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INTRODUCTION

“T[mught begets I'Itl'l::ii}f: hl:rcs'}r begets

retribution.”

Anon

Welcome, Grand Master, 1o Codex Assassing, Within these
pages you will find everything you nesd 1o unleash the
devastating warriors of the Officio Assassinorum against the
enamies of the Emperor.

THE ASSASSINS

There are many weapons the Imperium can bring against
treacharous commanders, alien leaders and subversive
cultists. It commands the vast might of the Imperial Guard and
Mawvy, which have Ihe power 10 raze whaole worlds and slaughter
any number of foes. It can call upon the aid of the Space
Marines to bring swift and final vengeance against those who
would threaten the Emperor's domains. The gigantic Titans and
othar war engines of the Adeptus Mechanicus can obliterate
cities. et all these fail to instil the dread which the enemies of
Mankind feal at the mantion of a single word — Assassin!

The Officio Assassinorum is responsible only 1o the fabled
Senalorum Imperialis — the High Lords of Terra whe interpret
the Emperor's Will. Silent, deadly and ruthlesshy efficient, an
Aszsaszsin can strike al the heart of the problem, quickly and
cleanly removing those who would dare oppose the Emperor.
Impassive and impersonal, an assassination sends a clear
message o herelics and rebels — no one is beyond lhe
Emperor's justice,

The Officio Assassinorum is divided into 2 number of different
Temples. each specialising in a certain manner of death. From
the shape-changers of the Callidus Temple to the homifying
psyker hunters of the Culexus Tample, the Officio
Assassinorum's servants deal death in many, many ways.

ASSASSINS IN GAMES
OF WARHAMMER 40,000

Assassing are highly skilled, with very specialised wargear,
They are a simple solution to offsetting cerain weaknessas in
an army, or for further bolstering your strengths. Having
prablems dealing with pesky Eldar Warocks or Ork Nobz? Why
not field a Vindicare Assassin to pick them off from afar! Is your
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Imperial Guard army suffering badly because it lacks units
which can take on the enemy In an assault? Sounds like the
bio-alchemical nightmare of an Eversor Assassin would come
in handy,

Assassing also give you a chance fo show off your painting
shills if you wanl, Each of them is a character model - the
miniatures have lovely arsas of detail which you can really
spend some tima on. Just have a look at some of the Assassin
miniatures shown on the inside covers and then say with all
honesty that you wouldn't like at least ane sitting on your shalf!

WHAT’S IN THIS BOOK?

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

The Officio Assassinorum. This section contains the different
game rules and amy list eniries for the Assassing you can
include in your army.

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

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

IMPOQRTANT MOTE: You must have an Imperial army of some
descriplion (Space Marines, Imperial Guard or Sisters of Battle,
for exampla) to use an Assassin. If you don't have one of these
armies, you're geoing to have lo come up with a very good
reason why an Assaszsin should be suppering your cause!
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ASSASSIN ARMY l.lgif ;

On the pages thal foltow, youw'll find entries for the diffarent types of Assassin available for your
Warhammaer 40,000 battles. This army list allows you 10 amploy Assassing in batlles using the
scanarios included in the Warhammer 40,000 rulebook, but it also provides you with the basic
information you'll require in order to field an Assassin in scenarios you've devised yourself, or
as part of a campaign series of games, or whatever.

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

Sy
d+

Points
50

Assassin 10

Aszassins can be included in any Space Marine, Impenal Guard and Sisters of Battle army.
Assassins countas one of your Elites choices, and you may never have more than one Assassin
m }'ﬂ:lr EIFI'I’E:,'.

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

SPECIAL RULES

Independent Character: All Assassins are trained to work alone, and so follow the rules for
independent characters given in the Warhammer 40,000 rulebook. However, an Assassin
can never join another unit and they always fight individually.

Infiltrators: Assassins must be able to sneak past guards and through even the tightest
defences to reach their fargets. An Assassin may set up using the rules for Infiltrators if the
mission being plaved allows this. In missions where there is no special rule for nfilfrafors,
the Assassin must be deployed with the rest of the amy as normal.
Fearless: Assassins are implacable, never resting until they or their farget is dead.
Aszsassing never fall back, they are assumed to automatically pass any Morale checks they
are required to make, even against attacks which normally force their target to fall back with
no test taken. Assassins cannot be pinned.
Dodge: Impenal Assassins have superb rellexes, able fo leap out of the way of an attack.
An Assassin's 4+ save is invulnerable,
Temple: An Assassin must belong o one of the lollowing Temples, selected when you are
:‘.Imnf—:.ing YOUr army. The}' may not change their equipment or lake any adational wargsar
Points values: An Azsassin's points value is based upon the Temple they belang o,
Vindicare .......... +60 points Callidus ............ +70 points
Eversor ... 445 points Culexus ............ +55 points

