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				Those glorious miniatures from Horus Heresy: Betrayal at Calth are now available to pre-order separately. Plus! The latest The Beast Arises book and more Realmgate Wars.
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				One of the biggest hits of last year was The Horus Heresy: Betrayal at Calth, a brilliant boxed game full of hugely enjoyable tactical gameplay – and stuffed to the gunwales with fantastic Citadel miniatures.

				Those miniatures are now available to pre-order separately, so you can add Mk. IV armour-clad Space Marines or Cataphractii Terminators to your Horus Heresy or Warhammer 40,000 army as you desire. (Of course, Betrayal at Calth is still available to buy too!)

				The rules for using all these miniatures in Warhammer 40,000 were presented recently in the Angels of Death book, but we’ve also included them in this issue of White Dwarf for you, for the sake of completeness – click here to see them. Also in this issue we’ve got a Parade Ground showcasing some beautifully-painted Horus Heresy miniatures, belief-beggaring paint jobs in ’Eavy Metal, the finest art of the new Sylvaneth Battletome in Illuminations, and much more besides. Enjoy the issue! 
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				Once, in the near mythical era of the Great Crusade and the bloody strife of the Horus Heresy, entire companies were clad in Mk. IV power armour. In the 41st Millennium, most Chapters possess only a handful of such relic-suits, issued to only the worthiest of veterans. 

			

		

		
			
				New releases: the horus heresy

			

		

		
			
				MARK IV SPACE MARINES
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				Originally released as part of The Horus Heresy: Betrayal at Calth, the Mark IV Space Marines are now available as a separate boxed set. Whether you’re outfitting your most honoured battle-brothers in the 41st Millennium or swelling the ranks of your Legion in the dark days of the Horus Heresy, the Mark IV Space Marines are sure to find a home in any Astartes force, be it Adeptus or Legiones. 

				The 10 Space Marines in the set can be armed with a selection of weapons and 

			

		

		
			
				wargear that echoes those found in the Space Marines Tactical Squad, but with ancient and honoured patterns rarely seen on the battlefields of 41st Millennium, including Tigrus pattern bolters, Proteus pattern missile launchers, and signifiers of rank that hark back to the Unification Wars and the earliest days of the Emperor’s Great Crusade. What’s more, the set is compatible with both the whole host of Forge World resin upgrade packs and the existing Citadel Space Marine range, so you can make every squad unique. 
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				1 The Word Bearers stalk through the ruins of Calth.

				2 Options in the kit include massive combat blades. 

				3 Monomolecular bonding studs are used to reinforce shoulder pads.

				4 The slanting faceplate of the Mk. IV helm would serve as a basis for the Mk. VI ‘Corvus’ helm. 

				 5	Meltaguns are anti-tank guns of terrifying potency.

				6-7 The squad sergeant has a variety of options, such as a power sword, plasma pistol and a transverse crest helm. 

				8 The Proteus pattern missile launcher is a venerable design of the heavy weapon. 

			

		

		
			
				MARK IV SPACE MARINES

				10 Citadel miniatures

				£30, €39, 300dkr, 360skr, 330nkr, 150zł, USA $50, Can $60, AU $85, NZ $100, ¥7,000, 300rmb, HK$410, RM185, SG$70

			

		

		
			
				Pre-order:Now

				Released:16/07/16
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				The most worthy of a Chapter’s First Company may be granted the honour of wearing Cataphractii armour, ancient Terminator armour whose history stretches back to the golden days of the Great Crusade and Mankind’s dominance of the stars. 

			

		

		
			
				New releases: the Horus Heresy

			

		

		
			
				CATAPHRACTII TERMINATORS
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				Offering even more protection than later patterns of Terminator armour, Cataphractii Terminator armour renders its wearer into a walking tank thanks to the extra layers of ceramite and the potent field generators within the suit’s trademark pauldrons. At the outbreak of the Horus Heresy it was already being phased out in favour of the more manoeuvrable Indomitus and Tartaros patterns. By the 41st Millennium, it is reckoned few intact examples remain in Chapter armouries, and the secrets of its manufacture are long since forgotten. 

			

		

		
			
				This boxed set includes five Cataphractii Terminators, with enough components to equip the entire squad with a choice of lightning claws, combi-bolters and power fists, or combi-bolters and chainfists. The kit also includes the parts to equip one Terminator with a heavy flamer and the squad sergeant with a power sword and grenade harness. 
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				Rules for using Cataphractii Terminators, Contemptor Dreadnoughts and the Terminator Captain in Warhammer 40,000 start here. 

			

		

		
			
				1 Ultramarines Cataphractii Terminators battle Daemons in the ruins of an Imperial city.

				2 The combi-bolter is in effect two bolters slaved to fire as one. 

				3 The sergeant may be equipped with a one-shot grenade harness.

				4 Pteruges protect any vulnerable arm joints.

				5 The engine that drives the Cataphractii armour.

				6 Lightning claws are talons wreathed in an energy field, typically used in pairs.

				7 The heavy flamer is a terrifying weapon at close quarters, where the Cataphractii excel.

				8 Chainfists are designed for carving through ship bulkheads.

			

		

		
			
				CATAPHRACTII TERMINATORS

				5 Citadel miniatures

				£40, €52, 400dkr, 480skr, 440nkr, 200zł, USA $65,Can $80, AU $115, NZ $135, ¥9,000, 400rmb, HK$545, RM250, SG$95

			

		

		
			
				Pre-order:Now

				Released:16/07/16

			

		

		
			
				1
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				It is a Space Marine’s lot to die in battle – slain by alien monstrosities, brought low by the servants of Chaos, or, in the dark days of the Horus Heresy, killed by one of his former battle-brothers. While some are slain outright, others persevere, their ruined bodies surviving through strength of will alone. Utterly broken, their remains are interred within the sarcophagus of a Dreadnought so they may fight once more. Cables and pipes are fused to the remains of amputated limbs, neuro-bundles and fibre-optics wired into shattered craniums. To be entombed within a Contemptor pattern Dreadnought is a great honour, for they are the pinnacle of Dreadnought technology, both better armed and armoured than their later cousins. Few now exist in the 41st Millennium, but those that do are treated with due reverence. 

			

		

		
			
				1 The Kheres pattern assault cannon is a popular armament for many Contemptor Dreadnoughts. Its six rotating barrels fire at such a high rate that infantry are shredded to a pulp and even armoured vehicles can be taken out of action by its relentless hail of bullets.

				2	From the back you can see the wormgear that allows the Contemptor’s torso to turn round rapidly and, above it, the Dreadnought’s power plant and exhausts.

			

		

		
			
				Contemptor Dreadnoughts are huge suits of armour, the mortal remains of a Space Marine hero interred within them. Rare even during the Horus Heresy, those suits in service 10,000 years later are true relics of the long war.

			

		

		
			
				New releases: the horus heresy

			

		

		
			
				CONTEMPTOR DREADNOUGHT
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				This plastic kit, previously only available in the Betrayal at Calth boxed game, enables you to build one Contemptor Dreadnought that can be used in games of both the Horus Heresy and Warhammer 40,000. It features no Legion markings or iconography (though there is a transfer sheet in the kit for Ultramarines and Word Bearers), which means you can paint it for any Legion or Chapter of your choice.

				The kit includes three arms, two right and one left. On the right is the Kheres assault cannon or multi-melta, while on the left is the power fist, the perfect weapon for crushing tanks, heavy infantry and anyone else unfortunate enough to get in its way. Look carefully and you can just see a combi-bolter nestled between the fingers – a nasty surprise for anyone that gets a little too close. 
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				3 The kit features an alternative arm – a deadly multi-melta that can burn clean through the thickest tank armour. Against living targets the effects of the multi-melta are nothing short of explosive, the target vaporising in a pall of superheated atoms.

				4	The arms on the Contemptor Dreadnought are separate pieces and are fully interchangeable with resin Contemptor Dreadnought arms available from Forge World. Note that you will need the whole Forge World Dreadnought arm including the shoulder pad if you want to swap them around.

