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EDITORIAL

Wiw, lssue 2
already! The o
our bizarre
scheduling, in an
attempt (o @et a
simultancous

I'm writing this
editorial a good
three months
before 1ssue 1 even hits the shelves,
Sor, as yet, I'm unsure how Lssue 1 has
gone down, T'm hoping (and 'm
prety confident) that it's been a grea
success and thar even people on the

altoget ber now “Speccy!”

Internet will like it (doubtful, T know).

Reactions here at Head Office have
heen encouraging with almost an
endless stream of visitors wanting to
ook at the mock up. With more
editorial processes than ever before
I'm hoping the infamous ‘Fanatic
rvpo’ that often plagued our old
m;{ﬁ:—r.r.ines has heen put to rest,
although I'm sure people will let us
know if this is not the case.

Being the selfcriticising fool thar T am
if 1 was to levy a moan at my own
magaxine T would sav it was very
‘rules-dense’ making for a very heavy
read. Now, that's not necessarily a bad
thing as it means the contents are all
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Storm of Chaos 56

Death Stalks The Underhive G

My Dad’s Bigger Than Yours

Storm Over Gehenna 30
Look To The Skics (T3

worldwide release,

top quality, whether it's the Warmaster
Storm of Chaos support, the Pit
Fighter pame or the Inguisitor After
the Fye of Terror” article. However,
what it did highlight was a lack of
hobhy sivle articles, such as painting
and modelling, as well as articles that
are not necessarily ted o new
releases. 1 hope o increase on these
kind of articles in future issues but we
can only do it with vour help, The
small magazines may have gone but
we e still committed o featuring
hobbyists” articles. The only difference
is that we now pay much more
generously, and being published in
Fanatic also dramartically increases
vour chances ol joining our stable of
commissioned writers, which then
leads o international stardom and
riches beyond vour wildes! dreams
{(OK, I'm lving about the last bit), So il
you're intercsted in writing about
vour hobby, check out the
Submissions page Later in the issue,

If vou're reading this in the UK then
this will also be the last of the
himonthly magazines. We go onto
monthly release from Issue 3 inomost
countrics marking the end of our
transition period “from fanzine o
megaEing”,

OF particular note, in this issue the
fantastic cover is by the Kopinski

Masterclass 47

Vindicare Assassin 50

B2

38

brothers, which helps get across just
how scary Spyrers are! Of course, the
reason for the cover is the release of
the new Patriarch and Matriarch
Spyrers — these guys are hard? Jake
Thornton (Game Producer for
MNecromunda, Blood Bowl and
Mordheim) joined us early on in Issue
2% production cycle and one of his
first jobs was to produce the Battle
Report later on in this issue. I'm not
going to give the game away here but
o say it was bloody is an
understatement. Another boon this
issue is the new Vindicare Assassin
model by Alex Hedstriim; it's a
fantastic model and T explain how
best to use it later in the magazine.

The Storm of Chaos continues as
Archaon makes his way ever deeper
intor the heart of the Empire.
Warmaster is a big part of the Storm of
Chaos event as can be scen in the
muolel releases and support provided
by Matt Keefe and Tom Merrigan and
next issue this all comes o a climax as
we I'ighl.mll A Warmaster battle report.
Can the forees of the Ancinted One
succeed? Find out next issue.
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NEWS

WHAT'S GOMG on wirmd FANATIC AND THE SPECALIST GAMES BANGE?

For ordering information see the How lo Order section on page 94,
Please check wilh Threct Sales for prices,

L e b R S

0 Vindicare Assassin
One model per box
Desipned by Alex Hedstrim

0 Boligun booster pack
Ten components per blister

Designed by Sean Bullough & Michael Anderson

G Spyrer Matriarch
Omne model per blister
Designed by Will Hannalb

0 Spyrer Patriarch
One model per blister
Designed by Mark Bedford

Fanatic Bitz

Subscriptions!

Thase of yvou who found Issue 1 of
Fanatic magarine [all out vour Wb
203 will already be aware that UK
Direct Sales have started wo offer
subscriptions to Fanutic magazine

(12 issues for £36). See page 94 for
details of how wo contact Direct Sales
and we'll have more information on
subscriprions deals for all readers
NEeXL issue.

Heavenfall
The third Inguisitor: Conspiracies
supplement — Heavenfad! is almost

ready [or printing, Written by the
unflappahle Phil Kelly, this promises
1 be a unique campaign setting with
plenty of surpriscs.

An Eldar Maidenworld has been
colonised by the lmperium with
catastrophic conscquences!

ﬂ



Space Marine Landing Craft
One model per box
Designed by Martin Footitt

Space Marine Drop Pods
Two models per blister
Designed by Martin Footill

Mud Marienburg Captain
Omne mounted and one
standing model per blister
Designed by Adam Clarke

Mtd Reikland Captain
One mounted and one
standing model per blister
Designed by Adam Clarke

Exterminatus.net

Tnquisitor has a large presence on the
Internet and a good place (o start
investigating this support is from
Fxtermingius. net. Not only is the
wehsite a valuable resource which
includes g very active forum — it also
acts as a portal to the other big
Inquisitor websites out there,

Highly Recommended,

Groups. Yahoo.com

There are some extremely Luge
communitics of gamers on the net,
none more so than at Yahoo groups,
Why not stop by and tvpe one of the
Specialist Games into the search
engine. Some arc better groups and
have more developed communitics
than others — but all have a
noticeable presence.

Recommended,
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EVENTS

HEEPING YOU UP-TO-DATE WITH THE SPECIALIST GAMES
ToOURNAMENTS AN EVENTS SCENE

he Events pages are a chance for you o advertise and report on any tourneys or events that include any of the games
Tl'mm the Specialist Games Range. To advertise your event (it's free) or report on a recently attended event then please
send details o Fanatic@ games-workshop.co.uk, Note, that due to this magazine's worldwide release we actually
produce issues six months ahead of the release date, so please bear this in mind (for instance, to advertise an event in
December vou'd need to send us details no later than July),

The Chaos Cup

Country: L4

Dare: Gth November 2004

' Cost: 1BA

Location: GW Chicago Baltle
Bundeer, 1524-a Butterfield road,
Paneners grove, 1L 60513, Chicage
Inlformation: Contact Joe Krone al
JoeK i games-tworkshop.com

The Blood Bowl
" Country: LK

details yet to be
announced

#Spike! Magarine Trophy

Countrv: Carrerele

Dare: 18th-19th Seplember 2004
Cost: THA

Location: 2679 Bristol Circle,
Oalerdfle, Ontario, LoH 048
Information: NAF registered

More Inlormation:

witee, parnes-reorkshop, confronl, CA

The Dungeonbowl
Country: (rérmany

2005 Tournament
details yet to be
announced

To register your event GenCon Bowl 04

A USA  Warmaster Circuit then ¢+ | GenCon Bowl 2004 will be held in
PG -,_riﬁjt ermkfm i . | Indiana Convention Center in
Clrcul‘t il ”‘; Indianapolis, USA.

AsenT! h"i:“ GenCan runs from August 19-22, 2004

The Blood Bowl tourmnament will be on
August 20 and 21st. We play from 9 am
I about 6:30 pm on Friday the 20th
and 9 am 12:30 pm on Saturday. lisa 4
game event with prizes and trophies for
151 place, 2nd place, 3rd place, Best
Sportsman. Best Painted Taam, Least
Touchdowns Allowed, Most
Touchdowns, and Most Casualties
Caused. Swiss style pairings.

Cost for a 2 day GenCon pass and the
tournament is about S60 with
preregistration (S46 for GenCon / §14
for the tournament). For mareg
infarmation check out:

www. blood-bhowl, netfGencon




The 2003 NAF Legacy Team:
NAFsferatu

by Rob Fossey (Melifaxis)

“Ole, 1 wwers on TRE and read abowt the whole Legacy Team thing and thought it was
tremendously cood. F know there is a Iot of overlap between the TBB and NAF (and if I'm
stepping on any foes just let me know), bul is there enough interest in painting a NAF
Legacy feam?”

Last June, with this simple post, a project that would bring together twenty-one Blood
Bowl coaches from six nations was born, Andy Hall and Specialist Games graciously " -
donated some of Steve Buddle's wonderfully sculpred vampires and thralls hefore they Aﬂﬂmn}l Wertt's
were released o the public! Contribution

A consensus on a colour scheme was reached in short order in the NAF Painting Forum. We would paint them in NAF
colors (red, black, & white). We voted and decided to send the Vampire Lord 1o Anthony Watls in recognition ol his
proven painting skills. We then randomized who would receive one of the donated miniatures and who would need 1o
do a conversion of some kind.

Saom, excited coaches were posting that they had received the miniatures and had begun painting. We sel a deadline of
Nowember 30th to allow plenty of time for those coaches who were busy finishing painting teams for 3 busy tournament
SEASO.

As the miniatures started (o come in | was in awe. Torpor's markers were the first to arrive, and they were stunning, 1
redoubled my efforts on my own contribution, experimenting with green souff and new painting technigues that | had
yel 1 try. Evervone clearly pushed themselves as well, With cach new day [ would cagerly check the mail and watch the
sejuacd grow.

The end result was a tremendously crafted team with contributions from Canada, France, Germany, The Nethedands,

The United Kingdom, and The United States. More importantly, [ got to work with many of my fellow Blood Bowl
enthusiasts on a fun and creative project involving the hobby thar unites us all together.

It was a great deal of fun organising the team and T'd like o thank evervone that made the experience possible,
especially Andy for donating the miniatures.

Flans for the 2004 NAT Legacy Team are now underway, and all NAF members are welcome to participate.

List of 2003 NATF Legacy Team Participants:

Avrofool (USA), AnthonyTBBF {Canada), BlanchPres (U5A), Darkson (UK), Deathwing (UK), GalakSrarscraper (USA),
Grasshopper (USA), Indigo (UK), Joker-BBBIL (France), McDeth (UK), Melifaxis (T15A), SBG (Canada), Skammy (TISA),
Squiggoth (Netherlands), Thrudd (Canada), Tim {Germany), Torg (Canada), Torpor (UTK), Traveller (Germany), Xireme
{USA).

Join the NAF af wiew BloodBowl net

Aerafool’'s Deathwing's NAFsferatu
Contribution Contribution A truly international feam!




DEATH STALKS
THE LINDERHIVE

SPYRER GANGS IN NECROMLUNDA

By Jervis Johnson, based on original material by Andy Chambers

Even in the living nightmarc of the Underhive, the Spyrers are spoken of with a shudder, Parents scare small children
into obedience with a mention of their name and grown men fall silent at tales of their attacks. To Underhive dwellers
they arc demons of the darkness, blood-soaked fiends who prey upon the warring gangs without compunction or pity.

Ihese creatures are not devils or ghosts, as the
Underhivers know all too well. They are the sons and
daughters of the Noble Houses that rule Hive Primus and
the whole of Necromunda from the fastness of the Spire.
These siblings of noble blood are cast down into
purgatory to prove themselves tough and resourceful
enough to take their place amid the ruling familics. In a
hive containing so many billions of souls, only the most
dynamic and merciless individuals can expect o rule, or
indeed o survive.

Spvrers are sent below the wall in teams. Once in the
Underhive they can expect little help, no money and no
resources: they have only the equipment they bring with
them and their own native wits to help them survive, The
only assistance they can expect to receive is the occasional
appearance ol the Noble House Matriarch or Pawdarch

that has sponsored the team, either or both of whom will
occasionally venture into the Underhive to see at first
hand how their charges are doing, and maybe lend them
a hand against especially dangerous opponents.

Of course, a Spyrer’s hunting rig 5 no ordinary set of
armour, Spyrers use rimalised combinations of weapons
and armour that favour different combal styles. Each rig is
meticulously erafted off-world, a wondreous device of half-
forgoten technologies worth its own weight in credies,
The rig is sell-sustaining and sclfrepairing, with integral
weaponry and, most importantly of all, buili-in power
hoosters which activate as the wearer gradually masters
the suit’s lunctions. These power boosters make each
Spyrer evolve in a subtly different way, creating a diverse
and powerful proup of individuals in each hunt.




Spryrer feimily
Top from left to v

n Underhive wartiors or to survive in the st
s a certain period of time or some similar vow, Their
fighting suits record all that occurs in the depths and
s their kills, so no duplicity is possible; the Spyrers

must succeed in their guest or die trying. In the Undechive
are hated and feared, but in the Spire they will
m their return and the survivors of the team

ricerch.,

will take their place among the powerful ruling elite o
Mecromunda. 1o time they may become a Matriarch or
wl return 1o the Underhive
ain. Many hunting
teams find it impossible to wait that long, and will be

riarch in their own right

to feel the thell of the chase once

drawn back to the Underhive by an adrenalin-fuelled
desire for blood and death that life in the Spire simply
cannot fulfil,




The following special rules apply to Spyrer Tunting teams.

Vow

A Spyrer team must commit iself to achieving a specilic
aim during its time in the Underhive. The Spyrers’ vow
must be made when the team is starred and may be
chosen from the following:

A, To kill a wal of one gang fighter for each swarting
member of the team. Eg, if the team had six members they
would have to kill (as in result 11 0 160 on the Serious
Injury table) six enemy gang fighters before they returned
above the wall.

O

B. To earn a total of 200 Experience Foins for each starting
member of the team. Bg, if the team had five members they
would have to earn a combined toral of 1,000 Experience
Points before they returned above the wall,

Or

C. To survive a motal of two games for each starting
member of the team. Eg, il the eam had four members
they would have to survive eight games before they
returned above the wall.

Omce a Spyrer team returns above the wall it splits up and
the hunters start their new lives in the Noble Houses.
However, many aspirants develop such a taste for the
excitement and bloodletting of the hunt that they will
return o the Underhive, To represent this, you are
allowed to replace any members of the team that have
been killed or you wish to retire with new recruits. These
new recruits must have the same ol cost, including
Experience cost bonuses, as that of the members of the
team that they are replacing. The new Hunting team may
then return to the Underhive with a new set of vows (you
may not choose the same set of vows two tmes in a row).
A Hunting team may keep on returning to the Underhive
in this fashion as many times as the player controlling
them wishes wo.

For example, a Hunting team completes its vows and
returns above the wall, One member of the wam (a
Jakara) was killed, and one (an Cerus) has suflered serious
injuries that so affect his capabilities that he is retired.
Bath had received 5 extra Experience Points when
recruited to the team, adding + 235 credits o the cosi for
cach one (see the rules for Spyrer Experience below). The
cost of these two members of the team was therefore
1904+ 185425+ 25=425 credils, so they can be replaced

with new starring team members of that value. A new set
of vows is chosen for the eam, and they return to the
Undervive as if they were a starting Hunting team,

Starting Territory, Income & Starvation

Spyrers start with one piece of 1erritory generated on the
Territory table, This forms their base camp and they may
move their camp o another picce of territory iF they
capture it, but they cannot hold more than a single picce
of territory at a time. If the Spyrers lose their current base
camp generate another on the Territory table.

Spyrers never collect any income, never trade and can
never buv extra gang memhbers after their initial
recruitment. They are committed into the Underhive until
they complete their vowe Once they have completed a vow
they are allowed to recruit new members as described
above.

Spyrers gain synthesised sustenance from protein packs
wired into their suits, so they are immune o the effects of
SLATVALION.

Captuare

Gang lighiers caprured by Spyrers are liable to be mrned
into interesting suit ormaments as the Spyrers have no
interest in ransoms or exchanges. The only way 2 gang can
el back captured members is by playing a Rescue
scenario against the Spyrers. The Spyrers just love using
caprured prey as bait to get more. Spyrers captured by
gangers can expect only a slow and horrible death. Their
companions will make no attempt to rescue them and
they can expect no ransom from the Spire.

A Spyrer who is captured is automatically killed. Spyrer
weapons and equipment cannot be used by non-Spyrers,
and cannot be sold to Guilders for extra credits.

Power Boosts

The power boosts for Spyrer suits begin o kick in once
the hunter starts making kills and carning Experience
Points in combat. They work by increasing the energy feed
into weapon systems and making them more powerful,
improving cybernetic enhancements 1o make the wearer
stronger or faster, thickening armour cells o increase
their protection, and so on. Power boosts, like skills and
characteristic increases, can only be earned with
Experience Points, and are included on the Spyrer
Advance table (see below)

No hoost may be taken more than once. 11a hoost is rolled
a second time then pick a boost from the list that the
Spyrer does not already have. Once all boosts have been
taken, re-roll boost resules on the Advance table.




Leaders, Bottle Rolls and Pinning

A Spyrer team has no set leader: leadership devolves to
whoever has the highest kill score at the time, or the best
ideas, In game terms this means that any Bottle rolls are
aken using the best Leadership charcteristic in the team
{assuming that that member is present and not down or
ot at the time), In some scenarios, an Expericnce Point
bonus goes o the leader of the winning gang: in a Spyrer
tearn this will go to the Spyrer with the best Leadership
who fought in the game,

Spyrers are in constant communication with each other
and are highly sclfmotivared, This means that a Spyrer
who is pinned is always allowed w roll to oy and escape
from pinning a1 the start of their urn even if there are no
other Spyrers within 2" of them.

Very Important: Spyrer gangs are easily disheartened if
things starl 10 go against them. Because of this they must
start taking Bowle rolls once one member of the team is
down or out of action, rather than a guarter of the tcam
as would normally be the case.

MATRIARCHS & PATRIARCHS

Spyrer Matriarchs and Patriarchs are not purchased as part
of the team, Instead, the Hunting team may ask for their
assistance once each during the period of time they are in
the Underhive fulfilling their vows, Once they have each
given their assistance in a battle they may not be used
again until the Hunting team has fulfilled their vows, A
Hunting team that returns to the Underhive after fulilling
its vows can once again call on the assistance of the
Matriarch and Patriarch once each, and so0 on.

The Matriarch and Patriarch must be called upon at the
start of a scenario, between steps 2 and 3 of the pre-battle
sequence (see page 117 of the Necromunda: Underhive
rules), The fallwing restrictions apply to calling on their
aid:

* They may not be called upon if the Spyrers have a
higher Gang Rating than their opponcnts.

= I the opposing gang have a Gang Rating that is up to
1000 points higher than the Spyrers, then either the
Matriarch or Patriarch (not both)y will only help if the
Spyrer player rolls a 44 on 1D6. On a roll of 1-3 the
Matriarch or Patriarch will not give their help.

If the apposing gnﬂ.g have a Gang Rating that is more
than 1000 points higher than the Spyrers, then either
the Matriarch or Patriach will freely give their assistance
if called upon to do so. However, only one can be called
upon for their help.

If the Matriarch or Patriarch give their assistance then they
are treated as being part of the Hunting team for all rules
purposes [or the rest of this batle, The Mararch or

Patriarch counts as the Hunting team’s gang leader and
adds 1000 points to the Huming team’s Gang Rating for
this battle,

Matriarchs and Patriarchs may not gain Expericnce. If they
are taken out of action, they will either fully recover or be
replaced, so don’t roll on the Serious Injury table for them
il they are taken out of action,

These changes aside, all of the rules that apply to Spyrers
also apply 1o Marriarchs and Patriarchs,
@*;«fﬂ*
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SCEMNARIOS

Spyrers roll on the normal Scenario table, I the Spyrers
get 1o pick the scenario, they can only choose one of the
following: Gang Fight, Ambush, it and RBun, The Raid.
Alternatively, il hoth the Matriarch and Patriarch are still
available then the Spyrers can choose the *Old Tabits Thie
Hard™ Scenario described later.,

The Stalleer prrepeires 1o steong doton wpon bis next eictins,




Cost to recruil: 185 credits
The Orrus embodies the most brutal aspects of the Spyre
Hunters. Ttis distinctively oversized powered arms and

hulking shoulders betray the Orus’ fearsome combat
stvle: that of crushing and batering its opponents (o a
bloody pulp. Ranks of armoured pistons power the arms
and its blunt, claw-fingered hands, and cach fist is backed
by a rack of bolt launchers to blast apart opponents at 4
distance. Though the Orrus is the slowest of the Spyre
Hunters it is also the most indomitable. Not only are the
powered arms and shoulders heavily armoured but a
foree ficld protects the Spyrer as he lumbers foreard,

M W5 BS § T w 1 A Ld
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Weapons: The Orrus suit is armed with two bolt
launchers, mounted in each st

Armour: The Crrus suit gives the wearer the following
characteristic increases: Weapon Skill +1, Strensth +1,
Attacks +1. These increases have been included in the
Orrus Hunier profile above.

The Ocrus suit also gives an Armour saving throw of 4, 3
or 6 on a D6 and is protected by a lorce field which gives
it a saving throw of 6 on a 126 against any shooting hits.
The force field Armour saving throw is not subject o
saving throw modificrs so it will always save on g roll of 6,

FEguipment: An Orrus Spyrer is equipped with a
hin-booster, filter plugs and photo contacts.

Cost to recruit: 190 credits
Jukara weapons are the mono sword and mirror shield.

The Jakara is the lightest of all the Spyre Hunrers,
emphasising agility and speed over heavy armour. The suit
itself is armoured with flexible plates like snake scales
which are overlaid with the tubes and cables thar feed
power to the Spyrer’s limbs. The Jakara buckler is inset
with energy absorbing devices that look like faccred
jewels, each one of which can drain the force from a shot
or blow and hurl it back at the attacker.

M WS RS 5 T W I A Ld
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Weapons: The Jakara suit is armed with a monomolecular
sword and a mirror shield. The shield allows the user o
parry in hand-to-hand combat. If the mirror shicld saves
against a shooting attack that is encrgy-bascd (lascr,

plasma or melea) the Jakara can fire it back immediately.
Roll to hit using the Jakara's BS; if the blast hits, resolve it
with the original weapon's prolile,

Armour: The Jakara suit gives the wearer the following
characteristic increases: Movement + 1, Weapon Skill +1.
These increases have been included in the Jakara Hunter
profile above.

The Jakara suit also gives an armour saving throw of 5 or
6 ona D6, The mirror shield gives the Jakara an additional
saving throw of 4, 5 or & on a D6 against attacks
originating in the forward 907 arc of the user. The shield
saving throw is not subject to saving throw modificrs so it
will always save on a coll of 4, 5 or 6,

Equipment: A Jakara Spyrer is equipped with a
bio-booster, skall chip, fileer plugs and photo contaces.

Cost to recruit: 170 credits
The Yeld is the most bigarre of the Spyre Hunters: a
winged fiend with pinions of chameleonic metal and

claws of lascr cnergy. When not in use, the Yeld's wings
sweep back to form a pinioned cloak of steel and reveal
the heavy [orearm units bearing laser wobes that are s
primary weapons. Its wings are jagped with edges sharp as
razors s0 it can slice its victim as it swoops overhead.
When stealth is needed, the Yeld's wings curl around it
and mimic the hues surrounding its body, concealing the
Spyrer from view until it takes flight again.

M WS BS § T W 1 A Ld
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Weapons: The Yeld suit is equipped with laser gauntlets,

Armour: The Yeld suit gives the wearer the following
characteristic increases: Movement + 1, Ballistic Skill +1.
These increases have been included in the Yeld Hunter
profile above,

The Yeld suit also gives an Armour saving throw of 3 or 6
on a D6 1t also mounts the Yeld's wings, which are
detailed in the Spyrer Equipment section.

Equipment: A Yeld Spyrer is equipped with a hin-booster,
filter plugs and photo contacts,




'MALCADON

Cost to recruil: 105 credits
Malcadon are cunning and subtle in their hunting,

trapping their victims in webs of iron-hard silk before
tearing them apart with steely claws. Two bulbous
spinarets for creating the web threads are mounted on the
suit’s arms and connect o the Malcadon's bunched back
amidst a snake’s nest of tubes. The rest of the elongared
limhs and back of the Malcadon are covered with
downward pointing spines and overlapping plates of
armour. Its arms and legs are boosted by pistons and
hydraulics which permit it to climb swiftly and leap great
distances so that it can move guickly among the mass of
broken pipes and struts which form the dark canopy of
the Underhive,

M W5 HS & T W I A Ld
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Weapons: The Malcadon is equipped with a web spinner.

Armour: The Malcadon suit gives the wearer the
following characteristic increases: Movement +2, Weapon
Skill +1, Imitiative +1. These increases have been
included in the Malcadon Hunter profile above.

The Malcadon suit also gives an Armour saving throw of 3
or 6 on a D6,

Equipment: A Malcadon Spyrer is equipped with a
hio-hooster, filter plugs and photo contacts.

Cost to recruit: See special rules above
Spyrer Matriarchs are feared throughout the Underhive as
grim-faced reapers that slay from the shadows. The
Marriarch wears a special ‘chameleon cloalk’ that allows
her to blend in with her surroundings. She will stalk her
prev and then suddenly appedr, her chainscythe in one

hand, a deadly sharp monomolecular sword in the other.
Matriarchs are hugely experienced lighters, and able to
wield both weapons with deadly efficiency. Within
moments their prey will be dead and the Matriarch will
disappear back into the shadows.
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Weapons: The Martriarch is armed with a sharpencd
monomolecular sword and a chainscythe.

Armour: ‘The Matriarch suit gives the wearer the
following charmcteristic increases: Movement +1, Weapon
Skill +1, Initiative +1. These increases have heen
included in the Marriarch profile above.

The Matriarch suit also gives an Armour saving throw of 4,
5 or 6 on a D& and includes a chameleon cloak. The
chameleon cloak inflicts a -1 10 hit modifier on all
shooting arracks made on the Matrdarch, and a -1 combat
score modifier against any  opponent  fighting  the
Matriarch in hand-to-hand combart.

Equipment: A Matriarch is equipped with a bio-booster,
filter plugs and photo contacts.

Skills: The Matriach has the following skills: Jump Back
{agili), Combar Master (combat), Counter-Artack
{combar), Killer Reputation (ferocity), Infilration (stealth).

PATRIA

Cost to recruit: See special rules above
Spyrer Patriarchs are equipped with the finest combat
armour that credits can buy. The suit's heavily reinforced

armour is capable of shrugging off-all but the most powertul
atcacks, while its powerful servomotors allow the wearer 1o
move and fight without hindrance. The suit has highly
sophisticated in-built targeting systems that allow the wearer
iy cerect and attack multiple targers simultancously,
However, most deadly of all are cvhernetically controlled
combat arms fixed to the suit’s back that can lash out o
attack any opponent that is near by,
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Weapons: The Parriarch is armed with two boosted pulse
lasers, and two power claws. The Patriarch may use bath
pulse lasers when he shoots, and may engage different
targets with each one if desired. Both power claws may be
used in hand-to-hand combat.

Armour: The Patriarch suit gives the wearer the lollowing
characteristic increases: Weapon Skill +1, Strength + 1.
These increases have been included in the Patriarch
profile above,

The Patriarch suit also gives an Armour saving throw of 2,
3,4, 5or6ona D

Equipment: A Pariarch is equipped with a bio-booster,
bio-scanner, Alter plugs and photo contacts,

Skills: The Fatriarch has the following skills: lron Wil
(ferocity), Hurl Opponent (muscle), Marksman (shooting).
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SPFYRER STARTING EXPERIENCE

Type Starting Expericnce Points
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SFYRER WEAPONS

The following special rules apply to the weapons used by
Spyrers, Mot Spyrer weapons damaged by the Disarm
skill, or anvihing else [or that matier, will automatically
repair themselves at the end of the game,

ORRUS BOLT LAUNCHERS

The balt launchers on an Cerus suit are racks of small
rockers mounted on the back of its crusher fists, The
power boosts of an Orrus hunting rig can extend the
power and burn duration of the rocket’s Liny engines,
giving them a greater range. They can also increasc the
power of the warheads and improve the fire control so
that salvoes of bolts can be fired.

Special Rules

Crrus bolt launchers are linked to fire together so they
must be fired at the same target and only a single dice is
rolled to hit, However, if a hit is scored make two separate
rolls to wouned,

Range 1o Hit Save  Ammo
Short Long  Short Long  Str. Damage Mod.  Roll
-85 818 +1 (¥ 4 1 -1 2+

MaLCaAaQOMN WEB SPINNER

The spinarets of a Malcadon's web spinner spew oul silky
threads of gossamer that harden with the swength of steel
wires. A victim of the web is left hopelessly ensnared and at
the mercy of the Malcadon's ripping claws, The Malcadon
can also use its spinner o create threads cthat it uses o
climb vertical surfaces or lower iself down sheer drops.

Special Rules

If a Malcadon hits a model with its web spinner then the
opposing playver must roll a D6 while the Spyrer player
rolls two T and picks the higher. Both players then add
the Strength of their respective models to the score. If the
Malcadon's score is lower than the victim's, the model is
merely pinned by the anack and can attempt o escape
pinning as normal if a friendly model is nearby.

If the scores are equal or the Malcadon beats the target's
score, the model is entangled and effectively goes down,
All the normal rules for being down apply, so the model
can wriggle 27 in its Movement phase and roll for recovery
in cach Recovery phase, representing the model having a
chance of breaking free or sulfering serious injuries from
the steely threads. T a model breaks free it still has its full
complement of wounds, but it suffers the -1 to BS and WS
penalty for taking a flesh wound.

I the Malacadon is running, charging or simply not firing
in its turn then it can use its threads to help it move, This
means that it can move up or down walkwavs amd
platforms even if there is no ladder or lift available, The
distance moved up or down is counted against the
Malcadon’s voral movement for the turn and the Malcadon
must end its movement on @ fat surface, not dangling
berween two platforms.

Range Tor Hit Save Ammo
Short Long  Short Long S Damage Mod.,  Holl
0-4  4-10 +1 +1

special — see ahove 24



YELD LASER GAUNTLETS

The Yeld hunting rig is fied with heavy gauntlets
mounting multiple laser tubes. The gauntlets fire a storm
of laser bolis from the Yeld's fists, a deadly attack which
has the longest range of any of the Spyrer hunting suits.
The power boosts for the Yeld rig make its lasers even
more potent, feeding more power o them so they can fire
in a sustained mode and increasing their penetrating

[HOWEr
Range T Hit Save Ammo

Short Long  Short Long Ste. Damage Mod.  Holl

010 1020 +1 = 3 1 -1 2+

FATRIARCH BOOSTEDR PULSE LASERS
The Patriarch is armed with owo laser weapons based on
the same technology as the Yeld's laser gauntlets, Tn the
case of the Patriarch, the weapons are fitted w two of the
cvbernetically controlled arms of combat armour. Thanks
to the armour's sophisticated tarpeting systems, both
weapons can be used simultancously, and are capahble of
engaging separate targets if desired.