The Slaughter of Clan Mackensic

The ruling family of Dusrcamin Y1 in the Ultima Scpmentum was: the Clin Mackearie, an anticot colonial
famaly, led by Crand Duke Frassr Mackenzic | became evident thit the Clin Mickeszic were financing pirate
rasds oo their nsighboars, paying for stolen goods tken from the ol minag worfds of Hovan and Nearly-
There An Eversar was despatched 1o wipe out Grand Dhuke Mickenziz and all his livog relinives, duging their
Grand Hootmazay [3 local heretic {estnal), which: was held every summer. The Eversor succeeded in Hilipg
all three hundred and scveptecs members of the Chn Mu!]_-izrui: [the youngest being three weeks old, the
cldest oo hundeed 2nd forty two), although ar times the Asssin was forced o resort to varions LmPﬂrnn:I
weapoas to complete the daunting task, including a silver soup spocn and 2 barter knife

Mother Sullet

Legends tell of a daring and
hideous crime, perpetrated by
a Callidus Assissin agaimst a
plinctary goversor who
thought himsell stromg enough
to defy Imperial rule. The
governor doted on his infant
son, and had him guarded
night and diy fo prevent his
kidnapping. According 1o the
tale, 3 Callidus Asssssian
disguised bersell as the childs
nanny, and so gained access to
the peinceling. Employing the
shipe-chunging powers of
palymorphine, the resourceful
Assissin swallowed the child
like & pythos, and carried

it away past the guards in

het belly,
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VINDICARE ASSASSI Hs Exitius Rifle: The exitus rifle is freated as a sniper rifia (range 367, hils

ort 4 2+, wounds on a <4+) with an Armour Piercing value of 2. In adoifion,
WARGEAR PRB met e T i
_ . ! . y ired fins. of 2 mormal s eep & nole of which special rounds
] (ol by oo (3.5 Cover save becomes & B sove & G save i negatsy  "8V2 been ). The special ounds ate used ono at a time and you
il - and sooon). In addition, the spy mask means the Vingicare rofls 20D8x5 E;S;g:ﬂ:;r'ﬁfﬂm' LR of the spocial shots belore you roll
e 1% for datenmining how far he can see when the Night Fighting nies are his :

: baing used. Shield-Bresker: The shol ignores any imvainerable save conferred
by & models wargear — nohmvdneralle saves which the mode! has
/s pant of s basic characlenslics. For example, & Grealer
Daeman's 5+ invuinerable save can be taken as normal, but a
Chaplain's 4+ rosanus save would be ignored.

H o

Stealth Suwit: Any unit wishing fo shoot ai the Windicare Assassin mus!
test lo see if he can be seen, using the Night Fighting riles on page 134
of the Warhammer 40,000 nuleboak (the Vindicase must be willin 2063
ireches of the unit or it must selfect anather target). IF the Night Fighting

rules are being used, the Assassin can only be seen if he is within falf Turbe-Peneirator: This infiicls 2 Wounds on any model wounded,
the normal range of the unit's vision (Le. I they score an 18, they can If firedd Al a vehicle, the sho! has an Armour Penetration vale of
only s9e fhe Assassin if he is within 8°), J08,

Helifire: The shol wounds on & 2+ instead of 8 4+,
56 T Exitus Plstol: The exifus pislol has the fallowing profis:

K donedaan | btk Range: 127 Slrength: 5 AR 2 Fistol

AL R SPECIAL RULES

Markgman: You may noménale the model targeted by the Vindicare
Assassin when hi s shooling, such as a Sergeant or a heavy

Aarrle wappesil Weapons roopar, This means you get to choose which maodel is laken
off, mal th enemy. In addition, the Vindicare can tangat any model in
range and ling of sighl, regardless of any targeting resirctions (such

T as independent characters within 6° of 2nother unit),
AL ARTIFAG
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“l commit this message to crystal, as a
= record for eternity of my last thoughts.in
this realm. I have seen what will come to
pass, and |, have seen the face of hie who
will end my life. A black-shadow is even
now 'a.tﬂll«. me - across this barren,
* lifeless world. | have seen him only by his
absence. He is a void in the skein of time,

+ «a no-thing upon® reality. The Rune of

Oblivion is his sign; the Rune of Ending is
his destiny. My Oblivion, my Ending.

F- It isa creature of utter abhorrence; of near
unspeakable homror to me. Only the

L]

Humans could spawn such a creature, so
debased are they, so lacking in breeding,
Yet even they, as crude and blind as they
are, can’ see this creature, this thing, for
what it truly is, theugh they have no real
understanding of its inexistence. 1 know
more about this alien fiend than they do. |
#55 monstrosity, for
I have spoken to the Solitaires who know
so well about such things, about the
stealing of spirits from bodies that vert live
on. It is unnatural, for it is not of the
Chaos that bindzall things toge It has
no-life in the Otherworld, it has: no
existence except in the physical, It is a
dead thing that thinks and breathes, a
most -hideous abomination. Even the
Humans “who tolerate the stench and
gqualor of their own kind cannot bear this
Monster. [lngil’tcd as they are, their latent
psychic powers, of which they understand
seelittle, warn rhem of the danger it poses:
. Their skin crawls with nameless dread,
: their stomachs chumn with subconscious
loathing. Yet this is but a slight reaction
compared to the disgust 1 feel wheni 1

consider its nontexistence.

