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sin model in your
which allows you to spend
painting this single miniature.

This page shows several examples of
models, painted to an extraordinary
standard by our re miniature
painters, the 'Eavy Metal team.

Although most of the models have been
painted in their standard black synskin
suits, there is no reason why you can't
adapt the A sins’ colour scheme to
reflect the terrain they will be fighting on or
the army they will be fighting with (see the
inside back cover for more examples).
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INTRODUCTION

“‘Thcught begets htrtS}r: heresy begets

retribution.”

Anon

Welcome, Grand Master, to Codex Assassing, Within these
pages you wil find everything you need to unleash the
devastating warriors of the Officio Assassinorum against the
enamias of the Emperor.

THE ASSASSINS

There are many weapons the Imperium can bring against
treacherous commanders, alien leaders and subversive
cultists. It commands the vast might of the Imperial Guard and
Mavy, which have the power 1o raze whole worlds and slaughter
any number of foes. It can call upon the aid of the Space
Marines to bring swift and final vengeance against those who
would threaten the Emperor's domains. The gigantic Titans and
other war engines of the Adeptus Mechanicus can obliterate
cities. ¥el all these fail 1o instil the dread which the enemies of
Mankind feal at the meantion of a single word — Assassin!

The Officio Assassinorum is responsgible only 1o the fabled
Senatorum Imperialis — the High Lords of Terra who interpret
the Emperor's Will, Silent, deadly and ruthlessly efficient, an
Aszsassin can strike at the heart of the problem, quickly and
cleanly removing those who would dare oppose the Emperor.
Impassive and impersonal, an assassination sends a clear
message to herefics and rebels — no one is beyond the
Emperor's justice,

The Officio Assassinorum is divided inte a number of differant
Temples, each spacialising in a certain manner of death. From
the shape-changers of the Callidus Temple to the hormrifying
psyker hunters of the Culexus Temple, the Officio
Aszsassinorum’s servants deal death in many, many ways.

ASSASSINS IN GAMES
OF WARHAMMER 40,000

Assassins are highly skilled, with very specialised wargear.
They are a simple solution to offsetting certain weaknesses in
an anmy, or for further bolstering your strengihs. Having
problems dealing with pesky Eldar Warlocks or Ork Nobz? Why
not field a Vindicare Assassin to pick them off from afar! 1z your
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Imperial Guard army suffering badly because it lacks units
which can take on the enemy in an assault? Sounds like the
bic-alchemical nightmare of an Eversor Assassin would come
in handy. ..

Aszassing also give you a chance to show off your painting
skills if you wanl. Each of them is & character modal - the
miniatures have lovely areas of detail which you can really
spend some time on. Just have a look at some of the Assassin
miniatures shown on the inside covers and then say with all
honesty that you wouldn't like at least ane sitling on your sheif!

WHAT’S IN THIS BOOK?

This Codex breaks down into the three main sections listed
below, each of which illuminates a different area of using
Imperial Aszassins in your games of Warhammer 40,000,

The Officio Assassinorum. This section contains the different
game rules and ammy list entries for the Assassins you can
include in your army,

Painting and gaming advice. Included are some tips on
painting and modelling Assassins, There are also some
ideas about different ways you might like to use Assassins in
YOUT James,

Background. A collection of background material from various
sources, including information on the terrible times of the War
of Vindication.

IMPORTANT NOTE: “ou must have an Imperial army of some
description {Space Marines, Imperial Guard or Sisters of Battle,
for example) to use an Assassin. If you don't have one of these
ammies, you're going 1o have to come up with a very good
reason why an Assassin should be supporting your cause!
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On the pages that follow, vou'll find entries for the different types of Assassin available for your
Warhammer 40,000 battles. This army list allows you o employ Assassing in battles using the
scanarios included in the Warhammer 40,000 rulebook, but it also provides you with the basic
information you'll require in order to field an Assassin in scenaros you've devised yourself, or
as part of a campaign series of games, or whatever.

This army list is slightly different to others we have published so far. For a start, you can only
aver have one Assassin in your army, even if you are playing with more than one “detachment’
(see page 131 of the Warhammer 40,000 rulebook). Secondly, the army list is in two pans. The
first section details the rules which apply to all types of Imperial Assassin. The second part
comprises the rules and wargear for the different Assassin Temples, which are in addition to the
general rules in the first part.

I I ! = - &
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Assassing can be included in any Space Marine, Imperial Guard and Sisters of Battle army.
Assassins count as one of your Elites choices, and you may never have more than one Assassin
IN YOUr army.

All Imperial Assassins have the profile and special rules given here. In addition, they have extra
wargear and special rules, depending upon the Temple to which they belong, detailed in the
individual entries on the following pages.