				5	Contemptor Dreadnought of the Word Bearers, Sor Gharax, clashes with venerable Artemio of the Ultramarines amidst the ruins of Calth.
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				Contemptor dreadnought

				1 Citadel miniature 

				£35, €46, 350dkr, 420skr, 390nkr, 175zł, USA $60, Can $70, AU $100, NZ $115, ¥8,000, 350rmb, HK$475, RM215, SG$85

			

		

		
			
				Pre-order: NowReleased: 16/07/16
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				Only the select few of a Legion could hope to lead it in battle, clad in masterwork battle-plate and wielding the finest weapons. Even in the 41st Millennium, their wargear lives on as sacred war-relics to be borne into battle by the worthiest of a Chapter’s champions. 

			

		

		
			
				New releases: the horus heresy

			

		

		
			
				SPACE MARINE HEROES
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				Originally representing the heroic Captain Aethon of the XIII Legion and the villainous Dark Apostle Kurtha Sedd of the Word Bearers in The Horus Heresy: Betrayal at Calth, these Space Marine heroes can fight on beyond the Battle of Calth, either as counterparts from other Legions or even as particularly feted heroes of their descendant Chapters. What delicious irony – using Kurtha Sedd as a noble Chaplain of the Ultramarines Chapter in the 41st Millennium! 

				The office of Chaplain has existed since the days of the Great Crusade, instituted by the Word Bearers Legion. Originally a blend of political officer and adviser, Chaplains have transformed into firebrand orators who whip up the faith of their battle-brothers. Many are clad in relic armour from millennia past, and a handful (particularly from the First Founding Chapters) may wear the armour issued to the very first brothers to hold the rank.

				The Praetor would be at home in command of any Space Marine Legion, standing proud in ornate Cataphractii Terminator armour worthy of a high-ranking Legion officer, but could also serve as a favoured Consul. Furthermore, he’d make a perfect First Captain of a Chapter, clad in one of the rare few suits of Cataphractii Terminator plate left intact in the 41st Millennium. 
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				2	Combi-weapons such as the Terminator Captain’s relic combi-melta are simple in principle, being a single-shot weapon strapped to a boltgun. 

				3	The bonds of brotherhood riven by treachery born of fratricide and jealousy, the Word Bearers and Ultramarines Legions clash across the war-wracked 500 Worlds.

			

		

		
			
				1	As befits their status as Legion Consuls, Chaplains were typically clad in finely-made power armour, masterworks of the armourer’s art wrought in filigree and gold. Some of these original suits still exist in some form 10,000 years later, shining links to a time when the Emperor and his Primarchs still walked the galaxy. 

			

		

		
			
				SPACE MARINE HEROES

				2 Citadel miniatures 

				£30, €39, 300dkr, 360skr, 330nkr, 150zł, USA $50, Can $60, AU $85, NZ $100, ¥7,000, 300rmb, HK$410, RM185, SG$70

			

		

		
			
				Pre-order: NowReleased: 16/07/16
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				All of these models are now available separately, but you can still get The Horus Heresy: Betrayal at Calth boxed game. Not only do you get 30 Mark IV Space Marines, five Cataphractii Terminators, a Contemptor Dreadnought, a Space Marine Chaplain and a Cataphractii Praetor – the makings of a potent force for The Horus Heresy or Warhammer 40,000 – but you also get a brilliant game depicting the Underworld War of Calth, with game boards, markers, cards, dice and even a decal sheet! 

			

		

		
			
				THE HORUS HERESY: BETRAYAL AT CALTH
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				The Beast Arises: The beast Must Die

				256 pages, hardback

				£12.99, €15.95, 135dkr, 165skr, 165nkr, 64.95zł, USA $17.50, Can $19, AU $27, NZ $31, ¥1,500, 105rmb, HK$177, RM81, SG$31

			

		

		
			
				Pre-order: NowReleased: 16/07/16

			

		

		
			
				Continuing the saga of The Beast Arises, The Beast Must Die carries on where The Hunt For Vulkan left off. Having found the illustrious Primarch of the Salamanders, the Imperium has placed Vulkan, the last loyal Primarch to still draw breath, in command of the greatest force assembled since the Horus Heresy. Myriad Chapters of the Space Marines, multifarious Astra Militarum regiments, the fleets of the Imperial Navy, and even the Battle Congregations of the Adeptus Mechanicus, have been united under Vulkan’s command to ensure one simple imperative – the Beast must die! 

				Black Library arch-scrivener Gav Thorpe, who has already made his mark on the Beast Arises series with the fantastic third volume, The Emperor Expects, continues to ratchet up the excitement with all the bolter and chainsword carnage one would expect, weaving a cracking tale of an arrogant and haughty Imperium that still does not seem to truly grasp the nature of its enemy. Even after all the hurt inflicted by the forces of the Beast, the lords of the Imperium believe their foes to be little more than barbarians with technological trinkets. Oh, how wrong they are… 
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				The mightiest Imperial military offensive since the blood-soaked days of the Horus Heresy is assembled, ready to thrust into the black heart of the Beast’s empire. But will even this overwhelming force be enough? 

			

		

		
			
				THE BEAST MUST DIE

			

		

		
			
				NEW RELEASES: Black Library

			

		

		
			
				THE STORY SO FAR…

				The Beast Must Die is the eighth volume in the Beast Arises series, which started in December with the first volume, I Am Slaughter. There, a complacent Imperium is rocked to its core when the Imperial Fists Chapter is butchered almost to a man by a technologically-advanced Ork force. As the series ramps up the pace, it becomes apparent this is no mere fluke, but the advance guard of the greatest threat the Imperium has faced since the Horus Heresy. With some of the greatest authors Black Library has to offer weaving tales of carnage, bloodshed and political intrigue, The Beast Arises is a must-read for any Warhammer 40,000 fan.

			

		

	
		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			
				Mortarch of Night SPECIAL EDITION

				304 pages, hardback

				£25, €30, USA $40, Can $45, AU $45

			

		

		
			
				Mortarch of Night

				304 pages, hardback

				£15, €20, 145dkr, 175skr, 175nkr, 74.95zł, USA $24, Can $25, AU $27, NZ $31, ¥1,750, 120rmb, HK$205, RM95, SG$35

			

		

		
			
				Pre-order:Now

				Released:16/07/16

			

		

		
			
				blacklibrary.com | forgeworld.co.uk

			

		

		
			
				The following releases (and many more) are available to buy right now! Go to your local store or visit www.games-workshop.com for prices and details.

			

		

		
			
				AVAILABLE THIS WEEK

			

		

		
			
				For all this week’s new releases go to games-workshop.com

			

		

		
			
				Just how desperate does one have to be to trust a vampire? Tarsus Bull-heart is about to find out…

			

		

		
			
				The ninth volume in the Realmgate Wars series, Mortarch of Night follows the noble Stormcast Lord-Celestant Tarsus Bull-heart of the Hallowed Knights as he seeks out Sigmar’s erstwhile ally, the Great Necromancer Nagash. Traversing Shyish, the unforgiving Realm of Death, the noble Hallowed Knights find themselves in dire need of a guide, and fate provides them with one, a creature whose name is a byword for treachery and duplicity – Mannfred von Carstein.

				If you’re a Stormcast Eternals collector eager to know more about the Hallowed Knights, or you’re a Warhammer Age of Sigmar fan who wants a glimpse into the Realm of Death, The Realmgate Wars: Mortarch of Night is essential reading.  
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				THE REALMGATE WARS: MORTARCH OF NIGHT

			

		

		
			
				By Josh ReynoldsHardback | 304 pages

			

		

		
			
				The Beast Must Die, like the rest of the Beast Arises series, is also available as an eBook and an MP3 audio download. Mortarch of Night is also available as an eBook and in a special edition exclusively available from www.blacklibrary.com.
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				For the last year, war has raged across the Mortal Realms and across gaming tables everywhere as a new age of war unfolded. The release of Warhammer Age of Sigmar and the beginning of Sigmar’s crusade to reconquer the Mortal Realms led to a frenzy of gaming activity, and a slew of new miniatures, armies and publications. The Realmgate Wars began with a furious tempest and, with the release of All-gates (available now), ended in fire and blood, as the alliances of Order, Chaos, Death and Destruction battled across the Mortal Realms for control of the Realmgates and the all-important All-gates. 

