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Lditor

Andy Hall

EDITORIAL

S0, here we are
with Tssue One of
Fanatic magaxine.
I1's been a long,
and often bumpy,
journey 1o gel o
this place bur it's
here at last. If this
is the first time
vou've heard about
Games Workshop or the Specialise
Games then “welcome'. Perhaps
vou've picked the magazine up off the
shelf of your local games store or
newsagent, if so, then please read
Tervis Johnson's article over the page
as this will explain who we are and
what this magaxine is all about.

Mare than likely you're already aware
ol Fanatic — mavbe you have recently
taken up one ol our games and wish
to expand your hobby, or pehaps were
one of our loyal readers of the smaller
HEME SYSICI MAgasines we usecl (o
produce. However you have found
vour way here | hope vou'll be with us
for the foresceable future.

The first batch of articles we bring vou
is an cclecric mix, from advice on
blocking in Blood Bowl to designing
VOUT 0w citizens in Inguisitor, Some
old favourites from the previous
magazines have also survived the
rransition, including Blood Bowl's
Spike! Mapgazine where Lord Borak
will continue to share his pearls of
wisdom, as well as Town Cryer which
will be advertising the best Mordheim
has to offer — the ulumate in
adventure holiday destnarions!

Along with the old favourites we will
also be presenting some new
fearures, including fully stocked
cvents pages and forums for vou
oo report on Specialist Game
tournevs. We also have a new
column titled “The Last
Word” which is where 1
invite games designers
and otheér promincnt
members of the
hobby to air their,
often radical,
ViEWs,

Battlefleet Gaothic designer, Andy
Chambers, starts it off with a glorious
rant — keep an cve on futire issues for
TROTE.

There are two standout articles for me
this month. The lirst is the Warmaster
Storm of Chaos scenarios. Storm of
Chaos is the hig worldwide campaign
this summer ancd, like BFG players
with Eyve of Terror last vear, Warmaster
plavers will be able to join in as well.
W have produced some great-looking
figures for the Storm of Chaos range
including Archaon and Teutogen
Guard, have a look at all those and
the rest of the releases on the news
pages.

The second article is the long-awaited
Pit Fighter game. Yes, you pgeta
complete game in this issuc!
Mordheim plavers have been waiting
lor this for some time, unfortunacely
(o fortunately if you're an Epic
plaver!) Epic got in the way, which
meant the Pit Fighter rules were
delaved, 50 here they are at last.

In the early playiesis we
used the Mordheim game
mechanics, although we
soon found that these
were not suitable for
an arena-type game
s0 Jervis
designed a new
svarem. Using
models
from an

Storm of Chaons 10

Enforcers 56
Gang Leadership B2

established range in different ways is a
premise we will be exploring in the
future - Jervis has already mooted an
Epic-scale air force game, so yvou

can cxpect to see this and even
more experimental content in
future issues.

Well I'm running out of
space, so all that really
remains o say is thar |
hope vou enjoy the
issLe,
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t's been absolutely ages since | last
lwmlt‘ a J-Files article. For those of
you that haven't read one before,
they arc basically an excuse [or me o
ramble on ahout something that’s not
directly related o game rules or the
habiby In the past 've talked about
events, tournaments, how o deal
with rules problems, amongst other
things. But for this special issue of
the J-Files, 'm going to talk about my
time in the Fanatic Studio, and where
we will he going in the future. As
many of you will be new to the
Specialist Games Range, Uve linished
off the article with a set of the most
frequently asked questons about
Fanatic and the range.

S0, what's it been like working in the
Fanatic Studio? Tt has been about
three and a half years since | joined
Fanatc, and to say a lot has changed
in the way we support the Specialist
range over those vears would be a
massive understatement! When |
joined Fanatic, the team consisted of
mysclf, Warwick Kinrade, ancd the
Late, great, Steve Hambrook. The
three of us were tasked with
suppocting the whole Specialis
Games Range any way we could, but
mainly by publishing small black and
white ‘fanzines” for cach game

Aervis fobnsol Asely Hofl — Mair Keefe -
Head Fanatic Magazine Faitor Crame Producer

Tive Mad Professor’

Incredibly Twee'

WELCOME TO PAMATIC

A J-FILES HRTICLE BY JERUIS JOHNSON

system, and bringing out new
miniatures. If I'd known then just
how much work would be involved
in creating @ department (o support
the range I... hmmm, well T was
going v write that I'd have run
screaming from the building and
never come back, but that would
actually be a lie. The vruth is that the
last three and a half vears have been
the most satisfying of my working
life, and 1 wouldn't have missed them
for anything in the world.

But 1 digress. As | was saying, when T
joined the team, the three of us were
tasked to support the range any way
we could. This we did, bringing out
magazines and new miniatures,
attending events, and sewing up our
own anline store where we could sell
our products directly to our
customers. We made some bad
decisions in those early days - T don't
think the Blood Bowl community will
ever forgive me for the infamous (and
thankfully short-lived) fourth edition
of the Blood Bowl rules, while some
oof the miniatures we released. .. well,
let’s just say that they are probably
best forgoten, But the purpose of
Fanatic has and always be o ‘ger staff
out’, and that we did, month in,
month out, somehow or another

‘Deadlines Are For Wimps'

Jake Thornton -
(rame Producer
The New Ofd Guy'

Jervis Johnson is the Head Fanatic, the ringmaster of a small but terrifying circus! (See
below if you don’t belicve me.) In this article Jervis explains what it is the Fanatic team do,
what to look forward to in upcoming issues of this magazine and our plans for the future.
For the uninitiated there is also a Frequently Asked Questions (FAQs) section over the page.

managing (o publish magazines and
bring out new miniatures for all
seven Specialist Games systems.

And then a funny thing started to
happen — the rest of Games
Workshop started to notice what we
were doing, and they came to us and
asked if there was anvthing they
could da o help support our range.
OO0 course, we'd had help right from
the start, but the assistance 1ended
be ad-hoc, with people lending a
hand if we asked them to, Now
people were coming to us and asking
if they could lend us a hand in a
more formal manner. You see, when
all is said and donc, just about
everyone that works at GW is a fan of
the games we produce, and having,
grown up plaving the games in the
Specialist range, they wanted to do
what they could to support the
games as well, It really was a most
gratifving and humbling expericnce,
and it made me proud to be able o
work with such nice people.

That said, figuring out the best way
for the rest of Games Workshop o
help us out has not always been easy,
as they prety much have their hands
full just looking after Warhammer,
Warhammer 40,000 and The Lord of

Merle Bedford —
Mivifatures Scuiptor
“Mr Fix-it’
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The Rings, However, slowly but
surely we were ahle 1o estahlish
systems thar allowed Fanatic to
concentrate on creating soff, while
the rest of Games Workshop
manulfactured and supplied it. This
new support svstem is now fully up
and running in Burope, and over the
next two to three vears we hope o
expand its coverage 1o the rest of the
wiorld.

While this process was going on, the
Fanatic Studio was changing too.
From that small, inexperienced,
three-man team of the early davs, the
department has more than ripled in
stze, s0 that it's now a ten-man team
of highly expericnced professionals,
fully capable of providing top gquality
support for the Specialist range. More
importantly, Fanaric has changed
from being a hybrid studio/sales team
into g pure design studio. This
change has allowed us o focus
purcly on the design and
development of the Specialist Games
Range. We produce new miniatures
and (now!) a full-colour magazine
covering our range, and have also
recently expanded this output to
include a yearly Annual for each
game. W also have and a
commitment o produce updated
rulcbooks and game supplements
when they are required. Tn an
average month Fanatic will bring out
between 6-12 new miniatures and a
OG-pase magazine, and every two-

three months Fanatic will also bring
out a 90-page annual. In 2003 the
Fanatic team brought out gaming

Tesrn Merrigan — Keaith Krelle -
Office Manager Wb Developer
Ciffilce Anssie’ ‘Uncle Albert’

supplements or revised ruleboolks
once a quarter in addition wo their
other commitments. The level of
productivity is extremely high for
such a small team, and the quality of

the product is improving constantly.

In addition w products the Fanatic
team is closely involved in the
development of the Specialist Games
Range hobbies, It does this by
producing newsletters, White Dwarl
articles, and the Specialist Games
Range pages on the GW website. The
Fanatic team maintains contact with
the hobby at a grass-roots level by
helping moderate anline forums,
answering customer c-mails, and by
attending at least one show or event
a month (and often two or more).
This has the side effect of making the
development process that takes place
in the Fanatic Studio very visible to
the dedicated hobbyists that play the
games in the range.

Looking into the future, 'm hoping
that the coming months and vears
will see the Specialist Games Range
become more and more accepred as
an important part of the Games
Workshop range. Fortunately Fanatic
is now in a position o provide
excellent support for the Specialist
range, which gives me more time to
concentrate on waving the fag for
our range at shows, in this magazine,
on our wehsite, and in White Dwarf.
Behind the scenes T also be
working away at making it easier for
vou to get hold of the things in the
range, by increasing the visibility of

the Specialist range in our sSiores,
publications and on our wehsites.
Don't pet me wrong, 1 know that the
big three games — Warhammer,
Warhammer 40,000 and The Lord of
The Rings — will always be the most
important and popular games we
produce, but this dossn’t mean thart
the games in the Specialist range are
unimportant or in some way scoond
best — far from it! Personally, 've
always considersd the Specialist
range o be a vital part of the Games
Workshop range because of the depth
and breadth that they add o the
Games Workshop hobby as a whole.
In a nuatshell, it's simply more fun o
play 40K if you know about
Hattlefleet Gothic, Epic and
Inguisitor, or Warhammer if you
know about Warmaster and
Mordheim, and so on. Add in the fact
that the games in the Specialist range
are simply great fun w play, well then
we'd clearly be mad not to keep on
supporting them in the best way we

can!

I'm going to finish off this instalment
of the |-Files with a selection of the
maost fregquently asked guestions we
receive about Fanatic and the
Specialist Games Bange, (see over the
page). I there are any guestions vou
haven't had answered then leel lree
to diop us a line at fanaticigames-
workshop.co.uk We'll be happy to
do our best to answer any [urther
questions you may have about the
range.

Michael Anderson —

tiary Roach — tilisse Rezzini -
Production Assistant Productiomn Assistant Miniatures Sculptor
Arfafols’ Spicy Meatballs’ “The Muflet'




FANATIC FAO
: Which games are in the Specialist
Games Bange?

Az The range curvently consists of
Tregreisitor, Warmaster, Mordbeim,
Battlefleer Gothic, Hlood Bowl,
Necromunda and Epte. If new
Specialist Games are produced by
Gomes Workshop then they will be
added to the range as soon as ihey
CORTE U,

Q: Why arc they called Specialisi
Games?

A: We've decided to use the term
‘specialist games' to cover these titles
as all of the games tend (o appeal io
older and more experienced gamers
o bave ‘cut their eye-teeth' on
efther Warbammer and 40K and are
looking for sometling new o (r) out.
O o prd § another way, we see the
Spectalist Games as primarily for
veteran players with specialived
tastes, In addition the Specialist
Cames tend o cover more shecialised
subfects than Warbameer or 40K
Mordbeim, for example, is set in one
city in the Warbammer world in a
specific period of the Warbarmmer
warld's bistory, while BatllefTeel
crathic deals with spacesbip commbat
ir the 40K wuniverse, and so on.

Q: What is the Fanatic Studio?

A The Fanatic Studio is a group of
Gantes Worksbop staffl led by Jervis,
whose remil is to support the
Specialist Gearmes Ravge.

Q: Will you be making new stull for
these games?

A: Yes we willt We'll be bringing owl
magazines, annuals dand new
minicainres for all of the games in the
Speciafist CGames Ranpe.

Q: Will vou keep making new st for

these games forever?

A: As long as you are playing the
pames then we'll keep on sufsporing
them and bringing owt new material

o therm (and, i/ soime cdses, we

may keep on supporting them even if
vor're not playingt). Welch awul for
details of new Specialist Grames
Range releases on the news page
every month,

Q: Why have vou decided o print
one magazine, instead of having
separate magazines for each game
system?

A: For a while now we bave wanted
to fmprove the format of the
magazines we produce o sufport the
Specialist Games Range and so,
rather than the small black & white
magazines that we used o pablish,
we bave switched formal to a single

Sull-colowr magazine with at least

ninety-six large "White Dwearf sized’
pages per isswe. The new pablication
bais been christened Fanatic
magazine, and every issue will
contain material for each and every
one af the Specialist Games
supported by the Fanatic Design
Strecdio.

W erow a fof of you play move than
are Specialist Game, and will
weleome only baving to purchase o

single magazine rather than two or
nrore, Bt whal bappens (o those of
o that only flay one or two of the

games in the Specialist range and
o dlon't wend o by every issoe of
the new magazine? Well, we will stilf
be publishing an Annnal for each
Specialist system each year, and this
will collect all the material for that
peime which bave appeared in
Fanalic magazine into g single place,
s poull be able to get it in one
bandy volume. Also, all of the
articles published in Fanatic
mdgeazine will be available as free
downloads from owr websile soo
after the publication of ibe
mrctgeizine, o oo will be able to gel
hold of any articles you wish withowt
baving to pay a penny fwell,
excluding your normal internet
charyges of coursel)

Having one magazine dlso means it
will be a lol easter to manage than
trying o deal with seven different
frehlications. 'm sure many of you
tedll be able to tell me tales of bow
petting each issue of the Specialist
Geimes magazines bas been an wphill
strragale, to say the least. Well no
longer! With one magazine released it
will be much simpder to get it into the
Frevecls af the people that matter, youw.
Q: 1 het that there'll be less articles
for <insert name of yvour favourite
specialist game here> then there will
be lor <inscrt name of your least
favourite specialist game here>.

A: We've gone fo great pains to make
sure that each gemes sysiem pels
evern-banded coverage over the year
it's true that sowne {ssues of Fanalic
mrigasine will bave more on one
gystem than another, bul over Lhe
course of the year vach system will
gel the same level of coverage and
support. We love all of these gantes
equally, so why wowld we do
anyvibing else??

Q: Can 1 submit articles for publication
in Fanatic magazine?

A: Yes, you certainly can, Check out
the submission guides al our website
ar it the inside frond cover (in the
Copyrights box).



(Q: Is Fanatic magazine a bimonthly
magazine, like the old black and
white magazines used o be, or does

it come out monthly?

A: This issue of Fanalic magazine
will be released in the UK in May
200, fssue Tiwo will go on sale in
July, Issue Three in September, and
frome then on the magazine will come
ol every month, Issues One and Teo
wAill be released slightly later than
this in North America aned Australia,
baet from Tssue Three fout in
September 2004) we will bave got far
enaugh abead on our production
schedule to be able to release the
mapaTitne i fhe sone wmonth
worldwide. Yes, that's right, from
September readers onlside the UK
will no fonger bave fo wail wntil
dfter redders in the UK to get thedr
ragazie.

O Can you tell me more about the
Annuals?

A: Once every yedar we bring ool
suppfermenial material for each
specialist in the form of an Annual
These Annuals will contain the rules
Sor any new models we'll bave
prroduced over the previous vear, plus
any afficial errata, new rufes and
O&A needed for the game. As long as
Yot bave the game rafes plus the
Annaectd fhern yor con be sure fhatl
o arve completely up-to-date on the
current vules for your favourite
genre,

Q: How do T get hold of the games
and miniatures in the Specialist
Cames Range?

A: Duite a few peaple ask us bow to
get bold of Specialist Games Range
mefnicatures. This is mainly becanse
very few stoves i the world carrey the
Jull Games Workshop range,
inclieding all of the Specialist Geames
Kenge. Instead most stores only carey
miniainres for what we call the core

peamnes vanges (eg. Warbammer,
Wazrbmmnmer 40 000 and The Lord of
The Rings) in any depth, and will

peneralfy only bave a very siel!
selection of Specialist Games Range
mirdatures, if they carry any at all

The regson for this is sty that very
Jew stoves bave the space to carry the
entire Games Workshop range, and
even if they do bave enongh space o
cetrry the full range, ensuring thal
they bave the right level of stock for
specialised lines is no easy matter,
Specialist pames fend fo be popular
in soine flaces and not in others,
and this makes it very easy to end up
twith priniatnres that stay on the
shelves for ages while otbers sefl owl
very guickly indeed,

i the past this "bomm or bust'
freeltern bas cansed severe problems
SJor the Specialist vange, and at one
time threatened our ability to carry
the range at all, Now it would clearly
be a b thing for the Specialist
Grames Range to disappear simply
becanse it is a difficult range o
manage, so imstecad we bave pul in
fletce & number of meagsures which
ensure thal we can continge o carvy
the range and manage it effectively.

The wey te’ve povre aboul this is fo
make the rules, catalogues and
magazines for the Specialist range
cvailable in stores, while the bullz of
fhe rest of the range is only available
through Divect Sales and from our
on-line store. We also bave an ‘in-
store order points’ service that is
cvetlable from most good Games
Wirkshap stockists. This service
allows you to order Specialist Games
miniainres af your local store.
Within a week the miniatures will be
delivered post free to the store ready
Jor you to pick up,

In addition there are an increasing
number of specialised "Warbammer
Worrdd " stores being opened afl over
the waorld, and these carry a far
wider range of Specialist Gamues
miniatures. We also take a wide
selection of Specialist Games
mintafures along fo shows ke
Games Day and the otber events that

we gitend. This makes Warbanuner

World stores and events like Games
Dy b preai plece o see the Specialist
Creames Range in the flesh’ for should
that be “in the metal 77,

Now i woneld clearly be even better if
Voie were able to wander fnto your
facal store and buy what you wanted
ripht then and there, and trust me, i
we contd do this in a manageahle
ey then, of course, we would. Sadh,
though, the bighly specialised nature
af cur range makes {f impossible to
prravide the same Lype of service that
e can offer on our ‘niass appeal’
core game ranges. Hopefully you will
dgree with me that the extra coufile
of boops you need to fump through in
arder (o be able to get bold of
Specialist Games Range models is far
prreferable to them not being
available at all.

Al of which is a very long-winded
wey af saying that i vouw can’t find
the Specialist range nriniatures you
want in your local store, then you
shopfdd first ask if they use onr Direct
Sales through in-stove order podits. If
the answer to this is ‘no’ you should
get in towch with your local Games
Worrkshop fecmm, or visit pour local
Games Workshap online store. As an
alternative, if you visit your nearest
Werrbanumer World store or atlend
Gemes Dy vor will be able o buy
o miniainres siraight off the racks.
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New Releases

O

Omne model per blister
Designed by Adam Clarke i

For ovdering information see the How to Order section on pape 94,

Please check with Direct Sales for firice.

Storm of Chaos Characters
seven characters per blister
Pestoned by Colin Grayson

Teutogen Guard
Three stands per hlister
Designed by Colin Grayson i

0 Citizens — Workers
T models per box
Desipned by Bob Naismith

@ Ork Landa
One model per blister

Desipned by Jobn Manders

@ Norse Maraonders
Three stands per blister
Degigned by Cofin Grayson




Slaancsh Characters
Toro characters per blister
Desigred by Dave Thomas

Daemonctics
Thiee stands per hlister
Designed by Colin Grayson

Dacmonettes on Steeds
! Three stands per blister
! Desivned by Cofin Grayson

Slaanesh Greater Dacmon
One model per blister
Designed by Dave Thomas

INQUISITOR

DRARE SR
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2004 Tnguisitor Annual
Inguisitor supplement
frp Areely Mlaif

Empire in Flames
Mordheim supplement
by Steve Hambrook

L

As it's Issue Ome of Fanatic magazine we've
got hold of the first cover print to come off
the press. IU's been signed and framed,
ready to give away (o one lucky reader.
We're also going to include the entire

Mordheim Pit Fighter range to sweeten
the deal as well! To win these goodies
simply answer this: What was e first
ever edition of Epic calfed?

You can cither e-mail vour answer
(with Issue One Competition in
the subject line) to:
Janaticigames-workshop.co.ulk

or you could post us vour answer
(don't forget to include your address) to:
Issue Ome Competition, Fanatic, Games Workshop,
Willow Rd, Lenton, NG7 2W5 UK

Closing date is the 30th of July 2004,

Fanatic Bitz

Mark Bedford's New Miniature
Mark has become a dad! Eleanor
Louise May Bediord was born on the
2th of : ;
January 044,
which is last
week at the
time of
writing
(although she
maybe six plus
months old by
the time you
read this!).

Jake is Back

Games Workshop veteran and ex-
editor of White Dwart, Juke Thomion
has joined the Fanatic Stadio, Jake is
coming from Warhammer Online
where he has been busy designing all
nefarious quests for vour player-
characrers.

Jake will be taking over the reins of
Blood Bowl, Necromunda and
Mordheim. e has said that one of
his first duties will be getting a Living
Kulebook online for Mecromunda,




EVENTS

HEEPIMG YOU UP-TO=NATE WITH THE SPECIHLIST GAMES
TOURNAMENTS AND EVENTS SCENE

ar events that include any of the games from the Specialist Games Range.
(Yes, | know White Dwarf also has Events pages, but we thought of it first!). To

Thu Fyents pages are a chance [or vou 1o advertise and report on any tourneys

advertise your event (it's free) or report on a recenily attended event then please
send details w lanatic@games-workshop.couk. Note, that due to this

magazine’s worldwide release we acmually produce issues sik months ahead of

the release date, so please bear this in mind (for instance, to advertise an event

in December vou'd need o send us details no later than July).

Conflict Bristol: Sunday 16th May 04
Connmonwealih Muscoum, Temple Meads,

Ellcnd Road, Lecds
loads of § L Conllict London: 5

keep you l.ll.'l:.'u'[.:lil.‘.'l'.l. Alexandra Palace, W

Ticket Price: £40 :
“[neluding. meals on : ! SO 2004
hoth doys. A Wachammer World,
You need o pointed Lenton,
starter Mordheim or . Nottingham. UK
Mecromunda gang fo £
Tk pit.

Cll‘tl’llt

ww.Warmastnr.cu_uk" e

GW Maidenhead (23/5/04)

COntact: Cvensi gﬂmt»—m:rkah::p oo, uk

GW Worcester (2(1;6;{]4)

Contact: cvents@ games-workshop oo, u‘h:' :

B register vour cvent for the ‘n'mrmasmr
Circuit then simply visic

www warmasier.co.uk smd u:HglL Oﬁ rifs:
EYETILS SeClion. ¢ : ;

Join the MAF and gat
special membarship deals
and benefits at MAF
sanctioneds events. Find

oul mora at

wwrw, BloodBowl.net

m&hobbit Massacre

Country: The Metherlands

Date: 29th-30th May 2004
Cost: < 25.-

Location: Snouckaertlaan 11,
Amersfoort
Information: For the fee we'll
provide lunch on both days and
there will be drinks during the
matches, NAF members geta € 15
discount. The venue can be easily

reached by train or car,
More Information:
www.madhobbit.net/massacre

Spike! Magazine Trophy
Country: Canada
Date: 18th-19th September 2004
Cost: TBA
Location: 2679 Bristol Circle,
Qakville, Ontario, L6H 678
Information: One of the four
Majors, the winner will get to hold
a life-size version of the Spike!
Magazine Trophy.
More Information:
WWww.games-
workshop.com/ffront.CA
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i‘y‘[ Tickets available 10" April 2004

These are UK events based at Warhammer World, Nottingham. For more
information or to check ticket availability please call 0115 91 40000
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wmﬁ‘m jm&.m the Storm of Chaos campaign and
fh ;ab@:m your results, ﬂim need to do is register online at
M}eﬂ-ﬁ-’nrkshhp com/StormofChaos. You can
'dEsaiLs af your ;irmy which side you will be
where you. live in the world and ather
Gamies Workshop to monitor the
an tally them up to decide the
}ruu v n:ga:-lt:rt-nl yom can log
e,;:u.)rt the results of any
se of some of the site's
g;ugg areas where p].nu*_-.
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@Mhaﬂn s 1&?3.9&11 of the Old World in the year 2522. It’ .
t it will encompass two whole games - Warhammer and
3§Ming a new Warhammer Armies book, the pages of new
and scenarios you see here as well as an interactive website
s of organised gaming events in Games Workshop stores,
M% gaming cluhqéand tournament events around the world.

}'Eiﬂ”m:ﬁi o participate m;'-r"l:m'.m of
'1{: join the interactive cm:pa:gn i
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of Chaos. Other plavers may wish
10 an existing army or cven paint

. and Games Workshop will be
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scernario — in fict you can play any game of Warmaser you
want o, using any armies, you cerminly arcn’t restricted
ey using the scenarios presenoed here,

Many of the scenarios dlso list alernative forces and can

b used to represent hattles outside of the Storm of Chaos

campaipgn, so vou should certainly feel free o use these
ECCTELNOS i any situation vou want, really,

Forces
. Ohviously the main forces involved in the Storm of Chaos

dre the Chaos Hordes of Archaon and the armies of the
Empire secking 1o defend their homeland. They are éach
aigded I ‘a number of allies, such as the High EIN and
Dwarf contingents which pledged allegiance o the
Empi{é of Men. However, you should feel free to play
g:n'_m':s"'t'min.g whatever. armics you have available — the
Games Workshop Army Sclection Police won't come
round knocking on your door if you decide o sneak a
Lizardmen army into @ game somewhere. However, we
likewise, won't necessarily be covering these races in any
real derail as part of the campaign, since we really don’t
feel it's necessary and it may result inall manner of
spurious and unconvincing explanations. Understandably,
the focus of ourcoverage will be the main clash between
Chaos and the Empirc.

Hight, that's aboul enough for the introduction. Over the
page, you will find a history of the campaign, deiling
events leading up to the invasion, overviews af the forces
and characters involved, aml evenis from the éarly stages
of the war, This is accompanied by a map showing the
mevement of all the main protagonists, and fnally [our

‘scenarios  representing battles described | in . the

tulckgmund Sinee the ‘event runs all SUMmer, Yol can
h;mk ﬁurward 1 More Storm - of Chaos coverage next



The Council of Light
Tt so many came nnbidden was a sure sign. That they
came so swiftly, an omen. That they were the greatest
each of their peoples, a portent. And all of these symbols
argrrered so il

- Beladoc Tong, Chromicler of Altdorf

Only the Electors had been summoned by the Emperor
Karl Frane, but nonetheless delegates from Ulthuan, the
Drwarven Holds and the Duma of Kislev all arrived ac
Aledorf, just as many had expected they would. Men had
long watched the burgeoning strife all around them, long
felt darkness on their backs and now it was clear that the
Flves, Dwarfs and many other peoples of the world had
also long been aware this coming danger.

There were few certaintics to begin with, All were aware
of some growing threat, though as yer none could be
certain of its form, or confident of its name. As the Council
of Light progressed, however, cach of the delegates
hrought what news they could, shared what lictle
information was known to them and soon the shape of
things to come emerged a linle clearer for all o sec.

Representatives of the Colleges of Magic related how, for
some months, the winds of magic had been felt wo blow
éver stronger, a fact confirmed by the mighty Tecis
himsell. Reports from roving hunters and Dwarven
Rangers all spoke of a rising tide of mutants, Beastmen
and other monstrosities in the hidden places of the Old
World,

The Empirc generals present there keenly recalled the
brural attacks led by the Chaos Champion, Surth Aenk,
just months previously and reported that the city of
Wollenburg had been sacked before the incursion had
heen repelled.

Froim the east, word came that Vardek Crom, the man they
called the Congueror, was leading a vast Kurgan warband
westward and southward, marching towards the Worlds
Edge Mountains, from where he would surely arempt to
break through and invade the Empire.

The High Elves also reported that their own Sea Patrols
had ventured north and discovered dozens of marauder
tribes amassing along the Norscan coast where a vast leet

of longships were being readied. The Sea Parrols had

done what they could o disperse these tribes with
lightning fase attacks from the sea. but the Empire now
clearly Gaced the very real threat of attack from many sides.

From what they now knew, those assembled could draw
only one conclusion; a great Champion of Chaos had
arisen, a Lord of the End Times beneath whose banner the
hordes of Chaos were prepared o invade the Old Wiorld
and seek to smother the light of the world, And what's
more, they now knew the name of their enemy - Archaon.

To Defend an Empire

I an army so vast bad cver before been mustered, T can
only prestome that it must bave been victorious, for bad
it been defecied, and ils soldiers slain, Men wonld today
b et rerily wpon the earth.

- Beladoc Tong, Chronicler of Altdorf

There was no other choice left open to him - Karl Franz
mustered the army of the Empire in all its might, from the
Reikspuard Knights of Altdorf to the artillery of Nuln o
the Halflings in the Moor, Thousands of soldier marched
to a4 series of staging points in order to meet up with Karl
Frane"s own army as it marched out of Aledorf and towards
a final rendezvous at Talabheim.

Even now, however, amidst this undoubtedly greatest of
needs, not all the fiphting men of the Empire could be

spared. Crom's advance from the east left the Elector

Counts of Stifland and Averland reluctant o send their
own armies o join with those of the Emperor, for fear of
leaving their homelands unguarded. For his part, Karl
Franz dared not risk leading his own army eastwards to
meet Crom for fear that Archaon himself would begin his
advance hefore the Empire’s ammies could complete the
march north. A most unlikely saviour emerged when
Ungrom leonfist, Slayer King of Karak Kadrin, vowed to
hold Peak Pass against Crom’s horde or die in the attempt,
This powerful pledge of allegiance lifted some of the fear
from the shoulders of the Eleciors of Strland and
Averland, who now sent a portion of their own forces to
march to Talabheim.

As the heads of the Empire made good their final
preparations, news came that Archaon’s Horde in the
north had begun s full-blooded invasion of Kislev, The
Storm of Chaos bepan to thunder across the Old World. .




He Who Would See It All Fall

six freasures shall be bis Mark. Forged from the Other
Worrled, six Treasures shall be Possess,
Uipan bis bead, the Crown shall see all, and Open Eye will
frove woe to mortal kind.
Then shall be ride unto the world. Here will be Four
united wnto One
And five shall be the armies of Doom. Then will the world
Enonr theat the Last War bas begun.
With the coming of doom will march a lowly boy. Anger
shall be bis nonrishment and blood bis wine.
And from the land tamed will rise a champion. [Hsease
shell be bis downfall and saviouwr divine,
A King's son shall be the Chosen. In power will be thrive
and glory in bis name.
And with the coming of the End of Times, the Old will fall
By the Hand of the New:.

- The Propbecy of Fate

Archaon has stood as the world's greatest threat for far
longer than a single lifetime would allow, and his origins
now lie far distant. That is not to say, however, that his
own story and his own beginnings are entirely unknown
to his enemies, far rom it There are those who have
woken screaming in the night, rouwsed from dreams in
which they stood and gazed upon Archaon’s rials as
spectators in a crowd. though the infernal one himself
resided far away. There are also those brides of Chaos,
visited by daemons, or even Archaon himsell, and faced o
hear the story of his ascent, simply so that the powers of
Chans might revel in warching Mankind made to tremble
in fear of its own fae. There are others still, who would
consider themselves scholars or wise men, who have
trawled the earth for cvidence of Archaon’s past and all
speak of many different things, for no mortal mind could
cver truly know what it is that Archaon has become, what
he has suffered, what he has endured, and how he has
tiumphed. There is, however, much of his tale which
remains widelr accepred amongst those who even know
of Archaon (within the Empire at least, for the Men of
other nations believe it o be otherwise).

They speak that Archaon was once a Templar, a loyal
servant of Sigmar charged with the defence of his Empire
against the lurking threats of impurity, @ing and
corruption. That Archaon was vigorous and demanding in
this dury is undoubted, il the zeal with which he now
carries out the will of Chaos is anything to go by, All the
same, Archaon would soon turn against all that Sigmar
stond for, and instead, carve for himsclf a place as
Sigmar’s would-be destrover. How Archaon came ta turn
s0 is perhaps the most questioned passage of this tale, not
least hecause the mere suggestion ol its ruth would be
encugh to rn countless others likewise. The boldest tell
that Archaon became privvy 1o some of the greatest secrets
of the world, and so his god was revealed o him as a liar

and a fraud. Unable to deny this truth with which he was
presented, Archaon could only be consumed by the
betrayal he now  felt, and turned instanily and
irrecdeemably against Sigmar.