SPECIAL RULES

Independent Character: All Assassing are trained to work alone, and so follow the rules for
independent characters given in the Warhammer 40,000 rulebook. However, an Assassin
can never join another unit and they always fight individually.
Infiltrators: Assassins must be able to sneak past guards and through even the tightest
defences to reach their targets. An Assassin may set up using the rules for Infilfralors if the
mission bBeing played allows this. In missions where there is no special rule for Infilfrafors,
the Assassin must be deployed with the rest of the army as normal,
Fearless: Assassing are implacable, never resting until they or their target is dead.
Assasszins never fall back, they are assumed to automaltically pass any Morale checks they
are required to make, even against attacks which normally force their target to fall back with
no test taken. Assassins cannot be pinned.
Dodge: Imperial Assassins have superb reflexes, able to leap out of the way of an attack.
An Assassin's 4+ save is invulnerable,
Temple: An Assassin must belong to one of the tollowing Temples, selected when you are
choosing your amy. They may nol change their equipmeant or take any additional wargear
Points values: An Assassin's points value is based upon the Temple they belong 1o,
Vindicare .......... +60 points Callidus ............ +70 points
Eversor ......... 445 points CUlBXUS .. ocenans +55 points

The Slaughter of Clan Mackensic

The ruling family of Dusrcamin V1 in the Ultima Segmentum was the Clan Mackeazic, an anticot colonial
family, bed by Crasd Duke Fraser Mackenzie Tt became evidear that the Clin Mackenric were financing pirate
naids on their nsighboars, paying for stolen goods taken from the roval mining worlds of Bousn and Nearly-
There An Eversar was despatched to wipe out Grand Duke Mickeszie and afl his living relitives. during their
Grand Hootmazay (3 local heretic festival), which was held every summer. The Eversor succeeded in killing
all three hundred 2nd scveotecn members of the Clan Mackenzie [the yourgest being three wezks old, the
cldest onc hendred and forty two), although at times the Asassin was forced to resort to vartous improvised
weaposs to complete the dasnting fask. incliding a silver soup spoon and 2 batter knifc

Mother Sullet

Legends tell of 2 daring and
hideous crime, perpetrated by
a Cillidus Assassin against a
planetary goversor wha
thought himsell stromg enough
to defy Imperial rule. The
governor doted on his infant
son, and had him gearded
night and day to prevent his
kidnapping. According 1o the
tale, 3 Callidus Asssssin
disguised hersell xs the childs
nanny. and so gained access to
the princeling Emplaying the
shape-chunging powers of
polymorphine, the resourceful
Assissin swallowed the child
like a pythos. and carried

it away past the guards in
her belly.




Ofticio Assagsin

FILk TO: INQ/OS 72 Vi
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TARGET: Uik the Unstoppible. alico
MISSION DATE: 4715924M40
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VINDICARE ASSASSINS
WARGEAR

Spy Mask: Tho Vindicare's spy mask reduces the cover sa
larget by one (a 5+ cover save bacome.
1nd 80 on). In addltion, the SPy mask means the Vindicare rolls 2D6x5

for determining how far he can see whe,
e an see when the Night Fighting rules are

/6 of his
1ve, a 6+ s¢ negated
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using the Night Fig
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Exltus Rifle: The exitus rifle is treated as a sniper rifle (range 36", hits
0N a 2+, wounds on a 4+) with an Armour Piercing value of 2. In addition,
the Vindicare has one of each of the following special rounds, which may
be fired instead of a normal shot (keep a note of which special rounds
have been fired). The special rounds are used one at a lime and you
must declare that you are using one of the special shots before you roll
the dice to hit
Shield-Breaker: The shot lgnores any invulnerable save conferred
by amodel's wargear - not Invulnerable saves which the model has
as part of fis basic characteristics, For example, a Greater
Daemon's 5+ invulnerable save can be taken as normal, but a
Chaplain's 4+ rosarius save would be ignored,
T’u!ba-Pcnelmlor: This inflicts 2 Wounds on any model wounded.
{u;gna ata vehicle, the shot has an Armour Penetration value of
Hellfire: The shot wounds on a 2+ instead of a 4+.

Exltus Pistol: The exitus pistol has the following profile:
Range: 12" Strength: 5 AP: 2" Pistol

SPECIAL RULES

r""l‘f;:_“;":’x“hmw nominate the model targeted by the Vindicare
Woapons troe chTI: shooting, such as a Sergeant or a heavy
o, not the epan, - means you get to choose which model is taken
TaNge and line ‘y‘ addition, the Vindicare can target any model in
Ol sight, regardless of any targeting restrictions (such
acters within 6" of another unit).

85 independent char

Exites
HUs Acta Probat: the Qytcome Justifies the Deed

Dictatus Vindicare




“] commit this message to crystal, as a
. record for eternity of my last thoughts in
this realm. | have seen what will come to
pass, and | have seen the face of Iic who
will end my life. A black -shadow is even
now stalking me - across this barren,
lifeless world. | have seen him only by his
absence. He is a void in the skein of time.
.a no-thing upon reality. The Rune of
‘Oblivion is his sign: the Rune of Ending is
his destiny. My Oblivion, my Ending.

It is'a creature of utter abhorrence; of near
“unspeakable horror to me. Only the

~ _CULEXUS TEM

Humans could s;awn such a creature, so
debased are they, so lacking in breeding.
Yet even they, as crude and blind as they
are, can’ see this creature, this thing, for
what it truly is, theugh they have no real
understanding of its inexistence. | know
more about this alien fiend than they do. |
know why it is a soulless monstrosity, for
I have spoken to the Solitaires who know
so well about such things, about the
stealing af spirits from bodies that yet live
on. It is unnatural, for it is not of the
Chaos that binds all things together. It has
no- life in the Otherworld, it has - no
existence except in the physical. It is a
dead thing that thinks and breathes, a
most ‘hideous abomination. Even theé
Humans ‘who tolerate the stench and
sqyualor of their own kind cannot bear this
monster. Ungifted as they are, their latent
psychic powers, of which they understand
sorlittle, warn them of the danger it poses:

. Their skin crawls with nameless dread,
* their stomachs churn with subconscious

Ioathi.ng. Yet this is but a slight reaction
compared to the disgust | feel when |
consider its non=existence.

