd by the force of his own grasp as the huthan passed away. .. Only then did Micodemus understand. There
mas the answer! That was the reason why humans could progress in che necremantic ares fascer than any Vampire: Hamans were
wsessed with the fear of dying, of passing away from the world and disappearing. Their life span was sa short that they had'to
&= 3 way to chaatr deach in the space of a few decades. The Blaod Kiss brings immortalicy to Vampares, but immortalicy also
mmeanes thay Varnpires lose that mast powerful driving force, the fear of death,

B ohie revelarion Micademus ar first was dismavied, but then he started to think of the problem as a challenge. He needed o find
ameshver appreritice, so that he could scudy him much more closely. Maybe there was something that could be learned from the

Bsemans he used to prey upon, From that mighe on, Micodemus would experiment an his vicoims wich a new and refreshed scholar’s
R = it
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THE STRIGOI

Wucn the Vampire¢ Lords of old cscaped the
destructon  of lahmia and fled nerth,

Ushordn, the Lond of Masks, was among them, A
most powerful and proud Vampire Lord, he soon
challenged the other Lords for supremacy. However,
they resisted him and decided that nobody should
eale over them anymore, They preferred to- go
further north and then divide, free to follow their
own different parhs (o damnation.

Ushoran was furious. He spitctully rejected them,
“eursed them all and then left:

He guided his few remaining minions o the west,
towards a small kingdom of Men. Stripos was the
naane of this kingdom, in the western foorhills of the
Worlds Edge Mountains, where the Blind River
reaches the plains. The capital of this realm was the
great walled ity of Mourkain (which can be found
on some ancicnt Imperial maps under the name of
Margheim). In a fow centuries, the children of the
CLomd of Masks were holding many  positions of

M RPOTance in the city dand Ushoran evenmally ook

over the kingdom and ruled over the Strigoi for

“iany centuries thercafier. He was worshipped as a
divinity. by his humin subjecis in a way thar was
remintiscent of the ancient Cult of Blood in Lahmia
Afew men, éhicsen from amongst the nobiline, were
given eternal life as Vampires and they formed
tishorin's closest ministers and the high priests of
his cult. Once more human sacrifices were
consumed in moonless nights, but wiscly Usharan
and his priests always chose their victims from
among eapiured encmies, slaves and criminals, so
that the peoaple of Strigos never felt threatcned by
their terrible masters.

But to rule in peack was not to be the final destiny
of this line of Vampires. It was when the armies of
Strigos were engaged in the north of the kingdom,
fighting off a riid from one of the neighbouring
human kingdoms, that disaster sgruck. Out of the
Worlds Edge Mountains crupted a huge greenskin
Waaagh! The ravening Ores engulfed the rich plains
of Strigos, annihilated the border patrols and soon
laid sicge to Mourkain iself. When news of the
attack reached Ushoran, who was leading his army
in the north, he immediately warned back 1o defead
his capital.

At the Battle of the Plain of Dusi. the already
deplered army of Sirigos clashed with  the
uncountable Ores beneath the walls of the city, After
a long #nd bloody fight, the ‘\ti;jiﬂ were defeared
and retreated in desperation towards the city walls.

When the powerful Ore shaman who was leading
the horde saw that the gares of the city had been
opencd o allow the remnants of the roured army
irito the city, he scized the moment and Lwnched an
all-out attack against the gate defences. A massive
Orc chicftain and the shaman, both mounted on
greal Wyverns, fell on the beleaguered humuns at
the city entrance. At these pates the fate of Mourkain
wias o be decided, for it was there that Ushoran
decided to make his last stand. The duel between
the Orcs and the Vampire Lord was epic, but
eventwilly the Undead noble succumbed to the
mighty powers of the shaman and was destroyed
His dying scream is still said 1o ccho at night in the
sinister ruins of the great city of Mourkatn,

Then the Ores turned on the capil and razed it 1o
the ground. butchering or enslaving all the
population. This once proud kingdom was
completely wiped from history and now the area
that it occupied zocs under the name of the
Badlands. The few survivors who escaped the Orcs’
devastation are now a scattered nomadic people,
known as Strigany, wavelling through the human
kingdoms in small curivans and living  off
expediences. Their myihs and legends  seill
remembir the golden age when the ‘undying king'
wis reigning over a rich and powerful Strigos, and
they prophesise that one day he will return and
guide his peaple 1o reclaim their ancient land and
rebuild its splendour. :

Not all the Strigoi Yampires were destroved with
Ushoran, Some survived and fled wo the human
kingdoms in the north. In need of help, they
searched for others of their kind and eventually
tound them in the forests of Svivania; But the prouad
Count von Carstein still remembered the spiteful
arrogance of Ushoran and tuened on his minions,
hunting them down like animals in the woods,

After that episode of bloody betrayal, the few
remaing “Strigni scattered across the Old World,
Whenever they met Vampires of different lines they
received the same treatment they had endured from
the von Carsteins. Soon, the Strigoi Vampires had 1o
hide from the wrath of their own kin and turned o
alife of scavenging 4t the borders of human society.
From  the darkness of goters, woods  and
abandoned buildings they would spy on the
Labmian and von Carstein Vampires al the balls and
banquets of the aristocracy, Their beauty, nobility
and wealth reminded the miserable Strigoi of what
they had lost, and hatred and envy started 1o devour




their minds. They began o feel the same wwards
the martial Blood Deagons and powerful Necrarchs,
who regarded the Strigoi respectively asa
challenging: enemy o slay in a duel, or as an
interesting specimen o dissect in their laboratories,
Mhe Strigoi slowly transformed into desperate
creatures, hated both by the living and by the other
I Vampires. In their desolation many of them lost
their minds completely and became  solitary,
pathetic creatures, afraid of feeding on humins for
fear of attracting the arention of the witch hunters
i, even worse, of other Vampires. For this reason
they hid in graveyards, digging out recently buried
urpses 1o drink their cold blood and hiding during
the day in the dank crypis and gutters near their
eeding ground. Their physical appearance soon
started o refleer their miserable condition, as they
wirned into hunched grotesque monstrosities, The
more bestial truits of their race soon prevailed and
eradicated any semblance of human appearance.
Even if most of them have o some degree lost their
minds, they still pussess many of the innate powers
hat all Vampires have. Their authority over the
living dead and the myriad creatres of the might:js
still strong, They have not lost the power to taise the
dead from their slumber and bind them to their will,
f but they do-so in their own instincreal way, Evien if
their magic s less sabtle than the more refined
torms of necromancy  practiced by the other
vamplres, it is no less r.unwtrﬁﬂ.
Packs of flesh-ecating Ghouls are drtracred o these
lonely creatures and often form: grotesque courts
sronind them, Grave robbers and those vile men
1 whiy gather on batlefields w steal from the Bodics
f the fallen have learned all ton well that they
miust do their deeds before nighrefall and

then leave. With darkness) different kinds of
scavengets lways [l on these places of death:
swirms of Ghouls led by massive, fast and deadly
night hunters: Strigoi Vampires. [t is linle wonder
that the peoples of the Old World refer to the Strigoi
as the 'Ghoul Kings' :

The same superstitious people accuse  the
wandering Strigany of being in contact with these
dangerous creamires, of worshipping and serving
them. Itis said thar thegnomads sometimes kidnap
children to offer them to the Ghoul Kings in
parody of the rituals of ancient Sodgos. Others
sure thar the Strigany help the Strigoi Vampires 16
move from own to town_in their cardvans,
contributing 1o spread this evil plague. These
rumours, usualiy compleiely false, have cost the
Strigany  dearly, ‘since they are often persecuted,
rejected and killed for no other reason than this
riputation.

Strigoi Yampires arc rare and are found mosdy in
the southern prowvinces of the Empire; in Tilea and
the Border Princes. They seem to be somehow
attructed powards the Badlands, towards Strigos of
ald. AL tlnu‘eamwrfui Strigoi Vampires raise a vast
army of the li dead around themselves and push
southy, in a desperate atempt o recréate the
kingdam they once had and lost, They havée alwiivs
been stopped, so far. ..




Thr. last group of Gurrer Runners which Kreesqueek had sent to explore the access wavs to the sewers of
had recurned. The black-clad Assassm and his Eshin acolytes had been hired by a warrior clan and sent on 2
to poison the water reservoir of the city, in preparation for a full-scale assault,

“South entrance closed-closed, Master. Heavy gate, new gate, smell of man-things around. Sewer guards. Bad-had"
“East gate same-same, Master.” confirmed the second party. <

A snatl of fruscracion revealed the razor sharp teeth of the Assassin as he tumed towards the leader of tlmhat group.
gare! Same there? Speak-speak!”

“Ehr, ehm, no Master. Wese gate abandoned , old and ruscy, weak-weak, bur..” g
YBuc?” snarled the Assassin.
“Master, cummel runs through place where man-things put dead in ground...”

“Ah, graves-graves, never understood man-things. Why waste food like that,

.. No guards and rusey gare? Perfect!”
concluded the Assassin.

“But, Master, Smelled dead man-things there. Walking dead.”

“Bah, worse than man-things in a fight. Just smell bad. Control yvour fear, We go there”

||1’
The cemetery was ancient and had probably been abandoned by humans for many cencuries, Vines, mould and I;chm hiul
taken pver the place and many tombstones were cracked or fallen. The keen eves of the Assassing Lo whom the moonless:
nighe was as clear as full daylight, inspected the place, Immediately he noriced that many
tombs had been dug up, the earch lving heaped all around as if a pack of animals
had clawed their way to the bodies underground, Or perhaps asifche
occupants of the coffins had decided to dig their way up from helow:..

e e

".i} S

These were tell-tale signs n[ the presence of the living dead,

but [Kreesqueek had a mission ro accomplish-and sa decided
o proceed. Me far preferred o face the Undaq!ﬁxhaﬁ
have to mform the Nightlord that he had failed o
carry out his orders. The Skaven scuttled s
through the old and sinister qraveyard

for the erypr that would allow them ac
the sewer system of Miragliano.

“That one!” whispered the Assassin,
pointing at a small demed building,
festooned wirh derelicr starues and
carrying the emblem of the noble family
Biscione. “Clur passage. In there.”

The Guteer Runners were approaching
the dark stairs leading down when a
weird noise rose from deep
underground. |t was an extremely
high-pitched scream, assaulting the
fine senses of the Skaven and forcing
them ta cover theirears with their
paws, The scream stopped as abruptly
as it had begun.: A strange feeling of
cold and dread immaediarely seruck che-
ratmen, the fur on the back of their
nechs stoad on end and cheir hearrs
guickened. The musk of fear filled the
air,

Then the Undead atcacked: seumbling

skelecon warriors emerged from the

crypt and the mausoleums around
~ them, rusty blades and shields in cheir
arisly hands. The Skaven hesitared
and seemed on the verge of breaking
into a run; bur Kreesqueek did nor lose
his cool: “Don't run! You flee: | all
you. Evervone! Bighe-fight! They die
easyl”




To demonstrate, he hurled a throwing scar right through the neck of a o
sheleson. The skull of the thing fell to the ground and after a second the
test of its bones simply exploded.

’_Bi_.'rfstartd by the Assassin’s presence, the Gurier Runmers swallowed

their fear, drew their swords and artacked. The Assassin smiled. He

wandered if any of his underlings realised that the devastaring effect of

his throwing star had been due ro the powdered warpstone in the poison

that coated Kreesqueek's weapons. Well, at least now they were fighting.

The Assassin knew that his opponenes’ grearest weapon was the fear they

inspired and char they were next o useless at close quarters. The fight was

soon oven, the well-trained adepts of Clan Eshin had descraved all the
| mibromantic creations, receiving enly a few minor wounds in recurn,

you: Easwv-casy. Too show for Clan Fshin, Mow, move in.”

e Gutter Runners started their descent inte the dank crypr and soon reached a large
autd chapel. "Entrance under altar” whispered the Assassin, “Across the place, This way... waic!”

¥ *é"‘” the arrack was much more sudden and unexpected. From their hiding places in the alcoves and behind the pillars
#L%ﬁm; bestial humanoid creatures jumped on the Skaven; snarling ferociously.
-4 x

-';{‘“&Eﬁul&-‘gﬁmis!" shouted Kreesqueek, drawing his two weeping blades and throwing himself into the fray.

This was a very different fight, the Chouls were not as slow as the skeletons; their atcack was ferocious. Even though the
Gucter Runners were more skilled and berter armed, the bodies of these foul creatures seemed impervious to pain and the
slightest scratch from their poisonsus claws and Fangs could prove fatal. Soon several Skaven lay on the ground, their bodies
twitching in death spasms. The racmen would have probably been overwhelmed if Kreesqueek hadn’t been there, but the
formidable Assassin made all the difference in the fighe. The Eshin Mascer moved with uncanny speed, his deadly
mmﬁtmiﬁ‘mg'mltﬁng lefr and right, leaving behind a pile of mutilared corpses. After a few minutes the Ghauls' ferocicy
vanished under Kreesqueek's onslaught and the scavengers ran away, massing towards the far end of the-hall. Led by the
Assassin, the three remaiming Gueter Runners pursued them, only to stop purzled when they saw what the Ghouls were
mtent on, The creatures had gachered around a massive marble sarcophagus lving behind the mam alear and were now
framtically hitting its lid and scracching at ic with their claws, squealing and snarling in fear, as if calling for help.

The heavy lid fell to the side, maved aside easily by a taloned hand that emerged from within, A creature rose from the
sarcophagus and all the Ghouls crouched on the floor, in awe. The stench of death and ancient decay filled the hall. The
Skaven began to back off, staring at this new monstrosity, which was in many ways similar to the Ghouls around it vet
somebow different. This one was larger, more powerful, its body deformed and twisted, with traits thar reminded the Skaven
of the bars which shared cheir tunnels. Bur it was the alowing green eves of the beast, filled with a kind of deranged evil
imeelligence, which made the Gutter Runners think that it regarded them merely as prey. Suddenly, emitting a piercing
shrick, the creature attacked at unbelievable speed. Two Skaven were impaled by the huge claws of the monster hefore they
could raise their weapons to defend chemselves. The ather rumed te run, but Be too was grasped and torn in two by the
powerful hands of the monster,

Kreesqueek was too good a fighter to turn his back on such an opponent and kept his quard up, ready for anything. The
creature seooped down and; keeping his eves on the Skaven leader, started to drink deeply from the broken bodies of the {
Ciurrer Runners. Kreesqueek now understood what he was facing. Vampire! thoughe the Assassin. That’s why no man-
things come here,

The rhing suddenly jumped and accached irself ro the ceiling of the chapel, its obscene head turned completely backwards so
as not to lose sigh of the Assassin for a single instanc, Kreesqueek moved a few cautious steps back in the direction of the
entrance. Then he froze. He could smell the Ghouls closing the circle behind him like well-coordinated predacers,
Kreesqueek realised thae he had to try to kill the Vampire, it was his onby chance. The Vampire was looking intently at the
Skaven's swords from the dark ceiling. The vague, green halo surrounding the weapons was a warnimg to the Lndead
creature, for it remembered tasting the bite of similar weapons long ago and did noe want to repeat the experience. The
Ghouls were too close now and Kreesqueek made his move. A throwing star darted towards the Vampire, but the thing
deflected it with a claw and answered by hissing a series of arcane words, a clenched finger pointed at the Assassin, At first
Kreesqueek couldn’t perceive any change, but soon the weeping blades he carried seemed to become heavier and more
difficult to hold as his arms started to shake. When he tried to move, he felr his body sluasgish and slow. With hoerror the
Assassin saw the fur on the back of his paw turning grey and start to fall off. His was not a [ong-living race, and the
necromantic pawers unleashed against him were tming every second into a month. He was dying. Kreeaqueek paniched and
tumed to run, but his callapsing body couldn’t sustain him and he fell, never ro rise again.

While the Ghouls feasted on the bodies of the Guerer Runners, the Strigoi Vampire picked up the swords of the Assassin
from the pile of dust and bones which were all that was left of the Skaven. For a while the creature admired the weapons,
fascinated by the green crackling eneraies plaving on the blades. Then he retired to a dark alcove where he drapped the
weeping hlades on a heap of weapons, jewels and other arcane ohjects which he had collected during the long centuries of his
existence. A strange smile splic his deformed face. “One new present for Rametep. .. nice, shiny present” whispered the
monster, rubbing irs caloned hands togerher and ticcering mamiacally in the dark.

L]



VAMPIRES

Vampires are the lords of the dead and all the
Vampires in the Old World are descendants of one of
the great Masters., The story of the Yampires in the
Old World is told elsewhere in this tome, but it is
sufficient to say that Men dread these mighioy
creatures for o good reason. Vampires are immaortals
with great powers and require only blood o sustain
themselves, They are physically far stronger than any
living man and can endure wounds that would slay
mere mortals inan instant. They have a natural ability
to command necromantic magic and to bind Undead
things to their will, The greatest among them are also
able to command the skies, so that when their armics
" march o battle, the skies darken with heavy storm
: " clouds. This casts dismay in the hearts of the mornals
facing the Undead and protects the Vampires and
== their minions from the touch of the sunlight, which is
"~ the bane ol their kind.

| Vampire Lord 6 B 6 5 5 4 8B 5 10 |
| VampireCount 6 7 5 5 5 3 7 4 9
! Vampire Theall ¢ 6 4 5 4 2 6 3 7

Special Rules
Bloodlines: All the Vampires in your army must
come from the same family (von Carstein, Necrarch,
Blood Dragon, Lahmia or Stigod) and can choose
the powers of their own fmilv's list (see pages |
3Z-37).

|

NECROMANCERS

Necromancers are wizards who have murned to the
sdark arts to seck escape from death. Thev study this
, pecverted magic which grants them power over the
sdead, allowing them o commune with spirits and to
;g ¢ corpses to serve them. They are shunned and
b by society and are often insane and morhid.
ANecromancers are allics and subjects of
whether willinglv or not. Sooner or later
(s start 10 rol away and they eventually lose
what sl their humanity and join the ranks of the
* Undead as undving wizards

%
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THE LAWS OF UNDEA'[H

All models nfentioned in the Vampire Counts w'{ﬁt losing side suffers nneaddltinnnl wound for
Armies book are Undead. with the EXCCPLHON of every point their side !}ﬂﬁ lIost the combat by, 1 an
Ghouls and Bat Swarms which are d].l,]ﬂ!‘m follow Undead unit is wiped 6ut by combat resolution in
the normal Warhammer rules (eg, they can use the the ficst turn of a combat. the enemy gets the
General's Leadership, re-roll Break tests if the option 10 make an OVErTun, Move as normal.
Barttle Standard is within 127, uh:'ﬁ) i %

BATTLE STANDARD
All Undead have the ﬁﬁllowmg ﬂi_cl’n] rules: .+ Undead that are mth.lt‘l" b mm Standard
b bosuffer of WL L
THE GENERAL & i ""‘g; 2.4 ,}fu;& de s
The army must include at leaﬁ nne Wizard {ig: a;;' ek . They shouls
model with the entry Magjc in its army list be : %&an but bt‘l:ﬂl.l & th *“!ﬁ' - Standard is within
who will be the army's G cnerals If the n‘;-m;,?« 1_2:' Lht'v “nj} e o B o '
includes more than one Wizard, the one wi‘lh the g
highest Leadership will be the General. 1n the case IMMUNE TO MCH DLOC )

of two or more characters having the same w »
12

Leadership, the plavu can decide R&:lmmm

tell your opponent which model is- Wﬂw
the beginning of the nhauk- o i%o w'% :