Range Tor Hit Save Ammio
Short Long  Short Long Ste. Damage Mod,  Holl
010 10-20 +1 - 4 1 -1 2+

Special: Sustained Fire 1 dice.

PATRIARCH POWER CLAWS

Two of the arms that belong o the Padarch’s combart
armour are fitted with power claws. These deadly
weapons can whip round o attack any coemy that moves
close o the Parriarch. They are surrounded by a
shimmering blue power field, and are perfectly capable of
punching through solid steel if need be.

Range Strength Damage  Save Mo,
Close Combat 5 1 -3

JAaMARA MONOMOLECUL AR SWORD

The monomolecular sword carried by the Jakara is a
marvel of molecular engineering. The blade is a living
crystalline structure which constantly renews its cdge as it
is blunted. The sword’s edge is only one molecule thick
and can slice through any but the densest of matter. As the
Jakara's power boosts kick in, the sword’s edge renews
itself more regularly and evenly to make it cven sharper
still,

Ranpe Strength  Damage  Save Mod.
Close Combat As user +1 1 -1

Special: User may parry.

MATRIARCH SHARPENEDR
MOMNOMOLECUL AR SWORD

This is basically the same as the Jakara's sword, but even
sharper. Treat it as a monomolecular sword with an
additional +1 Strength bonus,

MATRIARCH CHAINSCYTHE

A Spyrer Matriarch is armed with a chainscythe. When not
in use, the chainscythe can be lolded down into a small
baton carried on the Matriarch's hip or in her hand, At the
touch of a button it quickly expands out into a deadly
close combatl weapon that is capable of slicing 3 man in

oW,
Hange Strength Damage  Save Mod.
Close Combat 5 1 3

The following special rules apply to the equipment used
by Spyrers.

damkaRAa MREROR SHIELD

The Jakara mirror shield is a complex device that contains
an unusual force field generator, The generator sets up a
resonant energy vortex acrnss the shield which bleeds off
the power it absorbs into one of several containment
devices which stud the shield's surface, In tum this stored
energy can be channeled back 1o its source as a brilliant
bolt of heat and light.

Special Rules

The shicld allows the user wo parry in hand-to-hand combat.
If the mirror shield saves against a shooting arcack which is
enerey based (laser, plasma or melea), the Jakara can fire it
back immediately. Roll to hit using the Jakara's BS: il the
blast hits, resolve it with the origingl weapon’s profile.

The mirror shield gives the Jakara an additional saving
throw of 4, 5 or 6 on a DG against attacks originating in the
forward 907 are of the user. The shield's saving throw is
not subject to saving throw maodiliers, so it will always
save on a roll of 4 or more.

YELD WINGS

A Yeld's wings are made out of hundreds of individual
plates of metal connected together by micro fibre bundles
on an articulated frame. The fibre bundles are activated by
brainwaves read directly from the wearer's cortex through
a serics of conductive [laments. With a lidde training the
wearer can make the wings move and flap at will, enabling

him to glide exceptionally well or climb upward
somewhat more laboriously. Each of the metal plates is
wircd with crwstalline circuitry so that they can change
colour and meld into the wearer’s surroundings as pare of
the Yeld's delences.




Special Rules

The Yeld's wings allow its user to fly up to his normal
Movement chamcteristic in a turn, or double that il he
charges or runs (flaps). Since the Yeld's wings allow it oo
glide well rather than truly fly the Yeld must land at the
end of his move. Flying upwards counts as 27 for every 17

moved; fiving downwards counts as 2" for every 1'moved.

The chameleonic effect of its wings allows a Yeld to hide
even if it is not behind cover; the Yeld simply remains
stationary long enough for its outline to disappear
completely, In addition o this, the chameleonic effect of
the wings makes a Yeld difficult o track at long range. Any
shooting attack against a Yeld suffers an additional -1 wo hit
penalty if the weapon firing is at long range.

| BRYRER SCENA

SPAYRER SCEMARIO OMNE:

OLG HABITS QIE HARD

The following scenario may be plaved if the Spyrer player
wets the choice of scenario. Tt recreates a battle hetween a
Patriarch and Martriarch and an Underhive gang.

Spyrer Matriarchs and Patriarchs don’t just visic the

Underhive in order 1o ind out what has happened w a

The Chrrus and Jakara storm

Spyrer hunting team that they have sponsored, Sometimes
they will travel over the wall on a hunting trip of their
awn, just 1o ‘keep their hands in’, as it were. They will
stalk the Underhive, waiting untl they come across an
Underhive gang. Once they have found their prey, they
will attack without mercy,

Playing The Scenario

Follow the rules for plaving the Ambush scenario for this
soenario, except where modified below (see page 123 of
the Necromunda: Underhive rules). The Spyrer Matriarch
and a Pawdarch are the atackers, the opposing gang the
defenders,

Il the opposing gang has a gang ratng of up to 1500 then
either ihe Marriarch or Patriarch will take them on
(attacker’s choice). If the opposing pang has a rating of
over 1300 poings then both will ke part.

Special

The Spyrer Matriarch and  Patriarch may not  gain
Expericnce, and may not take over territory from the
opposing gang il they win,  Members of the opposing
gang scores double points for surviving and for cach
wounding hit inflicted on the Patriarch and Matriarch.

Taking part in this scenario does count as Clending
assistance’ with regard to the Matriarch and Patriarch.

a Van Saar settfement.



SPYRER SCEMARIO TWO: HOME GEFENLCE
I once knew a whole bunch of young braves, just Hke
vou they was: proud, bonourable, conrageous, Not too
s, One day, as ab recalls it, they all beard lelf of a
bad place in the Underbive, where wicked spirits had
coene 1o five. This place was a big old ruin and it was on
the autskirts of their territory. Somethin’ made that place
its bome, somethin’ veal evil Hike, and follks vut by the
border of the territory starfed windin' wp wissin’. 5o
these younghloods gets all bot-beaded, and tool up to go
ot there. An you know whal? Those bad ol” Hive spivits
just sweallowed them right up. Never seen those boys
eepeiin.

The following scenaric may be played if the Spyrer's
opponent gets choice of scenario. It represents an assault
on i feared and hated Spyrer den by an Underhive gang.

As any Hiver will tell you, Spyrers are something more
than human, They don’t eat like us, they don't sleep like
us, amd their world revolves around an arcane and
immensely powcrful battle suit whose origins are
shrouded in the mists of time. Let those who have
understanding of such things not forget that these devices
secem to learn by themselves, and increase  their
destructive potential with the passing of the days spent on
the hunt. And when the blood craving is heiefly satisficd?
Then is the time [or the very armour itsself to become
dormant and assimilate its expericnoes. During this time
the Spyrers enter a state of sleep of sorts, becoming limp
and immobile for about a day. Do not be fooled, though,
for they are far from vulnerable...

Contained within a Spyre Hunter's suit is a miraculous set
of devices which are fully capable of preventing serious
harm befalling the cocupant of the armour as it lies in its

unnatural slumber. Tt is known that when the Spyrer shuts
down to absorh its recent expericnocs, certain functions
of the suit remain active: life support obviously, but there
is also another system that is only ever seen when the
Spyrer is in this state. Millions of microscopic machines,
tiny enough to be able 10 manipulate the very molecules
of substances they come into contact with, flood from
vents in the armour to pour across the Noor of the
Underhive, The refuse and scrap in the general arca is
rapidly transmuted ino a nest of wircs and conduits
linking the recumbent Spyre Hunter to a number of small
silver globes. Each of these devices contain a single
defence systcm to be activated when an unweleome
visitor strays too close, These ange from powerful puns to
routine alarms triggering the awakening of a highly irate
Spyrer iwching to have a word with the unfortunate
individual responsible, The following set of rules details
their uses in a scenario depicting a raid on a Spyrer home
base as they sleep.

Terrain

The Spyrer plaver sets up the scenery and deplovs his
forces in hiding within a 6" radius of the cxact centre of
the board. He then places defence counters (see below).

The attacking player then chooses which side of the board
he wishes to approach from and deplovs along that table
edge. Since the terrain here represents the nerve centre of
the Spyrers’ tecritory, security is thorough and the
attackers may not use any means of inliltradon.

Attackers

Since this scenario requires a great deal ol stealth and
subterfuge on behalf of the atacker 1o acmally follow the
Spyrers all the way (o their hideout without being spotted,
only a small assault force can carry out the jub, Therelore,




the attackers are lmited to 116 gang members on this
mission. The attackers may not use any special detection
equipment to spot the Spyrers in their hiding places, since
the anti-surveillance devices of the Spyrers put anyvthing
the Tnderhive has on olfer 1o shame, Sleeping Spyrers can
only be spotted by models within a range equal to their
Initiativee in inches. Shooting but failing o injure a
sleeping Spyrer will automatically wake it up! The Spyrer
may he used normally from the next turn onwards, This is
the only way Spyrers can hecome active, aside from the
triggering of an alarm.

Defenders

By the point at which the artackers strike, the Spyrers have
entered  temporary shutdown o assimilate  new
information regarding their suits munning. They may do
absolutely nothing until specifically awakened by either
gerting shot at, as detailed above, or by an alarm delence
function as detailed in the following section.

Fach Spyre TTunter suil may run up to 103 defence
routines. The defence routines are chosen randomly by
the suit every time it is used in this way, and are rarely the
same twice, These defences are represented in the pame
by delence counters, which are placed within a 12" radius
of the Spyrer at the heginning of the scenario. The
counters are activated if an cnemy model moves within 6"
of them, They can be shot at, counting as small targers
-1 1o hit} and have a Toughness of 5 with 2 Wounds, A
defence counter that is hit but not destroved will be
activated automatically. The destruction of a counter will
awaken the Spyrer it is linked to, in the same way as an
alarm, if the Spyrer plaver can roll a5 or a 6 on a Do,

You can use pretty much anvthing you feel is appropriate
to represent defence counters — pennics, picoes of card,
hits of coloured  plastic, or whatever, The more
adventurous amongst vou might even consider modelling
vour o !

When you place the counters, you must keep truck of
which defence belongs to which Spyrer. Then, as they
become activated, roll for their effect on the defence
system table opposite,

Awethaar

Fawthe

Injfixrmclion

More Necra
Werlnsdie

Spyrer Defence System Table
2I4r  Result
2 Piggv-Back System:
Make two rolls on this table, ignoring further rolls
of a 2. If two sentry guns are rolled both will fice at
the same target each wm,

35  Scntry Gun;
A turret armed with a sentry gun pops up and fires
as il on overwatch., The sentry gun has the same
characteristics as a boligun and counts as having a
BS of 4. It may shoot as if on overwatch every arn
until it runs out of ammeo. 1t will shoot at the firse
targel o move within range and line of lire,

6 - Alarm:
The Spyrer awakens and may be used from the

next Turm omnwd TL[ﬁ.

7  Malformed Construct:
The globe contains nothing more than a puddle of
unresolved goo and wires, Mo effect!

B Alarm:

The Spyrer awakens and may be used from the
mext trn onwards,

911 Sentry Gun:
A marret armed with a sentry gun pops up and fires
as if on overwatch. ‘The sentry gun has the same
characteristics as a boligun and counts as having a
BS of 4. It may shoot as if on overwatch every rn
until it runs out of ammao. It will shoot at the firse
target to move within range and line of fire,

12 Improved Alarm:
The Spyrer awakens and mav be used from the
next turn onwards, In addition a second Spyrer of
your choice is awakened,

Ending The Game

The game continues until cither one side bottles out, or
has no remaining gang members who can fight, The
spyrers will not bottle whilst any of their number remain
asleep, and therefore do not have to make tests until they
have all been awakened.

Experience
+10 Winning gang leader
+5 Per wounding hit

+1D642D6# For each surviving gang member

#*Epecial: If the Spyrers lose this batle, they pain no
Expericnee and must generate a new territory due 1o the
capture of their base camp, However, winning the bactle
gains them an additional +106 each.



MY DAD'S BIGGER
THAN YOURS

A NECROMUNDA BEATTLE REPORT FEATURING MA AND FPA
SPYRER OMN A TRIP OVER THE WALL.

By Jake Thornton and Ulissc Razzini

Well you've read all about them, now watch Ma and Pa Spyrer in action! Hi, I'm Jake Thornton. You might remember
me from such exciting Games Workshop publications as White Dwarf magazine, Warhamimer Fantasy Battles, and the
High EIf army book. I've been away working on the Warhammer Online computer game, but now I'm back and, among

other things, looking after Necromunida,

I'm writing this during my first week in
the Fanatic enclave, thrown in al the
deep end so to speak. This means that
I'd not had a chance w sec the new
rules and scenario until just before the
battle, which was acually quite a good
plan as it’s much more like the situation

that everyone else will be in when they
come across them. Ulisse hadn't played against them
either and this was his first battle report, so this was going
o b something of a baptism of fire for him oo,

We decided that he'd use his Golath gang and U'd take the
Spyrers. There was some debate abour whether 1o use the

THE BATTLEFELD

We temporarily halfinched one of the nice Necromunda
tables from Warhammer World to fight over, adding all
manner of extra barrels, crates and boxes for additional
clutter, This gave us a nice mix of big buildings and small
cover to fight around.

Gioliaths in their fully developed form or whether we
should play with a starting gang. In the end we agreed that
it would he more interesting if it was an expericnced gang
with interesting skills and equipment. Thart said, with the
Spyrers supposcdly “worth™ 500 each and Ulisse's gang at
over 1,700 (Jater Ulisse double-checked and it turned our
to be over 2,0000 we all thought we'd probably have to re-
fight the game once the Spyrers had received a severe
drubbing. Well, we were hall right.

I'm going o act as narrator today, with my worthy
opponent Ulisse chipping in occasionally. We're aided and
abetted by the photography and note-taking skills of

" voung Gary, Introductions over, time [or some carnage.

SPAYRER MATRIARCH AND PATRIARDCH

You'll find the stats and rules for these two in the ‘Death
Stalks the Underhive’ article on page 6 along with the rules
for the scenario that is being played.




wWell, this is prety exciting. Not only
am | going to fight a Necromunda
hattle report aginst Jake with the
new Matriarch and Patriarch, but I'm
also allowed oo use my favourite old
Goliath gang, already hardened by
numerous campaign  games! TTow
good is thar?

Well, leaving the excitement aside for 4 moment, 'd
beter start o plan my moves. The Goliaths aren't
exactly a gang that prefers the “shoot em all” way of
fighting (as my gang's equipment and skills generally
testifvy, but, on the other hand, | can’t unleash them for
a blind “mano a mane”, gither, for a couple ol reasons.

Firstly, both the Matriarch and Patriarch are lethal
characters face-to-face who can easily put even my Leader
out of action in a couple of Combar phases. This means
that T can't afford 1o let Jake fight separate one-on-one
combarts, because it would be my gang’s slow end.

Secondly, Jake is not a kid in his gaming puberty, and
even if he pretends that he's not played 'munda for
ages, I'm sure that behind his smile be hides a mix of

countless tricks, nasty surprises and tactical finesse.

OK, OK, now I'm starting to sound nervous but, hey,
this is my first battle report! Anyway, 've got (o go. It's
time o polish the guns (do Goliaths do that?), e the
boots and give a flamer-hot welcome to Ma 'n’ Pa. As my
Gang's Leader says: “Let's bring 'em down to
Crippletown!™,

o Saul Ar *Khan (Gang Leader)
e Grin (Ganger)
o Spike (Ganger)
o Rusty (Ganger)
a Tat'z (Ganger)

@ Blaze (Heavv)
o Chain (Ganger)
9 H-Fury (Heavy)

o Slagger (Ganger)

0 Dodger ((ranger)

@I Sharklips (Ganger) @ Manimal (Ganger)




Half of the Goliaths deployed in the centre of the board,
while the Parriarch found a hiding place just round the

corner from a vantage point that overlooked their position.
With an infiltrating Matriarch, it was the rest of the
Goliaths’ i 1w deploy and they ended up bunched
around the centre with their buddies. After a bricf
examination 1 noticed that the Teavy with the (heavy)
bolter was out on a limb with only a single minder, With
this pair as my Arst arget, Tdeploved Ma nearby and waited
o see who would get the first turn,

As was most likely the Spyrers started the fray. Pa appeared
round the corner to open fire on the bunched Goliaths and
Ma charged out to attack H-Fury and Sharklips. Setting the
trend for the remainder of this short and bloody licde
scrap, Pa could only pin Spike. Ma, on the other hand,
butchered both of her opponents in a display of quite
stunning ferocity, causing nine wounds on them aliogether.
Needless to say they didn’t survive, To was ar this point that
wie both realised gquite how. much of a close combat
monster she really was. 1 mean, it's one thing seeing her
stats on paper, but guite another waiching her scythe
through a hardened gang like they were an outing from the
local primary school.

Slightly shaken, Ulisse’s response was o move cveryong
that could reach round the corner of the building to form
a sort of liring sguad aimed at Ma. With famers, shotguns
and more all pointed at her, it looked like Ma might he
getting a bit perforated, but actually it tuened out to be the
Goliaths' undoing.

i

s,

Manimal fust misses a foosting from Slare,

SET UP POSITICNS FOR THE FIRST BATTLE

Elsewhere, Tats and Saul tarn o face Fa and open fire on
him, wounding him despite his extremely heavy armour,
Bah! Pa isn't doing too well,

Blaze starts the [estivities in the centre by hosing Ma down
with burning fuel. Slagger, Dodger and Manimal fire oo,
but when the smoke clears she is only pinned. Not a scratch
on her, Manimal himsell narrowly escapes a roasting as he's
standing on the opposite side of Ma from Blaze who's
waving the flamer around a hit over enthusiastically,

After all that shooting, the only real effect is that the
Goliaths are nicely bunched up for Ma's next charge,




e Magricrch tedees on five Gangers..... and wins!

Ulisse's “firing squad” tactic now looks like a gamble that
hasn't paid off at all. Such is the clarity of hindsight.

My second murn, and Pa cardies on the doel whilst Ma
charges into the midst of the nicely grouped Goliaths,
contacting three of them, We guickly discover that Pa's
shooting is dramatic, but not very effective. Mavbe he's
slovw o warm up. Inall he manages to down Tacz and pin
Spike - OK, but nothing spectacular,

Ma, on the other hand, is carnage given form, Ulisse can
barely bring himself to watch as she slaughters all three of
them, tarning 05 into 1s with her parry and generally
causing utter mayhem, All three go down and are removed
at the end of the round. That's five kills for the Matriarch in
CWD TLrS.

At the start of the Goliaths' second turn ic looks prety grim.
The Matriarch was in among them and there seems o be
little or nothing that's going (o slow her down. The heavy
bolter and the Aamer are both pone. Ulisse rolls for his
Bottle test and the Goliaths decide they'd had enough.

IS THAT IT?

That was short and brutal. I don't think either of us
realised quite how extreme Ma was in mélée. Fa didn’t do
a great deal, but she ok out five of the cnemy in two
turns for no loss, and she looked fully set w carry on
through the rest. We quickly decided that this wasn’t really
an interesting enough bactle to do as a sole report and
that we'd fight it again. First, though, we did some

pondering. There was discussion about whether the stars
and rules needed changing, but we decided to stick with
what we had. After all, we'd only plaved one game and

things are always harder when you don't know what
they're capable of. Now we were both acutely aware of
how dangerous Ma was and the ease at which she could
rip through the Goliaths once she got into range. Ulisse's
challenge was going to be keeping her at arm’s length
whilst he shot her up. With a 12" charge, that was going o
prove tricky. The Patriarch remained a bit of an unknown
quantity, but 1 was confident that T could probably win the
battle with just Ma, so 1 wasn’t really worried. Pa was just
a bonus.

We had time to fight this a second time, but with deadlines
looming this had to work. Mo time for a third y. Fingers
crossed we started deploving again, Right from the setup
it went beter for the Goliaths, Their first group went in

the centre as before, though in a modified position. T then
placed the Patriarch covering one of the long roads,
allowing his shooting a second chance to shine, and
finding somewhere that his long range and multiple shots
could be brought to bear. Ulisse then rolled for the
second group and got a 6, meaning he could place them
wherever he liked. He put the Heavy and a Minder on top
of a building with no way up, overlooking Pa and most of
the hoard. The rest were placed in pairs where they
couldn’t all be taken out in one move, Sensibly, he kept
well away froun Pa's position. Finally T placed Ma, hiding
her among the chimneys and industrial junk near where
Pa had started the first game and within charge range of
the central clump of Goliaths,




FH-Fury opens five with bis first and fast S.EJI.

FIRST TURN = AMMOT WHAT AMMO™T

Ulisse's luck holds and he gets the first turn, enabling him
io move out of charge range of the Matriarch and deploy
across the road down which Pa was looking, Atop the
building, Sharklips and H-Fury go onto Overwalch,
hoping to pick off Ma if she tries to close on the rest of the
gang below:

When I'd finished mocking the muscle-bound Galiaths for
running away from a pirl | started my turn. Ma charges out
of hiding, through the mess of pipes and industrial
detritus and straight into the sights of the overwatching
Goliaths, As expected, the Heavy opens up, pinning her in
the open — she wouldn't reach the enemy this tarn. What
was a (welcome) surprise was H-Fury causing no damage
and running out of bolter ammo on his first shot! That
would make running about a lot safer.

Pa stands up from behind the barricade that had
concealed him and lets vip with a hail of laser blasts down
the street, scoring multiple wounds on both Chain and
Blaxe, knocking them down, That was another good sign
for me: the Aamer was out of the way, Altopether a beter
start tor the Goliaths, but with their heavy bolier out of
ammo and their flamer alecady down it was by no means

all goaod.

TURM 2 — FISH IN A BARREL

With no immediate targets, but the threat of Ma storming
around the corner at any moment, Ulisse choozes
Crverwatch for four of his men. It looks like another firing
squad in the making, though | have 1o admit that 'm not
at all worricd afrer the frst game. Ma can look after
herself

Pa had touble of his own, but mainly trouble deciding
who to shoot at. The Goliaths had generously placed
themselves where he could see most of them and he
proceeded to exploit this oppormunity, downing Spike and
pinning Grin and Tacz with a flesh wound apiece. After his
dismal showing in the first game he was beginning to
come into his own.

TURN =S — RUN FOREST, RUMN!

With the road choked with Fallen Gaoliaths, Ulisse was
already forced to make a Botlle test, which he passed, As
I'm sure is becoming clear by now, if this game was part of
a campaign Ulisse may well bave chosen 1o voluntarily
Bottle at this point. After all, the Goliaths had not lost
anyone permanently (vet), and although the lack of ammao
for the heavy bolter was annoying it would have no ellect
after this game, as long as H-Fury survived (assuming, of
course, we were playing a campaign game). The Matriarch
was going to get 1o combat sooner or later and it probably
wouldn't be prety when she did, As we weren’t playing a
campaign we decided to fight on as long as the dice would
let us, morbid curiosity replacing prudence. Just how
many of the Goliaths could this pair of death machines
take out? Could either of them be stopped? Read on and
fine our. ..

There is livtle movement among the Goliaths this tum as
those that remain standing take careful aim and shoot at

BET LUF POSITIONS FOR THE SECOND BATTLE




the advancing Spyvrers. Meither Ma or Pa is wounded, but
both are hit and pinned. Mot that chis ceally slows cither
of them down as they I automatically unpin at the start of
their own wrn. Ulisse is growing worried a the lack ol
cffect his shooting is having, and I'm having trouble
suppressing my giggles, These Spyrers are very, very hard
indeed,. As a final insult for the turn, one of the downed
Groliaths goes oul.

1 start my Turn 3 by declaring another charge with Ma, dhis
time at Grin and Skagger. Both have seen the writing on
the wall and fee rather than face her, leaving Ma in the
middle of the strect with nobody in reach. Manimal misses
Ma with his Overwatch shot and the Goliath position
Iooks ever weaker, Pa shoots at Manimal in return, adding
him o the piles of downed Gangers. The sureel echoes
with the groans of injured and dying Goliaths.

TURN A9 = LEADING BY EXAMPLE

Again the Goliaths pass their Bottle roll, too dumb o
know when they're beaten. Perhaps they'll gee lucky and
take out one of the terrible two, All they ceally need is a
lucky shot {or three) and they're in with a fighting chance,
After all, there are only two Spyrers. ..

Slageer is cowering in cover, but Grin is still in the open
and runs o join his comrade. Ulisse repositions the gang
slightly, mainly to get out of the way of one or other of the

deadly duo while he ties to restore order. Rusty, having:

adhvanced on Fa in the previous turn for a sneaky shot
{and then promptly run out of ammao), slinks back our of
sight. He's not going to get close enough to usce his knife
on Fa.

Saul leads the firing a1t Ma who is rather brazenly running
about in the open, but Ulisse’s mrned his plasma piswol
down to “simmer” cather than ‘roast” and although he his
he can't wound, Ulisse immediately regrets his choice of
setting, and after the battle will comment on this
repeartcdly. If only he'd fired on full power it might all
have turned out differently. ..

Twn of the remaining gangers open fire on Ma as well,
Dodger misses, but Sharklips wounds her with a
mitnstopper round from atop the building (at this point
there was some debate as 1o whether this gender-specific
ammo would have any elfect on a lady, but we let it stand).
Things are looking up for the Goliaths. AL least she can be
wionnded.

In the Recovery phase Tar’s stops pretending he's dead
iwe'd both forgotten he was only pinned last turn) and
stands up. Manimal, on the other hand, goes out. Pa starts
to worry that the injured gangers are dying faster than he
can get there 1o administer the coup de grace, e scunles
after the retreating Rusty, hoping to eventually close so he

can try out his power fists. Mind you, 'm not willing to
sacrifice all thar shootiness whilst there are still targets in
sight, so | hold him back o a walk

Mcanwhile, and I'm getting all out of sequence in my
excitement, the Matriarch declares a charge on Saul who
promptly decides o leg it 1 try (o pretend ic's not funny

Tragically he only manages to stagger 67, and that's just
not cnough to get away. Ma carches up with him just
before he makes it to cover, and though she rolls
appalling dice (hes was a 4 and there were 3 fumhbles),
she still cuts him to picces. Pa hasn’t been idle either as
he's taken down Tat'z with a burst of shots, The Goliaths
are rapidly running out of models,

TURM 5§ — THIMNKE OF A MNUMBER

By this stage it scemed inevitable thar Ulisse would pass
the Bottle test, dead leader or no. Having decided o stick
around he continues to plug away at the Martriarch,
shooting at her with Sharklips who once again wounds
her. Dodger can't see her vet, but goes onto Overwatch
just in case, You can't be too carcful.



he
total of six

used o wound Ma by rolling another three |
05 in a row) which puts Blaze, Tat'z and Spike out of the

game. The street is all tids irt from the
bloadstains and scorch marks from all the laser fire. Grin
manages to pass his Leadership test, though Slagger
remains unconvineed and stays cowering in the

With all the bodies now gone, it suddenly looks very

£em ['JI ¥.

Mot one to break with wadition, | start my turn by
declari a charge with the Matriarch, this time on

« {or foolish) enough 1o pass his Fear
test, but his shaky hands «
Owerwatch shot misses her o
the re

Mo mMore.

"t shoot straight and his

Whilst

limby, Pa dec

on high and targets Sharklips, hitting him once with each
laser. The Goliath stumbles and goes down — all the way
down from the top of the building. There's a bone-
crunching thud as he hits the ground, but even with
another 5 wounds, he refuses o go out. Pa reckons he

might have to handle this in person,

TURNS B TO 8 — THE FAMNAL CURTAIN

It's prety clear by now that Ma and Pa aren't going 1o be
stopped, but the dice want Ulisse to on, so he does.
Not that there's much left for him o carry on with, Ma

takes out Grin, Slagger and Rusty in close combat, Pa
downs T-Fury and Sharkl
Ulisse finally fails a Bottle roll, the only model left on the
table is H-Fury who is out of ammo and dow
the tall building (where nobody can get o him). Ma still

govs out of action. When
on top of

has a wound left, and Pa is unscathed. A very convincing

win for the Spyrers.




"LIFE'S A [SHULL FACEDR] STCH"
There are scveral possible explanations [or the poor
performance of my Goliaths:

1} Jake cheared.

2} The dice were loaded (the test results haven’t come
hack from the lab yet),

31 Somebody saw Jake dancing barefoot around the
gaming table with a skirt of chicken bones and
pysterious voodoo brandings on his chest

4) Gary's girlish Laugh distracted me.

OFK, OK, thar's not exactly what happened, but more or
less... Oh, damn! OK, Il (try o) be serious: The second
pame worked better than the first T used much more
caution and that allowed me o last ¥ wrns, inflice 2
wounds on the Matriarch and, almost, force Jake 1o make
his first Bottle roll. Mot exactly the game T was expecting
from my expericnced Goliaths though (gang rating 2,008
dgainse 1,0001).

It's e o sav D was fairly unlucky, rolling the worst dice
for recovery since T ostarted playing Necromunda, (see
Excuse 3 above), running out of ammo with the first shot
of my heavy holter and failing my Leader's L test against

the Matriarch when she charged him, forcing him o fighe

with W5 0. But was bad luck the only thing? No. Jake
didn't disappoint me and he played like the pro he's
knovwn to be.

The only tactics T can suggest 1o fight against those new
Spyre Hunters is shoot them a LOT {Overwatch is the
key), preferably after dragging them into open ground.
Then vou can charge ‘em, but only il vou've got really
powerful members in your gang (high W5 and a nice
power weapon, preferably fearless, with a good armour
and high 1... ). If you haven't, keep 'em far from you, carry
on shooting and the Blind Goddess of Fate will smile
upen vou... maybe, Anyvway, T still think that the Matriarch
and the Patriarch should be toned down in some way:
maybe they shouldn’t play together, or mavbe change
something about their skills or weapons. However,
playving against Jake has heen a honour and a pleasure,
and next time, Ma 'n’ Pa won’t be there to protect him. .