* Though they hate this creature that their
own kind have spawned, the Humans, so
low' and despicable as they are, would
stoop to welcome i, to make use of its
vile properties. Though their own near-
sighted seers would gladly see this
creatupe eradicated for all eternity, the
double-faced and treacherous humans lie
tee each other and twm these things upon
stheir foes when eves are cast .-.-rsw.@ere.

=

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

For this creature is an anathema to the
Gift of the Mind. Its void blankets ‘the
Flame of Life that hurm in the Otherworld
for all true creatures. It se®ers us from the
stream of Chaos that allows us to change
realities, to create -clreams and n:glmn.uev.
from the stuff of reality. It is the darkness
that blinds; the silence of the grave; the
hand arotnd the throar that stifles: all
breath. It shatters one's visions and
befuddles one's mind, sowing confusion
and terrar wherever it passes. It'drains the
very spirit from your body, wrenching
your essence from the glores of the
Otherworld and condemning it to the
ashes and dust of mundanity.

They try to control it with their dumsy
technology, using devices which they
barely comprehend., to guard *others
against the hungering maw-which serves
as its spirit. To even consider harnessing
such unpleasant freaks of creation is o
invite disaster, | would laugh at the irony
of it, were it not so offensive - the
Humans hunt and kill those with the gift,
fearing for their safety, when their true
nemesis, the real creature which will be
their doom, is nurtured upon their humm_
How Human that is.

This thing stalks me now and 1, | who have
seen the birth of stars and the death of
galaxies. lam alraid.”

Etdar Farseer Lithandros-Esmanthil
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EXTRACT FROM INTERROGATION OF MILORD RADISCH,
AIDE TO FORMER IMPERIAL COMMANDER BRASSIEA OF ORLENZA

pirected to:
Commit to:

Inqguisitor Loorpd

Imperial Record CALA 122Y28a

Inquisition Becord IHR[OrdSic] 234127323
Crossfile to: Eliminaktion of Heneggades
Transmittod: Orlenza Triartes

Inpuk Data: 7356143 .H38

Thought for the Day: He who loses a limk lives on. He who
logee hisg head doeg not.

Inquisitor Kale: In
course of events wh
Brageika's death.
Milerd Radisch: It was all
Lo Kard. It wa= all hiz,
what I mean!

your own words, please describe the
led up to Imperial Commander

the fault of
I mean her, I_.

that B2 CENArY
I don’t Enow
IK: Start from the beginning. Whe is this Le Hapd?
ME: He was lntroduced as 4 MBDCOnNACY
Aleti aystem, our neighbours. Re had
Imperial Comsander's inguiries after kmen who could lead
fighting units. We had heard of him before = he had aided
Laskith Ireni, the Duke of Aleti, against the Ork pirates
gevaral years ago. As reguested by the Imperial
Copmander, 1 carefully ascertained the sxtent of his
loyalty towards Terza.

IK: And how loyal was this Le Kard?

MR: Oh, he was yery crude, entirely motivated by money.
VYery material and shallow.

commander from the
replied to the

IK: AR he was suited to the role vou had plenned for his?

MRE:
wWasg

Oh indubitably! He was wvery coarse, wvulgar, but he

a wvery experienced fighting man. I say man, but.

IK: Feep to the pointl

MR [coughs guietly]: Of course, I'm sorry. He had all
manner of things to tell the Imperial Comsander about,
pisposition of forces, supply limes, logistics and all
the rest. Mundane things like that. A wery technical scrt
of soldier. Down to business, no &lan, L1f pou’ get my
meaning-

IK:

MR: AL wWe EKPEGLE&, our announcement that we were Lo
gevar bigs from the Imparium until better trade terme
wepe negotiated wasn't taken very well, He had already
imprisoned the law enforcers of the Adeptus Arbites, with
a very cunning subterfuge if -T might say so. You see we

I do not, but continue anyway.

T 3

i i _:

) i -\."' -|

AE

:l

IK: Stay with Le Eard, we'll talk about the Arbitratorse i

later. 7
MRy Could I have some wine, if it pleases you?

IK: You cannot. Continue.

MR: A little civility wouldn’t— [MR eBcreams as pain lance
ia ingserted inko spine].

