b first thing one must learn about the Eldar is that TI'I-I'-f are a race of fragments, broken and

scattered across the galaxy. In culture. geography and-technology, the disparate clements’ of the Eldar
race vary wildly. Even within a2 single sub-race (the so-called kindreds of the Craftworld Eldar.. Exodites.
‘Dark’ Eldar and the mysterious Harlequins) there is great diversity of tradition and attitude. This treatise
concentrates on that faction®of the Eldar race which traverses the galaxy in gigantic stellar vesscls: the
craftworlds. The accomulated wisdam of centuries is contained within this tome; sﬁnddmg light on their
‘beliefs, customs, military strength. and. most importantly, their weaknesses. -

* What little information 1 have glcancd concerns only thes five largest and imost infamous craftworlds. In
“examining these scparate cultures we shall witness the divisions that have sundéred the Eldar from obe -
another, cven when ostensibly of common heritage. Remember tbough there can be no pu}r for the plight of
the Eldar. Tndeed. the honoured ‘servant of the Emperor should rejoice that an alien race is on the decline,
that the: Eldar’s cxtinction shall pavé the way to cver gréater ages of conquest and glory for the Emp:mr
“and mankind: Compassion is reserved for servants: n[' the Emp:mr. alicos deserve only our scofn .

Ihqmllw Crevak - Teschings on the Ushaly
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o you desire fo become wiser in the ways of the

Eldar? Within these pages lie the secrets of the five
greatest craftworlds of the Eldar. Here you will find much
about their different traits and organisation as well as the
distinctive forces that fight for them.

WHAT’S IN THIS BOOK?

This book covers the five most famous Eldar craftworlds:
Biel-Tan, Ulthwé, Alzitoc, Saim-Hann and Iyanden. With
it you will be able to collect a specialised Eldar army
frorm these craftworlds to vanquish your opponents
across the Warhammer 40,000 galaxy.

THE ARMY LIST VARIANTS. There are five army list
variants in this Codex: The lyanden Ghost Warriors
army, Saim-Hann Wild Rider Host, Alaitoc Ranger force,
Biel-Tan Swordwind army and the forces of Ulthwé the
Damned. Each of these army lists reflect some part of
the character of the craftworld to which they belong and
contain special rules, changes to the Codex: Eldar army
list and new unit types. Although these variants have
been presented as specific craftworlds, this is simply
because these are the most renowned examples of
armies of their type. There is no reason why you couldn't
field an army from another craftworld using these army
list variants, as all Eldar sometimes use different
formations to that of the Guardian-oriented one
embodied by the army list given in Codex: Eldar,

For example, the Saim-Hann Wild Riders, an army
compesed almost entirely of skimmers and jetbikes, can
be used to represent the Wind Rider hosts often
employed by other craftworlds. Similarly, on occasion
other craftworlds have had to resort to using large
numbers of their Wraithguard and Wraithlords (as
detailed in the lyanden Ghost Warrior army).

Designer's note: Some of the following army list
variants contain new unit types, exclusive to that type of
army. These units have been included to provide you
with an opportunity to flex your modelling and painting
skills, and can be represented by converted models or
with an appropriate paint scheme on an existing
miniature. Exampiles of ways this can be done are given
in the Craftwarld Colours section of this Codex.

THE CRAFTWORLDS. Throughout this Codex you will
also find additional background about the Eldar. in
particular their alien machinations and some more
insights into their history.

CRAFTWORLD COLOURS. These pages display a
variety of colour schemes for the troops and vehicles of
the featured craftworlds. They show uniforms of
Guardians, examples of Eldar runes used on their
armour and the pennants and banners that fly from their
vehicles. Also included are examples of the deadly
Aspect Warriors and the Exarchs that lead them.

“Eradicate them all,
we can no longer tolerate
their filthy presence here,”

Warlock Losith of Alalboc




Designer’'s note: Specific craftworlds have been used

“Let not the fear of
death stay your hand nor
defeat your courage. The

warrior who will prevail is
the one who conquers death,
who becomes one with death
as we have.”

to flustrate the various types of armies delailed in the
following variants, but this is not intended to restrict the
use of these lists to just those craffworlds. Similarly, a
player is free to use the standard army list in Codex:
Eldar for the five listed craftworlds. If you have invenlted

your own craffworld, it is perfectly acceptable fo base
yvour army around one of the following Craffworld Eldar
army list variants if you want to.

Phoenlx Lord Maugan Ra

The army lists on the following pages are used with the
one given in Codex: Eldar. They are expanded versions

CRAFTWORLD ELDAR SUMMARY

of the army lists in the Eldar Appendix on page 207 of
Warhammer 40,000, taking into account changes in Craftworld Iyanden WS BS 8 T W | A Ld S
Codex: Eldar and adding background and detail. These Spiritzear it e e L [ P e TR 2
lists allow you to field an Eldar_ army frpm one -_::f the five R e R e Sy
best known craftworlds travelling within Imperial space: g :
Saim-Hann, Alaitog, Biel-Tan, Ulthwé and lyanden. M ERCAr G ee R LN shipse e s
Wild Rider Kinsmen 4 3 3 3MH 1 s 2 9 3
HSING THE .ARMY LIST UARIANTS Craftworld Alaitoc W5 BS 5 T W | A Ld Sv
Path-findars 3 4 3 3 1 & 1 10 b5+
Except where otherwise noted in the army list variants
that follow, pick your army as you would any other Craftworld Blel-Tan WS BS 8§ T W | A Ld Sv
Craftworld Eldar army. Some of the army list variants Dire Avenger Exarch e R D A
may change which force arganisation category a unit or Howling BansheeExarch 5 5 3 3 1 6 2 3 3+
units are in (for example, in the lyanden list Wraithlords Fire Dragen Exarch [ o, e F o [ TR St vy
are a Troops choice rather than Hﬁa\l’}r SUPPGI’!:I The'_'f Stiking Scorplon Exarch 5 5 4 3 1 B 2 9 3+
may introduce different limitations to the units, such as
giving a maximum number of choices or a minimum Craftwarld Ulthwé Ws BS S T W | A Ld Sv
number. Some list variants also include new unit types Sear Council Farsear £ &5 3 4.2 §5 1 10 4+
specific to that craftworld, which may be in addition to or Seer Council Warlock LR e d+
replace the units in Codex: Eldar. However, apart from Black GuardinDefender 3 4 3 3 1 4 1 B 5+
variations which are specifically detailed within the army Black Guardian Slom Squad 4 9 3 8 1 4 4 B+
list variants, all of the normal rules and limitations apply.

5 \-m- -;.;;ﬁ;-;r]d is tl:uu.ug.l'L.t. i Be represented by an Eldar rune .wﬁ'iﬂ; d:m:r_.-z that ér;fiﬂ;'ﬁ.r]d's B;a.l".t{.ufl and warriors. Such runes have
been observed carried inte battle, emblizoned o the craftworld's banpers and vehicles. The wniforms of Eldar corpscs recovered after
an cncounter are also decorsted with these runcs. Information glencd from captive Eldar specimens and from the heretics who continse to

trade with the enemy have revealed something of the meaning and mythological significance of these mysterious symbols.

