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Warhammer Fantasy Roleplay takes your customers back to the Old World. Get the gang together, create your (anti)heroes, and set off to make your way through the vile corruption, scheming plotters and terrifying creatures intent on destruction. The Warhammer Fantasy Roleplay Rulebook contains
everything you need for grim and perilous roleplaying adventures in the Old World. 320 page full color hardcover
Explore the world of all three Total War: WARHAMMER games in this stunning compendium, packed with concept art, final designs, storyboards, and artist commentary. Total War: WARHAMMER is the award-winning PC strategy game trilogy from Creative Assembly. Set in the world of Warhammer Fantasy
Battles, it combines grand campaigns of epic empire-building with battles of breathtaking scale, brimming with the warriors, wizards, and monsters that fans know and love. Delve into the rich lore of Games Workshop’s world of Warhammer Fantasy Battles, as viewed through the Total War lens. Total War:
WARHAMMER – The Art of the Games offers Creative Assembly’s insights into the development of the series. Pore over concept sketches, texture studies, character art, and fully rendered paintings, accompanied by commentary from the artists themselves. Featuring artwork of iconic characters and scenes
from parts I and II, as well as never-before-seen art from the trilogy’s thundering grand finale, this coffee-table tome is an essential collector’s item for any Warhammer or Total War fan.
In the nightmare future of Warhammer 40,000, a superhuman warrior must battle his way free from a world of daemons.
Enlightenment and Unity
Orruk Warclans
Destruction Battletome
Hammer of Daemons
Godblight
Dark Imperium
At the very birth of the Imperium of Man, fully half of the Emperor's most trusted Space Marine Legions turned against him in a bitter civil war. Brother fought brother, and Mankind stood upon the very brink of extinction. Ten thousand years after their defeat, those same traitors still launch their black crusades out of the Eye of Terror, intent upon nothing less than the utter destrction of the Imperium and the death of its weakling
Emperor. This book provides an army list and sections on background, hobby section and special characters to accompany the game.
A new anthology of short stories delving into the secret history of the Horus Heresy. After the betrayal at Isstvan, Horus begins his campaign against the Emperor, a galaxy-wide war that can lead only to Terra. But the road to the final confrontation between father and son is a long one – seven years filled with secrecy and silence, plans and foundations being formed across distant stars. An unknown history is about to be unveiled as
light is shed on the darkest years of the Horus Heresy, and revelations will surface that will shake the Imperium to its very foundation...
"Warrior-maiden and consort of the blood god Khorne, the name Valkia the Bloody is feared among all the tribes of the north -- friend and foe alike. From her earliest days as a shield bearer for her father King Merroc, she has known nothing but unending warfare and the brutal politics of the tribal leaders, and soon reaches out to seize power for herself. Though her feral beauty might attract unlikely suitors and her enemies may plot
against her in secret, Valkia holds the patronage of the Ruinous Powers, and Khorne will not allow his chosen queen to fall."--Publisher.
Total War: Warhammer - The Art of the Games
Tyranids
Skirmish Combat in the 41st Millennium
In the Grim Darkness of the Far Future There is Only War
Heroes of the Empire
Stormcast Eternals
This book provides the necessary tools for the evaluation of the interaction between the user who is disabled and the computer system that was designed to assist that person. The book creates an evaluation process that is able to assess the user's satisfaction with a developed system. Presenting a new theoretical perspective in the human computer interaction evaluation of disabled persons, it takes into account all of the individuals involved in the evaluation process.
Orion is the king of the forest, the lord of Athel Loren and the guardian spirit of all that is dear to the Asrai, the mysterious Wood Elves. In three novels, he confronts old enemies and new dangers, and must appeal to all his powers and allies to ensure the safety of his ancient forest, and his own. Every year, after winter, King Orion wakes up and reigns over the forest kingdom of Athel Loren. This time though, as he slowly comes out of his torpor, he realizes that a
terrible evil has taken hold of him, and that his eternal mind has been cursed. Taken of an uncontrollable rage, he leads his Asrai to the war in order to discover who is there the origin of this plot. But as corruption spreads and his powers diminish, he will have to put his fate in the hands of his most loyal subjects, and entrust them with the mission of unmasking the traitors hiding among their ranks.