[Recess while MR recovers; Blasphemy, Volgar Profanity
and Making Immoral Suggestions added o list of charges
againat MR, ]

MR: Sorry. Well, the Emperor sent two whole regiments of i
Imperial Guardsaen here to enforce his trade

negotiations. But wo weren't going to bow to ballying
tactics like that, so we attacked them. The men fought

ever go brawvely, bat it turned.out that they were in all ‘l
the wrong places. Our armies were surrounded or cut off |
within a week. Of course, the Imperinl Commander wis very
annoyed with Le Fard. He'd lied to us, used usg for
profit. He'd promiged us wictory bubt it was obylious he :
was & charlatan. Well, we managed: to. grab him and throw S‘
kim ip the dungeons until the Imperial Commander could
decide what to do with Then the Commander had a
little brainwave, you see, and decided to have the
treacherous ferpent ispaled outside the gates. He haven't
impaled anybody on Orlenza for centurios = it was a very
decadent choice, bat popular with the Court. The whole
Court went down there to wakeh the Imperial Commander
inform Le Kard of his grisly fate. Bot when they opened
the doors, e Kard was gome! Just wanished, his clothes
piled in a cormer! More paculiar than that, there was a
lady there, dressed in this sheer black oubfit, Very
attractive and athletic, she made the Imperial
Commander’s chief concubine look positively plump. Wall,
no- sconer had the door been opened than out leapt this
hellion. She grabbed the Imperial Commander's cue and [
wrapped it around his throat! We all stood there {
horrificd, and I wvagucly remember Milady Winter fainting. A
It all happened in such a rush, I can't really remember
what happened next. She pushed past me, stabbing me. in

the leg with Milady Dorian’s hatpin, 1f you pleags: One 0
of the guards tried to wrestle her to the ground and {
suddenly he was this mewling, crumpled heap on the
flagstones, blood pouring from his stomach. Hakes me veary
111 just to think about it. Then she was gone.

e

L —

e

R i

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

MP: Hewver. He was IZ]UiI:-E a loper 1'eaJ.!_;-.', never lok anybcdy ﬁ
into his chasbers, kept the door barred and locked. He i
even found the secret door and blockaed that with & diping 4

Nt L table! It's a mystery to me.
L1 then L
EXTRACT ENDS
o c g . L H RN S s hiadnggiecte o " iR i
L .3 / — — -
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CALLIDUS ASSASSINS

WARGEAR

C'tan Phase Sword: The Ctan phase sword cam only be wsed in close
combat. No armour saves ace alfowed agans! s from a phase sword,
nof evan invuinerable saves!

Newural Shredder: The newral shredder uzes the flame fempiate and is
firedd fust ke & fame weapon. Aol o wound as follows. The neural
shredder has Strengih &, bul rathar then using the targels' Toughness
values, their Leadership s used, Other than this, the To Wound chan is
wvsed &5 nownal. For oxampe, & Lo 8 modgal 15 wolnded on & S+ A rol
of @ 1 always fals bo miliic! & wound, Against vehicles, ol & 03 on the
Glarcing Mits fabie, as the crews Draing ame parially prolected by he
verhicle's armour. The neural shredder has the following profite:
Range: Template  Strengih; X AR T Azzault |

Polymorphing: The Callidus Assassin is always in resgne, even i
missions which do nol normally use the Heserves rule. When she
bacomes available, she may be placed anywhere an the balifsfield, and
can move and fight narmally in the fum she amves.

Poison Blades: It lhe Calidus Assassin is S bagoe corlfas! with &n
engmy modal al the end of the assaul phase, aller ail combals have
been resolved, she may make an axtra alfack with har paisoned biades
frol fo hit afier any consclidalion mowves). She gels 1 Allack which
2lways wounds an & 4+ Mormal armour saves are allowed.

SPECIAL RULES

Jump Back: Al the star of any assaull phase, the Calfidus
Aszsassin can atternpl fo disengage from combal. Roll a DG — on
a roll of a 1 she faiks 1o disengage and must fight on in the
combatl normally. on a roll of 2 or more she moves that many
inchas away fram the enamy. This move cannot be used to
move into confact with a different enemy model. If this leaves
the enemy unit unengaged, they may make a consolidate move
at the end of the as=sault phasze.

A Word In Your Ear... The player with The Callidus Assassin
CAn mose one anemy unit up lo 6% afler both sides have
deployad, bul before the first lurm slas. The unils new
position must ba within the normal deployment zone, and the
owning playar may choose the facing of the unit after it has
besn moved.

o assume the shape of the sccursed and deliver

death from the purity within you.

Dictatus Callidus




VI'{: Prefect Blake peered over 1he shoulder of onc
of the tech-adepes at the moaitoring station. The
disphy was covered in obscure onange lises and
letterforms which were mcomprehensible to him.

“Any activity? Blake asked. stinding straight omcc

mare. The tech-adept tumed sdowly 1o lock a1 him. as
if uula:.uu his commander’s presence for the first time.

The adepts wvoice was shrill and he spoke in a
||:|j|:|L iliﬁxﬂ iy, “Tracked aa object lI]IiD.E from
orbit, master. Most protubly it was 3 metcorite It
impetied towards ihe top of the next valley, The siegs

conlimess, master.

