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“You are doomed. DOOMED I tell you!
For tonight we will feast on your very souls”

Lord Zual. leader of the Despair Bringers
of the Bakal of the Blick Hear

We.‘come my brethren to Codex: Dark Eldar, a book
entirely dedicated to collecting, painting and
gaming with the most evil and decadent race in the
Warhammer 40,000 universe — the Dark Eldar.

THE DARK ELDAR

The Dark Eldar inhabit a realm called Commorragh, a
place as darkly wisted as its rulers, from which they
launch piratical raids across the length and breadth of
the Warhammer 40,000 galaxy. The purpose of these

raids is not to congquer planets or protect territory, but to
cause mayhem, steal and pillage, and — most important
of all — capture new victims to be taken back to
Commaorragh. What happens to them once they arrive is
best not contemplated, for if anybody in the Warhammer
40,000 universe could be called propery evil, it is the
Dark Eldar. They are devious, vain and totally self-
serving, with no respect for any living creature, not even
themselves. They revel in inflicting pain and suffering,
and glory in causing death and destruction. The Dark
Eldar are not nice, not nice at all, and to be capturad by
them is a fate far worse than death!

WHY COLLECT
A DARK ELDAR ARMY?

In the right hands the Dark Eldar are a deadly foe, but
make no mistake, they are not an easy army to use.
Other armies can rely on nice thick armour or large
numbers of models to cope with their leader’s errors of
judgement, but not the Dark Eldar. The troops that make
up a Dark Eldar army are quite fragile, and it takes
cunning and guile to use them well. However, if you
possess the finesse and skill, a Dark Eldar army can run
rings around any enemy, leaving them bloody, terrified,
and, most importantly of all, totally defeated|

Three things typify the Dark Eldar army: it's very fast,
has lots of firepower, and is lightly armoured. Most Dark
Eldar infantry can move faster than any other troops
apart from their cousins, the Craftworid Eldar. With their
access o a large number of Raider transports, the Dark
Eldar possess an unprecedented level of mobility, They
also utilise an impressive array of sophisticated heavy
weaapons, which allow them to lay down a withering hall
of fire. However, they do not possess any tanks, and
with the exception of a very limited number of Incubi and
Talos, don't have any heavily armoured troops. The
result is an army that rewards a player who can use it
with subtlety and cunning, but which will punish the
player who simply hurls it headlong into battle.

Of course battlefield effectiveness is not the only reason
for collecting an army, and the Dark Eldar have a lot to
offer a player who is looking for an army with a certain
flair. The army includes a wide variety of very different
models, and this makes it possible to collect a really
individual force with its own unique style. The
appearance of the army is exceptional too: the Dark
Eldar model range, combined with the brooding look that
epitomises the army, creates a force that looks as great
on the shelf as it does on the battlefield. As you can see,
in just about every way the Dark Eldar are a
conneisseur's amy!



INTRODUCTION

WHAT’S IN THIS BOOK

This book breaks down into the following three main
seclions:

The Army List. This tells you about the different
characters, troops, weapons and vehicles available to a
Dark Eldar army, and how to work out an army for use in
a Warhammer 40,000 game.

Painting and Cellecting Guide. Describes choosing an
army, bhasic tactics plus step by step details of
assembling and painting models and vehicles. This
seclion also shows examples of Dark Eldar colour
schemes and markings, gives advice on choosing your
own schemeas, and tips on modelling and converting.

The Dark Eldar. The final section is dedicated to ;
background details and extra infarmation about the Dark They are not your worst nightmare; they are your every nightmare.
Eldar.

olosel Bryeser gazed aumbly at the display seeecn, his fingers tapping on his thigh in agitation. The dark icons representing the

Eldar raiders were quickly eocircling his forces who were guarding the command fower. More and more of the bluc icons of his
army flickered and then disappeired 1= units failed to report in aed were presumed desteoyed The situation was looking hopeless: comm-
link orders were becoming difficult 1o isuc as more and more comm-channels were filled with gibbering crics of terror and torment.
The Eldar attack was fluid. ever-changing, ind impossible to muster a force against in onc place Snapping out of his dazed state. the
Coloael strode to the armourglss window and looked oot The cold, clinieal icons of the stratzgic display did Iittle justice to the horific
scenc that greeted him,

Like a swarm of ravening beasts. the Eldar were spilling across the plins. Waves of jethikes moved rapidly from one defensive position
to the next. swiftly over-rumming the beleaguered Imperial forces. Around them hovered swarms of Eldar, warriors mounted on onz-man
anti-grav craft. dartiog in and around the main cnemy squads to harry the retreating forces and) sow confusion and anarchy. The larger
shapes of the Eldar transports and heavy weapons wvehicles glided effortlessly through the darkening sky, pulses of encrgy lighting up
the twilight of dusk Wherever the Eldar attacked, a ragged stream of Guardsmen fled back towards the command complex. Many of
them were quickly run down by the swilt Eldar and piles of human corpses littered the approaches to the citadel.

As might rapidly fell. the automatic searchlights lit up, bathing the battleficld in roving columns of light. For Brynner, this only added
to the sense of unreal mightimare, as shadowy shapes flitted through the beams, the pulse of weapons eropted across the chon horizon
and the Eldar moved ever closer. Within minutes the perimeter alirms were wailing, notifying the defenders of a breach in the outer
wall. The defensive batterses opened fire, shaking the command tower with the recoil of fifty guns [iring in wnison, cutting 2 swathe
through the onslanght of the Eldar. However, the Eldar responded with even more ferocity. Thin rays of black light, seen only a5 they
cut through the searchlight’s beams, picked out the guns in tur. systematically eliminating the control bunker's armaments. The scarchllights
were the next target and within a few heartbeats the only light te be scen was the pale glimmering aura of interior lights shining through
viston slits:

An explosion rocked the bunker, and the lanterns mnside flickered and failed as the esergy grid shut dewn The bunker was plunged into
darkness for half a minute before the back-up systems came op-line and it the inside of the bastion with their ruddy glow. All the
while, the comm-net was full of the shouts of desperste soldiers, the screams of the wounded and the gibbering of men driven insane
with terror. Another klixon sousded. low and ominous, and ene of the command suff reported the outer doors had been breached -
the Eldar were inside the }n.l.i1d'i113.

Switching his gaze to the internal viewers, Brynner watched the progress of the aliens’ attack, as they ran down corridors. unleashing
hails of deadly fire from their exotic weapons Hlis men were falling back steadily, the survivors were hardened to the wiles of the foe
o rﬁigﬁtd ta their deaths [Et}' were B:ilin.g their lives as dur!}- % Pnssihl; It was Flojm]:;s Thnush. the Eldar shot and cut down
men by the score. At the forefront were heavily-armovred warriors with gleaming power weapons.

Compared to the ruthless barbarity of the other Eldar, these warrios advanced in a2 cool. detached

fashion, mercilessly dispatching anyore who stood in their path, Brynner saw Commissar Helsreich

cut in hall with onc blow from 1 massive powered glive, his bodygward of Storm Troopers

slaughtered with equal esse It was only then that Brynmee realised that the Eldar were scant

maments from reaching the control room. Turning o Veriax. the Tech-Priest, he straightencd his

back ind took a deep breath

'Er:'n}'ﬁ Station 13 lost. PT:F::: the Plz.‘mn reactor for critical overload. We'll pot let them take
us alive "
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Subject Cipher: Reaver. Subyject Classification: Jetoycle. Subjoct Origin: Eldar [Pirate]

n b

Subject Description: The Reaver [eteycle is 2 ome-crew vehicle employing anti-gravitic impulse. The anti-
gravitic generator is highly advanced, housed within the structure of the wehicle just beseath the rider’s

i position. It s propelled forward by a sophisticated combustive jer which utilises 2 fwel source as yet
I\._ ] unknowa to our Toch-Adepts. The bulk of the Jetcycle appears to be of varisble coafiguration. The frontal
I_ j ‘_\“ Bel: DE/2626/4 canopy. rear canards and keel blade are all capable of assuming variows forms. Whether this is for sesthetic
. File 5 - D33 | reasons. some kind of costrol mechanism or just to alter the vehi combat performance in different
z'!' LEE R R B bantleliicld situations, it is impossible 1o tell. As you can see from the combat dats displyy in the image
! Source: | [higher) | Below. the Reaver Jetcycle is capable of very high specds, using a secondary booster to propel itsclf forward
'r Dt Claszified | 2t an astoundieg nate for short periods of time. Primary armament is of standard Eldar pirate design. firing
| Date: 1B4B5TEMA1 a hail of splinter-like ammugition. often coated with toxic substinces. Occasionally this is replaced by
Order: Retoram | different weapons [crossfile/Eldar Blaster & Eldar Shredder] Alhough mounting 3 rasged wespon, the
i L | g M| favoured method of attack appears to be close combat, wsing the rapidity of the Reaver to close quickly.
| slshing ar focs with the eyele’s blades as the atticker swoops past. Post-battle reports have shown that the
| | : "R (| rmiders of these wvehicles are highly at this type of attwck. able 1o disembowel an opponent, sever a
] ; | limb. or cven attain such an sccurate attack ron that the caratoid artery or jugular vein is severed during
the pass.
" y:
.
! b | Crid: s6/Am
£ rm—— Time: /4 A
"f.". S Vector: 6" /44
¥ bt Speed: 2SBK/F

!I;II:: Image Source: Adepies Astartes Dreadnosght: Delta @ Mussicre
i
:{
5] - L
I.':I “Fur many Imperial Commapders the form of warfare employed by the Dark Eldar = difficult to grasp and therefore 1o counter. Whereas 5
/'Iﬂ the duty of the lmpesial Commander is either to seize or defend territory. the Dark Eldar make war only to steal If. 15 2 by-product of I
} this, they are able 1o indulge their vile passion for murder, tortore and other decadest acts, then they will joyfully do =0, but this is oot their |
] primary goal Dhark Eldar sactics, therefore, sevolve around the desire to seire that which they want, and then 1o escape with it. They arc the |
masters of the surprise attack. and will rarcly attack 2 target they know is well defended o preparcd. It almost goes without sayisg that the 7|
Drark Eldar will use stealth and guile to win tha which they desiee, rather than 2 simple head-on sttack. The wehicles and weapons the Durk |".
i Eldsr use are all well suited 1o the taisks for which they are employed: Durk Eldar Jetbikes and Raiders allow for the rapid movement and £

redeployment of their troops, while the weapons they use are designed primarily to lay dows a heavy. short-ranged fire that can subduz am RSy
s much by its intensity as its effect. Although lightly armed and armoured (at least by the stindards of our own forces), the Dark Eldar are
swift, and will generally attempt 1o use their mobility to avoid ap opponent’s main streagih As can be seen, in all wiys the Durk Eldar arc the
masters of the tictics of the nider. the pirate and the bandit, and in ne =y show any desire 1o follow the noble calling of the truz warrior or
soldicr. Yer, although they should ng_}dl:r be d:spmd for using such ignoble tactics, they should sever be uader-cstimated, for to do =0 will -
undoubtably lead to defeat and death.

Taken from “The Durk Eldir Their Methods Aed How To Dsfest Them. By Onc Who Has Dose 507, Calosel Schifflen Van Dyson.
7th Visgrisn Royal Guard All printings suppressed by coder of the Admisistratum, MOIS093S M2
Sole remaining copy muistiised 15 laqeisition Rocord INE 1245/ H46




he following army list will allow you to field a Dark Eldar army

in battles using the scenarios includad in the Warhammer
40,000 rulebook. It also provides you with the basic information
vou'll need in order to choose a Dark Eldar army for scenarios
yvou've devised yourseli, or that form part of a campaign.

The army list is split info five sections: Headguarters (HQ), Elites,
Troops, Fast Atftack and Heavy Assaull. All of the squads, vehicles
and characters in the army are placed into one of these
depending upon their role on the battlefield. In addition, every
medel in the army is given a points value which varies depending
upon how affective the model is on the battlefield.

Before you chooss an army you will need to agree with your
opponent which scenario you will be fighting and the total number
of points each of you will spend on your armies. Having done this
you can proceed to pick an army as described below.,

FORCE ORGANISATION CHARTS

The army lists are used in conjunclion with the force organisation
chart from a scenario. Each chart is split into five categories that
correspond to the seclions in the army list, and each category
may have ong or more boxes. Each light toned box means that
you may make one choice from that section of the army list, but
a dark toned box means that you must make a choice from that
section of the army list.

Mote that unless a model or vehicle forms part of a squad or a
squadron, it is a single choice from whal is available to your armmy.

STANDARD MISSIONS

COMPULSORY OPTIONAL
1 HQ T HI::l
2 Troops 2 ENle
4 Trr.o.w
3 Fasf Atack
3 Hemvy
Supparf

The Standard Missions force organisation chart is a good example
alf how lo choose your army. To begin with you will need at least ong
HQ unit and two Troop units (dark shaded boxes indicate units that
must ba taken). This leaves the following oplions for you fo chooge
frovm to make up your army’s lotal points value: up fo 1 HQ unit, 0-3
addilional Elite units, 0-4 adaittonal Troop units, 0-3 additional Fast
Attack units or 0-3 additional Heavy Support units,

USING THE ARMY LISTS

To make a choice, look in the relevant section in the army list and
decide what unit you want, how many models there can be init,
and what upgrades you want (if any). Remember that you cannot
field models that are equipped with weapons and wargear if they
ara not shown on the model. Then, simply subtract the points cost
of the unit from your total points, and go back and make another
choice. Continue doing this until you have spent all your points.

ARMY LIST ENTRIES

Each army list antry congists of the following:

Unit Name: The type of unit and any limitations (if any) on the
maximum number of choices you can make for it {eg 0-1).