There are men enough who would see Sigmar’s legacy
shattered — countless dozens of them running gibbering
and screaming throughoutr the swreets of Altdorf,
Middenheim and countless other cities, but these men fall
babbling into madness and are soon forgotten. Archaon
wis both stronger and wiser. He turned o the same tomes
in which he had uncovered the truth of the world, gorging
himself on the forbidden knowledge which would allow
him to avenge his betraval. And so it was that Archaon
came 10 seek six treasures with which 1o make himself all
powerful.

It was the most ancient servants of Chaos, they say, who
imparted Archaon his fiest treasure, branding him with
their mark in acknowledgement of that which be would
surcly become. For his second, Archaon travelled 1o lands
unseen by even the eyes of the heavens, untouched by all
lights, and there he would claim for his own the Armour
of Markar. The slaying of 1the greatest of Wyrms would
next earn him the Fye. Wings of gold and silver carried
him to moons unscen from the world helow, and here
even Hepterugeon could not prevent him taking the
Slayer of Kings in his hand. In the stables of Agrammon,
Archaon cut a meore caurious figure, thieving from that
great King the steed W Soraych before fleeing, pursued by
all the armics that have ever lived and all those that ever
will. With this most treasured of steeds beneath him, none
could catch Archaon and so it was that he circled the
world endlessly until those who trailed him weakened
and fell, whereafter his horse feasted upon their corpses
and was much restored.

As for the claiming of his sixth, and final treasure, nong
now speak. 1t was said thar Volkmar himscll had come o
know the tale of Archaon’s coronation {and perhaps the
tale of Archaon's entire life), but he ventured northwards
and was lost soon thereafter, and with him the truth of the
matter, As Archaon's victory draws ever nearer, those who
would see him fail must orn more than ever o sudy of
his past, for it may be that only there can a means be
found by which he might be deleated.

That Archaon himself was once a man of the Empire, few
can doubt. Hatred of the Other, of the stranger and of
those unlike is one thing, but the greatest of hates can
only ever be born of familiarity. Sigmar is his enemy,
Sigmar is that which Archaon despises bevond all else. It
is Sigmar he would see beaten and cast down from the
pantheon of Men. And as for his Empire? He would see it
all fall.




LOTHERN SEA PATROLS

As  Archaon’s hordes marched
south across the Troll Country and
Kislev and Crom's army sought to
cross the mountains, vast numbers
of Norse tribes began to mass all
along the coast of Norsca, Tere
they began much feasting and
raucous celebration, as is traditional belore going to war,
whilst amongst their makeshilt encampments thousands of
slaves laboured to consiruct the many longships which would
he needed to carey them to the Old World,

These musterings did not go unnoticed. Lothern Seaguard
began frequent patrals of the Sea of Cliws and Sea of Chaos,
It soon became clear that the aumber of Norse marauders
present there would be too great w repel once they were at
sea. If such a vast flect was able 1o reach the coast of the Ol
World, it would present the Empire with assaults on three
fronts, a siluation too grave o contemplate.

Instead, the Seaguard elected o mount a series of lightning
fast raids against the Norscan tribes before they could ake 1o
the sea. High EIf sea patrols made surprise landings under the
cover of magically constructed shrouds of mist, storming the
" heaches in an attempt to disrupt and disperse the Northmen.

KARL FRANZ &
THE ARMIES OF THE EMPIRE
The army of the Empire is a thing
rarely musiered in its entirety, and,
even ahead of Archaon's impending
invasion, the Emperor's forces were
greatly divided. With news of Crom's
advance over the mountains, the

Elector Counts of Stirland and
Averland showed great reluctance to commit their forces o war
elsewhere, The assurances of the Dwarls that the Worlds Edge
Mountains would hold was some comfort, but still the Empire's
defenders remained dispersed across the entire realm,

To gather them in the numbers necessary to repel Archaon, Karl
Frane himself led out the army of Aldorf and marched
northward. En route it joined with forces from Wissenland, as
well as militia and small brigades of men from countless wowns
along the way. Karl Franz' march led him to Talabheim, where
a rendezvous was arcanged with the armics of Averland and
stirland, plus the army of Talabecland itself which had sulfered
defeat at the hands of Chaos some months earlier.

From here, this combined force, too vast to move as a single
contingent, divided in two and set off for what must surely be
Archaon's ultimate goal - Middenheim and the Temple of Ulric
itsell...

THE STORNM

CROM THE CONQUEROR,
HERALD OF ARCHAON
Already facing Archaon's horde from
the north, the Empire has found itself
greatly threatened by amack from a
second front — that of Vardek Crom
and his Kurgan atacking from the
cast. With Stirland, Averland, the
Ostermark and even the Moot in his sighis, the threat pose
Crom cannot be ignored. His advance has already led to clas
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ARCHAON, LORD OF THE END TIMES
At the very heart of the Storm of
Chaos is the advance of Archaon’s
own horde of Chaos, and at its fore
the Swords of Chaos, Archaon’s
own warband and personal
bodyvguard,  Centuries  in the
mustering, Archaon’s army is vast, though even such might
can never be enough o conguer the Old World if Man, Dwarf
and Elf stand united against him, as Archon well knows, With
the odds against him, Archaon's best hope of victory lies in a
single, swill assault on the Old World.

Archaon’s march swept first through the Norhern Wastes
and the Troll Country, defeating all manner of border reavers
and drawing others 1o his cause, Kislev fell under the boot of
Archaon as his invasion ar last reached the lands of Men, and
the cities of Praag, Erengrad and Kislev itsell all came under
attack. Powerless 1o halt him, the Kislevites found themselves
able only to gaze on as Archaon’s Horde next drove on into
the lands of the Empire. ..

th Grimgor Tronhide and his Ore hoys, from which the Kurgan
wde emerged - the undeniable victor,

wxugh his march may seem unstoppable, there is an unlikely
ey wha yet awaits him on the Empire’s castern border. Yiad
n Carstein, Yampire Count of Sylvania, has no desire (o see
1ans overwhelm the world and deprive him of his everlife. 1f
om truly intends o cross the Empire and unite with
chaon's force, he may find that the dead are his greatest
IETY. ..

GRIMGOR IRONHIDE

Coming hard in the wake of Chaos,
Grimgor's early attacks brought
fear and destruction e several
Kislevite towns, before his attention
was drawn  to the Skaven
stronghold of Hell Pit and the
mutated plavthings he could there
do battde with. In time this two
would fade from Grimgor's interest and he and his boys set
out in search of a new challenge. They would find it in the
shape ol Crom, the selfproclaimed Congueror, who had
begun an eastward march to the Empire, via the Worlds Edge
Mountains, Orc and Man battled at High Pass. Grimgor and
Cronm's hattle was relentless and equal in every measure, yet
the Orc hordes fared rather less well, and, seeing his forces
utterly driven away from him, Grimgor was forced o
concede, and withdraw [rom battle with nothing more than
the honour of knowing Crom had at least respected his

cremy

Intent on redeeming himself in the face of Gork and Mork
(who, some say, spoke to Grimgor and demanded just such
a response), Grimgor led his horde back northward,
slaughtering whatever Chaos followers he could find. It soon
became obvious to Grimgor that his cnemy was in fact just
the tail of a vast army, amassing somewhere to the north.
Now aware of Archaon’s own advance, Grimgor led his Orcs
ecastward on his path o war, ready to face the Storm
wherever it mighe fall. ..




THE SEA AGAINST THE SHORE

As Archaon's forces began thedr march on the Ofd World,
vest numbers of Norse fribes began o wmass along the
coaist of Norsce, freeparing to make their assanlt on the
Empive. Saves laboured to construct the many longships
that would carry the Novse fribes dcross the sea lo the
Ofd World, and launch a third assault on the lands of the
Foprive.

But these musterings did nol go unnoticed. igh Elf sea
pitrols in the Sea of Claws and Sea of Chans bad been
montiioring the movements of the Novse tribes for some
time and reseint reports suppested that once  the
marayder force sel sail # would be oo greal to repel at
sea. The threal this posed o the Fmpive was to grave to
corteniplate and fed to an assault by Lothern Seaguard
ageainst the marvander force whilst it remained encampred
clomg the coast in an allempl to disrupt and disperse the
Nortbnen.

Bartles such as this were typically fought between Lothern
Sea Patrols and Norse (Chaos) Marauders, but could
cqually well be fought hetween most armics. The main
feature is that one army is attacking from the sea whilse
the other remains ill-prepared for the coming batile.

Both armies are unusual, in chat they only contain units
which can be mounted in ships (since the Norse
themselves are preparing (o take o their longships and
assault the Old World)y, The armies, therefore, may not
include any cavalry or chariots, whilst the Chaos army may
include only the minimum number required of Chaos
WarTiors.,

One long table cdpge represents the shoreline, The
opposite table edge should be rised ground, or some
other form of defended position, along the entire length
of the table {representing the naturally superior position
at the top of the beach), Other terrain can be placed as
desired.

In this game the defenders (Chaos) secup first on the
tahle edge opposite the shoreline, Hemember that the

Chaos deplovment zone should be a defended area.

The Chans army is in the midst of frenzied preparations

and, hence, is not entirely ready Tor batle. After all the
Chaos units are deployed, roll a dice for each Chaos
character. On a 1-3, the character is out of place and
unrcady to lead his men, and so is deployed by the High
Elf player, On a 4 or more, the character reacts quickly to
the imminent HMigh FIF atack and is deployed by the
Chaos player as normal.

The attackers {High Elves) deploy next, At the start of the
game, the High EIf plaver can deploy up 1o four units for
every 1,000 points, or part al, which his army is worth.
These are assumed w be the initial units which have
landed in the first few boats. The High EIf player may also
deploy any number of characters along with these units.
Any flying units in the army can also he deployed at the
heginning of the game.

All other High EIf units are assumed 1o be just olfshore,
and will make their landings throughout the game. The
name of each remaining unit should be written on a scrap
of paper, folded up and placed in a pot, cup or other small
container, from which they can be drawn gt random.

The attackers ke the [rst turn.

They Come from the Sea..

Al the end of each of his Command phases, the High ELIf
plaver should roll two dice and pick the highest. This is
the number of units which the High Elf plaver may draw
at random and place anywhere along his own table edge.
These are the new units which have just landed. If the
High EIf player chose to keep any characters in reserve,

these may be freely deploved with any of the arriving

units.,

Units may not move during the tarn in which they knd,
but can shoot, In addition, cach “ship® (ie. cach landed
unit) may fire onee in the Shooting phase immediacely
alter landing. The ship is assumed o be in the exact same
position as the unit it was transporting, so all lines of sight
should be measured from the unit as though the unit icsell
were d boat, Each boat has two Elven holt theower units,
with the same preofile as listed in the High EIf army
selector, The only exception is that these more powerful,
boat-mounted bolt throwers have an unlimited range, but
may lire only once during the game. After these shots have
been taking, the ships have no further effect on their
game, s0 there is no need to keep track of their position.

Newly landed units may move frecly in the Command
phase of the marn after they were deployed. Each newly
landed unit may automatically make one move, without
the need for an order, as their very first move of the game.
Tt is assumed they leap off the boats, well aware of what
must be done, and hence are ready to move without the
nced for further guidance. You can, ol course, issue
further orders 1o the unit in the normal fashion. In
subsequent turns, units function as normal (ie. they only
benefit from a free move during the turn in which they
first move).




Caught Unawares

Chaos units may not use their Initiative, In addition, all
orders by the Chaos army sulfer a -1 modifier due o their
state of unreadiness. Both of these effects last uniil the
Chaos army first wins a combat, after which they cease to
apply.

Bonus Victory Points

Attackers (High Elves)
Win! — The attacking player wins if he manages to break
the defending armyv,

Otherwise, the game continues until the artacking army
hreaks or until the chosen number of arns have been
played. Breaking the High EIf army will not win the game
for the defenders (since the High Elves are intent only on
a swill, disruptive raid and are guite happy to break and
flee back to their boats once their job is done). Therefore,
at the end of the game, victory is determined by Victory
Points unless the High Elves break the Chaos army

The High EIf break point is determined by halving the
number of units which have already landed on the table
(ie. don't use the full break point until the entire army has
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landed). Obviously, this means the High EIf break poine
will increase throughout the game as more ships arrive,

Other Forces

This battle could be foughe with a varicry of different
armies. For the attackers, any army with the ability o
attack from the sea (Dark Elves, Marauders, Arabvan
Corsairs, Sartosan Pirates and so on) would make ideal
attackers. The defenders can really be any  army
unfortunate enough o have its coast preved upon by
seaborne raiders!

The High Flves face stiff opposition as they attempt to land
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BATTLE AT THE EDGE OF THE WORLD

The journey over the mountains will not be
straighiforward. Since the founding of the Empire, the
armies of the Dwarfs bave defended the mounitain passes
cis pert of the allicnce forged during the time of Sigmar
The Dwarfc will not stand idly by and watch Crom's
army descend on the Empire.  Messengers boave been
dispatched west to Nuln and Aldorf and every day they
can bold the Chanos forces al hay glves the Empire more
tinee to marshal a defence.

Crenm's army was o cross the monnlains al several
different prodnts, by a number of different routes, as the
GrtR) Was too great o manoenvre easily aoross one foss
and would be left vulnerable to attack, Obviously, the
riember of different rowtes wsed rmeand theat in most cases
Cronme himsell wes nol presend, and instead entrusted
leadership to one of bis lesser generals,

This battle is representative of the many bartles fought by
the Chaos army of Crom the Conqueror as it fought ics
way westward in an attempt to assault the Old World on
oo frones. Crom's army has been continually harronaesd
by warring Ore iribes and his lorces weakened during the
long march, and o reach the farmlands and plains of the
Empire Crom must first cross the dangerous mountain
passes of the Worlds Edge Mountains,

The size of Crom’s armyy meant that not every individual
force could be intercepted and so some made it through
with little or no resistance, but many were brought o
battle in the passes and valleys of the mountains, finding
themselves faced by implacable Dwarf defenders, such as
in the following battle,

The batle was [ought between the forces of Chaos and an
outnumbered Dwarf army. You could casily fight this
barttle, however, between any two armies, The important
features are that the defenders are ournumbered and
must hold off the atrackers for as long as possible.

The game is fought along the full length of the table with
the opposing armies deployving at either end (ie. along the
short table edpes). The attacking (Chaos)y army deploys
first at the broad end of the pass and the defending
(Drwarh) army deploys afterwards at the narrow end where
it will attempt 1w hold off the atackers.

The game takes place in a steep-sided pass, the impassable
sides of which are represented by the long 1able edges. No

Table showing size of forces o use

Chaos Army (points)

1,000pts 1,500pts 2,000pts 2,500pts 3,000pts

troops muay leave the table by these edges. Units may leave
the table by cither narrow edge. Antacking (Chaos) units
which leave by the delenders’ (Dwarls) edge before the
end of the game arc assumed to have made it over the
pass and will be free to regroup with Crom's main Chaos
foree and his assault on the Empire,

As this it is fought along the length of the rable, the batele
lasts for cight turns. The Dwarf foree is prepared to sell s
lives to honour their race's ancient alliance with the
Empire, and, as such, the Dwarl army will not withdraw
and will fight on to the bitter end if necessary, regardless
of how many units are lost throughout the game,

The Armics

Crom's march around the edge of the Worlds Edge
Mountains has remained all but hidden from the forces of
good. As with previous Chaos incursions they are
expecting the war to be waged in the nocth and have few
defences apainst an arcack from the cast. Because of this,
some limitations apply to the forces which each plaver will
use in the banle.

Use the table below to figure out the size of cach force.

‘This represents the limited resources of the Dwarl player

spreadl across the Worlds Edge Mountains.
In addition o this, the following restrictions also apply:

Dwarfs

The portents of doom have pointed to the gathering of
Chaos and a great war in the north, In response 1o these
omens the Slayers of the Old World have gone north o
Kislev 1o seek their doom in what will surely be the
greatest hattle of this age. This means the Dwarf player
may not include any Slavers in their force. Otherwise, all
the usual resirictions for the number and wpe of units
allowed apply.

Chaos

Crom’s army is composed mostly of Marauders who have
flocked to his banncr on his march southeast. To
represent the sheer number of these troops within his
army the Chaos player may not have more units of Chaos
Warriors or Chaos Knighes in his army than he has units of
Marauders or Marauder Horsemen. Apart from this, all the
usual resrrictions for the number and tvpe of units
allowed applv,

Drwarf Army (points)

800pts 1,200pts 1,600pts 2,000pts 2,400pts




Bonus Victory Points

Attackers (Chaos)

+100 VP For each unit of two or more stands thar
makes it off the defenders’ table edge w
join up with Crom's force, Units of one

stand or flving units dao not count.

Defenders (Dwarfs)
230 VI No attacking units of two or more stancds

mike it over the pass by the end of twm 6.

Bonuses are given based on 1,000 points a side, and
should be increased proportionately it fighting  bigger
brantles.

Crther Victory Points are awarded normally for units
reduced to a single stand or destroyed, as described on
page 63 of the Warmasier rulebook. The army with the
highest Victory Points total at the end of the game is the
winner. It is even possible for the entire Dwarl army 1o be
slain but claim victory due 1o a greater Victory Points total.
In this case, it is assumed that the Dwarf army’s ‘triumph’
comes from having nobly sacrificed their lives o greatly
delay Crom's advance,

Using Other Forces

This battle can easily be plaved berween different armics,
but because of the nature of this scenario it suits the
Mavarls” natural defensiveness, and some more molile
armics may siruggle in the role of defender. You could
ssily adapt this scenario so it involves the Dwarls
deflending against Ores, Skaven or any other Warmasier
army in place of Chaos. Some cxamples are described
helow:

Ore Armies vs. Dwarl Armies

In this game the Dhwarfs are trying to hold back an Ore
Waaagh! that has becn gathering in the Worlds Bdge
Mountains, and seeks (o spew forth into the lands of the
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Empire. At the fore of the Ore Wasagh! is Grimgor
Lronhide, who eventually ceased his atacks against Crom
and vnited the Orc tribes to wage war against the Empire.
This fits nicely within the background of the Storm of
Chaos campaign and gives a suitable alternative to using
Chaos as the attacking force,

Skaven Armies vs, Dwarf Armics

In this scenario the Skaven are using the portent of war in
the north o expand their own realm and avack the
Drwarls, whose numbers are diminished because they have
sent aid to the Empire and Kislev, Rather than defending a
pass over the mountains a small Dwarf force stands guard
at an entrance to the Dwarfs' ancient tunnel network, or
perhaps at the gates of one of the many ancient Dwarl

Holds in the area.

Undesad Armies vs. Empire Armics

In this version the Undead are marching north, ravaging
the Border Princes and artempring 1o cross over Black Fire
Pass and assail the Empire. A small army, made up mostly
of mercenaries and citv troops from the Border Princes
andd the southern Empire, stands in their path. This motley
army of Men are ready to sell their lives in an attempt o
halt the Undead advance.




THE STORM BREAKS

As Archaon's unstoppable army mavched south towards
the Empire, towns and villages throughont Kislev were
sacked, ruined, and burnt to the ground. During this
time the peopie of Kislev fought a bopeless and forlorn
battle to save their bomes, whilst in Aldorf greater plees
were drawn wp, ready to begin the defence which would
decide the fate af the (id World,

This scenario represents one of the numerous attacks
made against the Kislevites as the fiest wave ol Chaos
invaders swept southwards at the vuiset of Archaon’s
long-heralded invasion of the Old World. 1t is typical of the
dozens of battles raging across the north of the Old World
during the time of Archaon’s invasion (such as the Barle
of Krakjunoy, helow).

These battles were nypically fought between Chaos armies
{be they mortal Hordes of Chaos, or the nightmarish
Daemonic Legions) and Kislevites but can just as casily be
played between any two forces. The important fearure is
the multiple objectives, one of which the attacker will
have to complete if they are o stand a good chance of
winning the game.

The Barttle of Krakjunovy

This game takes place in and around the village of
Krakjunov. Although not a large village, a garrison of
Kislevites has been stationed there to guard the arterial
road south, and waylay the oncoming Chaos forces as bes
they can. The Kislevites are a grim and determined
peaple, ready to play their part in the oncoming war. The
lands of Kisley have always been at the fore of any Chaos
incursion, and their histories tell of countless brave deeds
and heroic battles where the tide of Chaos was thrown
hack from their homelands,

The atackers (either Chaos or Dacmonic Legions) deploy
first an the far side of the baulefield opposite the village

The Kisfeo forces defend thefr vilfage.

of Krakjunov. The defenders (Kislevites) deploy afterwards
in and around the village. The defenders have the
advantage of deploving second because they are well
prepared, their scouts reporting the movements of the
advancing army over the preceding days and weeks.

The game lasts for a random number of turns, Roll a dice
to determine how long the game lasts in the usual manner.
The attackers arc on the attack, and so take the first mrn.

The Objectives

Since this scenario represents a varicty of similar attacks
occurring all across Kisley and the Old Worlds northern
border, the goals of individual Chaos armics also varicd
somewhat. The actually Batle of Krakjunov featured a
Chaos army intent on destroyving the village, but other
similar attacks appeared to be an atempt by the Chaos
armics to break quickly through the encmy lines, or even
just slaughier as many of the Kislevites as they could.
Before commencing play (but AFTER picking the forces)
the attacking player must roll a DE and consult the table
below to see what their objective for the battle will be,
Completing this objective will help the attacker win the
game, whilst ignoring it will almaost certginly hand victory
o the defender.

D6 Roll Objective
1-2 Break the Encmy
3-4 Raise the village
5403 Slaughter the Eneny

For each objective there is a set of bonus Victory Points
awarded to the attacker and defender. Bonuses are given
based on 1,000 poinis a side, and should be increased
proportionately if fighting bigger battles.

Both armies use the same objective (e, just roll once for
bath armies). Armies only receive bonus Yictory Points for
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the abjective rolled, and should ignore special conditions
or honus Yictory Points described for other objectives.

Break The Enemy

The Kislevites' stalwart delence is slowing the advance of
Archaon’s armics, so, to complete this objective, the
attacker must achieve a guick victory and break the
opposing army 1o clear the way for a speedy march to the
Empire. The atacking player must break and scatter the
opposing army as quickly as possible.

Bonus Attacker Victory Points
Win! Defender withdraws before the end of the
game,

Bonus Defender Victory Points
+250 VP If the defender hasn't withdrawn by the
end of the game.

Raise The Village

For this battde the artackers aim 1o set fire to the
defenders’ buildings and burn them o the ground. For
this purpose the attacking troops are assumed to carry
flaming torches as well as their regular weapons, Any
troop stand that is touching a building, and not part of a
unit engaged in combar that murn, can stare a fire on a dice
roll of a 6. Onee a building is burning it is uninhabitable
and deemed to be destroyed at the end of the game,

Bonus Attacker Victory Points
+ 100 VP Each building destroved by the end of che
hartle.

Bonus Defender Victory Points
+ 500 VP No buildings in the village of Krakjunov
are destroved.

Slanghter The Enemy

In this version the anacking force is hell-bent on
slaughtering the enemy. As the forces of Chaos mowve
south they will kill all those that stand in their way,
olfering the souls of the skin to their chosen God o gain
favour, rewards and riches. In this scenario, neither army
will withdraw: The forces of Chaos are 1o blood-crazed to
care for their own lives, whilse the Kislev army is grimly
determinegd in the face of such wanton violence.

Normal Victory Points apply for destroyed units, or units
destroved to a single stand. The side with the highest ol
of Victory Points wins the game. In the case of a draw; the
defender is victorious.

Using Other Forces
This battle can casily be played between any of the
different Warmaster armics, The casiest adaptation is w

fight the scenario between the forces of Chaos and the
Empire, rather than Kislev. In this case we assume that

Attackers

Archaon's invasion has overrun Kisley and pushed
forward into the Empire, Two other examples are given
beloa:

Skaven Armies vs. Bretonnian Armies

In this game the Skaven have erupred from their mnnels
te strike ar the heart of Bretonnia. As the Old World
shudders under the Storm of Chaos breaking over the
north, and the Bretonnians prepare to march to the aid of
the Empire, the Skaven attack. They are intent on
expanding their empire and claiming what spoils they can
amidst the tarmoil sweeping the lands of Men.

High EIf Armies vs. Dark EIf Armics

In this version the Dark Elves have launched a raid on the
lands of Ulthuan, timed to coincide with Archaon’s attack
on the Old World, They are intent on ravaging the lands of
their High EIf kin and despailing the towns and cities they
once called home. The Dark EIN army has breached the
High EIf sea patrods and has landed on the northern point
of Ulthuan, pushing inland burning homes and making
slaves ol all those they capture.

Multi-player Games

This game can also be easily adapted to involve more than
one player on each side. In larger games the acacking
army could be split into owo forces: one made up of Chaos
and the other of Dacmonic Legions. Tis quite suitable for
both these armics o attack together during the Storm of
Chaos campaign as Archaon's force is sufficiently large o
include both. In this instance there would be two generals
on the attacking side. One would choose a conventional
Chaos army and the other a Dacmonic Legion army. The
combined totals of these two forces should march thar of
the defending army.

Similarly the defending army could be made up of two
forces. Perhaps the Empire have sent a relief force north
t help contain the marauding hordes of Archaon’s force
and will fight alongside the Kislevites, or mavbe a Dwarf
army of Slayers has journeyed north to seck their doom.
Whatever the combination, it is casy ¢nough o involve
more than two players in the game, and you may even
want o have two or more generals on each side.
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THE DAEMONIC LEGIONS

Dacmons inhabit the shadowy Realm of Chaos where they from the raw power of it and shaped by the whims of mad
draw succour from its endless sea of lile giving magical Sorcerers who know not truly what they do. Capable of
energy. They can only exist in the real world if magically withstanding all kinds of damage and shrugging off the
sustained, and even then they are valnerable. Close 1o the most horrifying wounds they are truly monstrous (o
Chaos Gate in the far north the power ol Chaos is at its behold and only the bravest of warriors can stand before
strongest, and dacmons are able o take on material form them with a steady blade and courage enough o use it
and walk the earth. Only when Chans is at its most potent
arc dacmons able 1o accompany Chaos armies as they Archaon’s invasion of the Old World was accompanied by
march southwards o war. a sweeping tide of magical encrey, a blustering storm
amidst the so-called winds of magic, This allowed vast
There are many types of daemon, from lesser and greater numbers of dacmons w march southwards with impuniry,
dacmons through to daemonic beasts and mighty walking the mortal realms as though they themscelves were
dacmonic overlords. All of them are hlasphemous real, living beings. As the Storm of Chaos consumed the
alfences o the order of the world, consisting of pure Old Warld, these children of Chaos banded together w
magic encrgy drawn from lies, fear, desperation and rage. foarm the horrific Dacmonic Legions,

They are the only true, pure creatures of Chaos, born

DAEMONIC UNITS : )
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DAEMONIC LEGION ARMY SELECTOR
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Daemonic Hordes Infantry 4 3 3+
Daemondtc Swarms  Infantry 2 ] 04
Daemonic Cavalry  Cavalry 4 g 5+
Daemonic Hounds  Cavalry 3 3 5+
Daemonic Chariots  Chariol 3 3 5+
Daemonic Beasts Monster ] -+ 5+
Detenronic Flyers Momnster 2 3 7+
Crreater Daemon Mister & i) 4+
faemonic Overlord - +2 - -

Creneral - - -

Wizerd - - -
Lhaemortic Lord - - - -
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Common Daemonic Special Rules

Unless otherwise stated the following rules apply e all units in a

Daemonic Legion army:

1. Al units in a Dasmonic Legion army ignore che -1 Combat

penaley for fighting terrilving troops — vou can't frighten them at all.

Special

1. Dacmonic Swarms can't be driven back by shooting and do
not roll for drive backs. A Dacmonic Swarm can never be
cquipped with magical items.

2. Dacmonic Flyers can {ly. and follow the rules for flying unies
given in the Warmaster rulchook,  Daemon Flyers are an
exception to the normal convencions tor hasing monsters, in that
they are based along the long edge in the same way as infaniy

rather than che shorr edge like other monsters.

F. Greater Daemons can fly, and follow the rules for fiving units
given in the Warmaster rulebook. Some Greater Dacmons have
huge: wings, whilst others can eleport or move themselves over

great distances through sheer force of will,

Greater Dacmons are terrible creatures to behold, and all buc the
hravest warrior would be paralvsed o the spot if ever they saw
one. A Grreater Dasmon causes ferear inits enemics, as described
in the Warmaster rulebook.

A Grearer Dacmon cannot be banished like other Daemons but if
it has accumulated 3-5 hits by the end of the Shooting phase or
Combat phase it is deemed o have been badbe hure. Onee a
Greater Daemon is badly hurt all cumulated hits are discounced
and its maximuem Hits value and Auvacks are halved for che rest of
the batele (oo 3 Hits and 4 Artacks).

2, Daemons are insubstantial beings that may be banished hack o
the Realm of Chaos ar any moment. Any unit reduced 1o one stand
by either the end of the Shooting phase or Combat phase is remaoved
from play, as their hold on reality is lose, Units removed in chis way

count as destroyed for the purpose of caleulating Yictory Points.

Rules

4. A Dacmonic Overlord is the anny's peneral. When choosing
your army you must sclect a general from the list, paying the
points cost as indicated. You can choose to sclect either a
standard general or a general who is also a wizard. If you choose
a general thar is a wisard he has the same abilities as a peneral anc
4 wizard, bur does not reduce his Command range. e can cast
spells as a wizard and may carry 2 magical item allowable 1o cither
a general or wizard

A Daemonic Overlord can fly as described in the Warmaster
Rulebook for characeers that can fly. Some Dacmon Overlords
have huge wings, whilst others can teleport or move themselves

over great distances through sheer force of will.

5. A Danemonic Lord may be eicher a hero or a wizard. You may
have any combination of heroes or wizards in vour army, but the
total number may not exceed the maximum aumber of Daemonic
Lords allowed for the size of game vou are plaving. A Dacmaonic

Lord can fly in the same manner as 2 Daemonic Overlord.

6. Daemonic Power. A Dacmonic Overdord or Dacmonic Loed
can be granted the gift of Daemonic Power for che additional
podnis indicated. This gives the Daemon =1 Ateacks anc it counrs
as causing ferror, as descriled in the Warmaster rulebook
Dacmonic Power is rreared as 2 Monstrous Mount for Dasmonic
Characters because characoers of this sirengrh and stanire need o

be trecared as such lor the purpose of movement, terrain, oo
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Daemonic Spells

Summon Daemon
| e e Ao cervnrerenoree e RANEE: Glem
This spell may be cast on any Daemonic unit that has
lost one stand {ie, has two stands remaining). The
wizard must be able to sce his target 1w use this spell. 1
successful, the unit is immediately returned o full
strength (3 stands).

You must be able wo place the summoned stand in
formation with the existing stands in the unit. If cast on
a Daemonic unit in combat, then summoned stands
may he placed so they are touching enemy models, and
will count as charging.

Daemonic Ragc
S4 00 CASTeneees . Range: 30cm
This spell alfects u:’u:'h fnr.'nr.lh unit within range
regardless of whether the wizard can see his rarget or
not. The spell takes effect for the duration of the
following Combat phase and adds +1 Artack o every
friendly stand within 30cm of the wizard, including
character stands. A unit or character can only have one
Daemonic Rage cast successhully upon it at any time,

Sorcerous Blast

5+ to casl.. bbb b e e e PN - SN
The w1;:1.1ﬂ must |'}L‘ lbli_‘ to see his arget w use this
spell and it cannot be directed against a unit engaged
in combat. Sorcerous Blast is treated like three
ordinary shooting attacks, cxcept that armour has no
effect (all targets count as having no armour). A unit
can be driven back by Sorcerous Blast as with ordinary
shooting.

Daemonic Frenzy
CE N L | R AR L L e T e L
This spell can be cast on any Dacmon unit that is in
combat and within 30cm of the wizard. The effects last
for the duration of the following Combat phase and
allow the unit to re-roll any failed To Hit rolls in
combat,
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THE DAMOCLES
GULF CRUSADE

Part II, by Nate Montes

Having only expanded into space in the last thousand years, the Tau have only recently been encountered by the

imperium. Though frontier colonies, Rogue Traders and dissident Imperial elements may well have long known
of the Tau and their emergent empire, but for the fighting men of the Imperial Navy first contact did not come
until the dawn of the war known as the Damocles Gulf Crusade. Here, continuing from his article in issue 19 of
Battlefleet Gothic Magazine, Nate Montes presents background and scenarios from the war...