THe EYE oF ISHA
This ruse depicts
'% the sorraw of Isha
| the fertility goddess
from whom the Eldir say
they spromg,  This &5 the
sl.'rnl'm! of the Ulthwe
craftworld, whose mame is
a contraction of Tllthanash
Shelwe’ meaning the Song
of Ulthanish. This ancient
song describes the Ly of
Eldanesh, who is the most
revered of all Eldar heroes

THE SHRINE OF ASURYAN
Asuryan is not enky

ﬁ the oldest but akso
the greatest of the

ancient Eldar deities. He 15
the father of the gods, the

ancestor of all living thisgs.

This is the symbol of the
!}'lm‘kn craftworld whosc
name means Light in the
Durkness. a reference to
the burning shrinc af
Asuryan, the final hope of
the Eldar of lyanden.

THE CosMiC SERPENT
&5 In Eldar m].'th. this
Scrpent is the oaly
creature believed to
exist in hoth the material
and the psychic wsiverses at
the same time. Hence, the
Serpent 15 sad to kpow all
secrets, past and preseat
Because the Eldar word for
both “spake’ apd ‘sceret
knowledge is "Saim’. this is
the s}lml’m! of the Saim-
Hann crafiworld.

THE RERORN
\ This rusc stands
¥ for the principle
of remncarnation,
a fate thought to have
befallen every Eldar before
the Fall. The symbal
denotes the crafvwarld of
Biel-Tan, whose same
means  Rehirth of Ancient
Days” For them, winter has
fallzn on the Eldar but the
Biel-Tan arc convineed that
spring will sooa return

THE Doos oF ELDANESH
Eldanesh was an Eldar
hero who was shin
]:].' the jralous war
god Ehane The

symbol of Alitoc depicts

the sword of Khainc
bisecting the Red Moon,
the sign of Eldinesh. The

Red Moon is an ill-omen

for most Eldar and the

Alsitoc wse gt to remind

them of what happens if

mortals offend the gods.
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nvestigation into the recent history of the lyanden Craftworld can lead 10

but onc conclusion - the Eldar of lyanden are on the brink of total
extinction. They have lost many of their number in the long millennia since
the Fall and, as with all Eldar, new generations are few and far between.
However, it was an attack by a swarm of Tyranids from Hive Fleet Kraken
that may have rung the death knell for Iyanden Craftworld. The space-~borne
city was all but destroyed and thousands vpon thousands of its warriors fell
in battle against the Great Devourer. They were on the verge of utter
apnihilation but despite these horrendous losses, the Craftworld was saved
from extermination by the intervention of the Pirate Prince Yriel and his
Eldritch Raiders. However, |:,-'a|:|dt|:| is unlikely to ever recover its losses and
it is only a matter of time before the craftworld becomes lifeless.

We can mm[mtah]:,- make this dedoction on the basis of one fact: the
massive preponderance of artificially constructed warriors in an lyanden host.
These -WraiTh—guardianst and Wraith-nobles” uwse the Eldar's advanced
knowledge of psychic and soul-grafting technology to create a new, artificial
constucted body for the soul of an Eldar whose body has been rl:strn}'cd.
This reliance on such constructs confirms the belief in the Iyanden
Craftworld’s imminent demise simply because the creation of these "‘Ghost
Warriors' is an abhorrent necessity to the Eldar, who view the process as
something zkin to grave-robbing in our own culture. Not ::m]:,.' are Thc:,‘
dislurhing the cternal rest of the dead, the Eldar are, in essence, creating
zombies of their ancestors and forcing them to continue fighting. As one
can imagine, this repulsive behaviour would never be undertaken except in
the direst of circumstapces

This reliance vpon the dead has given rise to an increase in the number of
psykers specialised in raising the souls of the Eldar from where they are
stored within the Infinity Circuit. These necromantic ps:,']-:cjs. or Spiritscers
as they are sometimes known to their kind, arc adept at communing with
the souls of the dead and utilising the sophisticated psycho-crystalline
technology of the Eldar's spirit stones. The Spiritscers demonstrate all of
the normal battle-magick capabilities of the formidable Warlock psykers. as
well as acting a5 a node or focus for the spirits roused from their dtﬂhl:,r
slumber. The presence of a Spiritseer greatly increases the coordination and
ﬂtxihjlil:r' of these undead hosts and it should be noted that whenever
facing such an adversary, a military commander should endeavour to
climinate these Spiritseers a5 a matter of importance and urgency.

]nqujsim:‘ Crevak - TCIL'hIrI.H‘.\- an the La'r.hr_l]}-. C]upnr Y

The Mecromancers of Iyanden




CRAFTWORLD IYANDEN

The following changes are made to the Craftworld Eldar army list to
represent an lyanden Ghost Warrior army:

Wraithguard and ’
Wraithlords are Troops. /}' : Gudtdian
The army may not

i g Defenders
include more e

Wraithlords than f Vs are

it has units of i i Heavy Support
Wraithguard -

Rangers
and
Dire Avengers
are
Elites

Guardian
Storm Squads
are
Fast Attack

Any number of Warlocks in the army may be upgraded to Spiritseers for
+8 pts each and follow the rules given below.

PointsiMadel
Spiritseer +8

. Options: A Spintseer may be given up to two of the following weapons: close combat waapon
for +1 pt; shuriken'pistol for +1 pt; singing spear for +18 pts; witch blade for +15 pts.

a SPECIAL RULES

L Independent Character: A Spiritseer follows all of the rules for Independent Charactars as
¢ aiven on page ¥4 of the Warhammer 40,000 rulebook.

Warlock Powers: A Spiritseer may be given a single Warlock Power at the points cost listed in
the Craftworld Eldar Armoury.

Rune Armour: See the Wargear section in Codex: Eldar for details.

Ghostvoice: A Spiritseer can communicate with the spirits of the dead and guide them on the
battlefield. Any Wraithguard unit with a model within 6° of a Spintseer doas not have to test lor
Wraithsight, just as if a Warlock was accompanying the unit (see page 11 in Cocdex: Eldar).




S:im—H:nn was reputedly onc of the first craftworlds to flee from the Eldar homeworlds as the Fall approached and it still
retains many ties with the ‘primitive’ Exodites who preceded them. We have found the attitude of other Craftworld Eldar
interesting. They consider the Eldar of Saim-Hann feral and barbarous in many ways. further illusteating the rift within this
supposedly single race. Reports from our military commanders show that this certainly holds true on the ficld of bartle. The
Eldar of Saim-Haon are ficrce and proud warriors who scem to value honour much more highly than any of their more
sophisticated kin. Their bravery is legendary but their recklessness has frequently led to them [ighting wars against other races
and cven other crafrworlds. It appears that this warrior pride has led them into battle even when they could ill afford conflict.

The most famous of the Saim-Hann are the Wild Riders who go into bartle riding jethikes and Vypers, and excel at swift raids.
We have lcarnt that these warrior-kindreds have much influence on the craftworld and pearly all Saim-Hann Eldar. incloding the
Scers, belong to one of the Wild Rider families. Apparently, it is only during an Eldar’s time as an Aspect Warrior that their
ties with their family are forgotten, as their devotion te the shrine overrules all other considerations.