If the Generalis destroved, the Lnde,ﬂl in the

will start to slowly crumble to dust, lo reph _
this, at the end of the phase when the f‘f:neral
killed and at the beginning of every Undead i
thereafter, all Undead units on the battlefield must
take a Leadership tese. If the test is failed, the unit
suffers 4 mumber of wounds coqual 10 the numhm
they failed the Leadership test by, No saves of aﬂx& =
kind. (ot even Ward Saves) are allowed against
such wounds. Eg; a unit of Skeletons (Ld 33 takes
the test and If‘I'JHPi a ‘? & unit ap,l"ﬁ_ra 4 wnunds Iy
(7:3=4), C

of a dthrlJfl‘:d
Leadership uE‘!e," hia

unit fm‘ this
hares and ?thit
Dmgﬁnﬁ do have to take ﬂ‘uﬂ m.t
rider’s Leadership. Note that if the Gmt‘ml i
below one Wound, but :
cnough Wounds to come | ck, ‘this rule dm ﬁat
apply. The General s d;,ad tle, :
fmm the table) for this n,ﬂ{.:m take c&%&;@;«'
o;—} & hv r

?*. ik
BREAK TESTS " .‘ -
Undead cannot be bkan % Undmul %‘”
beaten in combat suffer one mldlm\alwmmd
every point they lose the combat by (no saves Hf
any kind, not even Regeneration or Ward sa
allowed against such wounds). If characte
present in the unit, or if they are riding a mo }{ %&
the controlling player can decide how to allocate
the wounds among the unit, the monster and the { From the Spell of Doom

characters. In mulﬁpﬁ Bmlaatg, mh 'Bnde%l unit

grﬁ;ﬂ. .. : “‘ﬁ"’ﬁ grip
ne-worn Hm{zs, m-u{ unseeing evies
r ﬁ.ﬁ els 'ﬂf 'shmgﬁt&r: For e

|




W SKELETONS

¢ hartlefields of the Qld World are strewn with the
graves of many nameless warriors who have fallen in
combar and been eonsigned o a hasty resting place.
or left upon the ground amidst the carnage. Fven in
death there is no rest for the fallen warriors, for they
can be summoned back ro the world of the living by
black sarcery. All thar these once-dead fighters can
recall of their mortal life are faint memories of bartles
[ought long ago. All that they feel is the compulsion
o fight afd o obey their masters as they did when
they v
armyv @l Skoleu is confronted by a ghast
appiition,
L witl

Wards

w who could remain unafraid wi
¢ remains of long-dead warriors lurcl

Sktleton

“Skeleron Captain 4

s alive. A mortal who dares fight against an

"ZOMBIES

Zombies are lI'I:F.']".]I‘I‘l{{ brought back from the dead by
foul necromancy. [ Theit necromantic overlords drive
them into bartle g sheir thousands, using them o
exhaust the armies, of thelr enemies. Zombies are
poor fighters, but they never give up and will push
against their enemies in a huge engulfing mass. The
flesh of a Zombie is rank, blotched with rot and riven
with maggots and worms. Their skin hangs from their
bodics in strips, revealing unbeating hearts and veins
through which no blood Aows. Terrible balefires burn
in their putrefving cyes and they are gripped by an
urge to kill and devour all living things. Some
Zombies are decayed and rotten o the point where
they are little more than skeletons, while others bear
a terrifying resemblance to the recently deceased

MWs5BS 5§ T W 1 AIld

Zombie

Special Rules

Braindead: /dombies are 80 slow that their
apponents Hh\'a'l'_'l"!' Eet to mﬁlllrlﬂ'[l.‘ their fl.uﬂ].‘-:l
attacks. To fepresent this, Zombies always strike last
in close combar {even whef tﬁrv_.' charge, even after
opponents armed with Grisil Wenpons, and so on,
alwavs!), I Zombics are fghting other Zombies, roll




enchanted weapons. Any normal weapon carried by | Poisoned Attacks: Ghouls' deadly claws constantly
Wight counts as a magic weapon (bur all the | secrete o poisonous black slime. All artacks made by |
| normal rules for that weapon stll apply). The Ghouls are poisoncd attacks (see page 114 of the
| weapon also has the Killing Blow special rule (sec Warhammer rulebook)

Wights are long deacd heroes who
of the living by magic. In ages past, the mm‘i‘n!ttp
World buried their dead beneath mounds of ea
and stone, wgether with their battle gear and worldly
wealth, Although their bodies have decayved, Wights
are held together by evil magic so strong that it can

Diriven by an unspeakable craving for human flesh,

last for many centuries, They wear ancient armour of they dwell near gravevards, digging up the corpses of :
bronze and black iron, corroded by time and dust the recently buried and consuming the cold fesh. "
with the years. They carry iron weapons inlaid with Ghouls are stooped and disgusting- creatures, their
evil runes, an accursed parody of once powerful skin is blotched and filthy, their eyes bestial and their

magical blades. Some Vampires rule over entire snarling lips reveal rows of sharpened teeth, Whept
regiments of Wights, warriors who dared challenge the armies of Undeath gather, Ghouls scurtle from
them in life and now serve them in death. Their ranks their hiding places to join them. Vampires; and
are often joined by one of the kings of old, returned Necromancers are their masters, and Ghouls fear
trom his tomb o lead them as a Wight Lord their wrath encugh 10 obey their commands
o o s e - ] ry- - - - ]
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Wight Lord ¢t 4 3 4 a4 2 4 3 9 | | Ghoul i 30 34 1 3 2 6

Champion 4 3 3 i 4 1 3 2 B |  Crhast 4 5 0 3 4 1 3 3 6

|
Wigh P 3 3 4 4 1 - B |

| Special Rules
Spl:cul Rules | | Alive!: Ghouls are not Undead and follow the
| normal rules for Psychology, Break tests, etc

Wight Blades: Wights are armed with evilly |

page 112 al the Warhammer rulebook), Note tha
this rule does nit apply 10 any magic weapon that a |
Wight Lord buvs fiom the magic irems st

Scavengers: Ghouls fght in undisciplined packs
anel have no hierarchy save the rule of the strongest |
| To represent this, Ghouls are skirmishers (seée pages
115116 of the Warhammer rulebook) and cannot
| be jnined by characiers :

Fear: Ghouls are abways nssociated with cemeteries,
cannibalism and the living dead. They cuuse fear
pﬂge Rl of the Wﬂrhummt:r rulebook),




THEREAL CREATURES
eal beings are insubstantial creatures which
move through solid objects. They therefore

T no movement penaltics for moving over
difficult terrain or obstacles, or from other

" reductions 10 movement (such s the Anvil of |
_ Doom’s Rune of Water or the Pit of Shades spell).
- They can move through buildings just as easily,
. not through other units. They cannot,
however, end their movement inside impassable |
“terrain nor see through anything that would
block the line of sight of normal unirs. Ethereal |
creamures block line of sight normally (the enemy
cannot sce through them).,

‘-Iuﬂn
BANSHEES

Banshees are the restless spirits of evil women. Their
shades linger in the material world, fearing o cross
the void e Gee punishment for their evil deeds.
Banshees howl in bitterness and remembrance of
when the pleasures of life were theirs. Their wail is
lethal to mortals and those who do not have a will of
tron may die of sheer horror upon hearing it Their
visage is skull-like and wisted, eternally frozen in a
grimace of agony and everlasting pain. Their great
' mane of hair fows around them ke a black cloud,
They float above the ground and are surrounded by
an eerie glow of deadlighis, shades of the men who
they murdered during their lifetime.

Because they are insubstantial, they can't be
harmed in combat except by attacks from magical
weapons, Dacmons or orther Ethereal creatures,
though they can be affected by spells as normal.
Ethercal creatures can still be beaten in close
combat and suffer extra wounds as 2
conscquence  because combar results are no
whaolly dependent upon casualties,

e ——e

i E.
=

M WSBS S8 T W 1 A

Bansheg 6 3 0 3 3 2 4 2 B

Special Rules

Single model: A Banshee is reared as a character on
foot for movement and when targeted by missiles. A
Banshee has a Unit Strength of 1 and cannot join
nther units or characrers,

Ethereal: Banshees are insubstantial creamres whose
bodies are Ethercal. See the rules on the left

Ghostly Howl: A Banshee is capable of emitting an
eeric howl that brings death 1o morals. Even the
distant shrieck of a Banshee is enough o strike horror
into the hearts of the bravest men, and anyone
hearing the constant wail of a Banshee will die of
sheer fright. The Ghostly Howl of a Banshee is used
in the Shooting phase. A Banshee may use it even in
the wrn she has declared a charge or marched and
even when engaged in close combart, but in this case
she can Howl only against one of the units she is
fighting (the Howl will affect onby the target unir,
even ina multiple fight), The areack has a rnge of 8"
The Banshee can target any one unit within this
range (even chamcorers on their own that could not
normally be targered by shooting, but not charcters
insicle units) and does not need a line of sight 1o the
targer. Roll 206+ 2 and deduct the Leadership value
ol the unit from the score. For each paint by which
the roll bears the arget’s Leadership, the targer
sulfers 1 wound, distributed exactly like missile fire
amongst the unit. 5o if you eoll a 9, thereby obtaining
a total of 11, and the arger unit’s Leadership is 8, the
unit suffers 3 wounds, Mo armour saving throw is
allowed against wounds caused by a Banshee's Howl,
but units can use the supcerior Leadership of the
character who is leading them or even the General's,
if he is within 12", Units which are Immune o
Psychology are not affected by the Howl. In the case

of ridden chariots/monsters, war machines and
-similar units, use the highest Leadership value of the

s involved 1o determine the number of wounds
aand then randomise cach wound as for

i




SPIRIT HOSTS

The dead do not rpl‘-aea.w in the Old World, Ghosts,

anl 5}71:1.2’(&3‘.‘05 dead men return to haunt the

d of the_ lhinﬁ On certain nights these lost souls

Nwﬁ hovering above the places of their death,
shlﬂ'ﬂ:lﬁedj'hﬂ with unnatural light,

Onlyvery few know the secret rituals that can bind
the spirits of the dead, bur some Vampires and the
most twisted of Necromancers hold that knowledge.
They can summon  these miscrable creatures and
unleash them upon their cnemies Spirits gather
together into vast hosts when summoned, and
adviance on the field of battde, silent and incorporeal
but no less frightening, because their touch is cnough
tor freeze the hearts of mortals,

L
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|

Special Rules
Swarm: Spirits  gather into groups on  the |

bartlefield, so are modelled in muliiples on o single |
i0x40mm base. This base is treared as if it were 2 |

single model with severul Wounds and Artacks. & |
Spirit Host fights at full effect until it has tuken 4 |

wounds, then it is removed, A Spirit Host cannot be
joined by characters,

Ethereal: Spirits are insubstantinl creatures which
can move through solid objects. See the rules in the |
panel on the previous page

L pages 81-82 of the Warhammer rulebook.

WRAITHS

Wraiths are the spirits of evil men who dabbled in the
necromantic arts during their lives. Desperate to keep
themselves alive, they used enchantments to preserve
their spirits. Some succeeded in living beyond death
as Mecromancers, but the willpower of most is not
sufficient to maintain a physical lorm, and over the
years they wither away to nothing, Now all that
remains are the cloaks that give them substunce, their
bodics having long since rotted away. Hating all life,
but fearing death more, they cling to their tragic
existence, hovering life and death as
miscrable spirits who hunger for the warmth and
flesh of mortals,

hetween

Wiaith & 3 0 3

Special Rules

Ethereal: Wraiths are insubstantial creatores whose
bodies are Ethereal. See the rules in the pancl on |
||]t' i'fl!'!""r'jl LIS ]'h'lgl.‘.
Note that if a Wraith rides a Nightmare, then the |
Nightmare will alsp be Erthereal.

Terror: Wraiths are evil, supermatural creatures of
great power. They cause terror as described on




When the drmics. of ﬂm..‘if@llmpirﬁ march to war, the
skies abowve them are ohscured by multitudes of bats,
Driven by the will of the Vampires, hundreds of these
animals descend on their enemies and attack them
terociously. often buving enough time for the Undead
army to close in

MWSBS 8§ T W 1 A ILd

Bat Swarm 1 3 0 2 2 5 1. 5 10

Special Rules |

Alive!: Bar Swarms are not Undead,

Swarm: Swarms are modelled in muoltiples on a
single 40x40mm base. This base is treated as il i !
a single model with several Wounds and
Attacks. A Hat Swarm base fights-ar full effect undl it
has mken 5 wounds then it is removed, Like all
Swarms, Bat Swiarms are Linbreakable and cannot be
joined by characters,

whene

Flying Umnit: Bat Swarms are a unit of Avers and
follow all the rules on page 106 of the Warhammer |
rulebook, (e, they are skirmishers and have a Unit
Strength of 1 per base) with the exception that their
fiy move is reduced ro 10" instead of the usual 20"

Fear: Bat Swarms are an omen of impending death
and as a result they cause feqr (sec page Bl of the
Warhammer rulebook), |

L rulebook.

L BATS

wn as Vampire Bats, the blood drinking bats
[fid grow [0 MOnsirous proportions, some
- wingspans wwelve feet or more. They are
arish predators of the dark, silent and deadly.
gy exist solely on the blood of the living, that of
Men being their favourite. The scholars of the
Old World speculate that perhaps an ancestor of
these beasts drank the blood of a Vampire and thus
jnined the ranks of the Undead.

Fell Bat
Special Rules

Flving Umnit: Fell Bats are a unit of fvers and follow
the rules presented on page 106 of the Warhammoer

DIRE WOLVES

The land of Sylvania is plagued by giant wolves which
emerge in winter from their lairs high in the Worlds
Edge Mountains to destroy entire villages. The men of
the Empire hunt these beasts mercilessly, but this is
nol alwayvs enough. Even from bevond the grave these
awlul creatures return 1o lerrorise men. The carcasses
of these wolves are buried in great pits, but the cursed
earth of Svlvania does not allow them o rest. Often
they burrow their way through the rotting lavers of
earth and emerge 1o hunt once more. These Undead
wiolves are the hunting packs of Vampires, and gather
around the castles of the Vampire Lords to follow the
Princes of Undeath to war. Dire Wolves have skull-like
heads and roting black fur. Their eyes glow with
unnatural light and their bodies dissolve into nothing
when they are finally slain

The strongest wolves, the ones that in life led the
packs, are called Doom Wolves, They are specially
raised by Vampires to lead their own packs in an
unending service of carnage and darkness.

MWSBS 5 TW 1 A lLd
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Dire Woll
Do Wil . 3 0 3 3 1 A 24

Special Rules

Fast Cavalry: Dire Wolves fight in fast, loose packs
and are therefore treated as Fast Cavalry (see page
117 of the Warhammer rulebook).

|
: Slavering Charge: Dire Wolves and Doom Wolves
overpower their enemics as d‘u}\ charge!  Their
Attacks are therelore resolved 11 ] r'llﬁll:h + during
the turn they charge, ' &
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BLACK COACH

Once a particularky powerful Vampire is slain, it is not
cortain that the world will be rid of this predator of
the night. Many of the greatest lords of Undeath have
returned after their bodies have been destroved, for
who can say which is the master, death or the
Yampire?

I the servants of a particularly powerful Vampire can
giather his ashes (for once a Vampire's life is taken, its
body will feel the weight of time and crumble o dust)
they will construct a coffin to keep them safe. Then by
performing unholy rituals they will create a carriage
tor carry the remains of their lord and tike it to places
ol slaughter. Batdeficlds and plague-ridden cities in
particular strengthen the regenerating spirit of the
Vampire.

This ghostly apparition is driven by an insubstantial
Wraith and pulled by two grisly Nightmares. The
legends say thar even if the creatures are destroved,
the Coach can continue to move on its own pushed
by supernatural powers, The Black Coach is an
awe-inspiring, unholy thing from the realm of
Undeath, which feeds on the souls of mortals. Its
mere presence can drain the lifeblood of men and the
more il slays, the more rerrifying its power becomes,

Few symbuols of death are as horrifying for mortals, or
as potent an aid to the Undead. It is said that the
blood of ten thousand mortals can stir the Vampire
Lord from his slumber, ready 10 walk the land of the
living once more

|

Black Coach - e e 5 & 'S - 9
Wraith = F = B = P
Nightrmare 4 2 F o=t R T

Special Rules

Ward Save 5+: The indomitable willpower of the
Vampire carticd by the Coach protects it from damage.
lix represent this, the Black Coach has a 54 Wand save. |
Chariot: The Black Coach is 2 chariot and follows the
rules on pages 126-128 of the Warhammer rulebook, If
wounded by a Strength 7+ anack, the Coach can take
its Warel save bur is destroved if this save is failed,

Unir Strength: The Coach has a Unit Soeength of 5
Terror: Black Coaches are terifying barbingers of
death and cause ferror as described on pages z-l.]_-H_;-_" M

the Warhammer rulebook. P

i * __'.'.-

Large Target: Enemics khu::lnting at a Black C
the +1 to hit modifier Tor shooting at a Lirge g
-

Evocation of Death: For every wound the Black Chag
causes in close combat, it gains One exoE wﬂ s
immediately. This can restore 8 lost Wound and

cven bring the Coach's total Wounds above the st L
number. Fleging units run dowirhy the Coach ' i
count because not all enemics in the unit ire at ‘
kitledd; mostof them scatter and e _tht*‘hﬁnl' H
When the Coach reuches n to o i Wond
it will count il ;"ﬂc}
impact hits, F
has TEEE




NIGHTMARES

Mhe grearest of the immortal Vampires and their
J servants ride into battle on Undead steeds called
Nightmares. These are carcasses of great warhorses
brought back to life by necromantic arts. Balefire
glows in their eyes and their decomposed bodies are
rotted and foul. The sickening stench of death hangs
around them as they gallop into battle, crushing the
living bencath their mouldy hooves,

r =
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WINGED
NIGHTMARES -

Creating a1 Winged Nightmare is the pinnacle of
achievement for a master of the necromuantic ans. Itis
a massive creature assembled from the corpses of
powerful monsters such as Manticores, Griffons ancd
Hippogriffs. The Necromancer his to cast many
rerrible spells to meld and fuse the remains of these
maonsters into this nightmarish horror

A Winged Nightmare is at least as dangerous as the
creatures it has been creared from, for a mlented
Necromancer can mould fAesh and bones as if they
were clay, to make the creature even more deadly,
festooning it with tsks, fangs, spines and huge
mallormed claws. When the Spell of Awakening is
complete, the Winged Nightmare rises and is ready (o
impale any who stand against s master, with its
deadly spines, tusks and huge razor sharp claws,

[
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Winged Nightmare 6 4
Special Rules

Fly: Winged Nightmares have ragged wings and are
able to Iy as described on page 106 of the
Warhammer rulebook.

Ld
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| Empale: When a Winged Nighrmare charges, it may

use its bony spines and usks o impale its victims,

This gives it a 41 Strength bonus in the turn when

it charges.