Satwslied that all was well Blike sot ofl for [is

morsing stroll. He wasm't expectisg any trouble ere.
up in the moustsins. The rel dinger wis back in Selin
Coy, where the Prcfeets forces hod besioged the
Arbites  Procimet, There was listle chanee af the
Emperor's forces amiving - Prefect Dulio hud dealt
with the Astropaths persomally. This monitoring station
was st a2 sign of the Prefect’s brillint atiention to
every detail m:rth' 3 Camlinoary masere

The dawn son shose dimly through the [reczing mist,
casting ia ornge glow around the bunker i 111: Vice-
Prefect siepped owt. Blike ywwned and stretched, irying
to case the stiflncss in his limbs lefi after six howrs
ca daty. The seatry, Horul, appeared from rousd ihe
comer of the p]iv.m: bwilding. rubbing his hasds
thLI'u 1o keep them warm. Blike aodded his head in
greeting, but meither of them siid :n}1l&|n,:_ each
preferring the calm silence of the early m-utm;g- They
stood like that for a few minstes, exch bost in their
own thoughts. It was Homl who broke the silesce,
interrupting Blake's neveric.

“What was that?™ He asked suddealy, pecring out isto
the gloom.

“"What was what?”

nothing amiss.

Blike apswered, having  moticed

1 thowght 1 beard something. A growl or snard or
someihing like that”™ Hoeul expleined, usholstering his
wtopistal.

"A Codbear? Dowa from the moustains, puhp-t
Blike sugpested mervously, his voice quavering as b
copied Horul and took out his sidessm.

A sudden movement to the Ieft snapped both their
heads romnd Ot of the mist sprasg a Black—chd
figure. Its face was o grmning shell and one hasd was

!uppr.-! by shining claws, the other
grippisg 2 glumipg sword. With 2 coar it
kapt upon Harol, smashisg his pistol oue
of kis Ln\:l with the blads and burying its
tadans izte bis chest. Horul's high pitched
strcech bested fof a split second beface ke
Izll salent blood drbbling from hs lips.

Blaks was aleady running for the buaker
portal As he panched the code into the
erypiolock he ghnced over his shoulder.
Tzrﬂmur: lifted Horul's body ol the
grousd with its clored hond and thes
tossed i1 aside. droplets of crimsos
:pl.1lr|'i|:|lI its skl maoik With 2 hiss the
door d and Blake slipped nsde As
the d:ﬂrl::ﬁs loscked the Eﬁ: shut again,
the Vice-Prefect pointed his bolt pistal a8
the ]DCFLiDB mechanism and ficed The
ditashib cracked down the middle

"Get in now, you beasil panted Blake as

he burried down the corridar towards the

command chamber. As he reached the end

al ke [assage he beard the dall 1|:||J|:|'|[.\ of

a melta charge being set off. Hull tuming 1o book back
he svw the armowred door begim o rock om its inches-
thick hinges. With 2 screech of shearing meul, the
doar = ripped off it ﬁlngﬂ, thick black smoke from
the melts bomb billowing in through the opening
Witkoor theught Blaks shimmed” the butt of his pistol
inte the slam activator beside the command chimbsr
door and the air was [ilkd with a pi.:flius siden. As
the smoke cheared. Blake could muke out that grissing
skoll beering 4t him abong the passageway. The monster
statied running fowsrds him. moving iscredibly Dst, its
eyes [ined on Blake's.

It was sl 2 few metres away when the E‘ltlﬁ !upijftli
oot of a side comnidor, The first was looking towards
Bluke when the cresture’s cliw bished out, ssparsting his
hed from his body, The secomd give a strnge
squesking nodse of absaluic terar befose the serrated
blades Fq.j-thﬂl Iﬁ.'rnuugh his chest Bhke was almast
sick when he noticed ssvenl inches of menl protreding
from the guards hack Pistol fire filled the corridor
apd the mysterious attacker pil!r.l:u:d farward under the
hail of bolter and lis-shots. As i1 colled 10 dts feer
aguin, Blake sw that it fod sheathed its sword and
deawn an imricate, double-bareelled prstol in thar split-
sccoad Blike Butked into the commasd chamber a5 the
ereature fired 2 n:flll::,.' al shots o the side corridar.

It comtinuzd to Qe evem as it tumed 1ts ate Back
towards him. b wis then that Blake realized the tech-
sdept was telling him somsething,

“_locased multiple su.-,n]s in otbir, master. They are
Imperial ships of war. " the 1ech- adept conthuded. Blike
didn’t reply. his attention was locked oa the horeor
sulkisg down the comidor towards him. He noficed
wisle of differest coloured liguids attsched to its hody
and maiched with sickened Fascimation a5 Ibt'f Eltlm 1o
cmpt ng their contents into his asiknt's body.
ThE megi-: a visible shudder and then let oot 2
bone-chilling cry.
“We must signal the Prefect, muster” Blike head the
bech-sdept say, bat the voice soupded distast, & galacy
Wiy,
The Emperor's wnth was standing barely two metres
from him now snd he looked at its eyes properly for
the first time. Two pits of Bood red greeted him, orbs
filled with rage and hatred and a2 thirst for wiclence
which he hed sever coasidered possible

1 think iis foo lite "
to the tech-adept.