* Though they hate this creature that their

own kind have spawned, the Humans, so
low and despicable as they are, would
stoop to welcome it, to make use of its
vile properties. Though their own near-

“sighted seers would gladly see this

creature eradicated for all eternity, the
double-faced and treacherous humans lie
to each other and turn these things upon

«their foes when eves are cast elsewhere.

CULEXUS ASSASSINS

WARGEAR
Etherium: Any

t wishing to st
Culexus A

n, and

nimus speculum has the
yker within 12" of the Culexus
n, add +1 to the animus speculum's Assault value

ull 7

becomes Ass
within 12").

Range: 12" Strength: 5

Psyk-Out Grenades:
specuium, the Culext

AF: 1

/ker is hit, they must pa

9, and so loses 2 Wounds

That which is unknown and unseen always

commands the greatest fear,

Dictatus Culexus

ol at or charge the

er trying to target him with

55 a Leadership test. If the
ancther target instead.

ault 3 if there is one psyker

Assault 2

Instead of firing the animus

in may throw a psyk-out
s only useful against psykers. Psyk-out
es have a range of 6°. Roll to hit as normal. If the
a Leadership test on 2D6. For
)syker fails the test by, they lose 1 Wound.
may be taken as normal, For example,
7, due lo the Soulless rule, opposite) rolls

SPECIAL RULES

of their turn must pa
the unit will also fall back.

counls as having Leadership 7,

psyker loses one Wound,
with no saving throws

of any type allowed

. (not even invulnerable
saves). This is warked oul
at the start of every round
of close combat and
Wounds inflicted by this
attack count towards the
combat resolution. All
other close combat
attacks are worked out

as normal.

Psyker Assassin: The Culexus Ass
with any shooling attacks, regardiess

]

They send them out to hunt for those with
the Sight, those such as myself,

For this creature is an anathema to the
Gift of the Mind. Its void blankets the
Flame of Life that burns in the Otherworld
for all true creatures. It sewers us from the
stream of Chaos that allows us to change
realities, to create dreams and nightmares
from the stuff of reality. It is the darkness
that blinds; the silence of the grave; the
hand around all
breath. It visions and
befuddles one’s mind, sowing confusion
and terror wherever it passes. It'drains the
very spirit from your
youi

the throat

shatters

that
one's

stifles

body, wrenching
the glories of the
Otherworld and condemning it to the
ashes and dust of mundanity.

essence from

They try to control it with their clumsy
technology, using devices which they
barely comprehend, to guard others
against the hungering maw-which serves
as its spirit. To even consider harnessing
such unpleasant freaks of creation is to
invite disaster. | would laugh at the irony
of it, were it not offensive — the
Humans hunt and kill those with the git,
fearing for their safety, when their true

nemesis, the real creature which will be

SO

their doom, is nurtured upon their bosom.
How Human that is.

This thing stalks me now and |, | who have

seen the birth of stars and the death of
galaxies, | am afraid.”

Eldar Farseer Lithandros-Esmanthil

[ e | P SN

Psychic Abomination: Any psyker within 6" of the Culexus Assassin at the start
Morale check or fall back. If they are with a unit, then

Soulless: Any unit (friend or foe) with a model within 12" of the Culexus Assassin

unless it would normally be less than this.

assin can always target a psyker specifically
of whether the psyker is in a unit, an

SEN

independent character, etc. The Culexus Assassin may ignore ather models when
charging into an assault if this will allow it to get into contact with a psyker.

Life Drain: The Culexus Assassin may use this ability when in close combat with
a psyker. Before any attacks are worked out, but after models are moved, bath
players roll 206 and add the Leadership value of their respective models
(remember Ihe Soulless rule, above). If the Culexus Assassin scores higher, the




EXTRACT FROM INTERROGATION OF HILORD RADISCH,
AIDE TO FORMER IMPERIAL COMMANDER BRASSIKA OF ORLENZIA
Direcked to: Inguisitor Loued
Imperial Record CALA 322/28a
Inguisition Record INR[Ordsic] 23412/32Z3
Elimination of Renegades

Commit to:

Crossfile to:
Transmittod: Orlenza Triartes
Inpuk Date: T386143.H38

Thought for the Day: He who leses a limb lives on. He who
loses his head does not.

Inquisitor Kale: In your own words, please describe the
course of events which led up to Imperial Commander
Braggika's death.

Milord Radisch: It was all
Le Xard. It was all his, I
what I mean!

IK: Start from the beginning. Who is
ME: He was introduced as a mercenary
hleti system, our nelghbours. He had replied to the
Imperial Cosmander’s inquiries after men who could lead
fighting u 5. We had heard of him before = he had aided
Laskith Ireni, the Duke of Aleti, against the Ork pirates
geveral years ago. As reguested by the Imperial
Commander, I carefully ascertained the extent of his
loyalty towards Terra.