Terror: Winged Nightmares are such huge and
frightening creamurces that they cause ferror as

described on pages B1-82 of the Warhammer

ZOMBIE DRAGON

Far 1o the south lies the forbidding Plain of Bones, It
is a lifeless desert filled with titanic skeletons from an
earlier age, for here the Dragons of old came 1o rest
when their long lives were coming to an end,

This continued until the time of Nagash the Black.
When the Great Necromancer performed his unholy
Ritual of Awakening, dark powers entered the
monstrous corpses. The frames of the dead Dragons
stirred once more and their empry skulls filled with
glowing ghostlights as their rotting carcasses began 1o
prowl the Plain of Bones, insane and insatiably
hungry for the souls of all living things. When Nagash
was defeated, the Dragons returned 1o their eternal
slumber.

Only the greatest of the Princes of Undead are able 1o
awaken one of these huge and terrifving creatures,
but those who succeed will command a creature that
has the power to break the back of any army.
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Special Rules

Fly; Zombie Dragons have tattered wings, but may
still fly as described on page 106 of the Warhammer
rulebook.

Scaly Skin: These creatures still have the remains ol
their hard scales which act like armour, protecting
them from atacks, A Zombie Dragon has a Scaly
Skin save of 5+.

Pestilential Breath: Zombic Dragons can cxpel
deadly pestilential black vapour from their jaws,
Flesh touched by this vapour blackens and shrivels,
causing an agonising death, Use the Flame template
| from the Warhammer game o represent the arca
covered by the Zombie Deagon's breath attack,
following the rules on page 114 of the Warhammer
rulebonk. Any model hit suffers a Swength 2 hit,
with a -3 armour save modifier.

Cloud of Flies: Zombic Dragons are surrounded by
a Black cloud of flies. When the Dragon is fighting,
these evil, buzzing creatares fly into the mouths and
eves of its opponents, clogging their ears and
l crawling up their nostrils. This werrible distraction
means that any enemy in base contact with a
#omhbie Dragon must deduct -1 from their To Hit
rolls in close combat.,

Terror: Zombie Dragons are such horrific creatures
that they cause terror as described on pages 81-82 of
the Warhammer rulebook.

Large Targer: Zombie Dragons are massive,
therefore enemies shooting at them get the
+1 to hit modifier for shooting at a large arger.




SHADES OF DEATH

Twiy fully painted armies facing each other across a
battlefield is an awesome sight. For many people it is the
inspiration which sparks the desiré w lead their own
armies into bartle, At first glance, painting a whole ATTIY
may seem i linle daunting. Don't worry though, you'd
be surprised ar how quickly yvour new army takes shape
and how enjoyable the whole process actually is. Make
no mistiake, an army doesn't appear overnight, and much
patience is required. However, the reward gained from
owning and playing with a beautifully painted army
makes all the effort more than worthwhile,

If you are a newcomer to Warhammer don't WOrry too
much about the quality of your painting. Many of the
figures shown on the following pages are painted by the
highly skilled "Eavy Metal team. These talented puyvs and
gals spend every day of the week painting figures and
achieve standards that even those of us who hive been
painting for quite some time can only dream of
matching. Whilst few of us will ever own a force painted
t such extraordinarily high quality, this doesn't mean
that we can't all aim to come close or even 1o better our
standards with each new figure we paint. With time and
padence, one day you may even be the proud owner of
a legendary Golden Demon painting award.

In this section of the book we will show you a variety of
easy 1o learn rechniques and tips with which 1o help vou
paint your models. In a short time yvou will have
developed the skills necessary 1o invent YOUr own
painting and modelling methods and chosen the colours
for & truly unique army.

It is important © remember that there is no correct Wy
o paint your army. The models on the following pages
are there purely for inspiration, and the more variety you
add to your own style, the better your enjoyment of the
hobby will be, We have included several different
methods and technigues, Try experimenting with them
until you find the one that suits you. If getting your army
straight into battle s more important o you then choose
a quick method. If you'd rather take your time painting
an army that will make your friends drool with envy then
use the more detailed techniques to paint your models.

What we hope to achieve in the following pages is 1o
offer you a guide. So remember, the most important
aspect to painting your army is that vou should have fun,
Relax and enjoy voursell and, before vou know it, you'll
find that you might be starting on your second or even
third army!
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SHADES OF DEATH

PAINTING THE UNDEAD

The backbone of a Vampire Counts army is large regiments of Skeletons and Zombies.
These make up the main bulk of your force, so you will find yourself painting a
considerable amount of bone and withered, decaying flesh. Once you have mastered
some simple techniques you will find that your regiments soon build up.

To achieve a really strong appearance on the tabletop
we recommend that you wuse a limited palette of
colours, There are two ways to approach painting
your Undead army. You can go for a mix of bone and
skin colours 10 add variery to vour army, or vou may
like to use a consistent one on every Skeleton and
Zombie. Varied armics will appear more colourful,
while armies with a single scheme will be more
unified, There are two simple-to-master technigues
which you will find useful when painting vour
Undead force. Try experimenting with each of the
techniques and choose the method which suits you
the best,

Drybrushing: Base coat your figure with a dark base
colour: Selecting a lighrer highlight colour, wipe away
maost of the paint on your paintbrush with a tissue and
then very lightly brush over the raised areas, The paint

on the brush will come off onto the raised surface,
highlighting it. The more you dryvbrush over the model,
the lighter it will look, so you can ecasily vary the
appearance of all your models within a unit.

Ink washes: Ink washes are particularly effective on
Undead models as there is plenty of detail for the ink to
pick out. They also tend o give a slightly dirty finish
which is particularly appropriate in a Vampire Counts
army. Choose a light base colour (Bleached Bone or
Skull White for Skelewons for example) and paint a
darker ink over the top once the paint is dry. (such as
Brown or Black), You can experiment with different
combinations of colours and thinning down your inks
with water to gain different effects.

Below are plenty of examples of drybrushing and ink
washes, including some examples which combine the
rwo rechnigques,
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SHADES OF DEATH

ASSEMBLING UNDEAD REGIMENTS

Mark Raynor has been collecting and playing with an Undead army for
a considerable amount of time. We asked him for some advice on his
methods for putting together and painting his Skeleton Regiments.
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“To quickly paint battle
ready regiments, |1
drybrush Skeleton warriots
which have been
undercoared black with
Skull White. To finish off |
paint the weapons and the
unit's bases.”

“Betore you begin the process of painting your
models you'll need to assemble them. When you're
doing this, it is all too easy 1o forget that the
models will have to rank up inteo a anir,

Try assembling one rank at a time: Stand

the models next to cach other betore

finally gluing them to their bases, This way
you can be sure that they will rank up. An
effective method of muking sure that the
models fit into neat ranks is to glue
them onto

regiment bases . S | L A - e
which carry four \ ’1 . R - | &“ j
maodels, Speararmed units 2 hoA e ; 0= A %

look better if you have the front
rank with their spears pointing
forwards and the rest angled up.”

Mark has even positioned some
of second rank poking the
spears over the heads of the
front rankers.

There are plenty of other
The 'Eavy Metal team use _ WAYS YOu cian paint vour
techniques like drvbrushing Undead troops, and the tips
and ink washing, as well as _ on these pages are just a few
other, more involved 'Q.‘T icdeas o ger you started. The
technigues, In many cases ' " White Dwarf magazine
they carefully paint =i = carries regular features on
highlighting on by hand. o % painting armies (issues 211
This is a very rime o and 226 carried excellent articles on painting
consuming method, but the 5 < Skeletons, for example). Games Workshop's website
results stand up well to : (www.games-workshap.com) also has plenty of ideas.
close scrutiny. especially “ and the Hobby section carries a patnting guide for
when photographed Skeletons. The site also links 1o other excellent
independent fan sites for vou to look at.
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SHADES OF DEATH
UNDEAD REGIMENTS

Vampire Counts armies are usually made up of big, shambling units of zombies
and skeletons. This means that how you paint these regiments will ultimately
determine how your army looks.

Unlike most other armies, Undead regiments rarcly have a
strong  uniform  colour scheme. Zombic regiments  in
particular look most effective when painted o look as though
they are fresh from the grave. This effect can he achieved by
varying the colours on the skin and clothing, though if you
keep the tones similar, you will keep the models looking like
a unit. Skeleton units have a more martial feel, and will look
berter if the unit is painted all the same colour (shields and
banners can be used o reinforce this uniformity).

Whichever approach vou choose, remember that

the way you paint your bases is a simple way 1o
provide some coherence 1o your units, and to
vour army @5 6 whole,

Al the Zomalries i by
regiment are pointed
with gresm-grey
slein, Bl there 05
plewity of varialion
within this basic
some. Thix gives the
unit @ shartholic

The Zambic Regivend
e coteleing &
selectian of gruescnie
Lalixserrs o bany
fram your banner
poles. Ve cen

AP e pese ofler
wripbnt rawdels (v i
sreelting any Citadel ranpe.

- peodel
staenied el

Thse Skeletons baee all been painted wsing the sawme colours and all feature the sidme
stviedd design. This looks far more effective wihen painting lorge Skeleton wnits,

Unadected syeifrol in place. They then paint the symfol

g separralely and glue i onto the shield afterwands, &

% W e @ty skilled painter then you may declde fo
- Daint your awn syminal arto yowr siibeicls, I not, don's
siowryy pon con altodys wse the spmshols provided dn

SHIELDS
Giring erery smodel in g unit the saome design of sbield
i an easy and effective way to maks the regien:
fook fike a distinct whole This effect will be
beiphitened F you wse the same coloprs an both by
shrields a5 well az the baweer, Some modellers prefer to
paint the shield buckground and rim [fTrst withaut the

the Reginent Box sel



SHADES OF DEATH

MODELLING AND CONVERTING UNDEAD REGIMENTS

Vampire Counts armies offer even more opportunities than most to model and

convert an army which is truly individual. To inspire you, here are some examples
of how other gamers have achieved a unique look.

Thin  Skeletan reghmient  bay  bepn
moddellycd with warrioes vising from
thetr praves. Ry hsting eociva res,
keeclh a5 the beadsiones thal come on
tine plicstic freeemes, with a feele It f

irnapination pon can ecily make
Vour roptmients ook i
and interesting

Coltr  Dxon  created rhese
neoddely. By comtbining Hndeged
cariel Eweipiive pieves. He poieted
thawne i faded, grubby versions
af Tmpertal Neevles, to give e
tnyrressiom of long-dead Empire
roarrtors, sumismeried from thefr
kraes o fight agerin

e Heambrios reeisodd fromm o
Frmperial resptment by Mavi Hegford

Boirer ot Hiply s a wide

vy af it fram ootricen

Sesfrive hoxed sets, combined with

esleton and sonbie parte. Tiny i
& vasy ax asedmbling o ‘wormoel
Uedeatd wnis, it funt sakis @ little
drndgandtion, With the coaminend prop,
Hark bas dovvea itthe mnne fnpolved
careerting festting and combising a

evieton Bead and o Keight's
Selmiet o the standiard hoerer for
crample), as these models are the
s bich wild sicingl cuat e tive
hattlefiold

Fewl free e creale Yo oien tenigie arnyy by
cowshireing diffevens lemonts froem ather
=oded ey

Sestly Zawenhie avd Sheedeton
==pirmientty offer e ldeg!
conerturndly for the modeller to
v ol wome fantastic ddéas. For
exaeniple,  Meek Bodford bas wsed
EHc griass on b wnir of Skeletons
Ty dppenr to daoe fresbly cliied
s WMDY widt from e soidf
siiiveed el the coffin siields
sratlahie from Games Worrkshaop
Cireder, by wedt 5 atee anavesome

o the batrlefield,
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SHADES OF DEATH

VAMPIRES

You will undoubtedly want to devote a great deal of attention to these dark
creatures as they are the generals and heroes of your army. They are unique
figures which give the painter an opportunity to show off all his skills.

: Necrarch Virmrive
v i Faprreil,
Rl s bown seveed ow the boorer angd Zoneble anlh.l'Jrg fo pignally tie fhe Neceaech Lesid s force fngetien R A PR LS

NECRARCHS

Vecrahol Virrnhire Cotend

The Necrared Vasspire's glein bos bewes
pariritead with @ dighe peeepde fome fo
represent iy witbered ek,
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SHADES OF DEATH

BLOOD
DRAGONS

Hleaoud Divagrem Beabvle Stonaband

A Blewadd Divgears eotmited on @ Wikged Yightery

Winewd Lhvaigon Vamping

Blewisd Dirvighermg ave covered in armoir - ebvfacrreent WArh parions metal colinirs or olarle Lo e fidpe roed aenad Bk

e
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SHADES OF DEATH

LAHMIA

To paint the skin on
our Lahmian Vampires
we have wused a
mixture of Skull White
and EIf Flesh.

The baprers of s Ladwiies avmy e been pabeted with symbols wiich anein Lathrervicers Veenfiire

VON CARSTEINS '

The deathly palour of this
von Carstein Vampire s
created using @ base coat of
Ghostly Grey  highlighted
with Skull White,

Bilerck aral redd fveaiow Bever tsoef B0 Mrk thix tvan Carstofn Cound g0dth e Crrave Criugrd

STRIGOI

A wide variety of earthy
skin tones can be

used for the skin of
Strigoi vampires.

The Mrrigod do maf wear clothes or ornamerts, Their armies will rarely displeny o wniform colour sebeme Srriged Vampive
bt reither A ds sharmihofic bordes, By an 'r.-fdrrrg priemary celcrirs el _\'Hck!ng 1) mﬁb_p BRSOt
can shll plve soone colerence fo the army. Sasing iz @ilso o good ey o de s,




SHADES OF DEATH
UNDEAD CHARACTERS

Vampire Counts are by no means the only beings who have the ability to summon
up Undead hordes. Necromancers and Wraiths can also lead the regiments into

battle. Like the Vampires, these individual figures are the a.huwpiems of an
Undead army.

Heinrich Kemwler, the infamaous bichemasier Nerrama T

Bawnshow

Tive Black Coock & o lirge and impressive plece. With models of iy size. 8 is better o Tin
sevtfimy f the model sepuarately before gluing them together
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SHADES OF DEATH
MINIONS OF THE UNDEAD

Vampire Counts summon creatures from the world of the dead to do their bidding. '
Fell Bats, Dire Wolves and Bat Swarms look good painted in naturalistic dark feral
colours and Spirit Hosts stand out on the battlefield painted grey and white.

'«'ulru'.l i Flvasd

Bt Seevremis ol Fedl Beis Dire Wl

By making wie of the mosstee range of Gasees Wowkebop seodfels 0 sowry characierinud Dndecd Brefrire thberme wues inseieed by Mask Bedforad s
BNy e m:x.l't"."_.w.ln'rr enfire  nafeced avmy aroodd | farcific thowe, Thibe Forribioy _.fgl.:'n:r._rﬂr earlier dm fvix sectiorr Nod cly v b wised o
th Coarert af Fterecd Danprtioe by Damide! Tunbridee as on ecamiple. s coabetin eodoger weberre to ey i force, bad 1be whale army s been



SHADES OF DEATH

GRAVE GUARD AND BLACK KNIGHTS

These units will form the armoured elite regiments of your \
force so it is worthwhile putting in that little bit of extra time
and effort when it comes to painting them.

- e o ; P 7 3 i ! iy

The Eivaee (e and Slack Kedghts ore pototed with different metal ool ke faltgrin Metal and Shining Hlatk Kntght Standard Bearor
el fry et thwe agiparence of ancéent ssapons and armcone Red and black were also weed to unify e models

Precirtdy powvarted g Eerpive mredeicitiines, conitiinting them with the Teved of dercedl Ee Beeg mcadeflodd on the flgrres' Bases. Even the mevement
ritrge of Undead modeds, Ciee of fbhe more wigeer dadogy v By e of trayd. o been textured awith saned ond locked o omatch the
Flagellents as the Spieit Host. Danicl's srmy alvo benafits from the frigh reirifurcing e armn s unifled appesrance
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THE BONE LEGION
OF LORD DRAKO HARKON
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SHADES OF DEATH

Lord Drako Harkon leads his Blood Dragons and the Legions of Death in an assault against an Empire army
which has been hastily gathered 1o repulse his attack. The whole of the Undead army looks resplendent with
each of the Skeletal regiments displaying their Blood Dragon banners. The blick, red and gold colour scheme
is carried throughout many of the units to tie the army together as a single united force




SHADES OF DEATH

TERRAIN

A good way o add wo the atmosphere of vour army is to
make eeriec buildings and forests o set the stage for
your bartdes.
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SHADES OF DEATH

SHOWCASE

On this page are some superbly painted and converted Undead miniatures. They
will inspire you to have a go yourself.

Chris Smarr hos  painted this
madel of Manafred vorn Carsiein
teith o definite Bloodied feel, He
Bein created the appearance of a
Virrmprive cofan b fust fedd qfter o
savage battle by addivg e mbile

areciunt of Rioed Red to the fiogs,
fips and  swoed,  Mannfred's - pale
sletreetroger pls orvalisg |rrflrg @ base

Shadow Grey bighlighted with  Skudl

Whire

Banghee puririod by
Martin Fovtili

Blowsdd Divaggrin Ratdle Stangdond
poriretead By Dave Thomas

Vi €ersiedn H’rmlrrfu' Leéihpriiarer 'riwr.lprn_- Bhgletven wairriciry
parinted by Kivaten Michelbairgh parirified fry Marrise Foatin ceanmerdesd By Dave Andrewes

Crrerew Gimared
Hatrtle Secvnodarel
[inbed by

Ty Heye

Wamnfrire Lovd, Antoine vom Carstain,
Comperted by Mark Harrison g padnied by foe Hil

Blod Dvapon Lord converted by Mark Beolford



UNHOLY ARTEI]

In this section the common magic items are listed first (sce page 154 of the Warhammer rulehook for a
description), They are followed by a list of Vampire Counts only’ magic items. These items can anly he
maodels from this book and must be selected within the

all the rules for magic items presented on pages 152-153 of the Warhammer rulebook also apply to the ‘Vamps

Counts only’ magic items,

COMMON MAGIC ITEMS

SWORD OF STRIKING 30 points
Wedpon; + 1 'l Hir,

SWORD OF BATTLE 25 points
Weapon; +1 Arnack.

SWORD OF MIGHT 20 points
Weapon; +1 Strength

BITING BLADE 10 points
Weapon; -1 armour save,

ENCHANTED SHIELD 10 points
Armour; 5+ armour save

TALISMAN OF PROTECTION 15 points

Ftlistruen; 64 Ward save

STAFF OF SORCERY

Arcanc: +1 o dispel

50 points

DISPEL SCROLL (one use only) 25 points
Arcane; Automatically dispel an encmy spell,

POWER STONE (one use only) 25 points
Arcane; +2 dice 1o cast a spell.

WAR BANNER 25 points

Banner; + 1 Combar Resolution

MACIC WEAPONS

FROSTBLADE 100 points

Tz blacle of blue fce-steel is bownd with such deadly spelis
that f1s towch will suck the soul out of its viceins bescly cined
freeze their beart.

Armour saving throws are not allowed against the
Frostblade. Ward saves can be taken as normal. For every
unsavieel wound caused by this sword, the victim must take
a loughness test to resist its magic. IF he fails, he is killed
eutright (remember that a 6 is alwavs a failure). I the victhn
passes the test then he suffers damage from the blow as
noemal.

