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RAI.DERS F-RO 
THE DEEP 
The Idoneth Deepkin are n1erciless reavers, as cold and cruel as the 
abyssal depths which they call home. They surge forth from the waves 
on a tide of ocean magic, striking out across the lands not in search of 
slaughter or plunder, but for their victims' very souls. 

In each of the Mortal Realms 
there can be found bottomless 
expanses of water, uncharted and 
mysterious. Leagues below the 
rippling surface lie the sunken 
ruins of countless doomed 
civilisations, shattered skeletons 
now home only to darting shoals 
of fish and other, far stranger 
creatures. Deeper still can be 
found truly alien environments 
- plunging, pitch-black trenches 
and boiling volcanic vents that 
conceal secrets beyond mortal 
comprehension. It is here that the 
Idoneth Deepkin dwell. 

The Idoneth, at first glance, 
would appear to be a race of sea­
dwelling aelves, yet they long ago 
diverged from their terrestrial kin, 
embarking instead upon a dark 
and tragic course. The Idoneth 
spend their entire lives in the 
ocean depths, emerging for one 
reason only: to enact raids upon 
the land-dwelling races. They do 
so with terrifying suddenness, 
striking before their enemies even 
realjse they are under attack. 

Idoneth armies - known as 
Phalanxes - are swift and deadly. 
They consist of fleet-footed 
infantry and ferocious beasts of 
the deep, all led by regal warlords 
who have trained their entire lives . 
in the arts of battle. Yet perhaps 
the Idoneth's deadliest power . 
lies in the deep-sea magic they 
harness, which manifests most 
clearly in the phenomenon kn0wn 
as the ethersea. This conjured 
envir onment allows tp.e Deepkin. 
to fight above the waves with tl1e 
same deadly grace they di.splay 
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beneath them, and it brings with 
it roiling currents and pockets of 
bone-crushi11g pressure which the 
inhabitants of the land are totally 
unprepared to face. 

When the ethersea descends upon 
those marked for an Idoneth raid, 
they do not believe what they are 
seeing. Their heartbeats quieken 
as their movements inexplicaqly 
slow. Disoriented, they feel as 
though they are underwater, their 
vision refracting as if they were 
peering through shifti,ng currents. 
These doomed souls are unsure 
if their eyes are playing tricks, 
as menacing shapes seem to take 
form just beyond the edge of their 
sight. And then, sliding from out 
of the gloom comes the stuff of 
nightmares: knife-finned horrors 
carving a path through the air, 
snatching up screaming victims in 
their jaws even as the aelven riders 
atop them loose barbed harpoons 
and arrows; shelled leviathans 
large enough to su-nder a galleon 
with a single blow; slender, eyeless 
figures who grant death.with 
cruel yet graceful bladestroke; 
and oceanic demigods who 
command the elemental might of 
storm and sea. 

SOUL STEALERS 
To outsiders, the origins of the 
'Idoneth Deepkin are shrouded 
in mystery, for these isolation,ist 
aelves speak little to those.not • 
of their kind with whom they . . 
deign to treat. Theirs is a pa,inful 
and sorrowful history marked by 

• 
great loss, a legaesy that continues 
to haunt them to this day:. 'Their 
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_aggressive raiding is drivel). not 
by malice or greed, but necessity. 
Onjy one out of a hundred Idoneth 
is born with a healthy soul; the rest 
are spiritually withered and thus 
condemned to a premature demise. 
TI1e only way the Idoneth race 
can n1aintain its numbers is by 
stealing the animus of other living 
creatures and transplanting this 
vital essence into the afflicted. 

Most other n1ortals know of 
the Idoneth only through half­
remembered tales of townships 
that have disappeared overnight 
or entire fleets that have been 
consumed by something nameless 
rising from below the waves. This 
aura of mystery is enhanced by 
the st range magic of the Idoneth 's 
spellcasters; summoning mind-
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eroding energies that echo "the 
sensory deprivation of the abyss, 
these Isharann, as they are called, 
can send their victims into a 
1nystical stupor. Those so afflicted 
find their recent 1nemories washed 
away, such that, should they 
survive an encounter with the deep 
aelves, they will recall nothing but 
an inexplicable feeling of dread. 

It is this same bewitching magic 
that kept the locations of the 
Idoneth's undersea kingdoms 
- known as enclaves - hidden 
for countless years. Yet in recent 
times, the Deepkin have en1erged 
to make contact with the otl1er 
races of the realms. They do so not 
because they wish to, but because 
they must. The Deepkin's ancie11t 
nemeses, the forces of Chaos, 
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have finally caught their scent, 
and now lie in wait for them to 
emerge from the waves. Some of 
t he n1ost powerful foes have even 
launched undersea invasions into 
the Idoneth's domains, a sign that 
the Deepkin's long era of complete 
isolation is over. 

New alliances must be secured. 
New borders must be establisl1ed 
and a fragile peace maintained 
with those whom the Idoneth once 
viewed as prey. Such will not be 
easy, for they are at heart a militant 
and secretive people, rendered cold 
and unyielding by the h arshness 
of their undersea existence. Yet 
if there is one race that long ago 
committed to paying any price for 
survival, no matter how grave, it is 
the Idoneth Deepkin. 
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They were born out of agony and unimaginable suffering, delivered front an eternity.of torment-and 
temptation. This horrific beginning has t,v.isted and shaped every asp_ect of the Idoneth Deep kin's 
development. Theirs is a long history of sorro,v and pain. 

The tale of how the Idoneth 
Deepkin came to be begins long 
before the Age of Myth. It is a 
time that only the immortals 
recall, an era when the armies of 
Chaos battled for dominion of the 
World-that-Was. So great were 
the destructive forces unleashed 
during that period that the planet 
broke apart, and the Dark Gods 
revelled in their victory. 

Slaanesh - the Chaos God of 
excess - hungers for all n1ortal 
souls, but none more so than 
those of aelfkind. With their long 
lifespans and heightened senses, 
aelves produce the sweetest spirit­
stuff, a luscious delicacy that the 
Dark Prince will stop at nothing 
to consu1ne. At the ending of 
the World-that-Was, Slaanesh 
gorged himself on almost the 
entire aelven race, until he vras 
bloated and supine. The souls of 
those that the Dark Prince worked 
hardest to find tasted best. These 
included worshippers of the sea 
god Mathlann, Lord of the Deeps, 
who had retreated to the ocean 
depths in their attempts to avoid 
destruction. Ultimately, their flight 
was hopeless. Slaanesh devoured 
theni all, swirlingtheir essence 
around in his gullet. 

Thus, when the newborn aelf 
gods Teclis, Tyrion and Maierion 
searched the nascent Eight Realms, 
as did cunning Morathi, they 
initially found no trace of their 
people. The four did encounter 
Sigmar, however, arrd they joined 
his growing Pantheon of Oi:der, 
helping to bring civilisatio11 to the 
primitive tribes 0f mankind that 
populated the. realms. Eventually, 
a sma:lLnumber of aelves ·were · 
• discpvered, h,!ving been pr.eserved_ 
t~rou.gh th.e i:nterventioa of fateful 
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n1agic. These rare few settled in 
the c~ty of Azyrheim in the Realn1 
of Heave11s, but they were merely 
the barest fraction of a once 
prosperous and noble race. The 
aelf gods continued their search, 
at last following a mysterious 
thread to discover where Slaanesh 
wallowed delightedly in his 
unbridled gluttony. 

The tale of how Slaanesh was lured 
and entrapped in the Hidden 
Gloaming - a region of the cosmos 
between Hysh and Ulgu - is 
replete with accounts of the n1ost 
masterful spellcraft and the direst 
perils. In the end, Slaanesh was 
captured and bound in chains of 
light and shadow. The Dark Prince 
was tortured, and the agonising 
process of extracting souls from 
his godly essence was begun. 
Under a pact agreed between 
them, Teclis, Tyrion, Malerion 
and Morathi would receive a share 
of any souls that were recovered 
to reshape as they felt best. It was 
Teclis who received the first motes 
of spiritual essence to be rescued, 
utilising the artefact known as ~he 
Ocarian Lantern to draw them 
into the light. These he used to 
reinake aelves in the image he most 
fondly recalled: proud, ~oble and 
bright of spirit. 

In H'.ysh, Teclis wrQt{ght for his 
new charges the luminescent city 
of Leiri'u, the Bright Havep or 
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City of Reflection. He taught these 
'Cythai' - or Awakened - of the 
elder days, of their dreaded foes 
and of the aelven pantheon of old. 
Although it vvas believed that the 
aelf gods had been slain by their 
arch-enemies the Ruinous Powers, 
theirs had always been a cyclical 
tale, and it was Teclis' desire to 
revive the old gods, bringing 
them back with a new generation 
of worshippers. Yet son1ething 
was amiss. The new aelves were 
not adjusting well; they were 
withdrawn and grew resentful 
under Teclis' tutelage. Furthermoe, 
they fought amongst themselves 
and split into factions. The god's 
inner eye could penetrate the. 
psyche of any being given time, yet 
within each of the newly formed 
aelves there remained shadows into 
which Teclis could 11ot yet peer. 
Fearing contamination, Teclis 
wove purifying spells, seeking 
to root out the darkness. The 
new aelves shied fron1 this light 
of truth, and its glare sent some 
into madness. 

Fearful for their lives, the 
remaining aelves fled. They 
scattered across the Mortal 
Realms, seeking refuge beneath th~. 
waves, for the numbing blackness 
and sile11ce that i:eigned in the 
watery depths called to them. In 
their flight they stole the Ocarian 
Lantern, the very artefact that 
Teclis had used to first locate 
them, for they knew that in the 
hands of their wrathful creator 

· its luminescence could surely 
reveal their hidden sanctuaries. 
111e Lantern was concealed within 
the deepest ocean trench in . ' 

Ghyrah, an abyssal place so lifeless 
and cold that even the magical 

• 
radiance of this Hyshian device 
was ·smothered. ·· 
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Thi~ task achieved, the Cy~hai 
went their separate ;ways, for it 
was agreed that by dispersing 
across the vast expanse of the 
Mortal Realms they stood a better 
chance of successfully evading 
their creator's w,rath. Moreover, 
differences and buried traumas 
within their ranks had already 
begun to cause fractures between 
the various factions, each of whom 
had a very different concept of 
what their people's future should 
be. Travelling through undersea 
realmgates known as whirlways, 
these factions made for distant 
oceans, and there settled new 
cities a11d sanctuaries. These 
far-flung colonies came to be 
known as enclaves, and though 
they 1naintained contact with each 
other and pledged to unite as one 
if their existence was threatened, 
each claimed sole dominion over 
its o,-vn waters . 
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At first Teclis did indeed iritend 
to hunt down the Cythai, for 
he had felt in them an ominous 
imperfection. It was only his 
brother Tyrion's plea for leniency 
that stayed his hand, and thus he 
allowed them to escape. Ever since, 
Teclis has kept a wary eye upon the 
realms' oceans, and has prepared 
co11tingencies should his creations 
return to seek revenge. 

Over time, each of the Cythai's 
enclaves developed differently, 
but all were affected by their 
new environs and self-imposed 
isolation. The magic they learned 
from Teclis was utilised to allow 
them to live underwater, even 
at the most crushing of depths. 
They grew attuned to their new 
surroundings, learning to trust 
vibrations and changes in pressure 
as much as sight or sound, and 
some of them became adept 
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in the art of seeing the flaring 
soulstuff that animates the living. 
Though the unique hazards 
of the deep places forced the 
Cythai to overcome and adapt, 
there was another dilemma that 
threatened to send them into early 
extinction. They soon discovered 
that desperate new 1neasures were 
needed if they were to survive. 

~--·--.-......•------~ 
Rise up, dark ocean. 

Crash your stinging·waves 

To smite the land. 

Creator, Destroyer, Protector, 

Your rime-touched secrets 

We shall keep. 

Let your cold embrace 

Keep cruel light at bay. 

- Fragment ofldoneth verse 

STRU<E .L-Il<:E THE CRASHf.~G WAVE 
• 
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THE GREAT EMPTINESS 
The Cythai may have fled to the deepest trenches of the realms' seas, but even in these lightless and isolated 
places, they could not escape the trauma of their sinister past. The Awakened ,vould be cursed to choose 
bet,veen the slow, dra,vn-out demise of their people or a hard existence of griin predation. · 

Although they did not realise it, a 
curse hung heavy over the aelves 
that fled from Teclis' tutelage - a 
darkness born from the hideous 
depredations of Slaanesh that all 
had endured. Despite the rigours 
of arcane purification to which 
they had been subjected, the 
souls reclai1ned from Slaanesh 

were irrevocably marked. Some 
descended into what the aelves 
called 'mallachi', a state of raging 
madness that ended in savage 
debauchery. There are dark tales 
of entire enclaves overcome by 
this affliction, sadistically preying 
on any mortal to fall into their 
clutches, including their own 

• •. 

• • 
' 

• 

• 

• 

. . . . 

kind. There was, however, a 
more prevalent and catastrophic 
flaw that was discovered as the 
undersea settlements became more 
established and newborn aelves· 
began to appear. 

Since learning of their origins 
and of Slaanesh, the Awakened 
held a lingering fear that they 
might suffer from spiritual 
contamination. Those fears were 
realised when almost none of their 
offspring lived beyond infancy. 
Like their parents, newborn 
aelves were perfect in form, yet 
those who had learned to perceive 
spirit-essence could see that the 
vast majority of their progeny were 
born with swiftly withering souls. 
The lives of those affected would 
be cruelly cut short. Each of the 
enclaves realised the ramifications 
of this condition: with only one 
in a hundred of their children 
surviving, their race would be a 
short-lived one. 

The word the aelves had begun 
to use to refer to themselves 
- Idoneth - meant 'extreme 
seclusion'. However, like many 
of the words in the rich language 
taught to them by Teclis, the term 
could also have different meanings 
dependent upon inflection. The 
root word of Idoneth could also 
mean 'desperate measures', an 
irony in the name that only later 
became apparent. The Idoneth 
sought an arcane cure to secure 
some kind of future for their race. 
· Aelfkind had always been blessed 
with long lifespans, but between 
losses to deepwater monstrosities 
and those who succumbed to 

' . 
mallachi, the enclaves were 
rapidly dwindling in number, with 
precious few offspring surviving to 
replace the d~ad and the forsaken . 
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No ~pell provided any type of 
cure, ·until some groups ofldoneth 
leai;ned how to remove a creature's 
animating life-force from its body, 
and others discovered ]1ow to 
implant it within an afflicted shell. 
·At first, the Idoneth attempted 
to transplant the spirit-stuff of 
undersea beasts, but early trials 
n1et only with dismay as the 
energies flickered and went out 
within days. 

Realising the souls of such 
creatures offered but a dim light 
compared to their own, the 
Idoneth sought quarry richer in 
spirit. That search brought them 
once more to the surface world. 
Souls stolen from mankind proved 
capable of sustaining Idoneth 
offspring, although it often took a 
half-dozen such spirits to empower 
an aelf to live even a third of their 
normal lifespan. Ot her souls, such 
as those of duardin, Sylvaneth and 
orruks, worked to varying degrees 
for the Idoneth's pt1rpose. The 
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aelves tirelessly experin1enl:ed and 
perfected techniques that would 
-aid them in finding, stealing and 
safekeeping this vital resource. 
Even as new generations of 
.Idoneth were born, the same ratio 
of healthy to cursed offspring 
remained, and so a constant supply 
of souls was required to maintain 
their populations. At first, these 
spirit-essences were harvested 
simply to avoid their people's 
extinction. Soon, however, more 
were needed to fund expansion, 
and to continue the raids required 
to meet the growing demand. So 
did the Idoneth's attacks become 
the stuff of folklore and legend 
across the Mortal Realms. 

• 

Those born with atrophied 
souls but granted an extended 
life through a stolen spirit are 
N amarti, a· word meaning both 
blessed and damned. The Namarti 
are physically flawless besides tl1eir 
lack of eyes, but far shorter-lived 
than those born free of their race's 
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curse. To make matters more 
difficult for their kind, many of 
their forn1ative years must be spent ... 
undergoing long arcane rituals, 
and so they tend to develop skills 
more slowly. Most burdenso1ne of 
all, however, is the belief held by 
other Idoneth that the Namarti 
are tainted, a lesser class of being 
because they require the stolen 
souls of creatures traditionally 
considered low-cultured and 
barbaric by aelves to prolong their 
lives. As a consequence, a distinct 
caste system has developed within 
Idoneth culture. 

TI1ose few Deepkin born with 
intact souls are the noble class, 
destined to become either 
Akhelians, the warrior caste, or 
Isharann, sages and users of magic. 
The majority are Namarti, destined 
to be forever treated as subservient 
thralls beneath the command of 
the nobles, and typically serve as 
soldiers and workers within the 
thriving underwater cities . 
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RISING.P • 

Ev:er since the Idoneth Deepkin broke their self-imposed exile and made contact with the land-dwelling 
races, they have found themselves confronted with both great opportunities and n1anifold new dangers. In 
the tumultuous era of the Age of Sigmar, these reclusive beings ,vill find themselves tested as·never before. 

For centuries they were nothing 
more than a myth; an old 
fisherman's legend told around 
the dim light of _a ca1npfire, or a 
folk tale recited to keep children 
away from the deadly shores of the 
realms' seas. Yet now the Idoneth 
Deepkin are a mytl1 no longer; they 
have emerged to take their place in 
the world, risking war and death to 
ensure the future of their race. 

It was Akhelian emissaries from 
the Io11rach enclave that first 
reached out to the warriors of 
the Stormcast Eternals, Sigmar's 
cl1osen cha1npions. They did so 
under the direct command of High 
King Volturnos, and n1uch against 
the wishes of many of his rivals. 
Yet Volturnos was adamant that 
sin1ply hiding away in the depths 
was no longer an option; Archaon 
the Ever.chosen and the Great 
Necromancer Nagash had both 
begun to probe the deep ocean, 
suspecting correctly that an aelven 
presence lurked below. Worse 
still, the decadent worshippers 
of Slaanesh were abroad i"n vast 
numbers, preparing ambushes for 
Idoneth shore-raiding parties and 
probing the seas for a sign of their 
deity. Volturnos knew that the 
growing power of the Hedonites 
was a threat to his people that 
could not be ignored; were they to 
locate the captive Dark Prince and 
once more release him, it would 
surely spell doom for the Idoneth. 

Calling a grand assembral, the 
High King called for an alliance 
with Sigmar's nascent empire, 
and the coalition of Order that 
the God-King was attempting 
to create. Some enclaves, such as . 
the Fuethan, shunned such ideas, 
• content that their kingdoms co1:1ld 

. aot be breached. Others, most ' 
' 

• • 
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notably the ill-fated Dhom-hain, 
were far more circun1spect, for 
they knew that even the bottomless 
darkness of the ocean did not offer 
unassailable sanctuary. Ultimately, 
Volturnos' will prevailed - the 
Idoneth would end their centuries 
of exile, and rejoin the great battle 
for the fate of the realms. 

They were not swiftly welcomed 
into that fight . Mind-scouring 
magic might have obscured the 
worst of the Idoneth's historical 
predations against mortalkind, 
but it did not take a great mind 
to connect the arrival of this 
mysterious new po,ver with the 
coastal raids that had long plagued 
the people free cities and their 
forebears. Yet Sig1nar had made 
common cause with unsavoury 
allies before, and when High King 
Volturnos finally met face to face 
with the Celestant-Prime, these 
two great warriors recognised in 
one another a shared sense of duty 
and honour, however alien. 

In several grand campaigns, the 
Deepkin and their new allies 
smashed invading Chaos armies; 
in pethaps the most famous such 
offensive, the six-yea_r siege of the 
Nautilar enclave was proken, and 
the skaven horde.s of Grystleback 
the Gr€y put to the swoJJd, Acts 
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such as these have cemented a 
strong military understanding 
bet,-veen Stormcast and Idoneth, 
though the bonds of con1radeship 
remain strained by the latter's 
n1erciless and secretive nature. 

' 

FEARED ALLIES 
The endless wars of the Age of 
Sigmar have provided the Idoneth 
with fine opportunities for soul­
raiding, and yet the enclaves 
continue to find themselves 
threatened as never before. Those 
forces of Chaos with the ability to 
do so relent lessly probe the depths 
of the realmseas, and the undead 
hosts of the Great Necromancer 
are able to penetrate even the most 
hostile oceans in their search for 
living souls to subjugate. Even the 
greenskin hordes have begun to 
redouble their attacks since the 
release of the Earthquake God, 
Kragnos, heralded the Era of the 
Beast; leering packs of Kruleboyz 
lay ambushes for Idoneth raiding 
parties in salt marshes and 
mangroves, waiting for the surface 
to ripple before unleashing a hail 
of barbed crossbow bolts into the 
midst of the emerging Deepkin. 
Even the most xe110phobic 
Akhelian King knows that the 
Idoneth lack the numbers to face 
such threats alone. 

Though envoys from the Idoneth 
enclaves have now made contact 
,vith most ofthe great powers 
of Order, the Deepkin have not 

· entirely abandoned their policy of 
isolationism. The true scale and 
nature of their undersea eJTipir-e is 
a·secret kept hidden fr'om even the 

• • 

most honoured allies, for trusting 
outsiders is a concept utterly 

• 
alien to these ael:ves .. They'join in 
com1non cau,se with land-"dwellers 
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only when it serves their i11terests, 
·and as soon a:s tl1ey have achic;ved 
their ends, the partnership is 
quickly dissolved. 

Even on those occasions when 
the Idoneth have fought alongside 
the forces of orie of Sigmar's 
Da,.,nbringer Crusades to bring 
civilisation to the wilds, they have 
done so purely for selfish reasons: 
to secure a stretch of coastline for 
future raiding opportunities, to 
harness rare seams of magic, or to 
clear the land of e11emies who pose 
a particular threat to the Deepkin's 
aims. Though they are feared and 
often reviled by those humans, 
duardin and terrestrial aelves they 
fight alongside, few can deny the 
potency of an Idoneth Phalanx 
at war, nor the terrifying power 
of their ethers ea magic. More 
than one DawnbriI1ger Crusade 
has been rescued from disaster 
when a sudden, surging tide of 
Namarti footsoldiers and darting 
sea-beasts suddenly crashed down 
upon their foes. 

The Idoneth's relationships with 
the other great civilisations of 
the realms are equally c<?mplex. 
They rarely come to the aid of 
the Lumineth, who1n they regard 
as the arrogant, self-proclaimed 
perfect progeny ofTeclis, but 
alliances with the Hyshian aelves 
are not unheard of when times 
are dire. Those duardin familiar 
with the Deepkin Gurse them as 
honour less raiders - 'none more 
vehemently than the Fyreslayers, 
whose coa'stal strongholds have 
suffered greatly at the hands of the 
opportunistic 'vonga:1-vharr'. 

By contrast, a mutual respect has 
developed between the Idoneth 
and coast-dwelling Sylvaneth, the . . 
1nei·curial children of Alarielle the 
Everqueen. Relentless defenders 
of the ocean dep~hs, the Deepl<in 
abhor pollution and revere all 
forms of aquatic life. This has 
endeared them to the Everqueen, 
whose ow:q great spells of life"and 
• 
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growth have caused the Idoneth's 
watery realm to bloom as never 
before. Alarielle's recent blooding 
of the Oak of Ages Past sent forth 
a crashing tide of jade magic that 
has swept across the cosmos, 
causing newborn creatures of the 
wild everywhere to swell in size 

• 

• • t3 . 
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and power. The Idoneth's current 
brood of war-beasts are larger 
11nd more ferocious than any in 
living memory, and the forests 
of stranglekelp and fireweed that 
surround many of the enclaves 
grow impenetrably thick, stifling 
attempted invasions. 
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'THE RAD.IAN.T 
OCEANS 

• 

• I. 

Hysh is the cradle from which the Idoneth first emerged, but to them 
it is also a place of great tragedy and sorrow. Despite the fact that the 
Deepkin's creator and abandoner Teclis rules the lands above alongside 
his brother deity Tyrion, many of their colonies can be found at the 
bottom of the Hyshian seas, standing guard over secret whiJ:1,vays and 
relics of their past. 

