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War	rages	across	the	galaxy	as	human	civilizations	clash	with	alien	empires	and	heretic	warlords.	In	this	era	of	conflict,	there	is	no	room	for	peace	or	forgiveness.	The	Imperium	of	Mankind	teeters	on	the	brink	of	collapse	under	the	weight	of	constant	battles.	A	comprehensive	guidebook	to	Warhammer	40,000	provides	an	overview	of	the	hobby,
covering	the	four	main	areas:	collecting,	building,	painting,	and	playing	with	miniatures.	It	delves	into	the	lore	of	the	galaxy,	detailing	the	aftermath	of	the	Cicatrix	Maledictum	and	the	forces	of	Chaos	that	threaten	humanity's	very	existence.	The	book	explores	various	factions,	including	alien	empires	like	the	Orks,	T'au	Empire,	Aeldari,	Necrons,	and
Tyranids.	It	also	touches	on	the	Daemon	and	Heretic	threats	to	human	civilization.	Four	short	stories	bring	the	grim	reality	of	the	Era	Indomitus	to	life,	painting	a	picture	of	a	galaxy	torn	apart	by	war.	The	core	rules	section	covers	basic	game	mechanics,	breaking	down	into	seven	phases:	Command,	Movement,	Psychic,	Shooting,	Charge,	Combat,	and
Morale.	Additional	rules	include	mission	play,	army	building,	strategic	reserves,	actions	on	the	battlefield,	terrain	features,	and	setting	up	a	balanced	battlefield.	Open	Play	allows	for	creative	narrative	storylines	without	restrictions,	with	guidance	from	the	Open	Hostility	Mission	Pack.	Matched	Play	offers	an	equal	chance	of	victory,	with	guidance
from	the	Eternal	War	Mission	Pack	and	18	bespoke	missions.	Narrative	Play	introduces	Crusade,	where	players	level	up	their	units	over	multiple	games,	forging	a	personal	narrative	for	their	miniatures	collection	as	they	engage	in	battles	throughout	the	galaxy.	Aspiring	warriors,	you	can	build	an	elite	fighting	force	that	dominates	the	galaxy!	This
comprehensive	guide	covers:	gathering	and	leveling	up	your	Crusade	force,	balancing	gameplay	between	forces	of	varying	experience,	and	using	photocopiable	cards	to	track	units.	It	also	includes	four	tables	of	Battle	Honours,	which	grant	in-game	bonuses	for	victorious	battles,	as	well	as	a	table	for	tracking	scars	from	defeats.	Furthermore,	this	book
provides	guidance	on	setting	up	and	playing	a	narrative	play	game,	including	determining	a	victor	and	updating	your	forces'	stats.	Additionally,	it	features	17	Agendas	to	choose	from,	18	bespoke	Crusade	missions,	and	an	appendix	with	rules	references,	designer	commentary,	and	glossary.	Games	Workshop	is	a	renowned	manufacturer	of	tabletop
wargames,	including	Warhammer,	Warhammer	40,000,	and	The	Lord	of	the	Rings	Strategy	Battle	Game.	the	Warhammer	40k	universe	is	a	vast	and	complex	place,	spanning	fiction,	history,	art,	and	game	mechanics.	The	9th	edition	core	book	is	a	standout	in	every	way,	making	it	an	excellent	introduction	to	this	rich	world	for	new	players	and	veterans
alike.	The	rules	are	well-organized,	with	clear	explanations	and	summarization	of	key	points,	allowing	for	easy	reference	and	improved	retention.	Games	Workshop	has	put	significant	effort	into	the	Narrative	Play	campaign	mode,	known	as	"Crusade,"	which	is	particularly	noteworthy.	Even	in	the	Matched	Play	section,	there's	a	sense	of	robustness,
and	the	simplest	form	of	play,	Open	Play,	offers	its	own	appeal.	Given	the	shift	towards	digital	media	for	wargame	rules,	a	traditional	rulebook	like	this	one	needs	to	be	comprehensive,	accessible,	and	enjoyable	on	its	own.	The	book's	design,	quality,	and	quantity	of	art	make	it	an	investment	worth	considering	as	an	artbook	in	itself.	However,	some
may	feel	that	certain	factions	receive	too	much	attention	at	the	expense	of	others,	which	can	lead	to	a	sense	of	imbalance	in	the	game.	Overall,	this	core	book	is	a	testament	to	Games	Workshop's	dedication	to	crafting	high-quality	products	that	meet	both	new	and	experienced	players'	needs.	The	author	thinks	that	the	new	rules	for	the	game	are
mostly	good	and	will	lead	to	a	great	edition,	but	they	feel	like	it	was	missing	something.	They	had	questions	after	reading	everything,	which	they	don't	think	should	happen	with	a	company	like	GW	(Games	Workshop)	that	has	experience	writing	rules.	They're	sure	the	issues	will	be	covered	in	an	early	FAQ,	but	it's	not	a	good	start.	A	different	reviewer
says	that	despite	having	no	idea	why	they	read	through	the	whole	rulebook	cover	to	cover,	they	were	pleasantly	surprised	by	the	lore	and	artwork.	Another	reviewer	is	looking	forward	to	playing	the	game	and	has	already	marked	out	sections	of	the	book	as	reference	material	for	future	use.	Note:	The	text	you	provided	seems	to	be	a	mix	of	reviews
from	different	people,	with	some	parts	unrelated	to	the	main	topic	(store	locations	and	business	hours).	I	focused	on	paraphrasing	the	relevant	parts	about	the	game	rules.
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