With a hiss the beast lepr.

Blike fownd himsell mutiening
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Fast Shot: The Eversor's
heightened metabolizm
albows it to act with incredible
speed, The Evarsor never
counts as moving when firng
15 exculioner pialol (Soo
may always fing Pwice)

Bio-Meltdown! If the Evarsor
is killed, place a blast marker
cantred over the model. Any
madel touched by the
template takes an automatic
Strength & hit, with saving
throws allowed as nonmal
Thi Eversor |s then removed
Irom play

Fear me, for 1 am your apocalypse.

Dictatus Evensor




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

A ONE-MAN ARMY

A game with obvious appeal is the single Assassin versus an enting
force, There are a number of ways you can do this. AL the mast
straightforward leval, tha Assassin’s opponent is allowed a small anmy
— in other words, & commander and bodyguard, The Assassin stars 2
fair distance away (24" is a good rnule of thumb), and mus! kill all of the
enemy before he or she s eliminaled. However, there are same
varations on this theme:

A lone Vindicare Assassin (s holod up in a commanding posifion,
and is pinming down the enemy squads as they try lo advance, He
must be kilfed before the army can continue.

Ferome the Tnsaintly

his own army, i a bid to returm to the

When setling  up  yaur
battlefield, make sure thers is
quite a ot of terrain that he
Vindicare could be hiding in —
rocky outcrops, abandamed
walchiowers, ruined buildings,
tall trees and S0 on. The
Assassin player does not place
a miniature on the tabletop to
Degin with, but instead wrles
down the whereabouls of the
Assassin's hiding place. The

Caniinl] Jeeome of Oristia IV
el

amussed & great deal of

tEme du:ing the .Jl.gl: of .JI.F-D-!'-IL‘.".' !

[ of his mouth, as he zasg

subrersive h:,'mr,u dur.ing his -.'|:|if'!.'

marniag shlutions

opposing player has 750-1,000
points-worth of unils trying 1o
advance across he batilefield.

Play as nommal, except that
whenever the Assassin player
wants to check line of sight 1o 2
target, their opponent is obliged
to turn away. IU's a good idea for
the Assassin's position to give
him a line of sight cwer many of
the obstacles on the fablelop,
so that it isn't too easy o work
out where he is hiding. Also
note fhat the Assassin is
allowed to change posilion as
well = as long as he doesn't move within 2 of an enemy, then his
facation remains secrel; just nafe down a new hiding place within 6° of
the kast and remember that his exitus nfle is Heawy 1.

The only way the enemy army can find the Assassin is to be within 2*
of his hiding place at the end of a tum. When ihis happens, the
Assacsinis placed on the battiefield - it then becomas a fight o the
deathl This is a highly enterdzimng battle, as the Assassin sneaks
about from vantage point to vantage peoint, while the opposing player
desperately fries 1o look back along lines of fire o determine the
Mssassin's position, and his units lose men and get pinned in place,
disrupling the search.

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

This game works well as a two-player game. but can be played solo as
well. The command post is representad by floorplans (Space Hulk
boards are weal), which are laid out a1 the start of the game. With bwo
players, the defending player picks an ammy of 750-1,000 points and
assigns a unit ta each reom of the command past, These units are nat
placed on the table, and may do nothing until the Assassin enters the
ronm of & friendly model, which has encountered tha Assassin, enfers
the room. In additon, at the end of any fum in which there was

=0

shooting or close combat, the defending player may roll a D6 for any
unit in & raom adjacent 1o the one in which the combatshooting ook
place. On a rall of 4, 5 or & they are alered by the scunds of combat
and are placed on the table at the start of their next tum, Defendars
whao are broken fzll back towards the nearest friendly-occupied room.

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

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

This i5 & pretty simple but fun batlle. The Assassin player only ever
uses one Assassin at-a time, but every time the Assassin is killed,
another takes their place. You should nominate a featre on the
fabletop to be the enirance to the Temple's hidden complex = the
Assassing must prevent any enemy madel moving inlo contact with the
entrance. Keep track of the number of Assassing killed, then swap
sides with your opponent o see if they can do better!