IK: And how loyal was this Le Kard?

MR: Oh, he was very crude, entirely motivated by money.
Very material and shallow.

the fault of that mRroenary,
n her, I I don't know

this Le Eard?

commander from the

IR:

MR: 0Oh indubitably! He was very coarse, vulgarc, but he

was a very experienced fighting man. I say man, but.

IK: Keep to the pointl

MR [coughs guietly]: OFf course, I'm sorry. He had all
manner of things to tell the Imperial Comsander about.
Disposition of forces, supply lines, logistics and all
the rest. Mundane thinge like that. A wvery technical sort
of soldier. Down to business, no &lan, if you get my
meaning .

IR

HR: A8 we E‘KPE'CL'E‘dr our announcement that we were to
gever tiea from the Imperium until better trade terms
were negotiated wasnt taken very well. We had already
imprisoned the law enforcecs of the Adeptus Arbites, with
a wery cunning subterfuge if I might say so. You so8 we

I do not, but continue anyway.

ok them all Eoo table! It's a mystery to me.
£ s EXTRACT EXDS

IK: Stay with Le Kard, we'll talk about the Arbitratore
later.

ME: Could I have sca¢é wine, if it pleases you?

IK: You cannot. Continue.

MR: A little civility wouldn't. (MR screams as pain| lance
iz inserted into epine].

[Recess while MR recovers; Blazphemy, Vulgar Profanity
and Haking Immoral Suggestions added to list of charges
against MR.]

MR: EZorry. Well, the Emperor sent two whole ‘;'El:lin'!l!'l'lts of
Imperial Guard n here to enforce his trade
negotiations. But we weren't going to bow to bullying
tactics like that, 80 we attacked them. The men fought
ever g0 bravely, buat it turned out that they were in all f
the wrong places. Our armies were surrounded or cot off
within a week. Of course, the Imperial Commander was very
annoyed with Le Kard. He'd lied to us, used us for i
profit. He'd promiced us wvictory but it was obvious he 'i
was & charlatan. Wy s we managed to grab him and throw

him in the dungeons until the Imperial Commander could
decide what to do with him. Then the Commander had a

little brainwave, you gee, and decided to have the
treacherous serpent impaled outside the gates. We haven't
impaled anybody on Orlenza for centuries = 1t was a very
decadent cheice, but popular with the Court. The whole

Court went down there to wakch the Imperial Comsmander E
infora Le Kard of his sly fate. But when they opened ¥
the doors, Le Kard was gome! Just vanished, his clothes i
piled in a corner! More peculiar than that, there was a 8
lady there, dresgsed in this sheer black outfit. Very -:
attractive and athletic, she made the Imperial <
Commander"s chief concubine lock positively plump. Well,

no seoner had the door been opened than cut leapt this
hellion. She grabbed the Imperial Commander’s cue and i
wrappéed it around his throat! We all stood there
horrified, and I vagquely remember Milady Winter fainting.
It all happened in such a rush, I can't really remember
what happened next. She pushed past me, astabbing me in
the leg with Milady Dorian’s hatpin, if you please. One
of the guards tried to wrestle her to the ground and
suddenly he was this mewling, crumpled heap on the
flagatones, blood pouring from his skomach. Makes me very
ill just to think about it. Then she was gone.

e

IK: And you have never seen this woman before or since
that occagion, perhaps in Le Kard's company?.

HR: Hever, He was lZ]:.'Iil‘.E a loner really, never. let anybody
into his chasbers, kept the door barred and locked. He
even found the secret door and blocked that with a dining

CALLIDUS ASSASSINS

WARGEAR

C'tan Phase Sword: The C'tan phase sword can anly be used in close
combal. No armour saves am alfowed agamst hts from a phase sword,
nol gven invuinerable saves!

Newural Shredder: The newral shreddar uzes the fiams template and is
firgd fust ke a fame weapon. Roll to wound as follows. The newral
shregder has Strangth 8, but rathar than using the targets’ Toughness
vales, thetr Leadership Iz wsed, Other than this, the To Wound chart iz
usend @5 nowmal, For exammie, & Lo 8§ mogal 15 wounded on & S+ A roll
of @ 1 always fals to inflicl & wound, Againsl vehicles, roll & O3 on tha
Glamnding Hils lable, as the crews brains arg partially prolected by the
vehicle's armour. The neural shredder has the following profite:
Range: Template  Strengthc X AP T Assault |

Polymaorphine: The Callidus Assassin is always in resene, even in
missions which do nol normally use the Reserves rule. When she
hacomes available, she may be placed anywhere on the batilefield, and
can mave and fight mormally in the tum she amves.

Poison Blades: If the Callidus Assassin is S0 in base conlac! with an
enarmy modal al the end of the assaull phase, alter all combals have
been resolved, she may make an exlra attack with her poisoned biades
(roll fo hil affer any consolidalion moves). She gels T Allack which
2lways wounds an & 4+, Normal anmour saves are allowed.

SPECIAL RULES

Jump Back: Al the stan of any assaull phase, the Callidus
Assassin can atternpl to disengage from combal. Roll a D& - on
a roll of a 1 she fails lo disengage and must fight on in the
combal normally. on a roll of 2 or more she moves that many
inchas away from ihe enemy. This move cannot be used to
mowve into confact with a different enemy model. If this leaves
tha enemy unit unengaged, they may make a consolidate move
at the end of the assault phase.