BLOOD DRINKER
Vampires only,

Lrvery time the bearer of this betnous sword kills a living
credture the blood splattered on the blade is absorbed and
ibe fife force of the victim is used to revitalise its Undead
EMErET

50 points

For cvery model killed in close combar the wearer
immediately regenerares one lost Wound. This cannot tuke
the chamcter's Wounds characteristic above it initial value,

points limitations set by the army list section. Note

C

BLACK AXE OF KRELL 50 points
Can't be chosen by Necrarch or Lahmian Vampires.

When the Black Axe bites into flesh it leaves bebind shards af
Black metal that stowly eat their way 1o the victim's beart,

The Black Axe of Krell is a Grear Weapon and follows all the
rules for normal Great Weapons. Also, any model which
suffers 1 or more wounds lrom the Black Axe must moll a D6
at the start of both its own and its enemy’s Mayic phases lor
the rest of the game. On a roll of 1 or 2 it suffers 1 more
wound with no armour save allowed (3 Waed save can be
taken as normal).

SWORD OF UNHOLY POWER 40 points

the Sword of Unboly Power brins with magical power
which may be dravn upon by & disciple af the black arts.

For each unsaved wound caused by the blade the player may
immediately ger a magic dice. This dice is added o his pile
of Power or Dispel dice in the fillowing Magic phase,
tdepending on whether it is his own turn or his enemy's)

TOMB BLADE 35 points

This evil weapon entraps the souls of those it cleaves,
binding their busks in servitude to the blade's master

The full powers of this sword can be used only when the
bearer has joined a unit of Skeleions or Zombics, otherwise
itis treated @ 2 magic weapon with no particular power: [If
the wiclder slays a model with gnly 1 Wound on irs starting
profile with the Tomb Blade, then one Skeleton or Zombie
is created in s place, Models created by the Tomb Blade are
adeled o the unit which the bearer is in, armed exactly like
the other rank-and-fle models in the unit The Vicory
points value of the unit is unaffected

ASP BOW

Lahmian Vampires only.
Exbumed fram the sands of Khemri, this weapon found its
wety to the balls of Quween Neferata, Its arrows are Hke
patsonous serpents which eagerly seek their letrget s beart.

Range 24°. The bearer can pick any target it cm see
{including a character/Champion in a unit, 2 wiar machine's
crew, a chariormonster rider etc), but if he uscs this special
ahility he suffers @ -1 to hit. Note that the normal -1 modifier
for shooting at a single model doces not apply (but other 1o
hit modifiers do apply) and a character/Champion -cannot
benefit from the “Look out Sirl” rule. Hits are resolved ar
Strength 4 and count as Polsoned Attacks.

SWORD OF THE KINGS 25 points
Wight Lords only. .

30 points

This accursed Blade thirsts for the lfe force af it5 enenies, E .

Ihis sword scores a Killing Blow on thie result of a 54
o = i - ]




IC ARMOUR

NG HELM 50 points

with images of the screaming faces of toriured
- this corrupt ariefact constantly emits a chilling wail,

rives 4 6+ armour save and may be worn in addition o
normal armour, The wearer also causes terror

ARMOUR OF BONE 50 points
A product of aucient and hidsted sorcery, this constric
offers considerahie protection to Dncdcd wizareds,

Gives 4 5+ armour save and may be cambined with other
cquipment. A Wizard can wear this armouwr without losing
his ability 1o cast spells. When the wearer fails his first
armour save (or if he's wounded By an attack against which
he cannot take an armour save af all), the armour crumbles
v chust and is destroved, but the wound is jgnored.

THE FLAYED HAUBERK 30 points
Can't be chosen by Necrarch or Lahmian Vampires.
The design and dark red cofour of this armour make the
wearer disturbingly similar tn g walking fTayed body,

L+ armour save, This cannot be improved by any means

THE CURSED

SHIELD OF MOUSILLON 25 points
Can't be chosen by Necrarch or Lahmian Vampires.

Bretonnian legends speak fn contempt of these acctrsed
shields which carry the symibol of the Black Grat! and were
used by the Unboly Knights al the Battle of Mousiiton.

Gives a 6+ armour save and may be combined with other
equipment normally. One enemy in buse contact (bearer's
choice) loses 1 Atack

All Bretonndan Kndghts and Characters bate the model
carryving the shicld

TALISMANS

THE CARSTEIN RING
Von Carstein Vampires only.
An arncient beirloom of the twisted reigning bouse of
Splvanie, this ring is knoumn to wake o Vaompive careving it
ainast tpossible to il

104 points

The model has a 4+ Ward save and the Regeneration special
rule (sec page 113 of the Warhammer ruleboodk),

OBSIDIAN AMULET 45 points

The dark energies of this potwerful ftem swrround the
wagrer and deflect enemy spells and magic weapeons,

9

er has 4 4+ Ward save against wounds caused by
WEAPONS, Flpi:ll& o indesd any form of magical anack,
m the ring conlers Magic Resistance (1).

ﬂﬁm DAMNED 35 points

draws mbﬁ‘m'isﬂig energies. from the spivits
within the Crown, but ai times ibeir eternal

WRISTBANDS OF BLACK GOLD 30 points
These ancient ornamenis are capable of deflecring arromws,
derts and bullets divected against the bearer

3+ Ward save against missile fire of any kind {including hits
froom war machines, template atnacks, magic missiles, etc).

RING OF THE NIGHT 30 points

This magle fewel bas the power 1o draw a cloud of
concealing darkress aronund the bearer

5+ Ward save.

THE GEM OF BLOOD
One use only,

An anctent relic from Nebelbara, ihis cursed gent is
extremely dangevows for the bearer's opponents, bt it is
said that it will evenrtually be the undoing of ils masien

25 points

When the wearer suffers its first wound in close combart, the
gem is activated. Roll a dice. On a result of 24, the wound
is saved and rebounded on the model who caused iy, with
no armours saves allowed, On a result of 1, the wound is not
saved and the bearer suffers 1 additional wound, with no
armour saves allowed.

ARCANE ITEMS

POWER FAMILIAR 50 points
Can't be chosen by Blood Dragon Vampires.
A Poiver Familiar attracts rawe miagic poiver fo §88 demer:

The Familiar adds one dice to both the Power dice and the
Dispel dice pool of the bearer's side.

STAFF OF DAMNATION
Bound Spell, Power Level 4.

The Staff of Darsation containg a powerful spell that fills
fhe indead with renewed vigonr,

40 points

The bearer can refease the powers of the staff once in cach
of his Magic phases, All Undead units within 12" are affected
by the Hellish Vigour spell (see puge 59)

Roll a D6 each time the Staff is used. On a eoll of 1, the Staf
is temporarily exhaosted and can't be used again that baetle

SKULL STAFF 40 points

The Skull Staff conslantly whispers to its bearer, revealing
the secrets of magic.

At the beginning of the bearer's Magic phase, the enens
must reveal all magic tems carred by each one of his
madels within 127 of the Skull Seafi"s bearer.

I addition, thanks o the wise advice of the skull, after the
bearer has rolled on the Miscast table, he can choose w
re-roll the dice, The second result applics.

WARRIOR FAMILIAR 30 points
Can't be chosen by Blood Dragon Vampires.

A Warrior Familiar accompanies ils master ane [ighis &
prratect bim, This magical bodygiard wsually lakes the
Sorm of a diminutive warrior ar & SRy smonstrons cregians

Ar the heginning of the Close Combar phise, before bloss

Jearg dteuck, the Familiar inflicts one Strength 3 hit on o single

mﬂdt‘.l chosen by the Wizard from among those in bese




BOOK OF ARKHAN
Bound Spell, Power Level 3.
This terrible book is said to bave belonged to Arkban the
Black, the greatest general of Nugash's armies in ancient
Nebelbara. It still heas the power te stir the Undead. Silling
therm with unmatural vigour,

25 points

The bearer cun release the Vanhel's Danse Macahre spell
contained in the Hook once per Magic phase like an
ordinary spell. No power 1s necessary o cast the spell as the
Book provides all the power requined

Roll a D6 each time the Book is used. On a result of 1 its
powers are remporarily exhausted and the Book cannot he
used again that bartle.

BLACK PERIAPT 15 points

This maleficent fewel bas the power to trap the winds af
Amethyst magic and accumudate them for its bearer or his
ford, to uge

The Periapr allows the bearer to save one unused Power
dice or Dispel dice ar the end of any Magic phise and store
i, o add it to his side’s dice pool in the next Magic phase.

SPELL FAMILIAR 15 points
Can’t be chosen by Blood Dragon Vampires,
A Spell Farmiliar memaorises a spell on its master's Behalf

offering fts master a betrer chaice af deadly speils to
unleash dn battle.

Ihe Familiar's owner knows one more spell than he is
normally allowed. This does not increase his magic level,

ENCHANTED ITEMS

ROD OF FLAMING DEATH
Bound Spell, Power Level 4.
The Rod contains a stiister spell af desteuction which takbes

the shape of a flaming skull that burtles againsi the enemy
with a fond and terrifping scroam

50 points

The bearer can cast the Rod's spell once in his Migic phase,
The spell requires no Power dice to cast.

A flaming magle missife with a moge of 24" and causing 134
Strength 4 hits spews from the swlf A undt tuking at least
nne caswilty must take a Panic test,

CURSED BOOK 50 points

1ris feme twas written f the mad Necromancer Heer'ale
fraein, seeiel to be the mast depreaved man (o bave cver loed,
His vileness radiates from the Book, dretining fife and
energy from alfl Hving beings

All enemy models within 6" of the Book's bearer sufier a
-1 penalty on their rolls o hit in close combar

CLOAK OF MIST AND SHADOWS 45 points

This cloak endows the wearer with etbereal form. Free Sream
the bond of bis material body, the tndead is free to move
throngh solid matter like a ghost,

This item cun be used anly by models on foot. The wearer
is Ethereal for the entire game (see page 28). He may cast
spells in this form, but cannot use missile WEL[HINS NOT
strike hlows in dlose combat, except against other Ethereal

CRCATUTES,

TALON OF DEATH

The towch of the Talon of Death leaves its victies
driedd busks

All enemy moxdels in base contact with the bearer of ¢
Talon of Death auwtomatically suffer 1 Strength 5 hir at the
end of cach of the bearer's Movement phases.

Il a character riding a mon stericharior is rouching the bearer
then both rider and the mounticharion suffer 1 Strengeh 5
it

CASKET OF AGES 25 points
Bound Spell, Power Level 3. One use only.

The Casket I said to contain the reeemnitified band of the
Suprente Lovd of the Undead,

The Casket may cast its spell once during the battle. The spell
requires no Power dice o cast all the power required is
provided by the Caslen imself

When the Casket's spell is cast, a model in base contactwith 3
the bearer (thosen by the bearer) suffers one wound. N 1
armiour save s allowed, If the wound is not saved, the vietim 1
must also take a Toughness west or die immediately, with no E
saves allowed whatsoever, not even Ward saves,

MAGIC STANDARDS |

HELL BANNER 65 points

Ericrusted with the filth of ages the Hell Banner inspires
barror i the bearts of all those who gaze apon it

All models in the unit cause terror. Remember thar all
mirdels in this unit will cause fear in fear-causing madels.

BANNER OF DOOM 50 points

The Undead warriors carrying this ancient icon of death
are fnvigorated by its power and can rise ageain to refoin
the ranks afier baving beer shot denent by the enenty,

The unit has a 5+ Ward save against normal and maglcal
missiles.

BANNER OF THE BARROWS 45 points

Worven from the wind and cold, the cbill of this barner
tavches the bearts of those who stand agatnst its bearers,

All Wighes (Grave Guard, Black Knights and Wight Lords) in
the unit carrying the Banner will hit the cnemy on a 34,
regardless of relative Weapon Skills or any other modifier.

SCREAMING BANNER 40 points

Fren the bravest warriors tremble ar the thought of fighting
the unit carryving this tervifying Banner

Enemy unirs taking a Fear test caused by the unit Larrving
this Banner must roll one cxtra dice for their est and
discard the one with the lowest result,

BANNER OF THE DEAD LEGION 25 points.

Ihis banner wiakes the enemies see the Undeed they are
fighting as a numberless, unstoppable borde

Trear the unit carrying the Banner as if it had 1D6 higher
Unit Strengrh than it acally does. Roll each time vou need
o caleulate the Unit Strength, The result applies only for
that phase (Movement, Magic, et} and vou will have 1o roll
mgain in other phases when needed,



BLOODLINES

When selecting your army, choose a Bloodline, AN Viempires in an army belong to the same Bloodline. The
Jollowing special rules apply to all Vampires of the same Bloodline, as explained below. These include bonuses
and penalties that cancel each other out and so they don't influence the points value of the Vamipires,

In the following pages you will find move powers that can be bought for your Vampires. You cannot biy
mnltiples of these powers for a single Vampire, but different Vampires in the same arimy can bave the same
powvers, The points cost of these powers adds to the cost of the magic items chosen for the Vampire and is
limited by the meximun amonrnt of points the Viampire can spend on magic ftems (see the appropriate entry
in the army list).

VON CARSTEIN BLOOD DRAGON

Vion Carstein Vampires are the archetvpal Vampires ol * +2 to their Weapon Skill

the Old World. Vampires' ¢haracreristics and options * Losds and Counts auromatically wear full plate
in the army list are hased on them, so-they don't get armour 4+ armour save) and can cast spells whilst
any additional special Bloodline males wedring armour, but they gencrate one less Power

dice than their Magic level in their own Magic
phase. They generate Dispel dice as normal
The T

NECRARCH

= +1 roghe toral rolled when trying 66 Cast a spell.
* Thealls can ase Arcane itEmns”

ragon with the highest Leadershipina
gimiusy always issue challénges and must always
'L'pl__EPET11}' challenges if possible.

= Chanot choose any mundane weapons or armm:r

: -. T,‘g_‘.m.ghur Weapon hk!;bk jﬁ' -g" i 53 STRICOI

- Lﬂrr’fﬂand f.mmr.i have +1 Awack, arg affected by
Qﬂnm_d {even being lmmune 1o Psyvchology) and
,g Chave a 5+ Wiird save due o their great resilience
‘1- Thralls hiwe +1 Attack, are affected by Hawred
(even bring In ne o Psyehology) and have a 6+
ard save their g gredt resilience

not EhDQﬂEiﬂtfmulHlﬂnL WEADONS OF ArMOour

their Tnitiative’
1 mm in ' base contact with one or mon
Lahmia Vampires suflcr 3 -1 w their Leadership
ut which Ld value the model would use (its
he General's, t_'l:ylml reduce that number

ol choose any Iiﬂ#tl]illt‘ WEAPONS OF Armour
their Weapon Skifl,

PEy




VON CARSTEIN'

SUMMON BATS 65 points

The Vampire produces a bestial bowl that awakens
dark creatures and beckons them to bis aid,

Once per game the Vampire can use this power at the
start of one of his turns. He can choose w ﬁummun
cither a Bar Swarm (one base) or D3F1TEell Bas.
Immediately calculate the Victory points value o ﬁ?&
new unit. The unit can enter from any wble edge in »
the same way as a unit that had pursued an encemy off A
the ficld (see page 76 of the Warhammer rulebook).

CALL WINDS 55 points
Ihe anger of a von Carstein is so powerful that even
the sky reflects i1,

At the beginning of each of his rarns the Vampire can
decide nor to move in that Movement phase and
attempt 1o call winds. Roll a dice: on a result of 1
nothing happens, on a 2 to 6 the Vampire summons
a wild storm thar will last until the beginning of his
next turn. If he is engaged in close combat, wounded
or killed, the storm ends immediately, The storm
alflects the entire barnlefield. All shooting is at -1
hit. All Aying movement is impossible and flying
ereatures have o use their ground Movement value,

G
WALKING DEATH 35 points®
So powerful s the unboly presence of the biy%ﬂﬂ‘
that mere mortals are forced o flee tn terror
The presence of one or more von Carstein Vampires

with this power in a combat adds +1 1o their side's
combat resolution,

SUMMON WOLVES 25 points
These beasts are slaves to the implacable will of the
vt Carstein blood.

Once per game, the Vampire can use this power at
the start of one of his trns o summon D3 Dire
Wolves. Immediately calculate the Victory points
villue of the new unit. The unit can enter from any
table edge in the same way as a unit that has pursued
an enemy off the field (see page 76 of the
Warhiwmmer rulehooks,

AURA OF DARK MAJESTY 25 points
The vom Wﬂs are the most authoritative of the
Vaarmprires, the best generals among thelr kind,

If the Yampire is the army's General, the normal
range of 12" for his troops ta be able to march and
use his Leadership is extended o 18"

WOLF FORM 20 points
the Vampirve can change bis shape lo that of a wolf,

The Movement of the 1'n.|.|:1'1|'}|1'4:- is increased m 9 as
png as he is movin




& BLOOD DRAGON

RED FURY 30 points |
The Vampire enters the mélée as be bas always done in centuries

st with a savage and unstoppable bloodlust. He won't stop wntil

all bis enemies fie dead on the ground,

The Yampire has + 1 Artack

BLADEMASTER 30 points
frained by the best swordsmen of different periods and culiures,
a Rlood Dragon Vampire can easily deflect the blows from bis
fny enemies

'he Vampire can choose one model in base contact with him at the
beginning of the Close Combat phase, The chosen model will lose
one of his Artacks, chosen by the Vampire if he has different kinds
of attack (for example, from  rding beast, bite artacks, etc)

HEART PIERCING 25 points

Uging a combination of greal strength and amazing speed, it is
casy for the Vamipire to create a gap in bis opponernt's guard

The Vampire can re-roll missed close combat attacks in the first
round of every combat,

MASTER STRIKE 25 points
S0 strang is the ford of the night, that a well-placed blow from bis
sward can sever a limb or decapitate the toughest opponents,

I'he Vampire has the Killing Blow special rule.

STRENGTH OF STEEL 15 points

Such is the Vempire s martial prowess that be is able to strike ai
the precise moment when it will cause the most carnage

The Vampire has +1 Strength the turn he charges.

HONOUR OR DEATH 10 points

Many movtal chamfrions regret their rash pride after the valianl
challenge they issued is accepred by a creature whose eves are the
eves of death itself,

Ar the start of a challenge, the enemy character selected 10 take on
the Mampire must take a2 Leadership test before any blows are
..v“{a charmcter Immunc o Psychology is also immune 1o this
If the test s failed, the cnemy character will change his
Land l;.l;k!'himhq_ redr ranks, refusing ro fight the Vampire (see

E ﬂ?;f.ﬂimngv' on page 99 of the Warhammer rulebook),
i € tombar will proceed as normal, with no challenges
that turn and the Vampire will be free o fight againsi

mbdels he is in contact with.




NECRARCH

NEHEKHARA'S NOBLE BLOOD 45 points
The only thing the Necrarchs could take from their land was their
necromantic fore, These secrets are found in the cursed serolls

hidden in the lairs of the oldest Lords of the N Necrarch family. f

I'he Vampire has one extra Magic Level. A Thrall with this power is i b
a Level 1 Wizard in all respects and can be the army’s General & 3

- o i 4 = -

THE AW%hN ING 25 points

The Vampire can sense the remains of long-dead warriors and
dteaken them to bolster bis unboly ranis

Whenever the Vampire casts the Necromantic spell fmvocation
of Nebek (see p. 58) he can add +D3 to the ol number of O
Skeletons or Zombics created. For example, if he casts a
Level 2 lnvocation, he can raise 21364+ D3 Skeletons, 1

DARK ACOLYTE 25 points |
Even the lowliest Necrarch follows the fong and dfﬂu eli
peth of the Necromancer,

[he presence of the Vampire on the bartdefield adds one
P I

dice to the plaver's pile of Power dice (no effect on the
Mspel dice).