			

		

		
			
				Yet what now for the Mortal Realms? The forces of Order have secured their footholds, and slowly but surely the first great cities are emerging. Still, though, they are pressed on all sides, under attack from the forces of Chaos, Death and Destruction. The dawning of the Age of Sigmar has passed and we have entered into a Season of War. And you can decide what happens next… 

				That’s right. This summer Games Workshop stores and many independent stockists will be taking part in a worldwide campaign as a whole new phase in the Age 

			

		

		
			
				The Realmgate Wars are at an end and the Forces of Order have gained a foothold in the Mortal Realms. What next for the unfolding drama of the Age of Sigmar? Well, this summer, a worldwide campaign will allow you to decide the answer…

			

		

		
			
				SEASON OF WAR

			

		

		
			
				The Season of War is coming and in the centre of this issue you‘ll find an eight-page pullout providing you the epic narrative leading up to the events of this forthcoming campaign!
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				Greywater

				Fastness

			

		

		
			
				The Living City

			

		

		
			
				Phoenicium

			

		

		
			
				GET INVOLVED

				So, how to take part? Well, simply, all you need to do is play some games of Warhammer Age of Sigmar or build and point some models, then pop in to your nearest participating store and let them know. Your store will report all the results, points will be awarded for each victory in a game and for each new, painted warscroll of miniatures, and these will then contribute to the outcome in each of the three campaign locations. 

				With your tally of points added to that for your chosen Grand Alliance and Faction, success or failure in the Season of War will be decided by the battles you fight and the armies you amass. For the victors, rule over these mighty bastions awaits. For the vanquished, only despair and an eternity lost in an age of strife. 

			

		

		
			
				of Sigmar begins. Across the Mortal Realms, bastions of Order have arisen. From Excelsis in the Realm of Beasts to Vindicarum in the Realm of Metal, and none mightier than Sigmar’s de facto capital in the Mortal Realms, the Twin-Tailed City of Hammerhal, something like civilisation has emerged from Chaos. But these precious gains are hard won and far from secure. They are beset by the Season of War and you, mighty generals, and all your armies have a part to play in determining its outcome. 

				The Jade Kingdom of Thyria in the Realm of Life will be the site of the coming war. There, three mighty Seeds of Hope have arisen – the Living City, raised up by the Everqueen Alarielle and gifted then to mortals, the Greywater Fastness, an architectural marvel harnessing the power of Ghyran realmstone, and Phoenicium, a symbol of rebirth built atop runs dating back to the Age of Myth. These great cities of Order have been cultivated by minds and peoples diverse and numerous, but they are not united. 

				And around them too still swirls a storm Chaos and Destruction. Such is the scene for the coming Season of War in which all have a part to play. Be you servants of Order, Chaos, Death or Destruction, your fate will be decided by the Season of War, and your legend forged (or your ignominy made certain) by the part you play in it. 

				How then to enter into this age of battle, this Season of War? Well, then, it’s all quite simple. You need to muster your forces and take to the field of battle. The campaign will be fought out over the Jade Kingdom of Thyria, which you can see in the map below. Of crucial import are the locations of the Living City, the Greywater Fastness and Phoenicium. All you have to do to play your part in deciding their fate is play some games and paint some miniatures. That’s right – not only will you be rewarded for your victories, but for building your armies, too! There’s more info in the bar to the right, on the Warhammer Age of Sigmar Facebook page and on the Season of War website at: seasonofwar.games-workshop.com. 
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				PARADE GROUND

			

		

		
			
				VENERABLE Romuald

			

		

		
			
				Matt has an army of Imperial Fists for Warhammer 40,000, too, and painted his Heresy-era models with the same colours. He used Zamesi Desert as his base colour, followed by an all-over wash of Seraphim Sepia to darken the tone of the armour. He 

				then highlighted the raised areas of the models with Yriel Yellow followed by a final highlight of Dorn Yellow. The battle damage on his Dreadnought, Romuald, was painted on using dabs of Abaddon Black with streaks of Seraphim Sepia.

			

		

		
			
				CHAPLAIN COnrad Gerlach

			

		

		
			
				The Imperial Fists on these two pages belong to Matt Hutson, who was inspired to paint them after reading about the Battle of Phall in Forge World’s The Horus Heresy: Book Three – Extermination.

				Matt painted Chaplain Gerlach in black armour, not because he’s a Chaplain (they didn’t start painting their armour black until the Emperor was placed in the Golden Throne), but because he’s the Chaplain of a Veteran Assault Company of the Imperial Fists, whose Legionaries normally wear black armour.
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				3

			

		

		
			
				Since the release of the Betrayal at Calth boxed set, painting legends Matt Hutson and James Karch have painted loads of new miniatures for their Horus Heresy armies. Here’s what they’ve been working on.
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				Captain armandus tyr

			

		

		
			
				Matt painted his Captain to be Armandus Tyr, one of the Imperial Fists that took part in the battle around Phall.

				Matt accented the yellow armour with two spot colours – black and red. The black was painted very simply, with a Mechanicus Standard Grey highlight straight over Abaddon Black, while the red pteruges were painted using Mephiston Red as a basecoat followed by a wash of Agrax Earthshade then layers of Evil Sunz Scarlet and Wild Rider Red. The gold areas were painted with the new gold paints – Retributor Gold and Liberator Gold – with a wash of Agrax Earthshade in-between to help shade the recesses.

			

		

		
			
				Squad notker, cataphractii TERMINATORS

			

		

		
			
				All of Matt’s models feature decals taken from the Imperial Fists Transfer Sheet available from Forge World. It includes loads of Legion symbols, honour markings, campaign icons, and so on, that look great on Heresy-era miniatures (as shown in the detail shots below and left). Matt used the 

				line drawing of an Imperial Fists Terminator on page 71 of the Extermination book as his inspiration for this squad, including the red shield heraldry which shows they’re veterans of many campaigns. The unit’s sergeant wears a red helmet for the same reason.
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				1	This symbol marks Romuald out as a Legion veteran. Following the events of the Horus Heresy the symbol was used as the Black Templars Chapter icon.

				2	A Chapter icon holding crossed lightning bolts shows that Romuald once fought in the same battle as the Emperor. 

				3	The twin axes are a sign that Romuald has fought in many boarding actions. 

				4	Squad Notker all wear red heraldry, a sign of their veteran status.

				5	A heavy flamer – for clearing the corridors of enemy starships.

				6	Sergeant Notker’s helm bears the white stripe of a veteran sergeant.

				7	Lightning claws are an invaluable weapon in a close assault.

				8	From above you can see the Chapter’s icons on Notker’s pauldrons.
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				1	James used an austere, blackened silver for most of the metalwork on his Night Lords – all the better to hide in the dark!

				2	Skulls are a common motif of the VIII Legion, adding a lighter colour (if not feel) to their otherwise sombre tones.

				3	As captain of the First Company, Jago Sevatarion wears a gilded skull on his cuirass.

			

		

		
			
				Captain Jago sevatariOn

			

		

		
			
				James Karch was inspired to start his Night Lords collection after listening to the Black Library audio drama Long Night, which features Jago Sevatarion, Prince of Crows and First Captain of the Night Lords Legion. James was impressed by how Jago came across in the story (essentially, he kills everyone and everything that gets in his way unless they prove useful…) and decided to paint the model. Then Betrayal at Calth came out and an army was born.

				James used an airbursh to get the smooth blue armour on his Night Lords. He first sprayed his models with the appropriately-named Night Lords Blue airbrush paint from Forge World, followed by a zenithal highlight of Kantor Blue across the top of each model to represent where light would naturally reflect off the upper panels of armour. James then used Nuln Oil to shade the power armour, followed by a highlight of Fenrisian Grey applied to the edges of each panel to make them appear hard and reflective.

			

		

		
			
				tactical support squad lazaro

			

		

		
			
				Like many hobbyists, James has used Forge World weapon upgrade packs on Mk. IV plastic Space Marines to create his Tactical Support Squads.

				Look carefully and you’ll also notice that each member of the squad features a black panel somewhere on his armour (normally on his knees or greaves), a detail that James saw in the Forge World Horus Heresy books and copied on his models.