A Word In Your Ear,.. The player with he Callidus Aszsassin
CAN Move ane anamy unit up 1o 67 after both sides hava
deployad, bul before the first turn stars, The unit’s naw
position must ba within the normal deployment zone, and he
owning player may choose the facing of the unit afler it has
besn moved.

o assume the shape of the accursed and deliver

death from the purity within you.

Dictatus Callidus




Vit: Prefect Blake peered over the shoulder of anc
af the tech-adepes at the moaitoring stition. The
disphy wat covered i ohscuse orange lises and
letterforms which wene imcomprehensible to him.

“Any activity? Blake asked, stinding straight ooce
mote. The tech-adept tumed slowly 1o lock at him. as
if paticing his commanders presence for the first time,

The adepts woice was sheill and he spoke in a
apid. clipped way, “Tracked wn object falling from
orhit, master. Most probably it was 2 metcome It
impucted towards the top of the next valley. The sicge

:wll.l“ ITI.I.ﬂlT

Satisfied that all was well, Blike se off for his
moneing stroll. He wisa't expecting any trauble bere,
up in the moustsins. The real danger s back in Selin
Chy, where the Peefects forces Tad besicged  the
Arbites  Precinct, There was finle chonce of the
Emperors forces amiving - Prefect Dalio had dealt
with the Astropahs persomlly. This monitoning station
wis pest a sign of the Prefects brillint attention to
every detadl, merely 2 castiosary mecasure

The dawn sun shoae dimly through the frecring mist,
casting am onnge glow around the bunker i th: Viee-
Prefect siepped out. Blike yuwned and strevched. trying
to case the stiffocss in his limbs kii after six hours
on duty, The seatry. Horul appearcd from rousd ke
comer of the pliscrets buidisg, rubbing his hasds
together to keep them warm. Blike nodded his bead in
grecting, but meither of them said anything. cach
p::tu’nng the calm slence of the cardy ruutumg [Eq
stood like that for a few minstes. each lost in theis
own thoughts. It wiz Honel who broke the silesce.
interrupting Blake's reverie
“What was that?™ He asked suddenly. peering out isto
the gloom.
"What wis what™™ Blike answered, having moticed
nothing amiss.
1 thosght 1 heard something. A growl or snard or
something like that” Harul expluined, ushobsteriag his
atopistel.

bear? Down from the moustiing, perhaps?

eated mervously, his woice quavering as he

copied Horol and taok oot his sideasm.
A sudden movement to the left snapped both their

heads rompd. Owt of the mist sprang 2 Black—cld
figure. Its fice was a grisning skull and one hand was

tipped by shining clows, the other
gripping 3 gleaming sword. With a roar it
leapt upon Horul, smashisg his pistol out
of lis hasd with the blade and burying its
tabons imto his chest. Horul's high pitched
serecch histed for a split sccond befoe be
[l salent. blocd dribbling from hes lips

Blike was already renning for the bupker
portal. As he panched the code into the
erypolock he ghoced over his shoulder.
The creature lifted Horul's body off the
grovsd with s cliwed hand and then
tossed it aside. droplets of crimsom
spattering its shull mask With a hiss the
door opencd and Blake slipped inside. As
the desdbolis locked the door shet again,
the Vice-Prefoct pointed his balt pistal ar
the locking mechanism and fired The
ditishb cracked down the middle

“Get in now, you beastt panted Blake as

be bueried down the corridor towards the

command chamber. As he reached the end

of the passage he heard the dull thump of

a melta charge being set off. Hall turming to look back
he sww the armoured door begim to rock on its inches-
thick inges. With a screech of shearing menl the
doar was ripped off its blqu. thick blick smoke from
the melta bomb billowing in through the opening
Without thought Blike shimmed” the butt of his pistol
into the alarm activator beside the command chamber
door and the air was filled with a picreing siten. As
the smoke cheared, Blake could make out that grinsing
skull leering a1 him along the pissigewsy. The monster
sturted running towards him. meoving iscredibly fast. it
epes fixed on Blike's.

Tt was still a fow metees away whes the goards spilled
out of a side comidor, The first was Jooking towards
Blike when the cresture’s cliw hished out, sepanating his
bead from his body. The secomd gave a strange
squeaking noise of absolute terror before the serrated
blades pumthed through his chest Bhke was almast
sick when he noticed several inches of menl protreding
from the guard's hack Pistel fire filled the corridor
and the mysterious attacker pil!f.l'u:ﬂ farward under the
hail of bolier and lis-shots. As it rolled 1o its fect
agiin, Bhike svw that it hod sheathed its sword and
deawn an intricate. double-barrelled pistol in thar split-
socond. Blake betked into the commasd chamber a5 ihe
creature fired 2 1.'|:|]|r.:.' of thots into the side corridar

It coatinued to fine even a5 it tumed its gare buck
towards him. b wis then that Blke realised the tech-
adept wis telling him something,

“docated multiple sigaals in orbit. master. They are
Imperial ships of war. " the tech- :d:pt coacloded. Blike
didn’t reply. his attention was locked on the harror
sulking down the comidor towards him. He noticed
wials of differest coloused liquids attached to its body
and watched with sickened fascisation s they began to
empty. pumping their costents info his assaibot's body.
The crearure gave a visible shudder and then let our 2
bone-chilling cry.