A chilling mosaic novel by masters of their craft. On a misty cemetery world, three strangers are drawn together through mysterious circumstances. Each of them has a tale to tell of a narrow escape from death. Amid the toll of funerary bells and the creep and click of mortuary-servitors, the truth is confessed. But whose story can be trusted? Whose recollection is warped, even unto themselves? For these are strange stories of the uncanny, the irrational and the spinechillingly frightening, where horrors abound and the dark depths of the human psyche is unearthed. A chilling portmanteau. I could feel the hairs on the back of my neck prickling. The perfect combination of horror and Warhammer 40,000.’ Paul Kane – bestselling and award-winning author of Sherlock Holmes and the Servants of Hell and Before
Astorath: Angel of Mercy
Warhammer Fantasy Roleplay 4e Core
Orks
T'au Empire
Warhammer Armies

“One of the 12 best business books of all time…. Timeless principles of empowering leadership.” – USA Today "The best how-to manual anywhere for managers on delegating, training, and driving flawless execution.” —FORTUNE Since Turn the Ship Around! was published in 2013, hundreds of thousands of readers have
been inspired by former Navy captain David Marquet’s true story. Many have applied his insights to their own organizations, creating workplaces where everyone takes responsibility for his or her actions, where followers grow to become leaders, and where happier teams drive dramatically better results. Marquet was
a Naval Academy graduate and an experienced officer when selected for submarine command. Trained to give orders in the traditional model of “know all–tell all” leadership, he faced a new wrinkle when he was shifted to the Santa Fe, a nuclear-powered submarine. Facing the high-stress environment of a sub where
there’s little margin for error, he was determined to reverse the trends he found on the Santa Fe: poor morale, poor performance, and the worst retention rate in the fleet. Almost immediately, Marquet ran into trouble when he unknowingly gave an impossible order, and his crew tried to follow it anyway. When he
asked why, the answer was: “Because you told me to.” Marquet realized that while he had been trained for a different submarine, his crew had been trained to do what they were told—a deadly combination. That’s when Marquet flipped the leadership model on its head and pushed for leadership at every level. Turn the
Ship Around! reveals how the Santa Fe skyrocketed from worst to first in the fleet by challenging the U.S. Navy’s traditional leader-follower approach. Struggling against his own instincts to take control, he instead achieved the vastly more powerful model of giving control to his subordinates, and creating leaders.
Before long, each member of Marquet’s crew became a leader and assumed responsibility for everything he did, from clerical tasks to crucial combat decisions. The crew became completely engaged, contributing their full intellectual capacity every day. The Santa Fe set records for performance, morale, and retention.
And over the next decade, a highly disproportionate number of the officers of the Santa Fe were selected to become submarine commanders. Whether you need a major change of course or just a tweak of the rudder, you can apply Marquet’s methods to turn your own ship around.
Discover the story of Astorath. one of the Blood Angels' most fascinating characters! Following the Devastation of Baal and the arrival of the Primarch Roboute Guilliman’s Indomitus Crusade, Commander Dante of the Blood Angels has been appointed Lord Regent of all Imperium Nihilus. Working with the successor
chapters of the Blood Angels, Dante commands that the area around the Red Scar be scouted in preparation for reconquest. The Red Wings’ sweep has led them to the foetid world of Dulcis, dangerously near to the Cicatrix Maledictum itself. Decimated by the tyranids during the war for Baal and only lightly reinforced
by Primaris Space Marines, the Red Wings Chapter are in no position to deal with the events that unfold there. Strange psychic phenomenon and a deadly xenos enemy threaten the great hope of all the Chapters of the Blood – that the flaw in Sanguinius’ geneseed has at last been tamed. Drawn by the Black Rage to
Dulcis, Astorath the Grim, Lord High Chaplain and Redeemer of the Lost, comes to aid the Red Wings. But what he discovers there will shake the Chapters of the Blood to their very core.
Fantasirollespil.
Deathwatch
Ghazghkull Thraka: Prophet of the Waaagh!