The oceans of the Realm of Light are as sparkling and beautiful as tl1e 
continents above, with water so clear that in some places one can look 
down from the surface an d glimpse the sea bed leagues below. Shoals of 
crystal-scaled fish dart back and forth in intricate, instinctive patterns, 
weaving in and out of coral forests and the ruins of fallen spires. 
Graceful, chelonian behemoths glide serenely above the ocean bed, 
carrying entire kelp forests atop their shells. These radia11t seas surround 
the great subdomains known as the Ten Paradises, and within their 
deepest reaches can be found the holdings of the Idoneth Deepkin. 

Only in the deepest waters of the Hysh can the colonies of the Idoneth 
Deepkin remain obscured, for although the waters here are never truly 
dark, the layers of refraction caused by light reflecting from drifting silt 
clouds and banks of crystalline coral provide them with a measure of 
camouflage against prying eyes. The greatest concentration of Hyshian 
Idoneth is located in the seas the envelop the Ymetrican. Geosegment. 
Here can be fou nd the old refuges that the Cythai fled to after their 
great schism with Teclis, many of which have been transformed into 
strongholds and solemn monuments. Of these, perhaps Gealrachi is most 
sacred of all; this heavily fortified city borders the Uaimh Whirlway, 
and was the first sanctuary in which the Cythai gathered upon fleeing 
to the depths. 

The Idoneth's Hyshian holdings have been expanded greatly since the 
darkest days of their past. Many colonies and coral fortresses have been 
established, built along the Idoneth's favoured soul-raiding rout~s; 
though the Deepkin rarely prey upon the Lu1nineth Realm-lords for fear 
of drawing upon them the wrath ofTeclis, there are many other mortals 
that dwell along the coastlines whose essences provide a vital resource. 
This rich reaping has allowed the Idoneth - a·nd the intrepid Ionrach in 
particular - to establish powerful new colonies. Lithrion, the Effervescent 
City, is almost as large as the enclave's capital of Priom, and dominates 
the waters arou nd the Leirgaeta, which leads to Ulgu. 

IfTeclis is aware of this flourishing undersea empire, he·has thus far . 
$hQwn no sign of curtaiUng the Idoneth's expansion. Perhaps it is an act 
of de.fiance towards their creator that causes the Idoneth to maintain 
such a strong presence within Ymetrica. ·Perhaps they cannot quite 
sever their spiritu.al connection to Hysh, despite all that has transpired. 
In any ca:se, enclaves such as the Ionrach, Ifmeth and Ymeroch defencl 
their pelagiG holdings as resolutely as the Lumineth :safeguard the lands 
above, meetiO:g any incursions by daemons, sea-gheists or fi.~ets ofskaven 
warp,mers-ibles with the full might _of their Phalanxes . 
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11URY OF THE DEEP 
Though their vast empire has remained hidden beneath the waves for thousands of years, the Idoneth 
Deepkin have often ventured to the surface lands in search of souls to raid. Theirs has been a constant, 
desperate struggle to survive, marked by acts of both glory and infamy. 

@ AGE OF MYTH @ 

A NEW BEGINNING 
The first aelf souls to be freed 
from bloated Slaanesh are the 
last the god consumed. Teclis the 
Illu1ninator reshapes them into a 
new race, teaching them magic in 
hopes of rebuilding a noble and 
glorious empire of old. 

THE TIME OF EXODUS 
The aelves moulded by Teclis 
prove volatile, first factionalising 
and then rebelling against their 
saviour. They grow to resent the 
god and shy away from hi's light 
of truth. Referring to themselves 
as the Cythai, or Awakened, these 
aelves flee, seeking sanctuary in 
the deepest place they can find -
the bottom of the Gealus Ocean 
in Hysh. There they establish the 
city of Gealrachi, but the aelves are 
too divided to remain as a single 
people. Upon discovering the 
whirlways, they use them to spread 
out across the Mortal Reahns. So 
are the first of the Idoneth Deepkin 
kingdoms founded. 

THE LANTERN'S 
LIGHT DIMMED 
The powerful Hyshian artefact 
known as the Ocarian Lantern, 
stolen away from the maker Teclis, 
is concealed within the plunging 
trench known as the Sarr Danoi. 
The abyss proves deep enough 
to quench even the Lantern's 
scintillating light. 

BLEAK REALIT·Y 
Now scattered across the Mortal 
Realms, each Idoaeth faction 
makes the same discovery - no 
gods answer t~eir calls. Worse 
is to come. To their horro.t', the · . . 

aelv~s fincl that the vast majority 
: of their offspt_ing are born with· 

• 
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withered souls. After many trials 
they find the means by which to 
steal replacement souls, and begin 
raiding in1mediately. 

FORBIDDEN HORRORS 
Mere decades after their great 
exodus, the Idoneth wage a terrible 
war against the abyss-dwelling 
horrors known only as the 
Abholons, or Chasm Dwellers, for 
dominion over the deepest oceans. 
Though the Deepkin triumph, 
many Cythai are lost, and all 
mention of these nightmarish foes 
is suppressed and forbidden. 

THE MISSING FLEETS 
Travel at sea has always been 
a perilous venture, for ships 
disappear ,"7ithout trace due 
to storms or sea monsters. The 
Idoneth hunt the shipping 
lanes of the rapidly growing 
civilisations that have sprung up 
across the realms. They an1bush 
fleets, sending the wrecks of 
entire convoys sinking to the 
sea floor. Such is the de1nand for 
souls, however, that coastal raids 
soon begin. 

THE SLEEPING CITY 
Tiie Ionrach enclave depletes all the 
fishing villages along the coast of 
Ch6sta-Fe, but they require mere 
souls. Mustering all their forces, 
the IonraGh invade the underhalls . . , 

of the duardin of Gronbek. The 
duardin fight hard to prot_ect. their 
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treasure hoards, yet by the end of 
the battle, l1alf the mountainhold 
inhabitants are dead and the 
remainder lie sleeping, never to 
awaken. Not a single gemstone or 
ingot of gold is taken. 

RISE OF VOLTURNOS 
A number of gigantic flotsam 
islands populated by orruk tribes 
drift too close to the Ionrach's 
territory, and the Akhelian noble 
known as Volturnos is tasked 
with wiping out the greenskin 
threat. He does so in a series of , . 
lightning raids, earning a Kingship 
in the process. It is the first act of 
greatness in a military career that 
will eventually earn Volturnos the 
title of High King. 

LEGENDS OF THE SEA 
By this point, every coastline and 
shipping lane near to an Idoneth 
Deepkin colony is rife with myths 
and legends attempting to explain 
missing convoys, ransacked towns 
and strange discoveries of villages 
with sleeping populations that will 
not stir. The Idoneth's development 
of magic which centres aroi.1nd the 
repression of memories ensures 
that even those foes who witness 
the Idoneth Deepkin and live 
soon forget about the sea aelves. 
Most losses suffered by their 
victims are blamed on the rising 
Chaos powers. 

THE WHITE BLADE . 
Gwyth Ba11rionic, the first, and 
many say greatest, of the Dhom.­

'hain Queens, leads a soul~raid 
on the Sylvaneth inhabiting the 
coasts of Ghyran's Tendril Sea. The 
legendary general falls in battle 
after Alarielle hers.elf arrives to 
aid the beleaguered forest folk. 

• 'Ihe famous Banmha,r ~ tlie White 
Blade enchaQted by Teclis'himse~f 
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- is _lost during ~he hasty retreat 
from the enraged life-goddess. 
Sin~e that time, many questing 
parties have been sent out from 
Ri'.1ndhar seeking the sword, but no 
sign of it has yet been found. 

@ AGE OF CHAOS ~ 

BROTHER AGAINST 
B,ROTHER 
When Ionrach colonies begin 
probing the Ominod Sea, wherein 
lies the Black Trough, they spark a 
simmering feud that culminates in 
a brief but violent war between the 
Dhom-hain and Ionrach enclaves. 
Several additional Idoneth 
Deepkin factions take sides, but 
most remain neutral and call for 
peace. Several battles - including 
the infamous Battle of Tears and 
the ambush at Glyngulch - take 
place in Ghur, Ghyran and Hysh. 
The Dhom-hain cease to attend 
the assembrals. 

INTO THE 
SHADOWLANDS 
The Idoneth seek to take advantage 
of the confusion and panic 
resulting from Chaos in-yasions. 
Sever'al enclaves, notably the 
Fuethan and the Dhom-hain, show 
a preference for stealing aelf-souls 
ov.er those of other races, for they 
believe this spirit-matter to be 
superior in quality to that of other 
beings. Although the temples of 
Morathi's kin prove difficult to 
find, hidden as they are in the 
Shadowlands of Ulgu, several war 
covens are found by the Idoneth 
and ambushed. The Khainites 
known as the Kraith ·vow revenge 

· upon all Idoneth Deepkin. 

THE NAUTILAR 
Following disagreements over . 

• • 
the· recent internal strife, nearly 
a quar'ter of the Akhelians arid 
Isharann of the Ionrach split off to 
form the Nautilar! They establish 
a city atop the shell of a Great 
Scaphodon, ,a ·conti.p.ent-sized beast 
that wanders the seab·eds of Ghur. 
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THE WRATH.FOL KING 
Infan1ous for his volatile temper 

· and love of war, the Akhelian King 
Charo B6rnassus of Fuethan leads 
his W/1-rriors against the hordes of 
the Goretide rampaging across 
Aqshy, whose murderous purges 
are denying the enclave precious 
sources of souls. His successes are 
legendary, but with each battle 
Bornassus becomes ever more 
bloodthirsty and violent, taking 
an unseemly delight in hacking 
his opponents to shreds with his 
serrated greatblade. 

During one thunderous 
confrontation, B6rnassus is 
seemingly engulfed by a howling 
portal summoned by a Khornate 
war-priest. The Wrathful King, 
as he has come to be known by 
his warriors, never returns to his 
enclave, though some insist that he 
still roams the oceans of the Realm 
of Fire atop his flame-finned 
Deepmare, slaughtering all in his 
path and leaving billowing clouds 
of gore in his wake. 

DISCOVERED BY 
DAEMONS 
As the questing armies of Slaanesh 
pi.ish f u-rther across the realms 
in search of their missing· god, 
even the hidden homes of the 
Deepkin are put at risk. In Ulgu, 
an army led by the Keeper of 
Secrets Sslish the Depraved scents 
the presence of raiders from the 
Aighmar enclave, an offshoot of 
the Mor'.phann, and follows their 
tantalising spoor back to their 
sunken domains. For the first time, . . 
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the Idoneth face a daemonic threat 
in their own territory. A desperate 
charge of Ak11elian Guard finally 
forces Sslish to retreat back to the 
surface, but this skirmish portends 
greater strife to come. 

VENGEANCE OF 
THE EXILES 
When the catastrophic Spirefall -
known amongst the Lumineth as 
the Ocari Dara - devastates Hysh, 
the Idoneth Deepkin are quick to 
seize upon a great opportunity. 
Contemptuous of the Hyshian 
aelves so favoured by the creator 
Teclis, the raiding parties of the 
enclaves reap many souls from 
scattered bands of survivors before 
sinking back beneath the waves. 

~ AGE OF SIGMAR ~ 

THE EYE OF THE 
EVERCHOSEN 
Though defeated by the Aighmar 
enclave, the Keeper of Secrets 
Sslish brings word to the court of 
Archaon the Everchosen of the 
aelven kingdoms that lie beneath 
the waves. Desiring to leave 
no poteatial foe unconquered, 
Archaon orders his skaven allies to 
plumb the ocean depths for a sign 
of these hidden aelves. With their , 

ramshackle warpstone-powered 
vessels capable of penetrating the 
depths and their utter disregard 
for the lives of their own kind, 
the skaven are uniquely suited 
to this task. 

TRAGEDY OF 
THEAIGHMAR 
Skaven -expeditions locate the 
Aighmar enclave. Despite a 
desperate defence at the Siege of 
Blackfire, the. Aighmar's domain 
is undermined from below. Skaven 
boil up from gnawholes into their 
great city, even as fleets of torpedo­
firing warpmersibles shatter 
their most sacr,ed sites to dust. · 
The Mor'phann arrive too late to 
save their allies, and soo'n find 
thems.elves ander att~ek. 
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COUNCIL OF 
DISHARMONY 
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When the Ionrach attempt to 
organise an assembral to aid the 
beset Mor?phann - ,..,ho would 
never themselves ask for help - the 
Fuethan instead instigate what 
threatens to become a civil war. 
Staving off all-out conflict, the 
councils of the lonrach steer the 
dispute towards de'comhrac -
honour duels between Akhelian 
l(ings. All too often, however, 
these ritual co1nbats between the 
champions of the enclaves grow 
to larger battles where multiple 
Phalanxes clash with one another. 

THE DRAINING OF THE 
KHAPHTAR SEA 
In the Reahn of Death, Nagash 
constructs a monolithic edifice -
the Great Black Pyramid - from 
crystallised amethyst magic, 
intending it to be the focal 
point of a spell of unimaginable 
power. Such are the fluctuations 
that ripple out fron1 this grand 
u.ndertaking that many eyes are 
drawn to Shyish. The ramifications 
are grave for the Idoneth. Sensing 
the great build-up of death magic, 
the covetous skaven of Blight 
City drill their way into Shyish, 
breaching the underworld of the 
Khaptar Sea, where the souls of 
drowned mortals congregate. A 
tsunami of filthy, corpse-choked 
water floods into the skaven's 
gnawholes and Blight City itself, 
drowning millions of the ratmen. 
As the ocean drains away, this 
disaster also exposes an entire 
Id0neth colony. The Great 
NecromaDcer immediately takes 
notice of thes~ trespassers in l1is 
realm, and orders tl1at the oceans 
of Shyish be dredged for more 
~~ns of hidden aelves. • 

• 

• 

• 

• 

THE NECROQUAKE 
As Nagash's spell i eaches its 
climax, interference fron1 the 
skaven triggers a huge shockwave 
of neG:romantic energy that sweeps 
across all of the Mortal Realms. In 
Shyish, the realm's arcane polarity 
is reversed, causing the vast 
reservoirs of death magic at the 
Realm's Edge to be pulled towards 
its centre - a great Nadir that sinks 
through all of the underworlds. 

The Ymmerloc Idoneth of the 
arctic Helfrost in Shyish send 
warnings to their kin of the 
magical cataclysm, but enclaves 
throughout the realms have 
already begun to feel the spell's 
effects. Even as the do1nail1s of 
the Idoneth Deepkin are assailed 
by the undead, pleas for aid begin 
to arrive from the surface worlds 
as many of the nascent cities of 
Order find themselves sorely 
pressed by the legions of the 
Great Necromancer. Reluctantly, 
many enclaves send some of their 
Phalanxes to aid the land-dwellers, 
for if these mortals are wiped out, 
then the Idoneth will lose their 
only source of fresh souls. 

DEAD SOULS 
When the Necroquake ravages 
their main sources of living 
prey, the Shyish-based enclave of 
Mor'phann becomes increasingly 
desperate. Their Isharann 
Soulrenders begin a series of dark 
experiments, aiming to perfect the 
transfusion of long-dead souls -
spirit-essences stolen away from 
the underworlds of the Realm of 
Death - into newborn Idoneth. 
They conceal their work from 
the otber enclaves, knowing that 
many would consider it little better 
than necromancy. 

VENGEANCE OF 
THEKRAITH 

• 

Seeking to repay an ancient slight, 
Khainites of the Kraith sect attack 
a raiding force of Dhqm-hajn, 
butchering hund;:eds ofNamarti 
and sacrificing the Akhel\a:n King 
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Yhoriam to their murderous deity. 
The Dhom-hain launch tl1eir • 
own bloody reprisal~ against the 
Crimson Cult, and ma·ny aelves are 
slain on both sides. 

THEFT OF THE LANTERN 
Agents of Mo rat hi steal the 
Ocarian Lantern from the bottom 
of the Sarr Danoi. Fearing what 
might happen if this dangerous 
artefact is used to shine a light 
upon their hidden empire, the 
Idoneth enclaves unite under tl1e 
command of High KingVoltunos 
to attack the Khainite capital of 
Hagg Nar, wl1ere the High Oracle 
Morathi resides. 

After a desperate naval battle, 
Volturnos and his elite warriors 
force their way into Morathi's. 
inner sanctum - only to discover 
that the sorceress has utilised 
the Ocarian Lantern's power in 
gruesome ritual that has granted 
her the power of a true goddess. 
Though Volturnos is defeated by 
the newly empowered Morathi, 
she does not seek to wipe out the 
Deepkin - rather, she returns the 
stolen artefact and suggests an 
alliance between the two powers, 
whereby both might benefit 
greatly at the expense of their 
common enemies. The High King, 
ever a coldly pragmatic soul, is 
greatly intrigued ... 

PACT OF SHADOW 
AND SEA 
'The Idoneth's alliance ,..,ith Hagg 
Nar continues to bear fruit. 
Combined forces ofKhainites • 
and Deepkin raid coastal towns 

• • 
and cities belonging to various 
great wowers of the realms. The 
souis of their victim~ go to the· 
Idoneth, while Morathi's warriors 
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clai!ll thousands of prisoners 
for rif ual sacrifice and blood 
rite.s, expanding the power and 
influence of their goddess. Yet 
the Idonetl1 are not so foolish as 

• 

to fully trust their shadowy kin. 
•High King Volturnos orders the 
construction of new outposts and 
undersea watch-reefs throughout 
Ulgu·, so that the Idoneth might be 
forewarned of any treachery. 

BLOOD COAST 
Commanded by the cold-hearted 
Akhelian Queen Telwyra 
Mistheart, the Mor'phann enclave 
raids the coastline ofNeferatia, 
striking at the coastal blood-
farms in which the Soulblight of 
that region store docile, mind­
shrouded human thralls destined 
for the feasting tables of Nulahmia. 
Mortarch Neferata sends forth 
her Legion of Blood to rout the 
invaders, granting command to 
the vampire Lord Rhadvok, one of 
her current favourite courtiers. 

When next Mistheart's Mor'phann 
rise from the waves, Rhadvok 
and his Blood Knights await 
them. Along the gloomy shores 
of the Neferatian coast a terrible 
battle is waged, with the··crimson­
clad vampire cavaliers crashing 
into charging for1nations of 
Morrsarr Guard. Queen Mistheart 
eventually strikes Rhadvok from 
his steed, and her Isharann bind 
him in fetters of ice. As he is 
dragged beneath the waves, the 
vampire realises to h'is horror 
that the Mor'phann were seeking 
a much grander prize than mere 
mortal blood-chattel. 

. cu·RSED SKIES 

• 

At first the Idoneth are u11touched 
by the storms of fell sorcery 
summoned into being by Be'lakor, 

• • 
the Dark Master. Yet when these 
unnatural phenomena appear 
above the seas of the realn1s, the 
corruption pouring from on high 
sours the water for miles around, 
twisting ocean-dwelling beasts 
into unnatural monstrosities and 
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weakening the veil between worlds 
sufficiently for daemons to force 
their way into reality from the 
Realm of Chaos. Several Idoneth 
colonies in Chamon are destroyed 
by these incursions, including the 
nascent Ulphori enclave. 

THE OCEANS BLOOM 
A great wave of life magic created 
by Alarielle the Everqueen 
penetrates not only the lands of 
the realms but also the furthest 
reaches of their oceans. Kelp 
forests grow to enormous size, 
stretchi11g their slimy fronds 
out to grasp and smash tl1ose 
vessels that stray close. Coastal 
shallows are engulfed by billo,-ving 
clouds of fauna in tl1e throes of a 
reproductive frenzy, which in turn 
draw swarms of predators and 
leviathans of the deep seeki11g to 
gorge themselves on the exploding 
numbers of prey. 

The beastn1asters of the Idoneth 
are stunned to see the size and 
ferocity of their latest acquisitions. 
Even the chorrileums - the coral 
reefs in which the souls of deceased 
Idoneth are interred to ensure 
there is no chance of the1n being 
re.claimed by Slaanesh - seem 
to sparkle with vibrant energies. 
The Cythai souls received from 
Morathi are carefully stored within 
these living structures, and there 
is even hope that one day they may 
be resurrected. Meanwhile, as the 
realms' oceans thrive, so too do the 
enclaves, redoubling the frequency 
of their raids and establishing new 
outposts far and wide . 
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ERA OF THE BEAST 
The coming of I(ragnos heralds a 
great surge in greenskin attacks. 
Even the Idoneth suffer greatly 
as bands of Kruleboyz lie in wait 
along shorelines, ambushing the 
enclaves' raiding parties as they 
emerge from the oceans. After 
three princes of Nautilar and their 
Phalanxes are butchered in the 
Battle of the Blistermarsh, the 
enclave declares a kennuroi - a 
campaign of vengeance against 
the sadistic Kruleboyz that will 
only end when ten thousand of the 
creatures are culled for every one 
of the slain princes. 

VOLTURNOS' FURY 
While battling Slaaneshi revellers 
of the Lurid Haze, High l(ing 
Volturnos is overcome with a 
sudden spell of savage fury and 
slaughters the Hedonites with 
uncharacteristic relish. After the 
battle, the High King retires to his 
royal chambers in Prfom, and is 
not seen for many days. 

FORESTS OF THE DEEP 
Alarielle has oft been given cause 
to mistrust the Deepkin enclaves, 
for they have been kno,-vn to 
prey upon the soul pods of her 
children. Yet the Briomdar earn 
the goddess's favour thr;ough their 
resolute defence of the kelp forests 
that blanket the Green Gulch in 
Ghyran, which have expanded 
fourfold since the Everqueen's 
great rite of life was perforn1ed. 
In several fierce campaigns, the 
stealthy and merciless kelp­
stalkers of Briomdar join forces 
with ocean-dwelling Dryads 
and Sylvaneth of the Heartwood 
glade to drive invading hosts of 
Maggotkin from these forests of 
the sea. In return for their vigilant 
protection·of nature's bounty, the 
Brio1ndar ear11 the Everqueen's 
blessing - strange, ethereal 
Warsong Revehants visit the 
chorrileum of the reclusive enclave, 
and their haunting pipe-song 
causes the spirit-reefs to 'glimmer 
and surge with vital energies. 

• 
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The Idoneth Deep kin are split into enclaves, each of which can field many different armies, generally known 
as Phalanxes. Although there are notable exceptions, a Phalanx is typically composed of three elements: 
Namarti infantry, Akhelian cavalry and lsharann s.upport. 

The Idoneth might be able to rely 
upon secrecy, isolation and the 
crushing weight of the deep ocean 
to protect their kingdoms, but 
they are well aware that a stubborn 
defence alone will not be enough 
to ensure their survival. Without a 
constant supply of souls the aelves 
of the seas would swiftly dwindle 
and die out. They must conduct 
raids to acquire the spirit-stuff 
needed to sustain growth. 

It is for these reasons that the 
military is at the centre of all 
Idoneth Deepkin life. Like tl1eir 
society in general, the Idoneth's 
forces are highly organised and 
have a strict hierarchy. An army 
of Idoneth Deep kin is known 
as a Phalanx, and each has 
three distinct components: the 
leadership triumvirate, the Soul 
Warden.and the troops themselves. 

The leadership triumvirate, also 
known as the Royal Council, 
is composed of an Akhelian 
King alongside a Tidecaster 
and Soulsc,ryer. They act as a 
command group, and based on 
their enclave, their individual 
skills or the mission at hand; any 
one of them might be appointed 
the overall leader. However, upon 
the battlefield, even the most 
powerful Isharann will defer to 
an Akhelian King. These are the 
officers of the army, and may split 
up to head separate contingents 
or spread their leadership across 
the formation. 

The Soul Warden stands alone 
and apart from the Phalanx, but 
nevertheless renders an important 
fup.ction in the force and to . 
Idon:eth society. Soul Watdens 
t axe one.of the many classes of 

· fsharanu. Eath Phalanx inc-ludes 
. . 

one of their kind amongst its 
ranks, though they do not often 
travel to the battlefield, for they are 
not warriors but rather planners 
with the gift of spirit-sight and 
minds trained to handle complex 
logistics. It is t he Soul Warden 
who liaises with the Incubati - the 
custodians of the chorrileums 
and those with withering souls 
- and the Soulscryers. It is their 
grim task to tally the souls 
gathered by a raid, and with their 
spiritasight they can see how 
quickly the souls of Namarti are 
fading. The discipline of the Soul 
Wardens is one of calculation, 
procurement and provision. Upon 
meeting others of their kind, they 
e1+1erge from their fane to tell the 
leadership triumvirate when new 
souls are required and how many 
will be needed. 