Profile: These are the characteristics of thal unit type, including
it points cost. Where the unit has different warriors, there may be
more than one profile

MNumber/Squad: The number of models allowed in the unit, or the
number of models you may take for one choice from the force
arganisation chart. Often this is a variable amount, in which case
it shows the minimum and maximum unil size.

Weaponsg: These are the unit's standard weapons.

Options: Lists the different weapon/equipment options for the
unit and amy additional points cost for taking them. It may also
include the oplion to upgrade a squad member to a character. If
a squad is allowed to have models with upgraded weaponry (eg
heawvy weapons, shredders, etc) then these may only be taken by
ordinary squad members, not the character.

Special Rules: This is where you'll find any special rules that
apply to the unit.

SPECIAL RULES

Fleet of Foot
The Dark Eldar are a lithe and agile race, noted for their fleetness of
foot. In the shooling phase you may declare that a Dark Eldar unil is
ot. Rolla E.'IEr The result is the distance the
) wer is nol affecled by
difficult terrain or a ther movement re: ons.

The lollowing models may nol nen:

Piratical Raiders
The type of Dark Elda
|ntr=n1 on making a swift attack, seizing prisoners
5 quickly as po It's not the kind of fo
8 and hold territory against enemy attacks. To repre
ere there ks an atta and a defender, the Dark
the attackers.

Capturing Prisoners
The Dark Eldar almost always take prisoners during their raids. What

to them is best not 1 contemplated k_m. if the Dark Eldar
L and forc I OpPOM oll a D&

far each enemy casualty in the assault. On a 4+, the modellis taken
as a prisoner. In addition, il the Dark Eldar adva ind y their
opponents by moving further than them, any enemy models removed
are caplured ralher than killed, Place all captured modeds 1o one s
At the end of the mission each captured mod [
to the Dark Eldar player. In missions where victory points
used prisoners have no effect on the oulcome of the battle, but it's
great for the Dark Eldar player to know just how many ‘poor,
urlftlnunala souls” ha is going to take back.




DARK ELDAR ARMOURY

Characters may be given up to two single-handed weapons, or a single-handed weapon
and a two-handed weapon. In addition, you can also pick 100 points worth of wargear for
each character but no model can have the same item of wargear more than once.

All wargear and weapons chosen must be represented on the model.

SIHGLE-HAHDED WEAPONS

Agoniser

Close combat weapon
Destructor (Haemonculi only)
Poisoned blades

Power weapon

Scissorhand (Haemonculi only)
Splinter pistol

Stinger (Haemonculi only)

TWO-HANDED WEAPONS
Hellglaive (no other weapons may be used) . . . 5 pis
Punisher (no other weapons may be used) 20 pts
Splinter rifle

WARGEAR

Crucible of Malediction
(no more than one per army)
Combat drugs
Grussome talisman
Haywire grenades
Hell mask
Hellion skyboard
Reaver jetbike
Plasma grenades
Shadow field (no more than one per army). .
Soul seeker ammunition
Terrorfex
Tormentor halm
Trophy rack
Webway portal




J- HQ

Points WSBS § T W | A Ld Sv
Archon &0 3] 6 3 3 3 T 3 9 5+
Dracon 35 5 5 3 3 2 [ 2 9 5+

Options: The Dark Eldar Lord can be given any equipment allowed from the Dark Eldar
Armoury,

SPECIAL RULES

Independent Character: Linless accompanied by a Retinue (see below) the Dark Eldar
Lord is an independent character and follows the Independent Character special rules as
given in the Warhammer 40,000 rulebook.

Retinue: The Dark Eldar Lord may be accompanied by a retinue of his finest warriors.
These may either be Dark Eldar Warriors andfor Incubi, as described in the Retinue entry
below. If the Lord has a Retinue then he and the Retinue are reated as a single unit during
battle. Mote that the Retinue does not count as a separate HQ cheice (it does not use up
ane of the HO ‘slols").

Points/Modell WS BS S T W | A Ld S5v

Haemonculus 25 4 4 3 4 2 4 2 8 5+

Number: You may include between one and three Haemonculi as a single HQ choice.

Options: Each Haemonculus may be given equipment from the Dark Eldar Armoury, They can
be given wargsar normally, but are restriclad lo ‘Haemonculi only’ weapans.

SPECIAL RULES

Independent Character: Each Haemonculus is an independent character and follows the
Independent Character special rules as given in the Warhammer 40,000 rulebook.

DARK ELDAR RETINUE

Paints/Modell WS BS 5 T W | A Ld Sv
Warrior 8 4 4 3 3 1 5 1 8 G5+
Incubi 25 5 4 3 3 1 5 1 8 3+
Incubi Master +18 5 4 3 3 1 (] 2 9 3+

If yourr army has a Dark Eldar Lord it may also have a Retinue. See the Dark Eldar Lord entry above.
Squad: The Retinue containg between five and ten Dark Eldar (either Warriors and/or Incubi).

Weapons: Dark Eldar Warriors are armed with splinter rifles. Incubi are armed with a tormentor
helm and a punisher.

Options: Up to two Dark Eldar Warriors may be armed with either a splinter cannon at
+10 pts each or a dark lance at +15 pts each. Up to two Incubi may be armad with a shradder
at =10 pts each or a blaster at +6 pts each.

Character: If the Retinue consists of five or more Incubi, one of them may be upgraded to an
Incubi Master for +18 pis. The Master is armed with a tormentor helm and a punisher and may
have any additional wargear allowed from the Dark Eldar Armoury.

Raider: If the Dark Eldar Lord and his Refinue number ten models or less they may be
mounted on a Raider at an additional cost of 455 pts. See the Troops section of this army list
for details of the Raider.

FE&MUAIITEHE

Dark Eldar thrive on

domination and

power, and those
who are vicious and ruthless
enough will quickly rise to
positions of authority. The
Dark Eldar Lords lead their
servants into battle in the
search for slaves and souls,
leaving worlds in ruin and a
veritable mountain of dead
heaped in their wake.

There is no pain
g unknown to the

Haemonculi, no
agony they cannot administer
upon their victims. They treat
the infliction of misery and
death as the highest of arts,
gleefully producing choruses
of screams and taking
delight in evary nuance of
discomfort and woe,

A Retinue is made
g up of the Dark Eldar

Lord’s most trusted
{and deadliest!) servants. The
Retinue will protect their
Lord in battle, but, as the
Dark Eldar are an evil and
power-hungry race, a Lord
requires a Retinue to also
protect him from his own
followers nearly as much as
they are required to shield

him from the enemy!
; 7 ,,,_..




ELITES

ELITES \

Points/Madell WS BS S T W 1 A Ld Sy

Grotescue 15 4 0 4 3 2 3 2 5 none

Squad: The squad consists of between three and ten Grolesques.

All Dark Eldar take Weapons: Mane.,

pleasure In suffering,
especially in the infliction of
pain. There are some who

Raider: If & squad of Grotesques is accompanied by an independent character they may be
mounted in a Raider at an additional cost of +55 pts. The independent character must be
purchased as a separate HQ choice, and must accompany the Grotesques in order to get them

have become so obsessed by
this need for torture that they
have even turned upon their
own bodies. Others are less
voluntary about their twisted,
manipulated flesh, having
fallen victim to the attention
of the Haemonculi through
some real or perceived
misdeed, or by simply being
in the wrong place at the
wrong time.

Mandrakes are the

most malevolent of the
Dark Eldar, preying on their
own Kind from the shadows
of Commeorragh. Who can say
how a Dark Eldar Lord can
entice these vile creatures to
serve him in battle. What
prizes can be offered to
beasts who crave flesh and
bood and little else?

to mowunt or dismount from the Raider.

SPECIAL RULES

Stupid: Grotesques are nol nated for their inleligence. Unless accompanied by an independent
characler they must pass a Leadership test in order to move in the movement phase. They do not nesed
fo test in order 1o make an assault move,

Feel No Pain: Grolesques are inured fo pain and shrug off minor wounds that would leave anolher
creature writhing in agony. Because of this they ignone shoating hits frem weapons whase Strength is not
at least twice the Grelesque's Toughness (ie, they are only afiected by shooting weapons with a Strengih
of 6+). This means that ranged attacks that can affect Grolesques will always get an cutright kill {(you
either kill them cutright or ot at all = no hali measures!). Mote that hits in close combat affect the
Grotesque normally (as you can chop bits off them!).

Terrifying Opponent: Grotesques are horrible opponents 1o fight against. Any opponent beaten by them
in clese combat auvlematically falls back without a Leadershin test being taken.

MANDRAKES

Points/Modell WS BS S T W | A Ld Sv
Mandrake 15 4 4 3 3 1 5 i 8 b5+

Squad: A Mandrake squad consists of between five and ten Mandrakes.
Weapens: Splinter pistol and close combat weapon.

SPECIAL RULES

Shadow-skinned: The special chameleon-like gualiies of the Mandrakes allow them to blend into the
background, even when standing in open terrain. Mandrakes always count as being in cover, giving them
a 5+ saving throw against most altacks. This counts in an assault as well, so unless the attackers are
armned with frag grenades, the Mandrakes will always strike first, If attacked by somelhing that ignores
cover their normal armour save of 5+ applies.

Hidden Deployment: Mandrakes are not deployed like other troops. They are always deploved al the
start of the battle, even if the mission's special rules say they must be held in reserve. However, instead
of placing the unit on the table as normal, take three Mandrake models (no matier how many models arne
i e squad), and deploy them separately in any place allowed by the deployment rules for the mission.
Any one of these models can represent the acteal location of the Mandrake squad, though you don't have
o decide which one unlil the squad is revealed.

Unitil the squad's location is revealed your opponent may nol shool, assault, or otherwise attack the
Mandrakes in any way, but, by the same loken, the Mandrakes do not affect the enemy, and can’t be used
for crosslire purposes, to block lines of sight, ete, All that the individual models may do is move up to &°
in the movement phase. They can da nothing else, and may not make a fieel of foo! move instead of
shooting.

You may reveal the true location of the squad at the start of any phase during your own fum. However,
you must have reveated their localion by the end of the third tum. Pick one of the Mandrake models, and
remove all the clhers from the table, then deploy the rest of the squad within 47 of the model you picked.
Cnce revealed, the Mandrakes follow the normal rules and may not retumn to *hidden' status again duering
the game,




Points/Modell| WS BS S

Wyches 10 4 4 3

Wyech Succubus +8 4 4 3

Squad: The squad consisis of between five and twenty Wyches.
Weapons: Splinter pistol and close combat weapon.

Options: Up to two models may be ammed with a shredder at +10 pls or a blaster at +5 pts. All models in the
squad may be armed with plasma grenades at +2 pte per model andfor haywire grenades at +4 pts per
model. One Wych model may be armed with a shardnel and impaler, one model may be amwed with
hydraknives and another Wych model may be armed with a razorsnare and falchion, all at no additicnal
points cost.

Character: One of the Wych models can be upgraded to a Wych Succubus at an additional cost of <8 pls.
The Wych Succubus is armed with a splinter pistal & close combal weapon, or wilh one of the three Wych
weapon combinations from the list below, The Wyeh Succubus may also choose extra equipment from the
Armaoury,

Raider: If the squad has ten or less models they can be mounted on a Raider at an extra cost of +55 pts.

SPECIAL RULES

Combat Drugs: Wyches use combat drugs to
artificially boost their already finely honed
abilities. Roll a D6 for each Wych squad at the
start of the batlle lo see what effect the vile

Result

May make a 12° assault moeve and a 308"
pursuit or fall back move.

2 | +1Ws
narcotics have on the unit. The effect lasts for 2 |ls18
the entire battle. If the Wych Succubus leading 4 | Always sirikes first
the squad has a combal drug dispenser then its 5 | Fe-roll any misses in closs combat,
affects only apply to them and replace the E | &1 Attack

effects of the squad's own evil concodctions.

Wych Weapons:

Shardnel and impaler; The shardnel is used to ensnare or distract opponants, 5o thal they suffer a
-1 to hit modifier. The impaler alfows the Wych fo always sirike first in the fiest round of combat, even
against opponents in cover. The model counts ag having two close combal wespons and receives a +1
Atfack in close combat.

Hydraknives: A Wych armed with a palr of hydraknives always sirkes last in close combat bul doubias
its Allacks after any modifiers have been applied. The rmodel counls as having two close combal
waapons and receives a +1 Attack in close combal,

Razorsnare and Falchion: The falchion is a special type of blade thal counts as a close combal
weapon. When combined with the razorgnare, It gives a +1 Allack bonus as a second weapon, The
razorsnare allows the Wieh fe ‘pull’ a mode! who is within 2° infe base contact. In addiflon, opponents
fighting a Wych who has @ razorsnare lose the benefit of using two close combal weapans (e, they
domn't get the +1 Altack they would normally receive).

0-1 WARP BEAST PACK
Points/Modell WS BS S T W

Warp Beast 12 4 0 4 2 1
Beastmaster 15 4 4 3 a 1 ]

Squad: The pack consists of a Beastmaster and between three and five Warp Beasts,

Weapons: The Beastmaster is armed with an agoniser and a splinter pistol. The Warp Beasts must rely on
their razor-sharp teeth and claws!

SPECIAL RULES

Warp Beasts: Warp Beasts are incredibly fast, even by Dark Eldar standards, They count as being fleat
of foat, and may charge up to 12" in the assault phase in the same way as cavalry do. Warp Beasts move
throwgh difficult terrain just like infantry. If they move through difficult terrain whilst they ane assaulting,
they move equal io double the highest dice roll. If the Beastmaster is slain and the pack are forced to fall
back, they will return to the warp, and are removed from play.

Beastmaster: Beasimasters are a subsect of the Wych cult that fight againgt wild creatures in the arenas
of Commuorragh. They use combat drugs like Wyches, bul always receive the 12° assault move resull, in
order to allow them to keep up with their pack. If the Beastmaster is slain then the pack will move towards
the nearesl unit (friend or foe) in the Dark Eldar tum, and assault thern il they can.