“We must signal the Prefect, master” Blake heard the
tech—adept say, bt the voice sounded distant, 2 il.ll.'l}'
Iy,

The Emperor's wnith wis sunding barely two metres
from him now snd he looked at its eyes properly for
the firit time. Two pits of blood red greeted him, orbs
filled with mge and hatred and a thisst for wialence
which he hed mever coasidered possible.

°1 think it's too fie” Blike fownd himsell muttering
to the tech-adept.

Witk 2 hiss the beast laape

EVERSOR ASSASSINS

WARGEAR
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Dictatus Eversor




Cver the page you will find a new Warhammer 40,000 mission —
Assassination! — which represents an Assassin being aided in a
mission by friendly forces. This is just one of the ways you can fight
unugual battles with Assassing. The next few pages feature a handful
of different ways you can use your Assassing in your games of
Warhammear 40,000

A ONE-MAN ARMY

A game with obvious appeal is the single Assassin versus an entirg
force. There are a number of ways you can do this, At the maost
straightforward level, the Assassins opponent is allowed a small army
— in other words, & commander and bodyguard, The Assassin starls 3
fair diztance away (24" iz a gocd rule of thumb), and must kill all of the
enemy before he or she is eliminated. However, there are soms
variations on this theme:

A lone Vindicare Assassin is holed up in a commanding position,
and is pinning down the enemy squads as they iry o advance, He
must be killed before the army can continue.

When  setting up  your
battlefield, make sure there is

Ferome the Tnsaintly
Czrli'im] Jerome of Ogistia TV
amassed 3 great deal of wealth from
rsudulent Ecclesarchal levies on his
diecese. He used this 1o begia b‘ui]diug
s own army. i a bid to returm to the
ing the Age of Apostasy when
the Frateris Templars were one of the
s im the
sgin shot him
b, a5 be simg

quite a lot of terrain that ihe
Vindicare could be hiding in =
rocky outcrops, abandoned
watchtowers, ruined buildings,
fall trees and S0 on. The
Assassin player does not place
a miniature on the tabletop to
begin with, but inslead wriles
down the whereabouts of the
Assassin's hiding place, The
oppasing plaver has 750-1,000

subversive 11:,111 dl_l!'!.nF his daily
marning dhlutions.

points-worth of units trying 1o
advance across the battlefield.

Flay as normal, except that
whenever the Assassin player
wants to check ling of sight to a
target, their opponent is obliged
to tumn away. [1's a good idea for
the Assassin's position to give
him aline of sight over many of
the obstacles on the lablelop,
5o that it isn't too easy to work
out where he is hiding. Also
note that the Assassin is
allowed to change posilion as
well = as long as he doesnt move within 2* of an enemy, then his
location remains secret; just note down a new hiding placs within 6* of
the last and remember thal his exitus rifle is Heawy 1.

The only way the enemy army ¢an find the Assassin is to be within 2°
of his hiding place at the end of a tum. When this happens, the
Assassin is placed on the batilefield = it then becomes a fight to the
death! This is a highly enterfzining batile, as the Assassin sneaks
about from vantage point fo vantage point, while the opposing player
desperately fres o look back along lines of fire fo determine the
Aszassin's position, and his units lose men and get pinned in place,
disrupting the search.

An Eversor Assassin has been dispatched fo assault an enemy
command post and destroy anything it comes across.

This game works well a5 a two-player game, but can be played solo as
well. The command post is represented by floorplans (Space Hulk
boards are ideal), which are laikd out at the start of the game. With two
players, the defending player picks an army of 750-1,000 points and
assigns a unit to each reom of the command post, Thess units are not
placed on the table, and may do nothing until the Aszassin enters the
room or a friendly model, which has encountered the Assassin, enfers
the room. In addition, at the end of any tum in which there was

shooting or close combat, the defending player may roll a D6 for any
unit in & room adjacent to the one in which the combat/shooling took
place. On a roll of 4, 5 or & they are alerled by the scunds of combat
and are placed on the table at the start of thair next tum. Defendars
whao are broken fall back towards the nearest friendly-occupied room.

Az a solo game, the Assassin player must pick the defending army,
and when units would be placed on the table, randomly generate
which of the units appears. You'll hava to use a bit of common sense
when controlling the defenders. Basically, most squads will attempt to
stand and shoot al the Assassin. Closa combat experts, such as Orks
or Dark Eldar Wyches for exampla, will try to assault the Assassin.

An enemy army has unwittingly invaded a world used by
one of the Officio Assassinorum Temples as & training ground.
They suddenly find themselves beset by a wveritable army
of Assassins!

This is a pretty simple but fun battle. The Assassin piayer only ever
uses cne Assassin at a time, but every time the Assassin is Killed,
another takes their place. You showld nominate a feature on the
fabletop to be the enirance to the Temple’s hidden complex = the
Assassing must prevent any enemy model moving into contact with the
entrance. Keep track of the number of Assassing killed, then swap
sides with your opponent to see if they can do betier!