				The sand timer icons on their knees are also featured in the books and come on the Night Lords Transfer sheet, along with the winged skull emblem of the Legion on their left shoulder pads and the forked lightning motif that appears on many of the models. James’s finishing touch was to paint the sergeant’s head in really pale colours to represent his Nostraman heritage, the Legion’s home world being a place of almost perpetual night.
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				4	The red-winged skull is the Legion’s symbol.

				5	A studded shoulder pad shows where additional ceramite armour has been bonded to the armour – often a hasty battlefield repair.

				6-7	Both of these symbols are found on the Night Lords Transfer Sheet made by Forge World.

				8	A combat knife, for savage encounters in the dark.

			

		

		
			
				Legion veteran tactical squad osirio

			

		

		
			
				James’s Legion Veteran Tactical Squad was built straight from the Betrayal at Calth boxed set with no additional parts, a great example of how a model’s colour scheme can define them.

				James painted their blue armour as explained earlier, using red – the traditional spot colour of the Night Lords – to draw the eye. He even painted the Legion number onto the vexilla’s back banner in red. Knowing the Night Lords, it 

			

		

		
			
				might well have been painted on with the blood of their enemies…

				All of James’s Night Lords feature rocky bases that make them look like they’re marching across an arid, rock-covered moonscape. James covered each base in Green Stuff, then pushed spare skeleton skulls into it and small lumps of cork to make the rocks. Thick patches of Agrellan Earth Technical paint around the rocks provide a sun-parched appearance. 
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				’EAVY METAL
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				1	Crisp highlights on the edges of the cloth help accentuate the shading in the deep recesses next to them.

				2	Darren painted the backpack like black leather, the glowing blue light on the back acting as a focal point.

				3	Cream-coloured details such as the data-recorder and the shoulder pad help them stand out from the metal details on the galvanic rifle and the backpack next to them.

			

		

		
			
				This Skitarii Ranger was painted by miniatures designer Darren Latham, who actually designed the Rangers kit. Here’s what he had to say about the piece.

				“I really like the ’Eavy Metal colour scheme for the Skitarii,” says Darren. “The red and brass work so nicely together. What I was really keen on, though, was the cream colour scheme they used on some of the vehicles – the cream contrasts really nicely with the red and helps break up the metallic areas on the model. So I decided to replicate the colour scheme on this Ranger. For the most part I only used 

			

		

		
			
				metallic paints on the functional metal areas (as opposed to the decorative ones) such as the gun, taser goad, data-tether, and so on.

				“All the ’Eavy Metal Skitarii use blue as the spot colour, which really stands out against the red. I decided to extend the spot colour to the prongs of the taser goad so it looks like arcs of energy are running up and down it. I painted the lightning lines on first with a darker blue, working up to pure White Scar for the highlights, representing the more intense light at the centre of each crackling streak of light.”
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				’Eavy Metal is our regular feature celebrating beautifully-painted Citadel miniatures, curated by the renowned ’Eavy Metal team. This week we look at special effects on two stunning models.
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				4	Paul painted the tanks on Branatar’s back to look like they’re made of glass. He painted the tanks black as if you’re looking through them at Branatar’s armour, but with a greenish tint to represent the reflection of the promethium fuel.

				5	Green drake scales help link the model back to the traditional armour colour of the Salamanders.

				6	The cold silver-blue arm really stands out against the dark colour scheme on the rest of the model.

			

		

		
			
				This rendition of Garran Branatar from the Deathwatch Overkill boxed set was painted by Paul Norton.

				“While painting Branatar I was inspired by one of the line drawings in the latest Horus Heresy book by Forge World,” says Paul. “It featured a Salamander with a glowing, cracked armour effect on his leg. I painted them the same way I’d paint lightning on swords, creating the pattern with the darkest colour – in this case Mephiston Red – then painting a thinner line in troll Slayer Orange, then Yriel yellow and finally Pallid Wych Flesh where the cracks meet. 

			

		

		
			
				Looking up pictures of hot coals online also really helped me get the effect right.

				“I used the same colours to paint the flames in the burning brazier, starting with Mephiston Red. I then watered down the three highlight colours and applied them, one at a time, as washes into the recesses at the bottom of the brazier to show where the flames are hottest. I then painted the tops of the flames in Eshin Grey and Abaddon Black to represent thick, oily smoke. The glowing embers in the smoke were inspired by the sorcerous smog on the ’Eavy Metal Weirdnob Shaman.” 
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				CENTRE STAGE

				Battletome: Sylvaneth is the first time the children of the Everqueen take the centre stage as their own distinct army, and many of the stunning art pieces in the supplement reflect their ascendance. No longer reliant on Sigmar’s Stormcast for aid, and no longer in the shadow of the mythical Protectors of the world-that-was, the Sylvaneth are on an all-out offensive across the Mortal Realms.
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				The Sylvaneth are the children of a living goddess, the Everqueen Alarielle. Creatures of life magic, they appear capricious and strange, but are nevertheless staunch foes of Chaos. Here we celebrate the art of these fey creatures, the newest faction in the Age of Sigmar. 

			

		

		
			
				ILLUMINATIONS: SYLVANETH

			

		

		
			
				The Sylvaneth are otherworldly and strange creatures, whose goals and aims are linked to the cycle of the seasons and the very Mortal Realms themselves. Driven to the brink of extinction in the Age of Chaos, under their divine Everqueen reborn, the Sylvaneth have begun a bloody war of reconquest against those who would despoil their lands, saving especial hatred for the scions of Nurgle. Vibrant with the power that courses through each Sylvaneth, from the lowliest Spite to the mightiest Treelord, the Sylvaneth are nature’s wrath in full bloom.

			

		

		
			
				The first thing you’ll notice with the new Sylvaneth artwork is that it makes extensive use of the traditional arboreal green as the core colour of the Sylvaneth, no matter which of the Mortal Realms the piece is set in or who the Sylvaneth are fighting. From the smooth-barked flesh of the Tree-Revenants with its distinctly viridescent tinge to the blazing emerald runes of the Treelord Ancients, green is used cunningly as the colour that ties the whole range together, an apt choice given their origins in the Realm of Life, also known as the Jade Kingdoms. 
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				1	Drycha Hamadreth, self-styled Queen of the Outcasts, leads the Wargrove of Clan Tethil against the Ironjawz of Megaboss Grolnok Gitstompa at the Battle for Grolnok’s Isle. The Sylvaneth are intent on reclaiming the rocky island, once the site of a Sylvaneth shrine and now a new Realmgate, and even the Ironjawz are cut down before the fury of nature unleashed. 

				2	A Tree-Revenant of Clan Naeth’aer prepares to strike the killing blow against a Putrid Blightking of Nurgle at the Battle of the Greatstump. Masters of ambush warfare, the warrior caste of the clan emerges from the Wyldwoods, catching the marching Rotbringer army entirely unawares. The Sylvaneth chop down the scions of Nurgle as if the Chaos forces were deadwood before the woodsman’s axe. 
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				1	A Sylvaneth clan’s Treelords and Dryads make war on the flaming Daemonspawn of Tzeentch to reclaim the lost lands of the Sylvaneth from the twisted claws of Chaos. The warpflame of Tzeentch, burning bright with the impossible colours of magic, may be enough to combust mere wood, but the children of the Everqueen are not animate plants, despite what the unlearned may think. Glowing bright with the fecund magics of life, a vengeful Treelord crushes the very life from a vile Flamer of Tzeentch, even as the Daemon attempts to warp and change around the massive fist of its foe, the Flamer’s loathsome form all hooting maws and grasping tentacles. At the Treelord’s feet, the Dryads brave the licking flames in search of further enemies to drive from the ancient ancestral lands of the children of Alarielle. 

				2	The Everqueen Alarielle does battle with a Bloodthirster atop the flame-lashed landscape of Godskull Mesa. Not even a Bloodthirster of Insensate Rage could withstand the fury of the Everqueen, screaming her hatred with a voice like the boom of summer thunder. The Queen of the Radiant Wood exudes a bright, clean and almost cool glow of life magic, at odds with the ruddy and murky daemonic flames that surround the Bloodthirster of Insensate Rage. This helps further distinguish the two factions fighting, with the dirty reds and oranges giving the Bloodthirster and its Bloodletter minions a feral, savage aspect in keeping with their nature as creatures of Chaos, whereas the Sylvaneth, and Alarielle in particular, are bright and sharply defined, the Everqueen’s clean luminescence marking her out as a divine creature of Order. 
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				Did you know that all the Horus Heresy Space Marines available to pre-order this week can also be used in Warhammer 40,000? The Tactical Squad and Chaplain already have rules in Codex: Space Marines, but what about the Cataphractii Terminators and the Contemptor Dreadnought? Well, know no fear, because we’ve printed them right here for you.