JAKE'S FiINAL THOUGHTS

What can T say? It's not my great tactical insight that
caused all that carnage, it’s prety much down o Ma and
Pa. They're obscenely bard characters and beating them
will be a real wphill struggle. This is especially true
because they benelit a great deal from the “new army”
factor, Whar | mean by this is that the latest army in any
game is often considered to be harder than it really is
because people haven't got the experience to know how
1o cope with it yet. After a few months people learn where
the weaknesses lic and there's a new bogeyman, This is
even more noticeable than normal with Ma and Pa
because they don't turn up ofien, giving litle oppormonioe
for practise against them.

Playing against Ulisse was a lot of fun, and he definitely
deserves a prive for being such a good sport in what can
only  be (euphemistcally) described as  Coyving
citcumstances’. [ look forward to fighting him again, but
perhaps with a slightly more even playing field next tme.
Ulisse mentions a couple of points about the rules, and
we have clarilied when they can be used so as to reserict
them. However, | don’t think that they necd their stats and
skills changing. The pair of them make for a very brittle
gang. If one of them goes down then they have o make
Bottle tests and they only have Ld #. Not all that awesome,
I think Ma and Pa are dealable with, Hard, granted, but
not impossibly so,

So how do vou stop them? My best advice is to keep your
distance, use Overwatch to pin Ma when she charges and
if you have to fight her, consider all piling on at once (very
risky, but vou are geting extra dice so vou might ger
lucky). TF vou don't pile on, keep dispersed so she can
only take out one model at a time. Only take on Pa in a
duel if you can seriously outshoot him. I not, he's not that
fast so vou can probably avoid him with a lor of vour gang,
Finally, remember that they're not indestructible, When it
looks had just remember that they bleed too, and like they
say in the movies: “if it bleeds, we can kill it”



INTO THE VOID...

Youmr LETTERS

Whether you're a radical, an admiral, a general, a coach, a ganger, a commander or a mercenary, it doesn’t
matter, when you enter The Void the only thing that counts are your opinons, Please let us know what's on
vour mind by sending your views o Fanaticgames-workshbop.co.uk (with The Void and then the game system
in the Subject line). You can also write to: The Void, Fanatic, Games Workshop, Willow Rd, Lenton,
Nottinghbam, NG7 2WS United Kingdon.

€ Uery Cold

Drear Sir,

This may seem like a small point and
a hit pedantic, but there is an error
with the illustration on page 62 of
the Epic: Armageddon rulehook. The
planet of Mannheim is listed as
having a temperature of -275 degrees
Celsius. The minimum temperature
possible is <273 degrees Celsius or )
Kelvin {absolute zero), this is because
according to the ideal gas law
(FV=nHT) all gases will occupy wero
space al this temperamre. The real
gas law (which 1 can’t remember off
the top of my head) modifics this,
but does prove that this theoretical
minimum possible temperature can
never be reached.

Your game is plaved and read by a loc
of school children and, as this is basic
GLUSE Physics, could cause cither
FOUSCIVES OF FOUD CUSTOMErS 1o
appear a little foolish, although most
of the children at my local wargames
club appear o be brighter than dhis,
Epic is set in the future of our
universe and as, to coin 3 phrase, “ya
can nae change the laws of Physics™,
it’s an obwvious error. Apart from that
1 am very impressed with the rules
and am looking forward 1o trying
them oul in a couple of weeks after |
EEL an army.

EKind regards,
Alex Gray

Anddy replies: Well, we were only
two poinls onl! As He planet is
Sictioma! there are fols of ways we
could argue this case, for instance,
we comld say thal in 38,000 years
time the Celcius scale bad been
reversed (as Anders Celsius did
consider at one pboint) or that the

increments of measurement bave
gradually been changed, Don'l forget
thert Frowledee in the forly first
srillenium is learned parvot fashion
with no real understanding of bow
things are worked oul,

Heowwever, baving said all that at the
end of the day we probably fust got
it eerong’

@ Necromunda Woes

Hello Fanarics,

I've been aware of Necromunda
Underhive for a while nowe and know
it"s been out in Europe for some
time. Why is it taking so long to ger
to the US?

Yours,
Tosh Kaymen

Andy refdies: Pve bad a word wilh
the puys af GWIS and it showld be
available by the time you read this,
Sor go get your cofy now!

€) Too Young to Play?

Grectings to cveryone,

1 am writing to respond toe Inguisitor
Gillespie's leter in Exterminatus
Issue 9.

I am a 14 year old regular Inguisitor
plaver, and find it immensely
enjoyahle to take part in, whether
being a plaver or a GM. This is why |
find it annoving that all Inguisitor
players my age and under are told we
“should not play” it 1 can understand
why many people think 10 year-olds
shouldn't really play, but stereatyping
all 14 year-olds 1o be focused otally
on winning and having super-
powered warbands is ridiculous.
Many 14 year-olds nowadays love a

good story; they enjoy the fact that

there is a reason for them o be
lighting so-and-so's warband, not just
killing them for the sake of it 1
myself enjoy reading about the
Warhammer 40,000 history very

much.

I am not trving to switch the blame
on o anyone, but voung players
aren’t the only people who make
incredibly powerful characters. On
the ‘cooperative’ website Inguisitor
Julianus has a frost blade (4010
damage and WS 977 That kind of
power could destrov a Space Marine
in one round of combat! Oh, and
maost of his warband is equipped with
power weapons as well....

I'm sorry if 1 sound angry, but T think
it's up to the player 1o decide il he
thinks it's fun o win every time, so
stop moaning about ir

Finally, a quick point about Space
Marines in Inquisitor. 1 think they are
in the rulebook for a reason, just like
any other character, They are part of
the game, and a heroic last stand hy a
MuUiant Against an Onooming Space
Marine canbe just as exciting a5 a
duel berween two powerlul

Inguisitors.

Thanks for listening,
Inquisitor Teran < Jamie Frasers>

Andy replies: Thanks for your greal
letter, famtie, Inguisitor is o game
that reguives a cerlain amount of
mictiverily bl T ihink this is move o
do with ‘attitude’ than the actial
age of player

Towever, this does bring up a good
fpraint that is relevant to whole of the
Shecialist Grames range. Do poi




think games should bave an age
fimit on them similar lo videos and
IWLSF I s an infresting fopic for
dlebeite so let's bear what You guys
think.

O Too late for Uarag

Dear Sirs,

In November 2003 | ordered too
Ogres for my Goblin Blood Bowl
team (1 only have this team, apart
from the Ore and TTuman teams that
came in the box), after | had bought
the game in October in which it was
mentioned that Goblin teams could
have two Big Guys, like Ogres, in
their team. In the Living Rulehook,
which was available for download at
e Blood Bow!, com, this was also
confirmed so T ordered the figures
from your website and painted them.,
Wwell, vou can surely imagine how
happy | was when vesterday a friend
senl me an errata for the official book
in which it was said that Ogre plavers
could now only play for Chaos,
Human or Norse teams! Less than 4
manths after T have bought them for
my Goblin team they serve for
nothing! Niente! Nadal

T could also ask you about the figure
1 ordered for the Star plaver Varag
Ghoul-Chewer at the same time, ie,
in November 2003, a Star plaver for
which you launched a new figure in
December or January, Yoes, 1 liked that
one very much, also.., Oh and yes,
another thing, in your Agure range
you have a Blood Bowl Ogre
throwing a Goblin, Since now Ogres
can't play for Goblin Blood Bowl
teams 1 suppose vou will remove this
fgure from your range...

I'm sorry but this a shameful
behaviour and the authors of this
“hrilliant™ errata should know that
the players of Blood Bowd aren't all
zillionaires that have money 1o spend
freely each time someone decides to
alter the rules on a whim. ..

I would appreciate very much an
ANSWEr to TI'I_'!. t‘-!T1Hi] .I'“;‘.L'Jlllﬁl."fl
although T think you won't give a

dammn about i, you owe the buyvers of
the Games Workshop range somc
respect. After all it is our money that
allows Games Workshop to thrive, or

am I wrong?

I know that the one on the receiving
end of this e-mail hasn't any blame in
my problem and so T ask him, or her,
o forgive me il T may sound rude
and impolite. Normally 1 am a very
polite person, an attitude like the
one vou've shown can easily alier a
person’s mood...

I thank you very much for your
attention,

Joao Paulo Caroco

Porougal

Jeike replies: Um very sorvy o bear
thet vou're upsel and understand
your problem. However, | don't think
it's nearly as bad as it might at first
seem.

We play the games too and quite
agree that changing the rules all the
time would be a pain — so we don’l
Blood Bowl bas a single annual
rutles review which is the only tivme
theat the rulebook is officially
cheanged. The commiliee that decides
what happens {s mostly made up of
gamers rather than GW staff. and the
comcerns of the BE commumnity dare
very much laken info consideration.
Naturally, theve are compromises to
he made, and when teams change
frecple are occasionally left with
models they can't use. We miinimise
this as far as possible, but sometines
it can’t be belped.

We penerally try fo remove an item
frome sale a few months before it is
replaced so that people aren't Ieft in
the position of buying it and then
seeing o new one come along fust
aflerwards. However, it seems that
we didn’t manage to do that this
time,

Of course, the old models (such as
Vizrag) are perfectly good and aren’t
“wrong” in any way. We shan'l be

sending beavily armed enforcers
round to check everyone's using the
fatest version; we just thought we
could do a better madel. It's up to
vou whbich you like best and which
Yot use in Your games. Few people
weoieled theow areay all their clothes,
Surniture and cars because there was
a later model, and the same
principle applies here.

My o Skaven team is made upr of
old wodels. The new ones are gred,
bt the ofd ones bave become (ke
wfel friends for me and it just
woidldn’t be the same if I veplaced
them with new ones. U the other
band, if { started a new team I'd
probably use rnew models rather
than old ones.

Chaeite aprt from this, if you and
your friends wand o play with bowse
rrles that differ from the Iatest
Living Rulebook, that's fine by us,
Maost of the gamers [ enow bave
house rides for one or other of the
pames they play. If you want to
continue to allow Ogres in your
Goblin teams then go for it The
afficial version of the rules is there to
allow peaple to play against new
afforents with a consistent rule sel
fsuch as at towrnanients and geming
clibs). Whet you and your friends
do {5 exttively up to you.

Alternarively, even i the offfcial
Goblin tedam can'l bave Ogres any
wrore, the Ogre leam can bave
Gobling. Maybe what vou need is
move Ogres, not less!

Editor's Note: Although aimed at
Bilood Bowd fale's boints are
refevant (o all the game systems — if
nete models come alfong then there is
rio obligation to replace yvour older
anes if vou do not want tol

Firetdl wext Hme..




o A Campaign Fm- Eplc by Dam:l Candlish
o Lqm(ed r«::rughl'gxr 500 light years from Armageddon, Gehenna has the dubious claim to fame of hr:mg

the first planet to fall to Waaagh! Gh.l,xghku;l A key stronghold and listening station on the borders

‘ of Ork/Imperial space, Gehenna was usually the first to respond to any major uprisings in Ork space,
. “nipping them in the bud” before they {ml;l develop into fully fledged Kroosades. It seems somewhat
- inevitable in hindsight then ﬂmt this wﬁ;ﬂﬂ be the one of tlu: ﬂnt t.n‘gets for hhazghklill on his path

to hrmag&.ﬂﬂnn.

- ¥egetaton am‘l nn large animal lili_}

G '_ljrjpr m;:_hc' Ork invasion, the. Gehenna  system Wils
iw:}ij:i@fcly somall, with a sparse civilian population and only
vwo planets orbiting its K-class orange star, Gehenna Prime
- was the only habitable world, with a general environment.
similar to Mars shortly .ifr:-rum*afmmmg (that is 10 rn- Vst
expinses of mineral rich deserts wut’h isolated patthi:- ;J[

l'l'u main uﬂﬂan o
. ﬁgm:;mmt"v.m i city home 1o r:mghty 4E},{]lf]ll Adeptus
Exploratus workers and scientisis involved in the study of .

- um{ll}fﬁ%ﬂ‘*ﬁf ﬁ:ﬁmﬁmnﬁf I‘fﬂﬂ["ﬂ*

aneient ruins on the planets southern continent. Imperial

ﬁmﬁw stationed on this plinet num]:u.n:d in excess of
lﬂl,ktmﬂ Tegulaﬂr Guardsmen,. w l.imgsualt}r hlgl‘l
Qﬁs stationed in
orhit run:l} W rﬁﬁﬁ q%.aigk@ (o any E}J:k MOVEMEnts.

* Although devoid of any maang»gapm.[ ships, 111t' Imperial - -
Navy had permancntly stationed 4 Targe number of fast W

attack destroyers in orbit, ﬂrumﬁd by 2 Ramilies class

fortress. AL any one time there was ‘Llwms atl least two of

the Storm Trooper companics out on ‘operitions with the -
fleet, and vsually three of the mmp.,uur-s WETE 01 ACTive
duty. Following the age-old tactic of “the hest defence is a
pood offence”, Gehenna survived so close to Ork space by
destroying any potential invasion force bt:lurt' it became
strong enough to b a real threat

This strategy served the Imperium well for centuries, and
Imperial commanders saw little reason to change it — after :
all, the Orks were nothing if not predictable. Subsequent
analysis of long range scan dam and Astropathic reports
have since revedled the unmistakable signs of deliberate
planning on the part of the Orks, and the only conclusion 5

~can be that Imperial forces had fallen into a2 routine that

the Orks used to their advantage. The Ork plin that was



the eventual downlall of Gehenna was surprisingly

= ckj;:mt in ils ;:.:[np!i::lt_f; but with all the cunning we have
come 1o expeet from Warlord Thraka, A few months
“heﬁ'lre the main atack was scheduled, E}ha.cgﬁku[}
ordered Ork uprisings in several Sysicms “cfme ta

Gehenna and, as usual, ‘the lmp-::nal hi‘lkt forces
responded, - With three-quarters of the elite Imptm 5

'- hm:et engaged in neotralising  these mlnix‘é‘ﬁaagghs
shazghkull launched what can only be desc ﬂh&d 35 i
surgical - strike. on Gehenna with the snle_ aim of

: s -Elimmﬂu'ng- its long range communications facilities.
. Since the planctary defences were ilored to stop large-

scale artacks from Ok Kroozers, the Kommandos had

Clittle trouble. in covertly reaching the surface and the

g gﬁmn{l‘lmcd defence platforms were overrun in a short
s & '@f*nmc. < With  the defence lasers amd missile
: *'Qﬂm&f"d the Ork fleet managed o casily

« were already druprpn':g oll hordes of tmupﬁ

7

The Ork mtm:k was twin pronged. While a large motorised

column attacked the main planetary defence stronghold

“oinithes nufrﬁfﬁi‘fk foot woops dropped directly into the
“ . centre 0[ the nhl} civilian city. Both attacks were designed
tu hit Ammpamﬁ In a display of consummate ineptinude,
th Imperial t_nmm.mr.'le:r rtﬁrmnsihle for defending the

city ordered his troops w dig-in before the numerically

superior, but less mobile, amackers, As a result, the Orks

were allowed to build up their forees until they attacked

cooat a single point, overrunning t_iefcﬁdcrﬁ betore moving
‘onta the next objective.  Simultancously, formations
Gunwagone, supported by fast bike units, encircled t

3 e
i it o
T
s e

mm-hemm defence network and, hefore the
l‘ﬁ.u"tﬂ:l.ﬁ puard Iuww what was going on, the Ork Lﬁndf:ns :

lmperi&] t'm'tmiis in, Ihf: m
three fronts. the brave Guardsmen h:ﬂ;] their ldrkrli& fmu ;

:.‘_:.xa long as they cnuid héfore they Mtﬂ: ‘inewtahf}'
destroyed. With the Lt‘rttl‘f"-'i of hnpcna] power: :,:n the
planet shattered, the ;.,rneraj rer.rc:at was sounded: ai‘gg:‘l Ihf:

SUIVIVOrS Lum-rrgt:d;m the star port,. [H.?I.Prj.it.‘d by the {Jrkﬁ,
Although the Ork's delay in- neutralising the Imperial -
stronghold had allowed the defenders a chanee to call for
aid, the rerurn of a few Storm "f'rm'[.;lt:r units was not
enough to allow the defenders a chance to escape. As the

- last ship bravely wied o lift off, crippling ground fire

destroyed its engines and the vessel came crashing down.
With its destruction, the chance of warning the defenders
of Armngcddun chieel 100,

“However beautifd the strategy, you xﬁﬁufa' m:r'dsdmmm
erk ar the resulls” i
Amncient Terran General
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REFIGHTING TIIE GEHENNA CAMPAIGN

This campaign pack will allow you 1o re-fight the various
battles involved in the lall of Gehenna. Where possible,
you should play the different scenarios in order as the
outcome of one battle can have a direct bearing on
another. The force dispositions for each mission reflect
the actual troops available to hoth commanders and are
not intended to be cqual - the Imperial forces were
surprised by a larger force after alll  Players should
remember that the point of playing scenarios like this is to
have fun and winning is only a secondary goal.

Although you do not have to play these missions using
Imperial and Ork wroops, part of the appeal of an
historical campaign such as this is to see how much betler
vou could have done “in their shoes”. By all means
replace the Imperial Guard with Space Marines and the
Orks with Eldar, but T'd advise giving the campaign a go
with what you find here ar least once!  In terms ol the
terrain and map layours, some missions are flexible about
the actual topography, whereas others have stipulations
about the location ol specilic features. For cxample, in
the city it is not essential o perfectly reproduce the
location of every building in every street, but the location
of the kev objectives should be maintained.

Regarding models, ir is entirely possible that miniatures
for the differcat units will not be available at the time of
release and in these cases Tleave it up to the discretion of
the plavers as to what ‘counts as’ what.

=l

B
—.

CAMPAIGN STRUCTURE

The Gehenna campaign consists of four linked major
engagements.  The outcome of each banle has a direct
link to subsequent missions, as well as contributing to the
overall “victory stams’ of the campaign as a whole,

Invasion: ‘Invasion’ details the initial landings by Ork
Kommandos and their efforts to destroy ground-based
defence lasers and missile silos. The level of success in
this mission will dictate the numbers and types of forces
available to the Ork player in the next missions, as well as
any possible reinforcements for the Tmperial commander.

Elysivan: The fighting in the streets of ‘Elysium® sees a
relatively mobile, armoured defence force pitted against a
scemingly endless horde of Ork Boye, Can the Imperial
commander use his elite tank units to disrupt the Ork
attack, or should a line be drawn in the narmow streets
with any Ork crossing it paying the price in hlood?

Last Stand: Colonel Rawke's ‘Last Stand’ focuses on the
desperate defence of the Imperial stronghold and the
Astropath contained within, The Imperial player is faced
with a frightening amount of Ork armour & fstattack
vehicles, Indeed, the odds are stacked so heavily against
the Tmperial plaver it is not anticipated that they survive —
all they can do is hold out long enough 1o buy more dme
for Imperial forces elsewhere!

Reckoning: As the campaign draws to its  linal
‘Reckoning’, will the Imperium have done enough
damage to the Ork anackers w allow messengers to
escape and warn Armageddon, or will we be condemned
to waitch Gehenna fall again beneath the boot of
Ghazghkull Thraka?




Invasion
“f greess it wes wothing sl it must bave been o sensor
glirch”
i Fnsign Murky, stationed
aboard Eamilies station Shield of Faith shortly
befure the invasion of Gebenna began.

Hows before the main Ork Aeet arvived, Blood Axc
Kommandos simultaneously attacked all of the defence
laser & plasma missile silos scattered across the surface of
Gehenna,  This scenario gives vou the chance 1o replay
this crucial series of events in the invasion, serting the
balance of power for the evenis 1o come. Although many
such .upumtiu.ms were conducted during the real
campaign, the outcome of this battle will be used as an
indicator for the general outcome planet-wide.

HISTORICAL ANALYSIS

Using data recovered from Chimera emergency broadcast
transmissions as well as pict-data from sabvaged orbiting
weather satellites, the Ork actics used in destroying the
defence installations appear to have been broally
ctfective.

The Orks appear o0 have made three simultanecous
insertions, with small but well-cquipped formations of
Kommandos assigned to cach installation in the area. The
Imperial response, consisting ol a mechanised infanery &
sentinel outriders, advanced from the west. Although no.
contact had been reported at this point, and the ground
commander was only following orders 1o investigare a
possible disturbance, the lack ol wctical awarcness shown
is unforgivable, Tad he survived the engagement, the
captain in charge would surely have faced sommary
execytion for his wilful negligence,  As the advance
elements of the response [orce entered the arca, they
spotted a force of Orks on the hills to the cast, heading
directly for the station Beta. Lo an attempt o reach the
Orks belore they inflicted any serious damage, the cnrire
Tmperial formation was ordered w flank speed w
intercept, pather than secure the other installations belore
requesting back up and using their numerical superioricy
to newtralise the attackers. This allowed the hidden Ork
formations ample time w destroy the Alpha & Gamma
batterics before they advanced & attacked the rear of the
Imperial forces. At this point, coming under fire from
three sides as well as a well-timed atack run from a flight
of Ork “Fighta-Bommerz®, the Imperial commander
broadeast his emergency signal although by the time
reinforcements arrived they found all Imperial lorces in
the area destroyed. A sizeable number of Orks were found
dead. although it is uncertain (and unlikely) that all of the
invaders were destroyed.

Map showing the meovement of forces that led o the
destrrction of the Impwerial Guard regiment

TOPOGRAPITICAL ANALYSIS

This scenario is set in the northern continent of Gehenna,
in an area known for s rolling hills and large forest
regions (by Gehennai standards anyway). Although any
terrain can be used, some general guidelines should be
kept in mind when creating the bardefield. A 47 x 4' wble
is the ideal size for an engagement of this size. IU is
important that each defence battery is ai least 30cm from
any other, and care should be taken to ensure that there
is ample cover so troops positioned on a hill cannot see
every battery — there should be numerous places for the
Orks 10 deploy out of sight of the Imperial forces.

IMPERIAL DEPLOYMENT

AND FORCE IMSPOSITION

The Imperial player has the following forces under his
comimand.

* Hed Plawoon, 2nd Gehenna Mechanised  Infantey
Company, led by Caprain Tyler,
& Infantry stands
I Commeand steed
4 Chireras
= Yellow Plaroon, 2nd Gehenna Mechanised  Infantry
Company
O Infantry stands
3 Chimeras
I Cornrlssar stand
* Znd Support Company, 1st Hellhound squadron
3 Hellbounds
+ Scout Parrol Omega-Tertius

4 Sentinels

* Scout Patrol Omega-Quintus
4 Sentinels

+  15th Flak Support Detachment
3 Mydras



The Imperial player deploys first, and all units must be
placed within a box 30cm x Glem. No unit may deploy
within 30cm of the northsouth board edges, Troops must
he deployed within their transports and may not leave
therm until an Ork unit has been spotted by any Tmperial
formation.

MISSION OBJECTIVES

Investigate the arca for signs of cnemy activity, I any
enemy units are detected, terminate with  extreme
prejudice.  The primary objective is to secure all three
defence batteries, with the destruction of hostiles a
secondary goal. No air support is immediately available
for this mission, and is no possibility of any ground
reinforcements,

Make a record of the units which survive this engagement
- any formation with a strength of 30% or greater will be
avaiilable in a subscguent mission.

ORK DEPLOYMENT AND FORCE DISPOSITION
The Ork player has the following forces under his
command;

* Grognute’ Leet Kommando Horde
18 Komimando stands
I Nob sternd

* Boghrell’s Flvhoye
O Ork Fighta-Bommerz

After the Imperial plaver has  deploved, split the
Kommando stands into undts of a1 least 4 stands and
number cach one. Place scraps of paper or dice on the
board in various locations anywhere on the board, bur out
of site of the Imperial player and at least 25cm from any
defence installation. Note you can use “decoy”™ pieces of
paper — make a list recording what number corresponds
tor what unit and the Fighta-Bommerz are not deploved
with the other units,

The Ok player has the first wurn and can move cach
hidden unie as if they werne a stand of Kommando infantry.
Huvwever, il the unit wishes o attack a defence installation
then the unit must be revealed and the models placed on
the table. If an lmperial unit moves into line of sight of a
picce of paper then that unit must also be revealed with at
least one stand placed in the open (ie. not in or behind
COVCT).

On any turn after the ficse, the Ock plaver may bring his air
units onto the board and use them as normal,

MISSION OBJECTIVES

The Ork plaver must destrov as many defence  laser
installarions as possible. A defence laser can be destroved
cither by shooting at it, or in an assault. When shooting,

Scenario Deployment Map

roll to hit as if it were an armoured vehicle (use the
weapons AT value), then make saves as normal. If the
battery fails its save then it loses a Structure Point, Once
all Srructure Points are lost then the installation is
destroyed. If a battery is engaged in an assault, then the
Orks will hit based on their Firefight/Close-Combat valucs.
A defence Taser hit in a firefight still has a chance 1o save,

* but any close combat hits do not get a saving throw and

result in the immediate loss of a Structure Point,

A defence laser has a saving throw of 4+ and 3 Structure
Points. When the last Structure Point is lost, roll a TG - on
a roll of a & all units within 10cm must make a saving
throw or be destroved as the laser's powerplant goes
critical. (Players can use the Defence Laser datasheet on
page 73 - Ld.)

Onee any Imperial unit has spotted an Ock unie, the Ork
plaver has four turns (o destroy as many defence lasers as
possible — after this the Imperial forces are assumed (o
have received sufficient air support to neutralise the
Eommandos,

BATTLE AFTERMATI

After the last turn has finished, record the number of
delence laser baueries destroved and any Tmperial forces
abowve 50% unit strength. The number of batrerics
remaining will directly influence the amount of Ork
reinforcements that will be available lor the following
TIHSSIONS.




ELYSIUM
“Aim fer dat big bulldin' over der. No da wvver wun! N
DAT WUN! Zopgit, just land it ‘ere”

Kaptatn Parviurr of the Ork Landa 'Funderbivd Too'

With the defence network disabled and the orbital
defences utterly overwhelmed, the Orks started landing in
huge numbers. Mercifully, the invaders seemed berelt of
any Gargants, although a small number of the smaller
Stompas’ were spotted. With another task force en route
to kill the Tmperial Astropath situated in the north, a

sizeable force was dispatched o the civilian city of

Elysium to take out the commercial Astropath stationed in
the Navigator Guild headguarters. In a display of supreme
skill, or perhaps remarkable luck, Ork pilots managed to
land almost directly in the cenwe of the city, carving a
wedpe that allowed other Landas to move in behind them.
With the defensive forces scattercd at strategic points
throughout the city to repel an anack from outside, the

Imperial formations were ordered to form a hasty ring of

defence around the Ork beach head. Rather than ke out
the transports in their more vulnerable state when
deploving troops, the captain in charge of the defences
opted to wait and dig-in. As a result, the Orks amassed in
huge numbers hefore overwhelming the  defensive
perimeter al one key point. Once the Orks were loose in

the city at large the Imperial roops stood no chance of

stopping them and the Guild buildings were soon
destroved.

HISTORICAL ANALYSIS

The drastic landing of Ork voops ook the defenders by
surprise and left many units out of position.  Although a
more decisive pround commander would have marshalled
his troops and taken the fight to the enemy, Captain Barik
had evidently grown laey Trom his comfortable city defence
assignment and did nothing to stop the Orks from
marshalling their strength, Although his tactic of forming
a defensive perimeter may have worked against an unruly
mob of human citizens, it was wocfully inadeguate when

trving to cantain the aggressive Ork army.

Wi, Baeh - whar ds it good for?

S _ GEuh ey
Map showing the indtial attenpt at contairmment of the Ok
landing (shown in red) and the frevitahle Ok breakibrongh
and suhsequent foss of the Guild HQ (shows in blue).

TOPOGRAPHICAL ANALYS1S

The Guild 110 should be positioned at least 120cm away
frown the centre of Emperor Square. The Orks deployed
in the centre of the city in Emperor Square, then
procecded on foot to the Navigator Guild.  Although the
exact layour of the city is somewhat irrclevant, it is
important that the Guild buildings and Emperor Square
Also, there should he a
reasonable number of buildings between the two to
prevent Ork artillery from simply destroying the H() from
afar. A mix of mined and intact buildings will be fing — the
main point to bear in mind is the bactlefield was close and

arc suitably represented.

confined with little room for manoeuvre.  Forge World
make a superb range of Imperial buildings, and simple
towers and houses can easily be made from foam-card or
stiff cardboard, This mission is best plaved on a & x 4
board, although a 4' x 4 board will suffice at a pinch -
expect plenty of assaults on a smaller board though!




IMPERIAL DEPLOYMENT AND FORCE
MSPOSITION

The Imperial plaver has the following forces under his
commind.

= Captain Barik's 41th Mechanised Infantry Company
I Supreme Commander stand
12 Infantry stands
7 Chirmerdas
2 Nentinels
* Caprain Hatton's Sth Infantry Company (Conscripts)
I Convmander stand
I8 Infantry stands
3 Commissar stands 4
* Caprain Jackson's 1st Armoured Company
I Conmaind Leman Russ
6 Lemnan Russ
3 Leman Russ Demolishers
3 Hydra Flak Tanks
3 Hellbounds
* Colonel Urix' Baneblade Detachment
I Banelblade
* Ard Gehennai Fire Support Detachment
4 Fire Support stands
& Fire Suppord stends
2 Sniper stands

The city is split into four gquadranis — NW, NE, SE & 5%
Each quadrant must contain at least 2 formations at the
start of the battle, to represent the fragmented nature of
the Imperial oops, In addition o this, no Imperial
formation may  sel-up within S0cm of the centre of
Emperor Square — see the diagram for allowed sctup
locations. A formation can consist of a minimum of 6
troop stands (inc, transports), 3 tanks, 1 Baneblade or 4
fire-support stands - you may split the companics up into
smaller groups if the above limits are observed. Snipers &
Sentinels do NOT count as lormations for the purposes of
this condition.  Imperial troops may start in their
rransports or inside buildings according to the controlling
plaver's wishes. Moo air support or reinforcements are
available for the Imperial commander.

The Imperial player has the first turn.