In terms of the social strocture. the Wild Rider families bear many resemblances to the feudal hicrarchics found on many of our
own worlds. Each family has a single leader, the position of which i usually passed by hereditary tradition [though there 15 no
emphasis on patrilinear or matrilinear descent] The closest family to this 'Chief’ forms the Kinsmen who comprise the ruling
clite of the family. It is the Kinsmen who guide the Chief when the craftworld goes to war and it is left vp to the individual
Wild Rider familics whether they will participate. vnlike the general conscription and mustering of Guardians that is scen on
maost craftwaorlds,

This has somctimes led to Wild Rider families actually fighting amongst themselves. although these “battles’ generally take a

highly ritualistic form and consist mainly of single combats between champions. These duels can be compared 1o some of the
practices scen in the more primitive Imperial states - jousting and grand mélées to decide who has the superior position. These
‘honour duels’ are not uncommon, although it is rare that they are ever fought to the death - first blood is wsually sufficicat o
determine - 2 winner. Such behaviour, that of frequent internccine fighting. scems incredible when one considers how {ew Eldar
there are left in the galaxy.

lequisites Crevak - Teachings on the Ushely, Chapter VIII

The scemizg barbarsty of Sazm-Hana'
Trasshitor's note: Saim-Hann is pronounced Sam Hise (not Sime Hos)

lequisitar’s Mote: Translitors should Jearn morc respect for their masters.




Expert Pilots

The Saim-Hann are skilled
at piloting their skimmers.
i The following units in a
Saim-Hann Wild Rider Host
may re-roll failed Difficult
Taerrain tests during the
i Movemeant phase:

SAIM-HANN WILD RIDERS

Wild Rider Force
Organisation Chart

To. reflact . the  unigue
structure of the Saim-Hann T
craftworld, a Wild Rider
Host always use the Force
Organisation chart that is
given ~cto - the  right;
regardiess of the scenario
being played.

COMPULSORY OPTIONAL
1} LI

1 HO

Wild Rider Chief
and Kinsman

Guardian Jetbike Squads
Vipar Squadrons

Wave Sarpents

Falcons

Fire Prisms

In* addition, - Swooping : 8
Hawks squads become an r— TAST ATTACE
Elites choice,

FAST ATTACK

This Is the force organisation chart which & Salm-Hann Wild Rider
Host must yse for ALL missions.

Deployment
A Saim-Hann army also has the following additional HQ choice:

In any mission, a Saim-
Hann army may deploy Fast
Attack units  instead of

D RIDER CHIEF

8 Troops units (for example, in

PointsModel | WS BS S T W I A Ld Sv a Patrol mission a Saim-

B § £ 8l Hann army may choose to
Wild Rider Chief 65 5 4 3 34 2 S5 3 10 3+ i deploy either a Troops unit

or a Fast Attack unit before
g the ballle). Mole that this is (&
instead of Troops, you can't {88
deploy both Troops and |8
Fast Aftack units. :

Wargear: The Chief rides an Eldar jetbike armed with twin-linked shuriken catapults. He is
armed with a close combat weapon,

Options: The shuriken calapulls may be upgraded to a single shuriken cannon for +25 pts.

The Chief may exchange his close combat weapon for a power weapon at +12 pts.
Retainers: The Chief may be jeined by a squadron of Kinsmen chosen from the entry below.

SPECIAL RULES

Chief of the Wild Riders: The Wild Rider Chief will never fall back under any circumstances
and cannot be pinned. This ability is conferred to any unit led' by the Chiaf.

Independent Character: Unless accompanied by his Kinsmen, a Wild Rider Chiaf is an
independant Character, He may only join Guardian jetbike squads.

WILD RIDER KINSMEN

PointsModel WS BS S T W | A Ld Sv
Kinsmen 40 4 3 3 34 1 5 2 9 3+

Squadron: The squad consists of between § and 10 Kinsmen. The Witd Rider Chief and his
Kinzmen form a single unil and take up one HOQ cholce from the force organisation chart.

Type: Eldar jetbike.

Weapons: The jetbikes are amed with twin-linked shuriken catapults: The riders are each
armed with a close combat weapaon.

Options: Up to half the Kinsmen {rounding down) may replace their shuriken catapults with
a single shuriken cannon at +20 pts per modal.

One Kinsman may carry the Family Banner for 435 pts. While the model with the Family
Eanner is still on the table, the Chief and his Kinsmen may re-rall any missed close combat
altacks on the same turn that they charge into an assault.
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AWARE OF YOUR INTEREST 1M ALIEN FREHESTORY, | HAVE SENT YoU
THES DOCUMENT; A TRANSLATION BY BROTHER Oruvs Mume,
KEEPER OF THE YAULT oF LoE o TERRA, OF THE MARKINGS ON
FHE ARTEFACT FICTURED ON THE LEFT. POUND DURING. A RECENT
EXFEDITIOM AMONG THE RUINS OF EL DARADANEL ALSO ENCLOSED
ARE SEVEEAL TRENKETS EXCAVATED FROM THE SAME SITE

Planct: Hiem 11 . %68 pecificasion,’_.

Fealnasiing - gurisascd /

As the Ancients found to their cost, the wnivérse is a harsh mistress. The desire for tranguility is an
imenfficicnt ward against those who would shatter worlds and indulge in bloody-hasded conquest. In
truth. such desires are part of us also. For all of our carclully comstructed cultwre, there beats within every
one of us the heart of 3 sivage. one whe would crush and maim at the slightest provecation, one wha
woald revel o the defeat of others and in the exhubition of superiority throwgh force It is fortanate that
thess primitive {liws were |.|_I.Ijl:!~:]]r identified by the ancicnts in the aftermath of the Fall, They foresaw the
oced for protection agzinst the aggression of younger races and for chinsclling the ncgative cxsence of the
Eldar payche.

One who is known now oaly 35 Asurmen. established the Path of the Warrior at the time of the Fall He
led his prople into exile and founded the first of the Aspect Warrior Shrines. the Shrine of Asur. Where
the ptnp]: once danced to the tones of splinterpipe and shardharp, now they learned the SO al the
Blidewind. The children of Asurmen. the Asarya. carried the ways of Kacla Meoshs Khaine to other worlds
and the Path of the Warrior was begun.

