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Heinrich Kemmler Points; 550  skull staff
The Skull Saff constantly whispers to its bearer,

M ws BS § T W | A Ld revealing the secrets of magic.
Kemmler 4 3 3 4 4 3 3 1 9
At the beginning of the bearer's Magic
Weapons and armour: Kemmler carries the Skull Staff, a phase, the enemy must reveal all magic
Power Familiar and a Black Periapt. He wears Kemmler's items carried by each one of his models

Cloak of Mist and Shadows and wields the Chaos Tomb Blade. within 12" of the Skull Staff's bearer. In
addition, thanks to the wise advice of

Spells: Kemmler is a Level 4 Wizard and always uses the Lore the skull, after the bearer has rolled on

of the Lichemaster. the Miscast table, he can choose to re-
roll the dice. The second result applies.

The Master of Necromancy: As long as he has enough

Power dice, Kemmler can cast any of his spells, even one that Black Periapt
has been cast already in the same Magic phase. This maleficent jewel has the power
to trap the winds of Amethyst magic and accumuIaIe
Spellsof Protection: Kemmler has spent many long weeks themfor its bearer, or his lord, to use.
hidden, preparing for this moment of grand triumph, and has
woven powerful magical defences about himself. As aresult, Allows the bearer to save one unused Power dice or Dispel
he has a 5+ Ward Save. In addition, Kemmler (and any unit dice at the end of any Magic phase and store it, to add it to his
hejoins) suffers one lesswound than they normally would side's dice pool in the next M agic phase.

when defeated in combat.
Chaos Tomb Blade

Cloak of Mist and Shadows Forged from the raw stuff of Chaos, this blade thirsts for the
This cloak endows the wearer with ethereal form. Free from blood of the living.

the bond of his material body, the user isfree to move

through solid matter like a ghost. This magic weapon allows Kemmler to re-roll failed rolls to

wound in close combat.
This item can be used only by models on foot. The wearer is

Ethereal for the entire game - he may ignore terrain The profile given here represents Kemmler at the
penalties and cannot be harmed except by magical attacks. time of the Battle of the Cairns, fast approaching the

pinnacle of his power - if not thwarted soon, his
Power Familiar sorcery will rival the mighty Nagash himself

A Power Familiar attracts raw magic power to its owner.
Kemmler counts as both a Lord and a Hero choice. He

The Familiar adds one dice to both the Power dice and the must befielded exactly as represented here, and may
Dispel dice pool of the bearer. not be given additional equipment or magicks.
H einrich Kemmlcr was a grest and feared Necromancer, return Heinrich swore to day and destroy in their

until rivals begen to usurp his power. They nearly - name Now once agan the name of the Lichemaster
succeeded in driving the Lichemaster to his death, and strikes terror into the hearts of ordinary folk and

" tdes of his foul deeds are whispered when retold
attackers, h| body was broken d Ay across the Old World.
blasted in he baitle. ch‘ 1% , ; ;
Heinrich Mol o h oy Heinrich gands just under six feet tall and hes
i _ BB long, filthy white hair. His body is covered
than a haf-sane beggar Lﬁl 0 : A with scars, cuts and ébrasons from his years
quirk of fate he stumbled on the > - of madness and is shrouded in a large dark

Krell, .a.long .deed Chaos war . cloak that swirls and twitches with a life of
of immense power. Here he _{ﬁ. ] ~ its own. In one hand he carries the Chaos
struck a terrible pact with the e 12‘ 3 Tomb Blade, in the other he holds his Skull
gods of Chaos. Theywv S 4 . Siaff, a magical item which is topped with a
restore him to his former "1 B skull that chetters and gibbers constantly.
: power add in 'h.“' Following his defeat at the Bretonnian abbey

of La Maisontaal, Kemmler remans

4 X determined to inflict his revenge upon

o g . Bretonnia. If he cen hamess the power in
s . the carns of Athel Loren he will unlessh

an army upon the descendants of Gilles

and leave the land a corpse-choked ruin.

K rell was a mighty Chaos Champion
long before the birth of the Empire.
At this time there were only a handful of
scattered tribes of Men who were nothing
more than barbarians with few skills and little
learning. Krell was the ruler of one such tribe
that was corrupted by the Chaos god Khorne.
Krell quickly carved out an empire amongst



Krell Points: 190
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Krell 4 5 3 4 4 3 4 4 6

Weapons and Armour: Black Axe of Krell, Chaos armour (4+ Armour Save). He
also wears the Crown of the Damned.

The King of Wights: In Krell's hands his dreaded weapon reaches the pinnacle of
its dark powers. It delivers aKilling Blow every time Krell rolls a5+ on hisrolls to
wound.