			

		

		
			
				THE RULES

			

		

		
			
				TERMINATOR CAPTAINCONTEMPTOR DREADNOUGHTCataphractii Terminator Squad

			

		

		
			
				Weapons

				Combi-bolter

				Designed as a tactically flexible weapon for use with Cataphractii Terminator armour, a combi-bolter is essentially two standard-issue boltguns slaved together. It is bulky and somewhat crude compared to the more advanced storm bolter, but nonetheless remains an effective and deadly weapon.

					Range	S	AP	Type

					24"	4	5	Rapid Fire,Twin-linked

				Grenade Harness

				An auxiliary weapon system fitted to Cataphractii Terminator armour, the grenade harness unleashes a barrage of fragmentation charges at the foe as the wearer charges into combat.

				A model can fire its grenade harness in addition to its combi-bolter. In addition, models in the wearer’s unit do not suffer the penalty to their Initiative for charging enemies through difficult terrain, but fight at their normal Initiative in the ensuing combat.

					Range	S	AP	Type

					8"	3	-	Assault 2, Blast

				Kheres Pattern Assault Cannon

				An ancient weapon incorporated into Contemptor pattern Dreadnoughts, the Kheres is a high-velocity cannon which uses electrically driven spinning barrels to maintain a tremendous rate of fire. Thanks to this relentless torrent of explosive shells, this bulky assault cannon can chew and tear its way through the most heavily armoured foe.

					Range	S	AP	Type

					24"	6	4	Heavy 6, Rending

			

		

		
			
				Wargear and Armour

				Atomantic Shielding

				One of the Contemptor Dreadnought’s most distinctive features is a series of defensive field generators mounted inside its armour plating and powered by the atomantic power core within.

				A Contemptor Dreadnought has a 5+ invulnerable save against all shooting attacks, and a 6+ invulnerable save against all close combat attacks. In addition, if a Contemptor Dreadnought suffers an Explodes! result on the Vehicle Damage table, add 1" to the radius of the resulting explosion. 

				Cataphractii Terminator Armour

				One of the first-issued patterns of Tactical Dreadnought armour, the Cataphractii suits are even more armoured than their more modern counterparts, with slab-like ceramite pauldrons housing additional shield generators. This design has the unfortunate side effect of putting further strain on the armour’s servos and slowing the wearer in combat.

				Cataphractii Terminator armour confers a 2+ Armour Save and a 4+ invulnerable save. Furthermore, models in Catapractii Terminator armour have the Bulky, Deep Strike and Slow and Purposeful special rules. 

				A Terminator Captain wearing Cataphractii Terminator armour also re-rolls invulnerable saving throws of 1 to represent the overlapping energy fields projected from both his iron halo and his armour’s in-built shield generators.

				A model wearing Cataphractii Terminator armour counts as wearing Terminator Armour for the purposes of embarking within Transport vehicles, the use of teleport homers (see Codex: Space Marines), and for the purposes of Formation Restrictions.
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				Terminator Captain

			

		

		
			
					WS	BS	S	T	W	I	A	Ld	Sv	Unit Type	Unit Composition

				Terminator Captain	6	5	4	4	3	5	3	10	2+	Infantry (Character)	1 Terminator Captain

			

		

		
			
				Lords of the 1st Company, and favoured sons of the Chapter, Terminator Captains are among the greatest heroes of the Imperium. Only the most worthy champions are given the right to wear one of the Chapter’s ancient suits of Terminator armour. In the case of Captains, such war suits are always precious relics, having been carried into battle by many legendary warriors and present at thousands of great and glorious triumphs. Some Chapters even allow their Captains to don suits of Cataphractii armour. Many of these rare pieces of wargear date back to the Great Crusade, and were worn by near-mythical First Founding commanders. Captains clad in one of these sacred protective mantles are inevitably at the forefront of any attack they lead, inspiring their company to ever-greater acts of heroism.

			

		

		
			
				Wargear:

				Terminator armour (see Codex: Space Marines)

				Storm bolter

				Power sword

				Iron halo (see Codex: Space Marines)

				Special Rules:

				And They Shall Know No Fear

				Chapter Tactics (see Codex: Space Marines)

				Independent Character

			

		

		
			
				Options:

				May replace power sword with a relic blade (see Codex: Space Marines)10 pts

				May replace Terminator armour with Cataphractii Terminator armourfree

				May take items from the Terminator Weapons, Special Issue Wargear and/or Chapter Relics lists (see Codex: Space Marines).

			

		

		
			
				120

				points
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					Armour

					WS	BS	S	F	S	R	I	A	HP	Unit Type	Unit Composition

				Contemptor	5	5	7	13	12	10	4	4	3	Vehicle (Walker)	1 Contemptor DreadnoughtDreadnought

			

		

		
			
				Contemptor Dreadnoughts

			

		

		
			
				Wargear:

				Multi-melta

				Power fist with built-in combi-bolter

				Atomantic shielding 

				Special Rules:

				Chapter Tactics (see Codex: Space Marines)

				Fleet

			

		

		
			
				Options:

				May include up to two additional Contemptor Dreadnoughts170 points/model

				Any model may replace its multi-melta with a Kheres pattern assault cannon15 points/model

			

		

		
			
				The Contemptor is a towering walker, looming over the battlefield like a mechanical god of war. A precursor to the more common variants of the Space Marine Dreadnought, the Contemptor is a true engine of destruction, though the secrets to create new Contemptors are thought to have vanished sometime after the Horus Heresy. Hidden beneath its heavy armoured hull are many secret machineries of the Adeptus Mechanicus, now largely lost or forgotten by the rest of the Imperium. Internal servos and pistons lend the Dreadnought punishing strength, as well as the ability to put on bursts of speed that belie its massive size. The Contemptor is also well protected, not just by its thick hull, but by atomantic shielding that can ward away even the strongest attack in a flash of brilliant energy. 

			

		

		
			
				170 

				points
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				Cataphractii Terminator Squad

			

		

		
			
				A relic of the Great Crusade, Cataphractii armour is an even heavier variant of the formidable Tactical Dreadnought Armour. A squad of battle-brothers clad in this impressive plate can weather almost any form of attack. Layered reactive plates absorb punishing kinetic assaults, while the suits’ additional shield generators ward away concentrated energy blasts. The price for such protection is mobility, and it was for this reason that many Legions, and later Chapters, replaced it. Even so, in the armouries of many of the Adeptus Astartes ancient suits of Cataphractii armour still exist, often armed with combi-bolters and other antiquated weaponries, and should the Chapter Master decree, these impressive weapons of war are once more unleashed upon the enemies of the Imperium.

			

		

		
			
				Wargear:

				Cataphractii Terminator armour 

				Combi-bolter

				Power fist (Cataphractii Terminators only)

				Master-crafted power sword (Sergeant only)

				Special Rules:

				And They Shall Know No Fear

				Chapter Tactics (see Codex: Space Marines)

				Combat Squads (see Codex: Space Marines)Options:

			

		

		
			
				May include up to five additional Cataphractii Terminators35 pts/model

				Any model may replace its weapons with two lightning clawsfree 

				Any Cataphractii Terminator may replace his power fist with one of the following:

				Lightning clawfree

				Chainfist5 pts/model

				For every five models in the squad, one Cataphractii Terminator  may replace his combi-bolter with a heavy flamer10 pts/model

				The Cataphractii Sergeant may replace his master-crafted power sword with one of the following:

				Power fistfree

				Lightning clawfree

				Chainfist5 pts

				The Cataphractii Sergeant may take a grenade harness10 pts/model

				The unit may select a Land Raider, Land Raider Crusader or Land Raider Redeemer as a Dedicated Transport (see Codex: Space Marines). 