MAsurmen w.lgf'li that there wis a way 1o cmbrace the Pal of the Warriar without it coasuming the P;}'(ht
and tainting the soul. This was to purswe but 2 single Aspect of the many forms atributed to the Bloody
Hisded God The firse, such as taught. by the Asurya, wis the Aspect of the Dhre Avenger, the noble
warrior, The Dire Avenger is merciless to hiz focs and unstinting in his devotion to the people he ssrves.
In time two of the Asoryz, Jain Zar and Fuegan of the Fiery Hert founded their own Aspects. Jain Zar
1Jl.l-g]'|1 the swift blade and the killing wail of the Howling Banshee Fuegin uu.s!ﬂ his followers 1o cast
themselves a5 the great dragons of m:ﬁh. unL:ashinH wanton destruction with weepons of [ime and so the
Fire Duﬁun wa born

As the Path of the Warrior spread. the shrines of ncw Asprets bergan to appear on many craftworlds. The
Phocnix Lord Maugan Ba vowed to avenge the destroction of Alunsar asd began the most sinister of
Aspects that of the Dcﬁru'_.'cr. Beaper of Sculs. The followers of this ,".sp:-:r of Khaine have come to be
known as the Durk Rtlp{:l's. Bahareoth incepted the Sweoping Hawks, the embodiment of ancient 11-.:,-'||'|_s
whith depicted the hunting birds of the air &= symbals of Khaine's vengrance Ahra taught his children how
to stalk their prey through the shadows and they became the S:r:kmﬁ Sc::.:Fm"s_ though their master was
lost to them and nope may now speak of his fate. With cach genenation, new Aspects gain favowr and ofd
oncs fall into disuse but these firsthom .ﬁ.sp:ﬂs remain eternal

Upon the Puhi of the Warrior, the wrge towards thoughtless slaughter is redirected into disciplined force
and the protection of all. The awful power of wir is unleashed only within the tightly confined ritals of
the Aspect Warriass, enabling those who [ollow swch a path to set aside their actions and their barden of
guilt a5 easily a5 removing the war mask of their Aspect. Many of our kin tread the Puth of the Warrior
sometime in their lives. A few return to it repeatedly. flitting from onc Aspeet to znother. Some are caught
withia it wntil death releases them, becoming Exarchs, hoth sdmired and abborred. Those who do not
become trapped strive to perfect costrol over their darker sides, be it beneath the grim visige of the Dark
Reapers or the alool gaze of the Banshess

(> L8
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CRAFTWORLD ELDAR ARMIES

CoLouRs

The Craftworld Eldar are a diverse race with wide-ranging appeal to players. Whether you prefer
lots of vehicles and bikes, or solid infantry and heavy armour, there is a craftworld variant army list
to suit you. No matter if you prefer dark, sinister colour schemes or bright, heraldic uniforms,
between them the different craftworlds can cover any style you like.




CRAFTWORLD ELDAR ARMIES

CRAFTWORLD ASPECT WARRIORS

Each of the Aspect shrines has ils own unique colours and pattems. These vary tremendousty from shrine lo shrine, squad fo squad and sometimes
Ihere is even varalion in colours and markings within & single wnil, On these two pages you can see examples of the mos! widespread Aspec! colour
schemes, as wel as some interesting varants which you may ke fo use instead. How closely vou aohere fo the basic colours of the Aspact Wariors is
up to you = some players fike to foliow the Aspect colouns strictly, prefering the variety and range of colours they bring to an army. Others go to the other
extrame and paint their Aspect Wamiors in their craftworld colours so that thay fit in with the overall ok of Itve army. Another way is to use elements of
your craffworld's colowr scheme combined with the standand Aspect colours, For instance a bone-coloured Biel-Tan Howling Banshee wearing a grosn
or white sash. Athough you can paint them in the same way as the rest of the squad, Exarchs look good if they are painted a bit differantly. For instance,
you can reverse the squad's colour scheme, or add exira decoration 5o the Exarch slands out from the rest of the squad, This also makes thew easier
to spot on the battlefiald especially in the midst of a sprawling close combat!

Shining Spears Exarch Shining Spears Exarch

Shining Spears carapace designs




CRAFTWORLD ELDAR ARMIES

Howding Banshees

Dark Reapers

Dark Reapers

Shining Spears Aspect Warriors led

v ol : -

by an Exarch

Stnking Scovpions

Howfing Banshees Aspect Warriors




CRAFTWORLD ELDAR ARMIES

ULTHWE

Ulitfiwee is one of the most sinisler craffworlds and its black uniforms look suitably grim and forbidding. To further emphasise this theme, we used a bone
colour to contrast the black. Bone is more suble than pure white and helps keep the fone of the army uniform dark, i1's a good idea ot to make the bone
colour too browe or it will ipok draty and dull, We've used Bronzed Flesh as the base colour, highlighted with Bieached Bone and Skull Whits, As vou can

see, there are all sorls of diferent combinations of colouring and markings you can use and we've used the different areas of detail such as Weapon
feeds, face plates, helmets and shurken calapulls to infroduce lofs of sirange and exolic variations,

TOP TIP: PAINTING WRAITHBONE

Wraithbone forms the basis of all Eldar armour on vehicles and froops. You can paint
wraithbane any colour you wanl, including metallic colours such as Bumished Gold.
You might prefer o paint it & natural bone colour and by far the simplest way to do this
is to use a base colour of Snakebile Leathsr and Righlight with Bleached Bone. If you
use lois of Bleached Bone and Skull Whita you will get a polished bone look, but by
CHAOS BLEACHED GOLDEN RED keeping the highlights small your will and up wilh maore ancient-loaking wraithbare, Try
BLACK BONE YELLOW GORE using the drybrushing lechnigue fo gently dust on these highlights.

Ulthwé Colour Palette




CRAFTWORLD ELDAR ARMIES

ALAITOC

The primary colour of the Alaitoc Crafword is deap bive, with & bright contrasting colour. For this we have used Sunburs! Yellow bul as an altsmative
you couwld wse any bright colour you ke, as you can see in the examples below. The Guardians' shuriken calapulfs are painted a bone colour, which was
achigved with Vomit Brown and Bleached Bone. To add a bit mare of an alien and exalic feel fo our Alaitoe Guardians, we have used a mottlied effect to
vary the colowrs on the bive parfs of the Guardians' armaour. Details of how o do this are given below bul il you want lo keep il simple you could just use
& single colour such az Regal Blue.

TOP TIP: MOTTLING

To moftle armowr and vehicles, stard with a Regal Blue base
colour and hen dabl on smal palches of Enchanted Bluae,
Make the dabs different shapes and sizes. Then do the same
with Starm Bluwe, Use this effect to make camouliage paltems
on any craftworld’s warriors and Rangers.

Alaitoc Colour Palette

STORM  REGAL ENCHANTED SUNBURST BLEACHED
BLUE BLUE BLUE YELLOW BONE

The army of Alaitoc is noted for the considerable number of Rangers amongst ils warriors, as well as ils highly expananced scouls Known as Palh-findars,
Rangers can be painfed in a vanely of different colour schemes, some examples of which are shown below. In our Alaitac force wa have differentiated
bebtween our Rangers and Path-finders by painling the helmels and undersuits of the Bangers in the same colours as our Guardians, whilst the
FPath-findars are far more individualised, as befits their nature.

Fath-finders




CRAFTWORLD ELDAR ARMIES

BIEL-TAN

Fram the photographs below, you can see thal there are many ways to recreate the graen
and white colouwrs of the Biel-Tan Craftwarld. For the majonty of our Guardians we have
used white on mast of the ammour, leaving the green for use an helmels and weapons. We
used Dark Angels Green, Snof Green and Jade Green on the Guardigns, although Goblin
Grean and Scorpion Green work equally as well, The witile was painled with a base colour
of Shadow Grey highlighled Skull White, However, you can quite easily reversa this colour
scherme, as shown on the Wraithguard, or zubstitule a shade of grey instead of the whits.