Black Axe of Krell: The Black Axe of Krell is a great weapon and follows all the
rules for normal great weapons. Also, any model that suffers 1 or more wounds
from the Black Axe must roll aD6 at the start of both its own and its enemy's
Magic phases for the rest of the game. On aroll of 1 or 2 it
suffers 1 morewound with no Armour Save allowed (Ward
Saves can be taken as normal).

Crown of the Damned: This crown confers a4+ Ward
Save upon the wearer. The wearer is subject to stupidity
(even if the model is normally |mmune to

Psychology).

By thistime, Krell and the Crown have become
fused into a single entity - as a result, the Crown
may not be destroyed by spells such as Vaul's
Unmaking.

The profile given here represents Krell at the time of the
Battle of the Cairns, where the Crown of the Damned is
starting to erode his will-power, leaving him ever more
dependant on Kemmler. If your army includes Heinrich
Kemmler, it may also include Krell, who counts as a Hero
choice. He must befielded exactly as represented here,
and may not be given any additional equipment or
magic items.

the barbarian tribes of the north and
then turned against the Dwarfs to the
south. This was during the period the
Dwarfs call the Time of Woes, when
their empire had been riven by
earthquakes and volcanic explosions,
then assaulted by massed tribes of
Ores, Goblins, Skaven and other evil
creatures. Krell allied with the Night
Goblins who stormed the Dwarf
strongholds of Karak Ungor and
Karak Varn and his name is recorded
many times in the Great Book of
Grudges. He was finally slain by the
Dwarf hero Grimbul Ironhelm during
the assault on Karak Kadrin.

thought. In fact, Kecmmlcr's wanderings
in the mountains hed been subtly
guided by Nagash as pat of a cunning
an that would free Krell and unite
m with the Lichemaster, so that he
could unlessh these two powerful
undead champions againg Bretonnia
Nagash's plans suffered a minor
sethack following the heavy casudties
their forces auffered e the Battle of
La Maisontaal Abbey, but in time they
ac sure to bear terrible fruit.
Unfortunately for Krell, his withered .
form is proving incressingly
susceptible to the corrupting
enagies of the Crown of
the Damned - only
Kemmler's powers now

Hundreds of years later, Heinrich NS
udan him.

Kemmler came across Krell's tomb. He

struck a deal with the warrior and

freed him to do his bidding, or so he
% STy w

Laws of Undeath

As Undead, Kemmler and Krell
have the following special rules:

Immune to Psychology

Undead are Immune to Psychol ogy
(see the Warhammer rulebook).

Cause Fear

Undead causefear (see page 81 of
the Warhammer rulebook).

Charge Reactions

Undead can react to charges only by
holding.

Break Teds

Undead cannot be broken, but if
Kemmler and Krell are beaten in
combat, they suffer one additional
wound for every point they lose the
combat by (no saves of any kind, not
even Regeneration or Ward Saves, are
allowed against such wounds). If
either are wiped out by combat
resolution in the first turn of a
combat, the enemy gets the option to
make an overrun move as normal.




THE LORE OF

ecromancy isthe magic of the past, of wither ed
N flesh and faded times. Itissimilar toAmethyst

magic, of which it is a somewhat corrupted version.
Being a Necromancer of almost incomparable power,
Kemmler utilisessmor epower ful versions of the spells of

Undeath. Kemmler automatically knows all six of the
following spells.

Invocation of the Lichemaster
Cast on 3+/7+/11 +

Casting Value Models created Wounds restored

3+ D6 Skeletons D3 Wounds
7+ 2D6 Skeletons 2D3Wounds
11+ 3D6 Skeletons 3D3Wounds

This spell can be used in two different ways - to add models to
an existing unit, to create a new unit or to restore lost Wounds
to amodel. In all cases, it has arange of 18". The caster must
declare if he is using the spell on an existing unit (declare
target unit), or to create a new unit of Skeletons as well as the
Casting Value he is attempting (3+, 7+ or 11+), before he
rolls the dice to cast.

The higher the Casting Value chosen, the more effective the
result of the spell will be if cast successfully.
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D6 Spell Casting value
1 Invocation of the Lichemaster 3+/7+/11+
2 Desiccating Grasp 6+
3 Eternal Vigour 7+
4 Withering Gaze 8+
5 Kemmler's Danse Macabre 10+
6 Curse of Eternities 13+

Invocation of the Lichemaster can be used to:

* Recover wounds in an existing Undead unit or character. |f
successfully cast, choose one Undead unit or character model
(even if engaged in close combat) and then measure the
range to it. If the unit is in range, that unit recovers
D3/2D3/3D3 wounds (or wounds worth of models),
depending on the Difficulty Level chosen.