COVERT OPERATIONS

The majority of the time, an Assassin will work alone. Occasionally,
however, teams of Assassins are dispalched, or an Assassin may lind
him or herseli fighting alongside other military forces (as in tha
Assassination! Mission given laler). Mot only thal, bul Assassing do not
just fight alongside Impenal forces. In the Imperum’s history there
have been many occasions when it was deemed betler to aid one
enemy force over another, for the long term benefit of humanity. For
example, consider two Ork warbands fighfing over a world near o
Impernal'space. The winner of the war will then unite the sunvivors and
passibly attack Imperial worlds, In thesa croumstances it may be
better-for & few covert Imperial agents to support the weaker of the fwo
factions, which will then have a two-fold effect, Firstly, the war will last
longer, thereby seeing the deaths of more Orks. Secondly, a weaker
Warboss is more likaly fo spend fime consolidating his grip on
the world, fighling usurpers within owm his ranks and so0 on, The
Imperial agents may even change sides, thereby ensuring that no
side claims a grest victory, and posiponing the potential invasion
almost indefinitely.

What this boils down 1o, Is the fact that it isn't tolally unreasonatde for
an Assassin to fight alongside an Ork or Eldar army. However, I'd
strangly recommend 1Bal the Assassin is played by a separate player,
and that the Assassin be given very strict mission guidelines which do
not necessarily banefit the “allied’ player all the time. The idea here is
o make sure that the main army commander is not directly controlling
the Assassin's actions. You can also do this in a regular army (say
Imperial Guard or Space Marines) with the Assassin really fighting
alongside tha amny for their cwn ends, rather than o heip out the force
commander. There are a number of ways of doing this. As menticned
abowve, you could have a different player using the Assassin, who sets
lhemselves a mission which they must achieve [such as killing the
enemy commandes or destroying a set points value of units, etc).

Alternativaly, you could say that 1he Assassin has 1o attack the most
expensive enemy character model (or best psyker in the case of a
Culexus) and once that characler is dead, 1he Assassin's mission is
complete and they vanish from view, never to be seen again. Anoiher
possibility is 10 keep track of the numbar of victory points scored by the
Assassin. At the end of the Assassin's um, divide this viclory points
tatal by 100 and deduct it from the rofl of a D&, On & scare of 0 or less,
the Assassin decides they have done enough and leaves!

Well, those are just a few ideas off the top of my head. I'm sure that
you're inventive enough to coms up with lols more (have a look at the
Assassin mission in White Dward 232°s Chapter Approved).
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Gaming with Assassins

“$20 world shall be bepond mp rule;
no enemp shall be bepond mp wrath.”

Thus spake the almighty Emperor on the summit of Mowst
Vengeance, on Thor. And a2 nember of his most loyal servants
did meet together, cager to serve the Emperor as Best they
could. to help enact his dreams of conquest and rulership of the
Galaxy, Skilled were they in stealth and subterfuge,
accomplished i the arts of desth were they They hunted down
thosz who would bring ruimation to the Emperor's divine plan.
and struck them down 25 2 belt from the heavens. ln secrecy
they acted, preferring oot to have praise from the Emperor, for
they felt themsclves vaworthy of such attentions amidst the
great sacrifices and destruction of the Great Crusade Sﬂ:nﬂf
did they emact their execotions. moving unseen from world to
world in the Emperor's wake, ensuring that promises were not
rencged upon, that treaties and pacts were adhered to Tn time.
these loyal servants realised that they could pever hide from
dexth forever, and that their skills must be F:s-s.:d on 1o 3 new
generation, to continue their great works. Thus they finally
revealed themeelves to the Emperor and he did sce the
magnificent duty they had taken wpon themselves and he was
most pleased. Great femples were construcied on Terra and the

o5t skilful and deadly youths were sought out. Thus the
Olficio Asssssinorum was crcated, apd the pames of Callidus.
Vememum, Culexus, Vindicare, Eversor and Vanos were forever
immortalised The strongest survived their rigerous training, and
in turn passed on their skills to athers. Mew skills were learmt
and pew temples foupded: the art of blade and :P|~.1..1] men
and garrafie were honed in every aspect conceivable. So it is
that mow there iz indeed no world beyend the Emperor’s nuls
no enemy beyord the Emperors wrath

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

enough for the Assassin lo complets the kill,

ASSASSINATION! ATTACKER ASSASSINATION! DEFENDER

COMPULSORY QFTIONAL

COMPULSORY  OPTIONAL et e
1 Eiites” 3 move Troops I Elita 5 move Thoogs
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OVERVIEW

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

considerations are secondary!

f. SCENARIO SPECIAL RULES

Assassination! uses the Victory Points and Infiltrators scenario special rules,
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SET-UP

Both players roll a dice. The highest =

scoring player may choose their | A
deployment zone, They may choose a

corner. The other player deploys along
the opposite edge or comer. The
attacking player deploys all of their army
up to 12 onto the table. The defending
player then deploys his ammy up to 12"
from the opposite edge or comer.

Infiltrators are deployed after all
other units have been placed on the
table, anywhere not within 18% of an
enemy model. If both sides have L)
infiltrating wnits, each player rolls a dice,

SHORT
TABLE EDGE

]

LOMG TABLE EDGE

CORNER

-3
~ad-

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

5 The attacker has the firsl burm.

e

T
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MISSION OBJECTIVE

| The Assassin must eliminate the enemy character

with the highest points value (the defender must
declare which model it is!), and survive to the end of

(| the battle.