The alterncie colowr coded quadrants indicate Taperical
set-ufr 20nes

MISSION OBJECTIVES

The primary ohjective is 10 prevent the Orks from
entering/destroying the Navigator Guild HOQ in the north
west of the citg 'lo do this, the lmperial plaver must
attempt to stem the tide of Ock reinforcements arriving in
Emperor Square. Each tur, the Ork playver will receive
reinforcements in the form of Ork Landas arriving from
orbit. At least three Landas will arrive every tuen, with the
possibility of more depending on how many  delence
lasers were destroyed in the ‘Planetfall’ Il the
Iimperial player can destroy enough of the Ork Landas the
Ork leaders will realise their plan isn't working and
change tactics, buving the Navigator Astropath time to

Mission.

warn Armageddon and request aid.

This mission has, in effect, limitless turns, Since the Orks
receive more reinforcements every turn the Tmperial anmy
needs o capitalise on s inidal advaniage in numbers o
take outl the Landas — the longer they wait in doing this,
the more Orks will land wnril eventoally the Imperdal
forces have no possibility of stopping them,  Every Ork
Landa destroved will reduce the number of subsequent
Landas appearing by one, t a minimum of one per turn.
When the total number of Landas destroved reaches the
limit specified, the Imperial plaver will have driven off the
attackers. Uniil then, they keep on coming! ;
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Consult the following chart 1o determine how many
Landas must be destroved to win:

Kills to win
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ORK DEPLOYMENT AND FORCE DISPOSITION
The force under the Ork players command is variable, and
is derived from the following formations.

* Formation 1 — Boye Warhorde
2 Nohz stands
G4126 Bovz stands
2 Grot stands
* Formation 2 — Mekbowve Warhorde
2 Siompas
oF
D3 Killa Kans -
D6 Dreadnoughis
* TFormation 3 - Siormbovz Warhorde
14136 Stormboyz stands
14+ D3 Kommandos stands
* Formation 4 — Speedboyz Warhorde
14133 Deth Kopras
2 Buggics
o
2 Deth Koplas
1+123 Buggies

The Ork player may choose two lormations from the
choices above at the heginning of the batele - these troops
represent the first wave of roops landing in the city. They
may be positioned anywhere within 25cm ol the centre of
Emperor Square, and infaniry may be deployed within
buildings il the Ork player wishes., Every turn, the Ok
player receives two Landas worth of reinforcements
deploved in their starting zone, with an additional Landa
for every defence laser installation destroved in the
‘Planctfall' mission.  For example, if the Orck player
destroyved two defence laser batteries they would receive
four Landas worth of troops every turn. At the beginning
of every turn, the Ork player should roll a 136 for every
Landa they are eligible to receive then consult the
following chart:

0 ml.l Formaticon

Crash!

If a “Crash!” result is rolled, defensive anti-aircralt fire
elsewhere in the city has damaged one of the incoming

gt

Landas and it crashes into the ground with a rerrific
explosion, The Tmperal player may take the barcage
template and position it anywhere on the battlefield, then
rall wy scarver the template 2DMcm. Anyvthing caught under
the template, even partially, will be destroved unless they
can make @ saving throw. Buildings caught under the blast
will be destroved on D6 roll of a 6, and any troops within
will be automatically killed. Remember o place the
Landas for that turn in the deployment zone as well as the
reinforcements — the ITmperial plaver is trying to destroy
them!

MISSION OBJECTIVES

The Orks’ primary objective is to destroy or capture the
Navigaror Guild HE) in the north west quadrant of the ciy.
They can do this in one of two ways. Any Ork inlantry unit
may enter the building by making an Assault move against
it and reaching it in base-to-base contact (NOT firefight
range!). Alternatively, an AP weapon may allempl o
damage the structure of the building o the point of its
collapse, IF a unit with AP capability opts to shoot at the
building, make a to hit roll with a +1 modifier (it is a
large, inanimate building after all). If hit, make a saving
roll of 34+ and any failed saves result in the loss of a
Structure Point. Alter the building loses 10 Structure
Points it collapses, killing all cccupants and the Orks win,

There is no time limit on this mission - the Orks will
receive reinforcements for as long as it takes them oo
destroy  the HQ building or the Imperial forees to
eliminate enough Landas.

Battle Aftermath

Although there is no limit on the tuens, make @ note of the
trn that the Drk-'lmpcriul plaver wins this battle and the
remaining forces they have — only count units with 50% or
greater unit strength. These hardy survivors may be able
1o lend a hand in the final climactic battle at the star port!
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A Mordheim Primer by Mark Havener

So you're looking to get into a new game. Walk into the local store, and you're assaulted
with the selection. All the pretty boxes, all the lovely titles, which one to buy? You ask
the guy behind the counter, and he suggests that Mordheim is a good choice if you want
to try something new. So you take his advice and buy yourself a new game, but now that

you've got it, how exactly do you start using it?

T fe rufes, the rufes, alwaps rea® the rules!

This may seem obvious, but the book that comes with the
game really needs to be read. Many players try 1o get by with
having someone show them how 1o play, promising the’ll
read the rules later. There's nathing wrong with doing this,
though you may miss the finer points, and some things
inevitably get lost in translation: feven those sales guys don’t
remember all the rules all the time!). T-'rn.'lunaL{.“l}. the rules

for Mordheim were written with the understanding  that
most people want 10 be playing games not reading rules,
and so they're as entertaining as possible. They're also
broken down inoe 5 sections - the introductory (story) bit,
Kules, Warbands, Campaigns, and Optional Rules. The
sections vou really need 1o read are Rules and Warbands,
though the introductory scction is highly recommended
before vou start as well, as it gives much of the backstory

Thcm M{?ﬁcﬁml mw W} 1.ari:u:lnr:5 Mr}ﬁnﬂi « lis _imt l;hr_'}r re all has:c:ll.t}rmc sané thlng - hulmm ﬁgﬁm Ffmh
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Aperfanders and Ostfanders
“In addition me 1hrct=: fypes dﬂﬁw
'v ﬁﬂl’.‘hﬂﬁk {(:vp]g@%!w mu,mwh:geﬁ
f fcmnm as fhe Iluqﬁn M
Lim an

o A

ﬁpuar in the pages
of the Mordheim Annual 2002, Each follows the same basic
eiw;gﬁé?y warband, with a twist of

Loanaes e
;.&.vc:l.md;:rs are resmmctm only one em.h nﬂ"f%mgb’ém‘:
~and Champions {cailéd’gr Sergeant in this Tlsgjﬁ‘but gain

Bergiacgers, cxport hunmmx:n who have the

waps. Instead of Wﬁrﬂnﬁ and Sqmrﬁ@e;n;

ﬂﬁmmm

ﬁlt:ﬁ}*- have
Mountinguard, who have the ‘mlaapun SI@E( tigﬁ&p}dsmtu

but lack their re-rolls. The warband ai«m «ﬁ«gsag o
Halflings, who are excellent shots (hwpoﬁt;ﬂi«%ar fn‘.:-m

mmhat dwuid:l, as thev are kind of pmn'}

Chtlanders Ime Younghloods entirely, but gafﬂ I:he Edest,nf

Taal; Gewd of Nature. This Hero is able to use the Pra}'e:,ﬁ of [

1Iﬁalf {namrc-oriented powers granoed directly Arom his gy,

ﬁm warband loses Swordsmen, but gding Ruffians (puys that :

are so drunk that they ain't afraid a nur.hi:_:_}h and an Ogre!

behingd the
an example at the back of the book (in the appendices,
hetween the Playsheet and the Designer’s Notes) that may
prove very helpful if vou've never played this sort of game

game — your ‘motivation’ if you like. There is also

helore,

That may still seem like a Lot to read before you even start to
play, but never fear! You don't have to cead all the Warband
rules. Instead, just read the first couple of pages (pp 64-65)
where it explains how to set vour warband up, and then look
over cach warband (especially the intco on eiwch one),
decide which warband fits your personality best, and then
read through THOSE rules thoroughly, Most of the warbands
have rules that span just a lew pages, so it’ll go really quickly,
I promise! In fact, in order to help you out, I'll be including
a few words on each warband from the main rulebook and

the main

2002 (in other words,
references for the game, and easiest to find) in this article,
Hopefully this will make the job af picking the right one for

Mordheim  Annual

FOU EVET CAsier,

T Be Plapers

S0 who are these warbands that you're supposed 1o be
looking at, and how do you decide which one o play? Let
me start by saying that 'm not pgoing to tell you which
warband is “best’, Uve been asked that countless times, bu
the honest answer (and the one T always give people) is that
the game is well balanced enough so that no one warband is
but
these are balanced by inherent disadvantages, or the
advantages that the other warbands enjoyv. See the comments

‘the hest’. Some warbands have certain advantages,

in the boxes thoughout this article.




BHired Swords

Many of the best wardors in the pame aren't regular
members of any single warband's roster, They are Thired
Swords — warriors who will work for nearly anyone (for a
fee). Berween the Bulebook and the 2002 Mordheim Annual
there are 10 Hired Swords to choose from.

Mired Swords are probably best introduced into a campaign
rather than one-off games. They have a lower starting hire
fee than their abilities indicate, but this is balanced by an
‘upkeep’ cost. However, if you are not plaving in a campaign,
there is no upkeep cost, so they just end up being a beter
option than most of the warriors in your warband. Another
thing to keep in mind is that while these folks are not overly
choosy, there ARE some warbands that even they won't work

$

Brs s Mmf‘*ﬁ
Pla:.rm that love aﬁi’i

 and risk should enjoy this warband. Ores are certainly
- o grear thinkers, ﬁﬂ%ﬁ?@;’dm entertaining. Ore warbands tend to Evour a direct,

%eluse-cumbal: stratepy. p&ﬁaﬂs supported by a few Goblins armed with short hows, Thﬂr
@%mman s magic shmﬂm Hamt hmm ;u'ld direct gualities as the Ores I:hf'm‘fl\?fs

Rislevites
; K;slmr is the l.mr.{ the north
] (and easty of the Tripire. The
gﬂmpmguan of a harsh climate
and proximity e the - Chaos
Yastes has hardened the people
of this land, Like Averlanders and
D‘.Handera Kislevites arc similar
w Humnﬂ Mercenary wirhands,
ot have some differences. For
"inst:anct_i they lose one Lhampiﬂn
teatled an Bsaul ine this warband),
‘but gain a Bear Tamer. And while
they don’t have Caccess to
Swordsmen “or Marksmen, they
gain Cossacks (who Hate t:haos),
Sirelisi (who have received
special training with the halberd
- and h..;mdgun} and (il 1he
: i s Wﬂﬁ “a Trainer) a
' car (another ‘big gy
'Iiii(c the Ogre ahove).

for {or that would refuse o hire them). Skaven and
Osilanders in particular have a very shore list of Hired
Swords to choose from, in fact Skaven can ONLY hire the
Warlock, and Ostlanders can ONTY hire the Ogre Bodvguard.

Spoaking of the Warlock, this snake charmer is one of my
personal [avourites, and a standard addition 0 my
Mordheim roster. Not only does he give warbands access o
spells {nice if you're running a warband that docesn't
normally get spellcasters), but he also starts with 2 of them,
not just 1 like most of the spellcasters, e has access w
Lesser Magic, which gives a nice range of powers. My
favourite spell from the list is Sifeer Arrows, which can take
out the toughest of enemics if voure lucky, Since the spell
requires a shooting ‘to hit’ coll, take a BS upgrade if you can

”'ﬁs Euﬂ_hcr ULt thc :dm uf 'r_h: wﬂxmclaﬁa hlunt implement. we get acoess to d Imti
"ﬁ-‘hﬂﬁ qum expensive, Tralls arexaa'}r h:u'd 1o put down, and as long as you keep [ﬂm
*‘f@ﬁr the warhand’s leader, he’ll probably do what you want him (o (he's also subject
Sg@jﬁ‘d;qr unfortunately). A nice side effect m“hjﬁaegqneminn in campaign play is that
;a’lmﬂ ated never roll for Injury alter a hatﬂ& ;:‘ﬂ!n 1}:',.1‘ wiorst wounds will rrg:ner.uc
wcmw:lii While most of the big guys vou. Ean"t.du: for the other warhands are alsoquite

prhvu.e, there’s a certain a.dvmmg: mhmiug ﬁlm}r thit can never be kw.lh:‘d'




gel il Also, Luck of Shemiek and Sword of Rezbebe! are an
awesome combination if you can manage to get them both
working at the same time.

The Dwarl Troll Slayer is a great addidon 1o any warhand
that is concerned about Psvchology tests. He's guite mad,
and so doesn't need to take those tests, He can't take
armour, 50 get him into combat as gquickly as vou can!

The Freelancer is a dispossessed noble or second son of a
noble, Quite good if your group uses the Mounted
Creatures rules (which are optional), but he may seem a bit
overpriced i you're not. Armed with heavy armour and
5hitld.. he'll be better protected than most of the warriors
he'll meet, and more mobile if he's mounted,

The EIf Ranger is a nice
addition to any warband.

Mot only is he wickedly
accurate with his EIf bow,
hut his Secker skill allows you

w modify one  of  your
Explocation dice by +1/-1. In a
campaign, this can be critical for

rolling the multiples that you need
to find the ceally good stuff He is a
standand feature in my warbands as well.

The Halfling Scout, while guite
cheap at 13 GC, probably isn't a
best  first  choice  for  vour
warband, He's a decent shot
with his bow, but his most useful
trait is his Cook skill, which lets
vou increase the maximum size
of vour warband by 1 warrior
This skill really comes into play
late in a campaign when youve filled up your roster and
sannot hire any more (aside from Hired Swords who don't
cont tovwards this limit).

The Pit Fighter is quite good at what he does, a least for a
human. He's got a decent Strength (4), Toughness (4), and
Auacks (2), and some interesting and different equipment (a
morning star, helmet, and a spiked gauntlet which counts as
both an additional hand weapon AND a buckler). At 30 GC
he's a goowd deal, but he doesn’t have any useful skills and
his lowty 1 Wound and mediocre Ld mean that he doesn't
often make it into my warbands.

The Ogre Bodyguard on the other hand, woohoo! Here's a
hig guy that docsn’t have a typical big guy price tag (80 GC,
which is about half what you'd normally pay for a big guy
wha is part of your warband). TTis upkeep cost is prewy high
though, and in a campaign that can be critical as lows of




upkeep tends to keep you from expanding your roster. 1 like
tor add an Ogre if | roll a Special Encounter that lets me take
him for free. On those (relatively rare) occasions, T can even
use him as a ‘'meat shicld’, standing in front of my other
warriors, soaking up missile hits with his 3 Wounds and
Toughness 4, while 1 use the rest of my warband to pick the
COCmY gpart.

The Imperial Assassin appears in the 2002 Mordheim
Annual. While he's as human as the Pir Fighter and
Freelancer, he has some special skills that make him worth
considering. First of all, while he has his own, he can be
given any weapon that doesn’t use noisy gunpowder. This
i% important, because normally you, cannot alter a Hired
Sword's equipment. It is also important because it plays
well into the Assassin's other special ability: Poisoncr.
While poison can be purchased as equipment for vour
warband, it's not cheap (and it cannot be given to a Hired
Sword). This guy gets it for free. An Assassin with a double-
handed sword and Dark Venom becomes stronger than a

Troll in close combat’ Assassins can also choose from a
couple of nice skills as they gain Experience, which allows
them to strike from the shadows and hit the encmy when
his back is turned.

The Tilean Marksman {(also from the 2002 Annual) is the
final Hired Sword on our list. If you need 1o add some good
solid missile fire 1o your warband, this guy might just be the
thing for you. He's armed with a crossbow, has a good
Ballistic Skill, and has two skills that allow him o ignore
negative penalties for range and cover, Not bad for a measly
human.

Tips an® Trics

Oleay, s0 now we know who's involved, and we've read the
rules, how do we beat evervone else who's been doing the
same thing? Well, there arc a few things you can do to
improwve your chances of making your fortune and siriking
fear into the hearts of vour cnemies,

 Sisters of Eﬁigmar

The next group of humans we should Took at is rhe ‘usttrs ﬂf Slgm.u' These 1:1{1}-'..5 were in T.ht: cil.-.r whm ttu; czmd}‘sm mmk §
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a second, cheaper troaper o provide num}:refa. Wﬁ'&{* {t'% in the H{:nm mwwmmm warlﬂﬂd rc-sﬂl'}f ‘shines,
|~:ar1.icuiarha the Matriarch and the Augur. The mﬂmm the il.'ﬂd;s:l;*ufthn warband in hri;h mm{ni ;uid ’i}aiﬂmai nntters,
this gives her access 1o the Pm}vers of Hsgmzr ;qst hkeﬁi}c‘iﬁ’anmrl‘riﬁm s;hme The Augur, hnw::vi-t, is quite. unigue. While -
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i Bet‘crre you decide against r’cm‘e{ﬁmugh thtmw;iufﬁfa:ﬂm«rf warbanid doq:rh

erf ‘E‘Iﬂaﬁ:rg 5um‘m
: Uwarﬁs are 'H“'tdlﬂt‘.lnﬂll’} VETy: mngh and that is 4s
‘trué in Mordheim as anj!mn; tisc* Bﬁ:'msc: of
~ their’ hardy: nature, Tﬂ'\‘ﬁw
keep down ~ lliey afe nn?ﬂa:hf:ﬁ'ﬂ ol “acton on
an m}ur}r roll of '6 fas npp‘tw_'d m'ﬂ;e' ,ﬂm‘ma} 56
for evervone else), and ignore the special rules of
bludgeoning weapons. They ain extra tié?ﬁt_im-at'
“the end of & game, as they are betier al 'waf-hgnm_
precious minerals than everyone else, They also
Hate Orcs and {:Gbllm and ﬂimr suEf;r lim:
movement prnah:e« Inr ‘i\r{-dl'!l'lj.; armour

Tis balance these adwmag,cs_, they naturali']; have

the slowest races around, While & sprinting Dwarf

- “This cin | Tav: g u‘itu_a.I ma.knm& in aﬂ.ﬂamm wl}cm
{T!IE' ,gf}al is 10 rchﬁﬁi-" nsjmlxr or gat‘.hr,r up

: ‘ﬁan‘ Q"I-gﬂh human warbands
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Maﬁm W are wmm ﬂ]e price. I'he wsrband

i ir:d by a Noble, who is mugher more hmpnrmg. a.m-a betrer fighter rhan h.LS hun‘tm ej_mmt-rpms ‘The Engincer can hclp
m the warband'’s missile vmapons W'-nt fznher Finaifsr l.hr:- warband can mkt mu m:rlI 5}3’}"21’5, whu are tough as nails and

uttul}r untfraid Dfd{‘aﬂ'l fa g

Keep in mind that, at its most basic, your goal is to search
the ruing of the formery glorious city of Mordheim for chis
stull called “wyrdstone’ — fragments of the comet that struck
the city and devastated it This is imporant, because il
means that you dont always have to beat the enemy
watrhand in combat o win the game,

Equipment Avice

There is a wide varicty of cquipment available in Mordheim,
and a new player may be uncertain about how to kit out his
warriors. There are a few basic princples T v 1o follow
when cquipping my warband.
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Wﬂui. mum al hdpé in close combat.

:;Bh;dwa kaﬂs*wggﬁierﬁ the High F.‘If contingent in Mumlhrelm sent to
4muaaf¢ mmuuzs c?qgmwmg Chaos threat. They ﬁ?&ﬂﬂlh& primarily in
3 mmbm many. iia'hlﬂg higher B&Hﬁﬁi& ’Sklil l:h.m average. They can
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i3 ;ﬁﬂwﬂi.ganmr; around the: shadcmim%udmsjiiwn their enemies from
=$§fﬂxﬁm While they aren't am—mnghc: than, hpma{w mcy are quicker and |

n! ‘5 hritxv &e;ﬁﬂ%ﬂd ialm,su contact |
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As a general rule of thumb, don™t load down henchmen with
lots of expensive equipment. A lucky shot can lake a
henchman out of action, and when you roll for injury for the
luckless sod at the end of the game, vou’ll lose him 173 of cthe
time. T ey not to equip my henchmen with more GC worth
of cquipment than they initially cost (or thereabouls).
Heroes are a better location for equipment - your incentive
for keeping them intact is greater, and they are more likely
1o rermain on vour roster at the end of the game if they DO
get taken out. A warrior who gets remowved from your roster
takes all his cquipment with him; remember this.

some disadvantages. For starters, they are one of

can (harelyv) beat a zombie in the l{]l}-mrrr:; r;]ﬁ'-:.ha' ]
"ar normal wﬂang pace they fall behind everyone. i
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Another preference | have is for multiple weapons over
armour. Armour in Mordheim is a rare commuodity, so to give
vour warriors a decent Armour save usually costs an arm and
a leg. You can acmally equip vour Heroes with Toughened
Leathers (2002 Annual, p.16) alter their first game for a very
reasonmable 3 GO, hut as ivs a picce of equipment as opposed
tp proper armour, you cannot do the same for your
henchmen (henchmen cannot  carry  Miscellancous
Equipment, only armour and weapons). On the other hand,
cquipping a warrior with two weapons is VERY easy 1o do in
Mordheim, Two weapons doubles a warrior's chance of
hiting when he attacks, and similarly increases the chance of
getting an all-important Critical Hir. Critical Hits are the
great cqualiser in Mordheim, as even the best warrior can be
taken down by a lucky shot. Keep in mind thar evervone whao
uses weapons starts the game with a dagger, so0 you only
have to add one more weapon for him to have two.

Ti you can equip vour warriors with short bows or slings, do
it. Short bows and slings are both dirt cheap compared to
other missile weapons, the wareior using one can move and
shoot, and the additional firepower as the warband moves
forward can often maen the game w your advantage.

Don't be afraid 1o pive equipment to your Tleroes. As
explained hefore, Heroes tend to be more reliable than
henchmen, so there is less risk involved. And vou really want
vour Heroes to stay in the battle for the entire game. At the

:&ﬁm&aﬁﬂi op

end of a campaign game, you get 1 Exploration die for cach
Hero in your warband who was involved in the battle and
not taken Out of Action (and the winner receives a bonus die
as well), These dice are added together to determine how
many shards of wyrdstone vour warband found, and what
special locations you discovered (which often leads to more
treasurel), Maore dice is definitcly better, so keep vour
Heroes protected.

Aside from Toughened Leathers, some of the items that |
generally like 1o include on my roster are the Lucky Charm,
the Haly Relic, and Caltrops. Lucky Charms allow the
bearer to ignore the first successful hit he takes, and are
essential o protecting important characrers, o fact they are
50 darned uselful that many groups use house rules o limic
therm a hit {increase their cost or make them one-use only).
If vou have vour character properly surrounded by
henchmen, it can take a lot for the enemy to hit him at all,
and it just adds o the frustration when you explain oo vour
opponent that that hit did nothing (an evil man would find
humour in this). The Hely Relic allows your warband 1o
auromatically pass the frst Rout check they are forced 1o
mike in a game, This gives you at least ong more U o
accomplish your goal before vou have 10 take off. Caltrops
{2002 Annual, p.86) are a one-use item that reduces an
enemy charge by 167, this is especially great for a character
that specialises in ranged combat,
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Other Bints

Pratect vour leader as most warbands can’t replace him if he
dics. If you only purchase one Lucky Charm in your
warband, give it o him! Also, when running Human
Mercenaries | will often give my leader (and no one else) a
brace ol pistals, The ranged combat is nice, but more
imporntly it gives him Stength 4 (which is a boost il he's
not a Middenheimer). This may seem small, but ir's
important to give him a chance if the enemy does reach him.

Try to make vour warband as large as vou can alford. 11 you
can, trv o get vour warband to a number that is just above a
multiple of 4. 50 if you have 8 in your warband, try oo figure
ol @ wiy 1o save some gold somewhere and add a 9th, Why
is this important? Simple: Rour checks are taken when a
quarter of your warband has been taken Out of Action. With
8 warriors, vou start taking Rour checks after two casaalties.
With 9 the number of casualties jumps w3, That difference
can be critical.

When playing in a campaign or league, buy as many Herocs
as you can, right from the start, This not only gives vou a
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hetter chance at petting advances [or them more quickly, it
also maximises vour Exploration dice from the first game of
the league, Do not underestimate weaker Heroes  like
Younghloods, These tvpes of Heroes usually start with Tow
amounts of Experience, which means they tend o advance
quickly. I've had many a warband where a Younghlood
eventually became more impressive than my Captain!

If vou have missile weapons, take the high ground. Shooters
who are elevated get to pick their targets, instead of having
1oy fire at the closest enemy,

Also, always remember the goal. This is especially true of
campaign or league play. Be prepared to take the fight to the
enemy, but if vou can win by avoiding the enemy warband
and capturing the objective (he it wyrdstone shards, one or
more buildings, or something clsc), then do that. Scenarios
like Oceupy, Hidden Treasure, Breakthrough, and the Lost
Prince favour a fast warband if the plaver keeps his focus,

Use this 1o your advaniage.




Also keep in mind thar if you ARE plaving in a campaign or
league, the after-the-game activities can be as important as
the activities during the pame. Sometimes it's better o cul
your losses and run when you have enough warriors Out of
Action to Voluntarily Rout. This is especially true if vou've
heen carcful and not lost any Heroes. If you know vou've
lost, let vour opponent take the victory, I've seen many
games where the losing warband was better off than the
winning warband after the post-game activitdes had been
sorted out! At that point it all comes down o who does
better on the Serious Injury and Explocation rolls, and
whose warrions have racked up the most advances. This is
actually one of the things | like most about league play -
losing @ game is not always a bad thing, and there is always
something (0 look forward to after the game ends. In fact,
wialching your warband advance can ofien be as satisfying as
fighting the actual battles

The last piece of advice T can give you is this — when you sel
cut o build a warband, pick one that vou LIKE THE
FLAVOUR OF. 1 cannot siress this enough. If you don't like
the way the warband plays, vou will not have fun playing it
in the game. Some people were meant to play Dwarls, and
others meant to play Elves, Figure out which warband suits
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your personality best, and play that one. Too many players
are fixated on playing the ‘best warband/army” in 2 game.
The secret to success in Mordheim is w learn the strengths
and weaknesses of your warband, o play o your strengths
and wy to exploit the opposing warband’s weaknesses.
Remember that every player loses somietimes; iU's fmportant
o choose a warband that vou'll enjoy playing even when
you do.

Heopelully a lictle of this has been useful (o you. IU's meant wo
be a starting point._ the best way to really learn the game is
to get a few of vour mates wgether, collect some warbands,
and play the game!
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Vindicare AssassSin by ammy Haye

Assassins arc always a challenge 10 paint,
and Alex Hedsordm's  Inguisitor scale
Vindicare Assassin is no  different.

Because the traditional palette used on
Assassins is black, T was restricted to
choosing very dark colours o
paint the model with, This poses
a problem in itself, since
using dark colours

doesn 't

| allow for a lot of
contrast. T planned (o counter
that problem by using black as
the main colour, but using
dlark blues and browns in the
highlights, so  the maodel
would  still  have  some
contrist in its colours.

I started out by
painting the
bodyv-suit  of the
Assassing,  mainly
because it's the most prominent area on the miniature, and
that way 1 could get quite a good idea of how the rest of the
model was poing 1o look, | wanted o paint it in a slightly
bluish hlack, just different enough o stand out,

Instead of giving the area a basecoat, | highlighted the body
suit with a mix of Chaos Black and Regal Blue, straight over
the black undercoat, This layer was hardly discernible from
the undercoat, so I didn't bother painting it all too ncatly. 1
simply layered the colour onto the raised muscle arcas in
patches, so0 1 would have a goodd base o paint the lollowing
highlights on.

I continued by adding Codex Grev to the mix wnrl it
became a dark urquoise/navy blue colour, and Layering this
onto the previous highlight. This colour was guite a bil
lighter than the previous layer, so 1 had to take care 1o
feather out the edges of the lavers, This was achicved by
applving the paint in the shape T wanted it 1o be, then
taking a moist, bur clean, brush and dragging the paint
outwardl. This diluted the pigment, and gives a nice
blended effect, without having 1o apply two wet colours
and blending them together on the model.

The shape of the muscles really started o come out nomw,
and I decided 10 add a glaze of Black Ink mixed with a licdle
Blue Ink over the area, to give it a very distinctive blue tone.
This darkened the bodysuit again, so 1 added another
highlight of the blackblue/grey mix,

I liked the blue colour the bodysuit was getting, and
instesad of adding Foreress Grey to the highlight mix, as T
had originally intended, 1 decided o go with the blue, and
added Tce Blue instead. The highlighting now done, I
added another thin glaze of the BlueBlack Ink mix, just to
bring all the lavers together. Interestingly, when you
highlight black with blue, it has the tendency to look darker
than using a grey tone. This has mostly 1o do with the face
that blue is a very cold colour, where grey has a tendency
to be warmer, and look less ‘hard’. This suited the model
very well, and although | did not plan it to look exactly like
this, I'm still very pleased with the end result,

The main arca done, 1 went on
e paint the boots, gloves and
some of the straps. Because of
the blue in the bodysuit, 1
could paint them in a plain

black, wsing a grey as a
highlight, 50 1 took Chaos Black
and added a liede Codex Grey
into it

Then @ layered that onto
the raisced arcas, where the
folds of the leather were
the sharpest. [ repeated
this with a lighter layer by
adding a little more Codex

Grey into the mix. A thin
glaze of Black Ink was added to give the leather back a bit
al depih.



Gilazes are great for a number of things. You can use
them to change the colour of an area you've painted,
and create a tone you would not be able to make
when just using paints. 1 did that on the body-suir,
and although it wasn’t planned beforchand, the blue
tones really work for me. Glazes are also g greal way
to ‘hide' livle mistakes, and o give a previously
highlighted area an extra sense of smoothness. Due to
the transparent nature of glazes, they bring highlights
together and make transitions of colour appear
smoother than they did before the glaze was added.
The trick is not to apply it 1oo thickly, otherwise the
ink might create patches ol darker colour.