SCENARIO THREE: PURSUIT AT RESVAR 51X
Forces: The attacker may use up o 100D points of ships,
but may NO'T use his or her fleet commander’s Nagship or
re-rolls for this scenario. The defender may use either a
Demiurg Stronghold commerce vessel or oo Demiurg
Bastion cruisers (see BFG magazine #06, p.4 or #10, p.d
for appropriate rules) along with a Tau fleet consisting of
any vessels on the current “Tau Oeer or allies lise, as
autlined in BFG #17 cxcept Hero class cruisers, The
entire defending Aeet cannot total more than 2,000
points. In addiion to this limit, the Tau fleet may
separately include any number of ships that survived the
first scenario, as described below. The Tau player, is
encouraged 1o use or proxy, Nicassar Dhows for this
SCCTEATIO.

Rattlezone: This scenario is set in the flare or Mercurial
regions, where Demiurg vessels will typically hide owing
to the unigue propertics of their shields. Roll for celestial
phenomena normally,

Set-Up: Forces approach each other from opposite short
table cdges. The Demiurg vessels are placed in the centre
no more than OG0cm from the atacker’s table, facing

directly away from it. The aunacker's vessels arc then
simuated anywhere up 1o 15cm away from the short table
edge closest 1o the Demiurg ship. The Defender then
situates the remaining Tau fleet along the opposite table
edge, but the additional ships from the previous scenario
are kept off the table for now:

First Turn: The attacker takes the first tuen.

Special Rules: Demiurg ships may move, shoot and make
special orders normally. However, as they understand that
the approaching Tau fleet is coming to relieve them, any
circumstance that would result in their attempting to
discngage or turning toward the ncarest table edge
instead results in their moving directly toward the
opposite shoet table cdge.

Game Length: The game ends when all Demiurg vessels
in play leave the opposite short table edge or are
destroved.

Tau Reinforcements: On every turn after the first turn
after the Tau plaver has declared special orders, he or she

may roll a DG, Tau reinforcements from the fiest barele may

The Tau fleet launches a surpise altack upon the imperial ships




be placed on the defender's tble edge on a roll of 6, with
the required roll reducing by one after every game turn
(3+ in Turn 3, 4+ in Turn 4, ewc.). Anv number of Tan
ships or escort squadrons (Oreas can only be used if their

carrier vessels are included in the Neet) that survived the
first battle may be used if desired. However, as they have
arrived directly from another battle via the slow method
that Tau vessels travel through interstellar space with licdle
rn-around time, escort squadrons may only  use
surviving vesscls, and capital ships with susiained damage
may only repair D2 Hits before entering play, though all
critical damage is repaired.

Victory Conditions: Victory Points can be  tallied
normally for crippled and destroved ships to determine
the winner in addition o the following modificrs:

Defender’s Major Victory (+2 renown): The Tau fleel
not only manages to safely escort the Demiurg vessels out
of harm's way {even il crippled), but every enemy capital
ship that approached within 30cm of the Demiurg vessel,
or any Nicassar Dhows, was completely destroved o
prevent the Imperiom [rom discovering the extent of the
Tau's relationship with other races. 1T Bastion class
cruisers are uscd for this scenario, either hoth must
survive in any condition or the one remaining survivor
must not be crippled to count this honus,

Attacker’s Victory (41 renown}: The Tmperial task
force manages to completely destroy the Demiurg vessels
before they make good their escape regardless of the
losses sustained, straining the Tau's delicate alliance and
temporarily cutting off their access 1o advanced
technology:

Antacker's Major Victory (+2 renown): Mot only was
the Demiurg vessel completely destroyed, but at least one
capital ship that approached within 30cm of either a
Demiurg or Nicassar vessel managed to escape by moving
off the closest table edge. The Imperium must find out the
extent to which this upstart race has polluted the galaxy
by trucking with other races not graced by the Emperor’s
benevolent light,

THE BATTLE OF RESVAR V1

The Imperial fleet, led by Caprain Arvin Stenhollor aboard
the battlecruiser Strominger, had received signs for more
than three months that at least one Demiurg vessel was
operating in the system. Even with detailed information
about their known behaviours, provided by Genetor Makim
Fresnle, it was a vast volume of space that had to be
covered, and even with constant scouring with attack craft
patrols ranging oul o nearly the limits of their endurance,
the elusive Demiurg vessel slipped from their grasp again
and again, plaving hide and seck among the many gas, duse
and plasma clouds that swirled around the nearby star, As
the flotilla entered s fourth month of seemingly Iruitless
patrols, they seemed to be blessed by the Emperor. A major
plasma leak had apparently caused the Demiurg ship to
come oul of hiding, for sudden augury spikes brought
them into plain view as they suddenly turned and heaced
out-system, struggling to make it far enough from the star
1o make a safe transition into the Warp.

Captain Stenhoffor ordered the fleer 1o converge on ithe
xenos vessel as his bombers quickly leapt from their launch
cradles in pursuit. As the fleer closed o intercept, reports
started coming in of multiple undefined contacts at
cxtremely long range coming out from behind one of the
scattered asteroid ficlds. A Tau Aect was approaching, and
it was a large one from the looks of things.

As the fleets came together and began rebuffing scartered
waves of automated Demiurg attack craft, Tau Maneas
pushing far ahead of the main thrust began interspersing
themselves between the Demiurg vessel and the attacking
fleer. The Imperial commander could not know that this
was little more than an elaborate ruse, a carefully
orchestrated example of the Kauvon, the “Paticnt Hunter™
school of thought so favoured by Kor'O Mesme. Literally
translated as “combination” or multi-talenced, his skill at
handling the flect as an extension of himself as he drew the
enemy into combat on his (erms was  legendary
Surrounded by the tactical displavs that would he his eves
and cars for the coming battle, he glanced up as AunShear,
the Ethereal guiding them during this voyage, nodded
approvingly hefore setling into his blast couch, He was
fully aware of the significance of the hattle taking place
here. Two fannor starships had elegant Nicassar Dhows in
tow, aned it would be beneath him to withhold such useful
assets [rom the coming battle. On the other hand, it was
likely thar the humans had no knowledge of their
existence, and Aun'Shear stressed repeatedly how, in the
interests of the Greater Goaud, this must remain so for the
time being.

“Wo matter,” was his reply when presented with chis
finformation’. Our crews are skilled, and our ships are
strong. We will not fleer ac chis 1ask, Should the need arise,

the Gue'la will not be given an opportunity to take this




information away with them,” He wished no ill toward the
Gue'la that approached, and in fact held a passing
fascination for their ships that individually were technically
superior. He knew confidently, however, that this particular
gap between their races was only temporary, and they did
not, and could not, understand the rigorous discipline the
Eorvattra brought o the Greater Good, If they approached
oo close, they would be stopped, He would make it so, for
was he not O'Mesme? Should the need arise, he could
casily reconfigure his carefully drilled formation to deliver
Mont'ka, the Killing Blow: They would be given a chance o
withdraw, bur should they engage, none would escape.

SCENARIO FOUR: ASSAULT ON PRAYEN
For almost two vears Admiral Jallague made preparations
for the fleet to cross the Damocles Gull and pur an end to
the emerging threat once and for all. Expeditionary and
reconnaissiance forces were sent throughout the region of
the Perdus Rilt and the Damocles border stars, attempting
to size up the foe they were arraved against. There were
notable successes, such as the planctary assault in the
lightly-defended Viss'el system that climinated all Tau
presence in the arca. These were tempered  with
considerable concerns, however, The task force sent to
Resvar had seemed o disappear without 2 tace, and
Imperial Fists Capain Taclos returned with an envoy [rom
the distant world of T"olku with disturbing intelligence that
the Tau had significantly more military resources at their
disposal than originally anticipated. When collated with
reports of new ship tvpes being sighted by transport
captains supplving the lmperial colony worlds along the
Perdus Rift, only one course of action seemed clear. There
ras oo way the Meet would be able o defend Nimbosa, Fris
and the other dozen or so colony worlds simullaneously
from the alicn threat intent on establishing colonies of their
own; not merely intending 1o condquer but instead apply
the much more insidious, subwversive and seductive concept
of peacelul cohabitation, as if any truly loval Imperial
citizen would be willing to cast his low with the alien. There
was, however, only one major system from which the Tau
could launch a major push against the colonies of the Rift,
andl that was the system the aliens referred 1o as the Dalyth

Sept. Reconnaissance indicated that with the exception of
the Dal'vth homewarld, only the seventh, outermost planet

mounted any sizable defence. Known as Pra'ven, its
defences scemed as woelully inadequare as the ochital

colonies that were easily swept aside at Viss'el, and the
decision was made: the Crusade would begin in earnest. In
lage 744.M41, two vears after the Crusade was first
assembled, the feet set out on the five-month vovage
across the Damocles Gulll Approaching as close to the
system as they dared in the turbulent Warp, the fleel
smashed into normal space, bent on either aking or
destroying the system. The fleet approached the outer
planet with liedde concern, intent on brushing its defences
aside and cleansing it so that they could quickly move on o
the primary world. Little did they know, however, that
despite its similarity to the habitat clusters around Viss'el,
this was a fully armed and operational military outpost, and
an entire Meet was hiding nearby waiting as the patient
hunter, ready o spring their trap. ..

Forces: Both sides have an equal number of poines for this
seenario, The atacker can use any number of ships desired
from his available fleet list (including Meet replacements
and reinforcements). The attacker must use his fleet
commander's Aagship and any number of ships required to
field it {such as two cruiscrs, if the flagship is a
battlecruiser), as well as at least two Space Marine strike
cruisers. The attacker may also have two transports for
every 500 points of Imperial Navy vesscls (NOT Space
Marine ships) in the aracking fleer, and for 30 points each
may substitute a heavy transport for every two regular
transports counted against the atacking fleet list's poine
total.

The Tau fleet can use any number of ships in his or her flect
list {including fleet replacements and reinforcements), but
may not use Nicassar vessels for this battle, The defender |
may also include, for free, a Tau Orbital cluster with the
characteristics shown opposite;

Additionally, the defender may have up o Déx10 points
worth of planctary defences for every 500 points in the
attacker's fleet list, arranged in any combination desired, 1f
high-orhit defences are desired. orbital plaforms can only
be used as per the characteristics on the following able.
Fach platform can only use one weapon system, for the
wotal cost as indicared.

Battlezone: Pra'ven is a medium planet set in the Outer
Reaches region of the system. Ser a medium planet on the
tahle, as it would be for the Planerary Assault scenario on
p.76 of the rulebook (roll for a moon if desired). Roll for
Outer Reaches celestial phenomena normally, ignoring any
result that produces another planet.

Set-Up: The defender sets up first, as described on p.76 of
the rulebook, but the Tau Security Orbital Station must be
placed at an equal distance from the long table edges on




Tau Security Orbital CIUuSter ... ..o sssrasss e VATIOUS points

TYPE/HITS SPEED TURNS SHIELDS ARMOUR TURRETS
| Bagestipiz | tSem ] e | 0 | SR | 5
ARMAMENT RANGE/SPEED FIREPOWER/STR FIRE ARC PTS
Railzun Batteries 45cm 3 All Arcund ) points
lon Cannon Hatterics Aem 1 All Around ) prnts
Lavnch Bays Barracudas: 25cm | squadron MiA 35 points
Muntas: 20cm
Ciravitic Hook Capacity: Upto 1 Orca 23 points
[+ cost of Orea)
Torpedoes Speed: 40cm 4 All Around 35 puints
(]
[] [
Defenceld12 {cm nfa 1 5+ 2
[} [} [] []
Railgun Battéries 45cm 3 All Around
lon Cannon Batteries A 3 All Around
Launch Bays Rarracudas: 25em | syuadron MNIA
Manras: 20cm

Note: Forgeworld's new Tag Space Station model for Battlefleer Gothic would be great for this scenario,

the side of the planct facing the atacking fleet, no more Game Length: The game lasts untl one fleet is deswroyed
thin 1%¢m from the template edge. All other planctacy or discngages, or the atacker has scored 10 or more
defences may be set up normally, As the anacking e is Assault Points,

no antcipating major resistance, it is not approaching the

planet with intent o surprise the cnemy, giving the Tao Victory Conditions: These are determined normally for
defenders tme o properly situate their Aect, The attacker Planetary Assaults as described on p.76 of the rulebook,

does not get a chance o position any of the defender’s
vessels. The attacking fleet scrs up normally for planctary
assaults. A separate low-orhit table will be reqguired.

Anithor

First Turn: The playvers rall @ D6, Whoever wers the highest Further
1 Tefearmetion
may take either the first or second turn.

Special Rules: Except where described differently, this More BFG
scenario follows all rules set on p.76 of the rulebook. Welsite

The Tau fleet in all its glory




CONVERTING

THE MASSES

Inquisitor Civilians by Michael Anderson

With the release of the new civilian models for Inquisitor, we thought we’d have a look at a

slightly different way of using them.

When the Inguisitor civilians were in their conceptual
stage, it was decided that they should represent the
everyday inhahitants of the Tmperial universe, diverse, but
at the same time unimposing. After all, these characters
should never seem more interesting or impressive than the
Inguisitors and their enemies, as they are the humdrom,
normal peaple poing about their mundane jobs, who are
incidental to the intrigue of an Inguisitor scenario. Their
purpose is to he caught up in the crossiire and embroiled
in events that are much more significant than they could
ever realise.

These aspects had to be taken into account when the
figures were being designed and sculpted. Of course, there
were an infinite number of possibilitics when it came
choosing their ‘role’ or character, so, in the end, it was
decided that there would be an inidal release of four
different characters in the civilian pack, and they should
represent the more common aspects of society. After all, it
would be less likely that a high ranking Tmperial official
would be wandering around a space port, than a docker or
pilot. These characters are there 1o get in the way as your
Inquisitor chases his adversary through a bustling market
or canting, so they had to be an expendable element in the
greater scheme.

In the end. the four characters were chosen: a Courier, a
Rat-catcher, a Welder, and a Docker. However, this was by
no means the only characters that could be represented.
The figures were sculpted in such a way that all of their
components should he imerchangeable, providing the
modeller with  a vast and diverse selection ol characrers
that the parts could be arranged into

I decided that, since 1 wanted to theme my civilians o a
particular location, a space port would be ideal. For as long
as 1 can remember, 1 have enjoved watching scenes in sci-fi
films where impressive futuristic craft land in grubby, oily
hangers, and the ship's crew pace down the landing
platform, ready for wouble! This was the atmosphere 1
anted to convey with my selection of characters, and so
began 1o convert the figures using a combination of parts
that would make them seem at home in this environment.
When they had been assembled there was a rugged
Smuggler Captain, a gnarled First Mate/engineer, 4 mean
luoking Cargo Loader and an impetuous Cabin Boy wha T
imagined to be an expert in compuring and electronics.,

The Smuggler

The first of the civilians that | converted was the Smuggler. T wanted this character wo be the roguish charmer, battle scarred
and confident. He was 1o be the only member of the ship's crew that would be armed, and then only lightly (with a very basic
looking laspistol). T really wanted him to look like he had been through a lot of minor scrapes, always escaping with his life
{just!), so | gave him the hionic arm from the Rat-catcher, and the Welder's body (which, because of the pipes and fasks, looks
like some kind of improvised support for his lungs). 1 also liked the fact the Welder's body is wearing a

string vest, as it adds to the Smuggler’s rough and ready appearance.

" The left arm is also from the Rat-catcher, but | replaced the staff with the laspistol
accessory, to suggest that he is top of the pecking order of this motley bunch.

The head that | chose was feom the Courier. My reasoning behind this was, T felt the goggles suited the
role of a pilot, and his interesting hat and goatee seemed to make the character more exotic in a subtle way,
suggesting 2 man who is no stranger 1o “hives of scum and pranny ™!

As 2 Smuggler, he would be all too aware of the risks involved with his profession, and the legs of the
welder olifered some Fairly crude makeshift armour that seemed well suited to the character.




The First Mate

The second of the ship’s crew that T converted was the First Mate, 1 wanted him o
look like he spends the majority of his time in the engine room, covered in grease
and welding loose plates in the hull. T actually chose the head from the Welder

because it was gnarled with missing teeth and had a sensor array arcached 1o his hat,
This seemed the most appropriate from the remaining heads, and was quite a contrast o
the roguish looks of the Smuggler/Captain. T attached this head to the body and legs of the Courier,
which had small arcas of metal plating and a saichel that could be used to carry diagrams and
sthematics ol the ship. 1 chose arms that were holding suitable looking tools — a
hammer and a blewtorch — as these seemed to display the oily, hands-on approach
1 imagined the First Mate would have. The arm wielding the hammer is much
more developed than the one with the torch; this didn't seem too odd as
the repetitive use of such a heavy tool would overdevelop
the muscles in this arm and the more ateophied arm
compensates with the wiring of crude bionics.

The Cargo Loader
When it came to choosing the parts for the ship's Cargo Loader, there was linde difficulty
in deciding what to use, The head and body of the Docker are cast as one piece, and [
alser used the Welder's right arm, as it was the only one left of appropriate size. This
character is an absolute brute, and T thought that the backpack with servo-arm would
complement the bionic claw from the Docker and the welding mask, to create a truly
scary citizen capable of lifting grear loads of cargo (or tearing heads off!). The fact that
he is covered in thick steel plates and mechanical devices scems appropriate since his
role on board the ship is a very dangerous one, and lifting and loading such heavy loads
would be impossible if not equipped correctly.

The Cabkimn Boy

Finally, T came 10 the Cabin Boy. This was my personal favourite, as 1 think it is by far the
most characterful of the conversions. He typifies the wise-cracking voungster, who is
always in trouble, but his knowledge of all things echnological is unsurpassed (albeit in a
fairly anarchical way) and often proves crucial. T used the baggy combat shores with knee
pads of the Docker combined with the high collar of the Rat-catcher, o give him a futuristic
‘streel urchin® look. The head is the spare Rat-catcher head with goggles, which 1 think
seems the most vouthful, The arms are from the Courier, with the addition of a shoulder
pad, knife and spanner, The left arm has a computeriscd wristhand, which suited the
theme well and could be some kind of remote guidance system or weapon controls

scenarios but at the same time complement them, The

At this stage, all of the assembly was complete and my
civilians were looking like the band of miscreants that |
could imagine populating the dingiest space port watering
hole. All that remained was to undercoat and paine them,

Fainting the civilians

When it came o choosing a colour scheme for my
civilians/ship’s crew:, | decided that, although | needed to
work with a limited palette, 1also needed 1o avoid making
them too uniform. The reason for this was that each of the
civilians had their own personality and | needed to peflect
this in the colours | chose, without making them so
impressive thar they outshone the Inguisitors and their

warbands. 1 opted to use a very neutral selection of
colours: browns, greys and a lot of oily metal. These
ligures should almost blend into the background of vour

sculpting of the civilians created enough individualivy, so
my minimal selection of colours seemed apt.

Another thing to bear in mind is that you don’t really need
to spend too long painting these guys as they are not
intended o be as signilicant as your peistine warband.
There is no need o spend hours painstakingly wet-
blending every last detail; they are effectively an extension
of the scenery, there 1o add depth and realism to vour
games, As a result T decided to keep the painting
techniques basic (basccoat, ink wash, 2 highlights), and
put aside aspirations of Golden Demon!! Hather than
describing cach figure step by step, | will describe how the
different areas ol the fgure were approached. as the
colours and techniques are applicable for all,




The focus of every figure that you paint, and
the ai ou should spend the most time
on, is the skin. It is the skin, and especially
the face, that ereates the personality of the
figure, A paint job can be made to look
much more impressive by concentrating on
the face. In the « the civilians, all of the
Caucasian skin s given a basecoat of

Ink into the recesses becoming lighter as it
moved away from the recess. The steel was
given a final highlight of Mithril Silver
around the edges,

The as of the figures
that were 10 be wreated

like leather, such as

Tanned Flesh, which s carcfully : hoots, jerkins and beles,
highlighted with Dwarf Flesh and then EIf L G LR were basccoated  with
Flesh. A final highlight of EIf Flesh mixed

with Skull White was blended onto the most Brown or Darck Flesh, They were then given a wash of

Scorched Brown, Bestial

proncunced areas of the face and skin. The Brown Ink and Black Tnk and highlighted by adding
skin of the Cargo Loader was painted black

skin was giver
. which was highlighted by )
amounts of EIf Flesh to the mix, il ex  Grey and
heing careful not to make the mix (oo light. : b washed with thinned

Tir finish the faces the teeth and eyes were o . Black Ink. Codex Grey

picked out with Skull White and the pupils . o wias then reapplied w

added using a dot of Chaos Black. the mised areas, and a
final  highlight  of
The next most prominent areas were those made of metal. e N Fortress G

Tty achieve this oily sweel t, | initially gave the areas a il . added.

[BF vat of Chainmail. I then blended Black Ink and Brown




achieve the khaki At last the crew were ready o face the other inhabitants of
colour used on the the space port. Little did they kno
trousers of the Tirst embroiled in struggle betw and his
Mate and the top of the prey
] Bowy,
bascooar of Graves
Earth. T then added a
wd, when this was dry, highlighted the

rd Earth and Kommando Khaki.

The white v hat are worn by
several of the crew were treated in the

samc 3 s L ., except the

highlights were taken up to Skull

Whirte, and dirt and grea
in patches using Brown Ink.
Mtichael Anderson b
The final task was to paint the details, seqw, before then e
such as pipes, butto nd purity seals. By wedn :
These were picked oul in strong colours,
such as red and vellow, o show up Further
against the neutral shades of the Fformation
clothing, The parchment attached 1o @ y
purity seuals was painted Bleached Bone, the Huw to Urder pages on page S
added with a fine detail brush More Tng Tearve s rsige 62 for After the Eye of Jerro
using Brown Ink. Wefsite :
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The Seaque of Ostermarf

By Nicodemus Kyme

Far beyond the sprawling citics of the Empire lies the province of Ostermark.
Situated in the eastern-most fringe of the Empire, Ostermark is as far removed
geographically from the urban epicentre of the Empire as it is mentally. One of the
largest Imperial provinces, Ostermark is a land of rolling fields and barren plains,
the very epitome of the untamed wild where the ethos of the city is an alien and

unwelcome intrusion.

A rural land, its peoples are possessed of a soliary, sell-
reliant mind-sct. It is a place of wide spread communities,
mainly comprised of isolated farms and small insular
villages, and shares nothing of the cosmopolitan culture
engendered by many of its provincial neighbours,

A& vast and open land, Ostermark is esseotially flat,
dominated by felds and verdant pastures, occasionally
punciuated by low lying hills and rocky crags 10 the east,
mere precursors to the massive mountains that rise heyond.
These ficlds are often bordered by natural hedges and
drystone walls 1o indicate the end of one farmer's Tand and
the beginning of another's. At the very edges of its many
rolling ficlds the Gremt Forest encroaches, forming an
arboreal barrier between Ostermark and its main neighbour
state Talabecland, within which lies the city of Talabheim.
This low and barren landscape makes for an ideal farming
community and many of the buildings and setdements
around Ostermark comprise of farmsteads, Irs lands are
lertile, made so by frequent light rains and generous
summers, and its rich soil is ideal for agriculture,
Ostermark’s principal mercantile, and the many farmers of
this land trade their surplus crops at the two major
townships of Bechafen and Badenhof. The roads around
Ostermark are crude constructions, often little more than
dirt tracks o provide passage for farm carts, wagons and
travellers on foor They are paths seldom rodden and it is
possible to see for miles around upon a clear day and for not
soul to be in sight, such is the isolated natre of Ostermark's

populace,

An tBe Dear of our Lor¥ Sigmar, 1999...

With no Emperor (o lay claim to the throne the Empire is a
land in turmeoil, its peoples are thrown into a state of
anarchy, and none more 5o than the people of Ostermark.
When the great twin-tailed comet smote its capiral city,
Mordheim, into smouldering ruins, the province became a

lawless land, rife with brigands and bandits, [ts Elecior,
Count Steinhardt, was slain in the terrible calaclysmic events
that followed along with the rest of his line, the family name
of Steinhardt now a mere [oomote in the annuls of history,
Without any central government to restore any sort of order,

[T

1

H

1

[

1] known as the Beric Downs. Possessed of 4 curious
{1 and unnerving stillness, the Eerie Downs arc a

[}

upon the wild and unkemp grasslands of the TDhowns,
numerons crags jutting up fmom the thick and
vaporous mises lke broken meeth, Woe betide any { |
travieller lost there; men have been driven insanc as b
the silence and the white fog engulfs them, all sensc ."l
of direction evaporating into a vast expanse of
nothing, Tr is said the souls of those who died upon
||| the Durwns haunt them still, that their spirits crave
LY more souls o join them, their howls of anguish and

i
foreboding place, A perpetual pall of low fog rolls !
1
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=
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Sourh of Bechafen there is a wide and open plain |
i
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| | bitterness a dreaded midnight chorus, It is a brave or |= :
i
1 foolish waveller indeed who venmires upon those ¥
l | pastures and lives wo el of i 4
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farms burn, crops are destroved, and famine gnaws at the
desperate masses, showing no sign of relenting. Where once
blues skies and the call of wild birds provided the everyday
vista, now smoke and the cries of the dyving shatier this rural
idvll.

Mercenaries wander around in bands laving waste and
taking what they will, with no one brave enough or powerful
enough to challenge them. For Ostermarkers these are dark
times indeed, forced 1o mke arms against the enemies
without, the stirring tribes of Ores and Gobling in the Worlds
Edge Mountains, Beastmen from the Forest of Shadows and
those within, the brigands that threaten o plunder the land
‘il it is nought but razed fields and smoking ash.

The old roads are no safe haven for ravelling farmers on
route to Bechafen or Badenhol in hope of sclling their crops
o the wwnslolk, in outh there is little to spare for such an
enterprise with the threat of famine an ever-present reality.
The owns themselves are full of grim faces, full of fear and
hopelessness, the stark shadow of the former capital an
unwelcome reminder of the blight infecting the land. Siill
though, there is hope, and some brave and determined souls
still manage to survive aned grind out a frupal existence in the
untamed wilds. Fields still hear crops, cattle still graze upon
the green plains of arable knd and farm folk condnue w
subsist, albeit with fear and a ready sword.




o : - p When the last Emperor, Sigismund, was slain upon the

very walls of Alidorl and the Empire was split into three

The Crmesmark Basches are Cue froncier i G . warring factions of would-be successors, Ostermark threw

- form che: horder berercen Ostermark and the lands of in its lotsiibithe claitn from the Ottilans of Talabecland,
their erstwhile neighbours, “Twas to be a fruitless alliance
as the voung Fmpress Magritta of Marienburg, whom

Kisley o the north. This man-made border is
pockmarked by stout wooden warch towers, cach of

which carries a large warning beacon. These Dames ]
are lit in times of war and arc a signal of impending i many powerful institotions around Altdorf thought

invasion, for the armics of Chtermark oo make ready i merely a puppet through which the machinations ol her
foor hattle. This borderland is further cemented by a § elders could be realised, secured power. Tt b a time of
mamacal baerier, ti: Lower Tlaber, o trbutary of the rivalry and civil warring and heightened the terrible plight
main river Talahee that mns deep into the heartlaneds e it snnrke s, Andd 50, it is & time in desperate need
of some stability and law in a growingly fractious Empire,
where dark forces seek o overthrow it from withour and

of the Empire, and it is a valuable defensive sirong
point should the encmics of the Empire march
heyond Kislew The town of Bechafen lies deep in the
Marches. Primarily a military wownship, it is renowned within.
for its smirhics and armourners, who forge armour and ]
weapons to supply the Ostermark army. With s 1 ? ﬁﬁﬁnnﬂ Battles in rﬁf mfﬁﬁﬂff 'ﬁf @stermarﬂ
poostinyicy g she northera linds il the Sves s During the time of the three Bmperors the rulership of the
[hr.l.:‘..'l.r "_' Empire was disputed and warbands roamed the land as
e they pleased, looting villages, burning homes and robbing
innocents and the only law they recognised was that

s,
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exacted through force of arms, The lands surrounding
Mordheim, those that belonged o the province of
Ostermark, saw numerous small battles berween these
rival bands, each vying for their slice of the plunder,
yoking the downmrodden country folk for all they were
worth, Some rose up o defend those weaker than
themselves, cul of a sense of justice and righteousness,
virtues sadly lacking in this dark time and so a desperate
struggle had begun...

These rules allow you o light your ‘Mordheim® battles
away rom the city and ourt into the wild and untamed
countryside of Ostermark. Its lawless lands are rife with
banditry and other Liwlessness, s0 much so that even the
dark creatures lurking in the Great Forest dare to emerge
into the smoke-filled davlight, Battes plaved ourside of
Mordheim offer a very different dynamic 1o the crowded
strects and delapidated ruins, Tt provides a new serting for
your games but one that can he incorporated casily by the
simple substitution of terrain, Warbands are generated
and fight in the same way for batles within the city, excepit
they are lighting in the rural setting of Ostermark. Players
can simply use the scenarios in the Mordheim rulebook
but, rather than create your battleficld around ruined
buildings, towers, streets and so on, use scenery that
rellects the surroundings. Ostermark is a rural area and
farmsteads, hedgerows, low ving hills, deystone walls,
sparse woodlands and sprawling fields are perfect o
represent it Rather than climbing up o the higher foors
ol a ruined coaching inn or bell wower

warriors can climb up trees and

across streams or through crop-filled ficlds instead. The
basic Mordheim rules still apply, it's just the scenery that
has changed.

Note: The Fmpire in Flames rulebook provides some
excellent material for fighting barles in an Imperial
wilderness setting, ideally suited for battles in and around
Ostermark. It is recommended that il plavers own a copy
of Empire in Flames they use the additional rules in this
biook. You can certainky plavs battles in Ostermark withour

it but they will add an extra dimension of detail and allow

vou to fight campaigns and wilderness specific scenarios.

Scenery

Most of the scenery associated with games of Warhammer
can be used 10 represent the terrain around Ostermark.
Hills and wonds are two particularly pertinent examples,
but walls, hedges, fields and rivers are also ideal, along
with small buildings; cottages, sheds, mills e, can he
usedd o represent farmsieacs.

Wprdstone

When the great owin-tailed comet struck the city of
Mordheim, such was its impact that tiny fragments of it
were scattered for miles around and to this day Ostermark
is riddled with errant picces of wyrdstone, some of which
are bored decp into the earth, others cause unknown
mutations in rivers and streams, and some lay amongst
the rocky hills of the land in plain sight. Whilst fighting
harles in Ostermark warbands collect wyrdstone in the
usual way, It is assumed the warriors are scouting the
wilds of the province o find it

Gstermarf WarbanPs

Although they are farmers by trade the men of Ostermark
are stoul and capable fighters, ready to take up arms
against the common foe. Since the destruction of
Mordheim some of the Ostermarkers have abandoned
their Farms, lelt as smouldering mins, and formed
warhands of their own, secking to take back what was
taken from them, defending their lands to the bitter end,
or merely to take a share of the plunder in an Empire
thrown into anarchy,

Special’ Rules

Crrermarkers are used o harsh odds and batling alone o
delend their larms against mercenarics and other
brigands. Their years of isolation and selfreliance have
made them hardy warriors indeed, and, as such, they do
not give up casily or balk in the face of outnumbering
les.

Ostermarkers follow the rules for Mercenary warbands as
wiven on page 48 of the Mordheim rulchook. In addition
Ostermarkers (Heroes and Henchmen) may re-roll & failed
Leadership test for being all alone and routing, A warrior




or wirband must accept the sccond roll, however,
regardless of the result. Furthermore, the men often use
hounds to guard their farms and raise the alarm againse
trespassers. Any captain of an Ostermarker warband may
have a wandog as part of his starting equipment Lo
represent the beast who once protected his farm and
holdings from bandits and other, fouler creamures.