The largest portion of the Phalanx: 
is composed of troops. These 
are divided into battalions, of 
whic::h there are two distinct 
types: Akhelia.0. and Namarti. At 
full strength, a typical Phalanx 
can dr,aw upon three of each . 
type of battalion, with the n1ost 
experienced warriors formil1g the 
firsrbattalion· and the newest, least 
proven warriors for~ing the third. 
Of course, due to near-constant . . . 
raiding. and activ;e defence 
againsf sea monsters, loss~s and 

JI 

. 
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injuries typically leave most 
PhalaID.xes short by a battalion or 
two. Furthermore, it is rare for 
Phalanxes to draw upon all of their 
number at any given time, and 
they often leave behind froops as 
garrisons, taking to the battlefield 
demi-Phalanxes di;awn from 
roughly half-strength battalions 
known as AkheHan corps or 
Namarti corps. 

Each Akhelian battalion typically 
consists of three formations -of 
Akhelian Guard and a Leviadon. 
All Akhelians, regardless of 
g€nder, perform military setvice, 
ent~ring the asydraio.,r at an 
early age to begin their training. 
This is obligatory, though is not 
considered a burden but rather an 
honour. Once individuals born to 
the warrior class complete their 
mhair trials and are declared full 
Akhelians, som..e might be drafted 
into ,existing units to replace losses, 
while others ai;e put together 
with those from their training 
group to make new formations. 
From this poit1t oID.:wards the 
Akhelians'. fate is in their own 
hands, for all promotions within 
the ldoneth Deepkin milit.i.ry 
hierarchy aFe .ear,ned based upon .. 
skill and' proven leadership 
ability. It takes a high degree of 
martial talent, decades or ma,re 
of battle experience, a keen 
understanding of tactics and no 
little amount of luck-to move up 
within the battalions and even 
within i•ndividual units. Yet every 
· Akhelian K.ing or .Queen has 
completed just such a jour,ney. 

Naµiarti auxiliary_battalions 
• 

cohtaih fat more warriors than 
theit Akhelian counterparts. 

• 
Where <!11 Akhelian Guard 
unit might nµmber three to six 
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Fangn1ora riders, a single 1'Iamarti 
Thrall f0rmation might include 
thirty or more warriors, usually 
under the direct command of an 
Akhelian Thrallmaster. This rank 
is considered by other Akhelians 
to be clishonour~ble, and.it is 
often forced upon outcasts and 
disgraced scions. Cannier souls 
recognise 0pportu.nities it offers 
for advance1nent and political 
influence, for a life of constant sea­
roving ensures that Thrallmasters 
come to know the tides and secrets 
of the ocean like no others. 

Unlike their Akhelian masters, not 
all Na·marti serve in the military; 
only the most athletic and skilled 
are chosen for this duty. The 
rest become labourers under the 
direction of the various Isharann 
fanes. Those Namarti who are 
selected to join th.e Phalanxes do 
so willingly, for none understand 
better the need to acquire more 
souls for the chorrileums . 
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Two castes share rulership over Idoneth society: the n1agic-wielding Isl1arann and the warrior nobility 
known as the Akhelians. Both of these classes are comprised of Idoneth who were born with vibrant and 
pov,erful souls. Those less fortunate are branded Namarti and destined for a life of hardship. 

As Idoneth society expanded and 
developed, a caste system came 
into being. Those Deepkin cursed 
with withered souls were classed 
as Namarti and ,,vould spend their 
lives serving the enclaves as thralls 
and footsoldiers, while tl1ose born 
as hale as the Cythai were destined 
to become Idoneth's nobility, 
joining one of two distinct classes. 
The most numerous of these two 
classes are the Akhelians, the 
warrior elite. These are the lords, 
princes and military commanders 
of the Idoneth, trained from a 
young age in 1nilitary strategy 
and courtly etiquette. Though the 
Akhelian caste might not dominate 
the full spectrum of political 
power in any given enclave, on 
the battlefield their mandate is 
absolute; none may disobey their 
orders, on pain of death. 

Akhelian training begins vvith the 
asydrazor, a programme of study 
that prepares them for military 
leadership. During this time they 
pore over the strategic theorems 
of the Cythai, including those 
of such lege11dary commanders 
as Asphoren and Ulchiss, and 
subject themselves to an ascetic 
regime of physical hardship that 
all but inures them to suffering. 
This training lasts decades, and 
each enclave introduces its own 
- often punishing - variations. 
The Fuethan practise voryptis, a 
brutal custo1n that tasks students 
with infiltrating the Namarti 
compounds of their own enclave 
and slaying at least three of the 
thrall-warriors within. According 
to the hot-blooded Fuethan, this 
ritual both keeps the lesser caste in 
check and hones the ruthlessness . 
of their graduates - for in this one 
• instance the Namarti are given 
le_ave to resist their superiors. · 

-

• • 

Only when they have passed the 
final, draining endurance trial 
of mhair do these graduates join 
the raiding armies of the Idoneth. 
Their first duties are typically to 
man the weapons of bond-beasts 
such as Leviadons and Allopexes. 
Those who prove themselves rise 
to become crew leaders of riders of 
Fangmora Eels, but the ultimate 
goal for any Akhelian is to gain 
co1nmand of their own Phalanx. 
This honour is earned through 
exemplary service rather than 
inherited, with new commanders 
ordained by a military council 
of elders. Such battle leaders 
are granted the title of King or 
Queen, and this confirms their 
ascension to the highest level of 
Idoneth society. By contrast, those 
outcasts and libertines who do 
not earn the trust of their elders 
are often assigned to the rank of 
Thrallmaster, becoming combat 
leaders of the Namarti. TI1ey drill 
their charges relentlessly in tactics 
and martial styles, turning them 
into deadly warriors. 

The Isharann are potent wielders 
of magic, who utilise their talents 
in order to allo,v Idoneth society 
to function and flourish even in 
the most hostile environments. 
All Isharann are swiftly identified 
at birth by the Soulscryers and 
marked to attend the turscoll, a 
temple of learning. There, their 
particular talents are identified and 
they are assigned to one of 1na1~y 
spheres of arcane specialisation. 
There ,are many such areas of 
expertise, from city-building, 
healing and diplomatic pursuits to 
soul-harvesting and war. 

' 
Many Isharann .disciplines 
centre around manipulation 
of the ethersea to control the. 
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environment, most notably that 
of the Tidecasters, ,,vhose mastery 
of sea and currents are essential 
to the military campaigns of the 
Deepkin. Others specialise in the 
n1anipulation of the soul, another 
craft essential to the survival of 
the Idoneth people. Soulscryers 
navigate the dark via spirit-light, 
Soulrenders specialise in removing 
the anin1us from others, while 
Soul Wardens practise the art of 
preserving souls long separated 
from their physical forms. Other 
specialisms perform an eclectic 
1nix of duties; the Tru'heas 
are the Idoneth's healers, the 
Embailors tame wild beasts, and 
the Chorralus are those who shape 
living structures using a process of 
eldritch-controlled growth. 

With the exception of the warlike 
Fuethan, the majority of enclaves 
seek to strike a balance of power 
between their Isharann and 
Akhelian classes. Yet political 
manoeuvring or the attritional 
arith1netic of sustained warfare 
can cause long periods of 
domination for one group or the 
other. Though the ldoneth are not 
naturally a chqleric people, this 
fragile balance has been known to 
cause internal strife and even civil 
war, as various factions struggle 
for overall control. 

Despite the Idoneth's constant 
research into a cure for their race's 
soul-affliction, they still possess 
little understa11ding of how the 

· curse of their kind is passed on 
among their people. Isharann, 
Akhelian and Namarti all_ bear 
the same chances of producing . . 
healthy or cursed offspring,• hence 
a tendency for merit-to be the 
determining factor ip. matters.of 
promotion rather than lineage . 
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l'HE PRIME ENCLAVES • • 

Throughout their history the ldoneth have factionalised, with separatists claiming their own territories and 
founding distinct nations kno,vn as enclaves. Each enclave is heavily ~nfluenced by its environn1ent and the 
temperament of its citizens, and each maintains its own traditions and culture. 

IONRACH 
The lonrach consider themselves the greatest and brightest of their 
kind, and they regard it as their duty to lead their fello,v enclaves to 

glory in uncertain times. Bold wayfarers and masterful negotiators, 
they seek to seal alliances that ,vill ensure the future prosperity of the 
Idoneth race. 

Of all the Cythai, the ancestors of the Ionrach \.Vere closest to the ideal 
envisioned by Teclis. They were uniquely gifted in oratory and magic, 
and blessed with the charisma of born leaders. Yet like all their lcind, they 
were cursed by a seed of horror deep within their souls - a tormented 
psyche that could neither be healed nor pacified. It was these tragic souls 
that led the flight from Teclis, plunging deep into the Gealus Ocean 
ofHysh. Reaching temporary sanctuary, the divided peoples began to 
splinter off in their own directions, driven by paranoia and mistrust. 
The idea of a united undersea empire n1ight have died at that moment 
had it not been for the progenitors of the Ionrach. They suggested that 
representatives from each enclave periodically reconvene at gatherings 
which would come to be known as the assembrals. 

Although they too came to embrace the numbing isolation of the ocean 
clepths, the Ionrach never lost that forward-thinking spirit. It is their 
persistent charismatic entreaties that l1ave kept the Idoneth empire 
from fracturing since those early days, and it is they who have taken 
the formerly unimaginable step of reaching out to land-dwelling allies, 
most notably the Stormcast Eternals. The God-King's armies have since 

aided the Ionrach in many campaigns against roving Slaaneshi warbands 
and other Chaos worshippers. 

This policy of diplomatic outreach has served the Ionrach well. The·great 
city of Priom, deep in the Maithnar Sea, is a glittering capital unrivalled 
in size and influence by that of any other enclave, and the, Ionrach boast . 
outposts and fortifications across the Mortal Realms. They still safeguard 
the historic sites in Hysh to which the Idoneth first retreated after their 
great exodus, including the vital whirlway of Uaimh. 

The I0nrach are the only enclav~ led by a living Cythai. This being, the 
famed High King Volturnos, has lost none of his potency or strength over 
the centuries, a,nd he is respected by all Idoneth for •his great venerability 
and long list of heroic deeds. No doubt seeking to emulate their esteemed 
leader., the Akhelian nobility of Ionrach are renowned for their boldness 
arid force of personality. This self-assurance is often misconstrued as 
arrogance by other Idoneth, but it has led to the Ionrach settling more 
colon•ies than· any .other enclave, and has earned them countless military 
victories. Even when_ faced with seemingly insurmountable odds, Ionrach 
commanders posses~ a.n.. uncanny ability to rally their Phalanxes and 
change the tide of battle, remindingtheir ·warriors of their. enclave's. 
glorious legacy and their.duty to the High· King. • • 
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·DHOM-HAIN 
The wilful and fierce Dhom-hain are looked down upon as barbarians by 
many of their fellow enclaves, for they obey no masters save their own 
,vild spirits. Secure in their independence, they rely solely upon their own 
skill and resourcefulness in the face of danger. 

The forebears of the Dhom-hain v,rere filled with a reckless spirit quite unlike 
the cold mien of the majority of their kin. They were amongst the first to 
part ways with the rest of their kind, plunging into the whirlways against the 
advice of the Ionrach's ancestors. They came to settle in Ghur, where the seas 
were filled to bursting with the most ferocious monsters imaginable. Here, in 
this savage and unforgiving place, the Dho1n-hain found a home to suit their 
fierce nature. It is from this odyssey that they took their name, which 
n1eans 'deep questors' in the Idoneth tongue. 

During their travels, the Dhom-hain were constantly attacked 
by predatory fauna. More than half their population was slain, 
snatched away by darting Fangmora Eels or stung to death by 
the tendrils of ship-sized Meduzoa. By the time the Dhom-hain 
reached the plunging trench known as the Black Trough, only 
the hardiest and most cunning of their number remained. Here, 
they established Rundhar, the Secret City, building it into the 
natural chambers that honeycombed the canyon's walls. Their 
Isharann were among the first to learn how to shape living 
coral, and they used this knowledge to erect elegant towers 
and citadels to protect their new-found kingdom. 

The Dhom-hain have ever been outsiders amongst their 
own kind. In the past they have waged war against the 
Ionrach as a response to the First Enclave's aggressive 
colonisation, culminating in the infamous Battle of Tears 
in which thousands of Idoneth lives were lost. Since those 
days the Dhom-hain have attended but a single assembral, 
when the Ocarian Lantern was stolen and the existence 
of.all the enclaves was put at risk. 

Uniquely amongst the Idoneth, the Dhom-hain are 
divided into seven great clans, each named after a 
different mega-predator native to the seas of Ghur. 
Each clan practises their own violent customs, such 
as filing their teeth to points or imbibing the mind­
searing toxic excretions of Spined Tuskarrs. This 
behaviour only enhances the Dhom-hain's reputation as 
savages in the minds of other Idoneth, though the Fuethan at 

.... 

· least hold a grudging respect for their fe~ocity·and martial skill. \. ~...... . 

Dhom-hain .rarely deign to communicate with their own kind, 
preferring i~stead to hunt and raid along the Ghurish coasts. 
These lands are rife with orruks and other greenskins, and though 

• 
the souls of these brutal creatures are dull and·lustreless things, they, can be 
found in quantit~es vast enough to make up for their inferior quality in the 
Idoneth 's eyes. Some of the inherent fury and belligerence found within orruk 
spirits appears to have filtered into the enclave's Namarti over the course of 
n1ultiple soul-grafts. They fight with great savagery, appearing to delight in the 
crash and violence of combat in a manner~that other Idoneth find distasteful. 
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FUETHAN 
The most aggressive of all the enclaves are the Fuethan. 
Impetuous a11d hot-tempered, they seek out battle like an 
Allopex is drawn to blood, and they have earned a fearful 
reputation amongst their kin for their brutal assaults. 

The Fuethan descend from those Cythai consun1ed by rage 
at their predicament, those warlike souls who would 
have preferred to rise up in bloody rebellion against 
the creator Teclis rather than flee into the depths. It 
"vas only the entreaties of their kin tl1at prevented 
just such a disaster. Denied the chance to vent their 
simmering fury, these souls instead followed the 
whirlways into the boiling seas of Aqshy - a realm 
of fiery passions to match their own brash spirit. 

Ever since that day, the Fuethan have dedicated 
themselves to war. They are the only major enclave 
that is entirely controlled by military commanders 
of the Akhelian caste, and their exposure to the 
raging magic of Aqshy has only increased their blood­
lust. The enclave raids constantly, even when their reef 
of souls is filled to capacity, and they tend sin1ply to 
slaughter any survivors of their raids rather than take 
pains to erase their victims' men1ories. Indeed, such 
is their preference for aelf-souls - a far more efficient 
resource for the Idoneth's purposes than those of 
other beings - that many of these raids claim meagre 
bounty and serve to do little but assuage the Fuethan's 
hunger for battle. 

This penchant for violent excess infor1ns Fuethan battle 
strategy, which is based upon ferocious and terrifyingly 
s;wift assaults designed to shatter the enemy's will to figl1t. 

) 

• 

When seeking beasts to enslave, the Embailors of the Fuethan 
look for creatures whose aggressive temperament matches that 

' 

of their people. They are the only Idoneth who dare to tame such 
dangerous breeds as the tiger-striped Mordacious Allopex and 
diamond-backed Redfin Fangmora, creatures which, upon scenting 
blood, are driven into a killing frenzy that does not distinguish between 
friend and foe. The worth of a Namarti life is judged to be so little by the 
enclave's Akhelian masters that a few thralls torn apart by their ravenous 
bond-beasts is deemed little n1ore than an inconvenience. 

• 

• 
• 

The Fuethan's callousness and belligerence has not endeared ,them to their kin. 
Many other enclaves blame them for instigating the longest and deadliest civil 
war in Idoneth history, a period of strife lasting over two centuries. Voiced in 
earshot of a Fuetha11 warrior, such accusations are sure to lead to bloodshed, 'for 
they have no patience for those who mal<e such petty accusations. Some have 
even intimated that the entire enclave is inflicted with the raging n1adness known 
as mallachi, but despite their shockingly aggressive nature, no proof of outrignt 
degeneracy has ever been uncovered. °Indeed, in recent times, the Fuethan l1ave 
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proven, to be resolute defenders of the Idoneth empire, dedic;ating their crack Phalanxes to the 

• 

clefence @f many lesser enclaves at the behest of High King Volturnos - a warrior who even these . 
· h?t-blooded ~.ouls can respect. · · , . . -~ 
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·MOR~PHANN 
There is no enclave so mysterious and unnerving as the Mor'phann, those ethereal Deepkin who hail from 
the deathly realm of Shyish. They advance upon their foes behind a chill sea mist before attacking without 

· mercy, shrugging off the most grievous of wounds until victory is secured. 

The Mor'phann are au insular enclave of Idoneth that hail from the Realm of Death. TI1eir nan1e can be 
translated in several ways, but most co1n1nonly it describes a death-like stare or a despair so profound that it 
can cause the heart to cease beating. Both interpretations are unnervingly appropriate. Those luckless enough to 
face the Mor'phann in battle are beset by hosts of pale aelven warriors emerging f ro1n a freezing curtain of mist, 
their demeanour terrifyingly ilnpassive even as they slay. 

The Mor'phann understand well the power of fear, and their battle-magic reflects a truly 
menacing aspect. The ethersea summoned by t1or'phann 'fidecasters can chill a foe 
to the bone, plunging them into a waking nightmare where their reactions are 
slowed and their feet seem to sink into suddenly quaggy ground. All the while, 
the Mor'phann advance, their pale skin blending in perfectly with the 
mists and eerie, wailing battle cries rising from their ranks as they close 
upon their prey. 

Considered solemn and foreboding even by their own kind, the 
Mor'phann dwell within the black-shell fortress of Mor' drec.hi at 
the bottom of the Great Quagmire. This gloomy sea is known for 
its oily, jet-black waters, and a strange sheen of witchlight seems 
to cling to the a elves of this enclave whenever they emerge to 
raid the shorelines of Shyish. TI1ey do so often, attacking both 
1nortal settlements and the holdings of undead warlords; 
the Soulblight vampires have a particular hatred for the 
Mor'phann, who frequently raid the chattel-slums of their 
hu1nan livestock, seizing the doomed inhabitants for 
their own ends. 

' Coldly pragmatic creatures all, the Mor'phann display 
a talent for soul magic, and they are accomplished in 
employing it both to reap the foe's spirit-essence and to 
he.al their own warriors. Their Soulrenders are k11own 
to resurrect slain Namarti aln1ost as quickly as they 
fall in battle, and the enclave never appears to run short 

• 

on soul-matter despite the largely barren coastlines that 
surround the Great Quagmire. This has given rise to rumours 
that the Mor'phann have embraced dark and unspeakable 
arts, per:verting the traditional techniques of soulcraft mastered 
by the Idoneth long ago. There have even been accusations of 
outright netromancy and the transferral of withere~, long-dead 
souls from undead beings into living vessels. 

It is true that the Mor'phann attack the settlements of the dead 
almost as often as they strike at those of the living, and this may 
yet spell their doom. Since Nagash became aware of the Idoneth's . . . 
existence, legio11s of the undead have been sent to scour the 
Great Quagmire of the aelves' presence. These invading ar1nies 
have thus far been held.at bay, but Nagash's eyes are fixed 
upon the citadel of Mor' drechi. The Mor'phann k:now 
that a great battle draws near,, on·e that might decide 
the fate of their enclave, and they prepare for this war 
.with typical stoic resolve. 
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The Briomdar are cunning and sharp-eyed raiders who dwell amongst the congested. underwater forests 
of the Realm of Life. In them springs hope eternal, for their Isharann_ claim to have unlocked secr.ets that 
might someday lead to a cure for their race's spiritual affliction. 

The Briomdar are another enclave that splintered from the Ionrach, 
forsaking the crowded city of Priom for the claustrophobic 

confines of the Green Gulch in Ghyran. There, among the 

• 

black boles of waving deep-sea forests, they found an 
environment of seclusion and quiet to calm their 

troubled souls. At the centre of a great kelp jungle 
they established the heart of their realm: the 

driftwood citadel of Crannstok. 

There are few more skilled at navigating the 
tangled and overgrown Ghyranite oceans 
than the Briomdar, though their skill at 
pathfinding is not confined to aquatic 
environments. Their raiding parties 

have been known to travel far inland., 
attacking settlements that, understandably, 

thought themselves safe from the terrors 
of the sea. With control of the important 
whirlway known as the Lathway, the Briomdar 
are able to launch raids into any of the Mortal 
Realms, utilising their talent for stealth and 
ambushes to seize great numbers of souls. 
Briomdar warriors are trained to remain still 
for hours, sometimes days before striking, 
and make clever use of camouflage to conceal 
themselves from foes . Likewise, many of their 
bond-beasts have mottled hides and other 

curious adaptations that allow them to blend in 
with their environment. 

What truly sets the Briomdar apart from 
others of their kin, however, is the exemplary 
skill of their Isharann, and most especially 
their Soulscryers. Working together, the aelven 
mages have unlocked many secrets of the soul 
and the ways in which it can be healed. It is 
their hope to one day ensure that all Idoneth 
are born with spirits as hale as their bodies. Of 
late, these experiments have been greatly aided 

by the boons of Alarielle the Everqueen, whose . 
surging tide of life magic has- coincide_d with a 

new age of prosperity and hope for Briomdar. For all 
their ruthlessness, the enclave has always maintained a_ 

great reverence for nature, and especially for the verdant 
swathes of flora that grant them safe harbour. Indeeq, tl1e · 

spirjts of the forest a,re welcomed within the Green Gulch. 
Sylv,aneth a.nd Briomdar have joined forces many times t0 repel 
Nurgleinvaqers, most notably engaging and largely destroying a 

vast fleet~ of the Drowned Men under the admir.alship of the foul 
. . . 
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·NAUTILAR 
All Idoneth acknowledge that the greatest artisans of their kind hail from the Nautilar. These masters of 
shellcraft and coral manipulation have faced great adversity in the course of their history, yet they remain 
steadfast and unified.in purpose. 

The Nautilar's founders were members of the Ionrach enclave 
who sought distance from their l<in after the civil war with 
the Dhom-hain, disillusioned with the terrible violence that 
had taken place. Not wishing to risk further bloodshed amongst 
his own kind, Volturnos allowed these discontented souls to 
depart, though he extracted from them an oath of fellowship 
that holds firm to this day. The colonists were granted the city of 
Galanaur, established by Ionrach artisans on the debris-littered 
bed of the Maithnar Sea in Ghyran. At first, Galanaur was a 
meagre holding, but the settlers' Chorralus were skilled in the 
arts of coral-shaping, a11d they set about turning 

' 
the thick carpet of calcific detritus around them 
into what was to be most elegant and breathtaking 
of Idoneth cities. 

Little did the aelves realise that the desert of shell they had 
settled lay not upon the seabed, but upon the back of a Great 
Scaphodon·. Long thought extinct, these titanic beasts can grow 
to the size of an entire landmass. The Nautilar believed that 
they had triggered a tectonic disturbance when one day their 
beloved city tore itself from the sea floor. They soon realised 
t_heir mistake, looking on in awe as the Great Scaphodon took 
to the open ocean, eventually passing through a whirlway 
and seeking the warmer waters of the Atleus Ocean in 
Ghur, where it remains to this day. Protected by the 
behemoth that carried them away - an entity they 
named Nautilon - the inhabitants of the colony 
grew more and more independent. Eventually they 
ceded from the Ionrach altogether to form their 
own enclave, calling themselves the Nautilar after the 
creature upon which their kingdom rests. 