The cameoline cloak was the next part 1 decided to
paint, because it's such an important feature on the
model. According to the rules and backpground, the
cloak changes colour and adjusts 1o the surrounding
area. This was going tw be very hard o emulate on
the model, and 1 wasn’t really sure how o do it at
first. T thought about using a camouflage pattern, but
decided against it, mainty because of the texiure, and
1 felt it would look too cartoonslike. The strips of
clath around the sniper rifle and the right arm of the
Assassin were also painted in the same colour
scheme,. although T did not use any colour transitions
on those, since they were situated quite highly on the
model,

T decided to use Catachan Green as a basccoat for the
cloak, and applied a wash of watered-down Scorched
Brown mixed with Chaos Black, This made the cloak very
dark, but it gave a nice natural shade that could be used
for both the colours | was planning to paint on the cloak,
1 added Camo Green w the Catachan Green for the
highlights, concentrating on the top part of the cloak
Adding Bleached Bone o the mix gave me the final
highlight, which 1 layered on the sharpest edges of the
cloak and cloth, and the top of the back. The texture of the
cloak was accenmated by applying the paint quite roughly
on the textured arcas, making it look much more cloth-
like, and less ‘painted’.

The bottom part of the coak is 2 much more greyish
colour, to show that the cloak is adapting o the rocky
surroundings of the Assassin, Catachan Green was again
used for the first highlight, just like the wp part of the
cloak, bue I then used a mix of Catachan Green and Codex
Grev to make the botwom half a distinetly different coloor,
For the final highlight I added a lintle Fortress Grey to the
mix and applicd that to the sharpest edges of the cloth.

To make the transition of
colour between the green
| and grey areas on the cloak
even smoother, 1 lightly
drybrushed  some  Codex
Grey on the area where the
two colours mect. Finally 1
applied a very thin glaee of
Drark Green Ink mixed with
a little Chaos Black over the arca.

Having painted the main
arcas on the model, all T had
left o do was the actual
couipment of the Assassin,
and the hase. The rifle was
the first picee of equipment
1 painted,

The main colour of the rifle
is black, and | painted that
the same way as the black
leather boots and  gloves,
using the black undercoat
as the basecolour, and
highlighting that with Chaos
Black mixed with Codex
Grey, The final highlight is Codex Grey, applicd on the
very cdges of the weapon.

The butt of the rifle has a
wood-grain pattern on i,
which 1 thought would give
the model a sense of
personalisation. It's like the
Assassin is very attached w
his rifle, and perhaps had
specially

the  weapon
modified o suit his particular needs.

I painted the butt with Scorched Brown, and then mixed
together Scorched Brown and a litde Vomit Brown, paing
the wood-grain pattern on the rifle. 1 did this with quite a
small brush, starting at the point where it's attached o the
rest of the weapon, and painting lines outward to the
edge. T added more Vomit Brown into the mix and
highlighted the lines with it




Wood grain is one of the most daunting looking
surface techniques you can find, and also one of the
most simple to do. By painting thin lines over a
basecoat, and highlighting those individually, like
they're acrual raised derail, you can create a lot of
depth to the grain effect. The trick is o use naniral
colours as your highlights as T did on the butt of the
rifle, and not overly highlight it because it will tend o
look unnatural. In my experience the best colour (o
use for wiood grain effects are Scorched Brown,
highlighted with Scorched Brown mixed with Vomit
Brown, like I did on the rifle, or start with a
basecolour of Bestial Brown, then highlight that with
Yomit Brown and finally with Bleached Bone.

I painted the metal on the ffle at the same time as
the mask of the helmet, but used slightly different
colours on both. Boltgun Metal was used as the
basecoat on both areas, but where | had simply used a
watcred down Black Inkwash on the weapon, 1 used
a mix of diluted Black Ink and Blue Ink on the mask. 1
highlighted both the gun and mask with the same
eolours, namely Chainmail, followed by Mitheil Silver,
Although the dilference in tone is very slight, it does
give the mask a much more polished feel, which fis
in very well with the bodysuir.

The sights on the gun, and some of the lights on the
maodel, have been painted o look like gems, or see-
through glass pieces. This is a technique that is used a
lot in miniamre painting, and is not as difficult as it
looks. The trick is to paint the brightest colours on
the bottom of the glass piece, not at the top, because
glass and gems that are cut in a round shape reflect
the light in reverse, and so the brightest poinis are
always at the boutom. T painted these by using Blood
Red as a basecoat and highlighting that with Bilood
Red mixed with a livle Fiery Orange. The Gnal
highlight was Fiery Orange, painted on the very edge
of the bottom gem.

Painting this model was great fun, because 1 pot o use
several techniques thar you would normally not get the
chance to combine on one figure. I'm very pleased with the
outcome of the bodysuit and the cloak, with the way the
colours melt into the base, Even though all the colours are
guite dark, there is still enough contrast on the figure o
make it stand oul, and 10 me that is the secrel ol a well-
painted model.
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VINDICARE ASSASSIN

‘In the darkness I wait’
by Andy Hall

Of all the weapons an Inguisitor can bring to bear, an agent of the Officio Assassinorum is one of the most deadly.
Unfortunately, as prone to infighting as the Inguisition is, it has not been unknown for an loguisitor to become a

target himsell.

Officio Assassinorium killers are death machines trained in
the hidden temples scattered throughout the Imperium.
The Vindicare Temple teaches the art of the sniper, and all
vindicare Assassins are cxpert marksmen who can shoot
the eye out of a target from more than a mile away.

Onee assigned a arger the Vindicare are meticulous
planners and researcher. Depending on whether a mission
is time-sensitve or not, the Assassin will choose his sniper's
ronst carchully, often lving stll for days or even weeks

raiting for the target to appear. To keep hidden Vindicare
Assassing will often wear cameoline cloaks which take on
the colour and appearance of their surroundings. All
Vindicares are armed with custom sniper rifles, which are
personalised and modified making cach one quite unique.
Whilst a Vindicare will rarcly carry a close combat weapon,
he will also be armed with any number of short range
weaponry in the unlikely event he is discovered before the
target is climinated.

Vindicars Assassins in Games

Vindicare Assassins use the stal line or random generdator,
Equipnment and Special Abilities given on page 141 of the
Inceisitor Rulebook.

In addition to the rules in the Inquisitor Bulebook T've
included some recommendations that will 1ailor the
Assassin (0 the Vindicare Temple, Note that the following
are not ‘official rules’, is just my take on creating a
Vindicare Assassin for a campaign or warband,

Equipment: Long rifle (Customised - 2010 Damage at
ranges over 35 vards only) with range finder and laser
sight; autopistol, Advanced Auto Senses with built in
infrascope in enclosed helmet; Cameoline cloak, Assassin
bodysuit (Armour Value 4); conversion field.

Additional Special Abilities: When on Overwalch (see
page 34 of the Inquisitor Rulebook) the Vindicare does not
treat the shot as a snap shot, so gains all positive modifiers
if he aimed as normal; Ambidextrous; Deadeye Shot;
Nerves of Steel; Quickload,

Camesmasters

An Assassin from one of the Officio Assassinorum temples
is a very powerlul character that could greatly unbalance
the game il not weated correctly. As shown in the scenario
accompanying this article, they are hest used as a
GM-controlled character either to hinder or help the
plavers, However, it is realistic to expect that players will
want them in their warbands cither empaorarily or on a
more permanent basis. This is well within the realms of the
background since the two organisations have a history of
working together and their remits often cross over. In such
a case the Gamesmaster should be aware that the Assassin
miay well have a large impace on the game (much the same
way as a Space Marine does) and this can be counted by
upping the Power Level of the rival warband or whatever
foe the Gamesmaster has prepared!

The Scenario

The scenario is an example of how the Assassins can be
used in your campaigns. The setting is very generic and so,
with a little bit of modification, can be ficced into vour
cxisting campaigns. The scenario is also a great ‘one-off’
game whether iU's o test out new characters or you're just
in-between campaipns. As always the GM should reward
clever thinking for disposing of the Assassin rather than the
obvious ‘shooting in his direction and hoping for the best'.
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SCENARIO -

Threat Level 4
The Inguisitors are led into the sights of 3 Vindicare sniper.

Setting: A shanty town or derclice industrial zone with
plenty of cover. One end of the board should have a raised
arca wich is the highest part of the gaming board. This can
be a hill, either natural or man-made, or some kind of
structure, such as a crane or tower. The Vindicare is located
here, waiting for his target, but do not place the figure on
the table yet as he is hidden.

The warhands (if more than onc) should enter at opposite
ends of the table (although not on the same side as the
sniper’s nest), How they enter will depend on your current
campaign, so they could come on guns blazing or have met
for an uneasy parley; ir's up o the GM how he has
engincered this meeting,

Objective: To survive and/or incapacitate the Assassin.

Special Rules: After the second turn the Assassin will start
firing at a random character cach . The GM should
make a hig deal about randomly deciding which characeer
is the target just o wind the plavers up! Characters can
make Initiative tests to determine the direction of the shots,
although this is at a -30% due w the silencer on the
Assassin's rifle. The chances of determining the direction
increase by 5% ecvery time the Assassin fires. Cover will
work as normal. Do not place the Assassin figure on the
table until he has been detected.
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Alternatives: Instead of a deserted arca you can use the
new Citizens models and create a more public area, such as
a scrtlement plaza, Maybe the Assassin has gone a little
‘erazed’ (which is why the Inquisitors are tracking him) and
is shooting into the citizenry, as well as the warbands,
creating mass panic and hindering the Inguisitors even
further.
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BLOOD BOMWL
RULES REVIEH

By Jervis Johnson, Dean Maki, Stephen Babbage, Milo Sharp, John Lewis, Chet Zeshonski and
Andy Hall. A big thank you to all the playtesters on- and off- line for their help and feedback.

For those of you that don't already know, every October
the ominously named Blood Bowl Rules Committes (or
BRRC for shorry get together 1o cacry out a review of the
Blood Bowl game rules, We discuss matters that have
arisen over the last vear, for example, are any of the
experimental rules we've published ready to become
official, and do the pame rules themselves reguire any
new errata? We also update the Blood Bowl FAQ with any
new guestions that have arisen over the year. As an aside,
we hold similar reviews for all of the Specialist Games,

The Blood Bowl review is carried out “virtually®, via e-mail,
as the members of the BBRC are scattered all over the
world — we have members in the UK, the US and Australial
Apart from Jervis and Andy, all of the members of the
committee are members of the *Blood Bowl communiry’,
in that they play Blood Bowl as a hobby rather than
working [or Games Workshop professionally. This mix of
hobbyists and professionals allows the BBRC to discuss
things at both a hobbyist and business level.

Each weck the committee has an agenda of items to
discuss. These are talked over (and over!) until a decision
is reached. Ifwe can't all agree on a matter {(and we often
can’t), then a vote is held 1o decide the issuc one way or
the other, However, while the BBRC is broadly
democratic, the lead designer for Blood Bowl (Jervis)
does have a right of veto over any decisions that are made,
which he can use il he disagrees vehemently with the
conclusion. We've done three reviews so far, and Jervis has
only vetoed a couple of times, so this very rarely happens,
but it is important to understand that the BRBRC exists to
help the lead designer make the right decisions rather
than decide these things for him. This also means that, at
the end of the day, the buck stops with the lead designer,
and so, if there is anything that you disagree strongly with
in this year's review, you should blame Jervis rather than
the other members of the committee!

This vear's review was dominated by heated debate on
two or three subjects, and broad agreement on all of the
ather matters discussed. The area that created the most

discussion was deciding as to which of the new teams
we'd published should be made official (which means
anyone can use them and they will not chanpe), and

which should remain experimental (which means that an
opponent’s consent is required in order to use the team,
and that the team may be subject to change as a result of
further playtesting). What macde this especially fraught was
that Jervis had announced thar miniatures could no
longer he sold for experimental teams. The reason for this
is simply that many coaches find it confusing and
frustrating to buy a team, and then find out that there are
no official rules around allowing them to use it To avoid
this occurring in the future, experimental rules will now
be published on the Blood Bowl website, where coaches
can download them and test them using ‘stand-in” models
for the team, and only once they are ready for use will
they be published properly with a supporting range of
minjarures produced to go along with them.

Anyway, this put the committee on the horns of a
dilermima, as we knew that any teams that we didn’t make
official would go off sale. On the other hand we couldn’t
make a team official unless we were happy that it was
balanced and fair. Fortunately most of the experimental
teams were felt to be just fine as they were, or could be
fixed with a very minor teveak. The two teams where this

s not felt to be the case were the Vampire Counts and
the Ogre teams. Both of these teams are typificd by having
access o some very powerful players (Vampires and
Ogres!), and this makes balancing them against other
teams very difficult. Alier much discussion, we decided o
keep both teams as experimental. This means that the
Vampire Counts team will no longer be on sale, but will
return later once we feel the rules are balanced enough o
become official. Fortunately it is possible o keep the
Opres in the Blood Bowl range, as they are also used to
represent Ogre players in other teams,

While on this subject, you can find the latest playtest
versions of the Ogre and Vampire Counts teams in the
grandly named ‘Blood Bowl Playtesters Yault”. The Vault is
part of the Blood Bowl website at wne BloodBowl. com.
Ty try out the rules, go w the Vault, and download them
to your computer. The Vault is linked to the Blood Bowl
foram, which includes a special area for discussing the
experimental rules that can be found in the Vault: Your
feedback would be very much appreciated, and you can
also comment on the rules review if vou wish.,




The other issue that caused a lot of debate was the rule for
the Wild Animal trait. One thing that evervbady did agree
o was that the rale, as it stood, did not work and needed
to be fixed. However, deciding what was the right way to
do this caused a lot of discussion, which is siill going on
alier the review itsell has finished. The new rule for Wild
Animal, that you will find on page 28, is the version that
received the most support, and we're confident that ir is
much better than the last version of the rules for Wild
Animals. However, we will be returning o this subject in
next year’s rules review, and would appreciate feedback
from coaches on this subject.

But encugh explanation, and onto the rules review itself.
The rules review is split into three sections:

The: lirst is Experimental Rules — all previously published
rules have been reviewed by the BBRC and their status
changed to one of the following: Official,
Experimental or House Rules,

Remain

The second section is Ereata — this is corrections and
changes to the core rules,

Finally there is the Q&A — The BBRC have answered the
meost frequently asked questions put forward by the Blood
Bowl community,

Tt is worth noting that the changes o the game system are
minor and are little more than tweaks. This s guite
deliberate, as we want the core rules system (o nemain
stable so we don’t confuse the large element of new
As already noted we would
appreciate your feedback, and we'd also like to know if
there are any subjects you think should be discussed at
the next review. You can contact us either on the Blood
Bowl forum  at  the Blood Bowl wehsite at
wwe BloodBowl. com, or via email at fanatic games-
workshop.co.uk, or by post at Fanatic Studio, Blood
Bowl Rules Review, Games Workshop Lid, Willow
Road, Nottingham, NGT7 2WS, UK. We'd love o hear
from you, so please get in touch.

Blond Bowl coaches.
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ERRATA

(All page numbers refer to the printed handbook)

Page 19: Change the sccond sentence in the Sweltering
Heat entry to: Roll a D6 for each player on the field ar the
end of the half and after cach touchdown.

Page 24: Replace the races in the Ogre Allied Teams entry
with: Chaos, Human and Norse,

Page 25: Replace the Wild Animal entry with: Wild
Animals are uncontrollable creatures that rarely do exactly
what a coach wants of them. In fact, just about all you can
really rely on them to do is lash out at opposing playvers
that move too close 1o them! To represent this, when vou
declare an action with 2 Wild Animal, roll a D6, adding +2
to the roll if taking a Block or Blitz action. On a roll of 1-
3, the Wild Animal stands still and roars in rage instead,
and the action is wasted. Note that the Wild Animal no
longer has 1o move first and that he can now use assists.
Also note that no dice roll is regquired for the Wild Animal
o turn face-up when stunned.

Page 34: Replace the entry for Hypnotic Gaze with:
Hypnotic Gaze — The plaver has a powerful telepathic
ability which he can wse 1o stun an opponent into
immobility, The player may use the Hypnotic Gaze in
place ol a Block.

The playver may turn his Hypnotic Gaee on ONE opposing
player in an adjacent square. Roll a dice: if the score is 2
or more, then the victim is hypnotised and loses his tackle
zone for the rest of the team turn. On a roll of 1, the
Hypnotic Gaze has no effect. Hypnotic Gaze is a racial
characteristic that applies only o players that start with it
on their team list. Tt may not be gained by other players,
or lost by players thar start with it. Note, that the player no
longer has a free action,

Page 35: Replace the entry for Piling On with: Piling On -
The player may use this skill after he has made a Block,
but only if the victim was knocked over. If the Armour roll
has failed the plaver may decide to ‘pile on” to the victim,
If 50, then you may re-roll the Armour roll. The Piling On
player is placed prone in his own square — it is assumed
that he rolls back there after Mavening his opponent (do
not make an Armour roll for him as he has been
cushioned by the other player!). If the plaver has pushed
back his opponent before knocking him over, then he
must follow up the block before he can use this skill.
Piling ©On does not cause a wrnover unless the Piling On
plaver is carrying the ball.

Page 35: Change Pro from a skill to a trait.

Page 79: Change the Wight allocation in the Undead team
list from 0-4 Wights to 0-2 Wights,

FAQ

O Are yvou allowed wo pick an action for a player that they
cannot possibly carry our? For example, could T ke a
Foul action even if it was not possible o foul anyone?

A: No, vou may only pick actions that it is possible {no
matter how unlikely) 10 carry out.

(): Does the ream gee a new Leader re-roll ar the stare of
overtime if they field a player with Leader?
A: No.

©Q: Tf my Pass roll is failed so the pass is not accurate bur a
member of my team still catches i, is it a wrnover and/or
completiony

A It is ol a urnover, bt it is not a completion either for
purposes regarding SPPs. Mote, that a fumble, even if
recovered by a plaver on vour team, is sll a turnover,

Q: Is it an illegal procedure if you forget to roll for
Bonehead or Really Stapid before you move the player?
A: No, hopefully vour opponent will remind you if you
keep forgetting!

Q: Can you use re-rolls when rolling for Shadowing and
Prof
A Yes,

0): 1f vou knock over a Death-roller does it roll for Armour
and Injury as well?

A: No, see page 31 of the handbook for more information
on how the Death-roller works.

(}: Do tackle zones or Foul Appearance affect a Hail Mary
"ass roll?
Az No.

(}: Can vou fire coaching siall, such as Assistant Coaches
Cheerleaders and Apathecaries and, if so, do you get your
money hack?
A: You can fire your coaching stalf, but you don't get your
money back,

Q: T T ger 2 MA stat increases and then suffer ageing or a
serious injury that removes a point of MA can T pain MA
dagin?
A: Yes.




0: What happens if | can't set up at least 3 players on the
line of scrimmage Tor a Kick Off?

A: You can either concede the match (see pages 15 and
page 44 of the Blood Bowl Handbook), or vou can carry
on playing, If you decide to carry on playing, you must
place as many players on the line of scrimmage as
possible.

: What happens if all my players have been taken off the
field as injuries?

A: This is a rare event, but il it happens, vou should play
on as normal. The coach of the team whose players have
heen removed from play should move his Turn marker at
the start of the wrn and immediately declare his turn over
(unless he has a Wizard handy!). The current drive ends as
normal when the plaving team scores a touchdown or the
hall ends, This won't be very much fun for the coach
with no plavers, so we suggest the opposing coach
soores as soon as possible, takes the 3 SPPs, and gets
ready for the next Kick Off!

(): On the Fan Factor table, does the +1
for inflicting 2 or more casuallies mean
any injurics caused or casualties
only caused by DBlocks, as in
paining SPPs?

A: Only casualties that count for SPPs.

Q: T a player with Strip Ball pushes a plaver with !
the hall into his End Zone is this a touchdown?

A: Mo, as stated in the rules, a player has o be standing
aned holding o ball to score. This docsn’t happen with
Strip Ball.

) Can a fircball hit a prone or stunned player il they are
undler the template?
A: No, only those that are standing.

¥ Can you Apothecary a player who is eaten by an Always
Hungry player?
A: No, the player is in the Troll's belly!

): Does using a blunderbuss cause a wurnover il the ball
is not caught, and is it counted as the team's Pass action
for the rn?

Az Although this is not clear, in the rules a ball shot from
a blunderbuss does count as the team’s action that turn,
S0, if it is not caught then it is a urnover.

: Can a player who has no tackle zone assist Blocks
(assuming he is not in an enemy tackle zone)?
A: Yes.

Q: Can a player who has no tackle zone prevent opposing
plavers from assisting Blocks (assuming opponent is not
in another tackle zone)?

Az No.

Q: If a player with Multiple Blocks gets “Antacker Down”
which of his opponents gets the casualty SPPs?

A: The defending coach chooses one of his players 1o be
awarded the SPPs,

: What happens if a player holding the hall commits a
foul and gets ejected by the referee?
A: The ball scatters from the ejected plaver's square.

O If a player has Multiple Block, can they use skills like

Claw, Piling On and Mighty Blow on both opponcnts or

Just one?

A: All above skills can be used on both opponents during
the block.

Q: If a player is thrown using the Throw
Team-mate trait, but doses not have the ball, s
it & turnover if:

a) The thrown plaver lands out of
hounds?

b) The thrown player lands in the same
./ sguare as an opponcnt?

3/ €} The thrown player lands in the same
;1‘/' squarc as a team-mate?

a) Mo twrnover, roll for injury and continue the turn.
b) Mo urnover, roll for Armour (and injury il necessary)
on both players and continue the mern. Note that this
situation cannot be specifically aimed for, This can only
arise if the player scatlers 10 an Opponent’s Square.
¢} Turnover. Both players require an Armour roll Gnd
injury if necessary).

Mote that it is a turnover in all three cases if the thrown
player is carrving the ball.

Antbors

Further
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By Matt Keefe and Tom Merrigan. Map by Nuala Kennedy

‘ The forces of Chaos bad long threatened a great attack wpon the Old World, Their champion, Archaon,

VALTEN'S TALE

It is from the greatest fears that the preatest of hopes
emerge, and it is in the moments of darkest peril that the
strongest champions arise. Such is the tale of Valen.

Little more than a vear before Valten's emergence, a
twin-tailed comet was observed in the sky over the
Empire. As with all such phenomenon, all who saw it
instantly realised it to be a grear portent, but exactly whar
it foretold, or even whether its omens were of good or ill,
wis something of which few could be certain, In Sigmar’s
heartlands of the south and west of the Empire, talk was
of the twin-tailed comet which had foreshadowed the
coming of Sigmar himsell, and thus there was much
rejoicing and much talk of a saviour. In the cast of the
Empire, where the blasted ruins of Mordheim can still be
seen by any foolish enough o venture there, and where
such desolation is keenly remembered, ralk was of the
twin-tailed comet which had come not as an omen of
redemption, but of destruction when it rained fire and
death down upon the Ostermark and lay Mordheim low.
In the north, where Ulric’s influence and that of his
favoured men of Middenheim dominate the land, many
anxious voices arose, fearing the tide of fanatic lunatics
which might be driven to commit mad deeds in the name
of Sigmar,

In the halls of the Dwarfs, all of these things wore
remembered and yet all that could be wold for certain was
that a time for Men to decide the fate of the world had at
long last come. In distant Araby, the wise amongst Men
looked to their orreries and asserted the comet 1o be
nothing more than the natural shifring of stars, globes and
bodics, though such knowledge could do little to calm the
superstitious minds of simple men the world over, More
distant still, abuove the lands of the farthest east, this twin-
tailed omen could be seen bur faintly, and as the comet
vanished westward most were  comforted by the
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bed long sought the most valuable treasures of Chaos which would give bim the power he needed

N o lead this terrible inv gsion, and bad gathered about him the bost be would require to succeed.
The Old World did not stand unready, bt Avchaon was strong, and preparalions to resist bis

& armies were not yet complete. As the Storm of Chaos was finally anleasbed upon the lands of
' Men, Flves and Dwarfs, frightened voices began to ask, who now wonld save the Emprire?

knowledge that this portent heralded not their own fate,
but that of other, more distant men for whom they cared
little.

What the servants of Chaos themselves made of this omen,
if indeed they could see it beneath the endlessly burning
skies of the Bealm of Chaos, none know. Perhaps this sign
was warched even by great Archaon himself. Perhaps this
fire-railed messenger told Archaon thar a champion would
soni arise to face or him, or a rival 1o challenge. Perhaps,
indeed, it was the very sign for which he had waited. ..

Whether the comet foretold it, or simply arrived in time o
see i, wretched times soon fell upon the Empire. A poor
harvest, a harsh winter and a darkness of spirit pervaded
the land, gripping the folk with fear and suspicion. Where
now, would the frightcned masses of Mankind (um?

They turned, as all Men would turen in such time, o their
gods. The shrines of the Empire overflowed with
desperate pilgrims, offering up donations or sacrifices
they could litde afford in this, their most hopeless hour,
Such acts, however, are often the acts of the weak, and the
strong amongst the faithful scorned these pitiful and
desperate prayers. Foremost amongst them stood Luther
Huss, prophet of Sigmar and selfappointed guardian of
the faith, protector of the purity of the Cult of Sigmar,
Huss would not set foot within any shrine or temple, for
he belicved fervently that Sigmar would not emerge
within the cloving confines of affectatious, over-elaborate
chapels populated by coward-preachers and fool-
followers. Sigmar, Huss believed, would be found upon
the field of battle, still waging war upon those same
enemies he had faced, and defeated, in life,

Huss roamed the land in search of just such an epiphany.
With the twin-tailed comet high in the sky, Huss trailed its
course and followed what few clues he could find in the
search for salvation. Huss heard tell of the blind-sisters of
Bogenhalen who, although without eyes, could see any
taint of corruption within the souls of their neighbours,
and so had done much to drive Chaos out from amongsi
them; news came (o Muss of the orphaned bov who would
speak no words, but walked 1o and fro about the strects of
Talabheim leading those that followed him o uncover
decp-rooted nests of cultists, but none of these marvels
could satisfy Huss, And then, at last, came the tales of the
boy Valten, the simple youth who had seen a Beastmen
warband descend upon his village and his home, and
single-handedly slain them all. Tuss found the voung




Valien in the village of Lachenbad. Valten
stond broad, tall and strong, just as Huss
always imagined he would. And there,
amongst the astonished villagers, Tuss (el
to his knees in praise of what he felt certain
must surely be Sigmar returned. Fuss would
not find his revelation popular with many of
the Empire’s powerful rulers...

The Grand Theogonist, Ar-Ulric, and some say
the Emperor himself, greeted news of Huss'
larest discovery with a mixture of caution, anxicty
and disgust. Huss, all felt, needed to account for
himself. They would not have to wait long.

Huss and Valien journeyed forthwith o Aludoef, all the
while gathering about them a following of the most
zealous, maddened adbherents of the Cult of Sigmar,
With such a rabble surrounding him, Huss inevitahly
found his way barred at the gates of Alidorl The
promise of Valten's alleged divinity found favour
with many though, even around Altdorf, and soon
sympathetic elements of the Reiksguard unbarred
the way, forcing Altdorfs defenders to fight
amongst themselves but allowing Huss and valten
1o pass nonetheless. Quite unexpectedly, Huss
and the boy Valien now found themselves face

to lace with the Emperor Karl Franz, Franz
himself cannot have relished the task now laid
hefore him...

Franz was the Emperor, none disputed that,
but he was the Emperor of Sigmar's Empire,
elected to rule in his stead. If Sigmar had
returned, if this hoy before him was indeed the
nation’s founder incarnate, then Franz would be
forced to make way and restore Sigmar o his throne.

Tor dor s now, with Archaon's shadow looming large over
the land and with Frane himsell making ready 1o defend
the Empire against the greatest threat for 500 vears, was
unthinkable, Yet for 3 man like to Huss 1o believe Valten
to be Sigmar reborm clearly showed that others too would
all too guickly embrace the boy as a saviour, and should
Franz ignore him he would find these very same followers
of Valten uirned against him, against their own Emperor,
perhaps even against their own nation. Franz knew only

o nc

path lav open to him -

offer up what power he

could to Valten, without forsaking any of his own

control. 5o it was that the hammer, Ghal Maraz, true

weapon of Sigmar passed from the Emperor to Valten,

appointing him warrior and leader in Sigmar’s name

while Frane would remain ruler and marshal in the service

of that same god. A time divided had come to an end, and

the Empire siood readier than ever, and at their head not

one, but two great men. Whether the comet foretold it or

not, Archaon must have known that a new power now
stood arraved against him...




THE STORM UNABATED

Darkness descended on the Old World and Archaon’s
Hordes rolled on. It was clear now that he had but one
goal - Middenheim and the precious Temple of Ulric

Where they could, the people of the Empire resisted:

Archaon's advance, but by now the Emperor knew the
greatest chance of success lay in a single, certain defence
of Middenheim, and so the Empire’s armies marched on,

much as it pained many to leave the hinterlands to their

doom. The Empire’s fate was far from decided, and even

the mind of Archaon vet felt the heavy burden of doubt
with his forces divided, and no certain way yet forged -

through the Empire. The batle of Middenheim was yet to

begin, and whilst the armies of Karl Franz and Archaon &

marched there, battle raged across much of the Empire, ..

GRIMGOR IRONHIDE

With the Storm of Chaos in full
flowr, Grimgor
westward, intent on reaching
Middenheim in time to join the
batele sure to ocour there, OF
course, being an Ore, Grimgor

marched

could not march straight o

Middenheim without finding as much trouble as possible
along the way, and so followed a rather erratic, but
pleasingly bloody route through the Empire, most
crucially crossing the River Upper Talabec even with the
army of the Elecior Count of Ostermark arrayved against
him. Now deep within the Empire’s heartland, Grimgor
marches on, and as Archaon deaws nearer and nearer to
his goal, Grimpor marches on not far behind.