Biel-Tan Colour Palette

CHAQS DARK SNOT JADE  SKULL
BLACK ANGELS GREEN GREEN GREEN WHITE

I the photo below, you can see how this green and while scheme can be transiated to the amy’s vehicles, as shown
an the Wave Serpent. It's a good idea fo only use the thom paftem on large areas of armowr, Guardians sre really foo
small to paint this pattern onto effectively. Remember that there is a high proportion of Aspect Wardors in a Bigl-Tan
Swordwing host, so think how they will fit info your anmy- when devising the colour schamae.




CRAFTWORLD ELDAR ARMIES

We used a very siriking shade of yeliow for our lyanden force, using Midnight Biue as & rcher colour 1o complamant tha bold
IYAN DEN Godden Yollow and Sunburst Yalow armour. By using different combinations of yeliows and contrasling blues, purples or
even deep reds, you can vary this colour scheme for your own anmy

This Spiniseer has been painled and
converted by Chriz Sman. The simple
addition of a marne of hair fo the holmed,
sculpted with Green Stulf, is enough fo
Iransfonm the onginal Warock modal info a
Spintseer. important character models can
ba painted in a contrasing oMo schemsa
fram the rest of the army so they stand oul
On  the Wraithlord  and on the battfefield but Chis chose to keep
Wraithguard photographs you the same colour scheme on ail his models.
can sog varations on the
Infinity rune which is the

symbol  of  these Ghost
Warriors. You could use either IYﬂnden COIour Palette

the rune's deslgn or its colour
as a way of dislinguishing
different squads in the ammy
Alsa  nofe  the Shrine  of

Asuryan rune, the symbol of | MIDNIGHT LIGNTMING GOLDEN SUNBURST
the Ivarnden Craftworld, on the BLUE BLUE YELLOW YELLOW
laincloths of the Wraithguard.




CRAFTWORLD ELDAR ARMIES

SAIM-HANN

The best way to get a good leoking Saim-Hann force is to find a way of painting
a strong red thal you are comforiable with. We have opted for a very bold red by
uging Blood Red, but you could keep the lone darker and more sinister by
showing move of the Scab Red. We have chosen white and black as our hwo
secondary colours because red, white and black is a very slriking combination.
Our Guardians have bean given while helmels with black face plates but these
could easily be swapped, Allemaltively, vou cowld paltern the helmels with
simpes and chowvrons, as shown on the jethike Guardians sbove, To form a
suitably impressive centrepiece for the amy we have converted a Wild Rider
Chief with his Kinsmen, which can be seen in more detail on the insida of the
back cover.

Saim-Hann fetbike squad decorated with mi'remn-.:fa transfars and pannants.

Salm Hann Colour Palette

CHAOS SCAB BLOOD FIERY SKULL
BLACK RED RED ORANGE  WHITE

TOP TIP: TRANSFERS

Eldar vahicla modeais come with watersiide transfers so you can
easiy apply Eldar runes fo them. IF you are feeling adveniurous,
you can do al sorts of things with these fransfers. For instance,
you can paint ovar the fop of the designs, perhaps making a
wihite lransfer yellow. You can also cul up runes belore applying
them to the vehicle, combining them to make new designs.

Joe Hills comvarted Wild Rider Chiefl and Kinsmen
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n occasion, scrvants of the Almighty Emperor may be fortunate or skilled
Ocnough to capture an Eldar alive The majority of those who fall into our
hands are from that caste known by our military forces as the Rangers. These
Rangers can provide uws with much information about their people. under carrect
inducements, Cwver the last two millennia, 2 surprising proportion of these
captured Hangers hatled from the craftworld of Alitoc. Perplexed by this course
of events. my predecessors began 2 detailed anzlysis of this craftworld which [
have attempted to continue. This has been a very hard task. as Alaitoc is one of
the most secretive craftworlds, drifting on the very edge of the galaxy. Ever
since war broke out between them and the Emperor’s righteous armics, following
the Beelze Conflict, they have shunned all direct contact with other races,

Intrigued by the propensity for the Alaitoc Eldar to follow the so-called ‘Path
of the Outeast’ | endeavoured to find the root of this from ameongst their
number. The information | manaped to elicit was interesting but unfortunately
the subject died belore it could reveal anything of depth or detail

It appears that the Eldar of Aliitoc are the most puritanical adherents to the
culture known as the Path of the Eldar - that lifestyle by which an Eldar will
dedicate itself to the pursuit of knowledge in onc sphere of life at a time. This
zealows attitude has led to many of the Alatoc Eldar becoming Rangers - either
made outcasts by their masters for some slight misdeed, or tiring of the harsh
discipline of thesr craftworld. For some, the very isolation which the Alsitoc
Eldar value has only served to heighten their curiousity and inquisitiveness
regarding the greater galaxy.

Although disenchanted with their eraftworld, these on the Path of the Outcast
still remain loyal to Alsitoc and many of them return to it in due course. Due
to its isolation, the craftworld makes much vse of itz many Rangers to gather

news, keeping it informed of the actions of other craftworlds and alicn races so
that the Alsitoc Eldar might respond if pecessary.

When the Alaitoc fight a war, they gather their many Rangers through the
webway, sending them ahead of their main force to sow distuption and anarchy

in their cncmy's army. The Rangers are highly skilled at destroying supply

dumps and ammo caches, pinning down units trying to attack and generally
breaking apart any coordination and cohesiveness the enemy army might have.
When the Alitoc make their major attack. the coemy will already be hali-
defeated - having spent days or even weeks chasing shadows, they will be
desperately trying to gather together the {ragments of their army into 2 fighting
force,

Inquisitor Czevsk - Teachizgs on the Unboly, Chaprer X1
The Tyrazny of Alinec’

“Mothing Can Hide From The Wrath Of The Emperor.”




THE RANGERS OF ALAITOC

An Alaltoc Ranger force must take at least two
units:” of Rangers fin addition 1o Farce
Organisation: requirements. These compulsony
units. do not affect the number or type of units
you can or must take according to the scenario’s
Force, Crganisation chart, although points must

The Rangers of Alaitoc are adept at waylaying
and - disrupting enemy forces and this is
represented by the lollowing rules, For each
Rangers or Path-findars unit in your amy, roll a
D6 on the Ranger Disruption table opposite at
the start of the battfe after both sides have

T

be paid for them a5 normal. deployed. Ranger Disruption only. affects units
on- the tabletop, it does nol affect units in
resarve. Units which. are vehicles {ie, have an
Armour Value) or are inside a vehicle can'l be

affected by Hanger Disruption,

For example, in a Standard Mission vou  still
nead’ to: select- two to six. more Troops unils
{which could.be more Rangers i you wish).

You. can't includs more of the following vt A unit cannot be affecied more than once. If an
types than yvou have Rangers or Path-finders | Inapprogriste. unit is randomly selecled then
urits: Guardian Defenders; Guardian Stormm simpdy randomly select another unil instead.

squads; Guranian jethikes; Viper squadrons. It the enamy army does not start on the {abletop,

So if your army includes three Rangers units {such a5 in Sabotage) then any unit may be
and one Fath-finders unit, you can have g |  affectad by Ranger Disruption unless it would
maximum of four units frovn this list above otherwise be immung. In such circumstances, il
{four in talal not four of each ona). a unit would normally start the battle pinned dus
to Ranger Disruplion, it stars in reserve instead.