® s,

= - 5 8 ! ..
UNHOLY CYNOSURE 20 points
Ihe Necrarch can focus bis power inteo la different g |
nlane to forsee the future and change the present.

Ince per game, the Vampire can re-roll ane of
the dice rolled to cast a spell. This can be used
o megate a Miscast result or could cause an
rresistible Force resule

* oy

MASTER OF
THE BLACK ARTS 20 points

Vho can match the magical ability of
recture so ancient that its teacher mieht
been he Crrear Neoromancer Bbimself?

he runge of all spells cast by the Vampire

v 6", This power won't affect spells !
ike Fleand of Dust) nor the m;..:'._ ii'peli'i":f
aund spell items, e :

FORBIDDEN LORE, 15 points

rig must one study to gain knowledge of
¢ netherworld, but time is ng worry. i
" rr'mf: ing schaolar

e Vampire knows one_more
el than he is norm; 4
wvied], This does nonts gl

rizase his Magic Level




STRIGOI

i.

p CURSE OF THE REVENANT 55 points
| So strong {5 the desive for some o continue living
] that they defy death, Buwil this bas a price — the

eternal thirst for the bfood of the living

The Vampire has the Regeneration special rule (sec
page 113 of the Warhammer rulebook),

MASSIVE MONSTROSITY 50 points
Such is the size of some of the more anctent Strigod
that a hime which would kil a normal creature is
hut a mere scratch 1o these giganiic beasis
The Vampire has +1 Wound on his profile

BAT FORM 45 points

Wrapping the power of darkness around bim, the
Vampire metamorphbises into a gioni bl

e model has the Fly special rule

INFINITE HATRED 30 points
The Strigod know no fove; shunned by all, they brood
in their sofitnde vowing death upon all they meet.

The Vampire can re-roll all fafled To Hit rolls

SUMMON GHOULS 25 points
The Vampire bellows a guttural cry which can pe
heard by bis [Tesh eating mitnions, These creatures
are slaves to the authority of the Ghow! Kings.

Once per game, the Yampire can use this power at
the start of one of his turns 10 summon D3+ 1
Ghouls. Immediately calculate the Victory points

value of the new unit. The unit can enter from

any table edge in the same way as a unit that had

pursued an enemy off the eld (see page 76 of
the Warhammer rulebook).

IRON SINEWS 20 points
After death the Vampire's muscles grow far
Ereater than they ever could bave in bis
mortal life. The Strigoi becames a beast of
pure muscular power,

The Vampire has +1 Strength on his
profile,




LAHMIA

SEDUCTION 55 points

How can a mortal resist the lure of a creature who beas
freved on warm blooded males sinee the dawn oof timpe?

At the beginning of the Close Combat phase select one
model in base contact with the Vampire. The selecred
muodel must tike 8 Leadership rest, 1F the test is- failed. the
vicum is controlled by the Vampire player in that Close
Combat phase. The model will direer s artacks agiinst his
ot sicle. The model cannot be aracked by either side in
that Close Combar phaze but, after combat resolution has
been worked out, he reverts immediately 1o the ariginal
plaver’s control and can therefore use his Leaclership for
any Break tesis aned can be broken and pursued as normal
If the model has no friendly models in Base conacr, it will
count a8 heing dominaed (sec the Domination PO
below). See the extra rules on Seduction below:

DOMINATION 40 points

The eves af the Vampive dre o deep s in wbich a
mortad cam find bis doom, L

At the beginning of the Close Combi phase select ane
model in base contact with the Vampire. The selecied
model must take a Leadership rese 17 the test is Failed, the
victim cannot ttack in thar Close Combat phase and 2l
artacks directed against the victim will hi aurcmatically, See

the extra riles on Dominaton below, ; iy - zil'.
The Vamgive is so beaurifil Hpeiten mire m

QUICKBLOOD 30 points  fight immediately disappears before ber
s it possible to dart aside and avold a cannon beall? Is i Al the beginning of the Close Combat pl
posstble to grab an arvaw in fTght with one's hand? muodel in base comact with the Vampi

r
model must take a Leadership rest If the pes
victim cannet attack in that Close Comb

Fhe Vampire has a Ward save of 54

extra rules on Transfix below
INNOCENCE LOST 25 points e
These decepifve creatures look so inoffensive  and BEGUILE m pﬂiﬂt.‘_'i
tifrerable thar naive enenies fower their defences. What brute wotld dare to attack such a vulierable Feaely?
Fhe Vampire always aracks Brst in close combat. even if
charged. If an enemy has the sume power because of a
magic item or spell, hits are resolved in order of Initiagive,
If the Vampire and her enemy have the same Initiative. roll
A dice o decide who attacks first,

At the beginning of the Close Combat phase select one
model in base contact with the Vampire, The selected
model must take a Leadership st | the st is failed. the
victim canmu attack the Vampire in thar Close Combat
phase. See the exira rules on Beguile below,

Seduction, Domination, Transfix and Beguile.

Madels wirich are Immume to Esyehology (frensied, Unbreakable, erc) are immsing to these Potvers.

If & Labmian Vampire bas more than one of these powers, the selocted model must take a test for the most expensive
power first. If the test is passed, the selected model must take the next most expensive rest, and so on If the test i
fatled, the model will be affected by the power and the Vampire can choose arother model in base contact i take the
next most exponsive test, and su o Jt follows that g mode! cannot be dffected by more than one of these powers ai
the same time. If a model is in base contact with mare than one Varnprive, only one Vampire can use any of these
Pottrs against bivn in each turn (Labnicirs are o fealous Tot!),

Ini the cese af charfats, ridden monstersicharios and similar madels, take the test using the best Leadership value
available. If the test is failed, the result will affect the entire model (crew. steeds, monster and riding character),
Impact bits are applied bofore these tests are taken.

Challenges are issued and accepred before these tests, and if the Vampire is involved n a challenpe she can only use
these powers on ber oppowent, In this case u charviol s crewe-and steeds weiild be allpeed o exchange Blows with the
Veempive's wnit, even if the character riding in the charior bas beew seduced, dominated vtc.

57
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ymancy is the magic of the past, of withered flesh
"and faded times. It is similar 1o Amethyst magic, of
which it’s a somewhat corrupted version. Amethyst
wizards draw upon the powers of the afterlife, b
their philosophy sees death as a universal rule that all
mortals, including themselves, are hound by,

|
|
|
1

generate it randomly,

ACK ART

Ity the Necromancer, on the other hand, magic is a
way to cheat death and achieve eternal life.

Vampires and Necromancers can choose cither to use
spills from the list below or from the Lore of Death
{page 151 of the Warhammer rulebook).

NECROMANCY

To randomly generate a Necromantic spell, roll a D6 and consult the chart below, If vou roll the same spell rwice for
the same Wizard, roll again. A Wizard may automatically substitute one spell for Invocation of Nebek if he does not

D6 Spell Casting Value
1 Invocation of Nehek. . ............ 3+7H114
2 HandofDust................0000u.. T+
3 HellishVigour ................ . S 1
4 GazeofNagash............. ST 8+
5 Vanhel's Danse Macabre . .. ... ........ 9+
6 CurscofYears.......... AT o 10+
[ INVOCATION OF NEHEK Cast on 3+/7+/114 * Can be cast o create a new unit of Zombies or

|I Burfed deep within the earth of the Old World lie the
| bowes of those who bave fallen in countfess bertles,
| Unidead wizard can atwaken these warriors from their
E rest to serve bim in an unboly afterlife.

This spell can be used in three different ways — 1o add
miadels 1o ian existing unit, to create a new unit or to
restore Jost Wounds to @ model. In all cases, it has a

18", The caster must declare il he is using the
existing unit {declare arget unit), 1o creme a
it (declare whether Zombies or Skeletons) or to
. lost We nds (declire target model)y, as well as
Nalue he is amempting (3+. 7+ or 11+),

‘he rolls the dice 1o cast.

p the Casting Value chosen, the more effective
g&t!! of the spell if east successfully (see

ﬂ:m thi; spell can be cast only once per Magic
; mnﬂl!lﬂ.ltr and not once per Casting Value.

n be cast to add new models 1o an existing unit of
=5 or Skeletons. If suceessfully cast, choose one
bics or Skeletons (even if engaged in close

id then measure the range 1o it If the unit is
the spell adds D62D6/3D6 models to the unit
dice for Zombies), depending on the

ey dake the W

sen (see the tble on the right). The
armed and equipped exactly like the
in the unit. Note that this q:hmke the

Skeletons, If -uuL5.-sIFth cast, choose any point within
18" and place one model on it. Then form the rest of the
models around it The new ounit will consist of
DOA2DG3DG6 models (add +1 per dice for Zombies),
depending on the Casting Value chosen (see the table
below), Skeletons will be armed with a hand weapon
and shield. Zombies will be armed with a hand weapon.
1 less than five models are created, the spell has iled o
work and no models can be placed on the wble. Units
created in this way must be deployved at least | Mr
from any enemy, but may be in any rnrmninn
any direction. Immediately caleulare the Vi
value of the new unit (at 6 points per
per Skeleton) and record it straight

* Can be cast to restore lost
model with multiple ¥
successfully cast, l‘.‘hm
engaped in close 1
it. If the model 3—
Wounds to the ta MII i
chosen, (see the table
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HAND OF DUST
Remains in play
The Undead bas the ability to cause anyibing be
touches to age centuries within g second. As he prips bis
afiporntent tghtly, the victim and all bis possessions are
tnstantly tierned to dust which (s scattered by the wind
of spes

Cast on 7+

Ihis spell can be cast by the Wizard on himsell. It can be
Wizard is in close combar, Once it has
Peen cast, the spell lasts uneil it is dispelled, or unel the
Wizard decides to end it (which he can do at any time),
arempts o cast another spell or is slain

cast even iF the

Whilst the spell is in play, the caster is reduced 1o a
single Attack in clise combar attack hits, the
CIEmy automatically N ArMOuUr saves
allowed (this works exactly like a Killing Blow atack
with the only difference being thar it can affect models
ol any sizr). The enemy can take & Ward save, if he has
any; but if the wound is not saved the model is dead,

IELLISH VIGOUR Cast on 7+
The Undead concentrates on animating the credtures
under bis control, They attack with such speed and
feructty that few can defend against their flurry of
flcrs,

If this

15 killed with

Targer one of your own Undead units within 18" and
which is in close combat, In the next Close Combar
phase all models in the unit attack first, even if they ‘rmvr:
been charged, are armed with Great Weapons and so.on
teven Zombies! This is the only exception o the

Braindead rule), and gan re-roll any missed 15 Hir ruﬂx i

GAZE OF NAGASH Cast on 84
Bevits af Dark Magic leap ﬁm the Undead spelcaster's
eyes. Wherp the beams W mc picrfm; flesh, their
skfn Blgokeris aud E-!I'.l'.'.ﬁl' Slongh el i the
white pleans gﬁaﬁm- is visible Beneth.

_V cister's next Magic phase, models in the a
Q&Wam;:ndmai-f In the caster’s next

#
n’-ru catses them to striche acrosy the .i'}prr.r,!'eﬁil _
speed that even most mortals are unable to matcll

This spell can be cast on a friendly Undead unit that s
within 18", and which is not alrecady engaged in close
combat. The unit can immediately make @ move of up 1o
&" in the made in the
Movement phase (it can wheel, tum, change formation
or even reform)

sAme way as a normal LpEeLY

I'he unit can charge an cnemy within 8" il opporunin
permits and the same rules apply as for 4 normal charge
{except that if the charge is failed the Undead will still
mave the full 8"). A unit thar is charged by means of
Vanhel's Danse Macabre 1o the charge as
normil and must take the appropriate Psvchology tests

CURSE OF YEARS
Remains in play
The enemies of the Undead feel their limbs become
beavy and their bair turns grey, They collapse, unable
to support themselves as death catches up with them

can react

Cast on 10+

The Curse of Years can be cast on any one unengaged
coemy it within 247

If successfully cast, the enemy wiﬁh‘m&ﬁ%tm; Rodl a

dice for ¢ach model in the a e A -m;qdrl will
Suffer a wound on the roll ol _.,:Hﬂ :mmur, e
ﬂﬂ“‘nd_ s. i?"%i = *23 &K

A {}m;'e it as been cast, the spell m in }ﬂs?x'

.x‘*

Wiru dispelled, ttrtmdiﬁlﬁm
ch he can do ar any time), aftempis Mmm

H o s skain. 11 not dispelled, at Mhﬁﬂm@iﬂt

will suffer a wound onoa 44 and %o on. 0 a
minimim of 2+ No armour saves are allowed.




ARMIES OF DARKNESS

The purpose of an army list is to enable playvers with
vastly different armies 1o stage games which are as fair
and as evenly balanced as it is possible to make them

The army list gives each individual model a points
vilue which represents its capabilitics on  the
tabletop. The higher a model's points value the bener
it is in one or more respects: stronger, tougher, fster,
better leadership, and so on. The value of the army is
simply the value of all the models added together,

As well as providing points costs, the list also divides
the army into its constituent units. The list describes
the weapons and optional equipment that troops can
have and occasionally restricts the number of very
powerful units an army can include. It would be very
silly indeed if an army were (o consist entirely of
ethereal creatures or sinister Black Coaches. The
resultant game would be a frustrating and unbalanced
affuir, il not 4 complew waste of time, We employ
army lists to ensure that this does not happen!

HOW THE ARMY LIST
IS INTENDED TO BE USED

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

The list can also be used when plaving specific
scenarios, cither those described in the Warhammer
rulebook, or others, including ones invented by the
players. In this case, the list provides a framework
which the plavers can adapt as
required. It might,

lor example, be
felt necessary
o increase or
decrease  the

" will theref

number of characters or units allowed, or 1o restric
options in the standard list such as magic items or
monstrous mounts. If vou refer to the Scenarios
section of the Warhammer rulebook, vou'll find some
examples of this kind,

ARMY LIST ORCANISATION

The armv list is divided into four sections:

CHARACTERS

These represent the most ancient, powerful and
frightening individuals in vour army such as Vampires
and Necromancers. They form a vital and potent pan
of your force.

CORE UNITS

Included in this category are the most common
Undead constructs that form the countless legions of
animared corpses, as well as the few living creatures
that are part of the Vampire Counts’ armies: Bat
Swarms and Ghouls.

SPECIAL UNITS

Special Units are your best troops and include
powerful Wights and ethereal Spirit Hosts. They are
available to your army in limited numbers.

RARE UNITS

S50 called because thev are scarce compared to vour
ordinary troops, They represent uncommon  ofr
unique creatures, such as the dreaded Banshee,

CHOOSING AN ARMY

Baoth plavers choose armies o the same agreed points
value, Most players find that 2,000 points is about
right for a batile thar w§ll last over an evening
Whatever valug you agré is 15 the maximum
number of poi s you ca fnd on vour army. You
can spend less @nd will pr bly find it is impossible
to use up eveg@last poigl sl 2,000 points armics
be somds like 1,998 or 1,999
wre st i (" points armies for our
cided on a total points
choose your force

poings, bug
purgnscs 3 v




Choosing Characters

Characters are divided into two broad categories:
Lords (the most powerful characters) and Heroes (the
rest), The maximum number of characters an army
can include is shown on the chart below,

Army Max. Total Max. Max.
Points Value Characters Lords Heroes
Less than 2 000 3 0 3
2,000 or more 4 1 4
3,000 or more ] 2 &
4,000 or more b 3 -8
Each 41,000 +2 +1 +2

An army does not have o include the maximum
number of characters allowed, it can always include
fewer than indicated. However, an army must always
include at least one character: the General. An army
does not have w include Lords, it can include all of irs
characters as Heroes if you prefer. At the beginning of
the battle you must choose one of the characters o be
the General and make sure that you let your
opponent know which one it is.

For example, a 2,500 points Vampire Counts army
could include a4 Vampire Count (Lord), a Wraith
(Heroy, a Vampire Thrall {(Hero) and a Necromancer
iHero) (ie, the army includes four characters in total,
of which one is a Lord),

Choosing Troops
Iroops are divided into Core, Special and Rare units.
The number of each type of unit available depends on
the army’s points value, indicated on the chart below,

Army Core Special Rare
Points Valuc Units Umits Units
Less than 2,000 24 (-3 -1
2,000 or more 34+ (-4 -2
3,000 or more 44 (-5 (-5
4,000 or more 5+ -6 ()i
Each + 1,000 +1 minimum +{)1 +0-1

In some cases other limitations may apply o a
particular kind of unit. This is specificd in the unit
entry. For example, the Spirit Host Special Unit entry
is accompanied by a note explaining that a maximum
of one unit of this kind can be included in the army.

Unit Entries

Each unit is represented by an entry in the army list.
The unit’s name is given and any limitations that
apply are explained.

Profiles. The characteristic profiles for the roops in
cach unit are given in the unit entry. Where several

the minimum is usually 10 models,
other units it is usually less, There are exe
viou shall see. -

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

Options. Lists the different weapon, armour and
equipment options for the unit and any additional
points cost for aking them. It may also include the
option 0 upgrade a unit member into a Champion,
While this model vsually has a specific name (the
Champion of a Ghoul unit is called a Ghast, for
example) all the rules that apply to Champions apply
to them (see pages 108-109 of the Warhammer
rulebook),

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

It would be tedious to repeat all the special rules for
every unit within the army list itself. The army list is
intended primarily as a ool for choosing armics
rather than for presenting game rules. Wherever
possible we have indicated where special rules apply
and, where space permits, we have provided notes
within the list as ‘memory joggers’, Bear in mind that
these descriptions are nol necessarily exhaustive or
definitive, and plavers should refer o the main rules
for a full account.

Dogs of War

Dogs of War are woops of other races who are
prepared to fight in your army in return for money,
food, or some other suitable reward. A selection of
such regiments are available as part of the Dogs of
War range of models. The option to include Dogs of
War units is included in the army list as part of the
Rare Troops section.

Some players prefer to play without Dogs of War —
choosing to field armies of pure evil intent, unsullied
by grubby financial transactions. If both players prefer
to field armies without Dogs of War, they sre free o
agree beforehand not to employ untrustworthy sell-
swirds.

Converscly, if plavers wish to add more colour and
variety to their armies then they may wish 1o employ
more of these spectacular units. If both players agree
beforehand, Dogs of War units can be included as
Special Unir choices as well as Rare ones.

ol



LORDS

Lowrds (Vampire Lords, Vamipire
Cotints arnd Master Necromancers)
are amongst the most powerfid
characters in the game.

Remember that all characters in
this army are Undead.

Also renember that all Vamjrires
i your army come from the same
Bloadline and sheve ils unigue
tretits (see pege 52).

t VAMPIRE LORD

A Veampire Lord is so powerful that
be counts as one additional Hero
an tof of the usual Lord choice
(e, a Vamipive Lovd connts as both
o Lowd and e Hero chofce),

UNDEAD STEEDS

Iere are the profifes for the [ndead
steeds ridden by Lovds and Heroes
i the army. Fall rides for these
Creciures dre given on ige 32,

MWSBSS T W I AlLd
Mightinare 8.2 0 3 3 1 2 1 5

Wintped Lo
Nightmare 6 4 0% 5 & 238
Zombie

SR G 3 006 6 1 494

A Eowrhie Dragon cotnls as o Hero
claice dn eiddition o fts vider

0-1 VAMPIRE LORD *rsee side panet) Ptsimodel: 285

M WS BS § T W 1 A Id
Vampire lord 6 & 6 5 5 4 B® 5 10

Weapons: Hand weapon.