Constantly assailed by the monstrous wildlife of Gbur, the 
Nautilar soon learned to harness the awesome strength of the 
shell-clad giants known as Leviadons in order to better defend 
themselves. Many of these living fortresses dwell in the seas 
surroundi'ng Nautilon, feasting upon th'e boulder-sized barnacles 
and coral forests that grow across the Great Scaphodon's underside 
and extremities. Leashed to service by the Nautilar's Embailors 

· and crewed by Akhelian handlers, squa4rons of these .teviadons 
proved extremely proficient at driving off even the fiercest 
predators of the Atleus Ocean. Such practices soon came to 
influence the enclave's way of war. Ma'harrs of Nautilar are . . 

• 

renowned for the strength of their bond with their Leviad0ns, 
and are able to urge the ,beasts to perform feat$ of surprising 
complexity for c~eatures so lar'ge. In battle, armoured wedges 
ofNautilar Leviadons are driven forward to smash holes 
in the enemy's line, their diamond-hard shells providing a 
shield.for advancing Idoneth warriors as the aelves pour into 
.openings .created by the bond-beasts' deva{>tating rampages . 
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EIDOLONS OF MATHLANN 
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Idolised echoes of a bygone era, the Eidolons of Mathlann are summoned to life in times of dire need. These 
are no divine avatars, however, but collecti:ve manifestations of the a11cestral souls of the Idoneth Deep kin, 
spirits of vengeance wrapped in an image of a lost aelven god. 

In extreme situations where 
the existence of their enclave is 
threatened, the Soul Wardens 
will sanction th~ conjuration of 
an Eidolon ofMathlann. Joining 
in sole1nn ritual, they call upon 
the spirits of the chorrileum 
to rise and defend the living. 
Like phosphorescent algae, the 
glittering essences within the 
soul-reef will coalesce, taking the 
appearance of a mighty aelven god 
of the sea, with trident in hand and 
a cloak of icy seawater cascading 
from its regal armour. 

Eidolons of Mathlann are not in 
fact the divine champions they 
first appear, but spirit-beings, 
apparitions summoned into 
existence by the lingering essences 
of deceased Idoneth. Mathlann 
himself was a figure from the 
ancient past, a god of the deeps 
once worshipped by the forebears 
of the Cythai. It is said that he 
was murdered by Slaanesh while 
preventing the Dark Prince from 
consuming the souls of those 
aelves ,.,rho would one day become 
the Idoneth. It is a sacrifice that 
was not in vain, for the god's 
influence lives on, embedded in the 
racial me1nory of the enclaves. 

Eidolons are formed from the 
combined energies of all those 
souls that can be roused from 
an enclave's chorrileum. Each 
deceased aelf sends forth a 
portion of their spirit, a mote 
0f their own willpower visible 
only to the Idoneth or those with 
witch-sight. Bound together by 
need, the spirits form a gestalt 

• 

of consciousness, a tangible 
personificatio_n of ancestral 
memor.i.es. Each Eidolon is an 
instiflestive force, rarely speaking 
0: responding t0 d'irections from 

• 

• 
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Akhelian commanders. 1l1ey are 
avatars of the sea after all, and the 
sea cannot be ta1ned. Some say 
that the greatest of the Isharann 
can comn1une with them to an 
extent, and through them converse 
with long-dead ancestors; though 
picking out one particular soul­
fragment a1nongst an endless, 
glittering shoal is beyond the skill 
of most. 

There are two distinct incarnations 
in which an Eidolon of Mathlann 
might be su1nmoned, each drawing 
upon a very different facet of the 
Idoneth Deepkin's environment 
and collective psyche. Even the 
Isharann cannot predict wl1ich 
incarnation will appear after the 
ritual of conjuration is completed, 
though it appears the temperament 
and current emotional state of 
the sum1uoning enclave has son1e 
bearing upon the result. 

THE SEA TAKETH 
There is a time for rage and 
revenge, a tin1e when the 
darkest recesses of the mind are 
plumbed and something primal 
is unleashed. When an Eidolon 
of Mathlann is summoned in the 
aspect of the storm, it appears 
swelling like a tidal wave before 
crashing into the foe. Here is t he 
power of the sea as destroyer, a 
manifestation of anger that has 
been pent up so long its release 
is unstoppable. In this form, th~ 
Eidolo11's n1ere presence is enough 
to drench nearby Idoneth with a 
fierce·urge to bring ruin to their 
enemies. Its spear - a mighty 
fuathtar - crackles with power; for 
it is a phantom weap_on, composed 
wholly of soul-energy, its blade 
honed by thousapds of years 
of suppressed fury. In its other . 
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l1and, the Eidolon wields a barbed 
crulhook, with which it snares 
foes before dragging them into 
the-deeps. 

In its aspect of the stor1n an 
Eidolon becomes a living t idal 
wave. Its regal god-form morphs 
into a great wall of icy water that 
crashes down upoR the foe with 
shattering force, pulverising 
luckless warriors and sweeping 
their broken corpses along in its 
wake. 1l1ere is no sense of mercy 
or restraint to this unc0ntrollable 
force, any more than tl1ere is to 
the ocean when it surges forth to 
swallow a coastal town; it simply 
crashes on relentlessly until a.11 in 
its path is annihilated. 

Warlike enclaves such as the 
Fuethan have a particularly 
strong affinity for this destructive 
conjuration. To them it represents 
the Idoneth as they should be; an 
elen1ental, unstoppable force, to 
be feared by all who dwell upon 
the land. Many times have the 
milita11t lords of Fuethan ordered 
the summoning of such an entity 
in order to lay waste· to a foe, 
and though the summoning of 
an Eidolon is no trivial matter, 
they seem much less hesitant to 
do so than their counterparts in 
other enclaves. 

THE SEA BRINGETH 
While the ebb tide takes away, 
none know what bounties the 
'rising tide.might bear. In the 
aspect of the sea, an Eidolon of 
Mathlann is more controlled tha:n 
the rage-blinded aspect of the 

• • 
storm; more lsharann in nature 
than Akhelian. Yet this becalmed 

• de1neanour in N@ way suggests it 
possesses a l~sser degree of power, 
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in the same manner that a_.placid 
ocean surface belies the dormant 
ene.rgies that lie beneath. To gaze 
upon this aspect of the Eidolon 
is akin to standing on the edge 
of the abyss. With a sweep of its 
deep-sea sceptr~, an Eidolon in 
this form can summon cloying 
sea mists, concealing friends and 
confounding foes, and release 
golden energies into the currents 
of the ethersea to rejuvenate the 
Idoneth's wounded. However, the 
Eidolon can turn.its power to far 
deadlier purpose. 

The sheer, terrifying immensity 
of the ocean is enough to drive 
any mortal to despair. With but 
a gesture, the Eidolon can cause 
nearby foes·to feel the full force 
of this horror. Suddenly these 
unfortunate souls know what it is 
to be cast adrift u,pon the endless 
blue, with nothing beneath them 
but leagues of cold, dark water 
and a thousand pitiless and 
hungry shapes drawing closer 
by the second. Such existential 
dread is enough to paFalyse even 
the bravest warrior, leaving them 
helpless befor:e the blades of 
advancing Idoneth. 

'• 

Whichever aspect it assumes, when 
an Eidolo11's service is done, its 
co.nstituent soul-motes return to 
the chorrileu.m whence they came. 
However, i-f the Eidolon's physical 
form is destroyed, the sacred 
energies of the Icloneth's dead are 
dispersed, and if the Soulrenders 
cannot collect them, they are· 
lost foreve·r. Uhsurprisingly, th~ 
majority of enclaves are reluctant 
to sqmmon an Eidolon into 

· being unless the conseque11ces 
of not doing so would be dire 
in the extreme, for should the 

• Eidolon be destroyed prematur..ely, . ' 

• 
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the chorrileum from which it 
hai1ed· a11d the souls interred 
within would be_drastically 
diminished. Yet such tragic 
sacrifice is sometimes necessary 
in order to stave off an even more 
terribl(! disa.ster . 
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KINGS IN THE DEEP 
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Whether directing a raid for souls upon a coastline or heading the defence of an undersea stronghold, the 
Idoneth call upon the finest rulers of the Akhelian caste to lead their ,.armies. These are masters of battle 
whose skill and personal heroics will determine the difference between victory or defeat. 

Voltur11os is the greatest warrior 
of the Idoneth, a figure fan1ed 
throughout the enclaves for his 
unrivalled skill. The last living 
Cythai, Volturnos has taken on the 
mantle of leader for his people ever 
since it was bestowed upon him by 
Teclis in ages past. This taciturn, 
cold-blooded soul was always the 
favoured son of the Deepkin's 
creator. It was from Teclis that he 
received firsthand the 'eolas', the 
great gift of learning and magic 
that the god bestowed upon his 

newly created aelves. Perhaps it 
was this gift of enlightenment that 
allowed Volturnos and his kin to 
divine the fate that awaited them 
if they remained by their master's 
side, for he surely sensed Teclis' 
increasing revulsion at that which 
he had wrought. Unlike many, 
Volturnos survived Teclis' light 
of truth and fled Hysh with his 
comrades. In doing so, he forever 
made himself a pariah to his 
former god, and a hero amongst 
the majority of his people. 

i 
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During those early days of exile, 
while the Idoneth continued 
to expand their territories, the 
Awakened died one by one. 
Although long-lived, they 
gradually perished in battle or 
fell victim to sea monsters. Some 
few succumbed to old age, their 
souls carefully stored within 
the.chorrileums. Yet Volturnos 
lived on, growing wiser and 
more cunning. At the Battle 
of the Flotsam Isles he sealed 
his reputation as the ablest 
commander of the enclaves, . 
s1nashing several greenskin fleets 
in a series of daring raids. 

Not all Idoneth enclaves see 
Volturnos as their overall ruler. 
Some of the more recalcitrant 
factions, most notably the Dhom­
hain and Fuethan, are riled by 
the thought of being beholden to 
any one figure, 110 matter their 
prestige. They respect Volturnos as 
an Akhelian King of renown, but 
no more than that. Yet Volturnos 
has proved himself a canny 
diplomat, uniting the fractious 
enclaves in the face of several grave 
threats - most recently the theft of 
the Ocarian Lantern, during which 
he led one of the largest hosts of 
Idoneth ever assembled in the 
Siege of Hagg Nar. 

Even if they do not accept his 
rule unquestioningly, there is no 
Akhelian or Isharann that does . 
not feel a stirring wave of pride 
to witness the High King take 
·to battle atop Uasall, a prince 
a1nongst Deepmares. The lack of 
one eye does not seem to diminish 
Volturnos' skill in the ·least. • . . 
Wielding the Astra Solus, h,is 
legenda"ry blade, the· High King 

• 
cuts down any foe fo.olish enou~h 
to challenge him. 
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AKHELlAN KINGS . 
The Idoneth are a people to w)1om 
warfare is a way of life, and none 
amongst them personify this as 
gloriously as the Al<helian Kings. 
These mighty warriors command 
·the enclaves' Phalanxes in battle, 
utilising the n1artial skills and 
strategic mastery they developed 
during their asydrazor, or military 
training. Reading the currents 
of the battlefield in an instant, 
they direct their warriors to 
outmanoeuvre and rout the foe, 
inspiring their soldiers by leading 
fearlessly from the front. 

The title of Akhelian King 
or Queen is not granted as a 
hereditary right, but is instead 
earned through hard fighting and 
dedicated service to one's enclave. 
All began their careers as warriors 
of the line, the lowest rank possible 
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for an Akhelian ·.,. though still a 
position of estimable importance 

·when compared to those of the 
Na1narti caste. From this relatively 
humble beginning they 1nust 
continuously outdo their peers 
with acts of bravery and cunning, 
earning greater and greater 
renown whilst simultaneously 
navigating the con1plex intricacies 
of the Ido11eth court. If death 
does not claim them, they will 
eventually be granted a regal 
title, and command of a Phalanx 
of their own. To the pragmatic 
Deepkin, such a long and arduous 
path to leadership is the best way 
to ensure that simple fortune of 
birth does not elevate the weak 
over the strong. 

Traditionally, Akhelian Kings ride 
into battle atop Deepmares - noble 
and ferocious sea-beasts whose 
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single, spiral horns can punG:h 
through inches of metal with ease 
at full tilt. It takes great charisma 
and perseverance to tame such 
a beast, for they are wilful and 
proud, apex predators even in 
their hostile undersea environs. 
The ta1ning of a Deepmare is the 
final test of the asydrazor, and 
one that few undertake, for failure 
often carries fatal results. Those 
who succeed are rewarded with a 
loyal companion that will defend 
them to the death. Fighting from 
atop his steed, a11 Akhelian King 
bears a shield and fights with 
either an elegant bladed polearm 
or a greatsword known as an 
astra trom. Some of their kind 
forsake a shield in order to wield a 
,-veapon in their off hand, using a 
falchion in addition to their main 
armament for a n1ore aggressive 
fighting style. 
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ISHARANN AGENTS 
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The Isharann are born with a talent for harnessing arcane forces, and are intertwined ,vith almost every 
aspect of Idoneth Deep kin society. Some lsharann, ,vith their particular spheres of power, are vital to soul­
raiding and their people's war efforts, and are frequently found within the Phalanxes. 

TIDECASTERS 
The Tidecaster are masters of 
ethersea manipulation, able to 
channel the phantasmal tides so 
that their comrades can move and 
breathe ,.,ithin the same space as 
if they were in their own natural 
environment. This is hardly the 
extent of their powers. Tidecasters 
act as conduits for the repressed 
anguish of their race, an echo of 
their traumatic past that can be 
weaponised and unleashed upon 
the foe to sap their will to fight. 
Crushing waves of despair, black 
pits of hopelessness or raging 
maelstroms of horror that shatter 
the minds of the foe; all are 
powerful tools in the hands of a 
Tidecaster. Those stricken by such 
enchantments are left helpless as 
they choke and writhe, convinced 
that they have been sucked under 
the waves and their lungs are 
filling with icy seawater. 

SOULRENDERS 
Unlike the majority of their 
Isharann peers, Soulrenders 
are only too keen to take to the 
forefront of battle, for that is where 
they find the greatest accumulation 
of souls. To these taciturn 
beings goes the most important 
task of any Idoneth raid. Each 
Soulrender's hehn bears a lurelight, 
an eldritch lantern that draws 
forth the souls of the recently slai11 
so that they might be harvested. In 
times of dire need, its magic can 
even chan·nel this spirit-matter 
into the broken bodies of wounded 
soldiers, knitting together their 
injuries so that they might fight on. 

Until they return to their enclave 
• 

and deposit their priceless bounty 
within the chorrileums, the 

nail to protect it. They do so with 
a vicious polearm known as a 
talunhook, snaring their enemies 
from afar and forcing them to their 
knees that they might be more 
easily dispatched. To aid their 
hunting, each Soulrender employs 
a Rakerdart, a bond-beast that 
glides at its master's feet, ready 
to stab prey with its sharp bill to 
ensure none can escape. 

SOULSCRYERS 
Soulscryers are mysterious and 
reclusive even by the standards 
of the Isharann caste. They spend 
most of their existence deep in 
meditation, seeking out the richest 
conglomerations of souls across 
the realms. To do so they utilise 
the cyfar compass - a magical · 
device invented by the Cythai 
that can trace potent seams of 
life energy across vast distances. 
Utilising such a relic, a Soulscryer 
can literally gaze upon a being's 
soul, judging its potency by the 
strength of its inca11descent glow. 
This proves most useful on those 
occasions that the Isharann take 
to the battlefield, for a Sol!,lscryer 
can always identify the souls most 
worthy of reaping. 

Though they are not natural 
combatants, Soulscryers are 
more than capable of defending 
themselves. Desiring to .keep their 
hands free so that they might study 
their instruments, most favour the . 
use of finger-claws crafted from 

LOTANN, WARDEN 
OF THE SOUL 
LEDGERS 
The Soul Wardens are some of the 
most revered of all rsharann, for 
it is their sacred duty to maintain 
the chorrileun1s - the crystalline 
soul-reefs in which the essences 
of long-dead Idoneth are kept safe 
from the eyes of hungry gods. 
Chosen for their analytical minds 
and reverence for their ancestors, 
the Soul Wardens tend to these 
beautiful structures, keeping 
a careful eye upon the spirits 
interred within and en1ploying 
them when necessary for the 
betterment of their enclave. 

Soul Wardens are rarely famed, 
for they like to go about their 
work in calm solitude. Only one 
amongst their number is known 
to frequently join the soul-raids -
Lotann of the Ionrach. Holding the 
t itle Warden of the Soul Ledgers, 
Lotann has marched to war 
alongside all of the enclaves in his 
time, cataloguing their triumphs 
and failures, every spirit they 
harvest and every one that escaped 
their grasp. Few understa.nd 
the true purpo_se of Lotann's 
exhausting work, though some 
whisper that it is his crushing duty 
to record every act of predation 
carried out by the Deep kin, so 
that one day they might atone for 
their deeds. 

. 
Though by no means a renowned 
warrior, in self defence Lotann is 

• 

· quite adept at piercing throats with 

· S?ulrenders_inust fight tooth arid · 

Allopex teeth. These weapons.are 
sharp enough to open an orruk's 
throat with a single, dismissive 
swipe. Many are also accompanied 
by a shoal of Scryfish, creatures 
attracted by the.light .of a cyfar 
con1pass that vigorously attack foes 
with their spiked jaws. . . . . 

his sharp-edged quill. A much 
greater threat to foes is hill multi­
limbed, highly intelligent Ochtar 
familiar, who aids him in.his 
counting whilst keeping enemies 
at a safe distance wit.h ,a serrated 
blade a11d spiked cudgel. 
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AKHELIAN CAVALRY. 
The Akhelians are the ,varrior elite of the enclaves. Trained from an early age in the military arts, no other 
Idoneth Deepkin can equal them in discipline, strength or martial pro,vess. As the Idoneth say, the Namarti 
are called upon to hold a line, ,vhile the Akhelians are called upon to break the enemy's. · 

TI1e foundations of the Akhelian 
caste can be traced back to the 
tin1e of the eolas, when Teclis told 
his newly created race of aelves of 
the World-that-Was. In his tales, 
the aelven cavalry of antiquity rode 
to war atop beasts such ~s dragons 
and war horses. Although the 
Cythai eventually fled from Teclis, 
they did not expunge all that 
they had learned from him; there 
remains an echo of aelven tradition 
in the way that the Idoneth make 
war, but instead of proud steeds 
they r ide into battle atop glistening 
killers of the ocean depths. 

The elite of the Idoneth armies are 
their cavalry formations, above 
all the Akhelian Guard. Mounted 
atop Fangmora Eels, these warriors 

fight in a loose formation ideal for 
rapid assaults and sudden retreats, 
typifying the liit-and-run style of 
war common amongst the aelves 
of the deeps. Their mounts are 
graceful and agile, able to twist 
their serpentine bodies through 
rocky seabeds as easily as they can 
slither through gaps in an enemy 
spear-wall. Moreover, they are 
infamously bloodthirsty, wreaking 
as much damage with their bone­
crunching fangs as their rider does 
with spear or blade. In addition to 
this deadly bite, Fang1noras can 
deliver wicked whip-crack blows 
with their tails. Most impressive 
of all, however, is their ability to 
generate an electric charge that can 
stun even large prey, leaving then1 
ripe to be devoured. 

Early in the Idoneth's history, 
n1any Akhelians were lost 
attempting to capture and 
domesticate Fangmoras, but all _ 
attempts to tame the eels through 
physical means resulted in bloody 
evisceration for the handler. 
Instead, the Akhelians sought 
the aid of the Embailors of the 
Isharann, who seized control of the 
beasts' predatory consciousness 
using their strange enchantments 
and turned the1n into truly 
terrifying weapons of war. Many 
different breeds of Fangmora Eel 
have since been trained and bred 
for combat, from the canyon­
dwelling ambushers of the Black 
Trough to the voracious Redfi.n 
Fangmora favoured by warriors 
of Fuethan. 
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There are two distinct typt:s of 
Akhelian Guard, ea.ch equipped for 
a different battlefield role. Both are 
typically led in battle by a Lochian 
Prince, veteran soul-raiders who 
have demonstrated an, ability to 
lead, and are clear candidates 
for Kingship in the eyes of.their 
enclave's military council. 

MORRSARR GUARD 
Chosen from amongst the most 
aggressive of Akhelian warriors, 
the Morrsarr Guard are armed 
with voltspears and galv-shields, 
and function _as heavy shock 
cavalry. Their fearso1ne weapons 
are able to channel the powerful -
electrical energies given off by 
Fangmora Eels, gathering a charge 
that can be released as a lethal 
blast of lightning. This shockw_ave 
is loosed moments before the 
Morrsarr crash into the enemy, 
blasting the front ranks back 
into their comrades even as the 
Akhelians' spears strike home. 
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Morrsarr Guard· are more than 
capable of engaging in extended 
melee, but their real strength is in 
that initial, overwhelming charge. 
A common tactic of Akhelian 
Kings is to pin a foe in place with 
Namarti Tl1ralls before ordering 
Morrsarr Guard to strike into 
them from the flank, rear or even 
overhead to deliver tl1e killing 
blow. Some of the Idoneth's 
war stories tell of formations of 
Morrsarr Guard so large that 
the brightness of their combined 
voltaic blasts left the entire enemy 
army blinded and reeling. 

ISHLAEN GUARD 
Ishlaen Guard forgo the voltspear 
in favour of a curved sword 
known as a helsabre. These elegant 
serrated blades are light enough to 
allow the wielder to deliver a flurry 
of strikes before disengaging fro1n 
combat, and like the voltspears of 
their Morrsarr counterparts, they 
can harness the bioelectricity of 

• 

the Fangmoras. Rather than use 
this force offensively, however, the 
Ishlaen channel it into their galv­
shields, .where it manifests as an 
arcing energy field that helps turn 
aside enemy blows. 

Thanks to this protective aura, 
the Ishlaen are better able to 
shrug off missile fire, and have 
greater staying power in prolonged 
combat than their spear-armed 
kin. They are often assigned as the 
bodyguards of Akhelian Kings 
or other high-ranking Idoneth 
upon the battlefield, directing 
their Fangmora into the path of 
any advancing threats, and laying 
them low with elegant sweeps of 
their helsabres. In some enclaves, 
most notably the clannish Dhom­
hain, it is common for a King to 
fight alongside an Ishlaen retinue 
consisting entirely of junior 
memb\!rS of their dynasty, for it 
is believed that familial bonds 
are strongest when tempered on 
the battlefield. 
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The Idoneth way of ,var makes great use of 1nany terrible beasts of th·e sea, mind-leashed and turned to 
purpose by Embailor beast-masters. Guided into combat by Akhelian riders, these creatures provide a 
terrifying shock weapon to shatter the ,viii of the enemy and smash great holes in their battleline. 

AKHELIAN 
LEVIADONS 
Leviadons are chelonian 
behemoths that can be found 
soaring through open waters 
across the Mortal Realms. 
Immense and ill-tempered, they 
are known for smashing a path 
through anything in their way; 
hundreds of galleons and steam­
haulers have been cracked in two 
by one of these shelled giants 
suddenly breaching from below, 
its crushing jaws easily tearing 
through hulls of wood or metal. 