An Alaitoc Ranger force may take Path-finders as an Elites choice.

ALAITOC PATH-FINDERS

Points/iModel | WS BS S T W
Path-finder 24 3 4 3 3 1

Squad: The squad consists of batwean 3 and 5 Path-finders.
Weapons: Banger long rifie, shurikan pistol.

SPECIAL RULES

Superb Infiltrators: Path-finders are adapl al working their way into a good firing position. To
represent this, they: may set up using the infittrators rule if the mission aliows Infillrafors to' be used.
I there is no-special Infiltrators rule, the Path-finders unit may make one fres move after both sides
have deployed but befora the first tum starts, They cannot use feet of fool during this special move.
| You may always deploy your Path-finders'al the slart of the battle, even if they would normally have

L 1o be kepl in reserve. In missions such-as patrol, where you are limited in the number of units at the

. start, the Path-finders do not counl towards this limit.

Difficult and Impassable Terrain: Palh-finders can move through dense bush and langled forest
with little hindrance and carry many ilems of special-equipment for negoliating the worst terrain
imaginable. A Path-findars unit may move through difficult terrain withoul penalty, A Path-finders unit
may negotiale impassable tarrain as if it were difficult terraln, altheugh they may only roll a single D8
for the distance moved and cannot use fleet of foet whilst in impassable ferrain.

Expert Marksmen: Path-finders are able to pick off even the smallest targets with their long rifles.
When Path-finders fire theirlong rifles, the shol counts as having AP 1 on a tohit roll of 4, 5 or 6.

Cameleoline Cloaks: Path-finders are swathed in cloaks that change their colotrs to match the
surrcundings, making them all but invisible. A Path-finder squad adds +2 1o any cover saves i is
allowed (ie, a 5+ cover save becomes a 3+ cover save). If not in cover they have a 5+ cover. save.

- World Weary: Path-finders have witnessed many things and there is fitle that moves them to joy or

| fear. They have seen many of their friends and comrades dia over the centuries so death holds little
fear for them. For this reason, they have a Leadership of 10'as noted on their profile and never have
lo take Morale checks for suffering casualties from shoolifg, They do not have to take "Al On Your
Own' tests (see page 71 of the Warhammer40,000 niebook) and cannot be pinned. Palt-tinders can
always attempt to regroup (even if below half strength, forexampls).

RANGER DISREUPTION TAELE
Roll a D&

|Dé& Result

1 Mo effect.

sl 2 A random enemy unit on the

table is taken off and must star
in reserve instead. If the enemy
doesn't have a table edge for
the reserves to enter from then
the unit arrives fram the centre |8
of a random table edge, ]

3 A random enemy unit on the
tabde staris the battle pinned. 1
this wnit iz immune to pinning {58

then this result has no effect.

A An enemy unit on the tabla,
- ol
chosen by the Eldar player, is E?

taken off and must stardt in &£

resenve instead, If the By

doesnt have a table edge for S
reserves to enter from then the |8

umit armivas from the centre of &
random table edge.

5 A unit on the tabls, chosen by

thix Eldar player, staris the battle 5

pinned. A unit immune 1o pinning
cannot be chosen,

G The Rangers or Path-finders
may shoot once al one enemy
unit chosen by tha Eldar player,
regardiess of range or Hne of
sight {this represents the unit
firing at their enemies before
they reach  the battlefield). s

Resolve this before the batie §5

starts and if the unit is pinned, it &5
will start e battle pinned. 5




icl-Tan is located towards the southern rim of the galaxy. at the edge of what is belicved to be the extent of the ancient Eldar
Bcrnpnc Amongst the Eldar. the Biel-Tan have a well-deserved reputation for being warlike Their name means "Rebirth of Ancient
Days" in the Eldar tongue and it is the Bicl-Tan who have taken it upon themsclves to strive to rebuild the glory of the Eldar. To this
eod, the Eldar of Biel-Tan place greater importance vpon the Path of the Warrior than other craftworlds do, for they know that if 2
new Eldar empire is to be forged. it will be done in the hest of battle and with much blocdshed,

The assembled warhost of Biel-Tan is known as the Bahzhakhain, meaning the Swordwind. or Tempest of Blades The Swordwind relics
on a single attack which uses surprisc and the immense fighting skills and firepower of its Aspect Warriors to annihilite the encmy in
one swilt blow. To this end. the Swordwind employs aumerous Wave Serpents and Falcons te move its vnits into position, from which
the Aspect Warriors then launch a devastating all-out attack. smashing into the enemy and giving them no chance to recover

This kind of attack has proved particularly devastating against the Swordwind's most faveured type of target enemy colonees. The
Biel-Tan apparently sce any colopisation by other races as a threat to the future growth of the Eldar empire. It is their philosophy that
it is better to cradicate any usurpers as soom a5 passible before the enemy becomes well established. To this end. there have been
countless conflicts berween our military forces and the Biel-Tan craftworld. Often the Explorators of the Adeptus Mechanicus discover
and colonise worlds near to Biel-Tan's course, only for the Eldar to launch an attack and wipe out the sertlers. Thus we must provide
heavy garrisons for newly-scttled worlds on the southern rim to protect colonists from these sorties by the Eldar, draining valusble
resources for battles clsewhere. If Biel-Tan were to be enadicated this would relicve an incredible pressure on our malitary forces.
However. despite my numerous petitions to this cffect. there has ncither been the military might nor the political will 1o do this

The Swordwind has fallen upon other alicn races as well The Orks in particular are hated by the Biel-Tan. as they can rapidly spread
scross @ newly colonised world [with a prolification which we eursclves find hard to forestall] The starships of Biel-Tan constantly

hunt across the stars to destroy Ork spacecraft before they can find 2 world to engull with a tide of green warriors. There have been
many accounts through the millennia of the Bicl-Tan Eldar arriving to help a beleaguered Imperial garrison fighting against the Orks,

l:l:n]‘_r' for the .-"'LE-PCE1 Warriors to furn oo their erstwhile allics once the Orks have been destroyed. The leaders of the Swordwind also
sce it as their dll-l:.‘ To profect the Exodite worlds from alicn invasion too. As the Eldar of Bicl-Tan sez it, when the time comes {or
the Eldar to emerge from the shadows and reclaiim what is rightfully theirs, the Exodite worlds will be the first slaging points for
conquering the worlds of other races that have spread across the galaxy. Many an incautious expeditionary force has made plinetfall on 2
world not knowing that the Exodites inhabit it. ooly to find themselves swept away by the ferocious attack of the Swordwind.

Ingquisitar Crevak - Teachings oo the Unboly, Chapeer 333
The Bellsgereats of Biel-Tis
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CRAFTWORLD BIEL-TAN

The following changes are made to the Craftworld Eldar army list:

Guardian Defender
squads, Guardian
Storm squads,
Rangers, Guardian
jetbike squadrons
and Vypers are all
Elite choices

Warp Spiders,
Striking Scorpions,
Howling Banshees,

Fire Dragons and
Dark Reapers are all
Troops choices

The Avatar of Biel-Tan may be joined by the Court of the Young King.