ELITES

Ruled over by thelr

Succubi, Wyches
spend their entire lives
perfecting the skills of
gladiatorial combat. Few
survive their first duel, but
those who live learn quickhy.
A Dark Eldar Lard with
sufficient means can hire
these highly-skilled warriors
te accompany him into
battle, promising great
rewards for those whose
fighting displays are most
pleasing to watch.

f you have any sguads

of Wyches in your amy
you may fake one pack of
Warp Beasts, The Warp
Beasls are a separale
unit, but do not count as
a separate Elites cheoice
with regard to the number
of Elite wnits you may
have in the amy.

Spawned from the

boody nightmares of
martals, Warp Beagsts are death
and pain embodied. They are
voraclous predators who will
atiack anything they can find. i
i the task of the Beastmasters
to calch these creatu gt
against them in the arena or
guide them into battle and
unleash them upon the
unwitting foel




Dark Eldar Warriors

attack rapidly, killing or
crippling those who oppose
them. They then drag off any
survivors back to Commorragh
to be tortured and killed at
leisure.

Dark Eldar are

technologically highly
advanced, as evinced by their
sleek, fast Raiders. Squads
mounted on Raiders sweep
about the battlefield, darting
swiltly from one fight to the
next, never staying still long
enough for the enemy to
bring sufficient force forward
to destroy them.

The Dark Eldar strike
rapidly from their ships
and warp portals,
descending upon the
enemy on their sleek
Raiders. Utilising a
grasp of anti-grav
technology far more
sophisticated than any
other race, the Raiders
allow the Dark Eldar to
attack savagely into the
heart of the enemy,
giving them little
chance to react or
muster a defence.

TROOPS

WARRIOR SQUAD

Points/Modell| WS BS S T W | A Ld Sv
Warrior 8 4 4 3 3 1 5 1 8 5+
Sybarite +6 4 4 3 3 1 5 2 8 b5+

Squad: The squad consists of between ten and twenty Dark Eldar Warriors,
Weapons: Splinter rifle.
Optians: Lip to two models may be armed with a shredder at +10 pts or a blaster at +5 pls,

Up to two models in the squad may be armed with either a dark lance or a splinter cannon at
+10 pts.

Character: One Dark Eldar Warrior may be upgraded 1o a Sybarite at an additional cost of
+6 pts. The Sybarite is armed with either a splinter rifle or a splinter pistol and a close combat
weapon, and may choose additional equipment from the Dark Eldar Armoury.

RAIDER SQUAD

Points/Modell WS BS S T A Ld Sv

Warrior 8 4 4 3 3 1 8 5+
Sybarite +6 4 4 =g 2 8 5+

Squad: The squad consists of between five and ten Dark Eldar Warriars mounted on a Raider
{see the Raider option below for details).

Weapons: Splinter rifle.
Options: Up to one model may be armed with a shredder at 10 pts or a blaster at +5 ks,

Up to one model in the squad may be armed with either a dark lance or a splinter cannon at
+10 pts.

Character: One of the Dark Eldar may be upgraded to a Sybarite at an additional cost of
+6 pts, The Sybarite is armed with a splinter rifle or a splinter pistol and close combat weaapon,
and may choose additional equipment from the Dark Eldar Armoury,

Raider: The squad must be mounted on a Raider at an additional cost of +55 pts.

Transport: RAIDER

Points| Front Armour  Side Armour _ Rear Armour __ BS
Raider 55 10 10 10 4

Type: Skimmer, fast, opan-topped |

Crew: Dark Eldar Warriors

Weapons: The Raider is armed
with a dark lance.

Options: The dark lance may be
upgraded to a disintegrator at a
cost of +5 pts.

Transport: The Raider may
transport up 1o ten Dark Eldar.




FAST ATTACK

4 FAST ATTACK

REAVER JETBIKE SQUAD

Foints/Modal

Ws

B & T W

Reaver a0
Reaver Succubus +16

4
4

C R A L
4 A

Squad: The squad consists of between three and ten Reaver jetbikes.

Weapons: The Reaver jelbike rider is armed with a splinter pistol and the jetbike is fitted with a splinter rifle.

Options: Up to two bikes can replace their splinter rifles with a shredder at +15 pts or a blaster at +10 pts,

Character: One rider may be upgraded to a Reaver Succubus at an additional cost of +16 pis. The Reaver
Succubus may chooss additional equipment from the Dark Eldar Armoury.

SPECIAL RULES

Reaver Jetbike: Special rules apply to
the Reaver jelbike. These are included
in the Wargear section of this Codex.

Combat Drugs: Reaver jelbike riders
arg a subsect of the Wych cult, and like
them they use combal drugs to
arificially boost their abilities, Foll a DG
tar each Reaver jelbike sgquad at the
start of the battle to see what elfect the
vile narcotics hawe on the wnit. A
separate D6 roll is made for each unit,
and the sffect lasts for the entire baltle
It the Reaver Succubus lsading the
squad is given a combat drug dispenser
then its effects only apply to them and
replace the effects of the sguad's own
evil concoctions,

DB

Result

- W S 5

Crazed! Ignores fall back results af any type, always
advancas after a combat and never consolidates,
+1 WS

+15

Abways strikes first

Re-roll any misses in close combat.

+1 Altack

Fear the shadows: despise the night
There are horrors that no

man can face and live

Riding ultra-fast
jelbikes, Reavers
combine speed with excellent
skill at close quarter fighting,
they race ahead of the main

Dark Eldar attack, slicing
through enemy squads
without pause.

Mounted on multi-

bladed skyboards,
Points/Modell WS BS S T W | A Ld Sv Hellions sweep down from the
Hellion 16 4 4 3 3 1 [ 1 5+ sky screaming chilling battle
A cries. They delight in surprize
Hellion Succubus +16 4 4 3 3 1 6 o 54 attacks, using their speed and

Squad: The squad consists of between three and ten Hellions

Weapons: Each Hellion is armed with a heliglaive.

Options: Up to one Hellien may be armed with & shredder at +15 pts or a blaster at +10 pls.

Character: One Hellion may be upgraded 1o a Hellion Succubus at an additional cost of +16 pts. The Hellion
Succubus may choose additional equipment from the Dark Eldar Armoury.,

SPECIAL RULES

Hellion skyboard & hellglaive: Special
rules apply 1o the Hellion skyboard and

combat drugs to arificially boost their
abilities. Bell a D6 for each Hellion squad
at the start of the battle to see what effect
Ihe vile narcolics have on the unit. A
separate DE roll is made for each unil, and
Ihe effact lasts for the entire battle. If the
Hellion Succubus leading the squad is
given a combat drug dispenser then s
effects only apply to them and replace the
affects of the squad’s own evil concoctions.

D6 | Result

Crazed! Ignores all fall back results, always
advances after a combat and never consolidates,

specialised weapons to strike
quick and hard, and then
mova out of range before the
enemy can turm their guns on
Them.

T will never forger what |
saw at Obsidian Station. The
omes of five thousasd brave
ttered about the
Their
upon the

heliflaive. These are included in the 2 |+1Ws P
Wargear section of this Codex, 3 1415 :’“5_“"-'1_ ”‘-:*If:_"t_ ’ht-l
; - orfitorics cir innards
Combat Drugs: Hellions are a subsect of ; gf;ﬂff;:k;’i’sgf; i were hung from cantrol
the Wych cult, and like Wyches they use TAENAS 3
Y yoiree Rey.l: & |+1 Attack que

decorations e nsane

celebration, But not a sin-s]:

skull was to be d; taken




HEAVY SUPPORT

On black pinions,

Scourges drop down
from the skies, thelr heavy
weapons unleashing a hail of
splinters and pulses of dark
energy. They attack wherever
they please, and strike where
least expected, utilising their
wings to quickly retreat or

drive forwarnd depending upon

the enemy’s strength.

Ravagers are va riants

of the Raider. Mounting
a deadty battery of heavy
weaponry, they have been the
bane of tanks and other
vehicles across the galaxy.
Combining amazing speed
with awesome weaponry, they
can easily outmanoeuvre and
blow apart the lumbering
vehicles of other races.

Constructed by the

insane Haemonculi,
the Talos is a torture device
that sweeps across tha
battlefield on anti-gravitic
motors, latching on 1o its foes
and incarcerating them within
its armoured shell. The death
spasms of those captured
propel the Talos towards its
enemies as its unigue Sting
wildly spews death in all
directions and its many-
bladed arms cut through
armour and bane with lashing
blows.

¥

HEAVY SUPPORT =

DARK ELDAR SCOURGES

Points/Modell WS BS S T W | A Ld Sv
Scourge 16 q sEEgEe 3 30 5 1 8 5+
Sybarite +6 Aerae e -3 DL R In

Squad: The squad consists of between five and ten Dark Eldar Scourges.
Weapons: Splinter rifles.

Options: Up to four Dark Eldar Scourges may be armed with splinter cannons at +20 pls or
dark lances at an additional cost of +25 pls.

Character: One of the Dark Eldar Scourges may be upgraded to a Sybarite at an additional
cost of +6 pts. The Sybarite may be amed with a splinter rifle or a splinter pistol and close
combat weapaon, and may be given additional equipment from the Dark Eldar Armoury,

SPECIAL RULES
Jump Packs: Scourges’ wings work in the same way as jump packs.

Deep Strike: Scourges can reach almost anywhere on the batilefield. To represent this they can
anter play as reservas using the Deep Strike rules given in the Warhammer 40,000 rulebook, even
in missions where reserves and Deep Sirke cannot normally be usad.

RAVAGER
Paints Front Armour___ Side Armour  Rear Armaur BS
Ravager 105 11 11 10 4

Type: Skimmer, fast, open-topped. Crew: Dark Eldar Warriors.
Weapons: The Ravager is armad with three dark lances.

Options: Any of the dark lances may be upgraded to a disintegrator at & cost of +5 pis each,

Points/Modell WS BS S T W | A Ld Swv

Talos 100 5 3 T T 3 4 D& = 3+

Weapons: The Talos is armead with a Talos sting and Talos claws.

SPECIAL RULES

Talos Sting: This is a unique weapen found only on the Talos. It has the follewing profile.
Range 24" Strength 4 AF & Assault &

Wildfire: A Talos fires off wild volleys of shots rather than aiming at a specilic target. When it shoots, roll
to hit as normal. Then allocate the ficst hit scored 1o the nearest enemy model to the Talos, the second
hit to the second closest model, and 50 on until all the hits (if there are any!) have baen wsed up, Molo
that this may mean that models from different units are hit by the attacks. Also note that only medels
within range of the weapon and in its line of sight can be hit. Once all possible largels in range and within
its line of sight have been hit once each, any further hits are wasted.

Talos Claws: The Talos gets D6 attacks with its claws (=1 if charging) when it lights in close combat, Roll
1o kit and wound nomally. Mo ammour saves are allowed against the claws. Against a vehicle roll only
ancs for Armour pensetration, but add +1 1o the Armour Penetration dice roll for each hit scored by the
Tales aler the first (eg, if the Talos hits a vehicle three times with its claws it would add +2 to its AP roll).

Fearless: The Talos never falls back and cannot be pinned, It is autornatically assumed to pass any
marale checks.

Skimmer: The Talos can move over difficult terrain without penalty. However, if it stars or finishes its
move in difficult terrain it will sulier a wound with no save on a DG roll of 1,




DARK ELDAR SUMMARY

Sv

=24}
- -é'z_?“"]l qy
- ;;.-:-::f & ¥

i 8 5&

D& nfa 3+

Front Side HRear BS
10 10 10

RANGED WEAPONS
Weapon Range
Elaster 120

Da ANce
Destructor Termplate

Disintegrator

doer

Splinter Cannon

12"
* These weapons have adaitional special rles, see the

Wargear section of the Warhammer 40.000 rulebook for
move gdetails,
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DARK ELDAR WARGEAR

7'.‘“" fellowing rules describe how all
T |

lo be more detail

of the arcane

weapons and devices used by the Dark Eldar work during a baitle.
2d than those included in the Warhammer 40,000 rulebook, and f they supersede

them if they are different. Any items not listed here function exactly as described in the Warhammer 40,000 rulebaok

Agonisers: These are close ral

that affect a wictim's ne

, Caus ng.': such Sevare pain i

kill ewen the largest
come in a widse variety of
ommon are whips and
5 .ﬁ.l forms of ag
: rofl to hit as normal, but
und, Instead hils causse 1
'.'.r.-ur:.'j on & |,]I3 rodl of 4+ regardless of
f!l-::nf_'l'\ Toughness, and no armour saves
are allowed (invulnerable saves may be
taken as normal). Vehicles hit by an
agoniser ke a glancing hit on a D6 roll of
B, regardless o vehicle's Armour valus.

omISers

Blaster: The blaster is a short-ranged
weapon that works in the same way as a
dark lance | below). It has the fallowing
profile:
12° 58 AF

Just like lhe dark lance, a blaster treats

cles with an Armour value greater than
12 85 12

Combat Drugs: Dark Eldar characters
have access to a wide range of effectiv
but potentially lethal combat drugs,

are dispensed automatically from a neu ,,II,
controlled dey They may be laken at
start of any a-'."ul'. phasa, and allow the
character 1o any number of the
oplions bal Raoll 106 per og

If & double is rolled on the dice then the
model suffers 1 wound, If a triple is rolled
then the model is killed outright, Yes, this

RS are
allowed a thiz wound, not even
invulnerable saves. All affec st for one
assault phs part from wounds inflicied
on the user by the drugs, which are
permanentl)

a) May make 12° assaull move and 306
pursuit'fall back m

b) +1 W5

o

) +1 &
d) Always

strikes first, regardbess of cover
Of WEeapons

e} Re-rall any misses in close combal

] +1 Altack

Crucible of Malediction: Mo one kno
what arcang arts the Dark Eldar use to
creale their Crucibles of Malediction. Each
crucible appears fo contain the trapped
spirits of psykers caplured and tortured by
the Dark Eldar. Whan release lhesa
hurtle  across  (he I:%“
cacophony 1

maving or
crucible iz used tho

nearest enemy psykar must pass a
Leadership tesi. Subtract -1 from the
peyker's Ld if he s within 12° of the modol
wilh the crucible, and add +1 ta his Ld if he
iS5 ower 24°
If the lest is failed the psyker is removed
from play. No saves of any kind are
allowed, and the pysker Is killed no mater
how many wounds he has. If the nearest
peyker passes his Ld test then
noarest must test, and 50 onountil gither al
s have passed, or one has lailed.
crucible can only b used once per hatile,
and only one ¢an be taken per anmy,

Dark Lance: The dark lance fires 2 beam
of dark energy thal annihilates anything it
hits. Itis especially effective against heavily

voured wvehicles, whose thick ammour
plate olfers no profection against the beam
The dark lance has the following profile
58 AR:2
Due to s wnigue nature it counts Armaour
valuas higher than 12 as 12.