			

		

		
			
				[image: ]
			

			
				
					175

					points

				

			

		

		
			
					WS	BS	S	T	W	I	A	Ld	Sv	Unit Type	Unit Composition

				Cataphractii Terminator	4	4	4	4	1	4	2	9	2+	Infantry	4 Cataphractii TerminatorsCataphractii Sergeant	4	4	4	4	1	4	2	9	2+	Infantry (Character)	1 Cataphractii Sergeant
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				10,000 years of service

			

		

		
			
				HOW POWER ARMOUR HAS SURVIVED THE LAST 10 millennia

			

		

		
			
				Since the release of Betrayal at Calth we’ve seen loads of people painting Mark IV Space Marines and Cataphractii Terminators for their chosen Legions. But did you know you can also include these models in your Warhammer 40,000 Space Marine armies?

				Mk. IV power armour – sometimes referred to as Maximus armour – is regarded as one of the most advanced suits of power armour ever created. Designed during the Great Crusade and used throughout the Horus Heresy, most Space Marine Chapters still have some complete suits of Mk. IV armour in their armoury almost 

			

		

		
			
				10,000 years later. These suits are regarded as relics of an ancient time and to wear one in battle is considered a great honour. Though rare, entire squads may be equipped with Mk. IV armour and some Chapters – such as the Red Scorpions – can field entire Companies equipped with newly-forged suits of Mk. IV armour, painstakingly constructed over many years by the Chapter’s artificers.

				Essentially, what we’re saying is, if you want to use these new models in your Warhammer 40,000 army, feel free! You have approval from the Administratum, so make merry with the plastic kits and enjoy.

			

		

		
			
				THE MIGHT OF THE FORGE WORLD

				Forge World provide a whole host of upgrade kits for Horus Heresy Space Marines, from Legion shoulder pads, torsos and heads, to great swathes of weapons and wargear to arm your battle-brothers with. Indeed, with all the weapon upgrade packs on offer from Forge World, you can combine them with the Mark IV Space Marine box to create a whopping six different units for any Space Marine Legion army. Tactical Squads and Veteran Squads are simple enough, but with the addition of a special weapon set you can create a Tactical Support Squad, and with a pair of heavy weapon sets you’ve got a Heavy Support Squad. Add a Legion Seeker Bolter set and you’ve a Legion Seeker squad, and mixing a Mark IV Space Marine box and a pack of Legion Deliverance pattern shotguns can give you a Legion Reconnaissance Squad. Add some Legion upgrade sets and you’ll have a squad that’ll be the pride of the Legion. All these and more are available directly from Forge World. To find out more visit:

				www.forgeworld.co.uk

			

		

		
			
				THE WEEK IN

			

		

		
			
				Join us for a round-up of the week as we share comment, opinion and trivia on all the latest releases, plus other fun tidbits that have cropped up in the White Dwarf bunker. This week, we take a look at Space Marines, All-gates, a big skull and a war in the bunker.
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				A GALAXY AT WAR

			

		

		
			
				The Horus Heresy: Betrayal at Calth depicts the brutal events of the Underworld War, but this was by no means the only battle of the Horus Heresy raging at the time. As the Word Bearers revealed their perfidy, the Imperial Fists clashed with the Iron Warriors at the Battle of Phall, the Night Lords Legion began to harry the Dark Angels as part of the Thramas Crusade, and Warmaster Horus would unleash the full strength of his Legion at the Battle of Molech. Who knows what other galaxy-changing battles took place, only to be forgotten by the Imperium as historical record became little more than myth?

			

		

		
			
				WHITE DWARF

			

		

		
			
				Every suit of power armour has a machine spirit that must be honoured and respected, and mistreatment can impair its effectiveness. However, centuries of warfare may see a suit of power armour damaged beyond repair, its surviving components used to rebuild other equally-damaged suits. It’s likely, then, 

				that many suits of power armour in the 41st Millennium are hybrids, a mélange of different armour marks combined to create one working suit. Here we’ve combined parts from the Mark IV Space Marines kit with components from the Sternguard Veterans set (left) and the Space Marines Tactical Squad (right) – with great results. 

			

		

		
			
				COMBINING SUITS OF POWER ARMOUR

			

		

		
			
				STOP PRESS!

				This week a new Horus Heresy book goes on pre-order from Forge World, the Horus Heresy Legiones Astartes – Age of Darkness Army List. While the title may be a bit of a mouthful, the contents of the book is a veritable feast, containing new and updated army lists for Space Marine Legions in Age of Darkness battles. Not only that but you’ll also find new missions in there, a comprehensive list of wargear and Rites of War for each of the Legions. If you enjoy playing games set during the Horus Heresy, then this book is a must-have for your gaming arsenal.

				There’s even a special edition of the book available. Head over to the Forge World website now to take a look:

				www.forgeworld.co.uk
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				Our Reader’s Model of the Week is this conversion of Ragnar Blackmane painted by Tommie Soule. Tommie used Krom Dragongaze as the basis for the model with the addition of a frost blade from the Space Wolves upgrade pack and a head from the Grey Hunters set. Note that Ragnar has blonde hair, too – his cognomen comes from the Blackmane wolf he killed, not his own hair colour!

				If you’ve painted a miniature that you think is worthy of a place in White Dwarf then why not send a picture to: team@whitedwarf.co.uk If it’s something we can use, we’ll be sure to get in touch.

			

		

		
			
				Reader’s Model of the week
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				REPORT:

			

		

		
			
				MUNITORUM

			

		

		
			
				cataphractiI Terminators

			

		

		
			
				INVULNERABILITY

				Cataphractii Terminators have high-powered force fields built into their armour, giving them a 4+ invulnerable save. We suggest using Destroyer weapons or units with loads of attacks to deal with them.

				ACCURACY

				Cataphractii Terminators carry combi-bolters, which means if you miss with the first shot, you get to re-roll it. Very handy in a firefight!

			

		

		
			
				FAST WALKING

				Cataphractii Terminator armour is so bulky that it impedes the wearer’s movement. Consider getting a Land Raider to drive your Terminators into battle.

				OVERWATCH

				Units with the Slow and Purposeful rule cannot fire Overwatch. Ensure your Cataphractii Terminators don’t get charged by charging the enemy first!

			

		

		
			
				BIT OF THE WEEK: FLASH BANNER They say it pays to advertise, and when you’re a Flash Git with an ego as big as your snazzgun, you need a proper flash back banner. This curious skull is perfect for any Flash Git Kaptin who wants the galaxy to know just how zoggin’ ‘ard he is.

			

		

		
			
				HOW DID THEY DO THAT?

			

		

		
			
				Should you have heard the siren song of the Sylvaneth today and picked up the brand new Alarielle the Everqueen kit, you’re no doubt raring to assemble your latest acquisition, and get it painted.

				As it’s a plastic kit, you may be itching to break out the plastic glue, but we offer a piece of assembly advice from no less an authority than Duncan Rhodes, star of Warhammer TV. Due to the weight of the Wardroth Beetle, you should assemble its legs and attach them with super glue, which will form a quicker bond and not bow and bend before it seals. Simple advice, and it gets you a brilliant result! 

			

		

		
			
				The bolter comes in many patterns, from the famed Godwyn to the ancient Phobos. The Tigrus pattern originates from the now-lost forge world of Tigrus, and was the most recent and widely-spread design of boltgun at the outbreak of the Horus Heresy. Like the Mk. IV power armour it is closely associated with, it does persist in the 41st Millennium, but intact examples are sacred war relics passed down to only the worthiest of battle-brothers. 

			

		

		
			
				WEAPON OF THE WEEK: TIGRUS pattern Bolter 
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				Codex: ApocryphaEXTRA

				Notes from the worlds of Warhammer. This week: freakish fortresses.

				THE CRAWLERFORTS

				Massive castles mounted atop the backs of colossal crustaceans, six Crawlerforts shackled the mighty worm Fangathrak in place, to let the Everchosen march his forces from the Mawgate in the titanic beast’s fang-lined gullet to Archaon’s mighty fortress of Allpoints.

				HINZERHAUS

				On the world of Jago stood the Hinzerhaus, known to the Astra Militarum regiments unfortunate enough to be stationed there as ‘the House at the End of the World’. Ancient beyond reckoning and not of human artifice, the Hinzerhaus was reputedly haunted by unquiet spirits, with the Astra Militarum regiments stationed to defend it from Chaos forces suffering from particularly acute morale problems brought on by unholy whisperings and curious disappearances. 