GARAGRIM IRONFIST

With the Dwarfs still
hattling  hard
maintain their
defence
much ol the Worlcds
Edge Mountains, and most crucially ar Peak Pass, few
remained free to contribute to efforts elsewhere. The

dlNss

Slayers, however, chose 1o seek out the enemy somewhat
maore actively and a great red-crested army was mustered
al Karak Kadrin under Garagrim lronfist, son of the Slayer
King, himsclf having recently taken the Slayer Oath, This
somewhat unusual Dwarl host marched nocth o Kisley,
striving to do what they can o both aid the beleagured
Kislevites and find a glorious death in battle. With all
manner of Chaos abound in the north, the later will
likely prove somewhat easier than the former. ..
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VLAD. VAMPIRE COUNT OF
SYLVANIA

With lead elements of Crom's
horde at last crossing the
Worlds Edge Mountains, the
dread realm of Sylvania soon
fell under the heel of Chaos, As
withered  and  decaved  as
Sylvanda may have appeared, it
was certainly not without defenders. The powerful
Vampire Counts have ruled Sylvania [or cenmirics, and
Mannlred, current encumbent of Sylvania’s throne, has
remained one of the Empire's fercest enemies
throughout his unnaturally longlife. Mannfred had no
intention of allowing Crom to attack the Empire if the
conguer intended o do so by crossing Svlvanda, and as
Crom approached that dread land he found an army of
the dead stood against him, Worse, another army lay
abourt his feet and soon rose up 0o meet him...
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GREEN RIVER

“Der'z nuffin® balf as wurf doin' as rucking around in
bogts, In ‘em or oulla em, il don't wach matter as fong
s we's ruckin’ around in boals "

- Madrat Bormogy, Toadie to Grimgor fronbide

With Archaon's ullimaie goal of Middenbeim now clear
to all, Grimgor gleefully began to back bis own way
across the Empive to make sure be didn’'t niiss ont on bis
chance to show all concerned just who was number one
it a roeck,

hrcs being Ovrcs, Grimgor’s route across the Empire was
a fittle. .. smcomventional to say the least fwell, i bundes
wonld keepr running off] be fust bad to chase “em), and
despite seiting out from the novtbernmost border of the
Frapire, Grimgor found bis army balted at the bank of
the river Upper Talabec, Having keenly followed news of
Grimpor's approgeb, e Elector couwnt of Ostermark
ripghtly anticipated that the Oves would bave made no
sensible plans for crossing the river, and in all likelibood
bad no idea they were abowt to reach il In an alfem o
capitalise, the Count asked the Emperor's permission to
detach a poriion of the marching column beaded for
Middenbeim. Permission was granted, and the Counl's
men made camp on the otber side of the river, ready to
catch the Ores on the back foot showld they foolishiy
altempl o cross the viver in plain sight of the Empire
arnty. Predictably, the Ovres did just that (cunning
sayhe, clever they ain'th,

The Fmpire arnty quickly mustered on the far bank,
wafting for the (res o come into rvange. Cannon,
handgunners and crossbows look up firing positions,
boping to pepper the Ores with shot before they could
comrletely cross the river while balberdiers and cavalry
stood ready to sweep the Orcs away once they anded,
bur before they could properfy organise and conlinue
their atlcck. Fren in this apparently fail-safe trap, the
Count had to be cantious, since even the foolbardy Orcs
wonld turn back §f brought too beavily under fire during
their crossing, Rather, the Count was forced o bang back
unlil the Ores bad begun o put their crude boats for
‘fWoterz' as Grimgor prowdly named them) affoat and
then seek to advance af just the right moment o leave the
Ores pnable to either turn back or advance without
suffering borrendous casuallies.

FIGHTING THE BATTLE

This battle was fought across both banks of the Upper
Talahec river hetween the Empire forces of the Elector
Count of Ostermark and the Ore Waasagh! of Grimgor
Ironhide, though it could egually well be re-fought using
any two other armies. Ores make especially good
dtlackers, since iU's particularly easy to imagine them

being stupid enough to take to the water in ramshackle
heaps of wood and nails in plain sight of an entire Empire
army!

Choose one table edge as the south bank of the river, and
one as the north bank. The south bank is no more than
A0cm wide at any point (ie, the river must be within 30cm
of its south bank), but chviously it can meander nearer
than this al certain points along is course if vou want. The
river itself is 30cm wide down its entice length - no more,
no less. The remainder of the table is the north bank. The
river runs from the east to the west.

The Ore player deploys his entire army first, anywhere on
the south bank, then the Empire plaver deploys his entire
army on the opposite bank, within 20cm of his own table
edge. The Ore player takes the first en must arcempt to
cross the river, uwsing the rules for boats from the
Warmaster rulebook. You don’t actually need boat
madels, you can just push the individual stands in a unit
across the river imagining they are in invisible boats. As
soon as an Ore unit reaches the edge of the river, it is
assumed to take to boats, although its current move
always halts at the edge of the river, and a further order
reither in this rn or a subscquent one) will be needed 1o
actually mowve the boats out over the river,
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confusion or not, Well, any
situation in which confusion
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FLOTERZ, ORDERS AND BLUNDERS

Ores often claim that Mork never trusts water, while Gork
loves it, and hence hall ol all Ores fear warter, while the
other half can't get enough of the stff, considering it the
ultimate medium on which to propel a Waaagh! forwards,
Grimgor's caprains hence faced the unenviable sk of
trying to fill boats with some Ores so desperate o get o
the other side that they paddle like mad-things and an
equal number of Orcs so keen on splashing about a bit
that they get distracted and start trving to ram each other
with their new toys,

What ' this means is, that unlike the rules for boats
presented in the Warmaster rulebook, Grimgor’s lolers
must be given orders. This is partly (0 represent the
difficulty of loading hordes of reluctant Orcs into what
amount o little more than floating crates, and partly
because we reckon it suits the scenario beter. The
advantage is that the dinghies have the potential o move
more than once in a marn {and thus cross the river more
swiftly) as the cager Ores paddle frantically towards the
battle.

When giving orders to units in boars, blunders can be
particularly catastrophic. If you do happen to blunder
when giving orders 1o g unit of boats, don’t use the
normal Blunder chart, instead use the one presented
OpPOsite.

BONUS VICTORY POINTS

Yictory Poinds are not used for this battle, instead the
hattle is fought until one army withdreaws. If the Ore army
withdraws, but has more surviving units on the north
bank it is an Empire victory — the Ores are broken, and
easily slaughtered or deosan in the river as they lee. T the
Ores are broken by have more surviving units on the
south bank than on the north, it is a draw - the Empire
trap has been sprung too early and the surviving Ores are
able 1o regroup and carry on their march via a different
route, forcing the Empire’s commanders to think about a
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DG Blunder

1-2  “Paddle faster, you maggots!”

The boats are swept up by the current, their crews
unable to paddle fast enough to resist, The boats do no
move [oreards, but move 10 cm directly downstream.
This move counts as a drive back, so if the boats are
swept into another unit you should roll for each of the
units hecoming confused,

34  “Keep in time, you bleeders!”

The rowers are unable o keep pace and the boats turn
ominously to one side. The unit moves at half pace then
turns 90 degrees (left, if the blunder was a 3, vight if the
blunder was a 4)

5-6  “%it down at the back!”

The boats lurch ominously, caught in an unexpected
current or overbalancing dangerously and taking on
water. Roll a dice for cach boat in the unit. If vou roll
under the boat's Armour, the boat is unaffected, 1f vou
roll over the boat's Acmour it capsizes and the stand on
board is lost.

foe on two fronts, the Empire army is broken it is an Ore
R iy ; "
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THE DWARFS MARCH FORTH

The Mwarfs battled long and bard o resist the engmy in
the East, bolding Peak Pass with the kind of stern
determination only Dhearfs can muster. To the Dwarfs,
bowever, this was a mere obligation for which they
deserved no praise, so to traly show the strength of their
allegiance, the Dwarfs of Karak Kadrin resolved to
march dgainst the enemy in the north.

Karak Kadrin bas long been ruled over by a line of Slayer
Kings, indeed many obervers bave claimed it will always
be so, since thus far the Oath of the Mayer bas proven
fmprossible o fulfil By any Dwarf who quite rightly)
cantinuwes to try and wpbold bis Oath of Kingship. In an
effort to overcome this, Garagrim Ironfisi, son of the
crrrent Stayer King Ungrim Ironfist, took the Slayer (ath,
uniiestctl since bis father and curvent bolder of the Oath,
stilf Hves. Nonetheless, Garagrim’s Oath follows the line
of his father's and so i Garagrim, free from the
restrictive Oath of Kingship, can find bis death in battle,
the shame will at long last be lifted from bis family.

As news of Garagrim's Oath spread, thousands of otber
members of the Slayver Cull gathered at Karak Kadrin,
these normally solitary Dwarfs banding together wnder
Garagrim's banner for the march north in search of a
plorious death in battle,

Geragrim and bis Slayer army arrived in Kislev as the

country already lay overrnn by all manner of

unspeclkable things which bad descended south from the
Trofl Country. Marauder raids were at their beight, and

already the vast borde of Archaon was rumbling
indefatigably soutbweard, Garagrim and bis slayers
would bave plentiful opportunity to find the glorious
decth after which they sought. ..

FIGHTING THE BATTLE

This battle took place somewhere in Kislev (in many
places in Kisley, in fact, since Garagrim’s army engaged in
numercus battles throughout Archaon’s invasion). The
battle was fought between Garagrim Ironfist’s Slaver army
and elements of Archaon's Chaos Horde - either
Dacmonic Legion or Chaos armies (or even Hordes of
Chans, see opposite page). This scenario is designed
specifically for Dwarfs as defenders, but they can equally
well be opposed by any attacking army. The main feature
is the unigque composition of the Dwarf army., consisting,
as it does, of many more Slavers than would normally be
expected.
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HORDES OF CHAQS i
The forces of Chans are perhaps slightly unusual in having two separate armmies - Chaos armics and Dacmonic Tegions — to represent
them. OF course, the division is not nearly so simple as chat, and armics will often exist which contain a mixture of mortal and
daemonic followers of Chaos (and even Beastmen 100, of course — no models for those vet, though!). T don't really see the need for
a separate army list to represent these mixed forces (that would rather complicate things), but at the same time 'm sure there are
players who would like to use such armies in their games, To do this, we recommend you simply use one list or the other {(Chaos or
Tracmons) and then use a selection of models fom the other army as ‘counts as’ units for your army: To avold any confusion, youw'll
find a list of sugpested “‘counts a5’ conventions below. What's more we've even decided o include a few Beastmen units on the Hsr,
in case anyvbody out there is mad enough 10 have modelled up unirs of the damned things to complete their Horde of Chaos.

Chaos Warriors or Dacmonic Hordes or Beastmen Gors
Chaos Knights or Dacmonic Cavalry
Chaos Hounds or Dacmonic Hounds
Chaos Chariots or Dacmonic Chariots or Beastmen Chariots
Dragon Ogres or Dacmonic Beasts
Harpies or Daemonic Flyers
Greater Daemon or Hero on Chaos Dragon
Ogres or Minotaurs

Obwviously, all of the units are reciprocal for counts as purposes, so in a Chaos army you might replace a few units of Chaos Warriors
with Daemonic Hordes, while in Daemon Legions you could do the reverse, We haven't included everything from all armies on this
list. since seme of the units quite rightly have no direct counterpart in other Chaos armies (if they did, we wouldn'e have needed to
do tever lists would wel). So, ves, this docs mean that there's not really any sensible way o include Maraoders in a Daemonic Legion
army, for cxample, and quite right too!

In this game, the defenders (Dwarfs) set up first along
their own table edge. This represents the Slayers moving
into position early enough 1o aunt the artackers as they
march onto the battdlefield. Roll a dice to determine which
side takes the first turn.

The Dwart army is unusual in chat it is acoally a Slayer
army. and must include a minimum of two Slayer units per
1,000 points, and may include up to four. The army may
not include any handgunners, Mame cannon  or
gyrocopters, It can still include Warriors and Ranpers,
which can he imagined to be units already abroad in
Kislev, now joining with their red-crested kin in baole.

BONUS VICTORY POINTS

The battle is fought until one side withdraws, However,
this is not used to determine victory — victory is decided
solely on viclory points, since the rather contrary nature
ol a slayer army means that cven in breaking the opposing
army they may well be rather disappointed in finding
themselves alive at the end of i,

The army with the most victory points wins the game,
If all the Slayers die, however, the Dwarl player has every

right 1o claim the moral victory, no matter the outcome of
the acrual hattle.

Cannons may also be included, and can be imagined as
representing one of the
crazed  inventions  of
Malakai Makaisson or a
similar once and former
ENgineer.

All characters in the Dwarl
army are considered to be
Slayers and as such may not
retreat up to 30cm when
moved  through by an
enemy unit, Instead they
will seek their doom and
attempt to die honourably
in battle. As such, any Dwart
character moved through
by an enemy unit will
automatically be captured
and killed.




THE DEAD MUST FIGHT AGAIN

The Dwarfs did what they could, but as the Storm of
Chaos loomed ever larger over the Old World, even their
staunch defence finally failed and Crom's borde at long
last broke through the once impenetrable barrier of the
Worrlds Edge Mountaing. The Dwarfs” effores bad not been
entirely in vain, bowever. Crom was unable o allack the
lush binterlands of the Ostermark and Averland in as
preater numbers as be bad perbaps wished. nstedd,
much of the Congueror’s force drove westward through
the cursed Land of Svlvania, seat of the Vempive Couis.

As Crom drew near, Mannfred von Carstein, the ruling
Viermprive Conrtd of Sylvania rowsed from Bis shomber and
made ready to defend bis lands. At the border of bis
realm, Mannfred mustered bis army and made ready to
drive off all wonld-be invaders.

Crom's armey was buge, and ageinst them stood fewer
than Crom bad expected, but Sylvania is not defended as
ather lands are. 1o an outsider. the fand, trees and skies
of Splvania seem every bit as dead as the evil wiich hurks
within, bul to the Vampire Counts these things are the
spies, beralds, scours and sentinels of thetr armies.

The land of Sylvania {s littered with the bones of the dead
as frequently as outposts, watchiowers, beacons and

garrisons wrght be scatfered throughout other lands.
Crom’s army assembled amidst this mass of wnseen,
wuntiving defences and as the armies of Death and Chaos
prepared to face one another, Crom found bis enemies ail
about biwm, indeed, the enemy lay right under their feet...

FIGHTING THE BATTLE

This battle took was fought on one of the many barren
plains which lie amidst Svlvania’s otherwise heavily
forested landscape (indeed Mannfred and Crom's forces
clashed more than once as Crom atempted o break
through and attack the Empire’s heart to the west),

The attackers (Chaos) should have twice as many points in
1o1al as the defenders (Yampire Counts). The defender’s
break point is equal to the tal number of starting units
in their army.

This scenario is only really suited 1o Tndead as defenders
(though you could substitute Tomb Kings for Vampire
Counts), Other armies can casily be used in place ol
Chaos as attackers. The main feature of the battle are the
units of Skeletons and Zombies which the Undead are
able to raise from the ground and encircle the Chaos army
and that the Undead army begins with an army hall the
size of their enemy
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Terrain can be setup in any mutual agreeable manner.
The only absolute must, is that the short table edges (ie.
the lanks)y should be forested, The defender can also
place one additional forested piece or a graveyard for each
full 1,000 points of his army. The defenders deploy first on
the chosen long table edge, The attackers then deploy on
the opposite long table edge, The attackers take the first
turn.

During their own Command phase, the Yampire Counts
may attempt 1o mise the dead bodies which have been left
scattered across the dread realm of Sylvania over the
centuries of Vampiric rule. Unlike the unwilling and ill-
prepared corpses which a Yampire or Necromancer might
animate hurriedly amidst the confusion and sirife of
hattle, these corpses are former servants of the Vampire
Counts, many ol them carelully prepared with ritual
symbols and invocations: before being committed o a
shallow grave. Many of the dead have seoved their masters
countless times before, rising up and lighting on the very
same batilefield, falling back o a broken slumber at
hattle’s end. As such, these loyal spirits are somewhat
casicr to raise.

Any character in the Vampire Counts army which is
capable of casting magic can oy to raise the dead during
the Command phase, This is done by issuing a successful
arder. Nominate any point on the banlefield within the
character’s Command range and make a Command check
as though an Undecad unit was present at that poin,
taking into account all the normal modifiers (raising a unit
counts as the lirst order wo the unit, so for the most part
only the modifier for distance from the character will
applyy. If the order is successful, a new Undead unie is
raised, which immediately moves using the order just
given (ie, no new Command check is necessary), 15 the
nrder is failed, the unit is not raised, and the characrer
may not give any further orders, as normal for a failed
Command check. In all respects, orders given (o raise a
unit count as a normal
orvder. After a unit is
raised, you may of
course  continue  to
issue additional orders
to it. A unit can be
raised  directly  into
combat, but the -1
Command Penalty for
enemy within 20 cm
will apply  when
attempting Lo issue
the order to raise
them The type of unit
raised depends on the
command roll used to
raise i, and where it
| was raised.

Skeletons :
If the Command roll to raise a unit is an even number, the
unic raised are Skeletons.

Fombies
If the Command roll to raise a unit is an odd number, the
unit raised are Zombics.

Dire Wolves

If the unit is raised within 20cm of a forest, vou may
choose to ‘raise’ {or rather muoster) a unit of Dire Wolves
with 4 successful Command roll,

Ghouls
If the unit is raised in a gravevard, vou may choose to
‘raise” {or rather muster) a unit of Ghouls with a

successiul Command roll.

Grave Guard
Il the Command roll (o raise a unit is a double, the unit
raised are Grave Guanrd.

Grave Knights
IF the Command roll (o raise a unit is a double 2, the unit
raised are Grave Knights.

Ethereal Host
I the Command roll to raise a unit is a double 3, the unit
raised is an Ethereal Host.

If you raise a unit which you don’t have the models o
represent, you may instead raise a unit of Skeletons or
Zombics (your choice). If you don’t have any models left
to represent Skeletons or Zombies, tough, you don't mise
the: unit,

Bonus Victory Points

This battle is fought as normal, with both armics secking
tao break each other The delenders” break poing is
determined at the siart of the game, and is equal 1o the
total number of starting units deployed in the army (ic,
not half that number as would nocmally be the case). The
actual units destroyed can come from either the original
army, or from amongst those units raised during the
course of the game - the Chaos plaver need only destroy
cnough units to break the Vampire Counts, it dossn't
matler where they come [rom. The anackers can only win
by breaking the enemy.
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CONVERTING DAEMONIC CHARIOTS

With the release of the Daemonic Legiom army fist in
Fanatic mapazine fssue | we thought we'd show you bow
to converl the one it that we are nol! planning o
release any models for in the immediate future. Tom
Merrigan converted two units of Daemonic Chariols for
bis Daemonic Legion army that were wsed during
playtesting. Here be explains bow be went about it

The Dacmonic Legion list includes rales for chariots, and
these can be stvled to any of the Chaos Powers, In fact, the
list gives a number of cxamples of the different tvpes of
chariors that are commonly seen within a Dacmonic
Legion army. For reference they arc:

. Chariot of Khorne: Bloodletters pulled by
Flesh Hounds or Juggernaughts of Khorne

. Chariots of Teeentch: Flamers pulled by
Sereamers of Teeentch

. Chariots of Slaancsh: Dacmonetes pulled by
Steeds of Slannesh

. Chariots of Nurgle: Plaguchearers pulled by

Beasts of Nurgle

My own Daemonic Legion is themed around Khorne, as
these were the first Daemon models released by Fanatic.
Conscguently, when T set aboutr converting a unit of
Chariois, T went for Chariots of Khorne, As Flesh Tounds
were already part of the Warmaster range and would be
easy 1o pet hold of | decided 1o use them as the chariot
MCLNES,

This conversion is a relatively simple undertaking and
three chariots {enough for a unit) can be completed
within 30-40mins. In order o make these Dacmonic
Charicts of Khorne vou will need the following:

1x unit of Chaos Chariots, 1x unit of Orc and Goblin Wolf
Chariots, 1x unit of Dacmonic Hounds of Khorne, 1x unit
of Dacmonic Horde of Khome.

STAGE 1: THE CHARIOT

Start by 1aking each haft of
the Chaos Chariots. You will
notice that there are three
spikes along the length of

he haft and twio studs that

join the haft to the Chaos horses” Remowve the centre spike
and both studs (rom each haft and file down the area
smooth. Once this is done plue the haft and the Chaos
Chariot base and wheels together,

Mext take the yoke from the
Goblin Wolf Chariots. This
picce will form the bridge
berween the halt of the
Chaos Chariol and the Flesh
Hounds. You will need to wim the voke down (where it
would attach to the haft of the Goblin Charioty by
removing the locator peg. This will allow the yoke piece

o fit flush to the position
where the middle spike was
removed [rom the Chaos
Chariot haft. Once this is

done glue each yvoke 1o the

halts of the Chaos Chariot.
With this done the most
difficult and intensive part
of  the

conversion 1%
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complete.

STAGE 2: THE MOUNTS

Clipp the base of the Flesh
Hounds in half so that each
model is a single piece. You
will reguire a waal of wo
Flesh Mounds per chariot,
The important thing to bear
in mind here is that the yvoke
fits Natly across the backs of cach pair of Flesh Hounds. As
the Flesh Hounds are sculpted in different positons vou

A ek,
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1 know this sounds like a lot of stuff to make just three
chariots, but most of these packs provide more than
enough parts, and if you plan on making more than one
unit you'll find you have spare picces left over which will
reduce the number of packs vou need 1o buy for vour
second and subseguent units,

will need o est pairs of
models together with the
already constructed  chariot.
Onee yvou have done this puat
the Flesh Hounds o one side
ready for painting,

STAGE 3: THE CREW

For the chariot crew you will need to cut out individual
Bloadleters from the Dacmonic Horde of Khorme unit.
When removing cach model from the metal soeip it is
important to make sure that the models will stand-up
straight in the back of the chariot. This may result in a few
feet being clipped short on individual models, but once




the Bloodleters are painted and stuck into the back of the chariot no one will
i s notice if this is the case.

4 When 1 converted my first unit of Charios, 1 failed to distinguish any model
as the leader in the unit. For the second unit T converted 1 added the banner
bearer from the Daemonic Hordes of Khorne unit. This would make it easy to
" distinguish whether the unit was in column or line formation when

brigaded with other units of chariows. Tt also looked aesthetically pleasing,

THE ENT» BIT
" By this siage the models are ready to be painted. | painted each picce (charior,
- mounts and crew) individually and glued them together allerwards, Believe me,
t this makes things casicr and guicker then if you stick the chariots wgether
¥ before painting. Once the chariots were painted 1 stuck cach model together and
mounted them on Warmaster bases, T then extured and painted cach base, and
~ finished with a coat of Citadel Purity Seal to protect the paint
—  from chipping during gaming. The end result - a siriking
-"ﬁ,ff:md easy o convert unit for my Dacmonic Legions army.
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LOOK TO THE SKIES!

by Carl Woodrow & Jervis Johnson

For me, one of the most appealing aspects of Epic Armageddon is the diversity of units at my disposal, whether
they are tanks, infantry, aircraft or massive war engines. It is the combination of all of these vastly differing

elements that make Epic such a challenging game.

Developing stratagems against a ground offensive may
leave you open to assault from the air and conversely
overburdening your forces with air defences wastes
resources that could be better spent strengthening other
formations.  Balancing all of these conflicting
requirements is what makes a good commander. In
previous editions of Epic, aircraft have generally been
treated no differently to other units and just considered as
another fast moving formation. With the ahilicy to retain
the initiative in the new edition, Nver formations can play
a much larger role in supporting ground offensives,
reinforcing defensive fronts and neutralising long-ranged
artillery. For me at least they have become every bit as
important in my armics as tanks and Titans.

Ajrcraft in Epic have two attributes that make them very
useful formations to include in vour batle plan. They can
strike anywhere on the table, having an unlimited
movement distance, and they ignore all terrain, These
abilitics alone make them a very handy formation for
silencing enemy artillery as no mater where vour
fiendishly cunning opponent hides them, a gquick ground
attack from a bomber wing can soon ruin their day
Naturally, to counter this, most shrewd commanders will
attach a few Mak units to their precious assets in the hope
that, if not a deterrent, revenge can be exacred on the
attacking pilots,

Aside from artillery suppression, flver formations can also
be used to drive the enemy away from holding onto an
abjecrive. With strategic objectives playing a large part in
the victory conditions of a game, denying your opponent
controd of an objective is every bit as imporant as
controlling it yourself. Using squadrons of bombers as a
way to quickly maul @ controlling formartion can
sometimes be enough o break them and force s hasey
retreal as well as deny the enemy control ol the objective.
Both of these lighting stike 1actics work well against
small enemy formations, However, against larger
formations, such as large Ork warbands, the impact can be
somewhat less effective. Choosing the appropriate target
and timing for a Ground Awack mission is one of the many
skills a good general needs o develop.

Close Air Support

When T first started actively making use of Marauder
Bomber formations in my games, 1 had them tearing
around the skies all over the mable, picking ofl what 1
thought were the most threatening  formations.
Unsurprisingly, 1 abways ended up wondering why they
ended maost sorties as a smoking crater on my opponent’s
side of the table. Using them as a sacrificial unit 10 strike
deep behind enemy lines is all well and good, but only if
the target is worth risking your precious aircraft for. There
are only a number of times T can put up with my opponent
making ‘crash and burn’ gestures with his hand whilst

grinning like 2 madman at the demise of my bombers.




A tactic that is more likely to prolong the life of vour
squadrons is to use them in the role of ‘close air support’.
Let me give a few examples of what 1 mean, My opponcnt
is in position to assault my Steel Legion Infantry Company
with a large Warband of Orks, an action that is surc to go
badly for my Guardsmen, even with the assistance of some
close tank support. As Tam the one currently holding the
initiative, | decide that the soon-to-be-assaulted Guard
formation desperately needs some close air support o
help solten up the Orks, 1 give one of my Marauder
squadrons a Ground Attack mission, which they thankfully
pass and are scrambled to lay down some ordnance right
in front of my own troops, direcetly on the Ocks, The
Marauders dive in and alfter eliminating a few units of
Grotz and Boyz, place four Blast markers on the
formation. Cheered by the Marauders, success T elect 1o
retain the initiative and activate my threatened formation.
Passing the modified Initative test o give them a
“Sustained Fire' action, the Guardsmen open fire and a
couple more Boyz units go down. The combined effect of
both strikes is enough to considerably weaken the Orks’
numbpers and the resulting assault is on more favourable
terms to the Imperial defenders.

My opponent, renowned for being a quick learner when it
comes o pinching tricks, didn't take long making use of
this ractic himself in an attacking role. One advaniage the
Orks have over the Imperial Navy is the sheer number of
aircraft they can muster and this can make for very
effective close air support, Aggrieved at the failure of his
warband in overrunning my infaniey formation, my
ovpponent activates a squadron of Fighta-Bommerz o
conduct a Ground Atack mission against a formation of
Rough Riders which is screening one of my precious
artillery batterics. Unsurprisingly the small lorce of Rough
Riders are somewhat spooked by the sudden attack of five
noisy aircrafl, and what's left of the formation falls back
thoroughly broken. The resulting gap is quickly exploited
by a Kult of Speed, which takes a Double action (o tear
through the gap and engage my now exposed artillery.
Curses! Using Fighta-Bommer formations to open up
holes in the Imperial lines is a great tactic that highly suits
the larger formations of flvers that Ork armies can
assemble, They are also very good at sowing Blast markers
on Imperial [ormations just before they are assaulted by a
warband, stacking the odds even more in the Orks’ favour,
As (ks receive an Initiative modifier for Engage and
Double actions, retaining the initative to assault the
thoroughly pummelled Imperial infantry is a very rceal
possibility.

Combat Air Patrols
In each of the above scenarios, the flvers have been used
to enhance the actions of one particular friendly

formation by acting as close air support. However there

are other roles that they can play. Other than Flak, there is
only one other unit that can cause a flyer problems, that
being an enemy fighter, Combart Air Pacrol (CAP) missions
are designed to stop enemy aircraft completing their

mission, and can be given in advance so that vour fighters
are in the air waiting to pounce on enemy bombers and
transports before they get a chance o drop their payload.
Intercept missions are purely offensive and allow your
fighters to engage enemy flvers belore they have a chance
to disengage and exit the table. Narrally, Tntercept and
CAP missions are only available to fast-moving fighters like
the Thunderbolt or Ork Fighta-Bommer, as there would
be little point in sending a squadron of lumbering
Marauders to intercept enemy aircrall: {unless you want
the crews walking home of course). (Other than the
abvious opportunity o shoot down your opponent's
aircraft and scupper his plans, there are a few other good
reasons o place a squadron or two on CAP Firstly, by
doing so you will discourage your opponent’s hombers
from taking to the air unless they really have . In
addition, vou will likely tie up his fghters in a Counter-
intercept. The second reason is to attempt o rob your
opponent of close air support if you believe that is their
intent.

Air Cavalry

Laving waste to }'uuf: opponent’s forces by air is greatly
satisfying, OF course, being able to deliver a formation o
any point on the table is even better — which is where
transport flyers come in.

Prabahly the most famous transport is the Space Marines'
Thunderhawk Gunship with its impressive array of
weapons, thick armour and cargo of the Emperor's finest.
Capable of delivering troops to the most inaccessible parts
ol the baulefield, the Thunderhawk can be used to seize
objectives and outflank enemy formations, or even drop
troops directly into close combat.




Similar to the Space Marines' famous entry vehicle is the

Ork Landa; not as stvlish 1 admit, but every bit as deadly.
Loaded up with Stormboyve or Kommandos, an Ork Landa
can really make a mess behind Imperial lines where your
opponent least expects an assault. Ork Landas are also a
preat way of outflanking an enemy formation to carch it in
a cross-fire, which is precisely what T use them for in my
own games. By dropping a mob of Storm Boyr cose
behind a formatdon, Twant to advance on, T can effectively
increase the impact of that round of shooting. A heavy Ork
Landa suddenly deploying a mob ol brutish Orks directly
behind their coemy troops tends o have a devastating
effect on the average Guardsman. In order to pull off the
tactic, of course, vou nced to be able w rerain the
initiative and close the trap, which for Orks is no casy feat,
but worth the gamhble. Don't forget, however, that only
the deploved troops can set up a cross-fire situation, not
the Landa, unless it spends a turn on the ground. You
can't simply fly up behind a formation and hover there
expecting to disrupt them that way

The most common missions transport flvers undertake
are o recapture cnemy objectives or reinforce
strongpoints, both supporting roles to ground troops,
Recapturing objectives deep in cnemy territory is a
favourite of mine and involves breaking the enemy
formation holding the objective vou are going after from
a distance. If vou manage 10 drive off or destroy the enemy
with a few well-placed artillery barrages, it is then possible
to follow up the action by using your Landas or
Thunderhawks o quickly deploy a small formation onto
the objective, cffectively capiuring it for yourself, The
tough armour and damage points that most transpores
have ensures that they have a good chance of surviving
light ground fire and making it 10 their target, no matter
the location. As with other missions, the biggest threat 1o
a transport is to be ‘hounced’ by cnemy fighters on
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Combat Air Patrol orders, which can bring a very abrupt
and terminal end to your expensive flyer and its
passengers. For that reason alone, if vou know the enemy
has flyers on CAP orders then cither use your own
Fighters to draw them out or, better sill, keep that
transport grounded for a turn!