Painting and AoVelling

The colours of Ostermarck are vellow and purple, although
the latter tends to vary in shade and hue as the pigment is
difficult to produce in the Empire. Although Ostermark
warbands are cssentially rural folk, in most cases farmers,
it gives a warband a little more identity and cohesion as a
group if they have something of their provincial colours
on them, perhaps a shirt or arm or head-band, As rustic
ok, Ostermarkers rend o carry weapons you might see

A sombre and mysterions flace, the Eerie Downs bolds o
padpable dread for the foll of the Mark: too well do they know
the tales of engulfing fop and voices that whisper words of
meiclness into the ears of travellers lost upon thent,

T rival warbands are cravelling chrough Ostermark, seeking o
pillage and plunder or to punish those who would. As they draw
close to each other, the barren land all about them and not
ancther soul in sight, a curious fog rolls over their feet and soon
they are both engulfed, unable w discern friend from foe. Upon
the Eerie Downs is a Skirmish scenado and all the mles given on
page 127 ol the Mordheim mlchook apply with any exceptions
noted belos:

T errain
The Eerie Downs are a faicly barren stretch of open Tand with
little by way of landmarks or cover. The banlelield should be
faicly open with perhaps a few low lving hills 10 represent the
undulating ground and the odd rock here and there, and
perhaps g stone wall or hedge.

Special rufes
Thick Fog: The Ferie Downs are swathed in a thick fog which at
times makes it difficult to see even bevond your nose! Visihility
for shooting, charging, magic et is reduced 1o a distance of
406, rolled at the start of cach player's turn. Furthermore, cach
player must roll a D6 before they can move. If they roll a 1 they
must pass a Leadership test or become lost in the fog. Any maocdel
lost in the fog will move DG in g random direction each tarn, or
206 if they are Alecing. They may not shoot, cast spells or charge
but if they bump intoe an enemy they will fight them as if they had
charged into hand-to-hand combar but arcack in Initiative order.
As long as a model is lost in the fog they will believe their

comrades have deserted them (all they can see is a white mist all

Scenario 1: Vpon the Levie Sowns

on a farm, so axes, pitchlorks, bows and so on are all good

examples of how vou can personalise your Ostermark
warband.

To give vour models a rural feel, beard heads are a good
choice, as well as using fur cloaks 1o represent animsal
skins, IF your warriors carry shiclds, those made of wood
are the most suitable. Ostermarkers don’t have the strict
military hackground of Rieklanders nor the cffere
opulence associated with Maricnburg, rather they are
simple Tolk, withour armouries and smithies, the likes of
which arc founds in Nuln and Alloef, and so their
equipment should reflect that. The motifs and heraldry of
Ostermark are dominaced by their culture so mams and
bulls head are appropriate, along with scythes and cars of
corn to reflect their agrarian nature.

around them!) and will have to take an All Alone test at the start
of cach urn (regardless of the proximity of friendly models).
Continue 1o roll the 16 each marn and any model that rolls a &,
il they are not flecing, pets their bearings and may move and act
normally (bearing in mind visibility) from thar point on. Not
thar if a fricndly model moves ineo base-to-hase contact with a
model lost in the fog either of their own accord, or if they are
bumped into by a randomly moving warrior, the presence of a
comrade allows them to get themselves together and regain their
bearings and they are no lomger lost. Any model that wanders ofl?
the table edge whilst [ost in the fog should be removed from the
warband roster. They have been driven mad by the voices of the
damned in the mists and are lost never 1o be seen again.

Ending tfe game
Once the fop engulfs them the warbands” are both trving to ger
off the Downs as soon as possible. To do so they must escape via
their opponent’s table edge. The game cnds once a warband has
escaped with half its models. Note that neither warband has o
take a Rout test during the battle, nor can they voluntarily rout,
as they are effectively lost upon the Thowns and trving to cscape,

Erpevience:
+2 Survives: If a Hero or Henchman group survives the bartle
they gain +2 Expericnce.

+2 Winning Leader: The leader of the winning warband gains
+2 exrra Expericnce,

41 Per Enemy Out of Action: Any Hero earns + 1 Expericnce
for each enemy model he puts out ol action.

41 Escapes: Any Hero or Menchman group that escapes earns
+1 Experience Point.




There are many formsteads around  Osternark,
Mercenaries and brigands are drawn to them fike moths
ta the flame as, isolated from society, they are easy meat
SJor looting and pillage. When two warbands dispute the
same lool for their own, the jarm  becowmes o
battleground, s occupants driven to desperation
against two warring foes; such affairs are aoften bloody
and onfy when all is razed and plundered dovs Hhe
TR Cedse,

Teror rival warbands have arrived at a farm at the same time
with the intent of looting it for all it's worth, Not only
must they baule each other for possession of the hooty,
they must also contend with the desperate farmers,
fighting to defend their property to the last

'Cerrain

Each player takes it in murn to place a picce of terrain.
Ensure that there are around five or six farm buildings
placed on the battleficld, joined by wooden fences or low
stone walls 1o represent the farmsiead itsell, a cotage,
barns, stables, tool shed, animal pens cte. The buildings
should be placed roughly in the centre of 4 4' x4 area and
the outer sections ol the batlefield could comprise of the
occasional small wood or outlyving building.

Barbands

Each player rolls a D6 w determine which warband places
his warriors first, with the player rolling the highest given
the choice. The warband may be placed within 8" of any
table edge and, once the player has finished setting up his
warriors, then the second warband is placed within 8" of
the opposite table edge.

Starting the game
Each plaver rolls a D6 The highest roll can choose
whether to go first or second.

Special rufes

Get ofl my land: The farmers around Ostermark are used
to the predations of bandits and mercenaries and will
defend their homes and holdings with their lase breath,
Hicling inside the farm buildings they await any looters
with rakes and shovels! As spon as a model from cither

srband moves within 27 of a building they must stop, 13
farmers and their farmbands rush out of the building 1o
protect their home and livelihood. They are placed within
2" of any door or entrance to the building, The player may
then resume his turn with any members of his warband
that haven’t yet moved. After that player’s turn the farmers
take a turn and will continue to do so afrer that plaver's
until thev are dead (consider the farmers an extra plaver,
albeit controlled arbitrarily).

Scenario 22 Battle for the Larm

The [armers always move towards the nearcst cnemy
(fromn either side) but will not move more than & away
from the huilding they emerged from, They will not
charge if it brings them maore than &' Iroim the building
bt will fight in hand-wo-hand combat if they are able.

Note: If another warrior aleres further farmers from
another building, they will take their wrm with any
farmers already on the board {ie. whichever emerges first
takes precedence).

The profile for a farmerfarmband is given below:

Farmer
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Weapons: Rake, hoe or some other improvised farming
implement (counts as a spear). These farmers have been
beaten down by vears of oppression and stacvation. If they
are wounded they are instantly taken out of action; do nog
roll on the Injury table for them. They can put up linde
fight against armed mercenarics but, as they are defending
their homes and there is nowhere for them to run, they
will not rout and are immune o AY Afore 1ests,

Looting: The warbands have both come to the farm to
loot it and, whilst the appearance of a rival warband is
unexpected, they won't let it deter them [rom their
objective. At the end of cach turn in which a model is
inside a farm building and that model hasn't taken any
other action that tuen, ic. shooting, magic, fought in hand-
to-hand combat etc. he may loot it Roll a DG on the table
helow o discover what is found.

1 Nothing — The building is empty, it has either
already heen looted or there is nothing of any
value.

2-5 Virluables — There are some valuables scatered

around worth 216 gold crowns.

¥ Wyrdstone! — A single of shard of wyrdstone is
found inside the building, the farmer having
happened across it whilst reaping his crops in
some outhving field,

Note: A model may not loot a building if there is a
Jarmer within 07 of it. Each building meay only be looted
e,




Fire: The warbands are merciless and ready 1o mze the
farm to the ground once they have taken all that is of any
worth. Every member of each player™s warband starts the
game carrying a torch which may be lit and thrown into a
building once it has been looted. The rules for torches are
given in the Empire in Flames rulebook (p.16) but are
summarised below lor your convenience. A torch acts as a
lantern {il any Hero also possesses a lantern this may be
used o burn a building down in the same way), any
model equipped with one causes fear in all animals. As a
weapon it is treated as a club but with a -1 'To Hit modifier
and any wounds caused by it cannot be regenerated by
any model with the Regeneration special rules. The torch
will only Last for one batle. A model may torch a building
at any time. I they are inside a building (sctting fire to
furniture and other belongings) then the fire stars
automatically. They may alsa throw the torch up to 6" away
to light a building ane the fire will start on a roll of 2+ on
a D6 (a1 indicating it has bounced off a roof or merely
sputtered out). Once a building is lit, roll a D6 at the start
of cach player's tum (not including any farmers who
might be on the board) to discover if the fire is spreading.
Add +1 to the dice roll for cach murn the fire has been
hurning.

1 Gone out — The fire has spurtered out of its own
accord. Don’t make any further rolls on the
tahle.

2-5 Rising flames — Flames and smoke are rising

quickly. Any model inside the building must take
a Toughness test, If they fail, they suffer 133
Strength 2 hits with no save possible, as they
succurmb 1o smoke inhalation and minor burns.
Anvone wishing to enter the building must pass
a Leadership test to do so.

6 Raging Inferno - The building is totally ablaze.
No model may enter the building and anyone
within it takes D3 Swrength 3 hits from the fames
and burning debris. Any model wishing to get
put of the building must pass an Initiative test or
it will stay trapped within,

Ant Olsterneark Warband sneaks

Ly on an unsuspecting farmer

T+ Collapse! - The building collapses, its timbers
fimally giving way as the fire engulfs it utterly, Any
maodel inside the building (and not stunned)
must pass an Initiative test to escape (knocked
down models suffer a -1 1o their Initdarive for the
purpose of this roll). Any model who fails to
escape is crushed by the falling debris and 1aken
our of action.

Enfing the Game
The game ends as soon as one warband routs or all the
buildings have been destroved. The player who destroys
the most buildings wins the game or, if a warband fails its
Rout test, the warband remaining wins the game.

Erperience
+1 Survives: If a Hero or Henchman group survives the
battle they gain + 1 Experience.

+ 1 Winning Leader: The leader of the winning warband
gains +1 extra Experience.

+1 Per Enemy Out of Action: Any Hero earns +1
Expericnce for cach enemy he puts out of action (note
that farmers do not count as they are 5o weak and measly
they hardly warrant a boost in a warrior's prowess!)

+1 Per Building Destroyed: Any Hero or Henchman

group that starts a fire which destroys a building ecarns +1
Experience.

Anifdir
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AN ELDAR ENCOUNTER

A Battle Report by Jervis Johnson & Matt Keefe

The Epic game rules allow you to take command of armies of mighty warriors and powerful war
engines as they clash in apocalyptic conflict with their foes in order to decide the fate of the entire
galaxy. Epic models are smaller than the miniatures used for Warhammer 40,000: a warrior stands
6mm high, and a tank is only a centimetre or two long. This small scale allows you to command
armics made up of hundreds of infantry and dozens of armoured vehicles, as well as gigantic war
engines and countless weapons of world-shattering power. Epic provides rules that will allow you to
represent all this on the tabletop - and much more besides!

It is traditional that battle reports start off with the words
something like this: “The kindly editor of this magazine
asked me il T would like to take part in a battle report with
a Space Marine army, and 1 leapt at the chance!”. The
reality is, of course, rather dilterent. Over the years barttle
reports have become an integral part of the magazines
that Games Workshop publishes, to the extent that it is
really impossible to imagine an issue of White Dwarf
without at least one batle report in it This is
understandahle, after all, battle reports cut to the heart of
what the Games Workshop hobby is all about — playing
games with toy soldiers — and they also provide an
admirable vehicle for introducing plavers to new armies
and alternarive ways of playing games.

For these, and numerous other reasons, the same rule will
apply in Fanatic magazine. In other words, you can expect
Lo see at least one battle report per issue of this magasineg!
This being the case it was no surprise when Andy starred
hassling me about a report for Issue One of Fanatic, The
trick was 10 come up with a subject matter for the report
that would avoid the pitfalls that battle reports can easily
fall into. Now I've being writing battle reports for guite a
few vears now, and T know from experience that it's very
easy for the writer to produce a battle report that is simply
a turn by turn description of a game that they have played.
On the face of it, this doesn’t seem like much of a
problem, alter all if there is onc thing that all battle
reporis have, ics the description of a battle. Towever,
while this is true up to a point, what it disguiscs is that a
battle report is also a magazine article, and magazine
articles really need o have a point, 1o put this another
way, a good battle report needs 1o illustrate a specific
point, not just be the description of a game that was
plaved.

Anvway, Andy knew that he needed a battle report for this
issue of Fanatic, so he asked me if 1 would do an Epic
hattle report for him. © agreed (well, 1 eouldn't leave him
with an eight page gap in his magazine, now could 19, and

started o ponder what the report would be about. The
obvious choice was simply to Aght a battle berween Space
Marines and Orks, and use the report as a way ol
introducing plavers to the new Epic game system.
However, I'd already done exactly thar for White Dwart
magazine some three months earlier, and it seemed rather
pointless o me to cover the same ground again so soon
(you can check out the report in WD2Z90, or vou can
download it from the resources section on the Epic
website al s efrtc-fatiles.com). Instead, 1 decided to
do a report of one of the playtest games of the new Eldar
army list we're working on for Bpic, On the face of it this
may seem like a rather perverse choice, if only because we
won't acually be releasing the Eldar army until early in
2005, However, 1 wanted the chance 1o explain a lile bic
about how the development process is working for new
armies [or Epic, and T also knew that there are guite a few
players our there who have Eldar armics from previous
editions of Epic, and | wanted o show them how they can
use those armies with the playtest army list we're working
on, Doing a battle report with the Eldar seemed like the
perfect way o address both issues,

So, how does the development process work for new Epic
armies? Simply put, it is an ‘open’ or Ctransparent’
process, where the new army lists T am working on are
placed on web page, where they can be downloaded
freely by anvbody that wants to do so. This web page is
knowwn as the Epic Playtesters Vault, and it can be found at
bttp:fiwww. specialisi-games. com/epicdVauli bim.
Connected to the Vault is a forum, where people who
have ted out the army lists in the Vault can provide me
with feedback, and where T can do my best 1o explain the
reasoning behind the lisis being the way they are. At the
time of writing there are army lists up in the Vaule of the
Eldar, Tvranids, and Chaos, and hopefully by the time you
read this there will also be lists for Necron and Tau armies.
Mowy, it's important e understand that the material you
find in the Plavtesters Vault is not the highly polished sl
youw'd expect to see in our rulebooks or magasines. The




files are simple Word files {or PDFs of Word files), with no
illustrations, and often very lictde background material,
Basically, as I write the material, it goes up in the Vault, so
the files represent the ‘raw’ rules that we are trving out
oursclves in the Fanatic Studio, complete with typos and
grammatical errors, and other gafls. As T ger feedback on
the rules, T update the files, puting the newly updated
material in the Vault as soon as its written.

In the Epic Vault you'll find playtest
material and forums to feedback.

This process has resulted in some of the most carcfully
tested and halanced army lists I've ever worked on, thanks
mainty to the tireless efforts of the members of the Vauli,
who willingly sacrifice their time to try oul the new lists,
and then post reports on the forum explaining what
happened in their games, and what arcas of the new lists
require tweaking, fine-tuning or whole-sale changes.
Meanwhile, at the Studio we're plaving games oo, and,
hetween the feedback from the testers in the Vault and
our own cxpericnoe, we're able o refine the lists so that
they provide a prety well-balanced game.

Asicle Irom answering questions about Epic on the forum,
the main part 1 play in the design process is to concentrate
on ensuring that each army list reains a unique character
and style, and doesn’t end up getting “blanded our” as we
try 1o halance out the army lists. One of the problems with
developing army lists is that the desire to create equally
balanced armics can end up creating armies that are
basically the same, or at least very similar, and this can end
up making them very similar and therefore dull to play.
One of my principle design goals with Epic was to try and
ensure that cach army ‘plaved’ differently, which basically
boils down o making sure that tactics which will work
well with one army, won't necessarily work well with
another. This is actually rather harder than it sounds, b
I think we've got pretry close w achieving halanced armies
that play very differently in Epic.

With the Eldar my aim was to create an army that excelled
at hit and run tactics, using high speed and
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manocuvrability 1o compensate [or its relatively low
numbers of ighty protected troops. On the other hand, 1
wanted to make sure that if the Eldar tried to go ‘head-to-
head” with an enemy, they would probably end up the
worse off for it Combined, these two things would mean
that a successful Eldar player would have to concentrate
on maximising the Eldar’s strength at hit and run combat
if they wanted to have a good chance of winning,.

There were two ways [ went abour achieving this goal, The
first was on the unit data sheets, which provide the Eldar
with a wealth of units with excellent Rrepower and speed,
but very little in the way of heavy armour. In addition, a
high proportion of the units in the Eldar army are either
skimmers (ie. units that can My over difficult terrain), or
are units that can be vansported in skimmers. A quick
comparison of the unit data for the Eldar units used in the
battle report compared to the Space Marine units we used
will show exactly what T mean. The other thing worth
noting is that Eldar weapons are quite short ranged. This
is quite deliberate, and encourages the Eldar to use their
high speed and special abilitics (more of which below) o
engage the enemy from short range, rather than getting
invalved in long range fircfights. However, while the unit
data sheets were an important clement in creating the
character of the Eldar army, it was the special rules that
apply o the Eldar army as a whole that really sets it apart
from the other armics alrcady used in the game. ['ve
included the Eldar special rules along with this article, so
you can see how they work.

For our battle report we decided thar U'd take the Space
Marines and that Matt Keefe would command the Eldar, A
the time of writing we'd only just got the core Epic rules
off to the printers, and although quite a lot of work had
heen done on plaviesting the Eldar, Matt hadn™t had a
chance to use them before, Because of this, and -also in
order 1o keep this battle report down 1o a reasonable size,
we decided to play a small 1,500 point game based on one
of the training scenarios in the Epic: Armageddon
rulebook, These training scenarios pit Space Marines
against each other in a series of games that slowly
intoduce new plavers o the nuances of the new Epic
rules. We simply ook one of the larger training scenarios
from Late on in the rules, and swapped one side for a small
Eldar loree, carefully chosen to include some of the most
important clements in the Eldar acmy list. The games was
plived on a small 4 square zaming table, with the aim
being 1o caplure two out of three Objective markers and
hold them for a single en. Tl let Mate take over and
explain in his own words what happencd during the

game. ..




ELDAR ARMY

The Host of the Golden Shrine 300 poinis
Eldar Aspect Warrior Warhost: Three Howling
Banshee units, three Striking Scorpion units, plus
twi Exarchs

The Host of the Ebony Tower
E Eldar Guardian Warhosi:

P>

425 points

Nine Guardian units, including one Farseer, three
Falcons and three Wave Serpents

The Stormriders
Eldar Windrider Squadron;
Six Jethike units

200 points

Lii-yf 'Roshy’ Squadron
Eldar Falcon Squadron:
Six Falcon units

F00 points

Rhiatha-Rhiatha
One Bldar Scorm Scrpent

250 points

TOTAL: 1L,475 points

JUGURTHA'S IMPERIAL FISTS FORCE

Detachment Juguritha
Tactical Detachment:
Six Space Marine Tactical units, including
the Commancder, plus three Rhinos

o 350 points

Detachment Seleucus
Tactical Detachment:
Six Space Marine Tactical units, plus one
Dreadnought and three Rhinos

350 points

Detachment Tarsis
Assault Detachment:
Four Space Marine Assault units

175 points

Detachment Porus
Land Raider Detachment:
Four Space Marine Land Raiders

400 points

Detachment Hermes
Five Space Marine Land Speeders

200 points

TOTAL LAT5 points

Imperial Fists Jugurtha's Detachment
This Battle Report was plaved before the new metal Rhinos and Land Raiders were released, so we used plastic versions

[reum our collection instead.




SPECIAL RULES

player may atlemat 1o retain the initative twice in & row,

hils.

Name Type Speed Armour  CC FF

Guardians INF

Exarzh Woapon

Shuriker Pistals
Manciblaster

Falcon Pulse Laser
Scaiter Laser

Grav Tank

TURN 1
The Eldar ke the initiative, and choose to take the frst
action.

Eldar Action

Mau nominated the Faleon troupe as the first formation o
move, and attempted a March action with them. The
Action test scored a 3 (a success!) and so the Faleons
carried out their action. Since Matt had deployed the
Falcon troupe on the road, and chose to keep them an it
tor their entire move, the action became a Koad March.
This is a special action which applies 1o any unit making a
March move along a road, and adds +35cm 1o the Speced of
cach individual move (remember, a march is three
separate moves, not one triple-sized move), and with the
Falcons' already impressive Speed of 35cm, this extra
rowe allowed them o speed right across the board and
take up position behind some ruins well into the Space
Marines” half of the board. With Man declining to retain
the initiative, play passed 1o Jervis® Space Marines,

Space Marine Action

The lactical Detachment containing 2 Dreadnought was
named as the firse Space Marine formation 1o attempt an
action, in this case a Double action. Space Marines have a
1+ Initative, and with no penalies to deter them, they
passed their Action 1est withour the need to roll a dice.
With their speedy Rhino transports, Space Marine
detachments usually move quite swiftly, but the presence
of a Dreadnought slowed the formation to just 15cm per
move. The Double action allowed the Space Marines 1o
move twice, giving them enough speed to reach the cover

Stralegy Rating: 5-  Initiative: Avalar, Azpect Warriors, Harlequins, and War Engines 1+, all other formations 24

Keep The Initiative: E'dar lormalions that include a Farseer may ignore the -1 penalty for trying o retair the Initative. In addition, once per turm the Eldar

Hit & Run Tactles: Eldar lormations that take advance or double actions may choose to shaot either befare ar alter each mave. I addition Eldar
lormations that win an assaull are allewed to move any distance up ‘o their Speed value when they consalidate.

Lance weapans: A unit with reinforced armour that is hit by a lance weapon is nat allowed 1o re-roll its saving throw,

Pulse weapans; If a pu'ss weapon hits, then you may roll 1o hit agsin, and you may keep on reling until you miss or the pulse wespon has scored a tolal of 3

Weaapons

Shuriken Catapuits

Firepower Notes

Range

[(15cms}  Small Arms

lcontact)  Assaull Wpn, <14 Inspiring

(15cms)  Small Amms
(contact)  Assault Wan, +14

ATay, Pulsa
APS+ATE

S«immar, Trarspor (1)

of a large set of ruins just ahead of their deplovment
position. A Double action also allows the formation oo
shoot (albeit with a —1 To Hit penalty), and from here the
formation opened fire on the rapidly advancing Falcons
on the road ahead of them, destroyving one of the
skimmers and placing two Blast markers on the
formation,

Jervis decided not to retain the initiative, and play instead
passed back wo the Eldar.



Eldar Action

For his next action, Matt nominated the Storm Serpent o
make a Double action. As a war engine, the Sworm Scrpent
benefiss from an Initiative rating of 14 and s0 no dice roll
was required. Unfortunately, again due its war engine

status, the Storm Serpent is relatively slow with a move of
just 20cm, but, like the Falcons, the Grav Tank had been
deployed to the road, so again benefitted from +5cm per
move, This 50cm total move was enough o carry the
Storm Serpent and its valuable cargo of Aspect Warriors
forwards to a bluff overlooking the bartleficld.

Space Maring Action

In response, the advancing Storm Serpent, Jervis decided
to take a Double action with his Land Raiders. As normal,
no Action test was required, due to the Land Raiders'
Initiative of 1=, The Land Raiders moved to within range
and line of fire of the Storm Serpent, and opened fire,
Land Raiders are usually extremely powerful against other
vehicles, cach possessing two AT 4+ shots, Even with the
-1 penalty for doubling, vou would expect to score a fair
number of hits, but Jervis' dice betrayed him and only a
single hit was scored, which was prompely saved by the
Storm Serpent 5+ armouwr. 5till, 2 Blast marker was placed
on the Storm Serpent.

Eldar Action

Alonpside the Storm Serpent, the Eldar Guardian Warhost
made an Advance action inside their Faleon transpores.
The Falcons then opened fire on the Land Raiders,
destroying one of them, even with their 4+ save and
reinforced armour (which allows a re-roll of a failed save).

Ar this point, Matt decided to try and retain the indtiative
for the first time in the game. The Jethikes were
nominated for a March action, but a dice roll of 2 meant a
failed Action test and hence the formation was forced o
make a Hold action. The Jethikes chose to make a single
move, and then received a Blast marker for the confusion
resulting from a failed Action test,

Space Marine Action

With all Eldar formarions having already taken an action,
Jervis was now free o take actions with his remaining
formations. Onee one player has fnished moving all their
forees, the other plaver na longer suffers the -1 penalty foe
retaining the indtdative, so all further actions by the Space
Marines were automaticallv succesiul.

First up, the Assault Marine detachment marched, using
their jump packs 1o move halfeay across the board and
take cover in a set of ruins just hack from the Falcon
detachment on the road.

The Tactical detachment, led by a commander, followed
next. They Doubled and took up position in a ruined
building just behind the helipad at the centre of the
battleficld. The Double action docs allow shooting, but
with no 1arget in range the detachment could not fire.

Finally, the Landspeeder detachment also Doubled,
moving from their position at the rear of the wble, right
up towards the middle, skimming over the helipad and
halting alongside the Eldar Guardian Warhost. The
Jethikes opened fire, scoring two hits and, since the Land
Speeders are armed with macro-weapons, one Guardian
unit and one Faleon were immediately destroved,
resulting in three Blast markers on the Warhost. The Eldar
were already beginning o look distinctly mauled.

TURN 2

Strategy Phase

Another turn, another dice roll and again the Eldar came
oul tap, taking the first action yet again,

Eldar Action

The Eldar Falcons again moved Hrst,
advancing then opening fire on the
Tactical deachment hidden amongst
the ruins. The cover proved very
cffective for the Space Marines and
only the accompanying Dreadnought
fell victim o the Falecons' laser
WELTHINS.

At this point, Matt again chose o
attempt to rerain the initiative. Having
realised his carlier mistake, Marr used
the Guardian Warhost for the attempr.
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The at‘uumpan}'iﬁg Farseer allowed the formation oo
ignore the -1 penalty for retaining, though they were still
subject to the -1 penalty for carrying Blast markers, The
Action test dice roll was a 4, a success (but only due o the
presence of a Farseer) and so the Guardians engaged the
tactical detachment along the back of the helipad.

The Eldar entered the assault with a decent set of firefight
attacks, though hadn't reckoned on two things - the

Space Marines' impressive armour and the Eldar's own

lack of it. Worse, the size of the formations involved meam

© that the stands had necessarily spilled out across a wide
area, and now the Land Speeders were close cnough oo
provide supporting fire, bringing a hellty number of
macro-weapons into the equation.

Mot of the Eldar's own succesful artacks simply bounced
off the Space Marines power armour, making the combat
rather one-sided and, despite causing a number of hits on

the enemy, the Eldar were soundly beaten. The difference
in combat scores was so great that all surviving Eldar units
were wiped out at the end of the assault, including the
precious Farseer, the army’s supreme commander,

Space Marine Action

With the heart torn out of the Eldar attack, Jervis launched
a counter-attack on the Falcons. The Tactical detachment
in the ruins ook an Advance action, using the move 1o
close with the Falcons and then shooting down one with
their missile launchers, Next Jervis retained the initiative
and engaged the Falcons with his Assault Marines,

The Assault Marines piled into the Faleons, receiving
supporting fire from the Tactical detachment who had
used their move 1o gel within supporting fire range of the
Falcons. The result was a whitewash, destroying all ol the
remaining Falcons for no loss to the Assault Marines.

Eldar Action

Realising that things were getting out of hand, Matt tded
to wnch a counter-attack of his own with his Jethikes
against the Space Maringe Land Specders, Unfortunatehy
Matt's luck now completely deserted him, and the Jethikes
were roundly beaten in the ensuing combat. Broken, they
fed back to the Eldar's table edge.

Ar this point we stopped the game, as it was clear that the
Eldar had lost. They had suffered heavy casualties for
almaost no loss ac all to the Space Marines.

CONCLUSION

By Jervis

Yes, T know, ouch! By now most Eldar plavers must be
tearing out their hair, and saying something along the
lines of “Well, gee thanks Jervis, vou have managed 1o well
and truly crock the Eldar army in the new edition of
Epic!”, and now I'm going to make things worse by saving
that I was actually rather pleased with the way the game
went, and don’t think that the Eldar need much more
work until they are finished!

Why do I think this, when the Eldar were so thoroughly
duffed over in the game that we playved? Well, for a start, 1
wis rather lucky in the game we played, while Matt had a
run of bad luck that would have made the Lae Steve
Hambrook proud (Steve was [amous lor his ability o roll
1s when he needed 6s, and vice versa). However, although
players often complain that bad luck lost them a game, it
very rarely manages to do it all on its own, and that was
the case in this game oo, Nonetheless, the roll of the dice
made a bad situation for the Eldar into a disastrous one,
and ensured that there was no way back for Matt once
things started 1o go wrong,



For me, though, the crucial factor behind the Eldar's
defear was not Mard's bad luck, burt the assault he made on
my central position with his Guardians, Space Marines are
arguably the best close combat troops in the game, and
their high close combat, firefight and Armour values mean
that they can only be beaten if they have cither taken a
hard pounding already (ie. the enemy has already got a
few Blast markers on them), or il they are heavily
outnumbered, Neither of these applied during the Eldar
assault. The Space Marines were fresh and ready for
action, and by piling up the middle of the baulefield the
Eldar attack force placed itselfl in a position where several
other Space Marine formations could lend supporting fire.
The result was devastatingly one-sided, and took the beart
oul of the whole Eldar attack,

More importantly, it really didn’t need o happen. Eldar
Guardians are acrually rather good troops in an assaul if
used correctly, as both the Guardians and their support
vehicles have excellent lrefight values, The trick is to
Launch the anack from a position just outside counter
charge range (ie. with the Eldar units about 6-15cms from
the enemy they are assaulting). The Eldar also need to
minimise the amount of return fire they will take, as their
low Armour values mean that any return shots can cause
serious damage (as happened in this case). All in all these
things mean that the Eldar are better operating against the
flanks of an enemy formation, rather than poing up the
middle, The Eldar's high speed means that they can easily
work round to a flanking position, from where they can
pick off isolated and (preferably} already weakened
formations. As long as the Eldar win the assault, they can
then use their ability to ‘consolidate” up (o their full
movement allowance in order o pull away from any
enemy formations that may want to launch an assault of




their own, or to get behind cover in order to avoid cnemy
return fire, The diagram accompanying this article shows
how this works in practise. See dlagram below:

Matt also Failed to use the Eldar's special abilities o their
full advantage, most notably the special rule thae allows
them to make hit and run atacks, This can be seen most
clearky with the way that Matr used the Falcon squadron
on his right flank. Rather than shooting and then moving
behind cover, the Falcons moved first and then shot,

leaving themselves exposed o return fire, This meant the
Falcons took heavy casualties they could easily have
avoided, as they lacked the heavy armour of their Marine
opponents and so couldn't soak up the return fire they
received. As the Marine player T was thankful that Matt lefe
the Falcons out in the open, as their pulse lasers were a
scarily effective weapon which would have caused me
some serious damage il T badn’t had the chance o take
out the Faleons as quickly as T did, 've included a second
diagram to show how Eldar vehicles can make use of the
hit and run rule to shoot up the enemy and then avoid
return fire. See diggrem next column.

In summary, Matt's inexperience with the Eldar meant he
used tactics that might have worked well if he was fielding
a Space Marine army, but which were a disaster for an
Eldar force, leading o a terribly one-sided game that was
over within a couple of turns, Formunately, the reports by
other Eldar players that T've read on the Epic Forum show
that the Eldar can happily win games, and in fact seem (o
be rather well-balanced against other armies once you've
got the hang of how to use them. It is guite a steep
learning curve though! Bearing this in mind, it was rather
a good thing for myself to sce that the Eldar will lose badly
unless their specific strengths are exploited o the full,
and, in my opinion, this shows that the Eldar army list is
developing in exactly the right direction. 'l just have to
witit and see how Matt fares the next time oul with the
Eldar, now that he knows from bitter experience how pol
to use them. I have very little doubt that our next game
will be much less one-sided. ..

Anrbiias

Fuvther
Dafonrumiantdon



THE UVOJI...

YOuR LETTERS

Whether vou are a radical heretic, an admiral, a general, a coach, a ganger, a commander or a mercenary, it
does not matter, when you enter The Void the only thing that counts are your opinons. Please let us know
what's on your mind by sending your views to Fanatic@ games-worksbop.co. wke (with The Yoid and then the
game system in the subject ling). You can also write Lo The Void, Fanatic, Games Workshop, Willow Rd, Lenton,
Nottingham, NGT 2W5 United Kingdom.