New models will be armed and equipped exactly like the
other models in the unit. Note that this may not take the
number of models in the unit above the number it began the
game at. The victory Points value of die unit does not change.
This spell may not be used to increase the frontage of the
target unit beyond four models, though it may be used to
increase the number of ranks.

« Create a new unit of Skeletons. If successfully cast, choose
any point within 18" and place one model on it. Then form
the rest of the models around it. The new unit will consist of
D6/2D6/3D6 models, depending on the Casting Value
chosen. Skeletons will be armed with a hand weapon and
shield.

If less than five models are created, the spell has failed to
work and no models can be placed on the table. Units
created in this way must be deployed at least 1" away from
any enemy, but may be in any formation and facing any
direction. Immediately calculate the Victory Points val ue of
the new unit (at 8 points per Skeleton) and record it.



Desiccating Grasp Cast on 6+
(Remainsin play)

The Necromancer has the ability to cause anything he touches
to age centuries within a second, destroying the bodies of his
enemies and enslaving them. As he grips his opponent tightly,
the victim's flesh and all his possessions are instantly turned to
dust which is scattered by the wind of ages. If afoe is slain
whilst Kemmler is under the effects of this spell, their form is
reanimated as an Undead minion. This spell can be cast by the
Lichemaster on himself, even if he is in close combat. Once it
has been cast, the spell lasts until it is dispelled, or until the
Wizard decides to end it (which he can do at any time),
attempts to cast another spell or is slain.

Whilst the spell remains in play, any model wounded by
Kemmler iskilled automatically, with no Armour Saves allowed.
The enemy can take a Ward save, if he has any, but if the
wound is not saved the model is dead. This applies to all
models, of any size. If a man-sized model is slain in thisway it
is immediately reanimated as a Skeleton under Kemmler's
control and placed in base contact with the Lichemaster. It may
be placed in combat with an enemy if Kemmler's controlling
player wishes, providing it is also in base contact with
Kemmler.

Eternal Vigour Cagt on 7+

Kemmler concentrates on animating the creatures under his
control. They attack with such speed and ferocity that few can
defend against their flurry of blows. Target one of your own
Undead units within 18" and that is in close combat. In the next
Close Combat phase all models in the unit attack first, even if
they have been charged, are armed with great weapons and so
on (even Zombies! This isthe only exception to the Braindead
rule), and can re-roll any failed to hit and to wound rolls.

Withering Gaze Cast on 8+

Bolts of Dark Magic leap from the Undead spellcaster's eyes.
Where die beams touch the victims' flesh, their skin blackens
and withers, sloughing away till the white gleam of bone is
visible beneath. This is a magic missile with a range of 36". If
successfully cast, the Withering Gaze hits its target and causes
2D6 Strength 4 hits.

Kemmler's Danse Macabre  Cast on 10+

The Undead are filled with an unholy magical energy that
causes them to stride across the battlefield with a speed that
even most mortals are unable to match. Adapted from one of
the most infamous spells in the great Necromancer Vanhal's
repertoire, this incantation can mean the difference between
victory and defeat for Kemmler's army, This spell can be cast
on afriendly Undead unit that is within 24", and which is not
already engaged in close combat. The unit can immediately
make a move of up to 8" in the same way as a normal move
made in the Movement phase (it can wheel, turn, change
formation or even reform) although it may ignore any
hindering terrain or obstacles whilst it moves.

The unit can charge an enemy within 8" if opportunity permits
and the same rules apply as for a normal charge (except that if
the charge is failed the Undead will still move the full 8"). A
unit that is charged by means of Kemmler's Danse Macabre
can react to the charge as normal and must take the
appropriate Psychology tests.

Curse of Eternities
(Remainsin play)

The enemies of the Undead feel their limbs become heavy and
their hair turns grey - death comes to claim their souls. This
spell can be cast on any one enemy unit within 24" (which
may be a unit in combat if the Lichemaster wishes).

If successfully cast, the enemy swiftly starts to age. Roll a dice
for each model in the affected unit. A model will suffer a
wound on the roll of a5+. No Armour saves are allowed.
Once cast, the spell remains in play. It lasts until dispelled, or
until the Wizard decides to end it (which he can do anytime),
attempts to cast another spell or is slain. If not
dispelled, at the beginning of the caster's next
Magic phase models in the affected unit
suffer awound on a 4+. In the caster's
next Magic phase they will suffer awound
on a3+ and so on, to a minimum of 2+.
No Armour Saves are allowed.
Characters who are part of a unit

Cast on 13+