Magic: A Vampire Lord is a Level 2 Wizard, He may use cither
Mecromancy or the Lore of Death.

Options:

* May be upgraded o a Level 3 Wizard for 450 pis.

* May ridle either a Nightmare (4 12 pis), which can have barding
(+6 pts); a Winged Nightmare (+175 pis) oor 4 Zombie
Diragon (4300 pis, counts as an additional Hero choice).

* May choose a mix of magic items from the Common or
Vampire Counts magic items list and vampiric powers from his
own Bloodline’s list, with a maximum total valoe of 100 prs.

* ¥Von Carsteins and Blood Dragons may choose either a Great
Weapon {(+6 pis), an additional hand weapon (46 ps), or a
lance (+6 pts).

* Blood Diragons may carey 2 shield (43 pis).

#uA VAMPIRE COUNT

Points/model: 205

M W5 BS S T W I A 1d
YampireCounmt 6 7 5 5 5§ 3 7 4 9

Weapons: [and weapon.

Magic: A Vampire Count is 3 Level 1 Wizard. He may use either
Necromangy or the Lore of Death.

Options:

* May be upgraded 1o a Level 2 Wizard for 435 prs.

= May ride either a Nightmare (+12 prs), which can have
barding (+6 s} or 2 Winged Nighimare (4175 ps).

* May choose a mix of magic items from the Common or
Mampire Counts magic items list and vampiric powers from his
own Bloodline’s list, with a maximum total value of 100 pis.

* Non Carsteins dand Blood  Dragons may choose  either
a Gireat Weapon (+6 ps), an addidonal hand weapon
{+0 pts), o a lance (46 pts).

* Blood Dragons may carry a shield (+3 pis),

MASTER NECROMANCER

M WS BS & T W 1 A Ed
Master
Necromancer 4 33 - Ha SISl S 1 B

Points/model: 185

Weapons: Hand weapon,

Magic: A Masier Necromancer is a Level 3 Wizird. He mav use
cither Necromancy or the Lore of Death.

.Gp!itms:

* May be upgraded to a Level 4 Wizard for +35 pts,

* May ride either a Nightmare {(+12 ps), which can hoove
barding (+6 pis); a Winged Nightmare (+175 ptsk; or a
“Yombic Dragon (+300 pts, counts as an additiondl Hem
chovce).

* May choose magic items from the Common or Vampire Counis
magic items st with 2 maximum o1l valoe of 100 pis,



@ VAMPIRE THRALL *(sce side pancty  Plsimodel: 80

M WS BS 5 T W 1 A Ld
Vampire Thrall 6 6 4 5 4 2 6 3 7

Weapons: Hand weapon,
Options:
* May ricle a Nightmare (48 ps). which can have harding (+4 prs).
* May choose a mix of mugic items from the Commoen or Yampire
Counts magic items list and vampirc powers from his own
Bloodline's list, with a maximum toral value of 50 pis.
* Von Carsteing and Blood Dragons may choose either a Greal Weapon
i+ prs), an additional hand weapon {44 pis) or o lance (+4 pis).
* Mun Carsteins and Blood Dragons may wear light armour
(+2 pis), or heavy armour {44 ps), and may alsa curry a shicld
(+2 pas).

@ WIGHT LORD "tos side punch Potstsodet 60

M wWs BS § T W 1 A 1d
Wightlord 4 4 3 4 4 2 4 3 9

Weapons: Hand weapon.
Options:

* May choose either a Great Weapon (+4 prs), a halberd 44 pis)
or @ lance (44 pis).

* May wear light armour (42 pts) or heavy demour {+4 prsy, and
by abser earry a shield (42 pis)

* My ticle a4 Mightmare {+8 pis), which can have barding (++4 prs}

* May choose magic items from the Common or Vampire Counts
magic items list, with 2 maximum total value of 50 pts,

Special Rule
Wight Blades.

WRAITH Pointsimodel: 90
M WS BS S T wW I A ud
3

Wraith 6 3.8 -3 & 210 o
Weapons: Two-handed scythe (Great Weapon),
Options:
= May ride dn Ethereal Nightmare {+8 prsy, which can have barding
(+4 pts),

* May chouse magic items from the Common or Vampire Counts
mgic items list, with a maximum toral value of 50 pis.
Special Ruales
Ethereal: lerror

@ NECROMANCER ' Pwmmﬂm 65

M Ws BS § T W I A 1d
Necromancer 4 3 3 3 3 2 3 11 =

Weapoms: Hand weapon,

Magic: A Necromancer is 4 Level 1 Wizard, He may use l;:ll;lﬂf
Necromancy or the Lore of Death. S
Options: e "
* May be upgraded 1o 2 Level 2 Wizard for 435 pis. e T
* May ride a Nightmare {+8 prs), which can have bﬂfﬂlﬂg {+=i ﬁiﬁg
% May choose magic items from the Common or Vumpire Counts
; ‘magic items list, wtm a maximum totl mlue of 5t pis,

el

HEROES

Heroes (Vampire Thralls,
Wight Lovds, Wraiths and
Necromancers) ke great
teaders for regiments.

Necromancers and Necrarch
Vamipire Thralls with the
Nebekbara Noble Blood power
cetne be the General of the army,

"ARMY BATTLE STANDARD
e Yampire Thrall (except
Striged) or Wight Lord in the aray
micry carry the Baitle Standard

Sor +25 pis.

The Hero carrying the Battle
Stanelard cannot choose any extra
weapons, nor can be use.a shield,
If @ Hero is carrying the

Batitle Standard, be can bave

any magic banner (Ho points
Fimmir), bt if be carrvies o

miggic banner be cannot carry
iy odber magic flem rior

can be bave any Bloodline
Povers.
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CORE UNITS

Core Units are the most common
snliving wearrtors and ghastly
crecftres theat mctke wh the bull
of most Vamprire Cownts' armies,
There is a wintnm sember of
Core Units that must be fielded,
and this varies with the size of the
ariny (see page 61).

There is nio mdxinem lintit on
the nurnber of Core Units thal can
be fielded.

Remember that, except for Ghouls
and Bat swarms, all Core Unils in
this arony are Undead,

@ SKELETONS Points/model: 8

Skeleton 4 2 2 3

M W5 BS 5 T w 1
F 1
Skcleton Captain 4 2 2 3 3 1

Unit Size: 1030,
Weapons & Armour: and weapon and shield.
Options:
* Any unit may be equipped with light armouor (+2 pts/model).
* Any unit may be equipped with spears (41 pumodel),
= Upgrade one Skeleton into a Musician for +5 pis.
* Upgrade one Skeleton into a Standard Bearer lor +10 pts,
= Promote one Skeleton to a Skeleton Captain for + 10 pes.

@ " ZOMBIES Points/model: 6

M WS BS & T W 1 A LA
Zombie 4 2 0 3 3 1 0 1 2

Unie Siwe: 10-40,
Weapons & Armounr: Hand weapon.

COptions:

* Upgrade one Zombic into a Musician for +5 pis.
* Upgrade one Zombie intoa Standard Bearer for +10 s

Special Rule
Braindead.,
@ GHOULS Points/model: 8
M WS HS & T W I A 1d
Ghouls G R | R SRR SRR (R S e
Ghast - A R R R R e e el
Unit Size: 5-20.
Weapons & Armour: None.
Options:
* Promote one Ghoul to a Ghast for +10 pts.
Special Rules

Alive!; Poisoned Attacks; Scavengers; Fear.

i



o 0-1 BAT SWARM
i M Ws BS § T W I A I1d
Bat Swarm o SR, SO SR SR

Unit Size: 1-5 bascs

Weapons & Armour: None.

Special Rules
Alivel: Flying Unit (10"); Swarm; Fear.

) DIRE WOLVES
M WS BS
Dire Wolf A S

Pointsimodel: 10
W 1 A Id
1 3 | 0

wn
o -

Doom Wolf < T | | I S L
Unit Siwe: 5-20
Weapons & Armour: None,
Options:

* Promote one Dire Wolf 10 a Doom Wolf for +10 prs.
Special Rules

Fast Cavalry; Slavering Charge.

i

CORE UNITS

While packs of Ghouls and Dire
Wolves overwhelm the lightest
enemy troops, bordes of Skeleions
and Zombics shamble forward to
engage the main regiments,
Remember that i¥re Wolves bave
e it Strength of 2 per model
arnd Bal Swerms bave a Unit
Strength of 1 per base, being a
umnit r}fﬂ_’}*ers‘.

Cinly one Bat Swarm can be
fielded in an army.



SPECIAL
UNITS

Sprecial Units ave powerfidd and
retrer Unclead troops,

There is a maximum number of

Spectal Units that can be fielded,

aned this varies with the size of the

drmy (see p. 61),

Both  Grave Guards and Black

 Knights are Wights (see p. 27). gic 4
Mfmiimmrbﬁw #‘“’@'
{ dedd. '“;x

@ GRAVE GUARD

__"_:-@-g;

M WS BS S T W 1 A Ld
Guard R et T Tees S SIS - 1 B
CryptKeeper 4 3 3 4 & | 3 2B

Unit Siee: 10-30
Weapons & Armour: Hand weapon and heavy armour,

* Any unit may be equipped with halberds (+2 pts/model),
, ‘anddor shields (+1 prmodel), .

. UWﬂne,bunrd intey 1 Musician for +6 pis.
e i
3:.' &

. [.Tmnde ane Guard into a Seandard Bearer for +12 pus.

= Promote one Guard 1w a Crypr Keeper for 412 prs.

o A Standard Bearer miay carry a Magic Stndared worth up
16y 50 pits. '

@ BLACK KNIGHTS Points/model. 23
: : MOWS BS 5° T W L A Id
Malge 0 digs 3Gl 4 1 308
Hell Knight A G R R TR TR o T
Nightmare .1!,_. 2.8 3 3 't -1 '8
Uﬂ:m&mm_ M .
.ﬁw&ﬁﬁmf Hmdwea.pnn, lance, heavy armm:r.r-hh:ﬁi.
mmmu&g&nmm - .
Options: - i

* Any unit may be equipped with barding {+z'pwmm'“' adel).
* Upgrade one Knight into & Musician for +8 prs. '
- * Upgrade one Knight mmahmsdmﬂﬂnwfnr#m

* Promote one Knight 10 a Hell Kniﬁ:t Mr g Tﬁr- . '}&T-'




FELL BATS T SPECIAL
e O I.I:l UN ITS

M Ws BS S
Lo

 Fell Bat 40 A2 6 Ihe enemies flee in terror when the
sky is darkened by vast flocks of
Unit Size: 3-10 unliving bats and the battlefield is
¥ Weapons & Armour: None. haunted by legions of phosis.
. Special Rules Remember that Spirtt Hlosts bave a

{init Strength of 3 per bease (page
Al of the Warbammer rulebook)
ctntel Fell Bats bave a Unit Strength
af T per model, being a unit of
flyers.

Only one Spirit Host can be
Sftelded in an arny.

SpiritHost 6 2 0 3 3
Unit Size: 1-5 bases
 Fthereal; Swarm.




Pointsimodel: 90

RARE UN ITS @ BANSHEE

The mcexinmum number af Rare

{inits thet can be fielded varies M WS BS 5§ T W 1 A 1d
with the size of the army Banshee . 6 3 0 3 3 2 4 2 8
{xee pepe 1) :
- : Uit Size: 1
Cmdy ome Black Coach can be
Sielded in an army. Weapons & Armour: Nonc,
All Bere Units i this armey arve : Special Rules
Undead, with the exception of any Ethereal: Ghostly Howl; Single model.
affied Dogs of War regiments.
Famons compernies of Dogs of War
twho bave been rutbless enough ta
sell their swords to the Hving dead _ 0-1 BLACK COACH Pointsimodel: 200
fnclude Golgfag's Ogres, Oglah
Khean's Wolfboyz and other. , M W5 B 5 T W 1 A 1d
warrtors of dubtous morality. Coach B R L s U e A e e
‘ﬁ Wiraith S B ot g R S
” Nightmares B e e N R 5
Umit Size: 1
Crew: 1 Wraith
Drawn by: 2 Mightmares:

, Armour Save: 44
Huglll '%ﬁ;ﬂ_& Armour: The Wraith is armed with a Great Weapon.
. Ward Save 5+; Chariot; Unit Strength 5; Terror; Large
Al Target; Evocation of Death.

DOGS OF WAR Points/model: variable

Pogs of War arve mercendary units which you can bive to
supyplement your army. You may choose a unit of Dogs aof
War as a Vampive Counts Rave Unit,
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Undeath, Throughout histary there bave been HEEERY
powerful Vampives and potent Necromancers, but the
names of a fow of them bave becume infamons fegends,

The follmeing list includes the most famous of these feared
inditlduals. Feel free to expand on whal's bere: work ot
Yevwmre statistics and so an for these chearacters if you went
to include them fn your ganies. The Soltowing pages inclde
Sull details for two characters: Zachartas the Everliving
aned Mannfred von Carstetn, You may use either of these in
youir games of Warbaroner by payivg the points as normeal

Youe do not need to agree with your dffacinent ghont using
either Zacharias or Mennfred as they are balanced for
rcsrmgl Bames. However, l_'.l" you wish foo pse any  new
characters af your own devising, or went to use expanded
versions of the ones on this page, then VOu st qguree with
vonr afonent before the bartle,

VLAD VON CARSTEIN, COUNT OF SYLVANIA

Viad von Carstein was the fiest and groatest of the Vampire
Counts. of Sylvania, It was he who winted the ance human
aristoeracy of Sylvanla with the curse of Undeath and. in so
doing, created an Undead kingdom at the heart of the Fripire
For years he gathered his serength unil his forces were Strong
enough o attempt the conguest of the entire Empire. Then Viad
fought a brilliant campaign against rhe wirring Elector Counts
and almost managed o achieve wotal victore He was halted
the very gates of Alidocf, the capitil of the Empire.

Viad was 3 towering figure of 2 man, with 2 mane of black hair
and. picreing eyves. Those who met him and survived  the
encounter described him as having a feral charm and bring
extremely inrelligent, but with an evil temper that could casily
turn into berserker fury if he was thwarted in his endesvours, 1t
wils saidl that ar such times only his wile Isabella could calm him
without blood being spilt. Isabella was Viad's - most valued
confidinte and the only person whose advice he trusted When
Vind was killed by Grand Theogonist Wilhelm ar the Siepe of
Altelorf, 1sabella committed suicide racher than carry an through
eternity without him,

WALACH, BLOOD KNIGHT GRAND MASTER

This mighty Vampire Lord has hrousghit the curse of undeath o
one of the greatest Knightly Orders of the Empire and built a
kingdom of terror where his will s enforced by immortal
witrrlors, Walach is a proud warror, His word is a bord SUrOnger
than steel and, though he looks upon humans as cartle, if » man
of exceptional prowess and courage citches his eve, he
challenges such a warrior m single combar. Those who impress
him he invites 1o join the ranks of his vampiric knights, Those
wh fail 1o put up o decent fight, Walach will slay withou MErTY.
Now it is believed that Wiilach Is the master of the Blood Keep
once more, and the armies of the dead aee said (o gather under
his banners. Every hundred years the Blood Knights gather at
their Keep m feast, recount their deeds and battles, and rencw
their vaths of fralty o Walach, One day Walach will lead them

ONCE THOTE 10 War,

HE ARISTOCRACY
OF THE NIGHT

This section of the book is devoted to the miightiest Lovds of

NEFERATA, THE VAMPIRE QUEE]
Legends wll of an anclent Vampire Queen whio i .
Silver Pinnacle, high in the Words Edge Mountiin
known as Neferat, which means “she whao is beautifu :
in the ancient tongue of Nehekhara, the land of the Dead. Ar the
heart of the maze of the Silver Pinnacle are situteed her
quarters. Her opulent chambers are an echo of the splendour of
the royal palace in Lahmia, Forgomen rreasures of old, pollen
masks and rare gemstones glitter in the dark, illuminaced only
by the dim light of the silver-coatsd skulls which serve ms her
lamps. Here Neferata lies on #@ divan, drinking the blood of
handsome youths from  golden cups and listening as her
Undead courtlers play harps, pipes and lutes 1 amuse her
Vampires of the Lahmian Sisterhood are her eves and ears in the
outside world and, using the information from their TEPOrs,
she plots and wraves 4 web of intrigue. For the Queen dreams
of ensluving all the Vampires of the known world and returning
tex ancient Lahmia at the head of an Undead army oo reclaim her
throne and rebuild the grear Temple of Blood,

VORAG. THE FIRST GHOUL KING

Vorag was 3 gigantic creature whose hatred for the living and for
other Vampires was matched only by his urge 1o rebuild the fosp
kingdom of Strigos. Legends say that he was ance pursued fnio
the woids of southern Sylvinia by 2 hunting patrty led by Franz
von Carstein, Vorag defeated the Count in single combat and
drank his blood, thereby increasing his already considerahle
powers: Around him rallicd the many tribes of deranged men
inhahiting the forbidding place known as Ghoul Wood in
southern Svlvanda, and soon he ruled over a huge horde of
SCAVEMIZETS.

This unruly force of Ghouls he ok south, crossing the
mountiins it Black Fire Pass and carving a red il across the
Border Prinves. When he reached the Badlands his army
counted many Undead minions as well. Ore and Goblin eribes
were slaughtered in their thousands as Vorag made his way
towards the ruins of ancient Mourkain, but many more
Greenskins descended from the Worlds Edge Mountains oo
attuck the Undead. Vorag's fate is unknown, but according o
the legends of the Strigany he reached his destination and now
rules over the ruins of the anclent capital of Srrigos

HEINRICH KEMMLER, THE LICHEMASTER

Heinrich Kemmler was once a great amd much  feared
Necromancer, until ambitious rivals began o usurp his power,
They neady succeeded in driving the Lichemaster 1o his death
and, although be finally managed 1o beat off his arckers, his
bory was broken and his mingd blasted in the battle, Far LY
yeiars Heinrlch wandered the Grey Mountmins and the Border
Princes us little more than a halfsane beggar, until by some
guirk of fate he stumbled on the tomb of Kreell, a long-dlead
Chaos warrior. Here he struck a terrble pace with the pods of
Chuos. They restored him to his former power and, in return,
Heinrich swore w slay and: destroy in their name, Now once
again the name of the Lichemaster strikes 1ermor into the hearts
of ordinary fulk aned tales of his foul deeds are whispered when
retird throughout the Old World.




e tast and most dangerous of the von Carstein Vampire
wunts is Mannfred, a sobile, devious and weacherous
ividual. Some say he was awake when the von Carstein
was stolen and laid a glamour upon the sentries m
vent them from noticing it While Konrad von Carstein
mged the Empire in an attempt 1o emulate the victories
¢ of the great Viad, Mannfred laid low and studicd the an of
D necromancy. It is said that he journeved as far as the
L Kingdom of the Dead in search of the secrets of unlife,
returning o Castle Drakenhol with g fund of dark lore and
biding his time there untl he felt sure of his power, Afer
Konriud's death he became the undispured miler of the
Sylvanian hosts, but for o full decade he did nothing, letting
the various contenders for the Imperial throre think that
the Sylvanian threat was over, giving them rime o fall o
among themselves, which they duly did.