Plugging Holes and Hunting War Engines

In any battle it is inevitable that holes will develop in vour
carefully marshalled forces, either from incoming fire or
close combar. Using transport aircraft to help replace
casualtics or even reinforce a particularly weak point in
vour front line is a good way of keeping your battle plan
on track and counteracts any unexpecied losses. A similar
(actic to this, which my regular opponents use to greal
effect, is using his transports to re-deploy specialist assault
formations in support of other units, suitably modifying
their combined close combat potential. This is particularly
amusing and effective if vour opponent least expects it,
viewing the unmodified formation as liede threat, an
opinion he generally soon regrets once a dirty great Ork
transport drops off several units of Ork Kommandos,
Admittedly, this kind of devious behaviour is best left 1o
Ork Generals who are likely o be viewed with grea
suspicion anyway. However, the tactic works equally well
with other races, especially Space Marines.

Few aircraft can bring down something as large and well
protected as a Tian, but nevertheless flyer formartions
make great Titan hunters when it comes 1o setting them
up for a fall. The lmperial Navy is particularly adept at this
and can be called upon w make pun runs against Ork
Gargants, stripping away their protective power fields and
leaving them very exposed to the Tian Killing anentions
of a Death Strike battery or Shadowsword company. Quile
aside from the actual tactics, there is also something quite
engaging about shooting at war engines with aircraft. 1




don’t know if its because 1 warched King Kong too much
as 2 boy, or just because | know that one day one of my
Thunderbolis will score a Critical TTit on a war engine
sending it o its doom, and that has got to be worth a
smile or two when it happens fand it's Fighta-Boromerz
attacking a Titan on the Epic rulebook cover, of course —
Mait).

Defensive Tactics

Mo matter how carefully you choose the arger ol a
Ground Atack or Air Assault mission, whenever a flyer
formation takes to the air it will be going into harm's way
and runs the risk of getting shot down, This s
unavoidable if your opponent has 1aken Flak anits in his
army. However, thar's not to say that you have to just fly
straight over any hot spots with reckless abandon, By
carcfully looking to see where the ‘no-fly” zones are prior
to barrelling  across  the table, s possible 1o
circumnavigate the worst spots and increase vour chances
of getting more than a raid or teeo out of the formation.

Marurally vou want 1o take the opposite view if yvou are on
the receiving end of 3 bombing run and concentrate vour
anti-air capabilities to areas you really want to keep flyer-
free. As there is gencreally less benefit in shooting down
aircraft after they have umed vour brave Tormations into
smouldering wreckage, the hest position for Flak units is
in front of any fragile units where they can cngage
incoming raids before they get a chance to drop their
ordnance.

It is also worth remembering that Blast markers and flyers
don't mix as they modify the formation's Initiative roll and
can make it very difficult for them o be given anything
other than a ‘Stand Down’ action the following tum. For
the pilots out there, it is vet another good reason to
carctully avoid anti-aircraft and flak hot spots — the less
you are shot al, the more vou get wo My,

Ballistic Entry Vehicles (BEV's) like the Ork Landa are
notoriously resilient against anti-air fire, so never leave
fragile formations exposed or s0 far from supporting units
that they can be picked olf by an opportunistic air assaulr.
If transport flyers, such as the Landa and Thunderhawk,
have one weakness it comes in the shape of a Critical Hir,
With the exception of Titans and Gargants, most war
engines are destroved instantly by a Cridcal Hit, and flvers
are no exception. As the chances of scoring one are greatly
increased by the number of hits a flyer sustains, flving an

Ork Landa directly into the face of heavy flak is sure to get
hoth your expensive Landa, and, more importantly, cargo
of clite Orks brought crashing down o earth with a
prainful bump,

It has been said by more than one opponent that they fnd
fyer formations o be weak and ineffective compared 10
cther ground based units. To this T say that any unit used
in isolation will inevitably disappoint. Using different
units to support a single plan of action comes as second
nmature in 4 game of Warhammer 40,000 because of the
alternating tirns sequence. In Epic Armageddon,
however, players alternare between activating formations
which can lead to thinking only in terms of one formation
at a time. By considering vour battle plan in advance, the
actions of several formations can be combined as 3 chain
of events, each executing a single part of the greater plan.
These joint operations arc where flyers really  exeel,
whether it is softening up targers prior o an assauli, or
delivering specialist formations into hot landing zones.
Using flvers for their strengths as opposed o just another
cheap strike formation will almost certainly increase their
tactical value tenfold, The tactics and suggestions 1 have
covered throughout this casual look at dyers is far [rom
cxhaustible and 1 am sure there are many more, not least
amongst them those of the Space Marines.

Geting the most out of agrospace operations in Epic is a
trial and error process; sometimes your squadrons will
perform magnificently and sometimes they will crash and
burn. By following the basic tactics and principles | have
covered here you will soon be developing vour own
stratagems o match vour army specificalty. By being
prepared to experiment a little with the actions vou have
your flvers performing, and considering how they can be
used in conjunction with other formations, you will trm
a handful of pun-ho maverick pilots into a squadron of
precision bombers, and air superiority will be within vour
LrAsp.




SCENARIO - PLANETFALL

“Damn you private! Bring 'em down, bring ‘em down before it's too late. ..

Landing lorees from orhit in order to gain a foothold on a
planet has led to some of the bloodiest battles in the
Imperium’s long history. A defending force must fight
tenaciously to stem the attacker’s advance, while the
assaulting forees oy to expand and protect their landing
ZOTE.

Forces

Both players pick armics to an agreed points total
between 2,000 to 5000 points wsing the Tournament
Army lists, as modified below. 2,000 points per side is
really the minimum that can be used for a good game.
MNote that plavers need o specifically select forces that can
undertake or fend off a planetary assault. Although it is
possible for any army be the atacker, the scenario works
best with Space Marines as the antacking force,

All of the artacker’s forces must either be aircraft and units
transported in them, or be capable of entering play using
the rules-for Planetfall {see 4.4). This means that the
attacker will probably need to include a spacecralt in their
army, and a way of getting units irom the spacecraft to the
planet’s surface. The anackers may include Transport
Barges in their army if they wish to (sce the New Units
section below). Each Transport Barge cosis 10 points
and is counted against the allocation of points allowed for
aircraft in the army.

In this scenario the attacker is allowed to take up o two
spacecraft for their army if they wish. If they do so then
only one may be used on any single turn, If for any
reason, both arrve over the table on the same twrn then
one must ‘sheer off’ and cannot be used ar all. The
anacker may choose which spacecraft will sheer off if this
should happen. In addition, any restrictions on 3
spacecrall's datasheet about which turn they can be used
on is ipnored when playing the Planetfall scenario.

The defender is not allowed to include a spacecralt in
their army, as it is assumed that the attackers have gained
at least temporary sub-orbital supremacy abowve the
planet's surface, Insiead the defender may take up to one
defence laser battery per 1,000 points in their army {ie, a
2,000 points army could include up 10 two defence laser
hatrerics). Each battery taken costs 50 points.

Gaming Area

Set up the terrain for the game in any mutually agrecable
manner. It is recommended that the guidelines for terrain
set-up included in the Tournament Game rules (see 6.1
are also used with the Planetfall scenario. Once the terrain
has heen placed, set up objectives as described in the
Tournament Game rules {see 6.1.4).

Codone! Statner, Avmageddon Primus.

Deployment

The defender must split his army into two parts, FEach
must include at least one formation. The anacker is then
allowed to choose which of these two parts is deploved on
the table at the start of the battle. The other part is kept
back ‘in reserve’. (The arracker is allowed to choose in
order (o represent his ability to land his troops an the
weakest area of the defender's ling).

The defender sets up all of the formations from the part of
his army that the attacker chose, anvwhere on the table
that is at least 15cms from a table edge. Aircraft are not
deploved at this time, and must be held back to enter play
using the rules for aircraft (scc 4.2). All other units in the
part of the army chosen by the attacker must be deployed,
including units with the teleport ability (which will stop
them being able to teleport). Note that units from this part
of the army may not be held back to enter play in
transport aircraft.

No other units are set up on the table at the start of the
game, The attacker’s forces may enter play using the
aircralt or planetfall rules, The defender’s reserves enter
in aircraft or as described in the Reserves rules section

" helow,

Reserve Formations

All of the reseove formations in the defender’s army are
assumed to be advancing towards their table edge as
quickly as possible. At the start of cach turn, each player is
allowed o bring on one or more formations, as listed
helow: .

First Turn Arrivals: Any formation where the slowest unit
inn the formation has a speed greater than 30cm.

Second Turn Arrivals: Anyv formation where the slowest
unii in the formation has a speed greater than 15cm.

Third Turn Arrivals: Any remaining formations,

Any Tarn: Aircraft and units being transporied in aircraft,
formations that can teleport.

Formations must deploy on their turn of arrval. Each
reserve formation enters play on a randomly selected
table edge. The defending plaver must randomly sclece
which edge the formation will appear on, and then place
a unit from the reserve formation anywhere on that edge.
He should then do the same for the next rescrve
formation entering play this mrn, and so on. The unit
shows where the rest of the units in the formation will




enter play during the turn. If several formations want to
enter play at the same point (along a road, for example)
simply place the units in a row one in ront of the ather,
and measure their movement from the rearmost unit in

the artacker has units within 15cms of it, and the defender
does not, IF the attacker has not won by the end of the
fourth turn, then the defender wins the game if the

attacker has not capmared ar least two objectives. Any
the row. If you prefer, you can place counters or tokens other result is a draw.
instead of units, just a long as you know which token :

Apethars -
corresponds to which formarion. S
Reserve formations move onto the table in the Action
phase. Formations that fail their Initative est musi
choose to move as their Hold action, and will enter play
with a4 Blast marker for failing the Initiative test. All
Iormations must enter play on the turm ol arrival; vou may
not keep them back off the rahle.

Frrti
Toefusr'riecet dvind

Yictory Conditions
The attacker wins by having captured any four objectives Move Fric

in the End Phase of any turn. An objective is captured is Wk

NEW UNITS
The following new unils may be used in the Planeifall scenario. Note thal neither of bese unils is included in the Epic
range fatl least al present) and so they will need lo be refrresenied by suitable ‘stand-in’ or scratch-built models.
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Lk Tamage Capacity 2. Critical TTit Efect: The Transport barpe’s fuel explodes and it crashes mo the ground, killing evershody on 1ma.rd i
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Firefight

Close Comnbeii
++ -

Armnour

i Type
war Englnc
Weapon
Defence Luser Dactrey

Lmminbdle

: Range Firepower Notes
Unlimited na

Defence Laser (sec below)

Damage Capacity 3. Critical Wiz Effect: Internal explosions destroy the batteries, command centee, rendering It inoperable (counts

as destroved). Notes: Renforeed arrnour. Bearfezs. May nol ke actions, Fowever, each defence Liser battery in play suboraces

-1 [rom the Action test rolls of encmy space craft. No units may enter the bunker < s off-limits!
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DARK ELF PLAYBOOK

Excerpt from ‘Vice and Viscosity’, or Darkside of the Blood
by Jaid Oubliette (Translated by Matt Brown)

“A right royal romp of truly epic proportions — and
that's just his weapon!”
A, Nowaymas, Colleges of Magic

“A real page turner, I didn't have to 1ift a finger!”
Telebinetics Gazetteer

... 0’ my fav'rite bil is where der woman-fing loses
her clobber, Hur-Hur. No wait, dat woz der diff'runt
one.”

Same fdiot, in a street

“Soft, strong and very long. Perfect!™
Cruiled of Outhouses and Public Amenities

“Dark Elves are renowned for being evil and depraved -
and that's just the Cheerleaders!”. So begins the “Did you
know..." for Hubris Rakarth, star blitzer of the Cowboys,
and, as a Dark Elf coach of some tme, | know the cruel
fate that would befall me if T were o divalge too many of
their seerets (not to say the number of games T would
soon start 1o lose). However, the great God Nufile (and his
pet minion, Andy) doth compel me 1o speak, so speak |
musi. Here then are some thoughts on the Dark Elves. OF

course, these are not exhaustive and you may well, should
in Fact, find vourself developing a few tricks of your own -
bui this will certainky get vou off 10 a good stare. Enjoy...
and if Rakarth comes looking for me, tell him ve joined
the Khemri Foreign Legion.

Please, T am just i@ pr::u::'r si::n'be sbf"rw mercj:f"
Mread_; Emu? %Ecume tu the Darkside. ..

i
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INTRODUCING...

Dark Elves are infamous for their worship of weird and
deviant violence so Blood Bowl fits into this very nicely
indeed. They are a cruel and incredibly vicious race,
combining high intelligence and namral grace with an
intense hatred for all things living and dead. Needless w
say, this makes them superb Blood Bowl players equally at
home throwing the ball or running with it or simply
forgetting about it entirely and smashing the hell out of
their opposition, which, due to their evil emperament,
they are wont to do on occasion,

well that sounds perfect! Unformunately, though this is
true up to 4 point, for a staccing rookie team it doesn't
quite work out that way and you really have to be in chis
for the long haul to see any elfort on your part rewarded
on the plaving field. For coaches new to Blood Bowl, the
Dark Elves can be tough to take as a first squad, but don't
let early sethacks put vou off. The more you play, the more
vou'll Iearn and that really is the only solution o




improving vour understanding of their game. Also, learn
the rules well — when the rules are second nature 1o you,
vou can focus more on what it is you want w0 do without
having o worry about whether or not ic's allowed,

MASTERS OF MISERY

As vou will quickly discover, Dark Elves do not excel at any
specific stvle of play. You could be lorgiven for thinking
that being Flves with an all-round AG 4 vou have a
fantastic Passing game - you don't. If Passing was the
reason you chose Dark Elves you are best suited to playing
a Wood EIFor Tigh BIfieam instead where your instinct to
throw the ball will pay off more often. Nor can you stick
to running with the ball {in the belief you have a vicious
team), for as soon as you come up against a ‘real” running
team you will quickly find voursell on the painful end of a
severe pounding. Any attempt to rigidly force one
particular playing stvle onto a Dark EIf team (such as ‘a
Passing game') is sure (o end in Gilure, What Dark Elves
excel at is the ability w adapt o the strengths and
weaknesses of their opponents and exploit them with
near perfection. Dark Elves are truly the masters of misery,

As coach vou must learn o be Nexible in yvour :lpl‘.lj'n'.lch iy}
each game continually adjusting your plaving style as cach
situation arises, Your players' ability to do so is their only
strength. Flexibility is indeed the keyword 1o success with
Mrark Elves.

MONEY, MONEY, MONEY

I'm not going to well vou what vou should or shouldn't do
in picking a starting team, that would defeat the whole
point of it being vour team, (and there's no right or
wrong) but there are a few points worth considering.

Regardless of how you envision your team performing in
the furure, vou will gquickly find your starting million just
isn't enough to buy what vou would like and, when you
compare what you do buy with what you could get for any
ather team, you may feel short changed - and well vou
might, for vours is the most expensive team there is.

Your starting sum will struggle to buy anything more than
a first eleven. The cheapest player, the lineman, costs
T0000 alone and cleven linemen will cost 770,000 gps.
Adding to this 1 Fan Factor (ruled minimuom) and one Re-
roll brings this squad to 830,000 gps and any tcam that
starts with only eleven players is sure to need an
Apothecary. Even then this might not be enough o keep
injury and death at bay whilst you try 1o build the squad.

Now, the Dwarfs and other Elf teams that suffer like you
from such cxpensive lineplayers get to purchase their
‘position” players (throwers, receivers, hlieers, etc) for
around 80,000 1o 90,000 gps. This malkes it casy to drop a
few of those linemen for better plavers, and thus generate
the core of their game, Unfortunately, you can’t do chis,
Mot only does a Dark EIf team have no specilic ‘hasic
game’ o gim for, your position plavers are exora expensive
to boot. With vour remaining 170,000 you would have
ecnough for just one of your position players (and a
second Re-roll), or two il vou opt for both Throwers.

st the feifrering forne of Gt
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Tor me, this is too big a sacrifice just 1o have a owelfth man
on the squad, and plumping for the Throwers just to get
a ‘position” player onlo your team just isn't what Dark
Elves are about — and in any case vou could currently start
an identical side to this using High Flves for less cash!

But to purchase your Blizers and Witch Elves straight
away {and so make your team uniguely Dark Bl you
will have to sacrifice those all-important  Re-
rolls/Apothecary/substitute players, and as a consequence
you are almost sure 10 sulfer,

My only recommendation is to save any money you might
put towards a substitute player and spend it on an
Apothecary instead. The Apothecary is cheaper than a
player, and could potentially save several lives many times
over before you have saved up the cash 1o buy anyvthing
more. Unformunately, where other teams can get a fine
selection of both players AND Re-rolls, Dark Elves almost
certainly have 1o sacrifice some element of their team o
hewin with.

What you choose really depends upon the teams vou are
to face and the league format vou are going to play. The
sooner you get plavers, the gquicker they can start picking
up SPPs for those much needed skills, whereas the carlier
you purchase Re-rolls the maore reliable vour team will be

in general.

The Dark Eif potiv-belmet joke

didn’t go domen very well..,

In league play T opt for players over Re-rolls, Players can
develop, and a Re-roll will never be more than a Re-roll no
matter how early it was bought. The doubled cost of later
Re-rolls is of no conscquence 1o vour [uture costs because
if vou bought several Re-rolls instead of plavers at the
start, you would be short of those plavers and therefore
require the same amount to be saved for each {approx
100,0000 and end up waiting a very long time before you
get them for your eam. Which in realicy means you would
spend most of the season not actually playing a Dark EIf
team at all, just a squad of generic EIN linemen.

However, things are different for short-term tournaments
intended to last only a few matches where the teams
won't be used again, You will want good performances
right away, whereby the exireme case scenario of 100%
lintman plus Re-rolls does have its - argument despite
being very dull — the reserve means you can soak up a
casualey or commit fouls without fearing Sent Off resules,
and the extra Re-rolls help your team play with an amount
of carly reliability — just no cutting edge, There is no easy
answer 10 this playerRe-roll shortage (beyond playing a
pre-season match or three against Malflings and Goblins);
unless the rules get changed vou are just going to have 1o
tough it out for a while and hope for the best.

THE PLAYERS

With an Agility of 4 and (funure) access to Agility skills,
such as Dodge and Carch, vour weam isfwill be equipped
to escape tackle zones and move the ball abour, thus
enabling them to refocus the attack or rebuild the
defence. This also means that the lineman who has spent
the entire half fighting away in the midfield can just as
suddenly peel off and become an open receiver




downfield. In Bt every player in your team is a porential
hall-handler. The Dark EIf coach more than any other
must get out of any idea that his players have a specific job
to do, that some are stars and the rest make up the
numbers, There are no makeweights on a Dark EIf team.
That then is the basic principle to which Dark Elves play,

HOW THEY PLAY

But don’t think you're invincible, far from it, Dark Elves
can’t actually beat anyone at their own game but have the
ahility tr adopt the alternative and beat them thar way
instead. In general, Passing teams struggle to run the ball
and Rushing teams will struggle to pass the ball. Your job
is to break up vour opponent’s game whatever it may be
and force him onto the back foot, otherwise if you find
vourself settling into a ‘shootout” with a Passing/Speed
team, such as Skaven, Wood & High Elf, or any other team
tooled up o throw, you will invariably fall short of victory
unless vou can produce a berrer game, which isn't likely -
this is their forte, not yours. Similarly, trving to beat Orc,
Chaos and Undead teams in a fist-fight will produce
coually unsatisfactory results in addition (o a casualty lisg
the length of your Team Sheet.

Dark Elves are capable of slowing fast teams down and
beating them to 4 pulp. Whereas vou can outscore the
power leams with finesse and passing plays. Your key
strength lies in this ability to switch between plaving stvles
at any moment. Unformunately this switching of play is
something that cannot casily be shown on paper, but has
tor b learned through experience. The more games you
play and the more teams vou face the better vou will pet
at recognising situations and making this decision. We all
learn from our mistakes,

FLEXIBILITY IS THE KEY

MNow some might say stopping the opponent's game is an
obvious tactic, everyone wants (o play on their own terms,
but then that's the whole point with Dark Elves - vour
terms are ‘no wrms’. As soon as vou can make the game
depenerate into a mad scramble, you're in vour element.
Reducing vour opponent to desperation actics (ie, trying
anything) draws him into plaving the Dark EIf way, with
the exceprion that you can and he can’t. Whatever
defensive tactic your opponent tries you can switch attack,
If they stop vour run you can pass, il they stop vour pass
vou can run, and if you've just broke their game, you’ll be
playing both styles better. Whilst his team look like
fumbling idiots, your team glide about the field in
complete control playving (18 certificate) “sexy’ Blood
Bowl (evil snigger).

MIXING IT

But it is a good Dark EIf coach that knows when to change:
tack. Don't think just because your opponent has a
running game vou should pass for the entire match (that's

what Wood Elves v, are vou a Wood EIfF). If vour
opponent drops back into deep coverage, you do not have
the Throwing/Catching arsenal to beat it — but you could
then run through the weak ling and as vour opponent
sends help o reinforce (starts 1w delend the run) you
whip a shorter pass into what would now be light
coverage for a score, To exccute this type of play
efficiently, and capitalise on opportunities as they present
themselves, you need the ability 1o coach all styles of play
reasonably well and be comfortable playing them. It is no
good threatening to run the ball unless vou are actually
capable of making good on that threat by running it in,
else vour opponent will ignore it and smash vour
receivers. This is the flexibility referred to on vour part,
and the reason why Dark Elves can be awlkward for
beginner coaches — you have o get an awlul lot out of
players that, on paper, don’t look very deadly, and there’s
no Big Guy or Star wo dig you out of crouble!

This is also why I have not included any starting
formations (vou need them all), as you're heter off
knowing and heing able to apply the theory behind your
team rather than being shown half a dozen formations
that might be meaningless to vou, But 1 recommend vou
read ALL tactics articles for other races and then apply
their formations (be it passing or running plays) o vour
team.

KEY WEAKNESS

In a word, Numbers. This is partly where the cost of vour
plavers harms your squad. There is currently no way in
which vou can get those extra Blitgers and Witch Elves
unless vou've plaved for a good while and saved up the
cash, in the meantime the other EIf ccams can match you
player for player and then outplay vou with their
affordable basic game, You have to wait for yours 10 pick
up over time, But then, Elves improve with age. .. at least,
they used .
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Hey euﬁ}'h_}'_. let’s discol

A big problem faced by any EIf team is what to do about
high Strength opposition. I you are to enjoy success with
Dark Flves you are going to need to come up with
something to stop Strd4+ plavers bearing down on your
End Zone, and more imporianty, fgure our a way o
break a hole in a Sied+ defensive line.

Now, I'm not going to get bogged down in a long list of

skills o take for several reasons. One; the skills you pick
for your team should be to maximise vour playing stvle or
counter any weakness vour game has, which you will be
able to identify over time and will inevitably be dictated by
the league in which you play - otherwise T would be
forcing you o play in a style that does not come naturally
‘o you and might be unsuitable for the league you play.
Secondly, the development of your team is what will make
it vour team and there are so many possible permutations

that it isn't worth going into, Oh yes, and there's that little
point that to write such a list would be a complete kop out
on my parl. Tactics should apply to every Dark EIF team,
Giving coaches lists of ‘must-have” skills does nothing 1o
answer the basic need, “how o play that team better”.
Though having said that T will drop in a few pointers in
case yvou haven't thought of them.

The problem lies in the fact that yours, despite being the
‘mean and nasty, kick bottom® Elves, are the only team not
1 have access to Strength 4, or Big Guy plavers/Stars, In
my opinion this is not an oversight, Dark Elves loathe
anything and cverything that isn't Dark EIf {and those are
the easygoing ones) so you really shouldn’t be looking for
any non-Dark Elf players to add to your team anyway.
You've got to do it with cunning and guile, or if that's not
vour thing, venom and cruelly.

Steong Teams are usually incapable of moving the ball about quickly, so ¢ C » spreadd

the game our dcross the field and
opponent has his players split into ¢
each other. The diagrams below show this,

Piagram 1 Bunched L

ate pockets. You are more likely 1o survive
or more groups than when he has them all bunched together in support of

New Assist Opportunities

en deliver) a beating if your

Assist Ofhartunities




Nole — Coaches of Strong Teams are gluttons for
rdelivering) punishment, so they’ll often chase after your
danger plavers in the desire to get big casualty numbers,
relving on superior Strength & AV 1o protect them il they
el separated.

If your team spreads its defence you will be able 1o single
ot such strays and pummel them, even if this means vou
are ignoring the ball. Your opponent will start to worry
and send a few helpers, (he'll worry about not having the
numbers o form his ‘cage’ in the next half, and if vou
actually clear these plavers he's done-lor right now!) Tah-
Dah! Split groups: one wying to score, the other is
fighting. Now this is where vour superior AG comes in
(and Dodge when you can get i), Whilst leaving as few
plavers as possible to tie the fighting crew in tackle zones
(don’t swep every plaver out as you will nullify any
advantage vour AG gives you in that vour opponent will
nid have o dodge o give chase) you refocus the assauli
against the now outgunned ball crew:

With a bit of cunning you should find an assist (or at least
enough (o cancel assists) and get fair blocks against the
ball carrier squad {or force him into dodging).

Should the ball pop out, your opponent Lacks the AG 1o
win it back whereas vou will be able o sneak it out
{preferably with a Thrower) and with a swift pass upficld,
or second manocuvre of players, vou'll be on the attack
and vour opponent will be in a mess, Without much in the
way of Dhodge, and very lew Re-rolls, this does require a loc
of luck from a rookic squad. So any skill that enables you
o manceuvre plavers or the ball are to be valued above
others,

That's all fine regarding a high power, low agility team -
bt what about those one-off stars setting TD records on
the ball handling teams? Well, one thing, you can just
ignore them and focus your destructiveness on the
weaker squad players. Remember, if your opponent can
move well, he probably can’t cope with many casualtics
and is focused on tryving to outscore vou rather than beat
you up,

Anything that will give vou a numerical advantage on the

ficld (or the arca of importance) will be a good thing, nol
only will this leave more space on the field o exploit, it
gives you extra assists. With Frenzied Wicch Elves you can
push opposing plavers off the sidelines (or manocuvre
them to be pushed off) better than most other teams, just
ke sure you have an assist or Re-roll available for the
hlocks else you will find vourself flat on your face (“your
woman-thing loses her clobber”, you could say). If you
adopt this tactic be carcful not o leave vour Witch EIF
open to reprisal attacks — there is nothing more annoying
than to watch your game plan get turned against you (Side
Step and Block can come in handy).

A final word on Fouling, You are Dark Elves. If there was
ever a race that should foul ic's you (in my opinion they're
Dirty Players at birth!y. Even though the roles make
fouling a very dangerous activiey to take part in, especially
for you as your game relies on keeping as many plavers as
you can on the field, yvou should really try o get a few in,
if only to play in character, Sadly, if vou want to win the
match with Dark Elves, commiting Fouls is not a
recommended 1actic, as vou will regret it much more
often than not.

HAVE FUN

Dark EIf teams are late developers, expensive to start up
and, due to the low skilltcam Re-roll count and high
casualty rate, slow to get going, But once your surviving
plavers have managed o get a skill or two the deaths will
be less common and hopefully you'll start o see the
squad grow, and you'll be well on your way to enjoving
some fine wins, But regardless of victory or defeat, and
irrespective ol tactics, if you're having fun with your team
then you're playing it vight in my opinion - if's a game,
cnjov it!

Antbor

Furiher
nfericonicnt it

More BE
Website




pages have hesn extracied dirccrly from
edition of Spike! We cannot accept any

Outrage and controversy have plagued the Cryseal
Ball Service's coverage of the Blood Bowl this year.
The offending incident happened in the half-time
show when unexplainably famous Halfling, Fostin
Timbershack, was performing with well-known Dark
EIl diva Yanette Drakeson.

During the obviously rehearsed routine, the two over-
paid and under-talented performers (in this TTndead
reporter’s opinion) pranced around the makeshife
stage with the siyle and elegance of a constipated
Goblin, When the ‘show’ had finished Crystal Ball
Service’s complaints line was jammed with cutraged
viewers demanding 1o know why Yanette was still
fully clothed at the end of the routine. Fostin hlamed
the whole affair on a ‘broken wardrohe’ and he could
be right, as he seemed o be pulling at the bust area
of Drakeson’s outfit very hard during the
performance,

Blood Bowl organisers also pulled in the CabalVision
channel for urgent talks and demands o know why
the halftime show had remained decent.

“When vou put a Witch EIf on prime-time CabalVision,
you don't want her to keep her clothes on!” fumed
ONE eXeC.

The aftermath of the incident has somewhat
overshadowed the Blood Bowl final itself (full game
report in a futore issuc) and has had Miss Drakeson
on an cndless press junket constantly apologising and
promising to shed every last bit of material next time
she's performing. This could be more difficult than
she thinks as she's already been cancelled from
forthcoming “Grummies’ award ceremony,

Outrage at Blood Bowl
Half-time Show

“My staff are working night and day
sacrificing slaves in apology, I'm really

sorry..”
Yanette Drakeson tries to appease the fans

Griff 1o retire?