				PARASITE ENGINES

				An unholy blend of Skaven science and warpstone-fuelled magic, the titanic Parasite Engines that stalked the Scabrous Sprawl of Ghyran were part vast insect-like mining engines and part Skaven warren-cities. The designs varied, but were typically a mix of insect and, in classic Skaven arrogance, giant rat. 

				THE ETERNAL FORTRESS

				A monstrous trap engineered by the Iron Warriors, in the years following the Horus Heresy, the Imperial Fists bled their Legion dry trying to reach the heart of the Eternal Fortress, only to discover the central keep was naught but a titanic killing ground. Only the intervention of the Ultramarines saved the VII Legion from total extinction.

			

		

		
			
				The White Dwarf hobby room resounded with the sounds of savage conflict this week as Jes Bickham challenged Erik Niemz to a lunchtime game of Warhammer 40,000. Jes pitted his Hive Fleet Eumenides against Erik’s Necrons in the mission Spoils of War. 

				The game opened with especial carnage as Erik’s forces reduced Jes’s Hive Tyrant to but a single wound in the very first turn. To compound this poor fortune, Jes chose to unleash the Hive Tyrant’s psychic might, only for its final wound to be stripped away by an adverse Perils of the Warp roll. Yet the fortunes of war were not entirely one-sided, and Erik’s Transcendant C’tan was torn apart in a volley of Devourer fire shortly afterwards. Yet this setback did little to stop the relentless march of the Necrons, and Erik eked out the narrowest of victories.

			

		

		
			
				THE SPOILS OF WAR

			

		

		
			
				Today sees the release in stores of both the brand new Sylvaneth range and the concluding part of the first saga in the Age of Sigmar, The Realmgate Wars: All-gates. An important figure (arguably the most important) in the former and a key figure in the latter is Alarielle the Everqueen, the Queen of the Radiant Wood. No mere avatar, chosen champion or demigod, Alarielle is a full-blown goddess of life magic, a divine entity on par with the likes of the God-King Sigmar, the Great Necromancer Nagash and mystery-shrouded Malerion. The Everqueen also carries the weapon of another deity, the mighty Spear of Kurnoth, the hunter god revered by some Sylvaneth as Alarielle’s divine consort.

				Taking up the Spear is part of the Everqueen’s war aspect, displayed most prominently in All-gates as she leads her children against the rotten hordes of Nurgle to seize the Genesis Gate of the Realm of Life from the forces of the vile brothers Glott, the Glottkin. 

			

		

		
			
				THE QUEEN OF THE RADIANT WOOD

			

		

	
		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			
				Regular readers may be familiar with Chris Webb’s Blood Angels, but he also has a burgeoning collection of Ultramarines he’s slowly but surely building up. 

				Squad Varenus is Chris’s latest work. His plan was to have the Tactical Squad match the ones on the box as closely as possible. Indeed, there are only a handful of deviations from those on the box, such as the name on Sergeant Varenus’s banner, and that rather than using the transfers that come in the box the talented Mr. 

				Webb has painted the Chapter symbol and squad markings across the entire squad himself. Combined with some exquisite (and paintstaking) edge highlighting, we think you’ll agree that Chris has achieved some remarkable results (although each model took four hours to paint). Chris also has plans to expand the collection into both the Horus Heresy and Warhammer 40,000 with a plethora of new units like Centurions, tying both eras of the noble scions of Guilliman together with one colour scheme. 
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				WHITE DWARF’s regiments of renown

			

		

		
			
				NEXT issue: ESSENTIAL READING FOR ALL GENERALS OF THE MORTAL REALMS! 

			

		

		
			
				1	Chris painted the missile launcher separately.

				2	This backpack is one of the few deviations from the original paint scheme.

				3	Chris painted Varenus’s head before gluing it on.

				4	The purity seals are Screamer Pink and Carroburg Crimson. 

				5	Chris built the Mk. VI Space Marine with all the Mk. VI parts.
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				Order Resurgent

			

		

		
			
				The alliances of Order, Destruction and Death won many great battles, but they were still outnumbered and divided. Archaon and the Dark Gods continued to funnel endless hordes of warriors, monsters and daemons through the All-gates and into the Mortal Realms, using the reality-spanning Eightpoints to maintain supremacy on almost every front. 

				It was Sigmar who recognised that any attempt to reclaim the realms while this continued was doomed to fail. Instead, he concocted a brave but desperate plan to strike against every All-gate at once. The battles that ensued were vast and 

				terrible, drawing in even the titanic Godbeasts of the Mortal Realms and pitting the greatest heroes of the age against one another in clashes that shook the firmament. Though the alliance of Order was hurled back at several of the All-gates, they knew victory also. Led by the reborn goddess Alarielle, a great host of sylvaneth and Stormcast Eternals were able to seal the Genesis Gate in Ghyran, the Realm of Life. In so doing, they compounded Nurgle’s defeats in that mystical realm. The tides of war had turned. 

				So began a new period of change and consolidation. Across the 

				Mortal Realms, the forces of Order moved with renewed purpose. Stormcast Eternals raised towering Stormkeeps to watch over key Realmgates. Processions of Devoted moved out into the Desolation of Chaos, cleansing the land through the shedding of their blessed blood. Engineers of the Ironweld Arsenal and wizards of the Collegiate Arcane directed great labours of construction. Slowly but surely, the first new cities of Order began to rise in the Mortal Realms. 
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				The Realmgate Wars began with a furious tempest, and ended in fire and blood.
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				The Twin-tailed City

			

		

		
			
				Amongst the cities built by the forces of Order following the Realmgate Wars, none was greater than Hammerhal, the Twin-tailed City. The Cities of Sigmar – as they came to be known – were mostly built around fortified Realmgates, claimed initially by chambers of Stormcast Eternals. It was not uncommon for the cities to be named to honour those immortal heroes. Thus was Hammerhal named for those Hammers of Sigmar who claimed the Stormrift Realmgate in a spectacular, bloody war. Sigmar’s warriors crushed the vast orruk tribes that had long made savage migrations through the Realmgate. The greenskins were purged in both Aqshy and Ghyran for leagues around that mystic portal. Amongst the ashes of the greenskins’ tribal territories the Stormcasts raised the first foundations of what gradually grew into a singularly spectacular city. 

				Hammerhal is named the Twin-tailed City because, to all intents and purposes, it is in fact two settlements ruled as one. The city sprawls out around its Realmgate in both the Ashlands of the Realm of Fire and the Jade Kingdom of Verdia in the Realm of Life. Hammerhal Aqsha is a harsh and heavily fortified place, its myriad banners and pennants dancing on hot, angry winds. The Ironweld Arsenal maintain a strong presence amongst Hammerhal Aqsha’s towering bastions and batteries. Their genius maintains the city’s crackling lightning shield and keeps its mobile forts lumbering ever outward to extend Hammerhal’s boundaries, even as the self-flagellating processions of the Devoted cleanse the hard lands around the city. Hammerhal Ghyra, conversely, is a stronghold of aelf-kind, and of many other Free Peoples. To hold back the 

				aggressively exuberant growth of the Realm of Life, this side of the city channels lava through from Hammerhal Aqsha. The molten rock flows out through carefully cut trenches and forms a wall of fire that protects the city’s celestial spires and golden domes. In return, a steady supply of foodstuffs flows back through the Realmgate from Hammerhal Ghyra, the life-city’s endless abundance keeping its Aqshyan districts fed. 

				Governed by a Grand Conclave of lords chosen from amongst the best and brightest of Azyrheim, defended by countless armies including no less than twelve chambers of Stormcast Eternals, Hammerhal is the spiritual capital of the Cities of Sigmar and the greatest of their number. 
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				Greywater

				Fastness

			

		

		
			
				The Living City

			

		

		
			
				Phoenicium
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				The Seeds of Hope

			

		

		
			
				From prophecy-rich Excelsis in the Realm of Beasts, to volcanic Vindicarum in the Realm of Metal, the cities of Order are many and varied. Most have taken decades to build, growing slowly from fortified encampments to huge and bustling hubs of civilisation. There were three cities that sprung up far more swiftly, however, known as the Seeds of Hope. 