Omce the Empire was again racked by vicious civil war,
Mannired deemed it time o strike. s Undead legions
criwsed the Sylvanian border in the depths of winter and
mirched through the snows o Alidorf, putting any villagers
they met to the sword and adding them o the ranks of their
army, In the infamous Winter War of 2032 he defeadred
several hastily assembled Imperial armies which attem pred
i block his path. Viaory followed victory and mere
rumours of Mannfred's approach were enough o send
villagers flesing from their homes o freeze o death in the
snow, His [orce reached Alidorf in late winter and he
arrived to find the city bamtlements empry of defenders.

Triumph filled Mannfred. e looked ser to take the
Empire’s greatest city when the Grand Theogonist Kure 1
appeared on the battlements and began 1o recite the Gireart
Spell of Unbinding from the Liber Mortis, Secing his
followers begin to crumble o dust, Mannfred ordered a
hasty rewrear. Although he was probably the most powerful
of the Vampire Counts, his foes now scemed prepared o
meet the Undead threar head on

MANNFRED VON CARSTEIN

" MANNFRED VON CARSTEIN

M WS HS 8§ T W T A Id
Mannfrod 6.7 (%5 5 4 8 20
‘Nightrare 8 200y Aiasss I 5

AManmfred can be talen as a Lovd choiee, buit e will ese

wfy twweo of vour Hero chofces as woefl, Talbing Memnmfrod
ettty as taking o Lord and fwo Heroes He miust be

Mm;{v a5 presented bere dnd no extra :gu!pw

or maglc {tems can be bought for Bim.

H:lntST 6o}

Weapons: Sword of Unholy Power (see page 49) "

Armour: None o

Magic: Mannfred is o Level 4 Wiznrd

Mount: He ridex a barded Nightmare

Special Rules L8
' Bloodline Powers. Mﬂdhﬂ the following powers
from the Carstein Bloodline: Aura of Dark’ Ma.h:ﬂﬁ
Summon Welves, Call Winds,

=l
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Mannlred marched his banered army downothe Relk o
Maricnburg, He intended 1o by siege to the'port, but found
his plan thwarted by the army of Mariénburg and a
company of High Flves who had recentdy established a
tracling colony there. Among the Ehves was the High Mage
Finreir whose awesome power urned the banle against
Mannfred's force at the crucial moment. Mannfred settled
down for a lengthy sicge until his scouts revealed that an
army from Aldorf was st coming up behingd him, He was
forced 1o lifi the siege and flee Back the lengh of the ;
Empire. 5o began a long game of car and mouse, whwe
neither side was entirely sure who was the cat \'Iin.ﬂ-l‘i:d.
army would be whitded away by armies: of lhg_ﬂi'mm
Imperial states and then would replenish itself after a BRI

VICROTY,

Evenmially Mannfred was dm‘!ﬁ!kﬁ inmo the Svivanian
forests. Determined not i make the same mistake as they
had before, the desperate nobles of the Empire sworé a
truce among themselves and slowly but surely begin o
scour the Sylvinian woods. In this task they were aided by
the Dwarfs. Now united, the citizens of the Empire were
relentless, Eventually Manndred wis browght o bacile at Hel
Fenn and cut down by the Count of Sdrland a5 he
atternpred oo flee. His body was lostar the mtcrirédgx: of the
great swamp and was never Tound, For his feat,. Martin,
Count of Stirland, claimed all of Svivasia and added it o his
divymaing, Stce no one else acrually wanted to claim the
accursed land, no one gainsaid him, Thus was coded the
threat of the Vampire Counts, or so it seemed.

Mannfred was by far the longest lived of the Yampire
Counts and rumour hasitthar he spll exists to this presens
day, threatening o returm ‘once more at the head ‘of the
Undead Svivanian armies. Indeed, the poct Felix Jacgar
claims o have encountered him while in the company of
the Dwarf Gorrek Gurenisson as late as 2503, Jacgar
howeever, is & known 'criminal and populist agitator dand the
accounts of his tmvels are highly fnciful, so Serioes
scholars discount the claim. One doubts whether a mighess
Vampire such as Mannfred von Carstein could really be pas
to fight by an outcast Darf, as Jacgar claims. Jacgar's
arcomnt is no doubt spurious so we shall content ourselves
with the known facts of Mannfred's life. As far as this hissos
is concerncd, Mannfred von Carsiein, last of the Vompés
Counts, perished at Hel Fenn. Long may he rest,

J Magic Items

|| EBONY STAFF

The Ebosry Ml aalso enoness as the Black Staff of Undeass
s & pomverfud fool of evll, Mannfred risled ererytbing o
| retrieve di from a Chans servant’s fortress,

| This staff allows Mannfred o cast one spell for free in cat
| of his Magic phases. The spell is cast with a Power Lese
caual to its casting value and can be dispelled normali

CLOAK OF DARKNESS
| This mgrntle bes been enclarsted by Mansfred bissell ans
| 15 one of the smost powerful magical defences ever crosies

1 Ihis cloak provides Mannfred with 4 34 Ward save

7o







lure of the necromantic arts. He
nutelage of Dieter Helsnicht and it
due to this great Necromancer’s influence
s was able (o discover the location of the
; b v tower of the Necrarch lord, Melkhior. His
© . intentions were to sneak into the mwer's crypl and
A e (,= steal away the Book of Nagash which Melkhior had
B ‘afqum:!i during his many vears of unholy afterlife. As
¢ @ be erept into the tower ‘grounds, Zacharias was
iy « caught by the minions of Melkhior. That night, rather
!" i than killing the overinguisitive Necromancer,
Melkhior gave’ him the Kiss of the Vampire and

decided to take him on as a pupil.

At first Zacharias was horrified by his new vampiric
form and swore revenge on the Necrach Lord. Over
the following vears, though, he began to embrace the
power which Melkhior had bestowed upon him. Each
night the o would rise and Melkhior would warn
Zacharias that he grew bored of his company and that
he would probably kill him before dawn. But
Zacharias was a keen pupil and would constantly

surprise Melkhior with his capacity to learn. Melkhior
taught his acolyie evervthing hé knew, but never let
Zacharias near his precious Book of Nagash,

Melkhior would often fall into fits of insanity, killing
his living servants and drinking their blood in a great
feast of flesh. Zacharias was wise and always avoided
his master's wrath, It was during one of these
occasions that Zacharias boldly crept into Melkhior's
chamber. There on a great plinth was the unholy
tome. Unfortunately for Zacharias, Melkhior returned
to his chamber whilst his pupil was still reading and a
great fight ensued. Invigorated by the blood of his
dead slaves, Melkhior was too powerful for Zacharias,
who barely escaped with his life. Deeply wounded he
fled into the Middle Mountains. For the following
year Zacharias was pursued by the minions of
Melkhior. From one cave refuge to the next he would
flee, tired and severely emaciated from lack of blood,
he would no sooner find a suitably secluded hiding
place then his location would be discovered. Finally
he stumbled into a large, dark cavern where he found
a small niche deep inside, and there he fell into a

ZM:HARms THE EVERLIVING |
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Sacharias can be taken as'a Lovd cholce, buth;
and bis Dragon will use up three of your Hern |
choiees as well mzmﬁmmmm;
comnls as taking & Lord and three Heroes, e
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effects of the Nehekahara Noble Blood power), He
knows all six Necromantic spells: ﬁm‘.‘auat of the

combined effects of the Forbidden Lore pmrmw
the Book of Nagash).
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Magic Items |
{ BOOK OF NAGASH
The nine Books of Nagash contain the ultimate
secrets of Necromeancy.

| The Book gives Zacharias one extra spell. In |
addition he can decide to cast Invocation of Nehek |
on a 15+ Casting Value. If cast successfully, the spell
will raise 406 Skeletons or 4D6+4 Zombies, or heal

4 Wounds on an Undead model.

STAFF OF KAPHAMON

This ancient artefact was found by the nomads of |
Araby wnder the sands of the Grear Desert,

Casts Dark Hand of Death onee per bearer’s Magic
phase. Power Level 4.

SCROLLS OF SEMHTEP
The long formulas written in these arcane papyri
trigger peneerful cownterspells.

Zacharias carrics an unlimited number of these
scrolls (they count as Dispel Scrolls). He can use one
of them in each of the opposing player's Magic
phases,

CIRCLET OF RATHEK
The jewel in the centre of this unboly abfect bas the |
| power of involking on the bearer the protection of

| the gods of lost Nebekbara,

The circler confers @ 4+ Ward save to Facharias.
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sound slumber. Totally exhausted, from the fight with
Melkhior and the constant pursuit of Melkhior's dark
servants, Zacharias’ rest was to last for over o decide,

During this time a Black Dragon also discovered the
cave. Unaware, of the Undead abominadon which
slept within, she made her nest there, and, as do all
Dragons, gathered a small mound of treasure around
her. When Zacharias awoke, his thirst was great and
the sleeping Dragon was a perfect source of
nourishment. Finding soft exposed fesh on the
Dragon’s underside he bit deep into the slumbering
monsier. The blood of the great beast flowed through
the veins of Zacharias, empowering him with untold
strength. Such is the might of a Vampire that even a
Dragon is unable to wake from its deathly bite, Over
the following month Zacharias drank from the great
beast, draining it clean of blood, Legends say that
drinking the blood of a Dragon frees Yampires from
their need for blood for the rest of their cternal life. If
that is true, then who knows what other powers were

the blood of the great
wyrm. Using the dark necrormantle powers he had,
learnt from Melkhior he raised the Dragon from death’
and flew on its back w Melkhior's hitiden keep,
where he fought a great harle with his master. It is
said that so powerful were the magic [orces
unleashed that the tower was all but destroved. When

the dust and debris cleared Zacharias was thie victor,

some say he

Of Melkhior no one knows of his fate:
Zacharias, who drank his blood to gain

wis shain b
further powers. (thers belicve that Melkhior is in
hiding, licking his wounds whilst ploning re
his former pupil. Whatever Melkhior's fate,
ladmed all of the magical wealth thar his master b
uired and hoarded over his long rule of terror,
uding the powerful Book of Nagash. Za
w rules over the Forest of Shadows where both the
cs of the mountains and the people of the forest
live in equal fear of the vengeance of Zacharias the
Everliving.




The Book

Keepest thou the sacred book with

thee always, so none that are unclean

may come nigh unto it. And its pages
shall be of vellum, inscribed in the high
tongue. And the leather bindixﬁgs‘s*hall
be graven with all the marks-bf Sigmar.
When thou reciteth from the book,
speakest thow w{t‘h authority, that the
evil=doer may tremble at thy words
and shrink back from thee, for

they cannot show their
faces to righteousness.

The Stake & The Hammeg
Seek the holy tree of Sigmar and
from its staves, cut thee sturdy
stakes. Harden then the spike in the
holy flame, while reciting the woergl
of banishment. Take thou thine
hammer, like unto that which holy
Sigmar wielded on his day of valoss
Let it be graven with his holy sigil
against which nothing thatis
unclean may prevail. And knowye
that the unclean shall be dispatches
with but three strikes of the hames

upon the stake. And the stake wil

penetrateth the heart of the evs
and accomplish the banishment®
all eternity. And when thou

striketh, say the prayet of Sigmas




The Mirmr
Take thou a mirror of polished silver

which cometh out of the Dwarf realms
and tarnisheth not, Behold it

metal and revealeth the souls of men,

Keep it discreetly and let not anyone see
it in the palm of thine hand.

Whosoever shall have ne reflection in

the mirror ye shall deliver unto them the
holy stake of banishment, :

The Sign ef Si@ma%
And this shall be the ma

hunter. HeShall « wear t ue sign ofSrgma,.;

which is the Twin - Taﬂgﬁ Comet, By
sign his foes may know ttul%t'

holy Slgmar is with him. An .

shall withstand th@wrad; 1%91}; :
Sigmar, who cameth to Savi il
from the dtpl‘é&&t]‘gnﬁ a’fﬂev A :

whoscever maketh the srgn oE 3
w'ﬂ.h hﬂ'; ;

is incorruptible

The Sacred Water

And thou shalt have with

theea phial and the sacred

wa.'tcr ef‘the we:ll of Siqma 131

I‘Il'l-' feast day. Eehoid 'l'hl.?.
sac red water E-urnerh t ﬂts‘h
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DOF ENGAG
Fear! ‘That's: the When
commanding an Undead army, abwavs
semember this: fear is your best weapon,
S0 remember those Fear esrs!

ATEsWET,

ik Undead (roops are certainly nor the best
fighters around. They tend to have low
:H_' characteristics and sulfer from a serivs of
1‘1 titns (no marching, no charge reactions. . ) that limir their
gicticnl Nexibiliyy, On the other hand, Undead are the most
e reliable troops in the game. You can be sure vou won't see them
panicking and flecing off the banleficld (except for vour
Cihouls, that is). When you play with the Undead, viu have an
army that is entrely immune w Psvchology and, o their own
weind way, completely unbreakable! (excepr for your Ghouls,
that is).
‘A whae about in offense?” you'll be asking.

Wiell, that's a hit more tricky: The point 1o keep in mind here 5
thar most enemies will break amtomatically if fecr-cansing
rroaps defear theor in combat, providing that the fesr-cusing
unit has a higher Unie Strength than its opponent ot only
that, but if you oumumber them, they will also have th run if
they fail their Fear test when you clunse them!

Clearly the key w success with fear s w outnumber your
enemy, 5o my second (gquite obvious) piece of mdvice is to build
large units. Not only will your army look better, matching the
theme of the shambling horde of living dead, Bt your units will
last longer in close combat and if vou win a fight, the enemy will
be in deep mouble. Now the critical point for this effect caused
by cutnumbering to kick in is winning that fight, Unfortunately,
left on their own most Undead troops are not very likely wo win
fights, unless Lady Luck is defintiely in vour favour.

Bo ot despair though, because there's w solution, and a preny
simple one it is: charscters. The third golden rule is keep your
characters with your units! The Undend army relies heavily on
the interaction hetween chamoers and troops. Against enemics
with a decent rank bonus, Undeid rank-and-file troops left on
their ovn will be slowly ground down, and Undesd characters
user as individuals will be dissolved fidy quickly. Large units
priwide a pood protection for your characters, absorbing the
dumage from lost fights, offering them 2 rank boous and
cultnumbering the enemy. Characters in return help the units
with the killing power they lack, Massed mnks of unbreakable,
Sear-causing Skeletons, with a powerful Viampire Count in their
fronr line make a troublesome unit for most armies,

The fourth rule is boost your magic capabilitg. Remember,
Undead perform berter when they cin count on a robust magic
phase, Aways buy the exiea levels available o vour Wizards as
well as a few of the magic items which increase your spell-
casting abilities. fovocation of Nelwk ts a very useful spell and it
is certainly worth having ar least rwo characiers with it (being
the first spell in the Necromantic magic list, you can always
choose itl), This versatile spell is precious (o boost the numbers
in vour units and w0 heal yvour impormant models, but mos
importantly it has o grear mctical value when used with

et 15 unnerving o have a unit of
: ® vour well-arranged defence line|
Few things are Minoving as 4 thin line of Skellics (the
notorious “speed-bump’ formation) springing from the ground
1" in front of vour Chaos Knights, just in dme to break thelr
churge. ’
The last plece of advice is o watch out for enemies who are
fearless. By “fearless” 1 mean all rroops which are Immung o
Prychology, Unbreakable or canse fear or ferver themselves aned
are therefore noe affected by fear. Most armies can field a few
types of such troops in their ranks (Daemons, Flagellans,
Crfamts, Slayers, afl Swarms and so on..). These opponents
cancel the main advantage of vour troops in close combar and
are also immune w0 many of your units’ special artacks and
spelis, a preuy tough cookie. | recommgnd vou sacrifice some
expendable part of your army to de them up for a few turns
{Zombies are quite good ar that) or, i yoo really have no other
choice, send your hardest unit (Wighrs?) with a Vampize or twio
b chop them to bis!

Let us nowg go through the various unies in vour army in a linde
bt more detail.

CHARACTERS

Vampire Counts and Lords.

1 think that in 2,(0M} poinis armics Vampire Counts make good
Generals and 1 normally consider buying a Lond only in barger
battles, where | can afford o sacrifice the exira Hero slot
needed (0 recruit these swesome Vampires. Remember, (he
Grenieral is very imponant oo Undead somics, so giving him some
form af Ward save is generally a good idea. Similarly; T consider
mcunting him on a Winged Nightmare or 8 Zombic Dragon
anly in large battles, where vou can throw the powerful
combination of a Vampire fding a large monster at the encmy
without risking vour General. In smaller banles this s quite a
risky mote, and will often mean thar your troops will be oo far
fromm the General wy benefic from his enhancing aur.

Master Necriymancers,

I don't like o have these as Generals in games of 20000 poines
o less (el rather take a Necrarch Count or Lordy because 1
think vou really necd the fighting power of o good Vampire. On
the other hand, they are grear as a second Loed in Linger battles

Vampire Thralls and Wight Lords.

¥oery useful for boosting the fighting ability and the Leadership
of vour Core units and 1o carry your General’s Battle Standard,
great in reducing the casualties you take from losing combaat
resalution,

Wraiths.

These are periect 1o challenge powerful enemy charcters who
have left thelr magle weapons st home, and o spread fermor
among enemics.

Necromancers.

A must (unless vou're plaving Necrarchs), They offer vou the
magic support that your aermy really needs and are generally
useful for carryving a load of Dispel scrolls, leaving vour General
free: 1o buy some more julcy magic items.



CORE TROOPS

Skeletons.

Reliable and relasively cheap, these are the standard Unclead
troops, You can either buy lows of them without equipment or
fewer well-equipped ones, with the idea of Falising SIME more
of them during the game

Zombies,

One of the poorest close combat troops in the game, Zombies
are the ultimate expendable unit, Their strengeth is in mambers;
thiey have the highest unit minimum and are the easiest Undead
e raise. In large numbers everything counts, espedally if it
causes foar|

Ghouls, i
These are perfect as a screen for missile fire (-1 to hit them with
shooting and Toughness 4) and prove very aseful in areas of the
battlefield where the terrain §s oo difficalt for FUMIT [Tin 1nis
Their two Poisoned attacks make them very dangerous for
enemy skirmishers and small units, but their low Leadership
means that they must try to stay close w the General.

Dire Wolves,

These ereatures are very vulnerable to missile fire, bur with a
charge distance of 18", a Unit Strength of 2 per model and their
nasty slavering charge they can normally ke care of artillery
crews and small units. Another important role they can perform
is o threaten the Qanks of che enciny line, To do this, they have
tovstart within 127 of the General, so that they can perform an
1111|.'r1't:a>nt' {for Undead) 18" march move to prosition themselves
on the enemy flanks, You only need three Dire Wobves o Tezate
the rank bonws of a formed unit and gain the +1 for the Tank
charge, and that can be devastating againsta unit engaped o the
front with a large Undead unit

Hat Swarms.

A unique case of a flying Swarm? Very flexible and fast, they are
perfect 1o e up enemy undls with a good rank bonus tha
world quickly sort out your Undead units. Their 360° charge
are makes them excellent s prowaing your advanding army
from enemy fliers and any unit that makes it o your Banks and
rear.

SPECIAL TROOPS

Grave Guard.