RAng: 36" Heavy 1

Destructor: This 5 anly used by
the Hagermenculi. | spray aof highly
corrosive acid thal can eat through any
armour and has the following profile:

apon i

fires a

AP D Assaulf 1

The Destructor does not have an Armaour
Piercing value. Instead, roll a DG for each
target hit to see what the AP valus of the hit
iz (eg, a D6 roll of 3 would give an AP value
ol 3}, In addition, targets hit by a destructor
may nof take saves for being in cower,

Disintegrator: The disimtegratar fires a
small particle of dark matter in much the
same way that an Imperal plasma cannon
lires super-heated plasma. It is, however, a
much morng sophisticated weapon and can
be sel to either fire a large bolt, or a hurst
of smaller shots. Befare firing the
msantegralor declare i you're fiing it on
maximal (one big shol) or sustained
(soveral smaller shols). The atacks have
the fol nwu"g profiles:

Rng 28°, 57, AP2, heavy 1 biast

= Ang 247, 54, AP3, heavy 3

Gruesome Talismans: Many Dark Eldar
wear talismans h as lingers, ears or
eyes they've taken from opponents Irvery
have slain. Models with gruesome
lalismans count as lwo models when
working oul if one side outnumbers the
ather in close combal. Nole that this works

against any loe, including Daemons!
[ ¥ :

Haywire Grenades: The Dark Eldar us
thesa grenades solely for one pupose

cripple the control systems of an enemy
wehicle. This is done by the shon-ranged

but extremely powerful e ecire-magnetic
pulse that the grenade produces when
detonated, The grenade, however, first
needs 1o be clamped in place before
aclivated, which means that each modal
using a grenade makes anly one attack and
doesnt count bonus attacks for charging,
extra hand weapons, etc. If you hit, roll on
Ihe following table to see the effect of tha
naywire grenade on the tangel

1 = Mo effect

2-5 = Glancing Hit

6 = Fenpr
Haywire grenades
againsl Dreadnoughls
already immobilised

aling Hit.
can only be wused
il e Dreadnought is

Hellglaive: Hellions are armed
unigue weapon called a hellglaive.
ncorporates a splinter rille and a set of
vichous cutling blades that are capable of
slicing & man in half as the Hellion swoops
into close combat. The hellglaive can be
used a5 a splinter rifle or a close combat
weapoen, but may not be used as both in the
same twrn. If the wser charges inlo close
combal then the hellglaive also adds +1 to
r Strength for the first round of combal.
The heflglaive requires two hands to use
50 cant be ¢ ined with any
WEADON ers teking a hellglaive
must also take a Hellion skyboard,

olfmer

Char

Hellion Skyboard: Hellions soar through
the: skies atop bat-like skyboards. In game
terms these are treated as jump packs,
allowing the user to move 127 in the move
phase whilst ignaring difficult or impassable
terrain. A model fding a skyboard bene
Iram +1 to its Armour save.

Hell Mask: These are terifying masks that
generale an aura thal causes unnatura
dread. Close combat opponent's must pass
al it in every round of combat. Any thal
fail will need 65 1o hit the mask's wearer.

Plasma Grenades: These grenades
negate the effect of cover in close combat
a0 thal modals strike in Infliative order.

Poisoned Elades: The Dark
frequently make use of poison-c
bades. However, they have to be u
great care in case the Dark Ebdar an J up
poizoning themsehes! Hils inflict
combat with peoiscned blades always
wound on a 2+, regardless of the victin's
Toughness, Howoeva s ahility may naot
be combined with the ability of any othe

eapon in cloge combat (eg, it cant be
-.--‘11‘:'!!1 d with a power weapon’s ability to
negale saves, a plasma grenade's ability to
negate cover, or an additional close combat
weapon's +1 Attack, elc.)

sed with




Punisher: The punisher is a two-handed
power weapon used by Dark Eldar Incubi. It
counts as a power weapon but also adds
+1 to the usar's Sirenglh.

Reaver Jetbike: Treated in the same
manner as a normal jelbike, Heavor
jethikes are almost the same as the Eldar
jelbike aparl from an added urbo-Doosier
This may be activated in any movement
phase, and increases the jelbike's move to
24" instead of 12°. However, the model may
not shoot or assaull on the same tum e
booster is used. When a Reaver uses its
jethike twrbo-booster then its saving throw
becomes invulnerable for that turn and the
opposing p ayers following twum. If one
model in a Reaver jetbike wnil uses ils
booster, then all the other modeks must also
do so. Characlers niding a Reaver jelbike
may only be amed wih single-handed
weapons, and may only use one al a time
(they need the other hand free to control
thie jotbike). In addition thay may not use a
webway portal or Crucible of Malediction.

Sclssorhand: The sclssorhand is a close
combat weapon only used by Dark Eldar
Hasmonculi, It has the same efect as two
sals  of poisoned blades, so  the
Haemonculus geins +1 Attack in closs
combal, and all hits wound on a 2+, See the
poisoned blades entry for more details.

Shadow Fleld: Surrounding the model in a
dark miasma of energy, a shadow Ffiekd
ahsorbs the energy of any hits inflicted on
the model wearing i1, making them almost
immune to any damage. However, the
energy field can become overloaded and
cut out. A shadow field provides a 2+
rvulnarabde save, bul i the save is ever
failed then the field is destroyed. Shadow
felds are rare, S0 no more than one
shadow field may be taken per army.
Despile having & 2+ save, the model is still
considared as being Teal of lool

Soul Seeker Ammunition: The Dark Eldar
usa captured wraithbone looled from the
bodies of slain Eldar Wraithguard to create
a spacial kind of ammunilion thal they use
in battle. Models wsing soul seeker
ammaniticn iy Fis FCH any missed o Rl
rofls, and any cover sawves that would
normalty be laken by the agel ane ignorad
Soul s=eker ammunition may only be used
in :‘,\(_II'III,II'IC':iI_,"'II wilh a splinter rifle, splinler
pistal, tormentor helm or a hellglaive.

$1i|'|g¢r: This is & special type of gun used
by Dark Eldar Haemonculi that fires a dart
of vary wvirulent poison inle the wictim's
blood stream, causing them to explode!
The stinger has the following profile;

Rng: 127 S AR Assault 1
Thie weapon does nol have a Strength
value as such, and always wounds a wvictim
on @ DG roll of 2+, 1 the tlamgel is kilked place
a Blast marker centred on the exploding
madel and roll 1o hit other models using the
rules for blast weapons. The attacks have a
Slrcr'g:h equal to the {.—xml}:hl“g model’s
Toughness, and an AP value equal o the
viclim's saving throw (e, modets hit by an
exploding Space Marine would fake a 54 hit
with AP 3). Stingers count as having a
Stremgth of 1if lired at a vehicle.

Terrorfex: The terrorfex is a wrist-mounted
grenade launcher that fires grenades made
from captured Eldar wraithbone. The effect
this causes is 1o produce mighimarish
psychically induced visions thal lerify the
user's enemies. The fterrorfex has the
fallowing profile:

Rng: 12
Fodl 1o hit as normal, but don't roll 1o wound
or save. Instead, il one or more models ane
hit then the wnit they belong to must pass a
Leadership 151 or bécome pinned, Apply a
-1 modifier if the unit is under half ils
starting strength, and -1 per model hit if the
granada hils more than one model,

S:nla  AP:nfa Agzaulf T blas!

Tormentor Helm: The tormentor helm is
wiorn by Incubi, and incorporates a neurally
activated aplinter pistol that can be fired by
thought alone. This allows (e model bo use
the pistol even if he is carmying something in
both hands (ke a punisher, for axample).
This means that the model gains +1 Attack
lor an addilional close combal weapon
even when using a double-handed weapon!

Trophy Racks: Many Dark Eldar enler
battle beanng trophy racks adomed with
e decaying heads of foes they have slain
It & model with a trophy rack slays an
enemy in close combal, he may chop off
their head and stick it onto the trophy rack!
Thiz adds +1 1o the model's Ld for the rest
of the ballle. Unforiunately chopping of
mare than one head dossn't increase the
model’s Ld any furher, but don’l let thal
stop you doing it any !

Webway Portal: This s a mobile form of
the porlal used by the Dark Eldar to link
together places via the webway. It may be
aclivated by the model carrying it in the
shooting phase, instead of moving or
shooling thal fum. Place a spare Blast
marker in base contact with the mode
when il aclivates the portal. From then on
units entering play as resenves may be
placed on the portal termplate instead of
entering on the table edge. There is no risk
af scattering or being killed when travelling
in this w. and the porlal cannol be
destroyed. Once activated the model that
wils canying the porial may move away,
and doesn't have to remain in contact with
it. I yau have a '.'.--’_\!J'.-.-.;l,!,r partal in WO Ty,
you may keep units in reserve, even if you
are nol normally allowed to o S0 in lhe
mission being played. If you do this then the
troops may only enter ‘.I'||:_‘|'_.;|I‘: the webway,
and if it has not been opened on the fum
they become available to enter play, they
st b held back until it is.

onc can tell what the true aims of the Incubi are. On the surface their only need appears to
be to excel in martial skills:

It is claimed that they battle with cach other. to determine their position within their own ranks: the
victor of cach deadly ducl is given the privilege of faking the weapons and armour of their opponcnt.
Some have even challenged' the Dark
Father himself. but whether they won
or died, none can say. That they have

somc hidden plan, some unfulfilled
agenda, is without doubt. Whatever
their reasons, no Dark Eldar Lord is
without a force of these incredible
warriors to protect them. They goard
as much against the machinations of
those within the Kabals as attacks
from enemies on the battleficld.







The most satisfying aspect of collecting a Dark Eldar army
is seeing it grow from a compact force of evil marauders to

a sizeable number of depraved raiders from which you can

create varied forces for different missions.

WHERE TO BEGIN?

he Dark Eldar have some wvery

effective squads, but they must be
used in combination with each other to
achieve the greatest victories. Choosing
which of the many squads you should
collect is aone of the most important and
rewarding decisions you will make as a
gamer. This section will show you some
of the options and provide guidance an
how to go about collecting your army.

The primary focus of any Warhammer
40,000 gamer is to collect an army which
can be fielded in battle. The number of
different types of squad yvou can include
in an army is dictated by the army list and
the Force Organisation charts. Of these,
the Standard Missions Force
Organisation is the most basic and also
the most flexible. If you collect an army
with these sguad allowances in mind,
you will end up with a force which can be
used in any scenaria,

As you can see from the Standard
Missions Force Organisation chart
above, an HQ unit and two squads of
Troops are compulsory. These squads
are the foundation of your army and so
are a good place to start collecting and
painting. When you have an HQ and two
Troops sguads you can fight a Standard
Mission, although a fairly small one.

COMPULSORY

OPTIONAL

1 HD 1 move WO
2 Troops Lip ta 4 more Troops
LUp i 3 Elles
Up fo 3 Fast Ataek
Up o 3 Haavy
Suppont

STANDARD MISSIONS FORCE ORGANISATION

TROOPS

Once you have your ‘core’ of compulsory
squads you can start to think about the
other types of squads you want to
include in your army. By collecting a
larger army, you'll be able to fight battles
with more points on each side, and you
will also have a much wider selection of
troop types to choose from. You'll be able
lo tailor your army to a particular mission
and opponent, and not have to take the
same army for every game. Trying out a
new squad in battle for the first time, and
swapping and changing your army for
gach game, is what playing Warhammer
40,000 is all about.




INCUBI
STRENGTHS: Awesome in close
combat. good semour, high |
Leadership.
WEAKNESSES: High points cost,
canmot use Fleet of Foor rule

2

HAEMONCULI
STRENGTHS:
Special Haemonculi weaposs.
WEAKNESSES:
MNeeds supporting wnit.

DARK ELDAR LORD
STRENGTHS: Good in
close combat, wargear,

high Lesdeeship
WEAKNESSES: Meeds

supporiing unit

RAIDER
STRENCTHS: Fast, Skimmer. carries ten models.
WEAKNESSES: Weak armour, Open topped

WARRIOR SQUAD
STRENGTHS: Good L:ad:lsil.i.]s. flexible, heavy Weapons
WEAKNESSES: Vulnerable 1o assauli,
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- F;’ i

-=SxEy,

.

WYCHES WARP BEASTS

STRENGTHS: Excellent close combat skills, combat drugs. special weapons. STRENGTHS: Fast. awesome when charging into close combat,
WEAKNESSES: Weak armour. need to get into close combat, WEAKKESSES: Mo :'arlgod weapons, weak armour. small veits.