& Space Marine Fleets

Drear Fanatic,
Concerning the Space Marine fleet,
Bob (Henderson — antbor of this
month's Tau lactics article) and 1
have talked about them at length.
Bob's sugeestions for the Marines
wias to make the hombardment
cannon on the strike cruiser fire into
the front, left and right arcs and give
them another wirret. T agree with that
as an avid Marine player, 1 think the
increased arcs on the strike cruiser
are important. The strike cruiser is
not a powerful ship, just durable. You
have to squadron it in at least a
sguadron of three o be effective
against anvthing, and the
hombardment cannon is not as
powerful as some think. As it is, you
need 1o close against capilal ships o
have ANY shots it seems, even in a
sqquadron of three (the minimum
squadron size in my book — 1 prefer
[ur).

Baob also said the Gladius should
have two rrets and again 1 agree,
and here is why You look at what you
get for 4 10 points for a Gladius over
a Sword, or =5 points for a Gladius
over @ Marine Sword, Well, over a
Sword, the 10 points gets vou Space
Marine Leadership, +5 em speed, but
vou lose a turrel. Well, thar is not
bad, but over a Marine Sword you
only gain 4+ 5 em speed and yvou lose
a marret, for 5 points more. Not worth
it at all. The trade off is not worth 5
points more, so 1 wind up with
Marine Swords all the time, even
though the Gladius model from
Forge World (of which I have 15
painted) is the best escort model in
the game! | think if the Gladius kept
2 turrets it would be worth the +5
poinis [or the Scm speed increase.

You could also consider that you
could keep the one turret for all
Space Marine escorts and make the
Giladius 35cm speed instead of
adding a wrret and then all three
CRODrLS are consistent — 1 turret,
35cm speed. But you may not want
to do that, in which case giving it the
extra turret makes sensc.

OF, my final thought on Seditio
Opprimere (from BFG magazine,
issue 15). The article was great, the
background supports it, As long as
someonc has an Ultramarines fleet, |
think it is valid but you can't take it
for other Neets, so it is a limited case.
I LIKE the idea of special one-off
ships in BFG; very characterful. Make
more special one-off ships if you ask
me:, not just for Space Marines, b
for ather fleets.

As a long time (well... 3 vears) Space
Marine plaver, [ can tell you that the
Space Marine fleet is VERY wough
win with, Critics (who have never
played Marines, T always note) say the
Space Marine fleet isn't meant lor
Fleet Engagements, Well, BFG is a
game of Fleet Engagements. Say what
you want abour different scenarios
and raids, but when you play regular
weekend games, you play bigger
haccles. When you play pick-up
games, they are always some form ol
Fleet Engagement. [ will almost never
use my Dark Angels fleet in big
games, even though 1 spent a huge
amount of time painting it (1 have
won bao RUT Best Fleets with i
because they just get crushed in Fleet
Engagements. Too many lances or
Nowa cannons of whatever. Yes, they
are great in a Planetary Assault, but
that really is a rare scenario. They
have all short range firepower, bul

cven thar isn't overpowering, No
whining though, 1 love my fleet! Tt
goes with my DA 40K army and the
models are the best in the game.
However, | have played 5M and
Imperials and know all about Chaos
and T just think the 5M's need some
help.

K, just my thoughts!
Alec Peters
Atlanta, USA

Mett Keefe replies: Many Swice
Marine players bave concerns very
simifar to your own about the Space
Mearines, In facl, not so long qgo
Andy Chambers bimself was telling
mee thal, after participaling in a
rather beated debile about Space
Marine fleels on one of the Games
Wearkshop forars, be bad come
rorned to the idea of revisiting the
Space Marines and giving them
little belping hand.

i think most people agree that the
redason Space Marines ended up
being so inflexifle s because they
Beve a fleet list designed for one very
specific purpose - Planelary Assaults,
I've alweys been guite fond of the
fact that we'd managed to creaie a
[fleet list that was almost perfectly
sudted to the role ascribed to it in the
background. The truth, bowever, is
thal regardiess of bow clever a feal
that is, people tend to play BFGx in a
variety of different ways, and
beceese of this the inflexibility of the
Speice Marines bas started o show
through. We can tell peaple “Space
Marines are for Planetary Assanlls’
until we're bluwe in the face, but
they ll atways want to play Fleet
Enpagements, and keefr on getting
Sfrustrated with thelr Space Marines.
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I remain loathe to change the basic
Spece Marine fleet, since I think it
dovs such a greal job of reprresenting
a Spece Marine fleet designed for
Planetary Assaults. T think a beller
softion is to simply malke more
types of ffeel avatlcable fo the Spaoe
Marines — crusade fleels, phatrol
fleets, bunter flects ete. In short, F'm
cgainst giving the Npace Marines
grecier variely within a fleel (since
they are supposed to be specialised),
bt aen in favour of giving them a
mreater variely of aofual fTeels.

Wi Il start to cover this soonr, in a
Sutwre dissue of the magazine. We'll
ateled Ty or three new fleel fist
variants for the Space Marines
{rebranding the existing list as the
Stwice Marine Ploanetary Assawlt fleet
fist, in effect). Each of these Hsts will
abuiously bave pretty much the same
selection of ships to choose from, but
will be permidtted different guantities
af those ships, bave access (o
different refits (such as the extra
trrvets, altered fire arcs you've
stggested) aned so on, We'll probeabiy
also make Venerable Batilebarpes

(pre-Hevesy vessels, akin to Imperial
Navy vessels) available to the Space
Marines and meybe even a Fortress-
wmonastery (though don’t expect
models for either of these — that™l be
ane for the modellers out there).

0 Weak Weapons

Diear Fanatic,

First off, let me start by saving 1 am a
keen Eldar and Harlequin 40k player.
I have recently starced to take an
interest in Inguisitor, which I am
really enjoving. However, T leel that
the stats are wrong for the shuriken
pistolcarapult. In 40k there is no
difference berween a bolt weapon
and a shuriken weapon, and vet in
Inguisitor the bolt weapon reigns
supreme. Whilse 1 can accept thar,
what is more difficult to belicve is
hillv-bob's weapon of choice
(shotgun), or a blackpowder pistol is

comparable with a shuriken weapaon.
Why# The Eldar are supposed to have

achieved the pinnacle of echnology
and vet they arm themselves with a
weapon that has less chance of
hitting a barn door than my blind
granny — o me that does not make
sensc (or is that why they are a dying
racey),

[ cannot understand the poor rmnge
of the weapon. The bolt weapon by
COMpArison is superior in range and
lethality (no argument with the
lethality — well, not much anvhow),
and yet it clearly fires a round
designed for subsonic flight, which
given the size of the thing will be
subject o significant drag forces, as
compared to the shuriken weapon
that uses railzun technology,
supersonic speeds and a more
acrodynamic shape.

My next big bugbear is, why does it
suffer on recodl so much. Given the
size and mass of the projectile and
the use of 4 magnetic rail to drive the
disc and the relative weight of the
disc to the weapon it should no
suffer any recoil, fired semi-auto or
full. T agree there would be some
spread, but not that indicated by a
-10% modifier, and especially over
those ranges (a Space Marine
throwing another characoer would
probably go further!), By comparison,
the boligun should suffer more recoil
when firing single shots let alone
semi-puto, and, even if the round
uses a soft launch with boost
afterwards, that would reduce the
lethality of the round as more of the
bullet would be taken up by
propellant. S0, please review the stats
o something more reasonable — a
start would be to get rid of, or
siginificantly reduce, the «ve modificrs
and an increased range would be a
hoynus.

Yours, in hope,
Dave McEvoy

Andy Hall replies: The great thing
abonl Inguisitor is that things can be
changed and lailored into a set of
rreles that suits youw. Al the beginning

of the Inguisitor rulebook Garv stares
that rudes presented are more like a
collection of experiences the Studio
encotntered whilst developing the
geome rether, than a set of bard and
Seast rules.

Heaving said all that, you seem to
have some valid points, so DI bring
T oy in the next riles revdew Bl in
the interim don't be afraid to change
the rules to suil Your own needs.

& Who Needs Mordheim?

Dear Fanatic,

Why is Mordheim still about? | admit
it's a strange question bt iv's a valid
one, The reason 1 ask is because of
Warhammer Skirmish — the appendix
in the back of the Warhammer
rulehook.

When Mordheim first came out there
was a need [or it because the
Skirmish rules were not printed
anywhere clse, but now they are
cowvered in the main rulebook, 1f you
did drop Mordheim this would then
frec up time to cover another
Specialist Game or even do more
Warmaster.

Stephen Norington,
MNorthampton, UK

Anely Hall refelies: I think you are
doidng a greal infusiice fo Mordbeim
here, Firstly, you've assumed that
Movelbeing is just the Skirmish rules,
wlich iy wrong, i ¥s moch more
than that. Mordbeim is an entive
background setting and campeainn
rieles set as well as the Skirmish
rules. The Mordbeim book and
setting Is highly evocative allowing
pleayers to personalizse thelr
warbands and play games in the
time of the Three Fmperors, § think
Mardbeim bas as nuch right to be in
the Specialist Geames Range as an) of
the other games.

Do you agree or disagree with
Stephoen’s points? Whatever your
viery, fel us ko




au lactics

by Bob Henderson
Many Tau plavers will have experimented with one or more of the experimental rule sets for the Tau as they
developed and, by now, may well be using the final rules as they appear in Armadea. This article covers my
experiences with this fleet, which I've enjoved using since the first playtest in carly 2003, and hence some of the

experience was gained using earlier editions of the rules, though you will still find all the points relevant Lo the

final Tau rules.

The Tools for the Job

Before dealing with tactics, let’s examine the ships and
weapons systems of the Kor'vattra. For the Tau, while
many of their weapons are comparable existing weapons
systems, cach has features unique o the Tau (with the
exception of the Ton cannon which functions exactly as
lances in all respects). These unigue features, although
seemingly minor, should not be overlooked when
considering the effectiveness of the Tau fleet,

Railgun Batteries This is the Tau version of standard
weapons batteries but for any Tau capital ship they come
as standard with 45cm range (longer than the weapons
batterics available to most fleets). When working
alongside a Messenger (which allows vessels within 1cm
to ignore the right column shift for firing over 30cm), this
allows the T o fire ar a 0% greater range, without a
negative rightward shift, than any vessel in the game,
except the Chaos Idolator class raider. Not only does this
mean that the Tau have the ability o attack their cnemies
from a greater distance than most fleets, but also that they
are more accurale when doing so.

Spine Guns The spine gun is a missile launch system
cquivalent to the wpedo mbes of other fleets, but
equipped with some very special missiles, and what a

difference they make. Tau missiles can move up 1o 4lcm

per turn, and are guided, allowing them to turn at the start
of their movement. What's more, the Tau can field a fairly
decent number in the average fleet, While these must
check every tuen after the initial launch, to see if they run
out of fuel, they are still a facior no ‘lau opponent can
ignore.

Mania Bombers At first glance, a 4+ save versus fighters
doesn’t seem like much, but this basically means that the
enemy will regquire half the number of fighters again in
order o kill the bombers, making the Mantas something
of a force multiplier. 1 favour the wrpedo bomber version
of the Mantas even at the high-end cost of +15 per bay
That 4+ save allows unescorted torpedo bombers o
launch sirikes from dlcm away (since they can safely make
two separate moves and survive in enough numbers to
threaten the target) while bombers cscorted by torpedoes
present their target with the unenviable choice of facing
one of the threats without the use of delensive urrets.

Barracuda Fighters Here the Tau suffer in comparison Lo
the fighters of other fleets. At 23cm per wrn, the
Barracuda is as slow as the Ork fghta-bommerz and if
facing assault boats or standard figheers, the Tau player
must adjust his tactics o avoid simply getting out run,
though this is alleviaved to some extent by Taw turrets (scc
next page).

Firelt!




Tau Defence Tarrets Yeah, they are just like other Aeets
except when a Messenger is within 10em {in which case
they get to re-roll misses), plus there are usually more of
them than on other races’ equivalent ships. Coupled with
a Messenger, these numerous tuerets allow the Tau the
luxury of ignoring attacks that would otherwise force
tactical changes. Extra turrels and re-rolling misses quickly
lower the elfectiveness of medium size attack and torpedo
waves., This in mrn frees additional aack craft for
offensive missions. Overall, the Thu generally have very
little reason (o worry about enemy attack craft (although
remember that no matter how good the mirrers are, they
cannot attack bombers and torpedoes in the same turm, so
be sure o look out for multiple types of ordnance).

Ships of the Line

While 1I've no desire to dwell on the background as a
justification for anvthing in game terms, when evaluating
the Tau it is simply a Fact of life thar several mainline
combat vessels are converted merchant vessels, not
combat vessels designed from scratch as warships.

Gal'leath (Explorer) Class Starship Starting life as a
colony ship, these vessels are the core of any decent-sized
Thu fleet. While classed as a battleship, they are really the
closest vessels in BFG o a pure carrier. With 12 Hit Points
but only one shicld, they are a heavvweight boxer with a
glass jaw: The eight launch bays for just 230 points,
bowever, make them the single cheapest carrier in the
game on a points-per-bay basis. The Sceength 6, 45cm
Left/Front/Right  battery  may annov  attackers  and
contribute the odd knocked down shield, but do no
confuse the Explorer with any kind of a combat vessel.

This ship has value as long as it reloads and keeps
pumping out attack craft. On Brace for Impact the
Gal'leath is a very expensive, easv-to-hit targer, with no
speed and poor manoeuvrabilicy.

Where possible, | deploy both variants — the standard
Vish'va Mark XXITT and the Bor'kan Mark XXIV
confligurations. The Bor'kan replaces four launch bays
with a Strength 8 spine gun at no added cost. Rather than
pay 120 points to upgrade the Vash'va o torpedo
bombers, T prefer the added cost of 60 points to arm a
Bor'kan configuration with torpedo bombers, Since the
main purpose of both configurations is to reload and
launch as much as possible, T tend o squadron both
variants (ogether for muteal protection in larger games.

II'fannor (Merchant) Class Starship Before vou start
cursing and mave on 1o the Lar'shi, consider the humble
' fannor, Yes, it is slow, marns like a cruck with two flat tires
and has the life expectancy of an ice cube in the oven but,
it is cheap, provides two grav hooks (or two ion cannons)
and packs a longer ranged punch than any other light

cruiser in the game, all for a modest 105 poins. One
shield and 4 it Points doesn’t bode well, and when
coupled with 45 degree marns and a speed of 15cm, seems
to make this ship an ideal candidate for an expanding
cloud of plasma. When used carefully, however, the
I'Fannor's weakness can be mitigated and even overcome.
Either variant, in squadrons of two, can fire Strength 12
Forward batteries at a 43cm range that can knock down
two shiclds or wreck a hololield — equipped vessel's day.

1 primarily use the Kel'shan (grav hook) version 1o
support my escorts and to attract opponents ino lunging
for a soft target. The speed of these ships creates a bartle
line in front of the Gal'lleth but behind the main line
sluggers in which they can snipe without having to mix
things up toe-to-toe with large, nasty, Mannor — eating
opponents. Should the opponent lunge too close with in
pursuit of these vulnerable ships; the Gal'lleath and
associated escorts should be in a position to make such an
attack costly. The Dal'yth variant trades grav hooks for
A0em ion cannons, and w date, I've not found an
advantage to deploying the Dal'vth configuration beyvoned
filling in a points” gap. If you can afford the 50 poins for
the two Orcas, take the extra ships (Fditor’s Note: It's
worth constdering the Dalyib for use against Necron
fleets, where any additional lances can always be useful
in forcing the Necron playver (o think abowt bracing, or al
least givivng you a few extra sbols which will bt on a 44).

Lar'shi (Hero) Class Starship Ah, vou say, now (o the
real deal, At 180 points this is essentially a Lunar with the
added bonus of two Launch bays, one more rret, better
torpedoes and all four ion cannons bearing in the forsard
arc. The standard Vash'va configuration has ‘only’ a




Strength 4 FrongLeliRight, railgun battery with a 45cm
range, two less than the port and starboard batteries of the
Lunar. The 1T"olku configuration trades the ion cannons
for port and starboard FronuLelt and Front/Right batteries
al Strength 4 with a range of 45cm, giving this version a
Strength 12, 45cm railgun battery in. the forward arc
Pairing hoth Lar'shi variants in a squadron gives the Tau
commander a Strength 16 railgun battery followed by four
ion cannons and the ability to launch teelve guided spine
missiles and four attack craft - potentially a devasiating
strike. The only downside to the Lar’shi is that vou can’t
take more of them than you have Gal'leath or 'fannors
and, in reality, when you buy your escorts (especially
those must have Orcas) it scems as if there are never
cnough poines to get that lase Hero.

Kass'l (Orca) Class Gunship Unless vou're lighting
holoficld - equipped adversaries (Eldar and their dark
cousins) vou are going 1o take as many of these as vou
have grav hooks. At 25 points, armed with 2
FremuTeftRight bearing ion cannon and Strength 2 rail
guns, these are a bargain. The 20cm speed is a bother and
one turret isn’t going 1o keep these alive in a the heart of
the battle, s0 treat them as resources to be conserved, nol
cheap cannon fodder.

The attack of a squadron or two of Oreas timed to
coincide with an II'fannor dropping a target’s shields can
be deadly if coordinated to get both ship types o their
respective elfective range.

Kir'gath (Defender) Class Starship The background o
this vessel calls the Kir'gath the Tau answer 1o the ITmperial
Sweorcd, but at least hall of its utility is in acting like a Cobra
with attitude {a spitting Cobra, maybe?), The Strength 2
spine gun is the main weaponry of the Kir'gath, although
the Strength 3 railguns and two turerets can be used o
sl effect as well.

The Tau attenmp o defend ore of thelr colondes from the approgching Chacs sbifs.

The Tau aren’t going 1o be outrunning anvthing (except
mayhe Tyranids) and the 20cm speed of the Delender is
not out of line with this plodder ol a leet, bur the 43
degree turn is a burden and is the main drawback of this
very useful vesscl. At 45 points this vessel isn't cheap bu
it serves a vital function, keeping the Skether’gan
(Messengers) alive, As the only Tau escort allowed o
sguadron with the Skether'gan, the Kirgath is vital in
keeping your opponent from targeting those vital ships.
Always deploy Defenders (Kir'gath) with your Messengers .
(skether'gan and always have at least two bertween the
bad guys and the Messenger. Squadron rules only permit
firing ar the closest ship in a sguadron and through

judicious use of Brace for Impact, the Kir'gath can survive
long enough o allow the Messengers o act as the force
multiplicr they are.

Skether'gan (Messenger) Class Starship While not as
popular a target for complains as the Wennor, the
Skether'gan is the subject of a fair number of “What do 1
need a S50 point escort with no redl weaponry for?”
comments, The answer is a force multiplier. This licele
beauty is what changes your 43cm railgun batteries inlo
povent weapons and, when deployved with a protecting
bodyguard of Kir'gath, and tcked in with a pair of
Gal'leath, allows vou w launch clouds of offensive attack
crali while vour enemies attack craft waves break against
vour massed turrers which are re-rolling misses. This ship
is a pure radar boat and a valuable asset. Buy as many as
possible and have one with vour Explorer squadron and
one with vour Hero sgquadron. Always have a couple of
Defenders in squadron with each Messenger or your
ecnemy will snipe them with impunity.

Nicassar Dhows Not your run-of-the-mill escort. With 2
shiclds, a 180-degree urning ability and Strength 3, 30cm
broadside railgun batteries that fire just in the left and
right arcs, these are unlike any escort you've used before.
The +1 Leadership doesn't hurt either but, at 45 points,




unless fighting a holoficld shadowfield using race, it will
be hard to leave your Orcas at home and Gl the gray
hooks with Dhhows, Slow as most Tau escorts at 20cm,
their incredible rening ability should give cither Eldar
race no chance to dodge if they stayv within range and the
twao shields can be quite uselul il the dastardly Necrons do
their usual All Ahead Full 1o get behind yvour fleet with a
squadron of Dirges or Jackals. All in all an interesting ship
but not one to replace all of your Kass'ls with, except for
specific opponents.

Kroot Warsphere It's a Bok full of Kroot but it still flies
like a Rok. 1 like this ship for a scenario centrepicoe, such
as requiring the Tau 1o hoard and take at least X poines of
the other puy’s ships to rake the rechnology. Getting a
Kroot Warsphere to a planee is also a challenging seenario
given that these things move only marginally beter than
random. The Kroot grand battery is strong but these ships
are not decp space fighters. Unless on the table for stricely
boarding work, the Kroot Warsphere is a liability in battle
and should be left back at the homeworld, Deploy them
for fun but do not expect great things.

Waystations A unique and characterful Tau ability is o
deploy way stations in deep space. Waystations can be an
ugly surprise and form a solid hulwark and rallying point
in large engagements but they still get shot at as defences
and in g mobile fleet engagement can get isolated and
destroved. Use wavstations as an anchor in a defensive
scenario, but mohile operations that leave a station
fighting alone will usually result in the loss of the station
and give valuable Victory Points 1o the enemy.

Tau Tactics

Basic lau tactics arc simple - hang back and launch,
Lwunch, launch! Your spine guns and the Explorer's
cavernous launch bays can pump out impressive amounts
of ordnance. Hit the enemy early and often to keep him
braced and/or busy while vour fleet closes slowly Gactually,
with your average fleet speed, slow is all you can do
anyway). Chaos, Orks, Tyranids and Necrons are
susceptible to simultancous attacks with waves of speedy
torpedoes and attack craft (well, Necrons somewhat less).
Eldar and Dark Eldar represent slightly dilferent problems
hut your 45cm range will help and vou will most likely
dominate in numbers of attack craft. The standard Kel'shan
Wfannor configuration can help here, if deployed as a
second ling of batle behind the Tar'shi and maybe a
Demiurg vessel (which, of course, are frequent allies of the
Tauy. Able to close to within 45%cm of the standard Eldar
attack inwards/dodge back move, a squadron of Kel'shan
can do greal damage. Get used (o using Merchants, as the
Tau cannot always feld Lar'shi in the quantitics necessary
to match other fleets in a slupfest.

The Tau can use Demiurg as allies and without dwelling on
the topic at length, all serious Tau admirals should
consider investing in a Stronghold and two Bastions. The
Kor'vattra is a fairly complere fleet lacking only in toe-to-
toe slugeing power, The Demiurg can add some slugging
powwer but are fairly expensive in points and, unless facing
an Ork fleet, will disengage if crippled so vou're really just
renting 30% of the Demiurg's Hit Points,

Belore closing, T should mention the bane of Tau fleets -
Nova cannon. Your one — Shield Explorer has to Brace for
Impact when targeted or risk victwally instantaneous
crippling. This can cost the Tau dearly in the early part of
bartles with Imperial forces since neither your Heroes noc
the Demiurg can launch enough attack craft eo make up for
the Explorer’s inability to reload. The best way o deal with
an Imperial fleet with Nova cannons  (assuming  your
opponent is a reasonable type and hasn't exceeded the 1
Nova cannon per 730 points, which most plavers use as a
general rule of good taste) is 10 use any, and all, terrain to
screen your Explorers. In additon, not squadroning your
Explorers so that one Brace for Impact doesn’t restrict two
ships helps, even though as individuals the Explorer is
rarely a good fighter beyond its carrier role. Launch all
attack craft and spine missiles at the nova-cquipped ships
as you try and close the range. Forcing a Brace for Impact
on a Nova cannon cquipped ship prevents it from using
the Nova cannon while hraced and crippling a Nowva
cannon equipped ship ends its abilicy to fire it for good.
While the Nova cannon is a nasty weapon when vour heavy
capital ships have one shield, use of errain and plenty of
negative reinforcement  lavished on the Nova cannon
equipped vessel should allow you to neutralise that threat
before engaging the other Imperial vessels.

The Tau are a leet for people who like the tactics of
modern naval warfare. While Battlefleet Gothic has its
core in the First World War era of dreadnaughts engaged
in massive gunnery duels, the Tau are the new, vibrant,
rapidly developing race, and so their fleet has a- much
more modern feel. Guided missiles, tracking systems,
huge carriers and high-tech defences are hallmarks of the
Tau, How that fleet fares against the massive adamantinm
monsters of the 41st millennium is up to you, but the
tools are in place.

Anibor
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iﬂ.w.-.u have been extracted directly feom
¢ cdition of Spike! We cannot accept amy
for their content!

A group or Ores were caught trying to kidnap Griff
Oberwald’s third wife, Toria Oberwald.

As the Ores prepared o grab Mres Oberwald from one
ol her many trips o Alidorf's premicr shopping
venue, the Brown Water Centre, the City Watch struck.
The Walch was only meant to detain the suspects but
they proceeded to kill and maim anvone in the vicinity
(Mrs Oberwald escaped with only two broken legs —
this humble reporier was not so lucky). An Altdorf
Councilman commented, "What do you expect when
vou hire Ogres 1o police the city?”.

Spike! undercover reporters have spent months
preparing the sting, After finding a bunch ol Ores it
took ages for our undercover reporters W Convince
them it was a good idea. The Orcs didn’t have any
discernible plan of how to conduct the operation so
our reporters had o come up with a feasible scheme.
The (hres then stated they could not afford to put such
an operation into action, so once more Spike! came o
the fore and funded the whaole plan.

WE ARE THE EYES AND EARS OF THE GAME...

Rumour Control
Hear it in Spike! first

Bop Idol o sing at Blood Bowl XLITT

Big Shelly, the winner of hit CabalVision programme
Bop ldol has been asked by organisers of the Blood
Bowwl 1o sing in the opening ceremony of this year’s,
Blood Bowl, The Ogre, with current hit single
“Khorne it be magic”, is said 1o be delighted and has
accepted the invitation.

Befouling fines

As arranged by the Guild of Tournament Organisers,
due o complaints from groundskeepers, Bull
Centaurs will now have w pay a fouling fee.

A common complaint for vears is that when the
Chaos Dwarls have felded Bull Centaurs, the
Centaurs have lelt the field in a state by crapping all
aver it. This has lead w a spate of highly amusing
incidents of opposing players slipping all over the
pitch, especially near the Chaos Dwarf's End Zone,

Chameleon Skinks temporarily banned

The Free Lusirian League has temporarily banned
Chamelcon  Skinks  from  plaving  until  an
using their

investigation concludes as (0 whether
camoullaging ahilitics is against the rules.

BLOOD BOWL NEWS AND VIEWS - |

Mmagazine

F
As the deadline came closer, some of 4 '
the Ores hegan o get cold feet 4
saying it could not be pulled off and
that they might get caught, Spike!
reporters reminded them that
they were now contractually
ohliged to attemp it anyway.

(n the morning of the snatch,
Spike! reporters dutitully let
the authorities know the
Ores” nefarious plan and
the sting was set up.

In a statement Griff has
thanked Spike! saving
that he can now sleep
easy knowing Spike!
is doing its hest to get
rid of all his ex-wives.

Varag Ghoul-Chewer in hotel room incident
Sketchy reports have been coming in abour an
incident at an inn Varag was recently stayving at
Witnesses reported hearing a commotion and lots of
screaming coming from his room in the carly hours
of the morning.

Our spies report that, once the commotion had
calmed down, the corpse of a Skaven Assassin . was
found in the inn's lobby.

Jeremiah Kool set to present his own show
Blood Bowl legend Jeremiagh Koal is set to prescnt
his  own chat  show with the Necromancer
Broadcasting Corporation next season, NOC are
promising lots of high-profile guests, namely
Jeremiah's mates and reived players from the Blood
Bowl sporting world,

Most promising of all Jeremiah’s wifc, a Hap-Pricstess
of Khaine, will be performing one of her ripual :
dances to end credits. WBC have already said
advertising rates lor the slot directly following the
show will be triple the usual rae!
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[ASH LORD BORAR! «

Spike! Magazine's very own Agony
Uncle answers your queries

N

Vo NS

Dear Lord Borak,

I am a Beastlord from the Chaos Wastes, a dedicated
servant of the four powers, and a new [an of Blood
Bowl. 1 have just begun training myv herd into a team,
and to aid in our quest for glory 1 have recruited a
Minotaur into our fold. He's everything a coach could
ask for in a Blood Bowl playver — strong, fast, and
homicidal. There's only one problem. During our
practice sessions, he keeps trying to pick up my
smaller Beastmen and theow them. How can [ stop all
this inappropriate grabbing?

Signed,

Minotaurs' Advantages Don’t Cancel Out Weaknesses

Dear MADCOW,

mappropriate grabbing is a conpmon problem with
Minotcaurs, They ave constantly frying fo pick things
wp and burl them around the field and unfortunately
most playvers seen around Minolaurs don't bave the
right stuff vou need to land safely on the field. There
are da few things you can do to aroid being groped by
Mr. Haorny, bere are a few:

1) Learn the difference between a good fouch and a
beicd tonch. A bad towch usually ends up with your
bead approaching the End Zone from 2i} feet above
the pitch.

2) Learn to say “no”. In the Minotaur language, this
is translated as “moo”.

3) Minotaurs are always bungry. Try offering them a
snack at the first sign of tnapprofpriate grabbing,
Flying the unfriendly skies,

Borak

Dear Lord Borak,

I was wondering if | could hire you to play for our
team in the upcoming final, for 20,000 gold pieces? If
vou don't, | might show Khorne some pictures of you
from last vear’s Halfling Christmas party.

Regards,

Dacmon Foe

Dear Foe,
Tedl you wheat, T will do it for ten grand. I owe your
sister ar least that wuch.

Give the pictures to Slaonesh,
Bk

1}ear Lord Borak,

I am addicted to cigarettes and evervbody says that 1
smoke waaaaaay too much. 1'd like w heed their good F
advice and give up smoking. How can I “kick the
hahit” and join the happy non-smaokers of the world?

Boondog

Diear Boondog,

Let mie tell you sometbing. Non-smokers are nol
bappy people. They are boring, nerdy, uncood losers
thett bave nothing better to do than make your life as
difficult as possible. I smoked for a lomg time, bul
wnfortunately I bad to guit when this stupid belmet
TELS Iir_:unnnmw.h’_h welded to nry bead by daemonic
forces. Amyway, the key to quitting is to learn to bate
stokers. Laugh at them when you see themt in a -
smoked-filled cibe at your local café, Substitute their
given names for more descriptive ones like “weclk-
willed foods” or “Cancer Lungs”. Constantly thank
them Jor your skyrocketing public bealth costs, and
don't forget to shake your bead in disappointmen!
mext time you see one beg for a cigarelle fike some
conpron streel wrchin. As you can see, guitiing can be
Jun! il make you moch morve ke me, which is the
[fivst step on the road (o a betler fifesiyle.

I'm baving a ‘wic’ fit,

Bovak

Dear Lord Boralk,

Nudge, Nudge, wink, wink... you know, hey, hey?
Winky

Pear Winky,

Bact, Boot, fist, fist.

Homest, I didnt punch bim in the face,
Horalk

Not feeling ‘fresh’? Can't find your toothbrush? Then
perhaps you need o ask Lord Borak the Despoiler a
question of your own! Send your questions to
askborak@ithhf org and he will think about
answering your pathetic plea for help in his next
column. And don’t forget 10 visit Ask Lord Borak
online at: wiww.tbbhforg!




NECROMUNDA
ENFORCERS

AUSTICE IN THE UNDERHIVE
By Jervis Johnson, based on original material by Andy Chambers

In the Underhive of Necromunda there is one force whose word is law, They are the Necromunda Enforcers, and it is
their nnenviable task to impose the role of Lord Helmawr on the citizens and outlaws that inhabit the lower reaches
of Hive Primus, The Enforcers are hated and feared by the bulk of inhabitants of the Underhive: they are hated for
being implacable and authoritarian imposers of Lord Helmawr's often unfair legislation, and feared for the ruthless

efficiency with which they impose the laws of the Underhive,

Necromunda Enlorcers are maodelled closely on the Adepius
Arhites. The Judges and Arbitrators of this huge organisation
serve primarily to cemind Imperial servants of their duties
and lovalties, and 1o enforce the Imperial Decrees passed by
the High Lords of Terra. The Imperium is incredibly vast,
unimaginably so. It strecches to the edges of the known

galaxy, its worlds thinly spread across the stars, On many of

“Hive cities are Hitle more than unlit
frenfi They need only the sparks of
fatefessness to burn.”

these planets, the Emperor and the Imperium he represents
are but dimly remembered myths, All too often an Imperial
Commander can forget the power he serves, either through
incompetence or malice. This is why the Adeprus Arbites was
formed. 1If a Governor ever considers skipping his tithes for
a year, or perhaps ignoring the request lor roops from an
embattled neighbour, one glance towards the armoured
Courthouse of the Arbites should he enough to make him
reconsider.