Wights are an exceprion o the rule that Undead troops need
characters po do well. The excellent profile of this tough heavy
infantry means thae they can fght on thele own feven afier the
General's death). Even enemy charscrers are normally wary of
engaging them in close combat. afraid of teir deadly Killing
Blesw ability.

Black Knights,

Everything thar was said about the Grave Guard applies 1w
these, and more! Their eguipment gives them an even better
armour save and Srength 6 whien they charpe in, but more
importantly it allows them o move faster, Needless o say, il vou
manage 0 manoedvre them into position on the encmics’
fanks, you can probably roll up their entire line,

Fell Bats,

¥our fastest and most flexible unit, they don’t hit very hard and
are best suited to go war machine hunting, The other units they
can ackle are missile-armed skirmishers in the open, other
flying units and enemy Wizards who insist on stving outside
the protection of their units,

Spirit Hosts. 1 ;
Being Bthereal, thpi(' are gﬂ::-ll: to hold up large monsers and
charios in th:'spc'rlti fl.ﬂlis they cannot win withour help, You
need at lease pwn h.m,:; 0 make sure you arg ot outnumbered
by such cnemies. sécondly, they are excellent to place a fank
charge (agaii, you Teed at leastowo of them), but T think they
are hest used agins nl.l'!lTii‘E“‘ with lots of missile fire. Your
normal  troops | can n‘.}mi’urmhlv advance behing  rthis
invulnerable screen which will block enemy unis® line of sight
before moving our of the way at the last minute o allow those
behind W enter close oombi,

RARE TROOPS

Hanshees,

Banshees are difficult to use beause thevsare expensive and
very frail, but they can be = mighty deterrent against heavy
cavalry and orther expensive troops which rely on los of armour

The Black Coach. .
Wanch out for cannon balls! Stremgeth 7+ hies are the bane of this
necromantic comstruce, which is otherwise very resistint to
missilc armacks. Like all chariogs, it's best used charping
{espocially in conjunction with another unit), bur won't st
long if you allow the enemy o charge i

OVERALL VIEW

The most elementary tactic with an Undead army consisis of
lerring the cnemy charpe your large unbreakable units of
infantry in the centre. This should hold the enery long encugh
for your hard hitting cavalry (Black Knighltgll the Black Coach,
even Dire Wolves) o wipe out the less powerful enemy on the
flanks. That done, your fast units should turn and hiv the Banks
and rear of the enemy who, hopelully, is still engaged againse
your infantry in the centre. There are many variadons on this
ticric, such as the ‘refused flank” where all your fast and nasty
units are concentfaed on one flank and lgnoce the other fank
altogether (ivis wise w deploy at least a pack of Ghouls or some
Haty on the empry flank. just to slow down enemy Bankers),

The Yampire Counts army st allows vou o field very different
armies. For example, @ Blood Dragons army could consist
entirely of Black Knights and Dire Wolves: a cavalry arny! On
the other hind, a Necrarch army could be made entirely of a
shambling horde of Skeletons and Fombies, These chacaeuerul
armies lack Mexibility, so can be very powerlul against some
armies but suffer horribly against others,

Whatever tactics you choose, remember 1o keep your General in
the centre of your army as much as possible so that vour rroops
can march, at least for the ficst turn of the game. Keep him with
the bulk of your infantry, so that vour army advances at a googl
pace of # a wen. Remember that your cavaley cin keep pace
with the marching infantry without marching, and therefore can
be out of the Generals area of effect. Sending the cavalry in
alone without the suppont of the infintry. is a risky metle, [ your
Enights don't break through the enemy line, they will rapidhy
succumb o the enemy’™s rank bonus (a0 25 points 3 model, .
ouchly. Fven worse, if vour General is part of the first wave, the
infantry hehind will be lelt advancing at an appalling specd of 4"
a tarn. .. and will never make it in tme,

S0, my final advice Is: Keep your anmy compact around vou
General and, of course, always roll well on vour dice!




CIONS OF THE DEAD

This appendix offers players some interesting alternatives to the basic army list. It must be clear that the lists
presented here are intended to be fun and are in no way as balanced as the main list. Players should therefore
agree with their opponent before the game whether or not they can make use of these lists. OF course, should
you wish to field a Blood Dragon army, you can always field an army based on the main list in the book and use
the units you feel are most appropriate to a Blood Dragon army; vou don't have to use this appendix.

VON CARSTEIN

Von Carstein armies are unigue because the peasants of
Sylvania still consider them as their legitimate rulers and
gladly fight for them, This creates a strange mixiure of
living and Undead wvooaps in the core of their armies. The
eldritch powers of the von Carsteins atract large
numbers of Bats and Dire Wolves to their hosts and it is
also rumoured that more than one Black Coach has been
seen following their armies

LORDS

0-1 Vampire Lord, Vampire Counts,

HEROES
Vampire Thralls, Wight Lords, Wraiths, Necromancers,

CORE UNITS

Skeletons, LZombics.

(-2 Bat Swarms, Dire Wolves, Fell Bars.

Sylvanian Levy (Crossbowmen, Free Companios, Archers,
(-1 Huntsmen). Al Afive! See below for statistics

M WS HBS S T W | A 1d
Sylvanianlery. 4 3 3 3 & 1 % 1 7
Sergeant 4 % ¥ ¥ 5 YL A & 7
Marksman i 3 £ ¥ o= ¥ F AT

Crosshowmen — 8 prsimodel, e size 10+
Equipmont; Crossbow & band weapon.
Liprade one model to g Marksnran (+5 pis);
Standard Bearer ¢+ 10 prs); Mustcian ¢+ 5 pis).
Free Companies - 5§ ptsimodel. Unidl size: 10+,
Eguiprnend: Two band weapons,

Equeip it with Hgbt avmour {(+1 piimodel),
{agrade one model to a; Sergeant (410 pisy;
Standlard Bearer (+ 10 pig); Musiclan (+5 prs),
Archers — 8 pisimodel. Unit size: 10-20,
Equipment: bow & band weapon,

Upgrade one model to a;: Marksman (+5 is).
Speciad rule: Sieirntishers,

Huntsmen - 10 prsimoddel. Unit size: 5-10,
Eguipment; Innghow & band weapon,
Upgrade one model (o a; Marksman (+5 pis),
Special fules: Skirmishers; Scouts.

SPECIAL UNITS
Black Knights, Grave Guard, 0-1 Spirit Host,

RARE UNITS
(-2 Black Coaches, Barshees, Dogs of War,

NECRARCHS

Mecrarch  armies alwavs include major necromantic
constructs, such as Winged Nightmares and Zombie
Dragons. 50 great is their power over their unliving
minions that these huge beasts can fight on their own,
without the need of 4 rider 1o directly control them,

LORDS

(1 Vampire Lord, Vampire Count.

HEROES
Vampire Thralls, Wight Lords, Wraiths, Necromancers.
(AN Heroes can ride Winged Nightmares).

CORE UNITS

Skeletons, Zombies,

SPECIAL UNITS

Diire Wiolves, Fell Bats.

Black Knights, Grave Guard, (-1 Spirit Host.
RARE UNITS

0-1 Black Coach, Banshees,
Unridden Zombic Dragons (no meed fo fest o the

Monster Reaction table, do not count as Hero choices).

NECROMANCER'S ARMY

The absence of Vampires from Necromancers' armies
reduces this army’s edge in close quarters. They
compensate for this with the sheer weight of numbers of
the Undead that the Necromancers can raise with ease.

LORDS

-1 Master Necromanoer,

HEROES
Mecromancers,
Wight Lords (50 pesimaodely, Wraiths (75 prsimodel,

CORE UNITS

Skelewomns (7 pesimaodel), Fombics (3 pisimadel),

SPECIAL UNITS

Dire Wolves (9 ptsimodely, Fell Bats (17 plsimadel),
Black Knights (20 pis/model), Geave Guard (10 pisimodel),
{1-1 Spirit Host (55 prs/sodel),

RARE UNITS /- -

Banshces (75 ptsing
P




LAHMIANS >
The armics of the Lahmian Vampires are similar 6 tf
of ancient Khemri, being hased on vast ho
skeleton warriors, but the preatest surprise for o
enemies is having to face living heroes fighting alongsic
the Undead. These naive fools strive 10 prove theie
lovalty to their beloved one by exhibiting daring feat;:li!
arms, eager o receive the Blood Kiss and join ‘the
Vampiress in eternal life,

LORDS

(-1 Vampire Lady, Vampire Countesses,

HEROES

Vampire Thralls, Wight Lords, Wraiths, Necromancers,
Swains (Meroes from any other Warbammer Armies <
book, or Revening Hordes if the boolk is not out yet,
Suweins are equipped exactly as normal for their army
fist, including any mount and magic item they could
normally take from their own Hst.

If the Labwmian General, the immaortal object of their
desire, is destroved, then the Sweains will be subject to
the rules for hatred for the rest of the game, even if
normally lmmune o Psychology)

CORE UNITS

Skeletons, 0-1 Bar Swarms, Dire Wolves.

SPECIAL UNITS

Black Knights, Grave Guard, (-1 Spirit Host, Banshees. STRIGOI et ﬁ ;
= . Normally an Undead army is a wall of roften co
RARE UNITS slowly shambling forward in numberdess ranks.
-1 Black Coach, Dogs of War, Completely different, the armics of the Strigol Vampires.
are more like a huge pack of howling hunters rushing- =

BLOOD DRAGONS towirds the enemy with cannibalistic intentions. f{:
Using 4 small, mactically lexible force of elite troops is the LORDS
Blood Dragon way of waging war, because this leaves i1 Vampire Lord, Vampire Count.
plenty of scope for individual feats of arms. If the Black
Knights were of Bretonnian origin during their lves, HEROES
they will still light in their renowned lance formation, Vampire Thralls,
LORDS CORE UNITS
0-1 Vampire Lord, Vampire Counts. Ghouls. 0-1 Bat Swarms
. 0-1 unit of Charnel Guard

HERD.P;E’ s, Wi | (Crbonls with WS4, 54, 14, Ld7, 10 pisimodel).
Vampire Thralls, Wight Lords, 0-1 unit of Strigany (see below for statistics)
CORE UNITS M WS BS 5 T W 1 A Id
Black Knights (Their Nightmares must bave barding. If Strigany 4 3 3 % 3 1 5 1 783
Jou decide that your force is from Bretonnia, afl Black Dantin 4 3 3 3 3 1 3 2 7
Knights i : Cdlf fighe i 2 fi f Ly

ARG o ey bl fight i Laﬂ.&  —— Strigany - 5 ptsimeodel. Unil size: 10+, Alive! %g; .
Grave Guard, Skeleton Bowmen (Skeletons eguipped T

Egudpmrend: Tieo band weapons. Equip it with lghi
armowr (+1 ptimadel), Hipgrade one model to a Doman

SPECIAL UNITS ¢+ 10 ptsk; Standard Beaver (+ 10 pis); Musician (45 pis),
Skelerons, SP C(m J.*

RARE UNITS
(k-1 Black Coach, Banshees, Dogs of War fonly i
not using the Lance formationy. :

with band weapon and bow, 10 points per modely,




THE LIVING DEAD

BLOODLINES

Larals M W5BS § T W
Vamipire Lord 6. # 6 F 5 4
Wiompire. Comarsl Ly B T, L T
Master Necromancer 40 04 & 3 i 3
Huroes M WEBRS 8§ T W
Vampire Thrall 6. 6 4.5 4 2
Wightloed 4 4 & 4 2
Wiraith 6 3 &k 3 % 1
NECIOmAncer: 3 3% 23 3
Caovre umits M WS BS 5 T W
Skebeion -2 2 5 % 4
#omibie C R R TR |
Gl & 3 o F 4 1
Bar Swearm | T SR -
Dhire Woslves ] 1 ] ] 3 1
Special undts M WS HS 5§ T W
Caravie Cupared i 3 I 4 4 1
Black Knighrs 3 e
Fell as | » 0 3 3 2
Spirir Hese LA I e |
Hare units M WS BS 5 T W
fanshee & 3 9 3 3 32
Hlldr‘l:mdi - = = §F & %
Wrmith - 3 - 3 =
Wighumares 8 2 - 8 — -
Lhumplons = M W5 B5 5 T W
Skeletom Capraln 4 2 2 3 3% |
Cabhe TR SN e e M
Crypi Kiteper  F & 4 4 1
Hedl Knight A WL ol et Rl
Dioom Wl 9 3 6 3 3 i
Steeils : M WS BS 5 T W
Nighmmare B 2 a F % 4
Winged Nightowre 6 4 0 5 50
Zombic Dragon & 3 0 & 6 6

o lem e A OB

e e B e e e WS e s AR R

W b G R

= I e =

=

A Ld Special Rules

L 1] 5

4 9 -

k H -

A Ld  Special Rules

1 =

59 Wit Btades

< Hr | Etbwrreal Tevror

¥ F -

A L Special Bules

I A -

1 2 Braindead

1 6 Aljvef; Poisoned Attacks;
Woapenpers; Mear

S M Alfieot; Fiping Einit (107 Swern Fedr

1. & Fast Cavalry, Slavering Charge

A Id  Special Rules

1 B Wight Hladles

W Wit Rlades:

2 & Flylng it

4 b Ithereal; S

A Ld  Special Rules

2 B Eibvereal, dibostly Howd: Single Model

- A Waaref See 54 Clariol; Terror;

£ = el .!E:m_g@-ln 5, Large Targer;

1 = Hpocation of Deaftl

A Ld  Chompion’s unit

4 &  skelerons

& b Libouls

2 H Carave (runrd

2 H  Black Koighix

2 ] Diire Wolves

A Ld  Special Roles =

| ] -

X 5 Ldvge Rarget: Tervar, By Fripele

C O | Lierger Targed: Tervar, By

Clowied of Fites; Pestifential Brecth,
Scaly Sein 5+ (Counts as Hero)

THE LAWS OF UNDEATH

AN meelels in the Vamypre Cosnts ool
fevccefst (ibvowls and Bat Swermes which
are Allvef) are Undead and bave the
Solloudng special rulis:

THE GENERAL

The army ovust include at lease one Wieard
whin will b the army’s Ceneral

If the General s destroyed, ot the end of
the phase when the General s killed and
at the beginning of every Undead turn
thereafier all Undead units on
battleficld must toke 4 Leadership rest If
the test is filed. the unit suffers a number
of wounds cqual to the numbser they failed
the Leadership test by, No saves of any
king are allowed against such wounds
Mote thut Chamcters never suller wounds
becawse of a destroved General and units
can use the Leadership value of a characier
lewdimg the unil for this test. as normal.
Ridden Winged Nightmares and  Zomilsie
Drragons do have o mke this wst, bt can
use their fder’s Leadership vilue

the

BREAK TESTS
Endead cannot be broken. Undead anits
beaten i combat suffer one wound for
cvery point they lost the comlbuit by (oo
suwes allowed],

BATTLE STANDARID

Undead within 127 of their Bartle Standacd
sufier one less wound when defeared in
covmbit

IMMUNE TO PSYCHOLOGY
Unddeal are Immune o Psvchology.

CHARGE REACTIONS
Undead can only react by holding their
growngd,

MARCHING

Undead cannor march move unless they
are characters or are within 12" of their
General ar the strt of their Movement
phase.

CAUSE FEAR
Utveleaidd cause fear

e

VON CARSTEIN
* Mo additional special Bloodimne ruilbes

BLOOD DRAGONS
* +2 g their Weapon Skill

Loeds and Coums wear full plae amaosre
4+ armour save) and can cast spells weanng
armoar, but geoerate one less Power dice
than their Magic level

The Blood Dragon with highes
la_'.qu.'rnill'p o owndd mouast ssoe |'h;|]||_-r|,g~:-s-
and must accept coemy Challenges,

the

NECRARCH
= +1 to the ol rolled v cast 4 spell
* Thealls can wse Arcane ifems
* Can’t choose mundane weadpons of ArnHmr
* -2 o thelr Wieapon Skill,
STHIGOT
* Lords and Counts have + 1 Amack,
faatred and a 54 Warl save

Thralls have + 1 Artack. bortred
andd a G4+ Wanl save

Can't chioose mundans wWokpons o Lemdour

Cam't use any magsc ilcm

Alwsivs Fight on foo

Thralls can't e given the Banle Stancand,

LAHMIA
* +2 o their Initiathve

= Al models in basc contact with one or misre
labkmia Vampires s=uffer a -1 o thelr
Leadership. Work out which Lesdership
value the model would normally use and
then reduce that numbser by one.

* Can't choose mundane weapons or wrmamr

= «1 1o theiar Weapon Skill

NECROMANCY

1 - INVIMCATION OF NEHEK 3+THAM4
Cast ¥al. Models created Wy restored

A% Dy Skeletons | "Wrwenil
D41 Zehmilvics

T 208 Skeletons 2 Wounds
2w+ Fombiles

114 A Sloeetons 1 Womnids

ALk + 3 Fomihigs
L - HAND OF DIUST
Casver has 1 Avack. 1 hies, enemy killed, with
nes armour saves allowed, Remains in play
3 - HELLISH VIGOLUR T+
Range 187, All models i affeced wnit anack
first and can re-roll missed T Tt molls
4 - GAZE OF NAGASH B4
Mimgfe sissife, Ranpe 247, 2D6 Surength 4 his

T+

5 - VANHELS DANSE MACARRE 0%
Kange T8 Lni not noomiia can move B
&« CURSE OF YEARS 10+

Margee 24" Mosdels in alffected unit suffer a

wonind on a G+ . Kemains in play
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4.3

VAMPIRE COUNT

“And they will vise from their graves to march
upon the world of the living. Each and every
martal that falls qwill swell their numbers wntil
only a world of darkness vremains, Only then will
the world know of the eternal ovder that lies
within the peace of Undeath.”

Taken from The Grimoire Necrowium,
chapter XII, The book of Wsoran

From their castles and towers the Vampires,
immortal rulers of the evil Undead raise vast
legions of zombies and skeletons. Summoning
dark creatures and cthereal beings from beyond
the grave they march against each and every race of
the Old World.

Warhammer Armics: Vampire Counts is one of a series
of Warhammer supplements. Each of the books
describes in detail its army, history and heroes,

Inside vou will find:

THE LIVING DEAD
A complete description of all the troops that form the
dark legions of an Undead host,

ARMIES OF DARKNESS
The Vampire Counts army list. Everything you need
to field your Undead army in games of Warhammer.

SHADES OOF DEATH
How to paint your own army, plus painting tips from
our "Eavy Mcial team, and the palenes
of deathly colours you will need 1o
paint vour unholy regiments,

ORIGINS OF THE VAMPIRES
A detailed description of
each of the five Vampire

Bloodlines and their
unholy origins,

including notes on the
Strigod, a savage new
Vampire family whose
hatred knows no bounds,

A WAHIHLAMMER ARMIES
SUPPLEMENT FOR

WARHAMMER

THE GAME OF FANTASY RATTLES

Vorit w1l mredl @ g el Wb o
Vi e e e oo (s Bk

Look out for these other books
in the Warhammer Armics series:

! Beastmen
* Bretonnin

£ High Elves
E Lirardmen

& Chaos Warriors & Ores & Goblins

¥ Dark Elves
-4 Dwarfs
* Empire

¥ Skaven
2 Tomb Kings of Khemri
=0 Wond Elves

CITADEL
MINTATIIRES