X FAST ATTACK X

REAVERS
STREMCTHS:
vtlr fas1, Hund in ¢lose combat
WEAKNESSES:

¢ ;F écaur avallable in shops.

SCOURGES
STRENGTHS: High rate of firg, good in close combat. STRENGTHS: Decp Strike, jump packs, heavy weapons
WEAKNESSES: Unpredictable, vulnerable 1o hvy. weapons WEAKNESSES: High points cost, vulnerable 1o assauli.




Once you have an HQ choice and two
squads of Troops, you have the start
of your Dark Eldar army and can begin
playing games straight away (albeit very
small cnes!). Very soon you'll want to
start expanding your army by adding new
units. As you've already got the
compulsory units, you've got free rein
over what to take next, although at first
this huge amaount of choice might seem a
bit overwhelming.

e It's a good idea to
> 1 ! consider getting one of
R L cach of the unit types
not already included
in your army; in
other words, get a
Fast Aftack sgquad,
a Heavy Support
squad, and an Elite squad.
In addition, you should get at least one
Raider to transport one of your troop
squads, making them more mobile.

Any Warhammer 40,000 army will benefit
from having at least one of 2ach of these
types of unit in it, so you can be fairly
certain that whatever you get will prove to
be a useful part of your army for quite
some time to come. On this page we've
shown our recommendations for good
starting squad choices. Along with the

starting force on page 17, they
make for a good starting army.

4 In the sidebar on this page and to
the rght are pholos of models we
recommend for staning armigs,

I Fast Attack cholce: Reaver jetbike squad.

THEMED ARMIES

After you've added a few mare squads to
your force and hefore expanding it even
further, you should play several games
with it. Once you do, you'll find yourself
thinking “If I'd just had a squad of ‘this’ or
‘that’ in my army | might have won that
game.” Insights like this will help you to
decide whalt to add to your army next.

You'll also find that you start developing
your own tactics and style of play and this
too will affect what you decide to collect
far your army. For example, you might
find that your favourite tactic is the
‘Counter-Attack’. If this is so you'll want to
pick up more Heavy Support and Warrior
squads in order to amass the firepower
you'll need to make the tactic work.

On the other hand, if you prefer the
‘Flank Attack’, you'll be considering
taking Fast Attack and Wych squads.
Whatever your preferred tactics, wvery
soon you'll have developed strong views
about what models you want in your
army, which will make collecting it that
rmuch easier. What's maore, you'll also be
able to have interesting erm... debates
with other Warhammer 40,000 players
about what makes up the perfect Dark
Eldar army, as no two players are ever
able to agree

about such e

things!

he method described above for collecting an army basically allows it to evolve and grow over time as you use it

and learn more about it. However, sometimes very experienced players will decide to collect what we call a
Themed Army, for want of a better term. The main difference between a themed army and a normal one is that the
squads that make up a themed army will be chosen to reflect an aspect of the fictional background of the Dark Eldar
race, and will usually be planned well in advance. For example, you might decide to collect an army based on the
personal household of a powerful Haemonculus, with the Haemonculus as the HQ choice, a couple of small squads of
Warriors as his 'personal guard’, and loads of Grotesques and Talos for the rest of the army. Collecting themed armies
like this requires a lot of experience of the Warhammer 40,000 game and so is not recommended as the way to collect
your first army, but it’s a lot of fun and gives you an opportunity to collect a really characterful army unlike any other.

Whether it will win any games is another matter altogether, of course!




ON THIS PAGE ARE THREE DIFFERENT BATTLE PLANS WHICH
UTILISE THE SPEED AND VICIOUSNESS OF THE DARK
ELDAR ARMY TO THEIR MAXIMUM. YOU SHOULD MODIFY

The Warriors keep up & conli

while the enamy approach 0 .' rpe| 3 i o THEM TO SUIT YOUR OWMN COLLECTION OF SQUADS.

him before the counter-attack.

COUNTER-
ATTACK
it himself,
g3l point,
Idar o keep them out of ham
| When the enemy approaches
cloge enough, the fast troops
held at the back pounce
forerard and finish him off!
Each fank attacks first with
its fastest roops to keep the
enemy under pressune. The
slower squads then move up
o complate the attack.
ENVELOP
* Gats the Dark d the & ¥ 50 thay
can calch them and target the weaker rear
Dark Eldar Warriors hold the T
middle ground to prevent the : ¢ . p
Lo A v ¥ -

Dark Eldar being out-flankead

FLANK ATTACK

= Use utterly crush one fank of the

The fast Wyches and Reavers attack
first, before the second wave of
Warriors and Warp Beasts,

Dark Eldar against a small part

w-maving such as Tyranids, Imperial
s and buggies



Each Dark Eldar Kabal has a predominant calour or colours, which are generally
used by the Dark Eldar raiding parties fighting for it. However, within each fighting
force, the colours can vary wildly upen the inclination of its Lord = some have very
strict uniform schemes, while others show little uniformity and are anarchic and varied.
The Wych Cults are also each associated with a particular colour and all of the fighters
from a Cult will use this colour somewhere. On these two pages are a number of
different colour schemes for various raiding parties and Wych Cults, although there
are many more Kabals and Cults than we could ever show, and you should feel free
to invent your own if you wish,

SAMPLE SAMPLE
KABAL NAMES WYCH CULT NAMES
Bloodied Claw Cult of Grief
Venomed Blade Cult of Murder
FPoisoned Fang Cult of Violation
Rending Talon Cult of Strife
All-seeing Eye Cuit of Wrath

Black Heart Cuit of Woe

KABAL COLOUR SCHEMES



DARK ELDAR MARKINGS

<

O - Jaa
AEYIALS
£ PH T ramaon

Dark Eldar Glyphs & Runes

WYCH CULT COLOUR SCHEMES

Each Dark Eldar Kabal or Wych
Cult is associated with a
particular icon or pictogram,
which often reflects its name.
Such icons are used to display
alleglance and are most often
used on vehicles belonging to
the Kabal or Cult, although
important leaders sometimes
wear them as part of their
personal heraldry on banners,
cloaks and so forth.

Dark Eldar waterslide transfer
sheels are available from Games
Weorkshop stores. Transfers are
easy to use and can be applied
anywhere you llke on any of your
models. Some of the available
transfer symbols are shown to
the laft. You can of course invent
your own symbals and simply
paint them on to your models.



A n army of painted models is a great
sight to behold on a gaming table,
but first they have to be painted! Many
gamers find it is best to paint miniatures
in batches of five to ten models, rather
than painting them individually.

Painting in batches has a number of
benefits. Firstly, you can get into a steady
routine so that you don’t start from
scratch for each model. Secondly, by the
time you've painted a colour on the last
model, the first model should be ready for

TN

the next colour, so you're not sitting
around watching paint dry! It is also
important to remember that you're
painting an army to play games with -
each model doesn't have to be a
masterpiece! On the tabletop, the overall
impression of a unit will count for more
than any amount of individual highlighting
and attention to detail. If you follow the
steps below, you should be able to paint
a perfectly acceptable Dark Eldar squad
without too much difficulty and within a
reasonable amount of time.

Altar clsaning up your Dark Eldar
models and assembling tham,
the first thing to do fs give them
an undsrcoat. The best way of
undercoating models is lo use
black aerosol spray.  Spray
undercoating is & real time-saver,
85 you can spray 8 whols balch
of madals in one go, rather than
having lo painl each one
indhvidually with a brush, Once
the madels are undercoaled, sef
them aside for a while o dry

Now you're ready to painf the first coat
of colowr oo your Dark Eidar. Using
red paint and a standard Dvush,
carefully paint all areaz of the mods!
excepl the helmet, splinfer nifle and the
biages prolruding from the armour
Pain! these biades, the helmet, and the
biades on the nfie silver. Leave he rifle
itself and the helmst plume bizck for
nowe. Don't worry if you make mistakes,
a5 you can always painl owver them
laner.

Now you can paint the details of your
Dark Eldar. Fainf the armoured joint 2t
he hips silver. Next, carafuly paint the
gyes of gach mods! red.

Al this poinl, you can base your model
willh  sand, using lhe fechnigue
discribed on page 28. In the example
above, the base has been painfed
Gobiin Green,

Now Ir's time for the last fow
finishing touches. Uise some light
gray paint o pick out the raised
adges of the helmel’s plume.
Finally, as an extra louch, you
can paint anather layer of Gobiin
Green on to the sunace of each
model's bage, this ime with 5 bi
of white paint mixed i wilh the
green, so thal the sandy lexture
iz shightly Nghter than the rest of
the base. Yowr Dark Eldar are
now finished and ready for battie!

A finished squad of Dark Eldar Warriors, painted

using the method described above.

g




ttle on a style of painting that suits your nee

quality balanced hgainbt speed.

M\Jbt 1f 1hr-' rec.hr‘uqu;—.-.. dl ¢ IJ"w..'E‘fJ below can be « aniI:.-IHF'IJ l:::uﬂthpr -ﬂ'id as you will

not a chore!

LOOKING AFTER YOUR
PAINTS & BRUSHES

A workman is only as good as his
and if you try painting with a o
bristles pointing in all direc

end up with

s of colour
good point on

UNDERCOATING

Aearosol Sprays are great far
undercoating ;u..-c:ur miniatures — they're
» a smooth T|n|1h 'l"'.l'hpn

.:1|"'.ud_,n'._ work vell

schemes such as black, dark green, or
dark blue. Use white for lighter schemes
like yellow, bright red or light b

PAINTING METAL

To paint a metal area such ¢
rifle, first paint it bl
paint on your bru:
of it off on a tiss

is left. Lightly bru
the black and the colour will be picked up
an the d pa vore or fewer coats
will change how bright the metal ends up.

a splinter
. Get some silver
and then wipe most
hat only a residue
ck and forth over

your brushes, C

in & jar. When p use an ald brush
ta transter paint from the pot to a palette
(a kitchen tile i -ellent for this) so that
yvou're not dunking the brush up to the
handle into the pot. A make sure you
wash the b slarly while painting




USING INKS

Inks are mostly used to provide a darker

colour - adding shading to vyour
miniatures. As inks are thin, they will
setile in the recesses and flow off raised
areas, creating instant areas of shadow
when painted onto a model. Using inks in
this way is somelimes referred 1o as an
ink wash.

As you can see in the photographs
above, inks can be used on armour
[using an appropriate colour, such as red
ink on red armour) and metallic areas
(use Black ink, or Black ink mixed with a
little bit of Blue ink).

Bledes gived o
shoulder pad.

Blades glued o
shauldar pad.

Blades glued o
anm guard.

If you have a steady hand, you can also
use inks to paint a thin ling into areas
where armour plates join, hands meet
weapons etc. This helps define different
parts of the model and can be used to
make cerain features stand out.

You can also use inks on flat areas of
armour to make a deeper, richer colour,
The method for this is the same — paint
over the entire area with ink and allow it
to dry.

It is important to give inks plenty of time
to dry, as they take longer than paint, If
you put the next colour on too soan, it will
mix with the ink and run everywhare.

BASING WITH FLOCK

You can finish off a base quickly and
simply with modelling flock. Paint the
base green and allow the paint to dry.
Then paint on a layer of PVA glue thinned
down with some water. While the glue is
still wet, dip the base into a pot of flock
and then shake off any excess.

BASING WITH SAND

You can also base models with sand.
Faint the base with PVA glue and then
dip it inte some sand. Once dry, paint the
base a colour that matches your tabletop
battlefield. You can even paint a second
layer over the top of the base with a
lighter colour, for a highlighted effect.

DARK ELDAR BLADES

The armour of Dark Eldar fighters is usually festooned
with vicious blades and spikes. The plastic Dark Eldar
Warrior models come with a selection of these which
you can glue onto different places on the Warrior,

A few examples of where these can be placed are
shown in the pictures to the left and below.

T rows of
Long blade glued bladas glued fo
o feresrm, anm guard



he Dark Eldar favour bold, striking colours for their troops and vehicles, As you

can seg in the examples below, a single contrasting colour painted onto a
Raider's prow shigld, runningboards or rear fins produces a simple but effective
colour schame.

TOP VIEW TOP VIEW

E CHAOS BLACK

E CHAOS BLACK
i RED GORE

SIDE VIEW

MIDNIGHT
BLUE

SIDE VIEW

CHAOS BLACK

B CHAOS BLACK
i LICHE PURPLE

SIDE VIEW

DARK ANGELS
GREEN

SIDE VIEW

® You can also painl more complex schemas
with different patterns and fcons. Not ail the
vehicles in an army have to be painted
exaclly the same — by using siripes
and other designs you can creale
a great deal of variation in
your force  wusing just a
few colours,




M any hobbyists find that painting Citadel miniatures is a rewarding and
satisfying activity in its own right. On this page are a few examples of
some superbly painted Dark Eldar. Whilst it would not be practical to attempt
to paint an entire army in this fashion, models like these can form an
impressive centrepiece for an army or, more likely, a dramatic and colourful
display to decorate your games room!

‘_':,—,;.- A Reaver dethike painted by Dave
Andrews. Dave has opted to model
the clgar plashic base of his Reaver by
giwing small stones and other bits 1o i and
then painting if grey to make it look as if the
Jathike (5 zodrming across ruined ferrain,

| & These Dark Eidar Warriars ware assemblad and painfed by Dave
| Gavagher. All three models (parficulady the one in the cenlre) have
| bean assembled in really dynamic poses. Their metalic bive armour
was easily achigved using metalic tue paint with a coat of blue nk
painted over the fop.

P Dark Eidar Warrior painted
by Marfin Fooliit,

P Wych painted by Anthony Bath.
Anthony has removed the blades
from the models left hand and
replaced it with 2 whip he's made
from thin medal wire. The barbed
tips of the whip are spikes from a
Dark Eldar plastic Warrlors sprue.