Recognising the terrific power of 
the Leviadon, Idoneth 1nilitary 
doctrine prizes their use as mobile 
fortresses and line-breakers. 
Protected by thick scales and 
a nigh-impenetrable shell, the 
Leviadon is all but impervious 
to missiles, and when its broad 
:fins are :fitted with bladed armour 
plates, it becomes deadlier still. 
The Leviadon's natural destructive 
power is enhanced by a weapons 
platform mounted atop the beast's 
shell, employed to soften enemy 
positions up for the charge or 
to annihilate specific targets. 
It typically consists of a pair of 
pivotable harpoon la11nchers 
that are capable of a rapid rate 
of fire thanks to the skill of their 
Akhelian operators. Sh.ol!lld the 
aelves come under assault, they 
strike out with hooks and blades, 
while the ma'harr, the master of 
the reins Akhelian, fends off foes 
with a twi-n-p.ronged speat: 

As if se:veral inches of chitin does 
not offer eho11gh pr@tection, 
a Leviadon's crew includes a 
Namarti void drummer who . 
p,01:1ntls 0ut a relentless rhythm; 
send:iag f0rtJ.:i concentric rip~les 
0f dist011tion that r:efraet light 1fl 
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strange ways around the creature. 
Enemy 1nissile troops find such 
patterns disruptive, 1naking it 
difficult to draw a bead upon the 
approaching Leviadon despite its 
looming mass. To the vibration­
sensitive Namarti, ho,-vever, the 
drumbeats render enemies near to 
the beast in stark relief, providing 
clearer targets for their arrows 
and blade-strikes. 
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AKHELIAN 
ALLOPEXES 
Few sights arouse a greater primal 
terror in land-dwelling mortals 
tl1an the thought of being lost at 
sea, treading water helplessly as 
a blade-like fin slices a furrow 
through the waves towards 
them. Countless sailors and 
fisherfolk have met their fate 
in such a way, torn apart and 
devoured in a thrashing frenzy. 
Often, the creature responsible 
was the Allopex - a beast 
legendary amongst the Idoneth 
for its ravenous appetite and the 

• 

relentless11ess with which it attacks 
prey many times its own size . 

• 

Sleek and powerfqlly built, an 
Allo'pex can outpace most other 
denizens of the oceans. It can scent 
the merest drop.ofbl9od.fr0m . 
many leagues·aw~ay, and when 
hungry it will consume almo.st 
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anything it comes across. Swords, 
chunks of realrnstone, pieces of 
Kharadron endrin-rigging: all 
have been found in the stoxnachs of 
dead Allopexes. Indeed, a common 
insult amongst the Deepkin is 
'ml1airalleph', which can be loosely 
translated as 'filth that even an 
Allopex would not consume'. 

Only through the Embailors' 
magic are the Idoneth able to 
enthrall Allopexes to handlers, 
for the beasts' urge to kill is 
irrepressible, and oaly the 
Akhelians are skilled enough 
to steer them. The com:bin:ation 
of rider and beast is highly 
effective in battle, and Akheliap 
commanders have learned to 
utilise the Allopex's speed and 
ferocity in soul-raids to great 
effect. Often the nightmarish sight 
of these streamlined killers sur.ging 
out of the mists, jaws opening wide 
to reveal lines of serrated teeth, is 
all it takes to set a foe to flight. 

For long-range offensive capability, 
each Akhelian Allopex bears a 
harpoon launcher, effectively 
turning the creature ipto a highly 
manoeuvrable weapon platform. 
SQmetimes called the 'whispering 
death' after the sound it makes, the 
harpooxi launcher can be loaded 
with two kinds of ammunition, 
each designed to slay different 
types of foe. Razorshell bolts 
can be loaded and fired in quick 
succession, making th,em e-ffective 
against.numerous smaller targets. 
'Retarius nets, meanwhile, are 
woven from siren hair, filaments 
so strong and fine that those 
entangled by them are·torn apart 
by their own struggles to free 
themselves; though slower to load, 
they can cause horre,ndous damage 
to single targets. 
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NAMARTI INFANTRY 
The Namarti are the lowest and most populous caste in Idoneth Deepkin society. Theirs is a life of toil and 
warfare, for they form the bulk of the Idoneth's armies as well as serving as the labourers that build the ever­
growing undersea empires of the enclaves. 

NAMARTI THRALLS 
When the Idoneth enclaves march 
to war, it is the Namarti Thralls 
that make up their frontline 
infantry. Possessing the natural 
grace and swiftness of aelvenkind, 
Thralls surge forward to meet the 
enemy, accepting the brunt of the 
fighting in order to create openings 
for their hard-hitting Akhelian 
masters to exploit. 

To witness Namarti in battle is an 
unsettling sight to non-Idoneth. 
They have no eyes, possessing 
instead a thin veil of membranous 
skin across each socket. Despite 
this, Thralls wield their two­
handed blades - known as lanmari 
- with dexterous skill. Indeed, in 
the often impenetrable darkness 
surrounding their oceanic homes, 
sight is of little use anyway, 
and the Namarti must learn to 
master other faculties in order to 
survive. Many of these sei1sory 

' adaptations only serve to enhance 
their efficiency as killers on 
the battlefield. 

NAMARTI REAVERS 
Namarti Reavers are the archers 
and scouts of the Idonet,h armies. 
It is their duty to perlorm the 
necessary but inglorious i:ole of , 
picket troops and skirmishers, 
racing ahead Qf the main 
Phala.0.x to seek out and harry 

·the foe with a continuous rain 

• 

of pinpoint arrow-fire. It is the 
Reavers who identify the strengths 
a11d weakn~sses in the enemy'sc 
battleliIJ.e, performing swift strikes 
of opportunity 0ef0re relaying any 
intelligence they_have gathered to 
their Akhelian -commanders, to 
whom goes the glory of shattering 
the opposing army with: a surging, 
?evast~tii:ig charge. 
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Chosen from the lithest and 
fastest Namarti stock, Reavers 
are trained to fight on the move, 
gracefully advancing over the 
roughest terrain even as they loose 
shot after shot using their deadly 
whisperbows. This combination 
of speed and accuracy allows 
them to outmanoeuvre the 
enemy's advance troops while 
simultaneously bleeding them. 
Should an opponent engage them 
in close combat, Reavers will 
draw curved daggers and fight 
with great skill, but whenever 
possible they ,-vill stay at a 
distance and make use of their 
superior marksmanship. 
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It might be imagined that a lack of 
eyes would hinder an archer, but 
the Namarti utilise other senses 
to pick out their quarry. They can 
sense infinitesimal changes in 
pressure within the ethersea, and 
electromagnetic pulses that reveal 
the presence of a living being. 
Indeed, such is their mastery of 
these strange senses that they can 
n1ake shots that would be all but 
impossible for any conventional 
archer. A Reaver's field of 
perception is not as far-reaching 
as that of eyesight, however, and so 
they must remain within a certain 
distance of their targets i,n order to 
make full use of their abilities. 
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From beneath the waves the Phalanxes of the Idoneth emerge, water 
pouring from ornate armour and shining blades, the patterned hides 
of sleek warbeasts glistening in the daylight. Woe betide those who 
stand in the way of such a force, for the Deepkin come to raid for 
souls, and they will not retreat without their bounty. 

Akhelian Ihrallmaster 
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Isharann Tidecaster • 
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Isharann Soulrender 
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Volturnos, High King of the Deep 
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Akhelian King 
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Isharann Soulscryer Lotann, Warden of the Soul Ledgers 
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Eidolon of Mathlann, Aspect of the Sea 
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Akhelian Allopex 
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No ·co.asfal fo1tress is safe from th~ Idoneth Deepkin, for the tides of the ethersea can carry an Allopex bond-be,ast .~ ~ . . 
. . . over e~en the highest walls te tear apart. those cowering within. , . . . 
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Ma'harr Void Drun1mer 

Akhelian Crew 

• 
• 

• 

Akhelian Leviadon 

• 
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Eidolon of Mathlann, Aspect of the Storm 

• 
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Namarti Reaver and Icon Bearer, Briomdar Enclave Namarti Thrall and Icon Bearer, Mor'phann Enclave 

• 

Namarti Reavers, Ionrach Enclave 

' 
\ 
~ ~­\ ....... -~-.,-

Namarti Thralls, Ionrach Enclave 

• 
· .A Briomdar Soulscryer directs an assault o.n an infestation of Flesh~eaters amidst the marshes of1hyrid .• 
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The realms' waterways conceal many hidden paths which the Idoneth employ to launch soul-raids further inland. 

. 
• 

• 

Fuirann 

• • 

• • 

Spine.fin 

• 

' 

Elathain Ill-fated 

Elathain's Soulraid 

. . 
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Duinclaw 

Tammael 
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The armies of the Idoneth enclaves are particularly exciting to paint, for they contain a varied range of sleek 
warriors and fearsome bond-beasts, each bedecked in all the vibrant ,colours of the deep ocean. Whatever 
your skill level, the tips on these pages will allow you to quickly assemble your own Phalanx. · 

.. 
. . Idoneth Deepkin miniatures are 

exquisitely detailed, but they are 
surprisingly easy to paint if you 
apply a few simple techniques. 
The ridged armour and spiky, 
serrated weaponry of Akhelian 
and Namarti warriors allow 

texture. A combination of Shade 
and Contrast paints will allow you 
to paint flesh and other organic 
areas quickly and effectively; the 
mottled hides of Fangmoras and 
Allopexes look fantastic whether 
you opt for muted greys and whites 
or bright combinations of primary 
colours. Remember that the sea is 
home to creatures of bewildering 
variety, so embrace your creativity 
and have fun! 

PAINTING GUIDES 

you to employ eye-catching 
highlights to impressive effect, 
while the Idoneth's menagerie 
of undersea monsters encourage 
experimentations with colour and 

AKHELIAN SKIN 

Apply Reikland 
Fleshshade to the 
skin areas, allowing 
plenty of time to dry 
before continuing. 

Follow up with a layer 
of Flayed One Flesh, 
avoiding areas where the 
shade has settled. 

Carefully apply Rhinox 
Hide to the eyes 
and mouth. 

BLADES 

Celestra Grey basecoat, 
1:1 mix of Coelia . 
Greenshade and Lahmian 
.Medium shade, Ulthuan 
· Grey edge higp.light 

• 

Pick out the teeth and 
eyes with White Scar. 

Ushabti Bone ·basecoat,· 
Seraphim Sepia shade, 
Pallid Wych Flesh 
edge ~ighlight 

• 

• 
• 

- • 

• 

_•, .· 

TheWarhammer YouTube .. 
. . • 

·. channel is a fantastic source, 
· "of inspiiation and advice for,. , 
· both budding and veteran 
hobbyists. It offers a rap.ge of 
painting guides for differen1 
armies and colour schemes;)( 
and explains how to· use the > 
Citadel Colour System. 

Next, edge highlight 
the skin with Pallid 
Wych Flesh. 

Using the very tip of 
the brush, add dots of 
Rhinox Hide to the eyes 
to paint the pupils. 

Incubi Darkness 
basecoat, Nuln Oil shade,· 
K~balite Green thick 
highlight, Ogryn Camo 
thin ,h\~hlight. 

. . 

.. . - ,• ' . 

TOP TIP 
As a quicker alter11ative to 
steps 1-3 here, you can start 
with a Grey Seer undercoat 
and apply Guilliman Flesh 
or Darkoath Flesh Contrast 
paint to the skin areas. 
This is a good method 
if you want to get your 
miniatures Battle Ready as 
fast as possible. 

, 

~ - - I/.,.. / 
. ............... f, ,... 

- '?~-
A) 
Add streaks of Blood For 
The Blood God over the · 
scars, and use Leadbelcher 
for the earrings. 

Ironbreaker basecoat, 
' . 

Drakenhof Nightshade 
shade, Ironbreaker 
layer, Stormhost'Silv:er 

• 
edge highlight 

• • 
. . 

• • • 

• 
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CRESTS 

Begin by basecoating the 
crest with Ushabti Bone. 

• 
• 

• 

• 

• 

Next, apply a shade of 
Fuegan Orange. 

• 

• 

Layer with Ushabti Bone, 
avoiding areas where the 
shade has settled. 

• 

Lastiy, apply an edge 
highlight of Pallid 
Wych Flesh. 

OTHER DETAILS AND TEXTURES 

Basecoat Baharroth Blue, 
and shade with patches of 
heavily thinned Talassar 
Blue and Warp Lightning. 
Drybrush Ulthuan Grey. 

Basecoat with Ogryn 
Camo, wash with 
At.honian Camoshade, 
drybrush with Ogryn 
Camo and Screaming 
Skull, then glaze with a 
1:5 mix of Iyanden Yello1,v 
and Contrast Medium. 

Apply a basecoa~ of Wild 
Rider Red, wash with 
Carroburg Crimson, 
then highlight: with 
_Fire Dragon Bright and 
Ungor Flesh. 

• 

• 
• • 

Basecoat Ceramite 
White, shade Fuegan 
Orange, layer Fire 
Dragon Bright, highlight 
Ungor Flesh. 

N rn~ ·f{ 
I [.: 

, \A\ 
~ 1 

. ' ~· 
' . t! 

( i . 
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Basecoat with Pallid 
Wych Flesh, wash with 
a 1:1 mix of Seraphim 
Sepia and Lahmian 
Medium, layer with 
Pallid Wych Flesh, then 
edge highlight with 
White Scar. 

Basecoat Ceramite 
White, shade Druchii 
Violet, layer Slaanesh 
Grey, highlight Pallid 
Wych Flesh. 

Basecoat with Rhinox 
Hide, then drybrush 
with Doombull Brown, 
Skrag Brown and then 
Balor Brown, focusing 
more towards the top of 
the shell at each stage 
of drybrushing. 

Basecoat Khorne Red, 
shade with a 1:1 Agrax 
Earthshade and Lahmian 
Medium mix, highlight 
Evil Sunz Scarlet. 

Barnacles: Basecoat with 
Rakarth Flesh, wash with 

• 

Seraphim Sepia, then 
highlight with Pallid 
Wych Flesh. 

_Over an undercoat of Corax White Spray, apply a basecoat of Pallid Wych Flesh. 
Next, wash with a 1:3 mix of Fuegan Oraage and Lahmian Medium, focusing the 

.. shade towards the top of the eel. Layer with mol'e Pallid Wych Flesh, leaving the 
shade showing in the recesses. Use soft lines of White Scar to pick out the creases 
and folds onr.the eel's hide. Finally, graduallY, bu-ild up the orange stripes with 
small dots of Fuegan Orahge. 

• 57. . 
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IONRACH 
Undercoat: Corax White Spray 

e 

DHQM,..HAIN 
Undercoat: Corax White Spray 

-
fl~ ...;;~:;;...- ..,. 

1(\.-
J. ~ .. 

;· \ 
..,. 

. I 

, 
FUETHAN 
Undercoat: Corax White Spray 

• 
• • 

• 

• 
• 

• 

' 

• 

• 

\ 

• • 

Basecoat Stage: Runefang Steel 
(armour), Pallid Wych Flesh (skin), 
Thousand Sons Blue (cloth), Incubi 
Darkness (trousers), Leadbelcher 
(metal), Khorne Red (tassels, 
weapon shaft), Rhinox Hide 
(boots), Fulgurite Copper (brass) 

Basecoat Stage: Celestra Grey 
(armour), Rakarth Flesh (skin), 
Khorne Red (cloth), Rhinox 

• 

Hide (leather), Leadbelcher 
(metal), Ahriman Blue (tassels), 
Abaddon Black (trousers), Warlock 
!3ronze (brass) 

Basecoat Stage:Mephiston Red 
(armour), Pallid Wych Flesh (skin), 
Ahriman Blue (cloth), Incubi 

• 
Darkness (trousers), Leadbelcher. 
(metal), Averland Sunset (tassels), 
Abadd6n Black (boots, w~apon 
_shaft), Retributor.,Armourtbrass) 

• 
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Shade Stage: Drakenhof 
Nightshade and Lahmian Mediu1n 
(blade, skin), Coelia Greenshade 
and Lahmian Medium (armour), 
Nuln Oil (cloth, collar), Reikland 
Fleshshade (brass) 

a 

Shade Stage: Coelia Greenshade 
and Lahmian Medium (arn1our), 
Nuln Oil (collar, cloth, metal), 
Reikland Flesl1shade (skin), 
Drakenhof Nightshade (gradient 
on arms), Biel-Tan Green (tassels) 

Shade Stage: Druchii Violet · 
(armour), Nuln Oil (clbth, 
trousers), Carrobu.rg Crim.son and 
Lahmia·n Medium (skin), Agrax 
Earthshade (collar), Reikland . 
Fleshshade (brass) Fuegari Orange 
(tassels) Coena Greenshade (blade) · 
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Layer 1 Stage: Runefang Steel 
(armour), Pallid Wych Flesh 
(skin), Thousand Sons Blue (cloth), 
Fenrisian Grey (cloth trim), 
Liberator Gold (brass), Doombull 
Brown (boots), Wild Rider Red 
(tassels), Ironbreaker (blade) 

G 

Layer 1 Stage: Warp Lightning 
(armour, in patches), Rakarth 
Flesh (skin), Evil Sunz Scarlet 
(cloth, gem), Ushabti Bone (cloth 
trim), Mechanicus Standard 
Grey (trousers), Fulgurite Copper 
(brass), Skrag ·Brown (leather) 

Layer 1 Stage: Evil Sunz Scarlet 
(armour), Pallid Wych Flesh 
(skin), Eshin Grey (boots, weapon 
shaft), Ahriman Blue (cloth, .. 
gem), .Celestra Grey (cloth trim), 
Ironbreaker (blade), Averland 
Sunset (tassels) 

• • 
• • 

• 
• 

• 
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• 

• • 
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Layer 2 Stage: White Scar (skin), 
Runefang Steel (brass, metal, blade), 
Ahriman Blue (cloth), Blue Horror 
(cloth trim), Fire Dragon Bright 
(tassels), Skrag Brown (boots), Evil 
Sunz Scarlet (weapon haft), Blood 
For The Blood God (gem) 

Layer 2 Stage: Pallid Wych Flesh 
(skin, cloth trim), Ulthuan Grey 
(armour), Fire Dragon Bright 
(cloth, gem), Runefang Steel 
(metal), Temple Guard Blue 
(tassels), Balor Brown (leather), 
Administratum Grey (trousers) 

Layer 2 ·Stage: White Scar (skin), 
.Fire Dragon Bright (armour), 
Administratum Grey (boots, 
weapon shaft), Runefang Steel 
(metal), Temple·Guard Blue (cloth, 
gem), Ulthuan Grey (cloth trim), 
Ushabti Bone. (tassels) 

. . 
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Basing Stage: Apply Stirland 
Mud to the base. Drybrush with 
Verminlord Hide, and then 
drybrush again with Terminatus 
Stone. Add Middenland Tufts to 
the base. 

8 

Basing Stage: Apply Citadel Sand 
and rocks with PVA Glue. Paint 
earth Mournfang Brown and 
rocks Mechanicus Standard Grey. 
Drybrush earth Screaming Skull. 
Shade rocks Agrax Eartp.shade then 
drybrush Administratum Grey. 

Basing Stage: Basecoat with 
Armageddon Dust. Shade with 
Agrax Earthshade. Drybrush 
with Ushabti Bone, then add 
Middenland Tufts . 

• 

.. 
• 
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MOR'PHANN 
Undercoat: Chaos Black Spray 

0 
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BRIOMDAR 
Undercoat: Corax White Spray 
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NAUTILAR 
Undercoat: Corax White Spray 
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Basecoat Stage: Abaddon Black 
(armour), Rakarth Flesh (skin), . 
Stegadon Scale Green (cloth), Dark 
Reaper (trousers), Leadbelcher 
(metal), Screamer Pink (tassels), 
Balthasar Gold (brass), Rhinox 
Hide (boots) 

Basecoat Stage: Ironbreaker 
(armour), Rakarth Flesh (skin),, 
Kabalite Green (cloth), Abaddon 
Black (leather, bow), Leadbelcher 
(metal), Averland Sunset (tassels), 
Stegadon Scale Green (trousers), 
Balthasar Gold (brass) 

• 

Basecoat Stage: Pallid Wych Flesh 
(armour), Ulthuan Grey (skin); 
Stegadon Scale Green (cloth), 
Thousand Sons Blue.(trousers), 
Leadbelcher (metal), Jvlephiston 
Red (tassels), Abaddon Bl~ck 
. (boots), Fulgurite Copper ·(brass). 

• 
• 
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Shade Stage: Nuln Oil (cloth, 
trousers, metal), Drakenhof 
Nightshade and Lahmian Meq.ium 
(skin), Reikland Fleshshade 
(brass), Waystone Green (gem) 

8 

Shade Stage: Coelia Greenshade 
(armour, skin, cloth, trousers), 
Nuln Oil (collar), Reikland 
Fleshshade (tassels and brass) 

Shade Stage: Seraphim Sepia • 
and Lahmian Medium (armour), 
Biel-Tan Green (cloth), Coelia 
Greenshade (skin), Drakenhof 

· Nightshade (collar), Drucnii . 
Violet (tassels), Nuln Oil (metals) 
Reikland Fleshshade (brass) 
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Layer 1 Stage: Kantor Blue 
(armour), Rakarth Flesh (skin), 
Thunderhawk Blue (cloth), Russ 
Grey (cloth tri1n), Skrag Brown 
(boots, bow), Hashut Copper 
(brass), Genestealer Purple (tassels) 

D 

Layer 1 Stage: Runefang Steel 
(armour, metal), Rakarth Flesh 
(skin), Kabalite Green (cloth), 
Skarsnik Green (cloth trim), Sotek 
Green (trousers), Mechanicus 
Standard Grey (leather, bow) 

a 

Layer 1 Stage: Pallid Wych Flesh 
(armour), Ulthuan Grey (skin;, 
Ogryn Camo (cloth trim), Evil 
Sunz Scarlet (tassels),Thousand 
Sons Blue (trousers), Fulgurite 

. copper (brass) 

• 
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Layer 2 Stage: Temple Guard 
Blue (armour), Pallid Wych Flesh 
(skin), Fenrisian Grey (cloth, cloth 
trim), Balor Brown (boots, bow), 
Runefang Steel (metal), Emperor's 
Children (tassels) 

Layer 2 Stage: Pallid Wych Flesh 
(skin), Screaming Skull (cloth, 
cloth trim), Ushabti Bone (tassels), 
Hashut Copper (brass), Blood For 
The Blood God (gems), Sybarite 
Green (cloth), Administratum 
Grey (leather, bow) 

Layer 2 ·Stage: White Scar (armour, 
skin), Ahriman Blue (cloth, 
trousers), Fire Dragon Bright 
(tassels), Runefang Steel (metal), 
Dawnstone (boots), Blood For The 
Blo<i)d God (gem), Screaming Skull . 
(cloth trim) 

• 
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Basing Stage: Apply Astrogranite 
to the base. Shade with Agrax 
Earthshade. Drybrush with 
Terminatus Stone. Finally, add 
Middenland Tufts and patches of 
Valhallan Blizzard for the snow 

a 

Basing Stage: Apply Citadel 
Sand and rocks with PVA Glue. 
Paint earth Rhinox Hide and 
rocks Mechanicus Standard Grey. 
Drybrush earth Balor Brown. 
Shade rocks Agrax Eartµshade then 
drybrush Ad.ministratum Grey . 

a 

Basing Stage: Apply Martian 
lronearth Texture paint to the base. 
Drybrush with Eldar Flesh, and 
add Middenland Tufts for the gi:ass 

• 

• 
• 
' 

• 
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FORC-E-S OF . 

THEIDONETH 
Welco1ne to the rules section of Battletome: Idoneth Deepkin. On the 
following pages, you will find all of the rules you need to field your 
Ido11eth Deep kin collection and bring the wrath of the abyss to the 
battlefields of the Mortal Realms. 

@ ARMY RULES ~ 

ALLEGIANCE 
ABILITIES 
This section describes the 
allegiance abilities available to an 
Idoneth Deepkin army. The rules 
for using allegiance abilities can 
be found in section 27.0 of the 
core rules. 

BATTLE TRAITS 
Abilities available to every unit 
in an Idoneth Deepkin army 
(pg 64-65). 

ENHANCEMENTS 
COMMAND TRAITS 
Abilities available to the general of 
an Idoneth Deepkin army if it is a 
HERO (pg 66-67). 

ARTEFACTS OF POWER 
Artefacts available to HEROES in an 
Idoneth Deepkin army (pg 67-6_8). 

MOUNT TRAITS 
Abilities available to DEEPMARES 

and LEVIADONS in an Idoneth 
Deepkin army (pg 69). 

SPELL LORES. . 
Spells available to WIZARDS in an 
Idoneth Deepkin army (pg 69). 

• 62. 
• 

' ' ,. 

ENCLAVES 
Abilities for the 6 main enclaves. 
These rules can be used by units 
in an Idoneth Deepkin army that 
have been given the appropriate 
subfaction keyword by the 
Enclaves battle trait (pg 70 -71). 