The bulk of the Adeptus is made up of the Arbitrators. They
are well armed and armoured, as they are often the first line
of defence on a traitorous world, operating in the depths of
hive cities, the shanties of mining worlds and other savage
environs, Il planetary comrol is ever lost, the Arbitrators and

TJudges of the Arbites are empowered to take over and rule

An Enforcer fecam frrefrires 1o

storwes cine Lscl .f.u r .ﬁm:rg.im!d




the world in the Emperor’s name until a suitable Imperial
Commander can be found. Where civil unrest and crime
threaten the stahility of a world or the power of its ruler, the
Arbitrators may be released (o restore Taw and order.

However, while the Adeptus Arbites are responsible Toe
ensuring that Imperial Decrees are obeved across the galacy,
the role of everyday control and policing usually falls to local
security forces, working under the orders of the Imperial
Commander and his staff. Such is the case on Necromunda,
where policing is carricd out by Necromunda Enforcers.

Every hive on Necromunda is divided into Precincts, each
with 15 own fortificd courthouse and a substantial number
rs. In addition there are thousands of small
Precinet Houses scattered through the hive, cach of which is

of Enforce

mannedd by a ten-man Enforcer Precinet sgquad, Necromunida
is a vital planet to the Imperium, but population pressures
mean that it is in constant danger of devolving into anarchy
and civil war. The Enforcers maintain a constant vigilance
from their Courthouses and Precinet Houses, constantly on
the watch for signs of disloyalty, subversion, or criminality
They are grim and uncompromising reminders of Lord
Helmawr's authority. They cannot be bought off, threatened,
corrupled or negotiated with, Indecd, the Enforcers in Hive
Primus are recruited into their ranks from other hives on
Necromunda, thus ensuring that they do not have any
lowyalties 1o local citizens. They do not communicate with the
citizenry unless absolutely necessary and only leave their
Precinet Courts on official business.

Indiviclual Enforcers, particularly grivzled veterans which
have heen hardened by years of dispensing justice, act as law
enforcers within some settlements in the Underhive. These
are tough, no nonsense characters who command the local
Watchmen and direct freelance bounty hunters in the
constant battle against outlaws and Ouwlanders. They also
monitor local lovaltics and the activides of the Merchant
Guild to ensure that the Imperial codes of law are
maintained even on the fronticrs of anarchy.

Other than individual Enforcers, the most commonlky
encountered Enforcer tactical units are the Enforcer Patrol

squads, Patrol squads are the standard laow enforcement
teams on Necromunda, that can be seen patrolling hive
levels around Imperial establishments and imporeant areas
of the Underhive. They are also called in to gquell serious
disturbances, such as mob fots, or o suppress unruly gangs
and poorly equipped Deviant Scum.,

J |'ret:- b Bl i

The equipment worn by Necromunda Enforcers is based
upon imitations ol the equipment used by the Arbites, and is
very stmilar in appearance. They generally wear carapace
breastplates, with padded flak armour or additional
vambrices and plating. This can be highly ornate on ranking
officers, ofien gilded and inscribed with caths of justice and
Tmperial commands.

The combat shotgun used by the Enforeers is as much a
hadge of office as a weapon, and the homing Executioner
ammunition they sometimes use is feared throughour the
Underhive. Although maost Enforcers won't hesitare to kill,
they often carry weapons e subdue foes wanted for
interrogation or trial, of which the power maul is most
commmon. They also make used of Cyber-mastiflls for hunting
down their prey and 1o cuch Togidves who atcempt to
EsCHpE.

USING ENFORCERS IMN

NECROMUMNDA

A player may decide to control an Enforcer Precinet souacd
instead of a normal Underhive gang. A Precinct squacd
represents the team that mans one of the Precinct Houses in
an Underhive Precinct. Note that a Preciner squad is not
purchased by spending 1000 credits, as is the case with
other gangs. Instead, it always consists of a Sergeant, eight
Enforcers, a Handler and a Cyber-mastff. When vou pick the
sguad you may choose what equipment cach member of the
sequad caries, as described in the equipment section of the
list below.

yery Important Note: Although mken as ten-man squads,
you will usually only be able to use a five-man Patrol team
when vou fight a battle - vou won't normally be able to ke
the whole squad! See the rules for Patrol Teams below.




ENFORCER PRECNCT SOUAD
M WS BS § T W I A Ld

Sergeant 4§ 4 4 3 3 1 4 1 8
Enforcer 4. % 3.2 3 1 3 1 7
Cyber-mastifl 6 4 5 4 1 3 1 -
Handler g 30 % 3 1 3 1 Y

Precinet Squad: An Enforcer Precinet squad consists of a
Sergeant and eight Enforcers, a Cyber-mastff and a Handler.

Weapons: The Scrgeant, Enforcers and Handler are all
armed with a knife, bolt pistol and choke gas grenades. The
Cyher-mastill is armed with its reeth(!). Any member of the
squad may replace their bolt pistol with a laspistol. The

sergeant may replace his bolt pistol with a plasma pisiol if

desired.

In addition cach member of the squad may be armed with
one of the sets of weapons from the following list.
Fqguipment may not be changed during the campaign.

* Lp o one member of the squad may have a heavy
stubber. ;

* LUpto one member of the squad may have a lamer, or
a plasma gun, or a grenade launcher equipped with
choke, frag and krak grenades.

+ Any member of the squad may be armed with a bolt
gun  or combat shotgun o power maul  or
suppression shield.

* Any model may replace their bolt pistol with a power
maul and suppression shicld.

* Any member of the squad may be armed with melta-
bombs and photon fash Dares.

Armour: All members of the sguad have carapace armour
(44 save), including the Cyber-mastiff. The carapace
armour includes a helmet with a respirator, photo visor and
infra goggles. The Tnitlative penalty for wearing carapace
armour does not apply w the Cyber-mastiff, but does apply
to the rest of the squad,

Skills: The Sergeant starts with the ron Will skill. All
members of the squad have the Specialist and Nerves of
Steel skill.

Ammo: The weapons and equipment of the Enforcers is
better maintained than that available o the population of
the Underhive. Consequently, members of an Enforcer
stuad may ignore their first failed Ammo roll. Simply treat
the failed roll as if the Enforcer had passed the roll inseead,
This includes failed Ammo oolls for weapons like prenades
that normally [ail their Ammo roll auromarticalty. If the
Enforcer fails a second Ammo roll then they suffer the
normal penaltics.

THE FPATROL TEAM

An Enforcer Precinct squad has numerous duties to
perform. At any one time there will be paperwork 1o fill in,
prisoners to guard, and numerous other tedious tasks that
need 1o be performed. Because af this, half of the squad
has to remain in the Precinet House at all times, leaving the
other half of the squad to carry out patrols in the
Underhive.

This means you may not usually use your entire Precinct
sguad when vou fight a battle, and must instead select a
five-man Patrol team that will take part in the batle. You
may select any five members of the squad to take part. The
Cyber-mastiff and its Handler must be taken together (vou
can't split them up) but only count as a single member al
the five man patrol (e you can lake the Cvher-masciff, its
Handler and four other squad members).

The Patrol team is treated as the members of the ‘gang’ [or
all rules purposes. S0, il a scenario calls for only cermain
members of a gang o be used, then this mle would be
applicd to the members of the Patrol team rather than the
whole squad,

If any member of the squad takes part in two patrols in a
row, then he may not be selected for the next patrol, Any
member of the squad must ke a rese afier mking part in \
bwir consecutive patrols.

If the sergeant is included in a patrol then he counts as the
‘wang leader’ for purposes of the Necromunda rules. If he
is not included then vou must nominare a member of the
Patrol team as its leader (and no, you can't choose the
Cyvber-mastifity. For the purposes of working out the
Patral’s ‘gang rating’, it is assumed to have a value of 1,000
plus the Experience Points wwortals of the members of the
patrol. Note that the base value of 1,000 takes into account
the value of the members of the patrol d@nd any equipment
they may have.

Please note that only the members of the Patrol team are
eligible to gain Experience alier a battle.

Very Important Note: If the opposing side's Gang. Rating
turns out to be twice as high or more as the Parol eam’s,
then the rest of the Precinet squad will be called out to help
deal with this especially wough opposition, and the entire
sguad is used instead of the fve-man Parrol team. In this
case the sguad's ‘gang rating” is equal o 2,000 plus the
Experience Points tatals of all of the members of the squad.

SCEMNARIO IDEAS

Enforcer Pairol teams or Precinet squads can take part in
scenarios normally, using the mles in the Necromunda;
Underhive rulebook as modified  above,  However,
Enforcers uphold Lord Telmawr's law and keep the peace




The Enforcer feam stornes the entrenched Van Saar gang.

in the hive, and because of this they often take part in
actions that are very different w those that eypical
Underhive gangs participate in.  An atack on a Merchant
Guild, a huge riot, rounding up suspected anarchists or
subwersives, or arresting a major Underhive crime lord are
all events in which the Enforcers would ke a part
Because of this it is a good idea for a Campaign Arbitrator
to occasionally create scenarios (o use Enforcers in this way.
In addition, any scenario in which a gang goes against
Imperial law or causes unrest in the hive is perfect for use
with Enforcers as the opposing side. Whether the Enforcer
player will have to use a Patral team or a whole squad will
depend on the number and the Experience of the
opposition. If the Enforcers are going up against especially

tough odds they may also be reinforced by members of

other Precinct squads, and could even receive help from
the Enforcers that man the Precinct's Courthouse.

Enforcers are equipped to deal with any situation that
demands their attention. Bach Courthouse has a large
armoury that includes equipment available in the hive and
some from other Imperial worlds. IF the Enforcers are
performing a special scenario, then they will be equipped
with any relevant equipment. If, for example, the Enlorcers
were attempting a rescue then all their weapons would
come with silencers and they would take some screamers
as well, Whar extra equipment, and how much the
Enforcers take, is for the Arhitrator designing the scenario
to decide. It is tempting o give them everything, even a
Mung Vasc cach, but they should only carry items that will
be specilically useful in their mission.

TERRITORY, INCOME AND

LOSS OF FIGHTERS

Enforcer squads do not own territory, do not have any
income, never trade, and can never buy extra members of
the squad. Enforcers are provided with food and drink a
their Precinet House so they are immune to the effects of
Slarvation.

Enforcers are not allowed to ransom or ‘trade’ for captured
Enforcers — they must mount a rescuc mission instead, or
do nothing ar all. Captured Enforcer equipment may not be
used, traded or sold by opposing gangs — it is too hot an
item to be found in possession of, and is rumoured w
include tracking chips that allow the Enforcers wo quickly
reclaim any item they lose.

If any Enforcers are killed in combat then the squad will be
reinforced from the garrison of the Courthouse. In
addition, a player may choose to retire an Enforcer at any
time and replace them with a new recruit if they wish o do
so, RBefore the next battle the dead or retired Enforcer is
replaced and the replacement starts with the inital profile,
weaponry and Experience Points for a fighter of his trpe
{Sergeant, Enforcer, Handler or Cyber-mastiffy. The new
member of the squad can have any of the equipment
allowed to a member of the squad, as long as none of the
meximums for the squad are exceeded. For example, if the
sepuad already included an Enforcer armed with a heavy
stubber, then a new recruit could not be given a heavy
stubber as well, as only one is allowed per squad.




Enforcers that have suffered injuries which force them o
miss battles may not be chosen as a member of a Pawrol
ream until the required number of battles have taken place.
Enforcers  that  suffer  injuries  that  reduce  their
characteristics or disable them in some may be sent for a
meclical. This happens in the Post Banle sequence, afier
allocating Experience Points and before recruiting new
fighters, MNote that fit members of the squad may not be
sent for a medicall An Enforcer mavbe sent for a medical at
any tme — not just when an injury is sullered. They may be
sent more than once, as long as they stll have persistent
injurics.

Roll 2 106 for the Enlorcer going 1o have a medical: on a roll
of 1 they are forced to retire on medical grounds
(immediately replace them with a new recruit as described
ahowe): on 4 roll of 2-3 they are returned as being ‘i for
service” but must miss the next battle while away having the
medical; and on a roll of 4-6 they may be given one bionic
upgrade chosen from the following list, Any Enforcer that
receives an upgrade in this way must miss the next 13
battles while the surgery is performed and they recover.
Only one Enforcer may be sent for a2 medical after cach
battle, and no other Enforcer may be sent for a medical
while another member of the squad is away having surgery

performed.

Ugrade Noles
Bionic Eve May only be given o Enforcers that have

suffered a serious eye injury,
Mav only be given to Enforcers that have
sulfered a serious leg injury,
Mayv only he given 1o Enforcers that have

Bionic Leg

Bionic Arm
suffered a serious arm or hand injury
May be given to any Enforcer, and
cancels the effect of one serious injury,

Bionic Impliant

In situations where an opposing gang would normally take
ong of the Enforcers” territories, then the opposing wang
may generate a new random eriiory from the Territory
table on pages 102-103 of the Necromunda: Underhive
rulebook instead, This extra tecritory represents the gang
being able 1o take over an area close to the Precinet House,
where they would not have dared o go belore. T on the
other hand, the Enforcers are allowed o ke a territory
from an opposing gang, then they are allowed to force their
opponent e lose one territory insteal.

Finally, should a member of the squad ever artain a higher
Leadership value than the squad Sergeant, then they must
leave the squad and be replaced by a new recruit (ie, there
is no leadership challenge). The “reticed” squad member
has actually been promoted o command his own soqued.,

NEW WEAPOMNS AMD EOUIPMENT
The Combat Shotgun
The combat shotgun is g simple shotgun with a number of

adaptations that allow it to fire @ special ammunition type
available only o Enforcers. In addition o the standard
solid and scarter rounds fired by ordinary shorguns, the
combat shotguns uscd by the Enforcers can fire
‘Executioner”  adamantium-tipped  armour  picreing
rounds, that are designed o seck out and destroy the
toughest targeis. This sophisticated shell has a dny robot
hrain that locks oneo the targer’s encrgy pattern and scoks
it out with unerring accuracy. This varicty of ammunition
typres makes the combar shotgun g uniguely  Aexible
WEAPHIL.

Combat Shotgun Profile
Solid Shell

Range Tor Hit : Save Ammo
Short Long  Short Long  5tr. Damage Mod.,  Roll
04 418 - -1 4 1 = 4+
Scatter Shell

Hange Tor Mit Save  Ammao
Short Long  Short Long St Damage Mod.  Roll
04 418 +1 -1 3 1 - 4+
Executioner Shell

Range ‘T Hit Save Ammo
Short Long  Short Long  5tr. Damage Mod,  Roll
04 418 -1 +:1 4 I -2 h+

Special Rules

See the Necromunda Rulebook for the rules on Scatter
Shots. Executioner rounds lock onto a argel’s energy
signature the and so may even be fired ar hidden argets.
The Exccutioner round is unusual in that it receives a +1
To Hit modifier at long range and a -1 To Hit modifier at
short range. This is because the shell’s tiny brain canno

lock oneo its targer until it has wavelled several metres.




The Suppression Ficld

The suppression shield is a special piece ol equipment
used extensively by law enlorcement agencies all across
the Imperium. In consists of a metal or fibre-alloy shield
that has a buil-in generator. When the generator s
activated a glowing blue field of energy, called a
suppression field, surrounds the shicld. A suppression
feld diverts and stores away the cnergy of an attack, In
hand o hand combat the shicld can be used 1o ‘bash’ an
opponent, at which point the stored charged is released
as a powerlul electrical discharge that is perfectly capable
of stunning or even killing an opponent,

Range Strength Damage  Save Mod.
Close Combat 3 1 -1

Special Rules

Enforcers armed with a suppression shield receive a +2
save modilier against any auack that originaces on the 90
degree forward are of the model using it

In addition, a suppression shield counts as a close combat
weapon with a Strength of 3 and a save modifier of -1.

The Cyber-mastiff

All Enforcer squads include an artificial attack-construct
knorwn as a Cyber-mastiff. They are also commeonly known
as kill-dogs, razorfangs and rending rovers by the
inhahitants of the Underhive, Cyber-mastills have in-built
hunting and attack instincts, but require a specially
trained Mandler o direct them with a set of simple verbal
commands. The following special rules apply w0 Cyber-
mastiffs:

* Cyber-mastiffs ignore flesh wounds, Treat a roll of 1
when rolling for injuries as having no elfect.

+ Cyber-mastills do not have to test o keep their
nerve’ if a fricnd goes down or out of action within
27, In addition they are immune 10 the effects of fear
and terver.

* The Cybermastiff must remain within 18" of the
Handler at all times. 1 the Handler is taken down, or
out ol action, then the Cyber-mastiff must remain
within 18" of his body, but may otherwise continue
to move and fight normally,

*  As long as the Cyber-mastff is not out of action, then
his Handler may not be captured (the Cyber-maseifl
will protect him). Treat rolls of 61-63 on the Serious
Injury table as a roll of 66 instead.

= Cyber-mastiffs cannot gain Experience,

« Ifa Cyber-mastiff is taken out then they are assumed
to have been destroved, and will be replaced with a

new  Cyber-mastiff in ime for the next batthe,
Consequently you should not roll on the Serious
Injury table for Cyber-mastills that were taken out of

action,

ENFORCER EXPERIENCE

The table below shows the starting Experience for
members of Patrol teams and the skills available to them,
Enforcers use the smandard Advancement table in the
Necromunda Sourccbook. Enforcers have the same
max/’min values for characteristics as normal Underhive
Grangers.

Type of Fighter  Initial Experience Points

Sergeant G604+ 1046
Enlorcer 204106
Handler 20+1D6
Cyvber-mastiff 25%

*vber-mastiffs do not gain Experience, bul we have
included a value to help work out the ‘gang rating” of a
Fatrol team that includes one.

SHLL TYPES AVAILABLE
The following skill table is used for Enforcers.

Skill Type Sergeant Enforcer Handler
BT S R A e
gty AR
Combat v ¥

= T —_—
3%3 v i &s&e%f‘g:?*

¥ v =
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o A

v v

Cyber-mastiff 's can’t gain skills,

Notes On Skills
Bulging Biceps: This skill may only be taken by Enforcers
that arce cguipped with a heavy stubber.

Tnventor: This skill may be taken by an Enforcer. Items
invented by the inventor can be given to any member of
the sguad.

Trom Will, Fixer, Gunfighter: These skills may not be

taken by Enforcers. Pick any other skill of the same type
instead,
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Eyge of Terror

By Andy Hall

Last year's ye of lerror campaign was the largest event Games Worksbop bad ever undertaken, in terms of storyline and
participants. Millions of troops, ships and a mudtitude of races foupht over whole sectors as Abaddon launched bis
1hirteenth Black Crusade from the Fye of Tervor — bis ulrimate objective to selze the Chaos Gate. Whilst the Inguisition was
kept buesy during the wear it is now, in the aftermath, that the agents of the Emperor's Holy Order are most active. There are
many mysteries and puzsles to solve; 1 is no longer the time for the Enperar's armies but that of the Inguisition!

In the altermath of the Eve of Terror the forces of Disorder
have won a pyrrhic victory — whilst the Cadian and
surrounding sectors are in anarchy, the planet Cadia itsclf
remains in the hands of the lovalists,  Flowewver, with
Abaddon siill free and the lovalist forces fractured
throughout the theatre of war, the Imperium is still under
serics threat. This rich narrative that has been developed
during and after the campaign is the perfect setting for
Gamemasters 1o place their own Inguisitor campaigns. Tn
this article I'm going 10 present some ideas and story
threads that lead from the events set alter the Thirteenth
Crusade, Inquisitor plavers should feel free to use what is
written here as a starting point or make their own
adventures, as ic's not w lae for the Inguisition to have an
ctfect on the Eye of Terror,

Whilst doing the research for this article [ found the final
White Dwarf Eye of Terror article, the Codex and the
campaign website o he an invaluable resource, The
wehsite can be found at weere epeafterror com where there
is also a downloadable PDE of the White Dwarf article.

The kidnapping

of INnquiisitor Czewvals

Just before Abaddon broke out from the Eye of lerror the
venerable and respected Inguisitor Czevak went missing,
Cxzevak was a noted scholar of the Eldar race and one of the
few non-Eldar 1o visit the Black Library hidden deep within
the Webway, Obviously this information was known only by
a few, nevertheless, after investigations by concerned
colleagues, it turned out Inguisitor Ceevak had been taken
by Ahriman, damned Sorcerer ol the Thousand Sons.

Ahriman had been obsessed with entering the Black Library
for a millennia and, using information torn from the mind
of Inguisitor Czevak, came dangerously close 1o achicving
his ultimate goal. 1t was only the combined forces of 1the
mysterious Harlequing and the Ulthwé Strike Force that
held him from s gates. Tow the Eldar knew about
Ahriman’s move on the Black Library is stll uncertaing was
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it Czevak's collcagues in the Inguisition alerting the Eldar
fearing what may happen if Ahriman gains entrance? Or was
it simply the serying abilitics of the Eldar seers?

Whilst Ahriman battled the Eldar the Harleguinade of the
Redd Masque managed to free Czevak, although what they
have since done with him is unclear; it is unknown if he is
now a prisoner or guest of the Eldar but he has vet to be
returned o the Imperium.

The AhrimanCrevak thread is an extremely exciting
storyline that can be played in dillerent ways, The
campaign can be started in a couple of places — perhaps the
Inguisitor players (from two different fractions) have been
sent o rescue or caplure Ceevak from the Eldar, If so, how
would they gain access to the Webway? Bven if they did
mange 1o enter the Webway they would need some guide
or map and, once Crevak had been found, how appressive
would his Harlequin hosts/capmures be? Is Inguisitor
Crevak even willing to be rescued and what is his mental
state alver been interrogated by Ahriman?

You could even start the campaign back belore the evenes
of the Eye of Terror, mavbe the plavers are close allies of
Czevak and, afier learning of his disappearance, must solve
the mystery and hunt down Ahriman before he rips the
location of the Black Library from Crevak's mind,
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To: Lond Inguisitor Goveden, Ovrda Xenos, Recerved: gog.Myr .;’
Nemesis Tesser i eMessage Format: Telepathic St e
?:f:: Interropator Kieras, (Tearance edstropatbic Duct: (hima Lomas i
Thought for the Day: Wisdom is the R
Subject : Abriman of the Thousand Sems kgmwﬁ;(ﬁm 1 Lt
Priovity: Vltra High i ;’j :

Honoured inquisitor, allaw me to introduce myself to you. My name is Ferdan Kieras, & loya seevant of the God-Emperar
and former pupil of Inquisitor Czevale, It has been both my pleasure and honotr to serve the honoarable Inqmisitor for nearly
five decades in an investigative capacity, secking out information as well @ undertaking other, mare esoteric missions invelving
xeno creatures. As sign of my truth, 1 drge you to seek coonsel from the Biologis at Wemess Tessera and venfy the gene
séquence data atcached to this message, But now o the substance of this nussive.

It i weith heavy heart 1 bring to your attention the disappearance of my master. 1 fear a terrible fate has befallen him, and it was
his instruction that in such ciecumatances, 1 should contact you and seek guidance. It had long been a dread to my master that die
being known as Ahriman of the Thousand Sens discover s wherezbouts and force him o reveal hidden knowledpe wnparted to
hitn by the Eldar. To fully understand the dire implications of this, 1 nwst unfortunately reveal to you moch knowledge that should

bst remain secret

As I am sure you are aware, Ahriman was once a Librarian in the Thousand Sons l..:g.h:n ofiymct Marines, and under the LEI.'[I:{,:IEE
of his Primarch, Magmus the Bed, teamed much of the ways of sorcery. In time hes mastery of Hasphemous mag-:ks was almast
the equal of his eyclopesn Printarch and his knowledge of farbidden lore corropted him beyond redemption. The Thousand Sors
were dso tainted antl Ahriman redised that the Legion would soon be rednced to binde more than gibbering monstrosities. Ele
eoneeived 2 preat spel to-save the Legion, called the Rubric of Aheinan. Ies energies were more powerlil than he el possilily
have anticipated and) its effects on the Thousand Sons devastating. Only these with sorcererons powers were spared its ellest,
while the remainder of the chgiun were reduced to dust within their sealed susts of armour, ht:mzii:l.g litfle more than fighting
antomatons. Enraged with Afriman's betrayal, Magnus cast him out and, since that day, Ahriman has sought ever mare povrerfil
artelacts to morease has wnderstanding of the Woarp.

One soarce of lore diat has dlways eluded him s the Black Tabrary, 2 vast repository of ancent secrets callited by the Eldar and
githered togecher in a kidden place, unknown ta the eyes of Man. Only these pure of heart and with the strength of mind to
comprehent the scale of sach awful knowledge may enter this place and sup From its wisdom, and my master was one such
individual Ahriman has Jong sought Tnquisitor Czevak i order to- wrest the location of the Black Library from his nind, bt
through cuaning and machination, my master las thus far eluded his nemesis. But recent developments lead e to believe that the
dread sorcerer has fifally canght up with him. A Savant in my employ, having scoessed secret files of the Ordo Mallens regarding
Ahriman, was recently found! dead, and psychometric readings reveaed an mdividoal who could be none other than Ahriman
hmself as his killer. A nomber of other| incidents, at first #Jﬂx& uncpomected, bot upon further scrutiny linked in che subtlest of
ways, all paint to the same dire condusion. My master’s last contact was m the region of space known as the Sentinel| worlds and
it is here that 1 shall begin my search. | shall investigate farther, Lut it seems dear to me that Ahriman of the Thousand Sons Has
ensnared Inquisitor Crevak,

1f this proves to ke the case, then Targe you to use whatever power you can bring to bear om this matter and despacch =l foree
that can be gathered to hunt down this heretic spreerer and scop him before he achieves whatever nefarious plan he mtends to

implement.

Yours in desperate need,

Tutervgator Kaerar,

ﬂd‘d"fﬁﬂﬂﬂi: Sweet mfrcr']"'-m"iEntpcmr, the secrets uf the Black j_'.iﬁmry unlocked ﬁy
the sorcerer of the Red Cyclops! Better that Czevak has perished to some foul xeno
creature than fall into his clutches. 7 shall mobilise the 34th Gudrunite Rifles and
petition the Chaprer Master of the Tron Hands :

for his warriors’ aid.

1 pray 7 am not too (ate.
Lord 7 nqu isitor @{Wd:'!'rl
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Nemesis Tessera

If there was any place during the Thirteenth Crusade where
the Inquisition was attacked directly then it was the
Nemesis sector, which was home to a supposcdly highly
sccret  lnguisitorial  fortress  oubliette, The  systems
surrounding the Inguisitional fortress experienced hitherto
unknown levels of civil insurrection. The most worryving af
such incidents was when a previously ancient and peaceful
sect of contemplative and loval monks tuened on the
populace of Trinora in a series of bloody massacres. Ordo
Hereticus Swike veams were despatched to the planet's
surface only o find the barricaded monasteries o be full of
corpses, the monks having chosen to end their lives in a

sickening orgy of mutilation. Tt is worth noting that the
body of the High-Abbot of the sect has vet to be found.

Anarchy reigned throughout the Nemesis sector, many
Inguisitors believed it to be the symptloms ol the invasion
as it drew nearer, a few of the more puritan-inclined
Inquisitors disagreed and thought there was something
more going on. It was Inguisitor Van Hel who proved dhe
more cautious members of the Inguisition o be right. Van
Hel had listened tw heings far older than he and had
accidentally opened a warp rift in the howels of the
Inguisitorial fortress. As well as condemning his own soul
he nearly destroved all on the entire planet il it was not for
the quick thinking and heroic actions of Tnguisitor Cyarro.
Whilst this was going on inside the fortress a large foroe of
Chaos Space Marines attacked, the despicable plans of the
Ruinous Powers finally revealed. The foriress was hesieged
for an entire month with only the arrival of the Space
Wolves preventing a breach in the fortress. The combined
forces of the Space Marines, the militant arms of the Ordos
stationed at the lortress, and the surviving Inguisitors
themselves drove off the Chaos arttack.

I the altermath of the attacks on the Nemesis sector there
are plenty of threads for Inguisitor Gamesmasters to pick
up on. Why did the peaceful monks suddenly turn? Was chis
linked to meddling of Inguisitor van Hel? And where is the
High Abbot? There is a whole campaign here that could be
played as a one off series of linked scenarios (perhaps
ending with the discovery of the High-Abbot), This
campaign could then be continued and linked back to the
traitorous acts of Tnguisitor Van Tel. Was he working alone

or are there other Inquisitors residing at the foroess who
have ver 1w show their rue colours? There is plenty of
opportunity for conflict here as Inguisitor could charge
fellow Inguisitor with acts of heresy that would soon resort
to clashes and open conflict within the very halls of the
fortress aublictte,

The final confrontation between Inguisitor Cyareo and
Inguisitor ¥an Hel would be heroic action perfect for an
Inguisitor scenario. Ambitious Gamesmasters could replay
it, with the catch being that il the warp rilt were apen 100
long something nasty would come out, and with Chaos
Space Marines Living sicge to the fortress at the same time,
it would prove a very exciting and intriguing game, And
what of Van Hel himself? When and how did he trn his
back on the Emperor; this would need investigating and
anv artebfacts or texts that were formally in his possession
would need destroyving  or removed  for research,
depending on the Inguisitor’s point of view.




Expedition to Eidolom

The forces of Order did not just fight on the defensive, on
ms, most notably the El
tor the Eve of Terror itsell, The mysterious and

rare oo would fight an
offensiv
peculiar sector of Eidolon was one of those bardeficlds.
The daemon world Eidolon was once an El

wirld but now is divided into several continents, each

maiden

reined by a different Chaos power. During the war the
Elclar of Biel-an have managed to establish several enclaves
on the planets surface. Even now these pockets of sanity
¢ being artacked by Eidolon's unnatural inhabitants so i
imknown whether this beachhead into the Eye of Terror
will last.

As it is the Bldar who have established a bold on Eidolon
there is no reason why the Imperium would know of its
existence. However the Inguisition is a different matter,
and perhaps are aware of it through coercion ol a captured

1 plaver’s Inguisitar is one of the few that
5 retain good relations with the Eldar - Gamesmasters
arc cncouraged to think of even more novel ways of how
an Inguisitor would come across such informa For an
Inguisiter with a more Radical bent, a chance o land on,
and explore, a dacmon world would be an opportunity too
great to miss, Players who use Rogue Trader characters
would be extremely curious about such a place. There are
a couple of scenarios worth in just getting the players to the

daemon world, whether it is on the Inguisitor’'s own ship

Eidolan

Eidolon -5 .2 dacmon
world  decp . in the
[estering. heart of the
Eyc. of tereor h'l'fu;
Eidalon
paradise  before . the
birth: of the Eye ten
milfennia = ago. o is
nnosual 1 that all four
of " the  magor . Chacs

sectofr, A

powers ‘wicld influence
there. . The - shiftiog
landscape  of - Eidolon
itsell 45 divided into several redlmsqeach horrifying and unsound
in its own way. To visit Eidolon even in i dreim would cost
the -intruder his sanity. - Although it i rumoured " that “great
artifacts lic - lidden amoag the - blisphemous ~palaces, only a

fnadmian wonld dire to venture there :
-

or through commandeering one, or even hitching a ride
with the Eldar (whether they are aware ol this or not is
another matt ;
the real fun can start with opportunitics for conflict with
the Eldar, dacmon world inhabitants or both!