A Lirien Rakarth,
painted by Adrian
Waltars,

A Dark Eldar Warmior painled by Gary Morlay. The cloak is taken
from & Warhammer Ghaos Warrior Regiment plastic sprus,

4 Dark Eldar Warrior painted by Neil Hodgsar,

A Beastmaster,
painted by Chiis
Smarl. Chris has
shightly altered
the pose of the
modal by
Iwisting the
farsg around
and banding the
lags sightly lo
achieve g posa
morg fo his
liking

A Dark Eldar Warrior, painted by
Stuart Thomas. The motlied, shell-ike
look of the armour was done by
painting small Blotches of black onfo a
white undaercoal and then adding three
layers of green ink ovar the top, so thal
the blotches only barely show through
the ink. The edges of the armour werg
then picked out with white paint.




B Reaver jelbikes, painted by Nell
Grean and Chrs Smart. Both
Neil and Chris  have
painted coloured banding af

the edges of the segments of
armour plating at the front of each fjetbike.

A Dark Eiddar Lord, painfed by Dave Thomas. Dave has
used glass varmish on the model’s armour to make it
appear Siiny

¥ Dark Elder Lord on Reaver, painfed by Ben
Jeffersan, This model has been exfensively converted.
The torso and hair of the Lord is that of a plastic Dark
Eldar and the cloak is from a Warhammer plastic Chaos
warrior. Numerows Mades have alzo been glued lo the
Lord around his fist, on his skullcap and an bis showlder
pad, al faken from a plastic Dark Elgar sprue,

model, as well as acting as a stnking
confrast o the black,

he premier event of the year

for miniatures painters is the
Golden Demon competition. Part
of Games Workshop's Games
Day, the Golden Demon
Awards see thousands of
painters pitting their skills
against each other to claim the
prized Demon Slayer Sword. Split

& into numerous categories, from
L0 painting individual miniatures to
- B\ ehicles and squads, the Golden
& F Demon competition is the perfect
opportunity to show off your skills.

Onlgokars admire the many differan!
Goldan Demon entries al Games Day.

P Talos, painted by Richard Barer and
Dave Thomas. The model has been
painted predominantly black, bul has had
gold painted on the edges of armour plating,

helping to emphasise the shape of the

A Hzemoncuwlus, painted by Adran Wallers.
Adrian decided from the start hat he wanted fo
make the model look aF gaunt and palid as
possible, and so mixed & lof of white paint inle he
fesh colours he used to paind the models sk,
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A force of the Kabal of the Blick Heant

“Teteh me another
paytig. This ox
seems o huve broken”

Urien Rakarth,
Master Hacmonculus
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Durk Eldar raiding party occopying a captured Imperial garrison
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A Dark EMar force attack Catachan Jungle Fighters defending an Imperial Guard base



Dark Eldar you will find  Also included is a new mi
I an the Dark Eldar. r Dark Eldar force.
u have a Dark Eldar e ally to rep

T ._.ur._-._. and other bes round mat
light the true ancient horror that is the Ds

oradhil brought the biting blude across his foc's chest. tearing through skin and muscle in onc fluid blow. Looking around

him, the Exarch saw that his fellow Striking Scorpions had despatched the rest of the Twisted encmy. Gazing at the hacked
and dismembered bodies lying on the ground, their vile blood seaking quickly into the soft ash dunes, Koradhil felt his anger
rising. Why could they not accept the fate the Gods had dealt them? Why did they continuc this pointless, futile battle against a
desting preordained many milleonia ago? Why did so much blood, from Eldar and from others. have to be spilt for them to
continue their depraved, unworthy lives? Gripping his weapons tightly, the Exarch gathered his squad and led them towards the
encmy.

"Why do they resist? Barakhars ragged voice made his assistants twitch in fear. His wrath was dangerous, even lethal, and' now that
the battle was turning against the Dark Eldar his followers were even more nervous. It was Araqir the Hacmonculus who spoke,
unfraid of the Archon's anger. protected by his position with the Kabal

“They resist because they are foolish, sire. They resist s, just as they resist their own truc sclves. They are blinded to the truth.
They have secen the vile, ugly bessts that run ruinous across our kingdoms and they have bowed their heads to them. They lock
themselves in that soulless prison they call their home and deny themselves the pleasures and pains that arc their rightful heritage.
They have lost the right to rule, yet in their jealousy they cannot allow themselves to stand aside while we take what is ours’

The Archon turned his face towards the Haemonculi Behind the grimacing devil-faced mask. it was impossible to tell the Lords
true expression. The retinue waited in anticipation of their masters reaction.

“As cver. Anaqir speaks words of wisdom. Well, il they will not stand aside, they must be laid low. with their guts open to the
carrion and their eyes without sight. Send for my Incubi, announce the attack!

Keep watchful, my kin' Koradhil warned his squad. They nodded in agreement, and as they stalked forward their weapons were
held ready to strike in a heartheat. Suddenly a keening noise sounded in the air and as Koradhil's head snapped round to locate
the source of the noise. a dark craft flew over the crest of a hill, its heavy weapon sending 2 hail of dark energy bolts scything
through the Siriking Scorpions. As his squad was sent ducking and diving from the fusillade, heavily-armoured warriors jumped
from the epemy transport. Koradhil recognised them immediately - the Fallen Warriors, the depraved followers of the Dark Father
who had turned from the Light to the Shadows. Fuclled by a boiling hatred, Koradhil lavnched himself at the Incubi, his

mandiblasters sending arcs of power coruscating over his armoured foes.

Barakhar watched his Incubi fighting against the forssken fools of the Craftworld Their weapons Hlazing with ancient energics. they
slished a bloodied trail of glorious destruction. The Aspect

Warriors fought back fiercely. and the Archon could feel the
surging waves of their anger and birter hatred — their enmity
only served to invigorate him further. He watched as Zharu
battled in single combat with the leader of the enemy squad.
Their weapons flashed and spun in a dazeling display of martial
skills, esch ducking and weaving as if in some complex dance.
Then Zharu saw his opening and with 2 sweeping backhand blow
sliced across the Exarchs neck. The Incubi leaders triumphant
howl echoed across the battleficld 25 one of his minions picked
up the Eldars head and held it alofr.

Barakhar laughed ficreely, The Archons focs were in full retreat,
stunped by the ferocity of the counter-attack. Mow nothing
stood between his magnificent warriors and their real prey —
the ugly. squalid conglomeration of metal and stone that the
humans called a Hive city.




The sub-race of Eldar known to many as the ‘Dark Eldar’ employs a number of
hand-held weapons designed to eviscerale, lacerate and incise at close
quarters. Allhough varying widely in design and use, all employ a similar
technalogy in their construction. They are built from very lightweight materials,
with Blades honed to a mono-molecular edge capable of cutting through even

X ¥ P ceramite armour when sufficient force is employed, Weapons incorporating
#zﬁmaﬁa I};ﬂg b1 powerful shock fields (such as the punisher depicted below) have also been
File ADE 2 recovered, and ulilise a!‘. enargy l.;!.:—n.e.-z-;ti:m and transference system as yel
Sebject:  Symbols of Eldir beyond the comprehension of our Tech-adepts.

Combat Dagger

origin
Mesning: Usknown
Dt HIRMTMIY
Distovered: Bartle of Regi IV
Scarce:  Weapan recovered
from body of
Eldar pirate Punisher

. impregnaiod ammunasion oryEb

Monomakicrdar-goigod
_ combal atachments

--;'.J--' Splinter Pistol

A smaller version of the splinter
rifie is the splinter pistol. It is often
carried as a side arm by assault
and shock troops and the only
P disadvantage of its smaller size Is
e e o a meore limited effective range.
: Splinter pistols and other splinter
weapons are offten fitted with
vicious combat blades, which the
Dark Eldar use to slash and stab
opponents in close combat.

The standard armament of Eldar pirates is the so-called splinter rifle. This gun derives ils name from its
ammunition, as it fires a hail of splinter-like shards at the enemy. A highly sophisticated magno-electric impulse
iz used to break the ammunition crystal into small fragments, which are then propelled along the barrel at
incredible speed with the same energy pulse. Often the ammunition crystal is impregnated with various toxic
substances. and even a small surface wound can often fester, leading to considerable injury and pain. The
splinter cannon is the most murderous of splinter weapons. With its highly efficient firing mechanism and lack
of recoil, the splinter cannon can be fired by a warrior even when on the move, making it an excellent weapan
for supporting the fast-moving pirate raiding parties.

Inquisitor Skorn

lmperium 'i')m: ATHEIAMIS - GATOATEMAI
A T A




HEAVY WEAPONS

Like all Eldar technology, the heavy weaponry that is employed by pirate raiders utilises an order of technology
far different from our own. The dark lance is comparable in its role to that of the standard issue Imperial
lascannon — that is to say, its primary function is to destroy heavily armoured targets. However, the dark lance
does not employ standard laser technology as we know it, but instead fires a stream of what is, for want of a
better term, ‘dark matter’. The origin of this substance is unknown, although there are a number of theses
claiming it can be found in black holes, warp storms and other celestial phenomena of great magnitude. This
dark matter works by

reacting  catastrophically

with its target, producing a

blast that is more than

capable of destroying any

vehicle regardless of the

thickness of its armour, or

totally vapourising a foot eitication st

soldier. e R e g s Disintegrator

The disintegrator employs a

morg unstable form of this

dark matter and battlefield

reports show that it can be

used in several firing

modes, unleashing a single

ball of ravening energy ar a

lethal salve of powerful ;

energy bolts. Afomate shoutder mount E . Dark Lance

There are a number of weapons entirely unique to Eldar pirates,

although they often draw upon technology found in the weaponry of

the Eldar of the Craftworlds. The shredder unleashes a web or mesh

of menofilament wire, often with minuscule barbs or serrations along

T its lines. This mesh entangles the victim, slicing them to pieces as
they struggle. Its dense cloud is also highly effective at finding weak

meshaseenser  POINES in & vehicle's armour, but is thankfully short ranged.

The destructor fires a stream of virulent organo-acidic compounds, which can melt through armour and sear
flesh. The effects of these toxing can include blood vessel explosion or implosion; pharyngal contraction;
extensive haemolysis; skeletal disintegration; sclerotic corrosion; intercostal spasms; hyper-reacted
thermoreceptors and chemoreceptors; Eustachian damage; retinal scarring; cardiac and respiratory atrophy
and agueous humour deprivation. In simple terms, the victims are hideously blinded and disarientated, their skin
feels as if it is burning, their respiration and even the circulation of their blood is erratic and extremely painful.

Translator’s Note

Main device employed
is debused form of
Eldar Rune Atherakhia
= Dhestruction’.
Inscription believed to
read “Bring about
destruction of great
potential to the omes
who are opposed to
the bearer”, or words
to that effect.

Destruclor
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DRAZHAR, MASTER OF BLADES

Points | WS BS S
Drazhar a0 [ 4 4

W | A Ld Sv
3 6 2(3 9 3+

Any Dark Eldar Retinue may be joined by Drazhar, who takes the place of one
of the normal Incubi allowad in the Retinue. He must be used exacily as
described below, and may nol be given any extra equipment. In addition,
Drazhar may only be used in a battle where both players have agreed to the
use of special characters

Wargear: Tormentor helm and Disemboweller Blades.

SPECIAL RULES

Disemboweller Blades: Drazhar is armed with a unique pair of weapons
called Disemboweller Blades. These are Irealed as a power weapon that
can cause 2 wounds for each hit inflicted (this means that 2 wound rolls are
made for each successtul hit). Drazhar's extra attack for being armed with
an additional close combat weapon is included in his profile above.

Bodyguard: In the assault phase Drazhar may change places with the
Dark Eldar Lord whose Retinue he belongs 1o, This represants Drazhar
stepping forward to protect the Lord against an enemy attack. This takes
place after models have charged into combat, but before any of the close
combats have been resclved. The Dark Eldar Lord and Drazhar simply
change places, and the close combats are then resolved as normal. Note
that this may happen in either player's tum,

Poinis | WS BS 5§ T W | A Ld Sy

Urien 100 4 4 3 e 4 2 B 5+
Uber Grotesque | +15 L S D S N - ¥ 3

Any Dark Eldar army may be joined by Urien Rakarth and he is counted as one
of its HO ehoices. Urien must be used exactly as described below, and may not
be given any extra equipment. In addition, he may only be used in a battle
where both players have agreed to the use of special characiers.

Wargear: Destructor, stinger, peisoned badas & Crucible of Malediction.

SPECIAL RULES

Independent Character: Unless accompanied by a Retinue, Urien is an
indepandent character and follows all the Independent Character special
rulas as given in the Warhammer 40,000 rulebook.