				In the Realm of Life, with the Season of War burgeoning, the forces of Order sought to follow their victory at the Genesis Gate with swift and purposeful construction. Much of the realm still festered beneath Grandfather Nurgle’s rancid touch, but with the Queen of the Radiant Wood driving the pestilent hordes back every day, the forces of Order were filled with confidence. 

				It was Alarielle herself who raised the first of the Seeds of Hope. In the Jade Kingdom of Thyria, the Everqueen defeated the swarms of Clan Morbidus and drove them from the Hollow Forest. Once a trackless ocean of vibrant flora, this immense woodland had come by its bleak name after the Clans Pestilens gnawed away its roots and left it to desiccate and die. The Everqueen restored it to life, her purifying energies flowing through the rattling husks of ghost-elm and sighing willows. Amidst the reborn woodlands, Alarielle raised a mighty city through the power of natural magic. Her song soared, high and lilting, as it brought forth great bulwarks of entwined ironoak and bedrock. Towers and fortifications she fashioned from thorn-studded 

				vines and seams of song-forged metal. For fourteen days and nights, the ground shuddered and the forests swayed as Alarielle went about her work. Eventually, a new city of prodigious size stood atop the plateau, a mighty fastness to watch over the Hollow Forest. Alarielle knew that her children were too fey and mercurial to be confined as the garrison for such a place. Instead she offered it to her mortal allies, a place of safety to call their own in exchange for watching over the Everqueen’s wondrous forest. Though some feared this city of plant and stone, many accepted Alarielle’s offer and became the wardens of the Living City. 
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				A New Power

			

		

		
			
				The second of the Seeds of Hope could not have been more different from the first. Led by the visionary architect Valius Maliti, a collective of artisans and labourers poured through the Festermere Realmgate into Greywater Reach, ready to build a fastness against the powers of Chaos. Guarded by the Anvils of the Heldenhammer, the spellcraft of the Eldritch Council and many regiments of Freeguild soldiery, the work began in earnest. 

				Throughout the Mortal Realms existed concentrations of raw magic, coalesced into disparate substances known collectively as realmstone. Whether the blue-hot prisms of crystallized anger found 

				in Aqshy, the geometric deposits of enlightenment in Hysh, or the shimmering jade tendrils of vitality found in Ghyran, realmstone had always been seen as volatile and dangerous. It was Valius Maliti who first made the intuitive leap of suggesting that this hazardous manifestation could be used as a source of power. Between the architect’s genius, the boundless wisdom of the aelven enchanters, and the pragmatic skill of the Ironweld engineers, history was made in Greywater Reach as a deposit of Ghyran realmstone was harnessed with arcane machinery. 

				Suddenly, the forces of Order had all the power they needed and more. The bog-grot tribes 

				that had harassed their stockades were driven back by crackling war machines. The swamp waters were drained away in a matter of days, and the land baked to hardened clay. Walls rose. Towers spiralled upward. Trees were felled by the hundred, and the region’s resources were plundered to fuel the lightning-fast growth of the Greywater Fastness. The children of Alarielle looked on in horror at this rapacious industry, some even coming to blows with their erstwhile allies in their sorrow and anger. Yet still the Fastness rose, a towering stronghold of ironclad walls, roaring furnaces, sorcerous wards and lowering cannon batteries that dominated the region all around. 
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				Ruin Reclaimed

			

		

		
			
				The third of the Seeds of Hope was the Phoenicium. Before it became a symbol of rebirth, the Phoenicium was a vast and sprawling ruin that dated back to the Age of Myth. Ancient and enigmatic, it sat at the foot of the tree-like Arborean Mountain, its structures haunted by strange entities and inhabited by bands of brigands and wanderers. During the early stages of the Chaos invasion, a fierce battle was fought amidst the nameless ruins and a terrible catastrophe engulfed everyone involved. Whether by some mighty spell or weapon, the wooden slopes of the Arborean Mountain were torn open, and an oozing tidal wave of sap was released. The sap-tide rolled inexorably down upon the ruins, immersing them entirely before setting as a glacier of amber. 

				So was the nameless citadel preserved, like some ancient insect, for hundreds of years. Perhaps it could have stayed that way forever, untouched by both the corrupting power of Nurgle and the healing magics of Alarielle, but such was not to be the ruined city’s fate. 

				It was the Anointed of the Phoenix Temple who found the preserved ruins, after their defeat of a Rotbringer host at the Dreamloss Realmgate. Battered but victorious, the aelves marvelled in silence at the incredible spectacle before them. It was then that their Flamespyre and Frostheart Phoenixes took to the air, crying out to one another as they began a mystic aerial dance. Back and forth the magical creatures flew, sorcerous fires and whirling cold 

				trailing across the encased ruins. Slowly, impossibly, the amber began to melt away, becoming a beautiful golden mist that rolled out to surround the ruins. Though it took many hours, and the Phoenixes were utterly exhausted by the time they were done, the nameless ruins were fully revealed, empty and ready to be reclaimed. 

				Aided by the children of Alarielle, Sigmar’s Stormcast Eternals and many of the Azyrite peoples, the Phoenix Temple resettled the nameless city and raised it up from the twilight limbo in which it had languished for so long. So did it become the Phoenicium, a city where the inner ruins and deep tunnels still harbour many strange secrets, and whose borders are veiled in a magical golden mist. 
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				The Season of War

			

		

		
			
				The Seeds of Hope had been planted, and though each was different to its counterparts, all three cities were enclaves of civilisation amidst the war-torn bedlam of the Realm of Life. They swiftly became symbols, in Azyrheim and beyond, of what the forces of Order could achieve in spite of the Dark Gods’ malice. In founding the Seeds of Hope, however, Sigmar and Alarielle had overreached themselves. Where most of the new cities of Order were built steadily, carefully, under the watchful eye of countless Stormcast Eternals, this trio of enclaves had risen with breathtaking speed. Each was isolated, so far away from the others that the cities might as well have been in different realms. Though they could be reached by forces moving through Realmgates from Azyr, the terrain around the cities was still corrupted by the touch of Chaos and swarming with myriad foes. Those dwelling within the Seeds of Hope found themselves fighting daily to repel attacks not only from the servants 

				of Chaos, but from other powers also. 

				Nagash had taken an interest in the War of Life, and had been secretly feeding deathless armies into the ongoing conflict. His servants had struck at both sides, their motivations mysterious and their methods merciless. Now, as these first cities of Order were springing up in Ghyran, those deathless armies turned upon them. None could say whether the dead were simply continuing to follow the original commands of Nagash – automata that had exceeded their remit – or whether the Great Necromancer ordered the attacks himself. To those on the battlements, the distinction mattered little, as battle was joined either way. 

				At the same time, vast hordes of orruks, grots, ogors, gargants and troggoths closed in upon the fragile bastions of Order. Though the War of Life had taken its toll upon the tribes of the Jade Kingdoms, untold numbers of greenskins and their ilk still scratched a living amid the horror and the filth. Surrounded by constant war and strife, many had even prospered, while more tribes were drawn in daily from other Mortal Realms as word spread of the bounty to be had in Ghyran. Though no official order was given, and no commanding figure could be named, the hordes of Destruction were drawn to the Seeds of Hope like silkwings to a firebloom, hurling themselves gleefully into battle with any who got in their way. Rumour had it that even 

				the mighty Gordrakk had crossed from the Realm of Beasts into the Realm of Life, just to tear down these new-found places of Order.

				The foremost threat, of course, came from the worshippers of the Dark Gods. Nurgle was outraged that such places of purity and purpose should mar the bountiful entropy he had spread across Ghyran. His festering children were quick to regather their strength, marching to war once again beneath their rotting banners and rust-pealing bells. The worshippers of Khorne and Slaanesh gathered too, while from on high came sky-riding hosts of Tzeentchian daemons, and sorcerers seeking to destroy these new cities and plunder their secrets for themselves. 

				As the Season of War raged and the armies of Order marched out to defend their newly established enclaves, the gods looked on with hope and with hate. The coming days would determine whether the Seeds of Hope would flourish into something greater, or be left as blackened husks, sad memorials to the glory that might have been. 
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