THE COURT OF THE YOUNG KING

The Avatar and the Court of the Young King count as a single HQ unit.

COURT EXARCHS

Pts/Model

Dire Avenger 26 3+
Howling Banshee 32 3+
Fire Dragon 28 3+
Striking Scorpion 28 3+

Squad: The Court of the Young King consists of between 3 and 5 Exarchs chosen from the
list above at the points cost indicated. You may mix different types of Exarch to form the Court.

Weapons: A Dire Avenger Exarch is armed with a shuriken catapult. A Howling Banshee
Exarch is armed with a shuriken pistol and a power weapon and wears a Banshes Mask. A
Fire Dragon Exarch is armed with a fusion gun and mellta bombs. A Striking Scorplon Exarch
i armed with a shuriken pistol, chainsword and mandiblaster.

| Options: A Dire Avenger Exarch may exchange his shuriken catapult for a shuriken pistol and
b | & power weapon for +10 pls; ora shuriken pistel and a Diresword for +20 pis. He may be given
| the following warrior powers: Distract for +8 pts; Defend for +12 pis.

A Howling Banshee Exarch may exchange her power weapon for an Executioner for +5 pls or
be equipped with powerblades for +5 pts. She may be given the following warrior powers:
War Shout for +20 pts; Acrobatic for +8 pts.

A Fire Dragon Exarch may be equipped with plasma grenades at +2 pts. He may exchange
hiz fusion gun for a Firepike for +18 pts. He may be given the following warmor powers:
Burning Fist for +20 pts; Tank Hunter for +15 pts.

A Slriking Scorpion Exarch may be equipped with plasma and haywire granades at +3 pts. He
may exchange his chainsweord for a Biting Blade al +5 pis or a Scorpion's Claw at +15 pts.
The Striking Scorpion Exarch may only be given one warrior power: Crushing Blow at +10pis.

SPECIAL RULES

b Fearless: While the Avatar is on the table, the Court of the Young King becomes fearless and
{ | automatically passes any Morale checks or Finning lests it has to make.
!




lthwe is known amongst the craftworlds for the many Eldar there who

follow the Path of the Seer and the Path of the Warlock, This is believed
to be due to the craftworlds proximity to the Chaos shrouded Eye of Terror.
The Ulthwe make the claim that they need their aumerous Farseers to keep
watch for the many and varicd guises of Chaos but those from other craftworlds
often hint that it is the Eye of Terror itself which has tainted the inhabitants of
Ulthwé and cxaggerated their psychic potential. Whatever the reasons for this
trend, when the warriors of Ulthwe go to battle they are always accompanied by
many of their powerful psykers.

Of all the eraftworlds, [ believe that it is Ulthwe that interferes the most with
the affairs of other races. The craftworld’s many psykers can foresee future
events with a greater precision and for a longer duration than those of other
craftworlds, Led by the infamous Eldrad Ulthran, the Seer Couvncil seems to be
constantly diverting the course of histary to their own ends and. conscquently.
warriars from Ulthwe are frequently sent on missions to subtly alter the balance
of fate in battles that will ultimately concern their home

I would guess that we ourselves have suffered from this callous manipulation
many times in the past. It is from these enigmatic and often scemingly
contradictory conflicts that the Eldar have carned their reputation for random and
capricious behavicur,

A certain number of my predecessors widely (some might say wildly) attributed
some of our most cataclysmic conflicts to inferference from Ulthwe. Amongst
these are pamed the sccond Bantle for Armageddon, the Sanapan Scouring, the
Mortis Annihilation and the Third Coming of Orian.

There is yet hope though, for this continuing reliance on psykers has left the
craftworld lacking in the skilled Aspect Warriors - the path of the Seer is the
longest and most dangerous, leaving little time for an Eldar to tresd the Path of

the Warrior. To compensate for this, Ulthwe maintains a considerable standing
army of Guardians (usually Guardian units are raised as and when they are
required. much like our own planctary militias). The Black Guardians are known
throughout the regions around the Eyc of Terror, both as saviours and dreaded
foes.

Inguisiter Czewik - Teachings on the Unhaly, Chapter XXXV,
Corsed Ulthwe




CRAFTWORLD ULTHWE

The following changes are made to the Craftworld Eldar army list to
represent a Craftworld Ulthwé army:

As fewer Ulthwé Eldar tread the Path of the Warior, the craftword does not have many
Aspect Warriors and must rely on its famed Black Guardians in battle. To reprasent this, an
Uithwé army cannot have more Aspec! Warriors squads than it dees Guardian squads (either
Defenders or Storm squads).

Any Guardian Squads faken as compulsory Troops choices are the Black Guardians, with the
statistics shown below. This costs no extra points, Other Guardians have a nanmal profile.

K GUARDIANS

Points/Model | WS BS S

Defender Squad 8 3 4 3
Storm Squad 8 4 3

PointsfModel] WS BS S T W Sv

Farseer +40 5 5 3 ) 3 44
Warlock +11 4 4 3 3 1 a4+

Squad: The Seer Council forms a single unit consisting of 2 Farseers and 2 Warlocks at a
cost of 90 points.

Options: Up to three extra Farseers can be added to the Seer Council for +40 points each.
Any number of additional Warlocks may be added to the unit at +11 paints pear Warlock.

Any Farseer or Warlock may be given any equipment allowed from the Graftworld Eldar
Armoury except that Farseers may not be mounted on jelbikes (they are far too old and prowed
1o go raging around the skies!).

Transport: |f the Unit numbers ten or lass models then the Seer Council may be transported
in a Wave Serpent for 110 points.

.| SPECIAL RULES

Psychic Powers: Each Farsear must be given between one and four psychic powers for the
points cost listed in the Craftwarld Eldar Armoury. Warlocks may be given up toane Warlock
power from the Craftworld Eldar Armoury.

Rune Armour: Sea the Wargear section of Codex: Eldar for details.

Detaching Warlocks: You may detach Warlocks from the Seer Council and attach them to
Guardian and Wraithguard squads, as detailed in the Codex: Eldar army list. However, vou
must leave at least three Warlocks in the Seer Council.