Master Haemonculug: Urien is a master of his craft, and tha weapons he
uses are amongst the finest examples of their kind. To reflact their superior
quality Urien's weapons automatically wound if they hit — no 'to wound' roll
is required. Armour saves are taken normally

Retinue: Urien may be accompanied by a Retinue of up to five Uber
Grotesques. The Uber Grotesques are chosen in the same manner as a
normal unit of Grotesques and cost the same number of points, but do not
use up ane of the army’s Elite choices. The Grotesques are hand-picked by
Urien and are amongst his finest creations, and therefore have the
improved profile shown above. With the exceplion of the improved profile
they follow the same rules as normal Grotesques,




razhuk fired has shsgga into the face of onc
B-:-[ the poisty-cars. Lmghing coarsely at the
carnage he aad his Boyr were  wrcaking
Grabbitz asd his big gunz had tsken down the
flying kart. beaving the ememy bess stranded in
the middle of the batbeficld Brarhak's meb
had smashed their way theough the enemy line
s were ready to il wpon their bapless foc
The Ovk Mob clenched his power clw and
grinacd  evilly s he shouldered hix way
through the mob towards the pointy-cired
leader whe was stinding dembstruck amidst the
turmeoil. Yelling incoherently. be broughe his
fist back for the killing blow,

Suddenly. 2 Blade came cut of nowhere. slicing
through his arm just above the elbow. Brazhak
looked rousd and saw a tall painty decked
out in armowr. Belore be cousld bring his slegga
wp for 3 shot, the esemy attacked . his
lethal Blades  cumting  acress  the  MNob's
midscction  and  chest,  spilliag  blood
everywhere.  Feeling even  his  considersble
streagth leoching from him, Brshak fell to his
kbees, Looking wp dinto the mask of the

r. his defnt glee ws met by two
pitibess, glowing orbs. Then the blades shshed
back asd forth oec fiml time and Brazhak
kncw o more

DECAPITATOR. MANDRAKE CHAMPION

“And behold. there was onc among
them named Kheradruakh - He Whe
Hunts Heads - the Decapitator. A
thovsand skulls lined his Jair: 2
thousind lives ended swiftly on his
blades. Mone were safe from: the
Diecapitator who moved through the
shadows like the breeze through the
air. No guard could mark his passing.
No shield would ward his blows.
MNone could stop him from secking
his prize. How could ane name the
price of certain death for any foc? 1
camnot say. but rumour tells of a
hupdred times a thousand given aver
in sacrifice, bartered for the death of
1 single zoemy.”

Tales of Terror II1,
Geryon Publishing, Fourth: rcprint.

Points | WS BS S5 T W | A Ld Swv
Decapitator 112 SE) 5 3 3 2. 6 24y 9 B

cp wader the cursed city of Commorragh.

Urien Raksrth, er of all Heemonculi
entered his geeect laboratory, Here, in |
durkness aad infomal heat Usicn warked sloac,
gibberisg and mmse The walls of the
lapersiory were lised with captives gives 1o
Uricn for his experiments. Chained and gagged.
some wore dead. game were slive O some. be
wis mo lo
Urien studicd his prisoncrs. and finslly gestured
to his huge Grotesque bodyguards 1o bring ‘oac

of them to bis isser susctorivm. His choitc was

a musculir man, osce 3 powerlsl Space Mariz
in the sorviee of the Emperor of Munk

Unable to struggle in the grip of the massive
CGrotesques and gagged with 2 snake-li ;
orgsnism. the maa fixed Urien with . hate—fillcd
cycs. Lhica ondered him to be- tied o the
oporating fable and then peached for his tools
As onc of Urico’s razos ilu.rp clrws drew E-.'.nnn-:l
the captive groancd. The luminous eyes of the
mad experimenser lightened with 2 green ghow
35 he felt pleasure ar the mans pain. As ke
contisped 1o works the Master Huemoacules
falked 10 himssli in 5 ¢ voie “You
shinld be gratclel. Onee | remeve your skin
you will feel = much cooker. And when 1 have
finished with you, you shalk serve 2 much
Ercalst puepese”

Urica n“:lnf seed strained his mind 1o
remembsr. Pethaps once there bod indeed becn a
pusposc. but it whas all washed sway sow uader
an ootane of pain, cruclty. tonuge spd iansity.
Urien shrugged. and turncd hiz attcotion o bis
;t;mirnnm.

A ay of sgony pierced the r!.u'knus_.

Any Dark Eldar army may be joined by Decapitator. If you decide Lo take him then
he counts as one of the HO choices for the amy. He must be used exaclly as
described below, and may not be given any extra equipment from the Dark Eldar
Amoury. In addition, he may only be used in a batile where both players have
agread 10 the use of special characters.

Wargear: Gruesome talismans, severed heads (counts as trophy rack), splinter
pistol, Additional Limbs and Decapifalor.

SPECIAL RULES

Independent Character: Decapitatar i an independsnt charaoter and follows
all the Independant Characler special rules as given in the Warhammer 40,000
rulebook. Decapitator will never join anolher unit.

Additional Limbs: Twe additional arms have been grafted onte Decapitator's
body. These add +2 to his Attacks characteristic and +1 to his Weapon Skill,
both of which have already been included in his profile above.

Decapitator: This is the weapon that has given Dacapitator his name. I counts
as a power weapon, but if Decapitator rolis a & on any of his 1o hit rolls then that
hit is counted as being at double Strength

Shadow-skinned: The special chameleon-like qualities of Mandrakes allow
them to blend into the backaround, even when they are standing in open terrain.
Mandrakes always count as being in cover, giving them a S+ saving throw
against most attacks. This also applies in assaulls, 20 unless the altackers are
armed wilh frag grenades Mandrakes will always strike first. If altacked by
something that ignoras cover then their normal armour save of 5+ applies.

Master Infiltrator: Decapitater is a supreme master at infiltraling an enemy
army. Do not deploy him wsing the normal rules, even in scenarios that don't
normally allow infilirafion to be used. Instead write down where on the fable
Decapitator is hiding (this must be outside both sides’ deployment zones). You
may reveal his location at any time by simply showing your opponent
Dacapitator's hidden set-up instructions, You must, however, reveal his location
on your third tum if you have not done so already.




lave Raid is a special type
of Standard mission that is
played when Dark Eldar are

COMPULSORY OPTIONAL

present on the battlefield. If I HO 1 HO
you roll a & when selecting a 2 Troops 4 Troops

T . 3 Elites
Standard mission and one o et Atk
player has a Dark Eldar force, 3 Heavy Support
then roll the D& again.

On a roll of 1-3 follow the
instructions for a Change of
Orders as normal, but on a roll
of 4-6 you must play this Slave
Raid mission instead.

Both attackers and defenders
use the Standard mission
force organisation chart when
choosing forces.

The Dark Eldar are inured to terror and
death, taking 2 positive delight in the
infliction of pain and misery. Yet there is
something that fills their race with an utter
dread, driving them oate ever mose despicable
acts of wanton bloodshed and torture; the
Creat Enemy: the One Who Thirsts What
the relationship berween the Great Enceny and
the Dark Eldar is. it is impossible to say.
Although the Dark Eldar revel in their own
wickedness and evil. there is 2 desperation
about them: an all-consuming horror that

forces them to kill and maim each other. to
fall upon their prey without mercy. as il their
very survival depended wpon the extremity of
the grievious deeds they perform.




OVERVIEW

The Dark Eldar make small hit and run raids all over the galaxy. They do this to steal and plunder or to simply
cause wanton destruction, but most of all they do it to caplure slaves. The Dark Eldar will steal slaves from any
race, even Tyranids (Genestealers are much prized for use in the gladiatorial arenas in Commorragh).

This mission deals with just such a Dark Eldar slave raid. The defenders are not expecting an attack, and are
spread out around their base camp. The Dark Eldar must move in quickly, capture some prisoners, and then
escape before defending reserves arrive in strength.

SCENARIO SPECIAL RULES

Slave Raid uses Researves, Infiltration, Victory Paints and Random Game Lengih.
The: Dark Eldar may choose to attack at night, in which case they may use the Night Fighting rules as well.

Dark Eldar units may leave the table in this mission. They do this by moving off the table within 8" of their entry
point (see Set-up below). Once a Dark Eldar unit has left, it may not retumn to the battlefield.

i The defender first sets up all of his Troops and one other unit of his choice. These are then deployed
~one unit at a time, anywhera on the table that is at least 12" from a fable edge and at least 8" away
from any other unit that has already been deployed. All other defending units are kept in reserve.

E Boll the Scatter dice and mark the place on the
edge of the table where the arrow is pointing to with a
dice or a counter. All Dark Eldar units (excepl
Mandrakes, because of their special deployment rule)
set up within 6" of this point. Any models that will not fit
on to the table can enter from this point in the Dark
Eldar's first tum. Dark Eldar Mandrakes can set up
within 24" of the entry point using their special
deployment rules.

5 The Dark Eldar get the first turn in this mission.

R ey O B
MISSION OBJEGTIVE RESERVES

Tha Dark Eldar win if lhey score more viclary points than the | The defender’s reserves enter anywhere along the table

defendar and have caplured at leas! one prisoner. The defender || 8908 opposite the Dark Eldar enlry point,
wins if he has more viclory points. Any ofher resull is a draw. ;

T ""4.’.'

\-t»\*hﬁ e

The defender raceives 50 bonus viclory paints for each Dark
Eldar unit, apart fram Mandrakes, slill on the table at the end of
the mission, This represents the defender preventing Dark
Eldar wnits from leaving with any prisoners they may have.

LINE OF RETREAT

The Dark Eldar must fall back towards their entry point. The
defender's forces fall back towards the table edge opposite
the Dark Eldar's entry point.
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Ower the last three decades, there has been a significant increase in the
number of attacks committed by the Eldar in this sector. This raiding

activity has now reached the pre-determined level of tolerance as Lid down
in the Sectoris Stabilis Mandate IIII:IE"%?\’IH] and s0 the formation of
this report has been instigated 1o bring the problem to your attention

The following are incidents which have reached a Threat Level of Dielta-
Majoris on the Sectoris Stabilis Mandate Magaitude Seale.

- [3218694M39] Jericho system. Eldar pirates attack Jericho 111,
destroying the capital, killing 3200 defence force personnel and 1400
civilians, capturing L3500 defence personnel and 16,800 civilians [H03%).

- [3354699M39] Wilderness space - 1526.907.315K. Remains of convoy
en route to Vistro discovered. Imperial Navy Cruiser Judgement
destroyed, 4 escorts destroyed. 12 Free Charter merchant vessels
destroyed. Two destroyed Eldar wessels recovered for analysis. Shipment

of ores missing, presumed captured Shipments of technical materials
and foodstuifs abandoned.

- [3685705.M39] Stratix Forge World. In a small-scale engagement,
Eldar troops penetrated the polar arsenal, absconding with an
undisclosed amount of experimental military hardware. Losses on bath
sides were minimal, but breach of Sector Sccurity implicit in the nature
of the items stolen

« [3233709M39] Banclund. Contact with colony on Banclund X1 lost.
]m‘cstigati'-'t team found all of the L200 colonists slan or |r|i:.'_\:i|:.s.
presumed captured. The attack on Banclund is prominent because of the
previously undiscovered presence of an alien edifice on planet’s surface,
judged by Inquisition to be some form of warpspace portal, almost
vodoubtedly Eldar in arigin,

+ [3354719M39) Jurn Orbit. Imperial Mavy vessels clash with Eldar
forces. Attackers driven off - oss of the Battleship Excessive Force.
the cruisers Pious Victory and Mighty Endeavour plus 8 assorted
support vessels. Eldar losses number 12 ships of undisclosed
classification. The Eldar's disengagement from the warp within the
normally intolerable circumstances of an in-system gravity ficld provides
more proaf of the Eldar's ability to appear almost instantancously in
orbit over a world.

The attached map also shows the location of incidents from 2 Delta
Minoris to 2 Gamma-Majoris Threat Level I am sure you will concur
with our evaluation that the majority of attacks seem to focus around an
area of space at I33I916LILAK. In your wisdom, you may find it
appropriate to despatch 1 suitably sized punitive fleet to this position,
cither 1o locate and destroy any Eldar outpost that may be present, or to
await the interception and engagement of Eldir forces in the surrounding
systems.

Terrs Termitus T73358344 Access Code - Scribe 58753




Wha[ can one say of Commorragh. the Dark City of the Eldar? It is the
embodiment of anarchy and terror. It is fear. hatred and desperation incarnate
How long 1 was enslaved in that timeless city, | cannot say. There is no day or
night, just an eternal twilight, an ever-present ruddy glow that bathes all things in
h[::::d—]isht_ The air is filled with sereams and cruel laugh[cr. When ﬂ'u:}' put out
iy Cyes, My cars alone still conveyed that omnipresent aura of dread and loathing,

They took great delight in telling us what tortures and agonies they had prepared.
using dread-ridden anticipation as another means to increase our suffering. When the
Masters deigned to speak to us. they brought arcane machines to translate their
words; they would not sully their tongues with the language of others. Most of my
fellow slaves fell bencath the blades and poisons of those torturers beyond compare:
the Hacmonculi. Sometimes 2 Succubus of the Wyches would come and take the
fittest to battle against brutal creatures and skilled fighters in the death arenas. Tlen
men at a time. great warfiors amongst hl.'l-ma.liili}'. would face a lone gladiator. They
stood no chance against the W:,—ch:s; who dclig[‘l.T:d in to‘l,"mg with their foe slas]'ting
and cutting, darting to and fra, ]l:a.'u'inﬁ a trickle of blood with every pass.

Mo-one dies quickly in the Dark City.

They prey wpon cach other as much as their captives. The great Kabals may hold
power, but in the twisting alleys and dusk-shrouded corridors, allegiance is sccondary
to martial skill. To stray into the wrong territory is tantamount to suicide, running
battles are fought every day. blood is spilt constantly. The ghastly Mandrakes are the
worst, onc wizencd old slave told us. They stalk the shadows at will, plucking their
victims from their homes, ambushing the unwary and slicing them to death with
their claws. We were never truly imprisoned in the slave quarters, but it was clear
that if we lcit. we would be at the mercy of the Dark City - a barrier more
effective than any amount of walls, fences and razorwire.

They made no attempt to hide their deceitful ways. actvally glorifying in treachery
and betrayal. Assassination, murder and double-dealing are established ways of life to
these decadents. Ownership of myself changed hands so many times that 1 was
unsure who were my masters and who were their cnemics. Some times | was stolen,
other times 1 was traded for raw souls, given as a prize in the arens, or simply
taken as 2 right of conquest,

Life is worthless in the Dark City. only pain. misery and death have value

Others [ saw, humans amongst them, who took to this depraved life with natural
empathy. They bowed down to the Eldar and treated them as lords. in return for
favours. It is claimed that the most promising arc taken as apprentices by the
Haemonculi. Most end up as twisted creatures in permanent agomny. but others survive
and lcarn, to be lct Erec again inte the outside world to spread their corrupt ways.