COVERT OPERATIONS

The majority of the time, an Assassin will work alone. Occasionally,
however, teams of Assassins are dispatched, or an Assassin may find
him or herself fighting alongside other military forces (as in the
Assassination! Mission given later), Mot only that, bul Assassing do not
just fight alongside Imperial forces. In the Imperium’s history there
have been many occasions when it was deemed betler to aid one
enemy force over another, for the long term benedit of humanity. For
example, consider two Ork warbands fighling over a world near 1o
Imperial space. The winner of the war will then unite the sunvivors and
possibly attack Imperial worlds. In these circumstances it may be
better for & few covert Impernial agents 1o support the weaker of the two
factions, which will then have a two-fold effect. Firstly, the war will last
longer, thereby seeing the deaths of more Orks. Secondly, a weaker
Warboss is more likely to spend fime consolidating his grip on
the world, fighting usurpers within own his ranks and 50 on. The
Imperial agents may even change sides, thereby ensuring that no
side. claims a greal victory, and posiponing the potential invasion
almost indefinitely.

What this boils down 1o, is the fact that it isn't tofally unreasonable for
an Assassin to fight alongside an Ork or Eldar army. However, I'd
sirangly recommend thal the Assassin is played by a separate player,
and that the Assassin be given very strict mission quidelines which do
nol necessarity banelit the “allied’ player all the tima, The idea here is
to make sure that the main army commander is not directly contrelling
fhe Assassin's actions. You can also do this in a regular army (Say
Imperial Guard or Space Marines) with the Assassin really fighting
alongside the anmy for their own ends, rather than to help cut the force
commander. There are a number of ways of doing this. As menticned
above, you could have a difierent player using the Assassin, who sels
themselves a mission which they must achieve [(such as killing the
enemy commander or destroying a set points value of units, efc).

Allgrmatively, you could say thal the Assassin has o attack the most
expensive enemy character model (or best psyker in the case of a
Culexus) and once thal characler is dead, the Assassin's mission is
complete and they vanish from view, never to be seen again. Another
possibility is 10 keep track of the number of victory points scored by the
Assassin, At the end of the Assassin's tum, divide this viclory points
tatal by 100 and deduct it from the roll of a DE. On & score of 0 or less,
the Assassin decides they have done enough and leaves!

Well, those are just a few ideas off the top of my head. I'm sure that
you're inventive encugh to coms up wilh lots more (have a look at the
Asz=assin mission in White Dwarf 232's Chapter Approved).






Gaming with Assassins

“$o world shall be bepond mp rule;
no enemp ghall be bepond my wrath.”

Thus spake the almighty Emperor on the summit of Moust
Vengeance, on Thor. And a number of his most loyal servants
did meet together, eager to serve the Emperor as best they
could. to help enact his dreams of conquest and rulership of the
Galaxy. Skilled were they in stealth and subterfuge.
accomplished in the arts of desth were they. They hunted down
those who would bring ruination to the Emperor's divine plan,
and struck them down as 2 bolt from the heavens. In secrecy
they acted. preferring not to have praise from the Emperor, for
they felt themselves unworthy of such attentions amidst the
great sacrifices and destroction of the Great Crusade Silently
did they emsct their executions, moving unseen from world to
world in the Emperor's wake, ensuring that promises were not
reneged wpon, that treaties and pacts were adhered to. In time.
these loyal servamts realised that they could mever hide from
death forever, and that their skifls must be passed on to 2 new
generation, to continue their great woeks. Thus they finally
revealed themselves to the Emperor and he did see the
magnificent duty they had tsken upon themselves and he was

ost pleased. Great temples were constructed on Terra and the

skilful and deadly youths were sought out, Thus the

Officio Assissinorum was created, and the pames of Callidus,
Vencoum, Culexus, Vindicare, Eversor and Vanus were forever
immortalised The strongest survived their rigorous training, and
in turn passed on their skills to others Mew skills were learnt
and mew temples founded: the art of blade and pistol. poison
and garratte wee honed in every aspect comceivable. So it is
that sow there is indeed no world beyord the Emperor's ruls
oo enemy beyond the Emperors wrath

In this scenario, an army has been mustered to aid an Imperial Important Mote: The defender has twice as many points o spend
Assassin in a mission to eliminate an enemy commander. The as the allacker. For example, 1,000 points of attackers would
attacking army must be able to hold off the defending forcas long fight against 2,000 points of defenders.

enough for the Assassin to complete the kill,

ASSASSINATION! ATTACKER ASSASSINATION! DEFENDER

COMPULSORY QPTIONAL
1 HO 1 monre HO
1 ERe 5 move Tro

1 Troops

COMPULSORY QPTIONAL
1 Eiflgs" 3 mave Troops
T Troogs 1 Efiles
2 Fast Attack
2 Heavy Support

an Impenal Assassin
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| considerations are secondary!

The Assassin must complete its mission to eliminate the opposing commander and then make its escape — all other

frsicy

' | SCENARIO SPECIAL RULES

Assassination! uses the Victory Points and Infiltrators scenario special rules.

SET-UP

Both players roll a dice. The highest =

scoring player may choose their | A
| deployment zone. They may choose a
B | long table edge, short table edge or
L | comner. The other player deploys along

| the opposite edge or corner. The
attacking player deploys all of their army
up to 12" onto the table. The defending
i player then deploys his army up to 12"
i | from the opposite edge or carner.