WARSCROLLS 
Warscrolls for each unit from the . 
Idoneth Deepkin faction and the 
faction terrain warscroll for the 
Gloomtide Shipwreck are found 
here (pg 84-95). 
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PITCHED BATTLE 
PRC>FILES 
Thi.s section contains Pitched Battle 
profiles for the units and faction 
terrain feature in this battletome 
(pg 96). 

ALLIES 
This section lists the allies an 
Idoneth Deepkin army can include 
(pg 96). 

@ PATH TO GLORY @ 
This section contains rules for using 
your Idoneth Deepkin collection 
in a Path to Glory campaign. It 
includes quests, veteran abilities 
and battleplans (pg 72-77). 

BATTLEPLANS 
This section includes 2 unique 
narrative battleplans that are linked 
to your Path to Glory campaigns 
(pg 78-81). 

• 

... 

• 
' 
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WARSCROLL 
BATTALIONS 

• 

• 

This section includes warscroll 
battalions that can 'be included in 
an Idoneth Deepkin army (pg 82). 

Designer's Note: On these pages, 
you will find 3 warscroll battalions 
that represent the different 
formations that make up an 
Idoneth Phalanx. Each warscroll 
battalion has access to the ability 
presented below it. 

• 
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@ MATCHED PLAY ~ 

GRAND STRATEGIES 
When fighting a matched play 
battle that instructs you to pick 
a grand strategy, you can pick a 
grand strategy from this section if 
you are using an Idoneth Deepkin 
army (pg 83). 

BATTLE TACTICS 
When fighting a matched play 
battle that instructs you to pick 
battle tactics, you can pick battle 
tactics from this section if you are 
using an Idoneth Deepkin army 
(pg 83). 
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ALLEGIANCE. ABILITIES • 

BATTLE TRAITS 

' 

ENCLAVES 
Each of the different Idoneth enclaves has its own 
culture and methods of waging war. 

You can pick 1 of the following subfactions for 
your army (core rules, 27.2.1). All lDONETH 

DEEPKIN units in your army gain the keyword 
of the subfaction you picked, and you can use the 
allegiance abilities for that subfaction. If a unit 
already has a different subfaction keyword on its 
warscroll, it cannot gain another one. This does 
not preclude you from including the unit in your 
army, but you cannot use the allegiance abilities for 
its subfaction. 

• IONRACH (pg 70) 
• NAUTILAR (pg 70) 
• MoR'PHANN (pg 70) 
• FUETHAN (pg 71) 
• DHOM-HAIN (pg 71) 
• BRIOMDAR (pg 71) 

FORGOTTEN NIGHTMARES 
The Idoneth disappear from the consciousness of 
their enemies almost instantly, leaving only a feeling 
of unease, like a dimly remembered nightmare. 

Friendly IDONETH DEEPKIN units can only be 
picked as the target of a shooting attack if they are 
the closest eligible target to the attacking model. 

• , 

• . 

• 

TIDES OF DEATH 
The Idoneth Deep kin destroy their enemies like the 
relentless tides of a perilous sea, building up their 
attack to a crashing crescendo and then receding to 
leave nothing but death in their wake. 

A different Tides of Death ability applies to your 
army in each battle round, as shown on the Tides of 
Death table below. 

l 

Battle 
Round 1 

Battle 
Round 2 

Battle 
Round 3 

TIDES OF DEATH TABLE 

Low Tide: The Idoneth Deep kin move 
towards the foe, their appearance eerily 
refracted and distorted, like an object 
seen through water. 

In this battle round, friendly IDONETH 

DEEPKIN units are treated as being 
1n cover. 

Flood Tide: The Idoneth Deepkin attack 
suddenly, swirling around the foe and 
trapping the unwary. 
• 
In this battle round, friendly IDONETH 

DEEPKIN units can run and still shoot or 
charge in the same turn. 

High Tide: The Idoneth Deepkin surge 
forward and fall upon the foe, smashing 
them with the speed and fury of 
gale-blown waves. 

In this battle round, the strike-first 
effect (core rules, 12.4) applies to 
friendly IDONETH DEEPKIN units. 

Ebb Tide: Their work done, the Idoneth 
Deepkin withdraw from the fray, leaving 
the enemy's dead behind like flotsam on 

Battle a storm-wracked beach. 
Round4 

In this battle round, friendly IDONETH 

DEEPKIN units caa retreat and still 
shoot or charge in the same turn. 

Battle Repeat the four Tides of Death steps, 
Round 5+ starting with Low Tide . 
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ISHARANN RITUALS 
'I;he Isharann use their arcane talents for a wide range of tasks, including building, healing, soul harvesting 
and war. They draw energies from the realms, the seas and their own repressed emotions, and can perform 
esoteric rituals that unleash this dark power upon the battlefield. 

In the first battle round, after the players have received their starting command points but before the start 
of the first turn, if your army includes any ISHARANN units, you can pick 1 of the following Isharann 
rituals to influence the ethersea during the battle. 

ISHARANN RITUALS TABLE 

Ritual of the Creeping Mist: This ritual beckons the chilling fogs of the ethersea to blind the enemy. 

Friendly IDONETH DEEPKIN units that are affected by the Low Tide ability cannot be picked as the target 
of a shooting attack unless the attacking model is within 12" of that unit. 

Ritual of the Surging Stream: This ritual summons swift currents in the ethersea that speed the advance 
of the Idoneth as they launch their assault upon the foe. , 

Add 1 to run rolls and charge rolls for friendly IDONETH DEEPKIN units that are affected by the Flood 
Tide ability. 

Ritual of Deep-sight: This ritual imbues the ethersea with energies and stimuli that are more readily 
perceived by the blind Namarti, enhancing their already exceptional senses in the face of danger. 

Friendly NAMARTI units that are affected by the High Tide ability have a ward of 5+. 

Ritual of the Spiteful Riptide: Under the influence of this ritual, the irresistible pull of the ethersea as the 
Idoneth suddenly recede snatches unwary enemies from their feet and drags them to their doom. 

Before a friendly IDONETH DEEPKIN unit that is affected by the Ebb Tide ability retreats, roll a dice for 
each enemy unit within 3" of that unit. On a 4+, that enemy unit suffers D3 mortal wounds. 
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ENHANCEMENTS 
• 

COMMAND TRAITS • 

• • 

Born From A,.gony: The 
unimaginable suffering the 
ldoneth endured before their 
liberation from Slaanesh has 
inured this warrior to pain. 

At the end of the battleshock 
phase, you can roll a dice for this 
general. On a 6, heal all wounds 
allocated to this general. 

TRAITS OF THE AKHELIANS 
AKHELIAN HERO general only. 

Lord of Storm and Sea: This 
general is a living embodiment of 
the glory of Mathlann, and is an 
inspiration to all those that still 
worship the Lord of the Deeps. 

Do not take battleshock tests 
for friendly IDONETH DEEPKIN 

units wholly within 12" of 
this general. 

TRAITS OF THE ISHARANN 
ISHARANN HERO genei;-al only. 

Unstoppable Fury: When the 
ldoneth fall upo!1 their foe at the 
climax of a battle, this warrior is 
an unstoppable force. 

While this general is affected by 
the High Tide ability from the 
Tides of Death table (pg 64), for 
each enemy unit within 3" of 
them during the combat phase, 
add 2 to the Attacks characteristic 
of their melee weapons until tl!e 
end of that phase. 

Hunter of Souls: This general seeks neither glory 
or territory; their only interest is the capture of 
mortal souls. 

Teachings of the Turscoll: This lsharann utilises 
their potent arcane talents to manipulate the ethersea 
to allow their Phalanx to dominate the battlefield. 

At the start of the combat phase, if this general 
is within 3" of an enemy HERO or enemy unit 
champion, you can roll a dice. On a 3+, that enemy 
HERO or unit champion suffers D3 mortal wounds. 

Merciless Raider: This grim-eyed warrior has 
no empathy for his victims and lacks any form of 
kindness or forgiveness, 

If the unm~dified hit roll for an attack made by this 
general is 6, that attack autoniatjcally wounds the 
ta.tget (do not make a wound rol!)-

• 
. . • • 

• 
;; 

" 

• 

If this general is on the battlefield at the start of the 
first battle round, before priority is determined, 
you can declare that the Tides of Death table will be 
reversed for your ar1ny. If you do so, the Ebb Tide 
ability applies in the first battle round, the High 
Tide ability applies in the second battle round, the 
Flood Tide ability applies in the third battle round, 
and the Low Tide ability applies in the fourth battle 
round. From the fifth battle round, the four Tides of 

. . . 
Death steps are repeated ih this order, starting •with 
Eqb Tide. 
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Ancient Pride: This incarnation 
of Mathlann fights with the 
stubborn pride of a thousand 
Idoneth souls. 

If the unmodified hit roll for an 
attack made with a melee weapon 
that targets this general is 1 or 
2, that attack fails and the attack 
sequence ends. 

• 
• .. 

• 

TRAITS OF THE EIDOLONS 
EIDOLON general only. 

Nightmare Legacy: The 
repressed horror of the Idoneth 's 
long incarceration emanates 
from this dark-visaged Eidolon in 
palpable waves of doom. 

ASPECT OF THE STORM only. 
At the end of the charge phase, 
you can pick this general to carry 
out a monstrous rampage even 
though it is not a MONSTER. 

• 

Endless Sea Storm: This 
manifestation of Mathlann 
relentlessly batters the foe with 
endless waves of arcane energy. 

ASPECT OF THE SEA only. If 
this general successfully casts a 
spell that is not unbound ,,v-ith 
an unmodified casting roll of 7+, 
this general can attempt to cast 1 
extra spell in that phase. 

ARTEFACTS OF POWER 

. 
• 

AKHELIAN ARTEFACTS 
AKHELIAN HERO only. 

Disharmony Stones: These rare deepwater r:ocks 
can be attuned to the soul-force of a mortal being. If 
two of them are struck together, the resulting burst of 
discordant energy can cause dreadful harm to those 
connected to them. 

Once per battle, at tl1e start of your hero phase, 
pick up to 2 enemy HEROES within 12" of the 
bearer. Your opponent must then choose 1 of the 
following options: ' 

a) Roll a dice for each HERO you picked. On a 3+, 
. that HERO suffers 1 mortal wound. 

b) Roll a dice for each HERO you picked. On a 5+, 
that HERO suffers D3 mortal wounds. 

c) Each HERO you picked suffers D3 mortal 
wounds. Then, roll a dice. On a 4+, the bearer 
suffers D3 mortal wounds. 

• 

• 

• • 
\ 

Potion of Hateful Frenzy: Distilled from the blood 
of the mighty ketus-shark, this potion turns the 
drinker into a hatejuelled engine of destruction but 
leaves them exhausted once the effects wear off. 

• 

Once per battle, at the start your hero p,hase, you 
can say the bearer will drink this potion. If you do 
so, until the end of that turn, add 1 to hit rolls and 
wound rolls for attacks made by the bearer, add 1 
to the Attacks characteristic of the bearer's melee 
weapons and add 1 to run rolls and charge rolls {or 
the bearer. However, at the start of the next hero , . 

phase, the bearer suffers D3 mortal wounds and 
cannot pile-in until the end of that turn. 

Armour of the Cythai: This gleaming panoply 
was given by Teclis to the ancestors of the Idoneth. 
Upon the command of its bearer, it can radiate the 
power of Hysh - a fitting property for a gift from the 
Great Illuminator. 

If the unn1odified hit roll for an attack that targets 
the bearer is 6, all effects that would be triggered by 
that roll are ignored. 
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ISHARANN ARTEFACTS 

ISHARANN HERO only. 

Dritchleech: Incredibly rare, these worms feed 
upon magic and are capable of draining arcane 
energies. The Isharann long ago became inured to the 
dritchleech's effects, but the same cannot be said for 
other spellcasters. 

Subtract I from casting rolls, unbinding rolls and 
dispelling rolls for enemy WIZARDS within 18" of 
the bearer. This ability has no effect on IDONETH 

DEEPKIN units. 

Rune of the Surging Gloomtide: This runic sigil 
can be used to summon a phantasmal riptide that 
hastens the arrival of ancient wreckages adrift in the 
great currents of the ethersea. 

Once per battle, at the end of your first movement 
phase, you can say that the bearer will summon a 
Gloomtide Shipwreck from the ethersea. If you do 

• 

so, you can set up 1 Gloomtide Shipwreck wholly 
within 12" of the bearer and more than 3" fron1 all 
1nodels, objectives, other terrain features, endless 
spells and invocations, and add it to your army. 

Brain Barnacles: Dreaded parasites of the deep, 
brain barnacles are microscopic arthropods native to 
the ethersea which the Idoneth harvest and capture· 
in vials. When released, the tiny creatures seek 
to attach themselves to the brain of any sentient 
creature and feed off their thoughts. 

Once per battle, at the start of your hero phase, you 
can pick 1 enemy HERO within 12" of the bearer 
and roll 2D6. If the roll in inches is equal to or 
greater than the distance between the bearer and 
that enemy HERO, subtract 1 from hit rolls and 
wound rolls for that enemy HERO for the rest of _ 
the battle. 

EIDOLON ARTEFACTS 
EIDOLON HERO only. 

Bio-shock Shell: This mollusc shell has fossilised 
within a Fangmora den over thousands of years. 
It has absorbed so much of the creatures' crackling 
energy that it now acts as a generator, whose pent-up 
electrical fury can be released by the bearer at need. 

Once per battle, at the start of the combat phase, 
you can say the bearer will use the Bio-shock Shell. 
If you do so, pick 1 enemy HERO within 9" of the 
bearer that is visible to the1n and roll 3D6. If the 
roll is greater than that enemy HERO's Bravery 
characteristic, the strike-last effect applies to that 
enemy HERO until the end of that phase. 

Whorlshell: This spirit-sensitive shell opens a 
whirling passageway through the ethersea that 
allows its audience to view the bearer's most 
repressed memory. Those without the strength of 
will to bear the knowledge of this terrible secret find 
themselves pulled into.an abyss of despair. 

Once per battle, at the start of the combat phase, 
you can say the bearer will unleash the power of the 
Whorlshe11. If you do so, until the end of that phase, 
if the unmodified hit roll for an attack made with a . 
mele,e weapon that targets the bearer is 1 or 2, that 
attack fails and the attack sequei:ce ends . 

• 
• • 

• 

• •• 

Kraken Tooth: This fragment of the sword-length 
tooth of a Ghurish kraken can be used to summon a 
manifestation of the ferocious beast's slavering maw. 

Once per battle, in your shooting phase, you can 
pick 1 enemy unit within 12" of the bearer that is 
visible to them and roll a dice. Then, look up the 
result below: 

1 N_one Binds the I<:raken: The bearer suffers D3 
mortal wounds. 

2-5 The Kraken is Released: The target suffers D3 
mortal wounds. 

6 A Tasty Morsel: Pick 1 model from the target 
unit. If that model has a Wounds characteristic 
of less than 10, it is slain. If that model has 
a Wounds characteristic of 10 or more, that 
model suffers 2D6 mortal wounds. 
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·MOUNT TRAITS 
You can pick 1 DEEPMARE and 1 LEVIADON in your army to have 1 of the following mount traits. 

• 

BOND-BEAST TRAITS 

Swift-finned Impaler: This steed wields the spiral 
horn on its brow to devastating effect. 

DEEPMARE only. If the roll for this unit's Deepmare 
Horn ability is 6, the target suffers D6 mortal 
wounds instead of D3 mortal wounds. 

Savage Ferocity: Few foes can withstand the 
snapping jaws, raking talons and lashing tails of this 
ferocious Deepmare. 

DEEPMARE only. Add 1 to the Attacks characteristic 
of this unit's Fangs and Talons and its Lashing Tails. 

Voidchill Darkness: This abyssal breed of 
Deepmare can turn the ethersea around it ice-cold 
and dark. 

DEEPMARE only. Subtract 1 from hit rolls for attacks 
made by enemy units that are within 3" of this unit. 

Ancient: The carapace of this beast is encrusted with 
thick layers of algae and clusters of shardshells. 

LEVIADON only. If the Rend characteristic of a 
weapon used for an attack that targets this unit is -1, 
change it to'-' for that attack. 

Denizen of the Darkest Depths: Born in 
the crushing depths, this beast has evolved an 
unbelievably strong skeleton and shell. 

LEVIADON only. Subtract 1 from wound rolls for 
attacks made with melee weapons that target this 
unit that have a Damage characteristic of 1. 

Reverberating Carapace: The honeycombed shell of 
this beast amplifies the effect of its crew's void drum. 

LEVIADON only. Increase the range of this unit's 
Void Drum ability from 12" to 15". 

SPELL LORES 

• 
' 

. 
• 

LORE OF THE DEEPS 
IDONETH DEEPKIN HERO W IZARD (including Unique units) only. 

Steed of Tides: The wizard conjures a watery 
elemental to transport themselves or a comrade. 

Steed of Tides is a spell that has a casting value of 5 
and a range of 6". If cast, pick 1 friendly HERO that is 
not a MONSTER and that is within range and visible 
to the caster. Remove that HERO from the battlefield 
and set irup again on the battlefield more than 9" · 
from all enemy units. A unit set up with this ability 
cannot move in the following movement phase. 

Counter-current: The wizard summons a powerful 
current ii: the ethersea that fl.ows against the 
advance of a group of foes, hindering their progress. 

Counter-curre_nt is a spell tnat has a casting value of 
6 and a range of 18". If cast, pick 1 enemy unit within 
range and visible to the caster. Until your next hero 
phase, l1alve run rolls and charge rolls for that unit . 

• 
. 
• 

• • 
• 

• 

Pressure of the Deep: The wizard enfolds their 
victim in a shimmering bubble of crushing force. 

Pressure of the Deep is a spell that has a casting 
value of 7 and a range of 12". If cast, pick 1 enemy 
model within range that is visible to the caster and 
roll a dice. If the result is greater than that model's 
Wounds characteristic, that model is slain. 

Arcane Corrasion: The spellcaster pushes forth a 
wave of aetheric energy that picks up rubble from the 
ground and hurls it at the foe. 

Arcane Corrasion is a spell that has a casting value 
of 6 and a range of 12". If cast, pick 1 enemy unit 
within range and visible to the caster. Worsen the 
Rend characteristic of that unit's melee weapons by 
1 until your next hero phase. 
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ENCLAVES • 

• 

IONRACH • I 

As the oldest of the Idoneth enclaves, the lonrach are heirs to a legacy of deeds 
that have shaped the destiny of their entire race. Their Akhelian leaders are 
particularly aware of their people's proud history, and they strive ever to live up to 
the storied actions of their forebears. 

Legacy of Glory: The Akhelian leaders of the Ionrach are unmatched in their strategic 
daring, a quality that has inspired the enclave's Phalanxes to many glorious victories. 

You can carry out this heroic action with a friendly IONRACH AKHELIAN HERO 

instead of any other heroic action you can carry out with that HERO. If you do so, pick 
1 friendly IONRACH AKHELIAN unit wholly within 12" of that HERO. Until the end of 
that turn, you can choose for that unit to be affected by either the Flood Tide or Ebb 
Tide ability from the Tides of Death table in addition to any other abilities from the 
Tides of Death table they are affected by. 

NAUTILAR 

The Phalanxes of the Nautilar have gro,vn expert in defending their 
moving city, turning to the might of their Leviadon guardians to ensure 
its continued safe passage. Consequently, the ma'harrs of the enclave have 
perfected the art of performing line-shattering assaults with these beasts. 

Crushing Assault: At a command from its ma'harr, the Leviadon performs a 
trained manoeuvre, plunging deep into _the melee and utilising its great mass 
and monstrous strength to crush heavily armoured foes. 

You can carry out this monstrous rampage with a friendly NAUTILAR 

LEVIADON instead of any other monstrous rampage you can carry out 
with that LEVIADON. If you do so, change the Rend characteristic of that 
LEVIADON's Massive Scythed Fins and Crushing Jaws to -3 until the end of the 
next combat phase. 

MOR'PHANN 

Surrounded by chill mists and speaking in voices little more than whispers, 
even other Idoneth find the Mor'phann disquieting. The skill of their 
Soulrenders at healing Namarti mid-battle is second to none, th~ugh they 
are extremely secretive about the exact methods they employ. 

Soul-magic Adepts: Mor.'phann Soulienders raise Namarti back almost as 
quickly as, they fall in battle. 

. ' 

If the Lurelight ability of a friendly MoR'PHANN SOULRENDER affects a 
friendly MoR'~HANN NAMARTI unit, add 3 to the numb~r of slain models that 
al'e returned to that unit. 
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FUETHAN 

The militant Fuethan care little for words, far preferring actions and deeds. 
They make widespread use of Allopexes in their Phalanxes, seeing much of 
their own·ferocity in these apex ocean predators . 

Bloodthirsty Shiver: The Allopexes of the Fuethan prowl the battlefield in groups, 
overwhelming their prey with lightning speed and unrelenting aggression. 

You can include Bloodthirsty Shivers in your army (pg 96). At the start of the 
combat phase, you can pick 1 unit from each Bloodthirsty Shiver in your army. If 
you do so, until the end of that phase, if the unmodified hit roll for an attack 1nade 
with that unit's Ferocious Bites is 6, that attack scores 2 hits on the target instead of 
1. Make a wound and save roll for each hit. If the attacking unit is within 3" of 1 or 
more other units from the same Bloodthirsty Shiver, its Ferocious Bite scores 3 hits 
on an un1nodified hit roll of 6 instead. 

DHOM-HAIN 

• 

• 

Other enclaves believe the Dhom-hain exhibit degrees of savagery unbecoming of aelves, 
likening the1n to the less enlightened races. In turn, the Dhom-hain lvilfully ignore the 
other enclaves, considering them arrogant, misguided and overly meddlesome. 

Namarti Savages: The Namarti warriors of the Dhom-hain are renowned as especiaily 
fearsome and cunning.fighters with an instinctual understanding of the flow of battle. 

If you take the first turn in the current battle round, in your combat phase, after a friendly 
DHOM-HAIN NAMARTI unit has fought for the first time in that phase, if there are no 
enemy units within 3" of that DH OM-HAIN NAMARTI unit, you can attempt a charge with 
that unit if it is within 12" of any ene1ny 1.1nits. If that DHOM-HAIN NAMARTI unit finishes 
that charge move within ½" of an enemy unit, you can pick that unit to fight for a second 
tilne 111 that phase when it is your turn to do so. If you take the second turn in the current 
battle round, when a friendly DHOM-HA IN HERO issues the Redeploy comm.and to a 
friendly DHOM-HA IN NAMARTI unit, you can pick up to 3 friendly DHOM-HAIN ijAMARTI 

units to receive the command instead ofonly 1 friendly unit. 

BRIOMDAR 

Seeking reclusion, the Idoneth that b.ecame the Briomdar branched off fron1 
the loni:ach and settled in the Green Gulch in Ghyran. The undersea forests 
of that region have since had much influence on their development. They are 
masters of stealth and ambush, and can move swiftly through dense terrain. 

Supreme Soulscryers: The exemplary skill of Briomdar Soulscryers sets them 
apart from their counterparts in other enclaves. They are experts at guiding their 
raiding pq.rties to encircle and entrap their prey. 

During deployment, if you set up a friendly BRIOMDAR SouLSCRYER using the 
Finder of Way~ ability, up to 3 friendly BRIOMDAR IDONETH DEEPKIN units can 

. join tliat SobLSCRYER instead of up to 2. In addition, when you set up any units 
that join that SouLSCRYER, you can set up those units wholly within 12" of that 
SouLSCRYER. a-ad more than 9" from all enemy unit.s . 
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PATH TO GLORY . 
The follo,ving section includes rules for your Path to Glory-campaign if 
you are using an Idoneth Deepkj.i:t army. 

• 
• 

QUOTA OF SOULS 
To sustain the ever-growing Idoneth empire, the enclaves are charged with 
the retrieval of souls to both aid their capital city and bolster the ranks of 
their Phalanxes. The nature of this resource is especially rare, and in such 
demand that there is often too little to meet both their city's quota and 
the needs of the Idoneth armies. Thankfully, however, there is no better 
opportunity for the warriors of the deep to meet their quota than through 
the tides of carnage. 