¥ce (or if) the players arrive on Eidolon




The Traitors of Agripinaa

The Agripinaa sector was al the forefront of the war
throughout the entire campaign and even now much of the
sector remains in Chaos wing up the majority of the
Inguisition’s resources. The assassination of the newly in
stored povernor on the planet of Lelithar proved o be the
catalyst that started insurrection throughout the entire
system. Most distressing of all was the sceming betrayal of
the Relictors chapter of Space Marines, Typhus, the sell
proclaimed Herald of Nurgle has based himsell on the agri-
world Ulthor where, no doubt, he will continue to make
avacks upon the Imperium. Many planets in this sector
were hit badly; the planet of Agripinaa itselt still remains
loval but with all the surrounding agri-worlds  either
corrupled beyond cleansing or still in the hands of
Abaddon’s lackeys Agripinaa’s populations faces the bleak
prospect of stuving to death,

T further  complicate  matters,  there  have  been
unconfirmed reports that a Blackstone fortress appeared
and was then attacked by the Necrontyr near the Lustita
belt. Members of the Ordo Xenos are en route o the arca
whilst Deathwatch strike cruiscrs have placed an embargo
around the whole area.

The events of the Agripinaa sector have plenty of sceds a
Gamesmaster could turn inoo a full-blown campaign. The
obvious one is the appearance of the Blackstone lorress
and the subsequent attack by the Necrons, Inguisitors of
the Ordo Xenos will be racing to get to it first, 1o take
control, many power plays, and political, will be used to
gain control of such an alicn artefact, This maybe fun 1o
play through if you have an experienced Gamesmasier.
Once on-hoard the Blackstone forteess, can the Inguisitors

unlock its secrets, will the Eldar make a play for it or will

the Mecrons return?

A Space Marine chapter defecting is a rare event wen
thousand vears on from the demise of Horus. The
Inguisition would  definitely be interested in what
happened o the Relictors; how were they seduced, how
long have they been in the service of the Dark Godds, and
could it happen again o other chaprers? Are all questions
Tiquisitors would want to ask. A campaign could be played
around tracking a lone Relictor who has been spotted in
one of the more unstable (but not yver totally destroyed)
planets in the sector. The planets of Denor, Finreht and
Bar-el are all ‘unreliable’ and would be a good location for
such a campaign.

One of the more intriguing concepts would he on the
planet of Agripinaa itself, where the situation is desperate.
The planet’s population would be leaderless and starving
so it is guite within the realms of possibility thar Inguisitors
would take control in the interim, leading Kill-teams oo take
cut groups of insurrectionists, looking into incompetence
in the planet's ruling elite and Plncetary Defence Foroe, A
condl and very different campaign o play would be an
Tigjuisitor’'s atempit 1o get a food shipment to the planet’s
population centres. All manner of obstacles would make
this a difficult task from the hungry mobs who would not
be prepared o wail, o corrupt PIA agents and  local
criminals who are hungry themselves and see the shipment
as aquick way of making a profit, right though to the forces
of Chaos and traitors who guite bappily watch the
population starve, killing an Inguisitor into the bargain as
well. Inguisitors arc heroes and this would be a very heroic
thing to dol




Secrets of the

Sentinel World=s

The Sentinel worlds have alwavs thought o have been
featureless rocks, The Adeptus Mechanicus have been
aware ol ancients held within the fastness of the planee for
some tme — it is unsurprising that the pricsthood of Mars
wold hide their discoveries, as they have on so many other
worlds, However, events (riggered by the Thirtcenth
Crusade meant that not cven the Mechanicus could hide
the secrers pf the Sentinel worlds. Early on in the campaign
strange power surges and dire omens foreseen in the
Emperor's Tarol drove a large group of Inguisitors to the
Sentinel worlds. The Conclave discovered an ancient Eldar
Warp gate that was being used to transport through an
ancient Daemon Prince of immeasurable power. The
Conclave fought not only Chaos and Eldar but also itself, as
Inquisitors from different factions could not agree on 2
single course of action, This ended with the radical
Inquisitor Cromwell being declared a traitor and the loss of
Puritan Allysa Collack through the Warp gate to prevent the
Daemon Price materialising in this realm.

Later in the campaign hordes of Necron Warriors emerged
frowm vombs deep within the Sentinel worlds themselves.
The Imperial forces stationed nearby feared the worst, but
weere amared when the Necronoyr fell upon the soldiers of
Chaos, wrming the tde in favour of the forces of Order,
Since that time, increased Necron activity in the sector has
prevented anv Imperial forces from capitalising on these
victories. Remote orbital pict-capures have revealed
structures almost identical to the Cadian Pylons sprouting
across the landscapes of the Sentinel worlds,

The Inguisitor Cromwell and Dacmon Prince thread was
playved out ar the Shadows of Chaos Inguisitor Campaign
weekend last vear. As well as being great fun there were lots
of narrative threads that could be used o continue the
campaign including the slow regeneration of Inguisitor
Cromwell's body (he got toasted by a Mamer in the final
game! ).

Orddos Xenos Inguisivors would be hell-bent on getting o
the Sentinel worlds. And a whole campaign based upon the
Warband's insurgence on the Sentinel worlds, constantly
evading the Necrons and the mystery of the Prlons sounds
intriguing - if a lot of work for the Gamesmaster, This
could be worked as a cooperative campaign between two
Inquisitors bur would play just as well as otwo rival
Inquisitors fighting each other, as well as the Necrons!

Hunting The Voice

During the carly stages of the Thirtcenth Crusade a
powerlful figure arose on the planet of Lelithar in the
Agripinaa sector. An orator of fearsome skill, this
mysterious individual roused entire populations with his
passionate speeches encouraging once loyal subjects to

overthrow what little authority remained. Tlis emissarics

took to the stars and spread through out the sector and
beyond. Where the Cult of the Voice became a constant
thorn in the side of the lovalists throughout the entire
campaign. The Voice was evendually caught by the Dark
Angels, although rumours persist that escaped en route to
the Tower of Angels. The Inguisition, as well as the Dark
Angels, would like to detain him; no doubt it will become
a race between the two organisations fore his capture.

The Inguisition had also learnt that one ol the Voice's
agents was Mynarc the Unlorgiven, also known as Mynare
the Butcher in certain systems. Once an Inguisitor, now
turned arch-heretic, Mynare has been on the run from the
Inquisition for centuries; news that he had been tracked
down o the planet of Subiaco THablo meant char Ordo
Malleus wacking teams were immediately despatched 1o
bring the heretic to justice,

The Cult of the Voice provides some rich pickings for
Inquisitor Gamesmasters. The Voice has escaped [rom the
custody of the Dark Angels so a series ol scenarios based
upon @ lead o catch the Vioice, either working with or
against the Dark Angels, would work well.

The hunt for Mynare is in the radition of an Inguisitor
game, the twist being that he is on a planct that he is being
wresled from Imperial control and populated with Plague
Zombics. It mav not be the most original concept but it
sounds great fun and that™s what mariers!

Conclusion

Wiell thats it for now. I've highlighted ‘some’ ol the
thousands of campaign hooks that can be found in the
altermath of the Eye of Terror. There are loads more hidden
away but these can be easily found simply by reading the
Eve of Terror Codex or having a look a the wehsite. I you
do play any of these campaigns, or have cven more ideas
then please let me know - I have a letters page to G110

Anitbor

Further
Infoemsation

Merrer Inguisilor

Wil ers




Vit fighter

by Jervis Johnson

Brutal warriors are forced to take up arms against each other in lethal hand-to-hand
fighting, often to the pleasures of the baying crowd.

it Fighter is a game that allows two ar more players

o recreate the vicious gladiatorial combats thar are
fought in the Empire before blood thirsty crowds of
spectators. Each player conorols one Pit Fighter, chosen
from a varicty of different types. Fdch type of Pit Fighrer
has its own Pit Fighters scroll that shows all of the
different moves the Pit Fighter can make and also provides
information on the armour and weapons that the Pit
Fighrer uses.

Before the combart starts the players must determing the
abilitics of their Pit Fighter by assigning points to five
characteristics, The characleristics are Weapon Skill {ws),
Strength (5), Toughness (Ty, Initiative (1) and Wounds
(%7, Each Pit Fighter's characteristics are noted down on
a roster, and will have an important effect on how the Pit
Fighter performs during the combart

The combat is fought out onm a hexagonal grid
representing the floor of the pit ighting arena. Each Pit
Fighter starts out located in one of the hexagons near the
cdge of the arena. At the start of cach turn all of the
plavers pick one of the moves from their scroll and write
it down. Once all of the players have picked their moves,
then these moves are revealed and the Pit Fighters are
moved as shown on their sceoll. After all of the moves
have been carricd out any Pir Fighters that are in weapon
range of an opponent may attack them.

i Immder m resolve an artack the player controlling LilE"
pld}'tr cu,ntmumgqhs target each iecﬂ_tl}r

chosen hit location, the greater a chance the defender will
have of avoiding the atack). If the attack hits then the
Strength of the attacker is compared to the Toughness of
the defender o determine what type of dice is rolled 1w
inflict damage, with the dice roll being modified by any
armour being worn in the location that is hit, Any damage
is knocked off the number of wounds that the Pit Fighier
has and, depending on the location hit, may reduce other
characteristics as well. Onee a Pit Fighter's Wounds are
reduced 1o zero or less then the Pit Fighter collapses and
is out of the fight.

PFit Fighters that inflict any damage on an opponent
receive @ special Adrenalin Rush bonus. This may be used
during the next turn to increase @ characteristic or carry
out a special action,

Usually the combar carrics on until half or more of the Pit
Fighters have been taken out, at which point the combat
ends. This style of combat is known by aficionados as the
‘classic’ style and is thought to have its roots in the origins
of pit fghting many hundreds of years ago, Sometimes
special types of combat will be fought which have
different victory conditions; for example, a combat may
pit one particulacly fearsome opponent, such as an Ogre,
against a team of lesser fighters, or the Pit Fighters may be
split into rovo teams that will battle unmil the fighters in
one of the teams have been mktnnﬁt.“» ik
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Too play the game
vou will need a
DG, D10, D12
and a D20,

T fe Boar®

Pit Fighter is played on a board divided up inwo hexes. These photographs
show the board that Mark Bedford made for our games. You will need 1o
make your own board, either by drawing out a hex grid, or downloading
and printing out the Pit Fighrer map we have on the Mordheim website at
www.nordheim.com, or by scrarch-building a board ke Marks.

Core Game Rules

The rules that follow are split into two sections. This first
section is printed in this issue of Fanatic and is called the
core game rules. It tells you everything you need to know
to fight pit fights in the classic stvle. The second section
“will be printed in Issue 3 of Fanatic, and will contain
additional rules for other swvles of combat, new tvpes of
Pit Fighter, and also contains the campaign rules. Tt is
recommended that plavers only fight ane or two battles
using the core game rules before moving on to the rules
in the Additional Rules section (not that youw'll have much
choice until Issue 3 is out!) o

1.0 Game Components
In addition to these rules you will need the following
things in order to play a game of Pit Fighter:

PiL Fighter Miniatures: Fach player will require a Pit
Fighter miniamure to represent their Pic Figheer The
miniatures we use are part of the Mordheim Pit Fighter
range ol Citadel miniatures, You can get hold of these
miniatures by visiting your local store o contacting vour
local Games Workshop Dircet Sales department, or by
going to the online store on the  Games Workshop
wehsite.




Roster: A roster must be completed for cach Pit Fighter,
listing their characteristics. The roster is also used 1o
record moves and arracks during the game, and we've
prowided a sample roster with this article.

The Arena: You will require an arcna o fight in, You can
download an arena from the Mordheim web page at
www.mordhcim.com, or you can easily make onc
vourself by drawing up a suitably sized hex grid based on
the diagram shown below.

Pit Fighter Scrolls: You will require a Pit Fighter scroll for
cach plaver. There are a number of different types of
scroll, one for each of the different types of Pit Fighter
miniature. Four serolls are included with this article, and
an example is shown on the next page.

Dice: You will require quite a lot of different sorts of dice
o play Pir Fighter. In addition to plain ald six-sided dice
(DG), vou will need ten-sided dice (D10, welve-sided
dice (D12} and twenty-sided dice (1220). You can get hold
of these dice by visiting your local games swore or
contacting your local Games Workshop Direct Sales
department, or by going 1o the online store on the Games
Workshop website,

Paper & Pencils: Each player will require a piece of paper
and a pencil,

Adrenalin Rush Tokens (optional): Il you wish you can
mark a Pir Fighter that has received an Adrenalin Bush
bonus with 3 token of some kind, such as a small coin or
tiddedlywink. If you decide o do this you will need a woken
for each Pit Fighter.

2.0 Preparing for Play
Before you can start vour pit fight you need o carry owt
the following pre-combat steps:

1. Select Pit Fighters

2. Take Pit Fighter Scroll
3. Complete Boster

4. Sct Up Pit Fighrers

2.1 Select Pit Fighters

Each plaver needs to select a Pit Fighrer miniatare from
the list below, and take a miniature and a scroll tha
corresponds o the type of Pit Fighter chosen. Scrolls for
the Pit Fighters are included with this article.

Empire Pit Fighter
Chaos Pit Fighter
Oire Pit Fighter
Undead Pit Fighter

Historical Note: The equipment of the original Fil Fighters
wais based on the races with which the early Emipive found
itself at wer, such as the Chaos Warriors from the north,
the Cres from ihe east and tbe Undead from the province
of Sylvania and from the desert lands of Kbemri lo lhe
south, To differentiate the differént types the Pit Fighters
would be known as baving the fighting manner of the race
that their eguipraent weas based on. For example, a Pil
Fighter might fight in the Chaos manner, or in the e
manner. and so on. Ouver the coenturies many neiw {ypes af
Pit Fighter bave become popadar, either fighters belonging
to non-buman reces, such as Dwarven Trollslayers and
Ogres, or fighters with lighter cquipment, known as
Purswers. However, toben fighting in the classic style only
the original types of Pit Fighter may be wsed, and this
mreans thal plavers showld choose their Pit Fighlers from
the list above. Rules for the otber types of Pit Fighter will
be printed in Issue 3 of Fanatic magazine,

2.2 Take Pit Fighter Scroll

Each type of Pit Fighter has a corresponding Pit Fighter
scroll. Each player must take a scroll for the pe of Pic
Fighter they have selecied. Fach scroll contains the
following information:

1. Type: The type of Pit Fighter represented by the scroll.

2. Antack/Defence Modifiers: This section of the scroll
lists any modifiers that apply to the Pit Fighter's antacks or
defence rolls depending on the location of the enemy Pit
Fighter. There are two ypes of modifier in cach hex:
Artack modifiers, denoted by A and Defence modifiers
denoted by ‘1¥ The number shown is added or subrracted
from the Pit Fighter's Auack or Defence roll (see 6.3). 'NA
stands for ‘no attacks’, and means thar the Pit Fighter may |
nol atack enemy Pit Fighters located in these hexes.

3. Pit Fighter's Location: The triangle shows the location
ol the Pit Fighter. The top point of the triangle shows the
direction the Pit Fighter is facing (see the diagram below).




4. Armour/Hit Locations: This section of the scroll
shows the Pit Fighter's hit locations and also the armour
worn on each location (if any).
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5. Special Rules: 1N any special rales apply o the Pit
Fighter then they are listed here.

6. Moves: This is the most imporant part of the chart. It
shows all of the dillerent moves the Pt Fighter may make
during a rn. Each move has a4 name, a start location
(shown by a triangle), an end locaion {(shown by a
square), and a set of fcing arrows.

7. Red Arrows: Some facing arrows are printed in red;
these denote what are called ‘mighty blow moves’, mainly
because they allow the Pit Fighter to unleash a really
devastating attack thar can cavse additional damage.

8. Speed Bands: In addition, moves are split inwo three
specd bands’; slow, normal and fast. See the diagrams
below and 1o the right for examples of how the move
section of the scroll works during a game,




2.3 Complete Hoster

At the start of a game cach player must fill in a roster for
their Pit Fighter. The player must record the name and
type of their Pit Fighter at the top of their sheet, and then
fill in the Pit Fighter's characieristics.

Fach Pit Fighter has five characteristics that determine
how fast, serong and skilled they are compared to other Pic
Fighters, These characieristics are:

Weapon Skill (WS): A Pit Fighter's Weapon Skill
represents how skilled they are al attacking or defending
with their weapons, A Pit Fighter with a high Weapon Skill
is more likely 1o hit an opponcot or avoeid an opponent’s
bBlow than a Pic Fighter with a low Weapon Skill,

Strength (5): A Pit Fighter's Strength represents how
physically strong they are. The stronger a Pic Fighter is the
more damage they will inflict when they score a hit

Toughness {T): A Pit Fighter's Toughness represents how
physically tough they are. A Pit Fighter with high
toughness will suffer less damage from a blow than a Pit
Fighter with low Toughness.

Initiative (T)}: Initative represents how quick a Pic
Fighter's reactions are. A Fit Fighter will high Initiative will
act before a Pit Fighter with a lower Initiative.

Wounds (W): A Pit Fighter's Wounds represent how much
damage they can take before they collapse. A Pit Fighter
with a lot of Wounds will keep on fighting when a lesser
fighter would have passed our.

In the core pame rules all Pit Fighters siart off with the
following characteristics:

Weapon Skill Strenpth loughness  Initiative . Wounds
30 30 a0 30 110

In addition, each player has 10 bonus points which they can
aded as they see fit to their starting characteristics. Tor
example, you might choose to add all 10 points to one
characteristics, or divide them cvenly adding 2 points 1o
cach characteristic, or use them in any other way vou see fit.

We have included a Pit Fighter roster with this article that
vou can photocopy, and you can also download a roster
from the Pit Fighter web page. If all else fails, you can
simply usc a picce of scrap paper for the roster.

2.4 5ct Up

The players know take it in men oo set up their Pit Fighters
in the arena. The oldest player has to set up his Pit Fighter
first, and then so on in order of age. Fach Pir Fighter must
be ser up so they are touching the outer edge of the arena
anel sov they are at least five hexagons away from any other
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Pir Fighter, In addition, each Pit Fighter must be set up so
they are clearly facing one edge of the hex they're set up
in, as shown in the diagram below.,

Facing is very important in Pil Figbter. Because af this
each playver must declare owd foud which divection their
Pit Fighter is facing when they set the model up, IF# is
ol clear which divection a model is focing (i isn't
aliways) then you wnst tell all of your ofiponents bow
Sfercing will be determined when the model is set wp, and
this will apply throughout the gane,

3.0 Sequence of Pfap -

You are now reacdy o stact fighting. Fach turn of a Pic

Fighter game has a strict sequence of play that must be’

followed carcfully, All players must complete each step in
the sequence belore the next step is started. The
sequence of play is as follows:

a) Pick Mo

by Carry Out Moves
) Resolve Anacks
d) End Phase

Haow to carry out each of these steps is explained next,

4.0 Pick Aoves

At the start of cach turn all of the plaver’s must pick a
move for their Pit Fighter and write it down on their
roster, A plaver may pick any move they like from their
scroll, except that Pit Fighters that either were involved in
an artack (as attacker or wargen) lase e, or made a slow
move last turm, may not pick a fast move this men. On the
first turn of the game all Pir Fighters are assumed to have
picked "Obsenve’ as their Tast move,

Players must secretly write down the move their Pit
Fighter will carry out on their roster, Onee all players have
written down their moves you may carry on o the next
step in the sequence of play.

5.0 Carry Gut Aoves

Players must carry oul the move for their Pit Fighter, The
moves are carried out in order of Lnitiative, starting with
the Pit Fighter with the lowest Initiative. In the case of a
tie the older plaver must carry out their move first. Before
carrying oul their move, the plaver must ask if anyone
wants o interrupt (see 3.2). As long as the player is not
interrupted they may then carry out their move. Onee all
Pit Fighters have made their moves you may proceed to
the next step in the sequence of plav

5.1 How To Move

Pit Fighters are moved one hex at a tdme, exacely as shown
omn their scroll. If the move takes them into an occupied
squarc then a push-off must be resolved (see 5.3).
Assuming this doesn’t happen then the Pit Fighter is
moved 1o the final hex shown on its seroll and then must
be mrned o face one of the hex-sides marked with a
facing arrow: The Pir Fighter's move is then complete, and
the Pit Fighter with the next highest Initiative may then
take its move, and S0 on.

5.2 Interrupis

Designer’s Note: The intent of the Inferrupd rule is that
someone bigher up the turn order can always choose o
mrcthe o move before someone that is lower down, Keep
this in mind and you won't go wrong!

Normally moves are carried out in order of Initiative,
starting with the Pit Fighter with the lowest Initiative
value, and using the plaver’s ages to resolve ties, TTowever,
plaver's whose Pit Fighters have a higher Initiative {or the
vounger playver in the case of a te) may choose to
interrupt this sequence and take their move before a
slowwer/older opponent takes their move,

Because of this, each playver must ask “Dows anpone want
to fnterraghi?” before they make cheir move, If you wish o
interrapt then simply say so at this point and carry out
vour own move before the opposing player carrics out
theirs. IF several players want o interrupt at the same time
then the lastestvoungest Pit Fighrer goes first and so on,




Very Important Exception: A Pit Fighter that is carrying
oul a mighty blow may not inlerrupl an opponent’s move,
but they can be interrupted themselves.

5.3 Push Offs

A push all takes place if a Pit Fighter is ordered to move
into an occupicd hex. Maove the Pit Fighter so he is hall' in
the contested hex and half in the last hex he occupied.
Then each plaver with a Pit Fighter involved in the push
off rolls a 120 and adds their Pit Fighter's Sceength to the
score. Whoover rolls highest wins the push off In the case
of a tie, roll again.

The winner of the push off ‘captures’ the contested hex,
and the loser is forced out. IF the loser was the moving Pic
Fighter, then they are forced back into the last hex they
occupied and their move ends,

If the: loser was the Pit Fighter that originally ocoupicd the
hex then they must move inte the hex that is directly away
from the hex thar the moving Pit Fighter entered from, as
shown in the diagram below. If this hex is occupied or is
a wall, then the losing Pit Fighter remains in the contested
hex and the winner goes back to the last hex they
occupicd  and ends their move, bur all of the loser’s
characteristics, apart from Wounds, are halved for the rest
of the turmn.

Once a push off has heen resolved the moving Pic
Fighter's move ends (ie. they lose any further moves they
may have). In addition they must keep the same facing
that they had at the start of the wrn. A Pit Fighter that
loses a push off before they take their move loses their
move for the turn. A Fit Fighter that wins a push off before
they take their move may carry out their move normally.
Note that Pit Fighters involved in a push off may still attack
larer in the turn, and can make mighty blow atacks if they
win the push off.

5.4 Tllegal Moves
Every now and then a plaver will make an illegal move,
usually because they try to move too fast (ie. they move up
two speed bands rather than only one). If this happens,
and it is spoted when the move is being made, then the
move is cancelled and replaced with an Ohbserve move
instead, IF an illegal move is spotted later on, after at least
one other Pit Fighter has moved or amacked, then the
illegal move is allowed w stand.



6.0 Resofve Attacks

Artacks are resolved after all moves have been made. In
the core game rules cach Pir Fighter may make one attack
per turn. Attacks are resolved in order ol Initiatve in
exactly the same manner as moves and may be interrapred
(see 5.0 and 5.2). Tully resolve each arrack, including
damage cffects, before moving onto the next one,

Important Note: Any Pit Fighter that takes an Obscrve
move may add 4+ 10 o their Initiative when determining
the order of attacks.

6.1 Choose Targel

In order to make an attack there must be a target in oan
adjacent hex (the additional rules section published in
Issue 3 of Fanatic will include weapons with a greater
range than one hex). Hexes that may be artacked will have
an Attack modificr shown in the Artack/Defence modifiers
scction of the attacking Pir Fighter's scroll (see 2.2).

s i LR

Target's located in hexes where the Anack/Delence
modificrs section of the attacking Pit Fighter's scroll has
the leters “NA may not be attacked. An attacker with a
choice of argets must pick one to attack

6.2 Pick Hit Location

Tor resolve an atlack both the attacker and the rarget must
secretly write down one of the hit locations shown on the
target’s scroll on their roster, Once both players have
picked a hit location then they are simultaneously
revealed. I the defender guessed the location the attacker
was poing for, then the attack automatically misses, 1f the
defender chose an area that is not even adjacent wo the
location chosen hy the awacker, then the attack
autcwnatically hits. For any other circumstance then an
attack roll off must be made to see if the attack hits or
misses (see 6.3),

For exampde, assime that an Orc Pit Fighter is fighting
anather Orc. If the attacker chose to altack the bead, then
the attack would awtomatically miss i the defender also
chose the bead, the attack would automatically bit if the
defender chose the groin or legs, and an attack roll off
would be rvegquired if the defender chose the body or
either arm.

6.3 Attack Roll Off

Assuming that the attack did not automatically hit or miss,
then there is a roll off o see what happens. Each player
must rodl a D20 and add their Pit Fighrer's Weapon Skill to
the score. In addition the attacker is allowed to add any of
the Attacker (A) modifiers from the Auack/Delence
Maodifiers section of their scroll, and the defender can add
any of the Defender (12) modifiers from their scroll. 1f the
attacker rolls higher he hits, if he rolls equal or lower he
MISSCS,




6.4 Critical Hits and Misses
If cither the attacker or the defender rolls a 1 or a 20 on
their Arcack rolls, then something special has happened.

A roll of T always fails, so if the defender rolls it he will be
hit, no matter what the attacker rolled, and if the aracker
rolled it he will miss, no macter what the defender rolled.
If both plavers eoll 1s then the attacker's roll akes
precedence and will apply, and the delender’s roll is
ignored (ie. the attack missses).

A roll of 200 is always a success, so if the defender rolls it
he will not he hit, no mareer what the attacker rolled. and
if the aracker rolled it he will hit, no martter whar the
defender rolled. I both plavers roll 20s, then the
attacker’s roll akes precedence and will apply, and the
delender’s roll is ignored (ic. the attack his).

6.5 Damage

If the atack hits, then compare the attacker's sirength o
the target’s Toughness to find what type of dice is rolled
for damage.

Difference hetween

Strength & Toughness Wound Dice
Strength ten or more points higher D2y
strength higher D12
Strength equal or up o wn poines lower Do
Strength more than ten points lower ¥

Armour: Subtract the value of any armour worn on the
location that has been hit, down to a minimum of 1 point
of damage. Note that any attack that hits will always inflict
at least 1 point af damage.

Mighty Blow Bonus: Any Pit Fighter that has raken a
move that gives a Mighty Blow bonus may roll an extra
10 and add the score o the roll of s other dice. The
value of any armour is subteacted from the woial score of
both dice. Remember that a Pit Fighter that loses a push
off also loses their Mighty Blow bonus.

Any damage inflicted is subtracted from the target's
Wounds, and may cause critical damage, as described
next, Once a Pit Fighter's Wounds are reduced 1o 0 Ceero)
then the Fit Fighter is taken out — remove them from play.
In a campaign, a Pit Fighter that has been taken out may
well survive o return to the arena, but for the purposes of
the core rules they count as having been killed. Campaign
rules will be included in the folles-up article appearing in
Issue 3 of Fanatic magazine,

6.6 Critical Damage

As well as reducing the arget’s Wounds, damage may also
cause special critical effects. To find out whart critical effect
is caused simply refer to the Critical Damage charts on the
next page and cross-reference the amount of damage

caused {alier any reductions for armour etc) with the
Incation thar was hit.

6.7 Adrenalin Rush Bonus

A Pit Fighter that inflicts one or more points of damage on
an opponent receives an Adrenalin Rush bonus. An
Adrenalin Rush bonus must be used before the end of the
following turn or it is lost. An Adrenalin Rush bonus may
be used o do one of the following things:

* The bonus may be used at any time to add + 10 points
to 4 characteristic. This bonus will last until the End
Phase of the turn and then wears off. Note that you can
take the honus at any time, so vou could, for example,
roll the dice and see the score before deciding il you
wanl (o take a bonus. Also note that you can use the
honus w add + 10 Wounds, which may result in a Pic
Fighter staying on their feet uniil the End Phase of the
mrn and then collapsing when the honus is lost,

* The honus may be used o move one extra hex just
hefore the Pit Fighter carvies out s move, The extra
hex of movement is always straight ahead. Take the
extra move and then carry out the Pit Fighter's chosen
action normally:

* The bonus may he used in the End Phase of the turn i
is received or in the End Phase of the following turn to
recover 3 points of lost damage. The recovered points
may be added back to Wounds or any other
characteristics that has been reduced, as the playver sees
fit. No characteristic may be increased bevond i
starting level,

7.0 En9 Phase

The End Phase is basically a tidy up phase used o see if
the combart is over and also o resolve the effeces of some
rules and mark the end of a murn. Once all necessary
actions have been carried out the turn is over and a new
turn can begin.
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7.1 Winning The Combat

A pit fight continues until hall or more {(rounding
fractions up) of the Pit Fighters that started the combat
have been taken out, For example, in a pit fight with five
Pit Fighters, the fight would end once three had been
taken out. The winner is the Pit Fighter thar is still
standing and that cavsed the most damage during the
combat. ITn the case of a tic the Pit Fighter that lirsi
inflicted any damage is declared the winner.

Note that you should keep track of the amount of damage
inflicted by your Pit Fighter so you can determing who the
WINnner is.

This is alf vou need to play the Pit Fighter game, bowever,
we 1wl be publishing expanded rules for the game in
Isswe 3 of the Fanatic medgazine
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thiat kabes an opponent molls an exiea 16 when working our damage against theom |

| Hacked In Half: The Pic Fighter is hacked into two balves and he isdead, dead 13EALY ||
l' T bim e play, - :
i |
|

Bead Critical .Eﬁamnﬁ}fﬁazt

Damage Critical Elfcet
] 1-2 None
346 Stunned
TH Snennec & Scar
210 BYdl : i
T Decapitaned |

Stunnicd: The Fit Fighier may oot amack for the remainder of chis nerm or nexe um.
Scar: Boll o 1010 ancd refer bolow '
¥ i 1.8 = Impressive fcial scar with a length i inches cquad o cbe dice fell This |
fas oo game ellect but is o)
i 9 = Ear hacked off {roll randomly o whach). -1 Indlsatne prrancnlly,
10 = Blimded in ome cye -1 A & 1 permanenthy

If anv eye or #ar thar has been lost is hit again then ignore tbe cosult, A Pir Fighter can |
Tt ot cars (-2 Initiative), ot a Pir Fighrer thar boses bith eves must retine

| Kewd: The fighter has boen taken out, Remove him bome play. IF plaviog 2 campaign

1 then thwe pit Agheer swill fully recover in time for the next pat fight unless the wound also
i_ reducsd them o wero or less Wounds, inowhich case they mast roll on rhe Recovery
o chart as normal,

|| Decapitated: The it Fighters bead has been Iopped off and he is dead, dead DEATY
{i Wewowe him fram play. The oppanens tha did the damage ouy grab e sevened head i
I! anel brandish it alofl by taking an Observe action next tarn. This makes the crowd go |
H wildd s alloows the: Pir Fighter o tuke an extra Adrenabin Rush counter, T a campaian
¢ the vuim councs a8 bring worth thres oppanenis rowards the five opponents reguired |
1 lears & skill,
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GANG LEADERSHIFP

KEERPING RESFPELCT IN YOUR GANG

By Andy Chambers

One thing that many Necromunda players have asked us is “what happens if my Gang Leader
is killed, or another member of the gang ends up with a higher Leadership value?”. This article
answers those questions, and introduces the idea of leadership challenges into your

Necromunda campaigns.

SLAIN LEADERS

Il the leader of a ganyg is slain, the gang fisheer with the next
highest Leadership characteristic takes over the gang, and
gains the Leadership skill along with any other special rules
and Equipment lists available to the old leader. This means
that fighters within 6" can use his Leadership characeeristic
for Leadership tests and the leader can try 1o escape from
pinning even while alone. If there is more than one gang
fighter eligible to assume command, the gang fighter with
the most Experience Points assumes leadership of the pang,

LEADERSHIP CHALLENGES

During s campaign it is possible for members of a pang to
end up with a higher Leadership characteristic than the
Gang Leader. Narrally this will cause friction within the
gang as the upeoming fighter will start winning more and
more support from the other gang fighters because he
always seems 10 have the best ideas and the smartest plans.