SHORT
TABLE EDGE

Infiltrators are deployed after all
ather units have been placed on the
table. anywhere not within 18° of an
enemy madel. If both sides have Y

¥

LONG TABLE EDGE

CORMER

-3
-

infiltrating units, each player rolls a dice,

5 The attacker has the first turn.

the highest scoring player can decide whether to deploy their infiltrators first or second.

MISSION OBJECTIVE
The Assassin must eliminate the enemy character |
fi with the highest points value (the defender must |

RESERVES

Maone.

declare which maodel it is!), and survive to the end of |

the battle.

A I the Assassin has not killed its target by the end of
the game, then the defenders win outright. If the
Assassin's target is killed and the Assassin is still alive

GAME LENGTH

The game lasts 6 lurns.

at the end of the batile, then the attacker wins. If the

i target is eliminated and the Assassin has alsc been

killed, then use victory points to determine the winner,

but do not count victory points for the Assassin

| or their target (i.e. only other units count towards
| victory paints).

LINE OF RETREAT |

Units which are forced to fall back will do so towards

the nearest board edge of their deployment zone,
using the normal fall back rules.




b ost wexing and challenging of my dutics was the implementation of the hidden order keown as the Orde Sicarivs. The Ordo

Sicarius was sct up at my own instigation, following my investigations into the supposed desth of the Grand Master of Assissins,
during the cooflict known as the Wars of Vindication. For those not aware of these events. [ include a quick summary.

The Wars of Vindication took plice shortly after the death of High Lord Goge Vandire, during the Age of Apestasy. It appears that
Vandire hed managed to corrupt many within the Officio Assissinorum, just 15 he had bribed and blackmailed his way to influence within
other organisations such as the Adeptus Astra Telepathica, Ecclesiaschy, Administratum and Imperial Guard. Foremost amongst Vandire's
agents was one Tziz Jarek, of the Callidus Temple, Using the shape altering compound polymorphine, Jarek had assassinated the true Grand
Master and assumed his identity. However, unbeknownst to Jarck, the Grand Master had expected such a plot and had a loyal Callides
Assassin take his place in his chambers. So it was that Jarck had sor killed the true Grand Muster, who secretly mustered those Assissins
still loyal to him to fight against this usurper. A heinous batile raged within the Imperial Palice itsell, with many innocents dying as the
Assissins brought their ierrible skills to the war. The ancicot arsenal of the Officio Assissinorum was opened and temifying weapons used
once more. weapons whose use had been hanned by the Senatorum Imperialis since their discovery. Gene-sympathetic nerve gases polluted
the corridors, while nentronic warheads destroyed whole wings of the Palice. In the end. the true Grand Master assssinated Jarek and then
disappeared in sclf-imposed exile. Whether he is sill alive is not known to me (though rest assured 1 have spared nothing in my endesvours
to locate him).

Upon my recommendations, the following changes were made 1o the Officio Assassinorum:

L The Assassin Temples were distributed 1o various locations. so that should one fall to alien influcnce, diemonancy or heresy. the others
would remain untainted.

Any Assassination to be allowed only by a two-thirds vote of assent in the Senatorum Imperialis.
All Assassinations 10 be followed by a deniled accoust of the mission activity. subject to Inquisitorial inspection at amy time

All Assassins, with exception of those of the Eversor Temple, to undergo regularly repeated psycho-doctrination, again under the eye of
the laquisition if deemed necessary.

Within the Inquisition itself 1 have assembled a number of like-minded Inquisitors and formed the Ordo Sicarius. We will maintain a close
watch on the activities of the Officio Assissinorum, and act according to our findings. However. this mandate led to a major problem
which had to be overcome before we conld continue As would be expected, considering the nature of its work, the Officio Assassinorum is
as secrelive as our own organisation. But as we have all been taught. 1o troly investigate a suspicious organisation. one must work [rom
within its confines, mot from without.

We have therefore managed to imsert a sumber of cur agents into cach of the Assassin Temples. These Assassin-lnquisitors perform the
roles of Assissins iz would sormally be expected. but during the aforementioned psycho-doctrination sessions, we are able to release from
them any ‘sensitive information which other Assassins may be less ready 1o divalge In this manner. we have already headed off two
agsassination attempts on the High Lords themselves, and prevented the major embarrassment of the assassination of one of our own
Inquisitors, who had been working covertly with the Orks of Lamina Scctor”

Extract from the Momoirs of Inguisitor Jueger, suppressed circalition by Ovder of Inquisizor Mudak.

him
Haunter 1= 1
b '_i_:l|‘|1 Haun

The Morisha Incident

Urhua Thereaux, Assassin of the Venenum Temple, was dispatched in
363MJ7 to assassinate the rencgade Governor Yawell, ruler of the planct
Morisha on the Eastern Fringe. During transit, the starship was caught in
warp rift. holding the vessel in a temporal stasis for some six hundred and
nincty-cight years. Not knowing that this had occurred, Thercaux procecded
to her target. only to find Yawell long since dead and replaced by an anti-
Imperial democratic committee, consisting of some 1000 members. Faced with
such an extreme task, Thereaux only succeeded in killing the committee
members after spending three days poisoning all the chairs in the council’s
auditorivm, before 2 meeting of the full committee.