The Orion Trilogy
The Sons of Ferrus Manus
Hedonites of Slaanesh
The Green Tide
Warhammer 40,000In the Grim Darkness of the Far Future There is Only WarOrksThe Green TideDeathwatchCore RulebookFantasy Flight Pub Incorporated
Warhammer 40,000 is a tabletop game for two or more players, where you control an army of Citadel Miniatures representing the Imperium of Man or one of its many enemies. As well as telling the story of the Dark Millennium, this book provides all the rules you need to fight a variety of battles in this dystopian
setting, and has essential information about collecting, painting and gaming with Citadel Miniatures. --From back cover
"The Astra Militarum is the implacable military arm of the Imperium, and one of the largest forces in the galaxy. On thousands of battlefields scattered throughout the galaxy, the soldiers of the Astra Militarum march to war. They are the Hammer of the Emperor, who with faith, fury and sheer weight of numbers
crush heretics and xenos alike beneath their boots. Massed ranks of Guardsmen unleash concentrated salvoes of las-blasts while officers bellow orders over the thunderous roar of tank and artillery fire.Codex: Astra Militarum contains a wealth of background and rules – the definitive book for Astra Militarum
collectors."--Publisher's website.
Astra Militarum
The Book of Ruin
Orcs & Goblins
Chaos Space Marines
The Fall of Altdorf
Ratspike
A fantastic collection of classic stories about the righteous armies of the Empire set in the Warhammer Fantasy universe. The Empire is besieged. Countless enemies batter the border of Sigmar’s mighty nation, seeking to tear down its cities and murder its inhabitants. Standing against them are an array of brave men and women, united in their defiance and led by true heroes. In the wilderness of Averland, Kurt Helborg, Marshal of the Reiksguard, holds the
province together in his iron grip. On the frontiers, Ludwig Schwarzhelm, Emperor’s Champion, must halt the unstoppable onslaught of the Greenskins, while in the Drakwald Forest, Luthor Huss, warrior priest of Sigmar, fights a tide of undead that threatens to sweep away all before it. But, more insidious enemies lurk within the shadows. Witch hunters and spies are the only remedy to such poisons, and none are more accomplished than Lukas
Eichmann and Pieter Verstohlen, whose individual quests find them on the trail of ruthless murders and labyrinthine conspiracies that threaten to tear the nation asunder. Will these heroes triumph, or will the myriad evils of the Old World bring ruin to the hope of humanity? This omnibus contains the novels Sword of Justice, Sword of Vengeance and Luthor Huss and the short stories ‘Feast of Horrors', 'Duty and Honour' and 'The March of Doom', by
Chris Wraight.
Book 1 in the Dark Imperium Trilogy. Fell times have come to the galaxy. Cadia has fallen, destroyed by the onslaught of Chaos. A Great Rift in the warp has opened and from its depths spew daemons and the horrors of Old Night. But all hope is not lost… A hero, long absent, has returned, and with him comes the wrath of the Ultramarines reborn. Roboute Guilliman has arisen to lead the Imperium out of darkness on a crusade the likes of which has not
been seen since the fabled days of the Emperor. But never before have the forces of Ruin amassed in such numbers, and nowhere is safe from despoliation. From the dreaded Scourge Stars come the hordes of the Plaguefather, Lord Nurgle, and their pustulent eye is fixed on Macragge. As the Indomitus Crusade rages on, Guilliman races to Ultramar and a confrontation with the Death Guard.
The Biggest, Baddest Ork is BACK! Of the billions of greenskins who swarm the galaxy, only the name of one strikes fear into the hearts of human and xenos alike: Ghazghkull Mag Uruk Thraka. The Warlord of Warlords. The Beast of Armageddon. The Prophet of the Waaagh! With his tusks, fists, and power claw, he does the holy work of Gork and Mork – and soon all worlds will burn in his bootprints. Mystery shrouds how such a beast came to exist,
and rumours abound that the mighty warlord was once just like any other ork. But if that is the case, how did his ascendance come to be? Many have lost their minds trying to unravel the mystery. Lord Inquisitor Tytonida Falx has headed into the murky depths of heresy to find the answer, only this time, something is different. She possesses something the others did not. Custody of the one creature in the universe who claims to know the truth of it all.
Ghazghkull’s banner bearer: Makari the Grot.