New Warlock Power. Warlecks in the Seer Council may be given the Augment psychic
power instead of one of thoss listed in Codex: Eldar. Augment costs +5 points! Itis used
when a Farseer in the Seer Council successfully uses a psychic power. Unlike other Warlock
.. powers, the Warlock must pass a Psychic test fo use Augment. [f the test is successiul, the
i\ range of the Farseer's power is doubled. Remember that a Warock can only use Augment

|| once per turn and that each Farseer power can only be augmented once per tum, you
cannot double the range and then further double it with a second Warlock. Mote that the
Warlock must remain in the Seer Council to.use Augment (in otherwords, they can't boost
the Farseers power from the other side of the batifeffeld!). If any Warock falls to augment a
" power, a second Warlock may attempt to augment the same power.
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Chapter IX - THE LIVING CRAFT

The reticence of the Eldar — Concerning
peculiariies of Eldar lechralogy — The ¢

Vil SERICECT

seerdd “shates ' — Confemplation on

Duriu_ﬂ: my time among the Eldar of Iyanden, 1 leamned much of the vast
ships on which they travel through our galaxy. As was so often the case
with this prowd and imperious race, much that I leamt was picced together from
chance ¢conversations over a period of many months with my “hosis’l. This
=aid, [ am sure that mine is the most accurate description of the craftworlds yet
ailable in the Imperial language.
Although the Eldar are averse to talking of their
history before the Fall, from what [ could determine
it 15 likely that even in those times the Eldar
travelled the galaxy in vast trading ships called
craftworlds. These carly craftworlds  were
considerably smaller than now hut, none the less,
they were still whole self-contained communties
housing hundreds of Eldar families. A typical
trading mizsion might take the craftworld away from
== i1s home planet for centuries, travelling thousands of
light years beyond Eldar space before returning home.
These craltworlds developed such a strong sense of independence that they
were unaffected by the general malaise of Eldar socicty that occurred before
the Fall®. Because a craftworld might return home only theee or fowr limes in a
thousand years, the decline of their civilisation was all the more apparent to
them, whilst those who remained behind grew accustomed to the slow
degereration and 0 failed to heed the danger signs.
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In the final weeks leading o the Fall, the returming craftworld crews found their
workds in muins, They rescued those who were still sane and fled into the depihs
of space through the rapidly collapsing warp tunnel network. Many craftworlds
lingered oo long trying to rescue their kin. Drifting in orbit at the moment of
the Fall, they were destroved by the psychic overspill or sucked into the warp
and consumed. These lost craftworkds are still mowmned by the survivors,
30 it was that the Eldar trading eraftworlds became,
along with the Exodite worlds, the last bastions of what
had once been a proud empire that ruled our Galaxy.
How swiltly the mighty had been laid low and what a
powerfyl reminder for us all of the insidious dangers of
vice, cormuption and decadence! But 1 digress, In our
own times, many thousands of years aflter the Fall,
craftworlds =6l travel through space bul they are also
‘linked” 1o other locations via a system of warp tunnels
which stretch through the galaxy. Long before the Fall,
arnedd how 1o make these holes, [tis likely that originally nearly

Docyan-232-x

the Eldar hag
all Eldar planets and craflworlds were interconnected by warp tunnels,
However, during the Fall a great part of the neework was destroyed 2o that
travel is not as easy as it once was. Some tunnels were attacked and destroyed
by dacmronic intrusions, their entrances sealed or destroved 1o keep Chaos from
swallowing entire craftworlds, Other wnnels simply collapsed or the places
they led to were laft desolate. Today, the tunnel network sill connecis
crafiworlds o each other and 1o millions of places throughout the galaxy bu
there are sigmficant gaps in the system leaving some crafiworlds isolated,
Because of the partial breakdown of their warp mnnel network, the Eldar find
it almost impossible to reach certain parts of the galaxy and must rely on the
shvwer method of space travel instead.

Since the Fall, the original crafiworlds have grown considerably in size so that
they are now ten or & hundred times larger than the onginal trading ships which
lie at their cores. The Eldar use a mysterious substance, known as Wraithbone
in our ewn tongue, i make the skeletal cores of their buildings and spacecrafi,
[ was never ahle 1o determine how the Eldar manufacture this extraordinary
and resilien material, although [ was able to deduce that, much as the skeleton
of an animal provides a framework for its fleshy tissue, so the Wraithbone of
an Eldar spacecraft is a living core around which its functional structures are
arranged. The Wraithbone not only gives the construction its rigidity but also
channels psychic energy. This facilitates internal communication between
syslems, transmits power and enables the craft o act as an organically
integrated whole, In this way. the Wraithbone not only performs the
I They did not ke & i it frow an ignerant “Mon-Keigh”.

* For o filler description of this ¢ t evens | nifier the render i the previous chapier.
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mechanical tasks which a bony skeleton would perform in an animal but also
the role of the nervous system and blood stream.

The Wruthbone core of a spacecraft is surrounded by a structure which is
literally grown into the required shapes. This is accomplished by a special class -
of Eldar called Benesingers. These Bonesingers use their psychomorphic
talents to accelerate the formation of psychotrepic crystals around the
Wraithbone, They then shape the resulting mass into fibrous bulkheads,
supporting walls, floors, and conduits®. The resulting shell the Bonesingers
manufaciure, if such a crude term can be used for their subline art, completely
surrounds the Wraithbone core and forms the hull and major intemal divisions
of the spacecraft. The same process is used to make any large structure,
including wehicles, but spacecrafl are tvpical works of Eldar psychic
engineering and serve as a pood example of the process. Individual systems can
be either fabricated on board the ship by psychomorphism or made elsewhere
andd installed subsequently. Most of the craft’s operating systems ane connecled
directly to the Wraithbone core The many thousands of systems draw power
through the Wraithbone and are constantly monitored and wltimately controlled
through it.

Because of the unique practices of Eldar
psychic engineering, any Eldar construction,
whether  building, wehicle or  spacecraft,
resonates with sympathetic psvchic energy. The
Writhbone core provides a paychic channel
through which an Eldar can evaluate sand
contrel various mechanical functions, This s
the basis on which Eldar technology is
achieved. Although it is very different from the
simple mechamcal processes used by us
hinmans, individual devices and structures
wsnally look similar to comparable haman
artefacts. As a general rule, Eldar anefacts have
an organic, flowing appearance and tend to lack
the prosaic design and hard angular edges of
I'I'IiIIE:L' II!. OUr own IJI_'"I.';I:{."‘_
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By necessity, each crafiworld is a self-contained and self-sustaining biosystem
with zomes which contain forests and nawral flosa as well as urbanised areas.
These natural zoncs act as green lungs, furnishing a breathable mmosphere and
prewiding rencwable resources for the Eldar, Vast space docks are located on
the outside of the craftworld, bousing fleets of spacecraft. These fleets carry the
Eldar armies through the warp wnnels which connect the crafiworld o the rest
of the galaxy in order 10 carry out the policy of the eraftworld whatever it may
be. Since the Fall, each craftworld has become an independent *state’, for want
of a better term. which conducts its own affairs and wages its own wars.
Craftworlds do sometimes ally together to face a common threat or to achieve
i common objective but such alliances are
usually temporary and have no  lasting
significance. OF course, all Elar are united by a
common culiere and racial identity but that
means little when it comes to defending the
interests of their own particular eraftworld. This
said, for one craftworld to actually assault and
amempt the destruction of another would be
cgarded as a terribly wasteful and purposeless
enterprise. Although such calomitous events
have happened in the past, they are not common.
Having spent so much time amongst the Eldar, 1
can say that [ am thankful for this; the Eldar as a
race can be cruel, callous and unfeeling bul,
speaking as one who has spent much of his time
travelling the Galaxy (all be it unwillingly), 1 can
say without reservation that the Eldar craftwaorlds are one of the most beautiful
and wondrows creations 1 have ever seen. Their loss would be a calamity not
just for the Eldar but for all civilised creares,
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* e oof the enduring memories of my stay o fyasden are of the Hmes 1 ke pretence

of the Bonesingers. Their songs svill haumt my dreams to this dav.