Each time an enemy unit is destroyed by an attack made with a melee 
weapon by a friendly IDONETH DEEPKIN unit, you can say that your 
warriors will attempt to steal the souls of their defeated foes. If you do 
so, roll a number of dice for that enemy unit as described below. Each 
of these rolls is called an extraction roll. For each 4+, a soul from the 
destroyed unit is successfully stolen and your soul quota is increased by 1. 

Destroyed Enemy Unit 

HERO or M ONSTER 

Wounds characteristic of 3 or 
more, not a H ERO or MONSTER 

Wounds characteristic of 2 or less 

EXltraction Rolls 

2D6 

6 

3 
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GIFTS OF THE SOUL-RAIDS 
Once captured, the souls of the defeated are returned to the Idoneth's 
capital cities. Here, they are utilised by the Isharann to meet the constant 
demands of their empires, many of whom are more than aware of the 
gradually increasing deficit and the generals that skew the numbers to 
maintain their battlelines. 

During step 2 of the aftermath sequence, you can spend souls from 
your soul quota to in1prove casualty rolls for a unit or to determine the 
outcome of an injury roll. 

Before you make a casualty roll for an IDONETH DEEP KIN unit, if your 
soul quota is 3 or more, you can subtract D3 from your soul quota to 
reduce tl1e number of dice you must roll for that casualty roll by 1. 

Before you make an injury roll for an I DO NETH DEEPKIN unit, if your 
soul quota is 3 or more, you can subtract D3 from your soul quota to treat 
that injury roll as a Minor Injury (do not roll the dice). 

During step 7 of the aftermath sequence, each time you recuperate a unit 
that has suffered casualties or reinforce a unit on your order of battle, you 
can spend souls from your soul quota instead of glory points to meet the 
cost of doing so. In such cases, 1 soul is the equivalent of 1 glory point, 
and you can spend any combination of souls and glory points to meet 
the cost. Each time you spend a soul in this way, subtract 1 from your 
soul quota. 

At the end of the aftermath sequence, you deliver the remaining souls to 
your capital city and your soul quota is reduced to 0. 
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QUESTS 
When you pick a quest, you can pick from the following quests in·addition to those in the Core Book. 
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·VETERAN ABILITIES· 

• 

·-- . -· .--, .-,.--~..,,,­
• • 

Each time an IDONETH DEEPKIN unit on your Path to Glory roster gains a veteran ability, you can pick from 
the following veteran abilities in addition to those in the Core Book. 

-~ IDONETH DEEPKIN VETERAN ABILITIES 

Soul Harvesters: Over many battles, these warriors have perfected the art of the strike that incapacitates but 
does not immediately slay, allowing the Soulrenders to perform their grim duty at their leisure and ensuring no 

souls elude capture by the Idoneth. 

This unit ca11 use this veteran ability once per battle at the start of the combat phase. When it does so, increase 
your soul quota by 1 for each enemy model slain by an attack made by this unit in that phase. 

Abyss Dwellers: These warriors let the fear of drowning.fill the minds of their foes before delivering a swift 

killing blow to put them out of their misery. 

This unit can use this veteran ability once per battle, at the end of your charge phase. When it does so, until 
the end of that turn, this unit is affected by the High Tide ability from the Tides of Death table (pg 64) in 
addition to any other abilities fr6n1 the Tides of Death table it is affected by, even if it is not the appropriate 
battle round. 

Tsunami Strikers: At an unspoken command from their leader, this band of grizzled veterans pierces the 
enemy ranks as a combined force, overwhelming their targets in a fearsome torrent of attacks. 

TI1is unit can use this veteran ability once per battle at the start of the con1bat phase. When it does so, until 
the end of that phase, if the unmodified hit roll for an attack made with a melee weapon by this unit is 6, that 
attack scores 2 hits on the target instead of 1. Make a wound and save roll for each hit. 

Flash-flood Militia: These Idoneth have trained to swiftly flow around and surround the foe, timing their 
• 

assaults with the movements of the ethersea. 

This unit .can use this veteran ability once per battle, at the start of your hero phase. When it does so, until the 
end of that turn, this unit is affected by the Flood Tide ability (pg 64) in addition to any other Tides of Death 
ability it is affected by, even if it is not the appropriate battle round. 

Summoners of the Gloomtide: These warriors favour fighting in the waters nearest to Gloomtide Shipwrecks 
to best utilise the protection they provide. Such is their dependence on these encrusted wrecks that they have 
devised a means of bringing them to the battlefield. 

This unit can use this veteran ability at the start of your first hero phase. When it does so, you can set up a 
Gloomtide Shipwreck terrain feature that consists of 1 scenery piece wholly within 12" of this unit and 1nore 
than 3" from all objectives and other terrain features. 

Ritual Practitioners: After a lifetime of becoming attuned to the ethers ea, these warriors have drawn from 
teachings of the Isharann and can contribute to their deadly battle-rituals. 

This unit has the 'Master of the Ethersea' ability from the Isharann Tidecaster warscroll (pg 88) . 

• • 
• 

• 

• 

• 

• 

• • 

• 

\ . . 
• 

75 . 
, 

•• 

• 

• 

' 



. , 

' I 
' 

ll 

• 

, 
·, 

• 
• 

• 
• ♦ 

• 

• 

• • 

TERRITORIES • 

• 

When making an exploration roll, if the roll is 61-66, that roll will correspond to a territory on the table below. 
Alternatively, you can pick 1 result from the Territories table in the Core Book that corresponds to a roll of21-42 . 

IDONETH DEEPKIN FACTION TERRITORIES (D66) 

61 THE PITCH-BLACK ABYSS 
Your scouts find nothing of value in this region. 
This territory cannot be controlled. 

62 CONCEALED WHIRLWAY 
The tidal networks of these arcane vortexes allow the 
Idoneth to travel vast distances between the realms' 
oceans in moments, allowing them to swiftly establish 
outposts in strategically advantageous locations. 
This territory cannot be controlled, but you can pick 
any other territory from this table to control instead. 

63 UNDERSEA VOLCANO 
The elemental force of the thermal vents in. this 
region can be harnessed by the Isharann to speed the 
Idoneth 's passage through the ethersea when they 
launch their soul-raids. 
You can never have more than 1 territory of this 
type. This territory has no effect until it is upgraded. 
[Upgrade IOGP] Ethersea Stream: During 
deployment in a Path to Glory battle, if you can set 
up reserve units, you can set up 1 friendly IDON ETH 

DEEPKIN unit as a reserve unit in addition to any 
other units you can set up as reserve units. If you do 
so, at the end of your movement phase, you can set 
up that unit on the battlefield more than 7" from all 
enemy units. 

. ' 

• 

64 DESERTED ISLAND 
This isolated sliver of land will provide a useful 
position to monitor enemy movements and further 
protect the borders of your domains. 
You can never have more than 1 territory of this 
type. In step 4 of the aftermath sequence, roll a dice 
if you won a major victory in the battle. On a 3+, 
add 1 to the number of quest points you gain towards 
your quest (if applicable). 

65 SEAMOUNT OVERLOOK 
This well-placed natural vantage point gives your 
enclave greater scope through the fog of war, helping 
you to identify potential targets for soul-raids or to 
determine if it is safe to expand your borders. 
You can never have more than 1 territory of this type. 
Each time you upgrade a territory, reduce the cost of 
doing so by D3 glory points (to a minimum of 0). 
[Upgrade ISGP] Established Observatory: You can 
make 2 exploration rolls in the aftermath sequence 
instead of 1. 

66 CHORRILEUM PLATEAU 
Your scouts discover an ideal location for a new 
chorrileum, which will bring respite to your ever­
dwindling soul quota. 
This territory has no effect until it is upgraded. You 
can never have more than 1 territory of this type. 
[Upgrade IOGP] Rooted Soul Reef: At the start 
of the aftermath sequence, you can add 3 to your 
soul quota. 
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·IDONETH· DEEPKIN NAME GENERATOR 
You can use these tables to generate names for your Idoneth warriors; roll a D6 to generate the result, or simply 
pick the one you like best. There are names for Idoneth nobility (Akhelians and Isharann), Namarti and bond­
beasts, as well as examples of some of the deep-sea creatures that your champions might keep as familiars. These 

. confer no in-game benefit, but are a great way to add personality to your collection. 

I NOBILITY FIRS'F NAMES (D6) 

1. Othras 

2. Pelainn 

3. Gweon 

4. Vhairith 

5. Tsurr 

6. Mairayth 

SEA-BEAST FA,i\lIILIARS (Dl4) 

1. Dritchleech 

2. Moon Orbilar 

3. Malefic Sere et 

4. Shrask Eel 

5. Snapping Bron 

6. Phantasmaray 

• 

• 
• 

. 
• 

• 

• 

• 

• 

NOBILITY LAST NAMES (D6) I NAMARTI NAMES (D6) 

1. Namarilon 1. Trnh6r 

2. B6rnassus 2. Vion 

3. Ictheyann 3. Kleon 

4. Thalassin 4. Anaer 

5. Ghal-druinn 5. Selon 

6. Pleurannos 6. Enoth 

I BOND-BEAST NAMES (D6) 

7. Hippocampus 1. Oboros 

8. Juvenile Quadtare 2. Sabrefang 

9. Zephyrfish 3. l(elpstrider 

10. Shellfort Crab 4. Vorpos 

1 L Direbrine Angler 5. Bladefin 

12. Whorlscuttler 6. Atarul 

Sea-beast Familiars 

• 
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-MATCHED PLAY 
If the battlepack you are using says that you must pick grand strategies and battle tactics for your army, you 
can pick from the following lists as well as those found in the battlepack you are using. 

· GRAND STRATEGIES 

• 

• 

After you have picked your army, you can pick 1 of the grand st rategies below and record it on your army roster. 

METHODS OF THE SOUL-HARVEST 
Idoneth Deepkin army only. 

Akhelian Pursuit: When the battle ends, you 
complete this grand strategy if there are 3 or 
more friendly A KHELIAN units wholly within 
enemy territory. 

The Creeping Gloomtide: When the battle ends, 
you complete this grand strategy if there are 
any Gloomtide Shipwrecks in your army on the 
battlefield and all of them are more than 3" from all 
enemy units. 

BATTLE TACTICS 

Dominion of the Deep One.s: When the 
battle ends, you complete this grand strategy 
if the only MONSTERS on the battlefield are 
friendly L EVIADONS. 

Namarti Assault: When the battle ends, you 
complete this grand strategy if 2 or more friendly 
NAMARTI units are within 3" of any enemy units, 
or if the only Battleline units on the battlefield are 
friendly NAMARTI units. 

At the start of your hero phase, you can pick 1 of the battle tactics below. You must reveal your choice to your 
opponent, and if your battle tactic instructs you to pick something, you must tell your opponent what you pick. 
You have until the end of that turn to complete the battle tactic. You cannot pick the same battle tactic 1nore 
than once per battle. · 

THE CURRENTS OF BATTLE 
Idoneth Deepkin army or:ily . 

Assassins of the H igh Tide: You complete this 
battle tactic if 2 or more enemy units are destroyed 
during this turn by attacks made by friendly 
IDONETH DEEPKIN units that are affected by the 
High Tide ability. 

Predators of the Deep: Pick 1 unit in your 
opponent's starting-army that is on the battlefield, 
that has a Wounds characteristic of 8 or more and 
that has 0. wounds allocated to it. You complete this 
tactic if t~at unit is destroyed during this turn by a 
friendly A KHELIAN A LLOPEXES unit. 

Revenge of th_e Namarti: You complete this battle 
tactic if _an enemy H ERO or M ONSTER is destroyed 
during this turn by an attack made by a friendly 
NAMARTI unit. 

• 

• 
• 
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Deny Trespassers: Pick 1 Gloomtide Shipwreck in 
your ar1ny that is within 12" of any enemy units. 
You complete this battle tactic if that Gloomtide 
Shipwreck is more than 12" from all enemy units at 
the end of this turn. 

Trapped in the Undercurrents: You complete 
this battle tactic if 3 or more friendly I DONETH 

D EEPKIN units retreated and made a charge move 
during this turn. 

Isharann D ~fiance: When you reveal this battle 
tactic, pick 1 objective wholly within enemy 
territory. At the end of this turn, you complete 
this bat tle tactic if you coDtrol that objective and 
there is a friendly l s :HA RANN unit within 6" of 
that objective. 
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MELEE WEAPONS 
Spear of Repressed Fury 

Crulhook 

Sharp Fan~s 

An Eidolon of Mathlann, Aspect of 
the Storm, is armed with a Spear of 
Repressed Fury and a Crulhook. 

COMPANION: This unit is 
acco1npanied by a Stormshoal that 
attacks with its Sharp Fangs. 

FLY: This unit can fly. 

• • 

• 

• 
• • • 

• • ... 
• 

Ran ge Attack s To H it To Wound Rend Damage 

2" 4 3+ 
I II 4 3+ 

3" 2D6 4+ 

Stormshoal: The ethereal sea-creatures 
that swirl and dart around an Eidolon 
harry attackers, intercepting their blows 
and spoiling their aim. 

This unit has a ward of 5+. 

Crashing Upon the Foe: The Eidolon 
surges up into the sky before crashing 
down like a tidal wave, reforming to dive 
again and again until nothing is left of 
the enemy but soulless corpses. 

You can heal up to D3 wounds allocated 
to this unit after it makes a charge 1nove. 

Add 1 to the Attacks and Damage 
characteristics of this unit's Spear of 
Repressed Fury if it 1nade a charge move 
in the san1e turn. 

This unit can retreat and still charge in 
the same turn. 
·-

2+ -2 2 

2+ -1 2 

4+ 1 

Drench with Hate: The mere presence 
of an Eidolon in its warrior aspect is 
enough to imbue nearby Idoneth with a 
fierce and bitter hate. 

Add l to wound rolls for attacks 
n1ade with n1elee weapons by friendly 
IDONETH D EEP KIN units (excluding 
mounts) that are wholly within 12" of 
any friendly units with this ability. 

Pulled Into the Depths: The viciously 
barbed Crulhook can ensnare 
unfortunate foes. 

At the start of the combat phase, you 
can pick 1 enemy H ERO with a Wounds 
characteristic of 8 or less that is within 
3" of this unit. Add l to hit and wound 
rolls for attacks made by this unit that 
target that HERO in that phase. 

KEYWORDS O RDER, I DONETH D EEPKIN, AELF, H ERO, TOTEM, EIDOLON, ASPECT OF THE STORM 

. -~ 
. . . ~ 

Though the soul's of tfie Slaves to Darkn~ss are already forfeit, this does ,nqt stop the Idoneth from claiming them for their own ends. . . ·. . . . . 
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MISSILE WEAPONS 
Blasts of Abyssal Energy 

MELEE WEAPONS 
Psi-trident 

Deep-sea Sceptre 

Sharp Fangs 

An Eidolon of 
Mathlann, Aspect 

of the Sea, is armed 
with Blasts of Abyssal 

Energy, a Psi-trident and 
a Deep-sea Sceptre. 

WIZARD: This unit can 
attempt to cast 2 spells in 

your hero phase and attempt 
to unbind 2 spells in the enemy 

hero phase. 

COMPANION: This unit is 
accompanied by a Stormshoal that 
attacks v.rith its Sharp Fangs. 

FLY: This unit can fly. 

• 

• 

• 

• • • 

• • 

• 

Range Attacks To Hit To Wound Rend Damage 
12" D3 3+ 3+ -2 2 

Range Attacks To Hit To Wound Rend Damage 
2" 3 3+ 

l" 2 3+ 
3" 2D6 4 + 

Stormshoal: The ethereal sea-creatures 
that swirl and dart around an Eidolon 
harry attackers, intercepting their blows 
and spoiling their aim. 

This unit has a ward of 5+. 

Dormant Energies: The Isharann aspect 
of an Eidolon of Mathlann seethes with 
suppressed energies that it can draw 
upon at need. 

You can re-roll casting, dispelling and 
unbinding rolls for this unit. 

If this unit successfully casts any spells 
in your hero phase, you can heal up to 
D3 wounds allocated to this unit at the 
end of that phase. 

Tranquillity of the Abyss: An Eidolon 
in its aspect of the sea radiates an aura of 
unnatural tranquillity, calming any fears 
nearby Idoneth may harbour. 

Friendly IDONETH DEEPKIN units 
wholly within 18" of this unit have a 
Bravery characteristic of 10. 

3+ -2 2 
4+ -1 1 

4+ 1 

Cloying Sea Mists: The Eidolon 
brings forth cloying sea rnists that heal 
Idoneth Deep kin and send foes into a 
mystic slumber from which they will 
never awake. 

Cloying Sea Mists is a spell that has a 
casting value of 6 and range of 12". If 
cast, pick 1 friendly IDONETH DEEPKIN 

unit, or 1 enemy u nit, w ithin range 
and visible to the caster. If you picked a 
friendly IDONETH DEEPKIN unit, heal 
up to D3 wounds allocated to that unit. 
If you picked an enemy unit, that unit 
su ffers D3 mortal wounds. 

Tsunami of Terror: With a wave of its 
sceptre, the Eidolon sends forth invisible 
waves of fear that cause even the bravest 
of opponents to cower. 

Tsunami of Terror is a spell that has a 
casting value of 7 and range of 12". If 
cast, pick up to D3 enemy units within 
range and visible to the caster. Subtract 
1 fro1n save rolls for attacks made with 
melee weapons that target that unit 
u ntil your next hero phase . 

KEYWORDS ORDER, !DONETH DEEPKIN, AELF, HERO, W IZARD, EIDOLON, ASPECT OF THE SEA 
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MELEE WEAPONS 
The Astra Solus 

Fangs and Talons 
Lashing Tails 

Volturnos, High King of the Deep, is 
armed with the Astra Salus . 

WARM ASTER: If this unit is included 
in an Idoneth Deepkin army, it is 
treated as a general even if it is not the 
model picked to be the army's general. 

FLY: This unit can fly. 

MOUNT: This unit's Deepmare, Uasall, 
is armed with Fangs and Talons, and 
Lashing Tails. 

• • 

• 

• • • 

• 

• 

• • 

• • 

• 

• • 
• • 

• 

Range :Attacks To Hit To Wound Rend Damage 
l" 4 3+ 
2" 3 3+ 
2" 3 

Cealith, the High King's Shield: 
Cealith is said to have been crafted by 
Teclis himself. However it was created, 
the mystical aura it projects guards the 
bearer against malign magics. 

3+ 

Each time this unit is affected by a spell 
or the abilities of an endless spell, you 
can roll a dice. On a 3+, ignore the effect 
of that spell or the effects of that endless 
spell's abilities on this unit. 

First Among Akhelians: Volturnos 
is the greatest Akhelian King to have 
ever lived. His supreme skill and vast 
experience serve as an inspiration to all 
members of the Idoneth 's warrior caste. 

Add 1 to hit rolls for attacks made ,vith 
melee weapons by friendly AKHELIAN 

units (excluding mounts) wholly within 
12" .of this unit. 

3+ -2 3 

3+ -1 D3 

3+ 2 

Deepmare-Horn: Every Deepmare has a 
spiral horn upon its head, which it uses to 
gore the foe when it charges into combat. 

After this unit makes a charge move, 
you can pick 1 enemy unit witl1in l " of 
this unit and roll a dice. On a 2+, that 
enemy unit suffers D3 mortal wounds. 

Supreme Lord of Tides: At the High 
King's command, his warriors will attack 
with unrelenting fury if the tide is high. 

Once per battle, at the start of the 
combat phase, you can pick up to 3 
different friendly IDONETH DEEPKIN 

units that are affected by the High Tide 
ability from the Tides of Death table 
and are wholly within 12" of this unit. 
Add 1 to the Attacks characteristic of 
melee weapons used by the units you 
picked until the end of that phase. 

KEYWORDS 
ORDER, IDONETH DEEPKIN, IONRACH, AELF, HERO, AKHELIAN, AKHELIAN KING, 
VOLTURNOS 

MELEE WEAPONS 
Bladed Polearm 

Greats,vord 

Falchion 
Fangs and Talons 

Lashing Tails 

An Akhelian King is armed with 1 of 
the following weapon options: Bladed 
Polearm and Falchion; or Greatsword 
and Falchion. 

FLY: This unit can fly. 

MOUNT: This unit's Deepmare is 
armed with Fangs and Talons, and 
Lashing Tails. 

Akhelian Paragon: Each Akhelian 
King is a shining example of his caste, 
a master of battle whom all other 
Akhelians strive to emulate in battle. 

Add 1 to hit rolls for attacks made with 
melee weapons by friendly AKH·ELIAN 
units (excluding mounts) wliolly within 

. 9" of this unit. 

Range Attacks To Hit To Wound, Rend Damage 
2" 3 3+ 
I" 5 3+ 
l" 3 3+ 
2" 3 3+ 
2" 3 3+ 

Deepmare Horn: Every Deepmare has a 
spiral horn upon its head, which it uses to 
gore the foe when it charges into combat. 

After this unit makes a charge move, 
you can pick 1 enemy unit within l" of 
this unit and roll a dice. On a 2+, that 
enemy unit suffers D3 1nortal wounds. 

Wave Rider: When an Akhelian King 
charges the foe, their polearm hits with 
the power of a crashing wave. 

This unit's· Bladed Polearm has a Rend 
characteristic of ~3 and a Dan1age 
character istic of 3 if this unit made a 
charge move in the sa1ne turn. 

• 

2+ -2 

3+ -1 

3+ 
3+ -1 

3+ 

2 

2 

1 

D3 
2 

Lord of Tides: The warriors of the 
Idoneth will attack with unrelenting fury 
at the command of an Akhelian King. 

Once per battle, at the end of your 
charge phase, you can pick up to D3 
different friendly IDONETH DEEPKIN 
units wholly \\1ithin 12" of any friendly 
units with this ability. If you do so, 
until the end of that turn, the units you 
picked are affected by the High Tide 
ability from the Tides of Death table in 
addition to any other abilities from the 
Tides of Death table they are affected by. 

• 

• 
• 

KEYWORDS ORDER, IDONETH DEEPKIN, AELF, HERO, AKHELIAN, AKHELIAN KING 
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A Fuethan Phalanx launches a bloody ambush on a Khornate force prowling the Coast of Bone in Aqshy . 
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MELEE WEAPONS 
Pelagic Staff 
Vicious Bite 

An Isharann Tidecaster is armed with a 
Pelagic Staff. 

COMPANION: This unit is 
accompanied by a Spirit Guardian 
ar1ned with a Vicious Bite. 

WIZARD: This unit can attempt to 

' 

cast 1 spell in your hero phase and 
attempt to unbind 1 spell in the 
enemy hero phase. 

• 

• 

• 
• 

• 

• 

• 

• 
• 

• 

• 
. . 

Range Attacks To Hit To Wound Rend Damage 
2 

2 

4+ 3+ -1 2 

1 3+ 4+ 

Gifts of the Depths: Such is the 
connection between the Isharann and 
the ethersea that they can constantly 
manipulate its currents to protect 
themselves from harm. 

This unit has a ward of 5+. 

Master of the Ethersea: Adding their 
arcane mastery to Isharann rituals, a 
Tidecaster can manipulate the ethersea 
like no other. 

If any units with this ability are part 
of your army, you can pick 2 different 
Isharann rituals to influence the 
ethersea during the battle instead of 1. 

Riptide: Staring fixedly at a group of 
foes, the Tidecaster creates a sudden 
vacuum in the ethersea that' robs her 
victims of their breath. Those who do 
not drown where they stand are left 
disoriented and gasping for air. . 
Riptide is a spell that has a casting value 
of7 and range of 18". If cast, pick 1 
ene1ny unit within range and visible to 
the caster. That unit suffers D3 mortal 
wounds. In addition, subtract 1 from hit 
rolls for attacks made by that unit until 
your next hero phase. 

KEYWORDS ORDER, IDONETH DEEPKIN, AELF, H ERO, WIZARD, lSHARANN, TIDECASTER 

MELEE W EAPONS 
Bone Quill 

Tentacles and Hand Weapons 

Lotann, Warden of the Soul Ledgers, is 
armed with a Bone Quill. 

COMPANION: This unit is 
accompanied by an Ochtar 
Fa1niliar armed with Tentacles and 
Hand Weapons. 