Valkia the Bloody
Warhammer 40,000
The Age of Darkness
Valnir's Bane
Champions of Fenris
An Evaluation Guide for Professionals
Deathwatch is a roleplaying game set in the Warhammer 40,000 universe, where you take on the role of a member of the Adeptus Astartes - the devout, bio-engineered super-soldiers also known as Space Marines. Only the most exceptional candidates from the fighting forces of the Adeptus Astartes are invited to join the Deathwatch, and take on a new oath to safeguard
the Imperium from the darkest of threats. United in this newly forged brotherhood, all Deathwatch Marines must learn to put aside their differences and work together to succeed in the most extraordinary operations - whether facing the threat of total annihilation when confronted by implacable alien foes, or fighting against the foul daemon menace that crawls forth
hungrily from beyond the Warp. Deathwatch offers a brand-new roleplaying experience by focusing on elite, special-missions style action at the furthest fringes of Imperial space, involving some of the greatest heroes and deadliest opponents the Warhammer 40,000 universe has to offer!
In the grim medieval Old World, a motley gang of convicts is released from a military prison and offered a grim choice: either volunteer for a suicide mission, or die by the noose. They are offered a full pardon upon the completion of the mission--provided they survive. Original.
An band of elite Chaos Space Marines from the Alpha Legion undertake a deadly stealth mission to infiltrate a heavily defended Imperial world. Upon the oceanic hive world of Tsadrekha, the darkness of the Noctis Aeterna is held at bay by the golden light of a unique beacon. Yet as sharks are drawn to blood, so the ravening warbands of the Heretic Astartes circle the
planet, warring to claim this rich prize for their Dark Gods. Now, one of those warlords has deployed a secret weapon to end the deadlock. Kassar and his elite band of Alpha Legionnaires, the Unsung, must infiltrate the planet, using all their cunning and warrior skill to overcome the planet's defenders and corrupt the beacon. They need to work fast, for none other than
Khârn the Betrayer himself has come to lead the final assault. As a rising tide of apocalyptic warfare consumes Tsadrekha, Kassar and his brothers must race for the prize or be consumed by the fury of the storm.
Warhammer Triumph & Treachery
Kill Team
Only War
The End Times
A True Story of Turning Followers into Leaders
The Wicked and the Damned

The End Times are coming. In the warrens of Skavenblight, a new power is rising. The verminlords walk the earth and they plan to lead the skaven to their destiny as rulers of the world The End Times are coming. In the warrens of Skavenblight, a new power is rising. The
verminlords walk the earth and they plan to lead the skaven to their destiny as rulers of the world. But for Queek Headtaker, the only destiny that matters is his own, as he plans his final assault on Karak Eight Peaks. In the depths of that ancient city, two rival kings the goblin Skarsnik and the dwarf Belegar - prepare to meet the onslaught. And in Karaz-a-Karak, High King Thorgrim Grudgebearer presides over what he knows, in his heart, is the end of the dwarf empire. The Horned Rat rises and nothing will ever be the same...
With the hordes of Chaos marshalling in the north and the Emperor lost, it falls to Reiksmarshal Kurt Helborg to prepare to meet the forces of the Ruinous Powers. The End Times are coming. With the hordes of Chaos marshalling in the north, Emperor Karl Franz leads his
armies in defence of his realm. But when the worst happens and the Emperor is lost, it falls to Reiksmarshal Kurt Helborg to return to Altdorf, capital of the Empire, and prepare to meet the forces of the Ruinous Powers in a final battle for that ancient city. As plague
spreads and the defences weaken, all seems lost, until help arrives from a most unexpected source... if Helborg can bring himself to accept it.
Book 3 in the Dark Imperium series. The paths of Roboute Guilliman and his fallen brother Mortarion bring them inexorably together on Iax. Once a jewel of the Imperium, the garden world is dying, as the plans of the Lord of Death to use it as a fulcrum to drag the stellar
realm of Ultramar into the warp come to deadly fruition. While Guilliman attempts to prevent the destruction of his kingdom, Mortarion schemes to bring his brother low with the Godblight, a disease created in the Cauldron of Nurgle itself, made with the power to destroy a
son of the Emperor. Primarchs clash on the ravaged landscapes of Iax. The gods go to war, and the wider galaxy balances on a knife-edge of destruction. As something powerful stirs in the sea of souls, only one thing is certain – no matter who wins the last great clash of
the Plague War, the repercussions of victory will echo through eternity…
Chaos Battletome
CODEX ADEPTUS ASTARTES SPACE MARINES.
Computer Systems Experiences of Users with and Without Disabilities
Core Rulebook
Warhammer Expansion
Iron Hands
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