If the Assassin has not Killed its target by the end of
the game, then the defenders win outright. If the
Assassin's target is Killed and the Assassin s still alive
at the end of the battle, then the attacker wins. If the
target is eliminated and the Assassin has also bean
killed, then use victory points to determine the winner,
but do not count victory points for the Assassin
or their target {i.e. only other units count towards
victory points).

RESERVES

Mone.

GAME LENGTH

The game lasts & turns.

LINE OF RETREAT

Units which are forced 1o fall back will do so towards
the nearest board edge of their deployment zone,
using the normal fall back rules.




e ost vexing and challenging of my dutics was the implementation of the hidden order koown as the Ordo Sicarivs. The Ordo
Sicaries was sci up at my own instigation, following my investigstions into the supposed death of the Crand Master of Assassing,
during the conflict known as the Wirs of Vindication. For thoss not aware of these events, | include 2 quick summary.

The Wars of Vindication tock place shortly after the death of High Lord Goge Vandire, during the Age of Apostasy. It appears that
Vandire had managed to corrupt many within the Officio Assissinorum, just as he had bribed and blickmailed his way to influence within
other organiations such as the Adeptus Astra Telepathica, Ecclesiirchy. Administratum and Imperial Guard. Foremost amongst Vapdiee's
agents was one Tziz Jurck, of the Callidus Temple. Using the shape altering compound polymorphine, Jarek had ssssccinated the true Grand
Master and assumed his identity. However, unbcknownst to Jarck, the Grand Master had expected such a plot and had a loyal Callidus
Assassin take his place in his chambers. So it wus that Jarek had sot killed the true Grand Master, who sceretly mustered those Assassins
still loyal to him fo fight against this usurper. A heinous batile raged within the Imperial Palace itsell, with many innocents dying as the
Assassins brought their terrible skills to the war. The ancient arseml of the Officio Asssssinorum wis opened and terrilying weapons used
once more. weapons whoss vse had been banned by the Senvtorum Imperialis since their discovery. Gene-sympathetic nerve gases polluted
the corridors, while mewtronic warhesds destroyed whole wings of the Palice In the end. the true Grand Master assassinated Jarek and then
dissppeared in seli-imposed exile,. Whether he is still alive is not known to me (though rest assured 1 have spared nothing in my endesvours
to locate him).

Upon my recommendations, the following changes were made 10 the Officio Assassinorem:

L The Asssssin Temples were distribuied 1o various logations. so that should onc fall to alicn influcnce, dicmonancy or heresy. the others
would remain untaintcd

Any Assassination to be allowed only by a two-thirds vote of sssent in the Senatorum Imperialis.
All Assassinations to be followed by 2 deniled accoust of the mission activity. subjeet 1o Inquisitorial inspection at any time.

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

Within the Inquisition itself 1 have assembled a number of like-minded Inquisitors and formed the Ordo Sicaring, We will maintain a close
watch on the activities of the Olficio Assaszinorum, and scr according to our findings. However. this mandate led to 2 major problem
which had to be overcome before we conld continue As would be expecied. considering the matwre of s work, the Officio Assassinorum is
as secrelive 25 our own organisation. But as we have all been tavght. 1o troly investigite a suspicious organisation, oz must work [rom
within its confines. not [rom without.

We have therefore managed to insert 3 mumber of cur agents inte cach of the Assassin Temples. These Assassin-lInquisitors perform the
roles of Assissins a5 would sormally be expected. but during the aforementioned psycho-doctrination sessions. we arc able to release from
them any ‘sensitive information I'hit{ other Assassins may be less ready to divolge In this moanner, we have already headed off two
assassination attempts on the High Lords themselves, and prevented the major embarrassment of the assassination of one of our cwn
Inquisitors, who had been working -cm'utly with the Orks of Lamina Sector”

Extracn [rom the hbomeirs of Inguisitor Jueger, supprevied cinulition by Ouder of Dequisisar Mk

te Night Haunter within the
and killed him. What makes so different 15 the belief
Haunter 1s the
.r'\!ils_|'|1 Haunter
attempt, but he 1

Imperium’s actions vindicated his decision to rehel against the Emperor

The Morisha Incivent

Uthua Thereaux, Assassin of the Venenum Temple, was dispatched in
363M37 to assassinate the rencgade Governor Yawell, ruler of the planct
Morisha on the Eastern Fringe. During transit, the starship was caught in a
warp rift, hulr:liug the vessel in a tcmpnra] stagie for some six hundred and
nincty-cight years. Not koowing that this had occurred, Thereaux proceeded
to her target. cnly to find Yawell long since dead and repliced by an anti-
Imperial democratic committee, consisting of some LO00 members. Faced with
such an extreme task, Thereaux only succeeded in killing the committec
members after spending three days poisoning all the chairs in the council's
avditorium, before 2 meeting of the full committee.