The Hellions are a constant plague to all. they race through the winding strects,
blades shimmering as they randomly lop off limbs and heads with wanten glee. They
gather for insanc races: goaded by cach other they attempt death-defying feats of
acrial skill. Many dic, and when onc of the Masters dies, others quickly gather to
feed upon the escaping soul. Thc}- fight each other. bite and claw of tht.}' have no
weapons, to partake of that precious essence.

M:,.' escape was miraculous; the Emp:mr must have rewarded my und}ring faith in
those times. However, though 1 am physically free. my body bears the scars: the
many, many scars. Every breath takes me to 3 new plane of ageny. every heartheat

scts my jagged nerves writhing with pain I canmet sce. | cannot speak. Most horrid
of all, T cannot forget. Nightmares and waking visions plague me, the drip of my
own hlood, the crics of anguish haunt me.

No-one escapes the Dark 'CiI:-’.

The Annals of Terror. penned by Laske Pyre, posthumcusly pronounced Heretic
[dicd by own hand. 647.M34]




“me desolate Nahakra and wind-swept Brak'hir 1 bring you my
tribute. my Lord, Master of My Destiny. Ruler of the Void Five
thousand souls to be yours, one thousind slaves o do with as your
slightest whim desires. Thess are my gilits. the offerings of my loyalty.”
Khirareq, Dracon of the Destroyers. stooped to one koee with her head
hung in deference, the thick cleak hanging from her slender shoulders
sweeping over the ancient mosaic floor. Around her. guttering lanterns
made from the fat of slive creatures spar and spluttersd. causing long
shadows 1o flicker on the tiny tiles and the trophies hanging from the
walls. As she waited for the command 1o rise. the young Dracon studied
the scencs decorating the floor. The maosaic -:|:Pi-: ted the rise of the
@reat Akhara'Keth o '|-.'|'r|1x|'|'iF| of the Kahal H|nn-:|:.' battles, assassins
blades and outright war within the halls of the Kabal scemed to play

the 1J:Hc:\'| part. Such was the way of C-::-nll:u::-rrl.g]'.; jast as i always

was and should be The weak ]ud‘ ni ri;.;ill to rule. Her musing wis

|u1cr:up:cd b:,- the voice of Fharokh Hicearch, the Losd's eyes and cars

“You may stand, Dracon” The advisors intonation of her title infuriated
Khirareq. The tone made it sure that she keew she wis inferior; that she
was less worthy thin the speaker. Fighting back a retort, Khitareq rose.
Zharokh’s time would soon come Very soom She turned her gaze to the
Lord, enthroned vpen a huge chair and surrounded by testaments to his
power. It wis claimed that the bones of ten thovsind aliens made up the
dais on which the throne stood. Rumour had it that every day. ome
hundred slaves were brought before the Lord and that the Haemonculs
would create 3 cacophonous chorus of tortured screams and anguished
:.-':||-_ P|l1_.'ing upon terror and nerves to create sfr'rnphnn:,' of p:.in The
Lord would drink deep of their HFliri1<. one hundred souls Erl.gcﬂ{:i 5
anc K|1:||:z'r|:|.'| almost shuddered, thinking of the |::u-.'|||i5'i'||: rapture that
must follow such 2 sacnifice I all went well, she would know such
pfnsurts herself. Akhara'Beth leancd forwaed. his thin, teisted frame
seemning tiny against the bulk of the throne. His rasping voice was quie,
but carried across the hall with strength and vatold centuries of power.

"Your gifts are welcome. Khirareq of the Destroyers. The Kabal of the
Blogdied Claw is strengthened by your efforts. you will not go
unrewarded.”

Khirareq flicked her gaze left and right at the warriors of the
Destroyers who surrounded her. Her glince was answered by her
Sybarites with barely perceptible nods and the flickered affirmation of
raised eychrows, With startling speed. Khirareq leapt onto the dais,
grabbing Lharokh '!':_1_.' the throat. The air was [illed with ﬂf,'ins shards as
her warriors opencd fire with their '\;Pl.inl:r rifles and cappons. Dozens of
the Lard's h-::-d}'ﬁu:l.rd-. fell 1o the 5'.|rF|ri-n: attack

Dug_g:ir.g her serrated blade across Fharokh’s throat, Khi.ra:{q_' bounded
toward the throne All round her. the l]c.-ﬁrn}'n:rs and the Lords 311”55
exchanged volleys af fire, slicing 1|'.r-:s||g|'. cach other's ranks. As the
Dk Eldar died, the air was filled with c-.{:l.r.hing souls, A r\oiling Mass
of blackness hovered on the edge of wision, the screams of KFI:.riH n
cterpal torment sounded on the edye af 1|.rlr:|r.|g. But, before she could
reach the Lord, a “']'I.Illlns notee emanated from the throne az hidden
moters lifted it inte the air, owt of reach. Shocked by this trn of
events, the Diracon was stopped in mid-stride. The hangings on the walls
shid effortlessly aside. revealing hidden portals from which strode 2 score
of Incubi Then she saw 3 movement in the shadows and heard a sibilant
Mandrakes.

From the dark recesses, the warped creatures leapt upon the Diestroyers,

hissing. A sound which could herald nr.l:.' one thi:‘.g

1c1'rin3_ the Dark Eldar apart with swfc?jng blows from their hideouws
claws. The shadow-shrouded iightcrs were joined El}' the dreaded Incubs
whaose glimmering power WEIpONS Cut down 3 warrior with every stroke.
Saon Kh'i:ln:l:l was alonc, surrounded on all sides h}- her enemies. The
Incubi leader strade up 1o her, and she h:v::-u.gh! her Blade up to attack.
With an almost dismissive stroke, her foc's own weapon lashed out,
1{arin‘!{ rhfﬁl.l-bh her wrist. With detached horeor, the Dracon looked at
her own severed hand as it dropped to the floor, sull clutching her
blade. Focusing her attention. she released a dose of elixirs into her
blaod stream and the spurts of blood and twinges of pain quickly
subsided

The Lords Iaugh::r resounded around the chamber; 2 L]|i||i11;.;. simister
ill:f'ilills that made evem the hardened Diacon’s skin crawl with dread
The leader of the Iacobd Eﬂ.bbcd hee lal'.g hair in one KJLI:I'IICI-:ﬁ hand
and forced ber to her koees. As her head was wrenched back, Khirareq
felt 2 blade pressing against her throat and 2 trickle of blood sliding
slowly down her neck. The ebbing and flowing of relessed souls
slithered arcund the Dracon, drawn to her blood and fesr. She could
half feel their wispy tendrils sliding over her. probing gently into her
mind. She felt like screaming. but she gritted her teeth and was silear.

In front of her. the Lord's throne descended with the sound of
throbbing power-lines and hovered just in fromt of her. The Losd began
1o clip slowly. sircastically, wringing out her tormeat and fear.

“Well, well, well! Khirareq of the Destroyers is 2 bold one Bold, but
wowisse. The Lord's face tured from a2 wicked smile into a fierce smarl

“You dare attack me. in my own chambers! Did you really think you
could seize power from me so easily? There hive been over three
hundred attempts on my life. either from the assissin's blade. podson,
contrived accidents or open hostility. Needless to say. they all failed,
just like yours, and [ must say this 15 one of the weakest attempts yet.
You wish p-::-wcrf' You do not I!'ru.l:..' know the muns'n.gl of power. At my
command, 1 thousand warriors will fall upon cach other in wanton
destruction, E.ust so that the single survivor may carn my Prziw,'f Ot in
the city. there are leaders of other Kabals whao tremble at the mention
of my name, f:a.rmt: my mighty wrath. Whale warlds have knelt before
me. entire populations have been slam for my amusement. And you

think that you can wrest power from mel”

The Dark Eldar Losd's cyes Hilﬁtd over, a8 he 1ook a long, deep breath
Khirareq felt the spirits around her drafting away, pulled towards the
gull inside the Lord's own soul The Lord's body twitched
spasmodically as he absorbed the freed life essence of his followers,
which was coalescing around his throne in a faint mist. As the sparits of
the dead were consumed, AkharaKeth's spasms increased and 2 thin
dribble of saliva trickled from the corner of his slack lips. With 2
:\.1|||!1'.|‘.||:|:ing :i'igh. the Lord finished and slumpn:d back im the chair. When
he sat forward opce more his eyes burned more h:ight]}'_ his skin was
less wrinkled, his hair darker with maore lustre

_Wh}':’"
Kh'i:'zn:r.l wak r||.nrn|:n1z'ri|:.' taken aback h:,' the sudden question. bt

calmed hersclf in 2 heartbeat, She stared 51rzi:|§h1 back at the Lord,
|i:-u1:in3 deep into the ancicnt pits of evil that were his eyes,

“Because | need 10 ruld! Beeause | saw you as weak. Hut you hawe

shown me now what weakness really is”

You nced 1o rule? What do you know of needs? You are YoURg. the
Thirst has a shallow hold on you. | will 1ell you of peed: a :]-.tt_c_
unf:]'lcrl.n.g__ cmptiness that grows Ilrg:r and maore d:m:ndi:nb: with every
passing of the night You have heard tales of how I consume a hundred
souls a dl}'. That is but the morsel 10 whet my JPP:I::'::_ A hundred
times that number dic cvery day to v.'|||:r'.|.|.'| my desire, my need Sp;.rhﬁ
voenumbered are distilled n agony and torture to the peak of |:'<-.'|ui5i1<
taste to [ill the chism of my soul Do not confuse necds with
ambitions.”

Kﬁi:l’:lrtq steadied her heaer, waiting for the deathblow that would "GI_IT:I:.-'
come. She had tried, her "[:Il.dt wis intact. Her only regret was that she
had failed

"o what you will. I am not ashamed of fy deeds | have dope what |
wanted, a5 s our code, and 1 will aot bow down 10 2 Lord who docs
not respect that”

.".luin. the Lord's Ehnllms IJ'I.IEI". echoed around the table

“You must learn how to exercise power. You must know how to deal
with the silent Incubi the 5hu{uw}- Mandrakes, the gifted Hacmonculi,
even the battle-crazed Wyches and the mindless Grotesques. And you
will learn these things. 1 assure you. Let us hope you are more
successful at uncovering plots against me than your predecessor,
Khi:rln:q Hicrarch...”







Eyes without life,
maggot-ridden corpses,
mountains of skulls.

. These are some of my
favourite things.

Drachon Borkar

'234345M33: Tonight is Devilnacht, the darkest hour of
the century when all the moons block the light of our
star. As our fathers and our grandfathers have taught us,
and their forcfathers taught them since the colony was
founded cighty generations ago., we have shuttered the
windows, barred the gates, set the guards and prepared
our defences. MNo-one has yer replied to our plea for
help. and there are but scant few hours left before
midnight. The soul-eaters will come, of that [ am sure
Some scoff and say they are but tales told by drunken
old men who wish to seem wise and foolish moethers
who want to scare their children into obedience Bur |
know the truth, 1 spoke to Jeremiah before he died and
he was there the last time they came. and his body still
shook with the fear in his heart.

| remember his words exactly. etched wpon My memory
by the rasping of his voice and the intensity of his
stare. | know some thought him mad. senile in his
antiquity, but they were not there to sce him, to fecl
his hands gripping my arm so tight that it went numb.

“Fear the Darkness. Believe not the sanctity of Light.
Mothing stops them., not barred window nor locked
door, not gunshot nor sword blow. No portal is closed
to them and no mortal man can stand against them and
live. Make your peace with the Emperor on Devilnacht's

Eve, for you will not sce All Saviours' Day. Leave town.

do not rerurn, if you value your life” T remembered
then his harsh, racking laugh which degenerated into a
hacking cough. His eyes turned so hard, like stone. and
he pulled me close to whisper in my car with his
short-gasped voice. “They dont just kill you. Some they
slay, but others they take They took Mia and Farah and

Jeboh and Garret and Felix and Belsta and all the others.

Chains and whips, barbs and talons.. Their screams
haunt my sleep. Why did Tf‘l.n:}' spare me? [ did not help

them, [ swear!”

He became fervent, adamantly denying any collusion
with the Devils That Stalk Men He slept then for a
while, but awoke just before dusk on Devilnacht's Eve, |
waz still there, | knew he would not live another night.
The fever. the ravaging discase that had somchow kept
him alive to the grand age of six score years and three
was reaching its end, devouring his body from the
inside. He raved incoherently for a while and 1 bathed
his brow in ewes milk as Grandmother Fammi had
taught me. He quicted and became lucid once again.

“Be not here tomorrow eve! Gol Go away. far away!
Hide, skulk, crawl on your belly through the dense
tangles of forest if you must. but be not here when the
Devils That Stalk Men come. Your soul will not see
the Great Emperor, they will take it from His light and
devour it for themselves. The pain of your soul will
mirror the pain of your body. They feast opon fear,
they drink your terror, Thc:r' delight in your impatency
to resist them. They will come and all will die or be
taken. That is the way of these things. They dont kill
youl They don't just kill you..” Then he passed away.
his last words a mere rattle to show the passing of his
soul to the Emperor.

Meow, it is near starset on Deviloacht and the moons
grow large. Now 1 understand why Jeremizh was spared,
when the cold wind grips me and I see the faces
peering into the darkness on the point of hysterical
terror. He was truly spared. even given the gift of
clongated life so that he may live to this day. and no
{further. He was a messenger. The Devils That Stalk
Men want us to know. They want us to fear them.
And they will come, and they will kill us. But they
dont just kill you..
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