The gang risks being irrevocably split if it has to fight while
leadership is uncertain — the fghters will not know who o
follow and risk arguing amongst themselves at the worst
possible time. This will soon bring about a leadership
dispute as the old leader strives o keep the gang together
and confronts his potental usurper, or else the young blood
makes his play for leadership and challenges the old leader
for his position,

In the case aof a challenge, roll a D& 1o determine the
outcome of the dispute. (Sce table on opposite page.)




oE RESULT

1-2  Dunh contenders must fight it out in hand-to-hand

combat before the gang, They may only use knives
and mustawe no armeur, The first contender B0 go
down o out of action is the loscr. The winner
assumes leadership. A defeared contender has no
alternative bul o accepe the viclor as leader. The
contest must be actually. fought out as a hand-to-
hand combat, preferably with anather player rolling
dice for the old leader or his would-be usurper,

As ghove, except that the matter is resolved as a
shoot-out hetween the two rivals. Both contenders
are allowed o vse any and all weapons that they
POSSLSS,

The potential new leader is uterly loyal 1o the old
leader and remains his trusted henchman. He will
never challenge for the leadership again.

Notes

Van Saar gangs treat 4 roll of 1-2 as a roll of 3-4 instead.

Goliath gangs and Ratskin Renegades treat a roll of 3-4
as a roll of 1-2 insvead.

Redemptionists treat all resulis as 5-6.

D £ L R T D B D e

Dapen spel on the ground mere inches from
Vorgar's feel, a clear sign be wes challenging
Virger s leadership, ;

“You wend the crown, you're gorsd ‘ave o
teike it frome me” growied the Goliath leader.

e

Dogan weasted no time and produced a
beary mace which be swung bigh in an
attempt to fake off Vorgar's bead. The
veteran leader parried ar the last montend
with bis anciend sword. He'd seen off young
whelps before and there was nothing et
made Dogan any different. With a cry Vorgar
frlaced Bbis beary natled boot into Dogan's
stomach, who was still over-extended from
Iris last attack, :

S e o

It tweas only then Vorgar bad realised bis
mistale, Dorgan was different from the
others, be bad a brother . The dying Gang
Legder felt the blade buried deep inio bis
back. Dorgan's attack wes nothing but a
feint, a distraction so the real challenger
contld deliver the killing blow.

Yorgar's brother wonld become the new
leader.

o T e T e T R

DEFEATEDR USLURPERS

If the challenging gang fiphter is defeated by the old leader
he be dealt with as the leader sees li. The def
fighter will not challen r leadersl

another Leadership characteristic  incre

ders are inclined to sell challengers in IV or give
them swimming lessons in the Sludg a and other
unpleasantness, but this is far less common than you might

think (honest).

OUSTEDR LEADER

1f 2 gang fighter defeats the old Gang Leader, he will rep
him as leader of the pang and the old leader will be ousted,
The new leader gains the Le skill, while the old
leader loses it Roll a D61

ousted leader,

RESLILT

The ousted leader slinks away from the gang and
disappears forever,

The embittered old leader deserts the gang and
hecomes a Hizged Gun. The old leader’s hire fee is
oie - fifth {200 of his total cost plus Experience
Points.

The ousted Gang Leader accepts he has been bearen
by the beter man and becomes uiterly loyal to the
new leader Fe will never challenge the new leader
for leadership of the pang again;

Awthior
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HIT EM HARD, AND HIT EM {FTEN

A GUIDE TO BLOCKING IN BLOOD BOWL

By lan ‘Double Skulls’ Williams

Blocking is one of the fundamental elements of Blood Bowl, and, for many of the ‘bashing’ teams it is absolutely
crucial 1o having a successlul team. For many of the ‘flair’ tcams it can be just as important to understand how
your opponcnt may exploit your weaknesses. Get your blocks wrong and vou won’l win many games; get them
right and victory will be yours, This goide is intended to help coaches get the most out of their blocking.

The first thing you need w do is 1o understand the
strengths and  weaknesses of vour team and  your
opponent’s. Try (o block like Dwarfs when vou are playing
Halflings, and you’ll probably lose, bul going around
hlocking cverything in sight, can lead o disaster o, As
with everything in Blood Bowl, itcs all down to balance.

SKILLS

The most important skill for blocking is Block. Block has

3 effects:

® T massively reduces the chances of vou falling over
when blocking. A 2 dice Dlock without Block is 4 times
more likely to fail than one with Block. Players who do
the hitting need Block, otherwise they will burn team
re-rolls and cause urnovers,

® |t increases vour chances of putting opponents on
their backside, One extra pip on the dice doesn't
sound much, but when rolling 2 dice it improves the
chances of putting your opponent on the ground by
36%. That means more opponents off the picch and
e SPPs.

® Block stops vou heing put down by opponents that do
have Block; this is why so many receivers take Block.
Tt can also play havoe with an opponent's blitz,
because he can't guarantee either knocking you down
or pushing vou back.

There are other skills that are imporant for blocking.
Dodge and Tackle are important because they affect the
amount of knock downs, At a later stage of development
Pro can also help out,

The table on the right really shows how dangerous it can
be to make 2 dice blocks if you don't have Block, One
wrnover in nine doesn't sound like much, but what
happens if it's the 1st block of vour turn and you haven't
cven thought about the ball? Whar if vou don’t have any
re-rolls?

Chance of putting defender down with a 2 Dice Block

Attacker’s Delender’'s
Skills Skills
None | Block [Dodge [BlockDodge
None 0% 56% 3% 3%
Block 753% 6% S6%, 3%
Pro 68 GHE% 41% 41%
Block. Pro B4% GE% GH% 41%

Tackle fsnt included becanse it negates Dodge - 5o st
Tl i the apfropviare defender colimn without Dodoe,

Chance of falling over when blocking

\ dic 5 T 2 di ey
"1_“ ERCRED [}l::l:t':lssr's I'-H-.I':l:ij:r's 1 dice -ir‘r‘a?"::i'cr’s M?a:::u.:u"s
*"hi"ﬁ Chiosice Choice Chodice Chiodoe
Nonge T4A%  35.6%  333% 1L1% 3.7%
Block 42.1% 30.6% 167% 2.8% (5%
Pro 52.9% | 39.5% (|222% 4.9% 1.1%

BlockPro 26.4i% @ 18.5% |f)._."-'.§a 0.9% | 0.1%

STRENGTH

HMigh Strength is imporcang, but normally a skilled
Strength 3 player is better at blocking than an unskilled
Strength 4 player. An unskilled plaver making a 3 dice
block has less chance of putting an unskilled opponent
dowwn than a 2 dice block with Block. On wop of which the
plaver with Block has a considerably lower chance ol
causing a turnover, Also a 1 dice block with Block on a
plaver with Dodge has a better chance of knocking them
down than a 2 dice block without Block.

ARMOUR

The difference herween AVT and AVS doesn't sound like
much but it equates o a 50% higher chance of having your
armour broken, Similarly AVS has 00% more armour
hreaks than AV9. Tigh Armour really is vital if vou are
going to get hit. The combination of armour and skills
actually mean that an AVT player with Block or Dodge is
still more likely to get hurt than an AV player without
either.

ASSISTS

Make sure yvou understand who can give assists and who
can’t. Ending up making a 1 dice, or 2 dice opponent’s
choice block can be disastrous.



Diagram 1. In this example, neither B nor C can give an
assist against No.l or No.2, So unless you have higher
Strength vou can only make a 1 dice block,
Plaver A moves [orward, from A to a, to give an assist
against No. 1. Now B can block No.1 and then assist in C's
hlock on No.2, If C were a Guard he could have given B an
assist against cither No.1 or No.2, and then B could return
the favour, That would mean that A could be used

clsewhere.

MAXIMISE THE NUMBER
OF BLOCKS YOU MAKE
The easiest way to win the blocking war 4s o hit them
more than they hit you, Want 1o knock that War Dancer
into the back of bevond? TTic him as much as vou can. The
simple way 1o do this is to have as many players in contact
with vour opponent at the beginning of vour turn,
However, this isn't very uschul if they are all outnumbered
s0 make sure you have a reserve to commit,

Diagram 2. You can see below a simple example of how
o maximise your blocks, 1M N2 blocked No. 16 and got a
push back, then No.l can't block him as he has 10 go
hackwards. However if No.1 makes the inital block, and
only gets a push back, then he can follow and No.2 can
make another block. So vou've just doubled your chances

of getting him down.

Diagram 3. In the next cxample No.3 isn't next o any
opponent, so can't make a block, but if No.l pushes
Mo 16 sideways then Ne.3 can block him in addition o
N2 - this gives you 3 bites at the cherry, as well as
potentially allowing you to make a block with a player
who previously couldn't,

Diagram 4. Below, if B blocks No.1 then he can't follow
up #s he will no longer be able to assist as he will be
adjacent to No.3. So, by not following up, vou are still
ensuring that C can hlock, without having to bring an
extra player in to give an assisc.

Afweays wetch out for the bigger opponents...




A is prone, having been knocked over last urn. B now
blocks Mool As all 3 squares behind No.1 are occupicd
you can choose which one to push No.l into, Make the
secondary push back into A, A now stands up and D gets
to block No.1 with an assist. [T he only geis a push then C
gets another chance o hit No.l too. Secondary push
hacks can he very useful if you are in a crowd, both for
frecing vour own players and for putting opponents into
a vulnerable square.

Diagram 6. Usec vour blitzes to get extra assists. In this
cxample C can only get a 1 dice block on No.l. So B
moves up o No.3, who A then blitzes, but A finishes his
hlitz move next w No.l, allowing C o make a 2 dice
Iilock.

Diagram 7. Sometimes you can hlitz, and then ensure that
anather player will have a chance of blocking the
opponent if vou only managed a push back. In the
diagram on the next page B starts prone. He stands up, A
comes in for the blite and pushes No.l next o C, so that

C can now get a second block against No. L

F ._--__' & 5 . };‘% ‘¥ %'* : M_,.;‘i?? - .. : E : ; 5 f %
*Did you know... ke T _ e . (T

e worst tackle on record hapﬁ%ne’d*gn 2488 when 5lf‘gfafers from Khain's Killers tried to bring
-down Elfheim Eagle Star Thrower, Valen Swift, once and for all. As Khain’s men piledonthe = =
seemingly helpless captain, a stunned Elfheim crowd held its breath. Long moments passed as the
refs pulled apart the bodies, but when the dust cleared, the Elf was still standing. wafhprn‘tmtstd;
this day that rumours that it was only a pruie%x @n,m are untrue! ' o T
: e : why & L
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HIT THEM BEFORE THEY HIT YOU

What vou want to do is ensure that those players you want
to b blocking with are next o an opponent at the
beginning of }'nuf trn. MNow moving all yvour plavers o
man mark the opposing team is normally a good way
- ensure that vou get knocked into the back of bevond.
Sometimes it can be a breilliant idea against teams that are
aoutnumbered or hopeless at blocking,

Some teams (eg. Dwarfs) can risk putting a lot of their
plavers next to opponents at the end of their turm, High
Armour, Block on most players and probably some useful

skills, like Guard and Stand Firm, can cause opponents all -

sorts of problems in their own murn. Most teams arc not as
wough as Dwarfs, bur still need o make their blocks count.
Norse are the perfect example of this, TTaving every player
start with Block makes them very effective when blocking,
but AVT means getting hit hurts.

Some teams, notably tree-hugging Wood Elves, are so
frapile that they need o avoid any contact ar all. Very ofien
they will try o stand off, so that you can’t hit them. So,
how do vou drag your opponent into vour blocks and
avoid getting hit back?

FOLLOW UPS

First of all vou can follow up when vou knock opponents
down. Against average or low AG opponents this is quite
an cffective way of wving them down. Against high AG
plavers they may well just dodge away, but at least vou ane
forcing them o roll dice,

Diagram 8. In the example below A knocks over No.l.
Should he follow? I No.2 is also prone, ves, That way both
those plavers are ticd up and neither can make a Block
action. If No.2 is not prone then the gquestion becomes
more difficult as vou are giving vour opponent the
opportunity o block you hack. If A has higher Strength
then often it will be a good idea to follow up, as not only
will No.1 have to stand up but at least one other player
will have o be thrown in o get a 2 dice block against you.
Saying that, if No.2 has Block and vou don't it is more
debatable.

Diagram 8

ok N

i

e ]

Fren stronger players will not be able to ofen the way if you

I you have the same Strengeh then
vou ought o expect to have a 2
dice block against you. Normally
that means you either have some
other reason for tving those
plavers up, or are well protected
against getting hure (Block, Dodge
and/or high Armour). Also vou
need o consider what happens if A
does follow, and gets blocked, Will
your opponent follow up and give
B a chance of blocking him next
wrn? This can be a good way w
bring the battle to vou — sacrifice a
few linemen to get the opponent
where you want him.




Diagram 9. In this example, because you have No.T and
No.2 surrounded there is litde risk associated with
following up — and next turn you ought o be able to block
both of them, You could choose to follow up with A, safe
in the knowledge that No.l is now pinned by T oand
doesn’t have any casy dodges out, Normally this sort of
situation will only oceur il you've already managed to
remove a lew opponents from the pitch,

SUCKING THE OPPONENT IN
If you are up against some pansy Bl or other cowardly
opponent who doesn’t want to ger stuck in, then
sometimes vou have to lure them on to you, On allence
this normally means giving them a chance of blitzing the
ball carricr. Make no mistake that this is a risky play, some
lucky blocks, and a bad scatter, can result in you getting
turned over and having the ignominy of being scored
againse.

Diagram 10. In the next example the ball carrier is
vulnerable to being hit from the direction of the arrow: To
get a 1 dice block vour opponent will have to mark B and
C. If the ball carrer does get hit then he can only be
pushed into the empty squares o the right — so even il the
ball pops loose it's very likely to remain in a least one of
vour plaver's tackle zone — and probably inside the cage.
With your opponent’s hlitz used he may oy to swamp the
players around the ball with additional tackle 2ones 1o
make your next turn harder — so hopefully you've
managed to suck in a sizeable proportion of his tcam. 1
would not recommmend this sort of play if vou haven't got
any team re-rolls left.

Diagram 10"

The Ogre's ‘sucker in’ the Flves, as explain

%’;ﬁ “__...-. i : i 5

ed on diagram 10,



PUSHING OPPONENTS OUT OF BOUNDS
One extremely effective method of establishing numerical
superiority is o push opponents out of bounds. Not only
do you leave your opponent with one less player for this
drive, but vou've got a good chance of keeping the player
ofl on future drives oo, However, most coaches are aware
af this and will avoid placing plavers on the side lines, for
obvious reasons.

Diagram 11. To the left vou
. can see how an opponent @
sguare  away  from  the
sidelines can still be pushed
out of bounds, without
having to use a hlite,

Diagram 11, -

Diagram 12. Here you can
see how o blitz can be used
1o move an opponent out of
bounds by using your hlitz. A
blitzes MNo.1 5o that he is o
the right of B, who then
blocks in turn. QGhviously you

can combine these two examples to get opponents out of
bounds that are at first glance safe. You should also
consider how secondary push backs can be used 1o push

opponents out of bounds, or a least put them in a

pusition where they are vulnerable.

There are some skills that help enormously when pushing
players out of bounds. Obviously Frenzy is very usclul;
that 2nd block means far more players are yulnerable 1o
the blite. Remember that Freney [orces yvou o always
follow up (even if the opponent is knocked down) so you
have to be careful, or you'll find yoursell pushed out in
turn.

Stand Firm and Side Step effectively make players immune
tr being pushed out of bounds, Many coaches will 1y 1o
ensure that vulnerable players have these skills. It also
makes those skills extremely vseful on players with

Frenzy!

One tactic often adopred by ‘strength’ teams is to run
their cage down one side of the pitch - this often opens
up oppormunitics o push opposition players our of
bounds,

MAKE YOUR BLOCKS COUNT
“Hit the plaver you are most fkely to infure, with the
hBighest value to your opponent.”

Against most teams vou'll find their players have different
Armour, some will have Block, some Dodge, others
Stunty. Ensure you hit the targets that are most likely o
hurt your opponent, for example:

® lfvou have a choice between blocking a Zombie (AVE)
or a Skeleton (AVT), always hit the Skeleton. They are
of equal value, but the Skeleton is an casier target,

®  Berween an unskilled TTuman lineman and thrower,
always hit the thrower. His loss will hurt your
opponent more, and you are just as likely to flatten
him.

® T there is a Ghoul with Dodge and one with Block &
Dodge, always hit the one with just Dodge if vou have
Block, otherwise hit the higher value Block & Dodge
one,

By reducing the numbers of the more vulnerable players
vou will be more able to gang up on the tougher ones.




“Make your skills work for you.”

Il you have players with skills like Mighty Blow or Piling
On try to cosure they have the maximum chance of
putting their opponent down, otherwise they'll never get
a chance o break armour. Another tactic is 1o leave them
behind another one of vour plavers who is going to get hit
in your opponent’s next turn. Then, if vour opponent
follows up, they will be able to make the block, instead of
a player who doesn’t have the extra skill.

Beware of over comminting your “tackler”. If your tacklers
are outnumbered by opposing dodgers, be sure not o fall
into the trap of sending him off after one dodger who (get
him or not) leaves vour tackler out of positon to attack
the other tacklers.

“Maximise your blocking dice.”

Strength 5 playvers need 2 assists against 53 to make a 3
dice block. Not only does this increase the chances of you
putting the opponent down but it also culs the chances of
you going down voursell, Don't forget that 84 players only
necd 1 assist to get 3 dice against 52 players, or 3 assists
for 3 dice against 53 players; Guard can help a lor with
getting those assists! But don't go mad - overcommitting
plavers to one block may leave vour team out of position,
OF YOU may miss oul on opportunitics o get 2 dice blocks

elsewhere. Don't necessarily be tempted 10 1 dice block
with Block at the end of a turn, simply [or something to
do. Often you will end up in a worse position than you
would had vou never made the block. A late “skull” in 2
turn can turn a really ough-looking situation for your
opponent into a very simple play. Don't make your
opponent’s job easier.

CONCLUSION

Games of Blood Bowl are won and lost by the number of
touchdowns scored, not the number of casualties. If you
emphasise the blood in Blood Bowl oo much, you might
win on casualties but vou will lose the game, Never lose

sight of the fact that you must out-score your apponent, If
vou've got no re-rolls and it's the last en of the half,
there aren’t many occasions where vou should block
before scoring.

Understanding the strengths and weaknesses of vour team
is crucial to making effective blocks. Combine that with a
good use of push backs and follow ups and you can
pulverise your opponent, Effective blocking can open up
the route for vou to score more easily, and frustrate your
opponent when vou are defending. Don’t forget to thank
Nuftle for the skulls!
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"Dt Putrids player, Buurb'abal Plaguebools, leaves a trail of destruction in bis wake.
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NUTO THE prTs)
o Pit Fighting - the sport of heroe

The settlements {amund,h‘i’?rdh:im contain the
Breatest arepas o our time!
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Cmsclves so t one ay ey’ mayye wa
ree men do. B

The House-Fighter in the arena is known as
Grogagus, an Ogre of fearsome repute and
vileness. He is the victor of many 2 gudge-
match and has triumphed fore more thag thirty
cight matches,

A Iur:hcnming match between Clyde, the Pit
King of Sigmarhaven and Grogagus, the scourge
of Cutthroat’s Den has generated muych

excitement. Man}r bets have beeq taken and

ajthnugh the Pt King is a veteran of numerous
battles, Cmgagus is favourite to win.

The fight will commence on the second Festag,
Entrance s foyr COpper coins or twelve hens of
one calf. Balcony views are only three coins or
siX hens but the owners are not responsible
should it collapse,

Other entrainments i be supplied between

Crim tayles of

Al i.-.'l IJi:
EXperimentation,




- Town Crper J._.-—i

For Sayle

Rat Bane - svord of the late, great mercenary captain, Rienhofl Victorsen

Sy ENCHANTED BLADE, RUBY ENCRUSTED HILT, FOLDED METAL,
}3‘? H'”IT;‘_ :; i LEATHER SCABBARD, BALLANCED TANG
S LIZLLERT

degendary status. Ty be sold by auction, a reserve of 9N gold pieces in place
. : _ Bidding to begin at dusk on the third Angestag

g ;:r the Biack the vendaor accepts oo
i B responsibility for alleged -
: ‘{l'ﬂ-ﬁ Lute soul stealing curse Men R':c[“"td
Y
%,

; For physical exercise, Should
i T N not be shy of working hard.
Ty Seek Madam Mowille
at La Maison Derriere

% Annegncement
Lorel Futzen Ings looked into the accusations against Wer
‘Minister, Sir Mjtonious ar® bds found them wanting. He |
demands that thage who bave stated be went to war under i Wanted

Eingly shut their traps. [
'l;rfifaﬂ-:ua jm'.rb;}feu a b | DEAD RATS

b
S o Rats purchased for 1 ge per tail

p OBITUARIES Ask for Karl at ‘Cheap Eats’

James Pukka' Olivius - died from Cutthroat's Haven
:awallu}lng own fat tongue.

Lady fordan, suffocated o death
by her own twins.

Davide Brentone, Clerke of the
Offices, He jigged the Dance of

Dcat.h. $ Rtpcnt

Repent

used Tomes & fﬁ‘;::_“f:i e Need a new job? Fed up with
['ll: d 3t ¥ menial tasks? Then, why not
Bookes : become a Flagellant?

B 1o be beld at the Old Codgers § i SCRIBE'S HONOURABLE 7 we're looking for determined
2 Rooke Emporium. Sale items MENTION and focused applicants with

; include: 5 Mad Asdress Hallde noted vocal skills and a

: Mad Andress pstatt

& Forry days in the Saddle FIDMIE pedenae:

e By Major HBumsaw Ye Typesetters

- A S Unshaven and a history of
"‘"_E._“_";::’ ;“d L insanity a definate advaniage
RE o0 o 3 Intrestedd porties shoald etk 1o the

Tilean  Prapbet of Duom ontside the temple of
Sigenar

B Kittens Revenpe
By Claude Balls
':. Caught Short g -
By Wille Makeit Mlltant Sorttrﬂr

Found in ruins f
" By Al Serticn ; the Garland of Sorrows rom the Nﬂfth
4 . ' ; , Presents an evening of
: An item of mysterious origin, When ; ;
B classics of awr time, be prepared 8 placed upon head it will make the cnlranments
tra pers wdth posr fereies! 3 unforunate weep in unconvincing Snclindtey Black ks
i MANDET.
that produce miracle of

Perlect for award ceremonies last moving i
4 clures e
know ommer Haal Bernal 1 andible sounds!

E Puppy Love

Aske for ‘Strickers’ at the

Sunted Dwarf Tavern
Tomn C Iper - M




FANATIC CATALOGUE

All models in this magazine are available to buy (see the How to Order section over the page). Here we feature
some stuff you may of missed...

Tau Merchant Class Starship

1 : - Tau Explorer Class Starship
Y faﬁ‘ ﬁ? ?‘ e,
2 ‘q,"xk(‘ »
Tau Hero Class Starship

.i..z LH,"!'
"‘""wi'*"! g

it
£

Tau Defender Class Starship

Tau fleet - colonise the galaxy!
Tau Capital ships sold separately. Tau Defenders sold in blisters of 3 and Tau Orcas sold in blisters of 4.

Enforcers Team - perfect lor beating up those unpleasant gangers!
Enforcers boxed sct contains 1 Leader, 1 Heavy, 5 Gangers and a Cyvber-Mastif. Enforcer Champion blister contains 1
Leader and 1 Heavy, Enfocer booster pack contains 3 random Enforcers.

| . i i
Warmaster hilm‘tt{'s - m resist mhdun s invasion
Kislev Army deal contains 1 Character set, 2 units of Axemen, 2 units of Knights, 2 units of Bowmen, 3 units of Horse
Archers, | unit of Bears and a War Wagon. Units available separately
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HOW TO
ORDER

All the models you have seen in this magazine are available o buy. There
are numerous ways to purchase products from the Specialist Games Range.
If you live in the UK or US you can order anything from the in-store order
point at your local hobby centre. There are also the online stores where
availability of our product varies depending on the country, however, the
11s and UK online stores have every product and can be used if your local
online store does not yet stock your desired items.

Finally, you can also ring Games Workshop Direct, the telephone numbers
for your local Direct Sales team are detailed opposite so if you have any
questions on product availability please give the Hobby Specialists a call.

www.Games-Workshop.com

Ordering Online

Getting hold of anything from the Specialist Games Range couldn't he any
easier, As well as being able to order in the traditional ways you can also order

from our online webh store,

From here you will be able 1o
hrowse through any of the
products available at that time,

You can also place an advance
order for upcoming products,

Advancs Order - Eplc Armageddon Rulebook

ol Rslmans Darbes 177002004
Thiy 157 page Tul Colns rusecoR CORLENS
1 plarein the pams, painliag pobdes and more
| o i Lini
| Dotewonatm s el

www.Games-workshop.com
/storefront




¥4 United Kingdom
If vou have any questions about the

r/‘/ ﬂ Sr:ﬂ'i:ali.sl f.;'.'l.n';t:ﬂ T{;ngﬁ, .nr vou “"iﬁ.h 10

place an order call, 0115 9140000,

Alternatively, you can place an order using the instore
prder paints or online at www. games-workshop.com

Games Available

OCOROOUGD

United States

If you have any questions about the
e ¢ - %
ee————— 5 ecialist Games Range, or you wish o

place an order call, 1-800-394-GAME

Alternatively, you can place an order using the instore
order points or online at www.games-workshop_com.

Games Available

OCOROOUD

France
If vou have any questions abourt the
Specialist Games Range, or you wish to

place an order call, 04 42 90 38 38,

Alternatively, you can place an order using the instore
order points or online at www.games-workshop.com

Games Available

OO0V

et
If vou have any questions abouat the

Specialist Games Range, or you wish to
place an order call, 0211-5402 222

Alternatively you can place an order using the instore
order points or online at www.games-workshop.com

Games Available

OCOROOGD

Italy
Tf vou have any guestions about the
Specialist (rames Range, or you wish o

place an order call, 6-45-211-333.

Alternatively, you can place an order using the instore
order points or online at www.games-workshop.com

Games Available

OCOR®OOUD

Spain & Portugal

It you have any questions about the
Specialist Games Range, or vou wish (o
place an order call, 902 13 10 56,

Alternatively, vou can place an order using the instore
arder points or online at www, games-workshop.com

Games Available

OCOROOVGD

Canada

If you have any questions about the
Specialist Games Range, or vou wish to
place an order call, 1-888-GW-TROLL.

Alternatively, vou can place an order using the instore
order points or online at www.games-workshop.com

Games Available

OCOROOGD

Australia

If you have any questions about the
Specialist Games Range, or you wish to
place an order call, {02) 9829 6111,

Alternatively, you can place an order using the instore
order points or online at www.games-workshop.com

Games Availahle

SOV

I— B Belginm, Denmark,

1 Finland, Netherlands,
Norway and Sweden

Netherlands and Belgium 0441159168255
Sweden 004 1159 1RES07
Denmark 0041159188506

Finlamed and Noray are covered by the Danish or Swedish lines.

Games Available

OO0V

Rest of the World

If your country isn't listed above, or the product you
require isn't supported by vour local mail order service
then please use the service offercd by the UK, Call
(++3115 9140000 for details,

Alternatively yvou can place an order online at;

www.games-workshop.com




THE LAST WORD
A Tale of Epic
Proportions

Just before
Christmas 1
Spent some
time
talking o
lervis
abour his
latest set of Epic rules, Epic:
Armageddon. While I've only had a
limitesd: amesnt o o with this latest
development (pretty much limited 1o
saving “this or that name is rubbish”
and other helpful stofl like thaty I've
been fascinared by the new system and
I think it looks really, really cool. I'm
just going to burhle on lor a few
paragraphs about why (1 think there's a
bigger point o all this bae T ell vou
when and if we ger there)

Epic, or rather Adeptus Titanicus, was
what got me into Games Workshop
games. I played a littdle $0K beforehand
hut duking it out with Titans was what
pot me plaving weekly with my good
friend Ritch as we battled through a
campaign with our respective Titan
Legions. When I got a job working at
the Crames Workshop Studio it was on
the strengeh of an Adeprus Titanicus
article and preoy much my full-time
juby, at firse, was writing avmy lists and
articles for the game in Whire Dwarl
M Eazine.

In between writing articles Jervis
intrerduced me to a few different
variants of the Adepius Titanicus game
which he was developing. One, called
Heresy, emphasised large forces and
multiple Tigans, another whose name 1
clon’t recall {ir was a long time ago
alright) was more of a board game
using a square gricl. Jervis and Rick
went on o create the next incarnation
of the Epic scale series, Space Marine,
This put the emphasis on really big
batles, compared o Adeptus Titainicus,
with whole companies of infanuy and
tanks participaring,. It was still a pretty
detailed game though, with a lot
special weapons and detail for
individual vehicles. All in all it was very
satisfying. 1 was also brought in o

BFG,

write additional supplements [or
Chans [orces, Orcks, Squats, Tyranicds
aned @ host of additional unit yypes for
all races.

As such 1 contributed e the
development curve of the game. Or,
more simplistically, the acms race. It
works like this: as more units and
armics get designed for a game the
dynamics of what works well on the
hattlefield become better understood
hy designer and players alike, The
things which are known to be most
elfective are used en masse more and
more ineflective or overuunder-costed
ones appear less frequently in newer
lists thanks to increased feedback from
players. Eventually the original game
hecomes warped in irs development by
the additional marerial hanging from it
Inceractions of unit special rules
hecame increasingly difficult o cover
without pages of notes and cxceptions
{“whar happens if my Shokk anack gun
hits a Chaos Dacmonic Primarch?” and
such).

What really broughe it home to me was
reaching the point where players woere
ficlding armies that could defeat an
opponent in one or two turns, The
beaattleficld had become so lethal chat
ways had been found to seive the
initiative so thoroughly that an cnemy
could be pinned down and
slanghtered before they hid the chance
toy retaliate. There were also a mivriad
of plovs and counter-plovs. This was
lascinating and sometimes infuriating
for existing plavers hut could make the
game scriously obruse for beginners.,

In Titan Legions things reached 3 head
as the game teetered under the weight
ol additional rules for Emperor Titans,
Mvers and a veritable multimde of
different weapons and units. With the
original miniamires range and plastics
looking distinctly dated the decision
was made o totally revise the Space
Marine game, giving rise o the Epic
40,0000 syseeem. We had a great ume
designing Epic 40,000 — myself, Jervis
ancl Grav had a radical concept to get

“What really brought it home to me was reaching the point
where players were fielding armies that could defeat an

opponent in one or two turns.”
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THIS TMOITTH... ANDY CHATMBERS

BioG: Andy has worked in the
Games Workshop Design Studio
lor years. His past credits
include Army and Codex books
TO0 numerouns Lo mention, as
well as being the designer of

our teeth into, using the core of Jervis’
ald Heresy game 1o make a big scale,
fast plaving hattle game.

wWe're all very proud of the lean, tightly
coordinated rules we created from our
expericnces with Space Marine, We cut
dorwn on weapon and unic details and
threw the emphasis ono them as
components used in ereiting
personalised detachments, cach of
which would cquate to the siee of
forces used in 40K games. Epic 0,000
produced fine, sprawling battles and
permitted the casy integration of Tians
and (Tvers into an effective all-arms
force. The game was really enhanced
by gounl concepits for acmy Morale and
the Blast marker system, making games
a real nail-biter from start to finish.

Hivwever, reactions to the new system
were mixed, Many vereran plavers
missed the character of Titan Legions
and Space Marine. We had creared
something with all the clean lines and
ahstract qualities of modern arr,
beloved of games designers and
German board pame manufacturers,
bt a game for the abletop necds grit
and detail to really have soul. How
stromgly this was felr became obvious
with the development of Net Epic, a
crosshreed of the systems creared by a
by of plavers on the web. As Head
Fanartic, Jervis has now carried that big
old Epic torch further with Epic:
Armageddon and s futare
supplements, 1 really love the game
he's come up with hecausc it has raken
the best of those predecessors inw a
gritty, bur dynamic, new game.

A wise man once told me that all ideas
move through transition as they
develop. You begin with a thesis that
hecomes so prevalent that it eventually
creates its own antithesis, The
pendulum of ideas swings towards the
antithesis and a rejection of the old
thesis. In time the antithesis reveals its
own shortcomings and the original
thesis is reappraised... then you pet
synthesis. Personally U'm looking
forward o unlimbering Burzurik’s
Gargant Big Mob and Boreag's Blice
Brigade wo synthesisc some Impy
humics into skave runts.




Comne jn jSSUE 2...

“No world shall be beyond
my rule; no enemy shall be
beyond my wrath.”
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A new EPIC CAMPAIGN: -
THE STORM OUER GEHEnnH

SPFYRER MATRIARCH
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