• 

• 

Range 
l" 

Attacks To Hit To Wound Rend Damage 
1 

8 

3+ 4+ 1 

1 3" 3+ 4+ -1 

Catalogue of Souls: The Soul 
Wardens keep records of the souls 
that are harvested by the Phalanxes. 
Their presence in a-battle encourages 
Idoneth warriors to fight all the harder, 
reminding them of the plight that awaits 
their race should they fail to fulfil their 
quota of spirit-essence. 

Add 1 to wound rolls for attacks 
made with melee weapons by friendly 
IDONETH D EEPKIN units wholly within 
12" of this unit. 

Gifts of the Depths: Such is the 
connection between the Isharann and 
the ethersea that they can constantly 
manipulate its currents to protect 
themselves from harm. 

This unit has a ward of 5+. 

• • 

• 

Fount ofWillpo,ver: Such is Lotann's 
obsessive commitment to his duty 
that his willpower bleeds out into the 
ethers ea, a potent magical force that can 
be drawn upon to power the rituals of 
the Isharann. 

Once per battle, if this unit is on the 
battlefield at the start of your hero 
phase, you can pick 1 ritual from the 
Isharann Rituals table and 1 friendly 
ID ON ETH D EEPKiN unit wholly within 
12" of this unit. Until your next hero 
phase, the unit you picked is affected by 
that ritual in addition to any others it is 
affected by. 

• 

• 
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MISSILE WEAPONS 
Spiked Ja"'S 

MELEE WEAPONS 
Finger-claw 

An Isharann Soulscryer is armed lvith 
a Finger-claw. 

COMPANION: This unit is 
accompanied by a shoal of Scryfish 
armed with Spiked Jaws. 

• 

Range Attacks To Hit To Wound Rend Damage 
12" 8 2+ 4+ -1 1 

Range Attacks To Hit To Wound Rend Damage 
1" 3 3+ 

Finder of Ways: Soulscryers are the 
Idoneth's navigators, helping them divine 
hidden paths through the realmseas. 

During deployment, instead of setting 
up this unit on the battlefield, you 
can place it to one side and say that it 
is travelling the ethersea as a reserve 
unit. If you do so, when you would 
set up a different IDONETH DEEPKIN 
unit during deployment, you can say 
that it is joining this unit travelling the 
ethersea as a reserve unit. Up to 2 units 
can join this unit in this way. At the 
end of your move1nent phase, you can 
set up this unit wholly within 6" of the 
battlefield edge and 01ore than 9" from 
all enemy units. If you do so, set up all 
of the units that joined this unit wholly 
within 9" of this unit and more than 9" 
from all enemy units. 

3+ 1 

Gifts of the Depths: Such is the 
connection between the Isharan·n and 
the ethersea that they can constantly 
manipulate its currents to protect 
themselves from harm. 

This unit has a ward of 5+. 

• 
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MELEE WEAPONS 
Tahinhook 

Serrated Bill 

An Isharann Soulrender is 
armed with a Ta/unhook. 

COMPANION: This unit is 
acco111panied by a Rakerdart 
armed with a Serrated Bill. 

• 

Range 
2" 

Attacks To Hit To Wound Rend Damage 
4 

3 

3+ 3+ -1 2 

1 3" 3+ 3+ -1 

Lurelight: Isharann Sou/renders possess 
a mystical lure that is used to draw unto 
them the souls of slain opponents so 
that they can be captured. Should the 
Sou/render act quickly enough, the stolen 
essence can be repurposed to resurrect 
fallen Namarti mid-battle. 

At the end of the battleshock phase, 
you can pick 1 friendly NAMARTI 
unit wholly within 18" of this unit 
and return up to D3 slain models to 
that unit. You can return up to 3 slain 
models to that unit instead if any ene1ny 
models were slain by attacks made with 
this unit's Talunhook in the same turn. 
The same unit cannot be affected by 
the Lurelight ability more than once 
per turn. 

, 

Hangman's Knot: The noose on a 
ta/unhook can be used to ensnare a 
victim, ensuring they cannot escape their 
doom at the hands of the Sou/render. 

Once per battle, at the end of the combat 
phase, you can pick 1 enemy model that 
has a Wounds characteristic of7 or less, 
does not have a mount and is within 
3" of this unit, and roll 2D6. If the roll 
is greater than that enemy model's 
Wounds characteristic, it is slain. 

Gifts of the Depths: Such is the 
connection between the Isharann and 
the ethersea that they can constantly 
manipulate its currents- to protect 
themselves from harm. 

This unit has a ward of 5+ . 

• 
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MELEE WEAPONS 
Talunsickle and Soulnet 

Envenomed Bite 

Elathain Ill-fated is armed with a 
Talunsickle and Sou/net. 

COMPANION: This unit is 
accompanied by a Darktrench Eel 
armed with an Envenomed Bite. 

Envenomed Bite: The hollow fangs of 
Elathain's Darktrench Eel can inject 
a deadly toxin into those whose flesh 
they pierce. 

If the un1nodified hit roll for an attack 
made with this unit's Envenomed Bite 
is 6, that attack inflicts 1 mortal ,vound 

on the target and the attack 
sequence ends (do not make a 
wound or save roll). 

• • 

• 
• 

• • • .. 
• • 

• • 

Range 
2" 

Attacks 
3 

To Hit To Wound Rend Damage _ 
2 3+ 3+ -2 

3" 4 4+ 

Lurelight: Isharann Soulrenders possess 
a mystical lure that is used to draw unto 
them the souls of slain opponents so 
that they can be captured. Should the 
Sou/render act quickly enough, the stolen 
essence can be repurposed to resurrect 
fallen Namarti mid-battle. 

At the end of the battleshock phase, 
you can pick 1 friendly NAMARTI 

unit wholly within 18" of this unit 
and return up to D3 slain models to 
that unit. You can return up to 3 slain 
models to that unit instead if any enemy 
models were slain by attacks made with 
this unit's Talunsickle and Soulnet in 
the same turn. The same unit cannot be 
affected by the Lurelight ability more 
than once per turn. 

4+ 1 

Soulnet: A soulnet can be used to ensnare 
a victim, ensuring they cannot escape 
their doom at the hands of the Soulrender. 

Once per battle, at the end of the combat 
phase, you can pick 1 enemy model that 
has a Wounds characteristic of7 or less, 
does not have a mount and is within 
3" of this unit, and roll 2D6. If the roll 
is greater than that enemy model's 
Wounds characteristic, it is slain. 

Gifts of the Depths: Such is the 
connection between the Isharann and 
the ethersea that they can constantly 
manipulate its currents to protect 
themselves from harm. 

This unit has a ward of 5+. 

KEYWORDS 
0IlDER, IDONETH DEEPKIN, AELF, IONRACH, ISHARANN, HERO, SOULRENDER, 
ELATHAIN ILL-FATED 

' 

MISSILE WEAPONS 
Riptide Harpoon 

MELEE WEAPONS 
Helsabre 

Riptide Harpoon 

Crushing Claws 
Nasty Bite 

The models in Elathain's Sou/raid are 
Fuirann, Tammael, Duinclalv and 
Spinefin. Fuirann is armed with a 
Helsabre and Shield. Tammael is armed 
with a Riptide Harpoon. Duinclaw is 
armed with Crushing Claws. Spinefin is 
armed with a Nasty Bite. 

• 

Range Attacks To Hit 
9" 1 3+ 

Range Attacks To Hit 
l" 3 3+ 
2" 1 3+ 
I" 2 4+ 
I" 4 3+ 

Fuirann's Shield: Fuirann expertly 
defends herself with the ornate shield she 
carries on her left arm. 

Fuirann has a ward of 6+. 

• 

To Wound 
3+ 

To Wound 
3+ 
3+ 

2+ 
5+ 

• 
• 

KEYWORDS 
ORDER, IDONETH DEEPKIN, AELF, IONRACH, AKHELIAN, NAMARTI, 
ELATHAIN'S SOULRAID 
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MELEE WEAPONS 
Helsabre 

Fangs and Lashing Tail 

Each model in an Akhelian Ishlaen 
Guard unit is armed lvith a Helsabre. 

FLY: This unit can fly. 

MOUNT: This unit's Fangmora Eels 
are each armed with Fangs and a 
Lashing Tail. 

CHAMPION: 1 model in this unit 
can be a Lochian Prince. Add 1 to 
the Attacks characteristic of that 
model's Helsabre. 

STANDARD BEARER: l in every 
3 models in this unit can be a 
Standard Bearer. Add_ 1 to the Bravery 
characteristic of this unit if it includes 
any Standard Bearers. 

MUSICIAN: 1 in every 3 models in 
this unit can be a Musician. Add 1 to 
charge rolls for this unit if it includes 
any Musicians. 

• 

• • 

Range Attacks To Hit To Weund Rend 
1" 

1" 
3 

3 

Biovoltaic Barrier: The biovoltaic 
energy produced by Fangmora Eels is 
channelled by Ishlaen Guard into a 
crackling luminescent energy field that 
protects them from harm. 

3+ 3+ -1 

3+ 3+ -1 

Ignore modifiers (positive and negative) 
to save rolls for attacks that target this 
unit. In addition, this unit has a Save 
characteristic of 3+ instead of 4+ if it 
charged in the same turn. 

Damage 
1 

D3 

KEYWORDS ORDER, lDONETH DEEPKIN, AELF, AKHELIAN, AKHELIAN GUA RD, lSHLAEN GUARD 

MELEE WEAPONS 
Voltspear 

Fangs and Lashing Tail 

Each model in an Akhelian Morrsarr 
Guard unit is armed with a Voltspear. 

FLY: This unit can fly. 

MOUNT: This unit's Fangmora Eels 
are ea<;h armed with Fangs and a 
Lashing Tail. 

CHAMPION: 1 model in this unit 
can be a Lochian Prince. Add 1 to 
the Attacks characteristic of that 
model 's Voltspear. 

STANDARD BEARER: 1 in every· 
3 models in this unit can be a 
Standard Bearer. Add 1 to the Bravery 
characteris tic of this unit if it includes 
any Standard Bearers. 

MUSICIAN: 1 in every 3 models in· 
this unit can be a·Musician. Add 1 to 
charge rolls for this unit if it includes 
any Musicians. 

Range Attacks To Hit To Wound Rend Damage 
1" 

I" 

2 

3 

3+ 3+ 1 

D3 3+ 3+ -1 

Biovoltaic Blast: The biovoltaic energy 
produced by Fangmora Eels is stored by 
Morrsarr Guard, ready to be discharged 
as a bolt of energy when the time is right. 

Once per battle, after this unit n1akes 
a charge move, you can say this unit 
will unleash its biovoltaic energy. If 
you do so, you can pick 1 enemy unit 
within l" of this unit and roll a number 
of d ice equal to the number of models 
in this unit. For each 4+, that enemy 
unit suffers 1 mortal wound. For each 
6+, that enemy unit suffers D3 mortal 
\vounds instead. Add 1 to the roll if the 
number of models in that enemy unit is 
greater than the number of models in • 
this unit . 

Wave Riders: When Morrsarr Guard 
charge the foe, their spears hit with the 
power of a crashing wave. 

This unit's Voltspears have a Rend 
characteristic of -2 and.a Damage 
characteristic of2 if this unit made a 
charge move in the same turn. 

KEYWORDS ORDER, IDONETH DEEPKIN, AELF, AKHELIAN, AKHELIAN GUARD, MORRSARR GUARD 
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MISSILE WEAPONS 
Razorshell Harpoon Launcher 

Retarius Net Launcher 

MELEE WEAPONS 
Barbed Hooks and Blades 

Ferocious Bite 

Each model in an Akhelian Allopexes 
unit is armed with 1 of the following 
weapon options: Razorshell Harpoon 
Launcher, Barbed Hooks and Blades; or 
Retarius Net Launcher, Barbed Hooks 
and Blades. All models in the unit must 
be armed with the same weapon option. 

~ . 
' ' FLY: This unit can fly. 

MOUNT: This unit's 
Allopexes are each armed 
with a Ferocious Bite. 

CHAMPION: If this unit has 2 or 
more models, 1 model in this unit can 
be an Alpha Allopex. Add 1 to hit rolls 
for attacks made with that model's 
melee weapons. 

• 

• 

• 

• 
. • . • . . 

• 

' Range Attacks To Hit To Wound Rend Damage 
24" 4 3+ 
18" 1 3+ 

3+ 

3+ 

-1 D3 
3 

Range Attacks To Hit To Wound Rend 
-1 

Damag~ 
1 1 II 6 

1" 3 

Bloodthirsty Predators: Allopexes 
are drawn towards the scent of freshly 
spilt blood. 

3+ 

3+ 

Add 1 to the Attacks characteristic of 
this unit's Ferocious Bites if it is within 
6" of any enemy models that have any 
wounds or mortal wounds allocated to 
the1n or if it is within 6" of any enemy 
units that have had any models slain in 
that turn. 

Entangled: A Retarius net entangles its 
victims even if it does not tear them to 
shreds right away. 

If an attack made with this unit's 
Retarius Net Launchers scores a hit, the 
target unit cannot make pile-in moves 
in that turn. 
-

3+ 

3+ -2 2 

A Merciless Shiver: Allopexes attack in 
coordinated waves in order to overwhelm 
their foe. 

If this unit has 2 or 1nore models, it is 
coherent if each model in the unit is 
within 3" horizontally of at least 1 other 
model in the unit instead of l". 

KEYWORDS ORDER, IDONETH DEEPKIN, AELF, AKHELIAN, AKHELIAN ALLOPEXES 
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MISSILE WEAPONS Range Attacks To Hit To Wound Rend Damage 

Razorshell Harpoon Launchers 24" 8 3+ 3+ -1 D3 

MELEE WEAPONS Range Attacks To Hit To Wound Rend Damage 

T,vin-pronged Spear and Razorshell Harpoons 1" 6 3+ 

Massive Scythed Fins 
Crushin° Jaws 

Wounds Suffered 
0-8 

9-11 

12-14 
15+ 

-~ 

/~ 

-~r 
'~ 

Q 

1 
I 

' 

2" 4 2+ 
l" 2 • 

= 
DAMAGE TABLE 

Save Massive Scythed Fins 
2+ 4 
3+ 3 

4+ 2 
5+ 1 

An Akhelian Leviadon is armed lvith 
Razorshell Harpoon Launchers. 

FLY: This unit can fly. 

MOUNT: This unit's Leviadon is 
armed with Massive Scythed Fins and 
Crushing Jaws. 

CREW: This unit's Leviadon 
has an aelf crew who are armed 
with a Twin-pronged Spear and 
Razorshell Harpoons. 

~r ~ ..... 

• 

3+ -1 1 
3+ -1 • 2+ -2 3 

™ 

I 

Crushing Jaws 
2+ 
3+ 
4+ 
5+ 

Crushing Charge: When a Leviadon 
charges into battle, it crushes the foe 
with its sheer mass. 

If you carry out a Sto1np n1onstrous 
rampage with this unit and the 
enemy unit you_picked has a Wounds 
characteristic of 1, that enemy unit 
suffers D6 mortal wounds on a 2+ 
instead ofD3. 

Ja,vs of Death: When a Leviadon is 
able to clamp down its jaws firmly upon 
its prey, they are almost impqssible to 
prise open. 

If the unmodified hit roll for an attack 
made with this unit's Crushing Jaws is 

I 

6, that attack inflicts 3 mortal wounds 
on the target and the attack sequence 
ends (do not 1nake a wound or save roll). 

If the unmodified hit roll for an attack 
made with this unit's Crushing Jaws is 6 
and the target is a MONSTER, that attack 
inflicts 6 mortal wounds on the target 
instead of'3 and the attack sequence 
ends (do not make a wound or save roll). 

Void Drum: A void drummer rides on 
the back of every Akhelian Leviadon. The 
mesmerising rhythm that they beat out 
sends rippling currents through the air, 
distorting the outlines of the drummer's 
comrades and making them hard to see, 
lvhile at the same time making the foe 
easier for Namarti warriors to detect. 

Add 1 to save rolls for attacks that target 
friendly IDONETH DEEPKIN units 
that have a Wounds characteristic of 
8 or less that are wholly '\o\•ithin 12" of 
any friendly LEVIADONS. In addition, 
add 1 to hit rolls for attacks made by 
friendly NAMARTI units that target an 
enemy unit v,holly within 12" of any 
friendly LEVIADON'S. 

KEYWORDS ORDER, IDONETH DEEPKIN, AELF, MONSTER, TOTEM, AKHELIAN, LEVIADON 
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MELEE WEAPONS 
Esoteric Weapons 

Vicious Bite 

) An Akhelian 1hrallmaster is armed 
. ~ with Esoteric Weapons. 

:rJ~ COMPANION: This unit is 
accompanied by a Snapjaw Eel armed 
\vith a Vicious Bite. 

. ' • • 
• 

• 

• • • • 
• 

• • • 
• 

• • • • • 

Range Attacks To Hit To Wound Rend Damage 
l " 

l " 
5 

2 

3+ 3+ -1 2 

1 3+ 

Akhelian Fighting Stance: 
1hrallmasters carry a personal armoury 
to suit the fighting stances needed to best 
any form of foe. They rigorously train 
their Namarti warriors to support each 
attack style at a moment's notice. 

At the start of the combat phase, you 
must pick 1 of the following fighting 
stances for this unit to use. Each effect 
lasts until the end of that phase. 

Way of the Depths: You can re-roll hit 
rolls of 1 for attacks made with melee 
weapons by this unit and friendly 
NAMARTI units wholly within 12" of 
this unit. 

4+ 

Way of the Riptide: If the unmodified 
hit roll for an attack made with a 
melee weapon by this unit or a friendly 
NAMARTI unit wholly \vithin 12" of this 
unit is 6, that attack scores 2 hits on the 
target instead of l. Make a wound and 
save roll for each hit. 

Way of the Vortex: Subtract 1 from 
wound rolls for attacks that target 
this unit and friendly NAMARTI units 
wholly within 12" of this unit. 

KEYWORDS ORDER, !DONETH DEEPKIN, AELF, AKHELJAN, HERO, AKHELIAN TuRALLMASTER 

MELEE WEAPONS 
Lan1nari Blade 

Each model in a Namarti Thralls unit is 
armed with a Lanmari Blade. 

CHAMPION: 1 model in this unit 
can be an Icon Bearer. Add 1 to the 
Attacks characteristic of that model's 
1nelee weapons. 

• 

Range 
2" 

Attacks 
2 

To Hit To Wound Rend 
3+ 3+ -1 

S,veeping BlO',vs: Lanmari blades can 
cut through weaker opponents as an 
Allopex cuts through a shoal of Scryfish, 
or they can be used to inflict grievous 
wounds on larger enemies. 

Add 1 to the Attacks characteristic of 
this unit's Lanmari Blades if the target 
has a Wounds characteristic of l. Add 1 
to the Damage characteristic instead if 
the target has a Wounds characteristic 
of3 or more. 

• 

• 
• • 

• 

• 

• 
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MISSILE WEAPONS 
Whisperbo,v 

MELEE WEAPONS 
Keening Blade 

Each model in a Namarti Reavers 
unit is armed with a Keening Blade 
and Whisperbolv. 

CHAMPION: l 1nodel in this unit 
can be an Icon Bearer. Add 1 to the 
Attacks characteristic of that model's 
melee weapons. 

Range Attacks To Hit 
18" 2 3+ 

Range Attacks To Hit 
l" 1 

Ripples in the Ethersea: Despite their 
lack of eyesight, Namarti Reavers aim 
by sensing changes in pressure within 
the ethersea, tracing electromagnetic 
pulses in the same manner as many of 
the predators that stalk the pitch-black 
waters of the depths. 

3+ 

Add 1 to hit rolls for attacks made with 
missile weapons by this unit if the target 
is within 9" of the attacking model. 

• 

To Wound Rend Damage 
3+ -I I 

To Wound Rend Damage 
3+ 1 

KEYWORDS ORDER, IDONETH D EEPKIN, AELF, NAMARTI, NAMARTI REAVERS 

FACTION TERRAIN: Only Idoneth 
Deepkin armies can include this faction 
terrain feature. 

SET-UP: After territories are 
detennined, you can s_et up this faction 
terrain feature wholly within your 
territory and n1ore than 3" from all 
objectives and other terrain features . If 
both players can set up faction terrain 
featur~s at the same time, they n1ust roll 
off and the winner chooses who sets up 
their faction terrain features first. 

This faction terrain feature consists of 2 
scenery pieces. \A/hen you set it up, you 
can set up the 2 scenery pieces touching, 
or you c.an set then1 up n1ore than 3" 
fro1n each other. If you set them up 
touching, they for1n 1 large Gloomtide 
Shipwreck. If you set thetn up more 
than 3" from each.other, they form 2 
small Gloomtide Shipwrecks that are 
separate f1).ction terrain features . 

" 

' 

• 

• • 

• 
• 

• 

. . . 
• 

DEFENSIBLE: If this terrain feature 
was set up as a small Gloomtide 
Shipwreck, it is a defensible terrain 
feature that can be garrisoned by up to 
5 IDONETH D EEPKIN models with a 
Wounds characteristic of 5 or less that 
do not have mounts. 

If this terrain feature was set up as 
a large Gloomtide Shipwreck, it is a 
defensible terrain feature that can 
be garrisoned by up to 10 IDONETH 
D EEPKIN models with a Wounds 
characteristic of 5 or less that do not 
have mounts. 

• 

• 
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Guardians of the Deep: Shoals of 
small sea creatures infest this wreck, 
instinctively swarming out to shield 
Idoneth D,eepkin that are nearby. 

IDONETH DEEPKIN units that do not 
have a mount have a ward of 5+ while 
they are wholly within 6" of this terrain 
feature. If a unit that does not have the 
IDONETH DEEPKIN keyword is ,vithin 
3" of this terrain feature, this ability has 
no effect. 
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PITCHED. BATTLE PROFILES 
The tables below contain the Pitched Battle profiles for all of the ,varscrolls in this battletome and a list 
of allies that can be taken in an Idoneth Deepkin army. See section 2 i? .O of the core rules for further 
information about Pitched Battle profiles and allied units. Updated February 2022. 

IDONETH DEEPKIN 

W:ARSCROLL 
UNIT POINTS BATTLEFIELD NOTES 
SIZE OE 

Namarti Reavers 10 170 Battleline 

Namarti Thralls 10 130 Battleline 

Akhelian Leviadon 1 500 Behemoth 
Single. Battleline in a 

Nautilar army. 

Eidolon of Mathlann, Aspect of 1 325 Leader Single 
the Sea 
Eidolon of Math lann, Aspect of 1 355 Leader Single 
the Storm 
Volturnos, High King of the Deep 1 290 Leader Single, Uni!lue 

Elathain Ill-fated 1 Leader Single, Unique. These un its must 

Eltha in's Soulraid 
210 be taken as a set. Although taken 

4 as a set, each is a separate unit. 

Akhelian King 1 250 Leader Single 

Akhelian Thra!lmaster 1 110 Leader Single 

Isharann Tidecaster I 150 Leader Single 

Isharann Soulscryer 1 150 Leader Single 

Isha rann Soulrender 1 120 Leader Single 

Lotann, Warden of the Soul Ledgers 1 , 115 Leader Single, Unique 

Akhelian Allo exes 1 165 Battleline in a Fuethan army:. 

Akhelian Allopexes (Bloodthirsty Shiver) 1 Battleline 
Single. Can only be included 

in a Fuethan army. These units 

Akhelian Allopexes (Bloodthirsty Shiver) 1 495 Battleline 
must be taken as a set referred 

to as a Bloodthirsty Shiver. 

Akhelian Allopexes (Bloodthirsty Shiver) 1 Battleline 
Although taken as a set, each is a 

separate unit. 

Akhelian Morrsarr Guard 3 195 
Battleline if general is an 

A KHELI AN KING 

Akhelian Ishlaen Guard 3 195 
Battleline if general is an 

AKHELIAN K ING 

Gloomtide Shipwreck 0 Faction Terrain Feature 

FACTION ALLIES 

Idoneth Deepkin 

• 
• 

• • .. • 

. . . 
• 

• 
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