Spike! sources have heard rumours that Geiff
Oherwald may soon announce his reticcment from
the pame,

When asked directly, Griff flat out denied this saying
that “I love all of my fans just as T know they love me™,

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

When we asked him to actually answer the question
put forward he walked away. We contacted his agent
to see il she could confirm the story but she was
‘unavailable due to an unfortunate accident involving
peas’. This sounds like an excuse to Spike! so rest
assured we’ll be investigating this story until we've
uncovered the truth,




15K LORD BORAK!

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

Dear Lord Borak,

My co-workers are extremely mean to me. They putup
rude posters around my desk, pin notes to my back
and generally make my working life miserable. T am
feeed up, what can 1 do?

Cubicle Bound

Dt Creb,

The reasom you are feased and picked on so much is
hecause you are an easy target. It's survival of the
fittest my friend, evolve or die trying. Lucky for you I
e ir a Pad mood today, so bere are some Hips o
stap these moronic bullies in their tracks. First, evect
somme pikes arovund your desk and decorate them with
the beads of the marketing department. Follow this
up by carving the Mark of Kborne into your chest
with a empty foner carfridee. Finally, drink blood in
the morning instead of coffee. Soon the bellowing
bellfire and screams of torment spilling forth from
the daemon-gate under your desk chair will stop even
the bravest of office frranksters!

F'm late for a meeting,

Borak

Dear Lord Borak,

I am suffering from a cough due o the cold. Do you
know any get-well-guick remedies?

Signed,

Hack n’ Gag

Dear Heack,

The remedy is simple. It is called decapitation.

Heaeds wp,
Bovak

Dear Lord Borak,

I really love w play Blood Bowl, but lately my personal
life has been interfering and has stopped me from
attending many games. | think my team-mates are
starting to get upset with me, what should T do?
Sincerely,

Bench Bound

Dear BE,

Your lack of conmumitment and carefree attitude
towards the feelings of your team-mates s
connnendable. Kudos! Soon you will be able to join
the fine tradition many of us bave been upholding for
miany generations: that of the washed up athlete. Ab
yes, nothing is more refresbing than going down o

the focal tavern and bearing the same story of that
one time where you almost made a touchdown in the
dying seconds of the game, but the grass was poorly
mictintained so you slipped a yard from the end zone.
You'll soon be flooded with offers to appear in
CabalVision ads for local used chariot dealers and
vegetable slicing machines! I sugpest you praciice
your mew vocation by drinking beavily alone,
starting al 0am each day.

Make mine a Blood,

Horalk

Dear Lord Borak,

I'm a young maiden, but my father savs 1 hit every
branch falling off the ugly tree” (he can he so cruel).
S0, I'm not the prettiest girl in my village and now the
rest of the girls my age have been married off. 1 want
a bovlriend of my own, any suggestions?

Yours,

Looks Aren't Everything

Degar LAK

Don't worry aboult it — most good-fooking girfs bave

the personality af a freezer and ave about as deep as

a puddle,

Amyway, onfo your problem. You could pray fo my
wate, Slaanesh, be'll make you pretty but 'l cost
you your sowl and fudging by your looks in the
picture you sent I beflteve il's worth ihe cost.

Daddy is alweays right,

Bowalk

Not feeling ‘flufly'? Can't find your wheels? Then
perhaps vou need to ask Lord Borak the Despoiler a
question of your own! Send yvour questions to

askboraki@tbbforg and he will think abou

answering your pathetic plea for help in his next
colurmn, And don’t forget to visit Ask Lord Borak
online at: www. ibbf org!




BATTUEFLEET -~

GOTHIC

Privateer

bv Matt Keefe

Over the next few months, we'll be publishing a semi-regular series of articles as part of a new series called
Rattlefleet Gothic: Privateer, This is designed to be an additional facet to the Battlefleet Gothic game focusing on
pirates, corsairs, merchants, Rogue Traders and a number of the other hardbitten cut-throat types to be found in
the universe of the 41st millenium. What unites all these factions is their penchant for raids and small battles,
rather than the massed bartles and fleet engagements covered by Battlefleet Gothic, so Privateer is intended to
provide a variety of gaming material and ideas for smaller, more detailed games, To begin the series, we start
with an overview of what's planned for the Privatcer scries, plus a synopsis of piracy in the Imperinm.

What is Privateer?

Privatcer does two things, Firstly, it provides background,
rules and fAeet lists for a number of the smaller fleets of
the 41st millenium, such as pirates, Rogue Trader fects,
Tmperial patrols, Chaos raiders — in short, the kind of
unique and characterful details that are often overlooked
when depicting the galaxy in the kind of broad
brushstrokes painted by massed battlefleets and sector-
spanning conflicts.

Secondly, Privateer provides rules for a particular form of
campaign which focuses on the activities of these very
Rather than

same pirates, merchants and  patrols.

campaigns representing wars fought out across cntice

regions of space, a Privateer campaign is the story of the

distant, isolated systems and highly valuable, but equally
dangerous, trade routes which run like veins throughout
the galaxy. Even il vou are not interested in playing out a
full campaign, Prvatcer provides gaming options [or
representing these smaller battles and raids in one-off
games. These two facets are described in a little more
detail below.

Privateer Fleets

The galaxy is unimaginably vast and even the least
populous of Segmenta are home to billions of souls. To
most sailors of the Imperial Navy, the massed armadas of
hattlefleets, such as Gothic, Armageddon, Bakka or the
Bastion Fleets, are a seemingly impossible luxury, While in
times of war a sector's battlefleet will muster together into




vast fleets capable of resisting wholesale invasion, most
vessels spend much of their time dispersed across dorens
of smaller patrol groups, Notillas, border patrols and
fromticr groups, These groups may consist of less than half
a doeen vessels and spend years away from dock, even
vears without sighting another fricndly vessel.

Likewise, the servants of Chaos rarcly muster an invasion
on the scale of those witnessed during the Gothic War or
Abaddon's Thirteenth Black Crusade. For the most part
these traitor fleets form small warbands scatered across
the galaxy, acting as raiders who constantly harass
shipping lanes, trade routes and commercial regions.
Sim_i]:j.rl}r, Orks, Eldar and other alien raiders are far more
likely to be encountered as corsairs and pirates than they
are in open warfare. Similarly, the Tau empire conducts its
husiness in a variety of ways, many of which boil down 1o
lirtle more than authorised piracy.

What this all means, is that the battlefleets depicied by
maost of the fleets list published thus far are just part of the
bigger picture, They are the largest and maost striking
feature, granted, but in the universe of the <4 1st millenium,
privateer fleets (as these smaller, independent Aeets are
collectively known) are just as important. The new rules
and Aeet lists which we'll cover over the coming months
are all intended to depict such fleets.

All of these fleets are completely usable in ‘normal” games
of Battlefleet Gothic — they're all completely official and

they're all just as balanced as any of the existing fleet lists,
Some of them are designed to be small Jeets and may well
strugple in larger games unless used expertly, in just the
same way that big feets with expensive vessels lack
options in smaller games. As ever, choosing which flect list
to use ahead of game is simply a matter of picking the right
tools for the job,

Many of the fleet lists are presented here as pirates and
raiders, in keeping with their history, but are actually just
as suited o larger games with many thousands of poines
aside (such as Muron Blackheart’s Red Corsairs which,
while presented here as a small band of raiders, are really
just an opportunity for us o present the much sought
after rules for post-Heresy Traiuor Marine fleets).

Other Privateer fleets appear here in their own right, but
can equally well appear in larger games as allied
contingents or mercenaries. Rogue Trader and Merchane
Meets, for instance, operate on their own for much of the
time, but will certainly seck aid from, or allegiance with,
the Ilmperial Navy when they believe it 10 be beneficial.

There are also a lot of fleets which simply don’t warrant a
full-blown battlefleet of their own (minor alien races, wolf
packs, Rogue Traders ew), and so Privateer gives us a very
important opportunity o showease some of the hidden
gems of the 41st millenium.

Privateer Campaigns

You can play as either a trading fleet or a pirate fleet, both
of which are collectively known as Privateers (since most
traders are just pirates who keep getting away with it
anvway)., Whichever side of the law yvou choose to stand
{indeed, it's even .pd_rssihltf 1o change as you go along), you
can pick from a wide variery of fleet lists as described
ahove.

Piracy in the 41st Millenium

By this means, pirates must stalk near to their prevs most
common haunts. The barren void of space will offer linle
to a pirate who chooses simply to wander blind through it
in the hope of coming upon some potential target entirely
unawares. Such pirates will almost certain find no prey at
all, and so go hungry and unsuccessful as might a lone
predator in a barren wildermess.

However, to simply prowl brazenly through the richest of
hunting grounds - the bejewelled docks and ports of the
muost vibrant trading regions — would invite nothing more
than swilt destruction at the hands of the Imperial Navy,
S0 icis that pirates must be cunning, and come upon their
intended targets at the most vulnerable.



There are the true raiders amongst the pirates — the savage
Orks, the inhuman Eldar and brutal reavers of Chaos -
who habitually linger only in the most dangerous regions
al space, amidst nigh impassable asteroid fields, deep
within areas of space polluted by the most hazardous and
unpredictable of gas clouds and debris, Such miders are
uniabashed, @lling upon any who stray near their haunes

TALES OF INFAMY

Privateers of Note

Yriel

Yriel no ]r'll'lt':ﬂr {allows the Path of the

called Raiders have long since dishanded but, for & time

st, and his

! was withoot 2 doubt the most reoowned pirate in the )
Uslike most Eldar Corsairs. it was not through choice that
ie] abandoped the Path and took up the mantle of Pirate
Chief.. Yriz] nmanded all of Iyandens warflects bui
apo, when lyanden lay far distant fr
sent location, the threat of Chaos loomed large over
the Craftworld and Yriels fleets were forced to repel frequent

raids from roving wolfpacks. Where a steady and considered
nce was peeded, however, Yriel instead rashby decided to

and led his
that surround the Eye of

take the fight to the ener n Eleet 1n an attack

against the pirate-infested wo
¢ Terror, In Yriel's absence a much larger, me sanised Chans

flect lannched an attack against lyanden. Yriel returned qust

in time to save the Craltworld, but was nonetheless held
account for his actions, judged to have abandoned Iyanden and
stripped of his ra _ ant. Yricl turned his
back on the Eldar Path and ook to the stars at the head of
| small raider {leet compased of thase [ollowers who remained

loyal to him.

For centurics Yricl

. mercenary,  Vriel

sme 45 a gencgade and a
not ahove hiri wat his  sen toy
other races during this time, and he achicved some
considerable notoriety as a mercenary in the service of several
reocgade pla ernors. ‘Ower time other pirate bands
joined Yriel until his own Raiders came to number nearly a
dozen What ultimately set Yriel apart [and perhap

what made him the cobsummate pirate) was the unusually
calm and disciplined pature of his raids. Wanton violence and
, cruchty held no appeal for Yriel. and whats morc he
ceaselessly strove to quash ch tend in his own

followers. Whens Hivefleer Krak

and threateped to almost entirely destroy his [ormer home,

apon Iyanden
Yriel retorned, leading his raiders in 2 counter-assault

the Tyramids and wliimately savi

5 [als I'il]'. “' come back into TFI.: {-:'lH, t!‘li..‘i most cnntraﬂ_.r
of pirates therealter returned to the Path and abandoned his

wild years 25 an owotcast.

with a savagery quite unmatched by the regular armics of
most races, Formunately, most merchants have little reason
to venture o such wild and dangerous regions, and so
such overt raiders as these olien lind their choice of target
somewhat limited. These kinds of brates typically triumph
anly when surrounding strife allows their evil to sneak
ourwards from its wsual hideawayvs and dens, such as
during the Gothic War when many Tmperial Navy patrols
were forced 1o divert from noemal dutics and form into
battlefleets to meet Abaddon’s invading Chaos armada,
Under such circumstances Ork pirates, Eldar corsairs and
Chaos reavers can prow]l more openly across space,
striking out at shipping lanes which, under normal
circumstances, would be far more heavily defended.
Likewisc, in times of strife, dependable shipping lanes
may become untenable, forcing cargoes wo divert through
less freguently sailed areas of space, again opening them
upr o attack.

For other pirates, however, the best means by which o
draw near o their intended argets is the facade of
decency. Roguish privatecrs may well engage in
sanctioned, lawful activity as the mood takes them, only 1o
use the freedom of movement this gives them o expand
their ruiding activities. Masters of such duplicity are the
Tau who's so-called 'Commerce Protection Fleets' are the
scourge of the eastern fringe, choosing mostly o ‘protect’
their own commerce by anacking, crippling and claiming
bounty from any vessel which they can find, Many
Imperial agents behave little hetrer, and outright piracy by
the merchant families (often visited upon one another) is
certainly no rare thing,

Between these two extremes, oOf pirates blatant and
rogues cunning, there are of course the most well known
face of piracy - the opportunistic wolfpacks who stalk
carge-laden merchant vessels at all the most vulnerable
points of their journcy. Ships translating from warp must
do so in deep space, for to do so within the conlines of a
svstem is unimaginably hazardous for all burt the most
skilled pilots and navigators. There must then follow a
hazardous, sub-light speed journey from these far reaches
o the system of destination, and it is here that wollpacks
frequently strike. The vagaries of the warp can lead o a
merchant convoy and its armed escort (if any) emerging
from the warp some time apart, and if caught undefended
in this manner, merchant vessels will prove easy pickings

for the roving pirates.

Likewise, ships are only able to enter the warp with any
degree of safety some distance outside  sysiems, and
routes leading [rorn manufacuring worlds, mining
colonies and other sources of great wealth to the nearest
“'Elfp g:ll.'(_' are fl;_‘IT'lpl_ir'lg lii!’gt‘l!\ [ mnaoasd ]1i|‘}1[{!§-.
Commensurate with that, such roules are usually heavily




defended, but as with all resources, the protection of the
Imperial Navy is an expensive luxury which the badly
overstretched Imperium cannot alTord 1o offer wo all. Many
places of mineral or other material wealth lic in the
loneliest and most desolate regions of the galaxy, and
withour nearby colonies (o supply men, or provide a
gsenuine need for security, many of these distant mincs
must fend for themselves. Tere oo, privatcers profit, and
pirate may well urn protector if the merchant Bamilies
operating the shipping lanes, or the guilds operating the
mining worlds, manufactorums and refinerics decide it is
in their interest o employ the would-be raiders rather
than face them.

Even once under sail, having salely made it to warp,
merchant vessels are far from safe. Locating other vessels
within the warp is exceptionally difficult, and few pirates
would attempt to unleash cheir ambushes amidst the
hideous, roiling confusion of the immaterium, but few
ships are able to travel directly to their destination via the
warp. In many cascs a viable warp route simply will not
cxist, and ships must translate to real space and travel
some  distunce through connecting  regions of space,
perhaps many hundreds of light years from  their
destination in order to avoid some of the greater vagaries
of warp travel. Where such departure or transil poines
become known, pirate wolfpacks inevitahly flock to them

as flies around a carcass.

The fperial patrol discovers the Tau pirates bidden base and altacks,

ol

d

Responscs to Piracy

By their very nature, pirates risk delear and capture with
their every action. Space is a vast pulf where billions of
miles of space lic undisturbed by even a single speck ol
marter. Pirates cannot simply roam through this void in
scarch of prey, they must lurk close by the haunes of their
targers and wait there ready to strike. What this means is
that pirates must, for the most part, linger in a region for
many months or vears, and once pirate activity is noted in
an ares, the Administratum can be almost certain the
threat will remain for quite some time o come, Under
such conditions, pirates and those who would seek them
out and destroy them are constantly engaged in a
dangerous game of brinkmanship with gutsy pirate
captains remaining in a lucrative region for as long as their
possibly can, all the while aware that dallying there oo
long may well allow local forces the time they need 1o
muster and defear them.

Pirates cannot be dealt with as soon as their presence

becomes known, however. The galaxy is a dangerous
place, and piracy is far fromm the greatest theear faced by




the socicties which occupy, Pirates may operate relatively
undisiurbed for considerable lengths of time if a greater
or more urgent threat continues o occupy available
forces nearby. Conversely, however, pirate activity cannot
he overlooked entirely, even in times of war, since 10 do
s0 invites disruption and breakdown, the like of which
could very well prove fatal to even the largest of forces.
Apain, it is a contest. The wiliest pirates know full well that
limiting their predations can keep the eyes of their

enemics averted, but in doing so may well limit their own
ambition. The opposing forces must also attempt o

maintain a risky balance - valuable fleet and army assets

Huron Blackheart of the Red Corsairs

Master of the Astral Claws Chapter of Space Marines,
i against the Imperiom and declared himszli
\ b, his Chapters original homeworld. The
resultant crusade against began badly the Imperium, as a
further the cd and ook wp with Huron
Retaliation was ugh at first it was all the Imperial
MNavy could do to maintain the shipping lanes upon which
Huron and his Traitor Marines had begun to prey.
Huron was strong. and with four entirg ters hehind him,
the Imperium faced a long, hard struggle to bring him down.
But even Huron could not match the mught which was
brought 1o bear against him and eventually he was driven
from Badab, where he and his followers fled into the ncarby
mat m. Many of those Marioes who had sided with
Huron during the wprising realised the erron ol their w5
and returned to the Emperors fold (albent with much
penitence 1o serve) There were, however, many who remained
gruntled with the Imperium and yoined Huron in his {light

into the Maelstrom

With hes homeworld lost, Huron and his Astral Claws
:J|:'~li||_']'.'_|||.'|_‘| iI”- fraces ol their Tormer H]I.I.'EII'HICL". Cl.':'n.'trirlﬁ their
armour with a gruesome red hue to hide the symbols of the
Emperor they once served. Since that day Huron and his Red
rsairs  have  contipued

COMMIMEFCE repions  arcund  the
Mael

Huron, and bands
has flag,

oiinue to flock 1o
Mare worryingly, it wounld
appear that members of the Adeptus Astartes still continue
to delect the Maclstrom to take wp a place a2t Huron's
side. Small bands, or even mdividval Marines have all been
knowo 1o torn and take uwp with Huren, symbolically
reddening their armonr o fake up the Blackheart
Why a traitor and 2 renegade like Huron would appeal to so
of the Emperor's most righte is, warringly,

unexplained

must be used where they are most needed, without
allowing apparently minor threats like piracy to escalate
to the point where piracy itself becomes the greates
threat

o

Tor prevent this, threats are monitored by a series of Secuor
Stabilis Mandates which define at what point a threat
hecomes so great it must be deale with. When used
effectively, these mandates become a trigger mechanism
by which the most prominent and dangerous ol pirates
are dealt with, both eliminating the problem and serving
as warning 1o aspiring rroublemakers in the region. Under
the Scctor Stabilis Mandates, separate actacks from
different sources increase the sector’s threat level only
minimally, since a sector may well be assailed bv a varicty
of smaller enemies, such as a cluster of alicn races around
its horders, withour its stability really suffering (as long as
those enemics themselves do not unite, that is). Repeated
or coordinated attacks thought o be the work of a single
group or alliance are wsed as a factor of multplication
when calculating theeat levels, and so pirates responsible
for multiple attacks are far more likely to find themselves
brought to the attention of the authorities than those who
strike only irregularly or without a coordinated plan.

Threat levels are measured in both degree and urgency, so
certain factors may mean a relatively minor threat has o
be dealt with immediately, while the 1ackling of other,
seemingly much greater, threats may safely be delayed
until proper preparation is made. When a threat exceeds
the maximum level of tolerance prescribed by that own
sector's Stabilis Mandate, action must be taken. O course,
individual commanders, planetary governors or other
officials can act within their power well before this point,
but are certainly not obliged to do so, Once the maximum
threat level is exceeded, however, there are [ew servants
of the Tmperium who can ignore the call (indeed, only the
Adeprus Astartes and the Inguisition are entirely free of
standing obligations in the Mandate).




Even once the decision is taken to tackle a particular
nuisance, responses will of course vary, Some regions will
simply be granted increased patrols in light of Privateer
activity, while in more serious cases battlegroups may be
assembled with express orders 1o hune down the pirates
and undertake no other duties until they have done so,

Responses also vary based upon the encmy concerned.
Eldar raiders will normally be dealt with by increasing
seourity in a given region, since only a ool would artempt
to actually hunt down or pursue such a swift race. Orks,

conversely, are normally dealt with somewhat more
directly, since their brutish nature allows them w be
confronted rather more easily (indeed, often Ork pirates
raid convoys solely with the intention of drawing nearby
forces into a decent scrap). Less common  enemies,
including previously unknown xencs or raiders utlising
hitherto unseen tactics, olten present something of a
difficulty for local forces. Indeed, on occasion the
Administratum may even take the step of expressly barring
the Imperial Navy from hunting down a newly emergecd
threat, In such cases, local forces will be ordered to stand
dowen until an Inquisitor, Rogue Trader or other suitable
representative can be found to lead the mission, lest
contact with the cnemy endanger Imperial forces, as can
be the case when faced with traivoes o aliens alike.

Even with such steps as these to tackle piracy, it remains
the case that most Privateers find their ultimate end o be
of their own doing, Cocky rogues become reckless or
greedy, preving upon targets far beyond their means o
overcome, or wantonly attacking the Emperor's forces to
prove their might. Others too find themselves the slightly
unfortunate, i not undeserving, victims of mishap or ill-
timing. Privateers taking advantage of a strife-ridden area
of the galaxy {perhaps engulfed in war or fallen under the
shadow of an cncroaching hivefleer) [requently find
themselves swept away alongside their intended victims as
events guickly escalate and atreact vast forces, a foe well
beyond the measure of even the mighticst privateer.

planetary ge
Fringe. Me

d his father, and so a wande
travelled far, and was o iotrodoced the emergent Tau
EMmpIre. Porals struck mamy illicit deals with the aliens and
soon fou a trade route from Tan space all the way to
his homeworld of Moracre. Therealter, Porals wealth apd
fame grew immeasur s he flo the markets and
ha."dlrl!- 1_'|I J‘\il_lrlLrL \'\lilll.iljl maphcr 'i|1 1”.1"1" Hl‘”‘”.‘lrl I'II]F]‘]I'—'{
by the distant Taw Still ot content, Poralivs used hus wealth
to [und a rehellion aganst hus own Eather.
old man and
on his ha
twrned to o allegiance with the Tau, and for 2 time
prosperity fell wpon Moracre as the youthful Taw

oited thar newly forged alliance

ch ill-gotten gains could not last. Porlivs' truck with

s hrought him to the attention of the Pricsthood at a
time when the Imperiom was readying 1o it for war
the Taw, and Muoracre wonld serve as 2 line example to th
who chose alien aver hrother man at this dange
Hattlefleet Artemis was
severed the trade [in
of Poral's wealth, With orhital supremac
!jl_'l'_!ll_l-,,‘l_‘!_'l ._||:1|:|.|:-~:l: three = |1 Jmp-:ri.ul Cuard rl:E;iITu::nt!i to I|'|r;

planet’s surface and Poralin's [ate was sealed.

i Fli'ﬁl‘- iF!J"".'J""{
1o this |‘|i:,' a0 embittered and veng
faithfully in the service of the Tin empire, commander of the
Taus mos C on Elect, the Akunavash
(a crude title
-[||I|1T| “l.l'":r' '.I!- ‘lll'“'lh.
exiles in his [lect). Poralivs remains 2 dangerous man. No
compassion [or his v man remams o Poralios - an alicn
[ricnd or ally to him as men are hated focs and
C many of the Tau's privatee g i helieve
alius
1E|1l u”l'l'“.k t-|"r_|ljl_n'||.1.' Veplibrc | L4 *:\'i|!'|ll'| 1h|.'
I|||!_'-|_'T_iu:|_| g |1-"ar:‘||_'|'-. .||a|‘|_ at the slightest hint of dang 3 unleash

a remorseless and ‘.'l:rlg_-:jl.ll attack

Anitbrenr
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- The Eastern Fringe

“The Imperiun’s eastern border, oceupied by the alien |

and  the numerous other races which Fall - anede _.

auspices of their Empire, is prime ground for p .
at renegades and Rogue Traders, keen to ¢a

st fthie

& _ddl'

1o the highest bidder
subj are ﬂﬁi‘:l:_fl.'ltir" )

-i'f_ﬁ;!i%'m




%

horder berween Man dand. Alien only serve 10 cement the

area’s reputation as 4 region where privateers, rogucs and

pitates operiate - freely, often with more than a litle
assistance [rom the so-called authorites.

The Maelstrom

Novone knows how of .'ivhe_n thie. Maclstrom came  into
existenice, Like the Eve of .*ﬁ::"mr ity well have been
horne o ‘sonie tfcmmduus vatachysm, though 4t could
cquathy well he the quatt wmintentional product of the very

same forces thar shaped the universe and gave birth to life _

itsell Rra:l,a.n:lléws e exists. e exists a8 @ swirling mass of
nehulous L'Iouds ufﬁtl_-. andl dust. punctuared by pockets of
ineredible cm;r!m-: breaking asd resounding against onc
-~ another muuh— ass °lighm1ng stoem thunders through' the
heavens.

There are worlds withine the Maelsrrom, though whether
they could really he described as plancts is debatible, since
few of them orbit anv kind of sun or abey any laws normatly
“dseribed to astral bodies. Instead, they seem almost to be
sponfancous collections ol salid mareer, d.r_.mﬁ together
and sustained by forces it is impossible o understand.
Unlike the Rye of Terror. whost landscapes visibly show a
miaterial origin cormupted and Overeome by the "\Kam I.I"r;e:
Maclstrom scems o existin a unigue third stae; seemingly
i h:.iw'ng its origing in neither the marerial universe or the
Warp, but rather a5 a congress of the o ;

A region of such uncertain properties as this is immensely
clifficatt to oliarl o navigate, and offers easy refuge to those
who wish their actions to go unscen. At least two dozen Ork
cmpices,  pirate Kingdoms and - other populations - exist
within the Maelsirom, all of them black-hearted cut-thiroats
who all oo frequently wander ot from the Maclstrom to
wreak havoc in neachy space. For reasons not properly
understood, the Maelstrom offers easy access 1o Lthe Warp,
amd many of the shortest Warp routes force those traversing
them & journcy through the Maclstrom, making the threat
of piracy from within all the greater

The Straits of Halk

The swraits form the northwestern horder of the n:gmn 01‘ e

Ultraimiir, dﬁmmn of 'E'hi., Lltramarines. The 5tmltb are. mgh
‘unerossable, and in no sanall way contribute to Tlramar's

relative independence from other arms of the Imperiom's
authority (though, of course, the Uliramarines’ own might
‘rémuiins the degpest oot of rhcir .tiiJlﬂIl‘ldl‘J.LL} Tor 1Ifl.|[+:.m.4., :

the straits offercd linle o wuuht b pmmm since al

trade conducted in the rt;gihn I‘&H under the Ehm‘tﬂr of the -

.Regf-nc of [jtmm:u an h?_n:(. Hentfrttd f,mm thL

pmt:_c'l:mrl of the Ultrima”nnn th't:ﬁ'nfhcfr —an v:m:'rn',f' alat

great for any pu’al‘r a1 tunrﬂn;!llab:‘ an .;Lg:lf;k dpﬁn

But the coming nF lIivcﬂei:I Eeiif:innth would change afl

this. The areval of the L'}mmdb deew the Uliramarines’

atrention, and the bulk of lht:l!‘ I'r:rrt"i southeastward. -

The vast lawless wacts of wilderness space which form a0

‘Though the inital invasion was repelled ar great cost, the,

continued Tyranid threat means that Uliramar muse always
keep a warchful eve.1o the east, and the resuftant draio on
resources effectively énded all patrots of thj;, straits, The
powerful Warpy shadow cast by the 1ppmd+:hm1-; hive: Beel
alse made navigation difficult in many of the Ooutlving areas -
of Lltamar, forcing new trade routes o be oppni.d away
from the blighted arf':ﬁ, many of them pa'ﬁmg cImL T mr;:
Straits of Malk and providing an caticemenit (oo g'rfnt e
ipnore for the dozens of privateer bands that now furk o
there. it

The Cradle

. The Cradle is the name given to & gargamuan, SEEEhiJ‘rg :

nebula deep within the galactic core, Itis so. known due tu
the prolific rate at which the: nebula births new stiTs, and

ceven new marrer, making the region the  apparent
birthplace of much of the material universe. The

astronomical energies at play here make the Cradle one of

¢ the palaxy’s richest sources of prct'i:ju'ﬁ mttﬂls,’;};gm; fisds

and forms of cnergy (many of which are entitely onknown
until first spewed forth from the Cradie’s é‘v}r Sfmt;tr}ngaf

masst U is certainly no coincidence thﬁ't.'rﬁgﬁ Cradle s :
virtually the only: area of human-conteolled space from
which the Demiurg are frequently reported, that race being
expext and 1n=.aT1ah1; mmt\rh and harﬂ:ﬁ.n.rﬁ of the
LVErSE 'S TESOWMEES. o L

4

For other rces, not least the _Tmpf;*.rh;m isell, the Cradle s
also a vital resource, and many of the galaxy’s most
lucrarive trade routes arc found in the region. It is not
without risk, however, ‘Fhe vast quumiﬁ.fﬁ of mutier prescit
rarguably generated) there mean that the call ol the Warp is
weak, even to the most sensitive ﬂf}i.'\'ti‘ﬂpathb and visscls
nay become h&ulm:_d fior wui,ks or n;mnrhs while thitic
Navigarors search fur thic f'..u_m_t;}tuf‘ﬂ-.u_p tighes on which 1o
set sail. A ship is in greal 'cl.mge'r when this happens, for it
is forced o spend a great Imlg::h of fme in normal space,
Ermﬂcllmg ar urlls;' bub-hght Sp-mds ivery slow sub-light
speeds in the case of must [ranspuris anel ﬁﬁp,hlx:f\-]l All
manner of pirates lurk aroumd the Cradle’s most lucrative
miines, ready o pounce upon: hem]mcd vessels before
taking their booty and wmhdmwfug to the deépths of the
nebula where the mmpﬂrﬁr :Ittlrul anil nuL'Ft"lr rnt:r;,w'-
riake: sensary deleﬁinn Lu‘.&lkefy




SUBINISSION GUDES

From the very carly days Fanatic was founded on the ‘by gamers for
gamers’ principle and this is still the case even now. Our magazine would

be a lot emptier and, guite simply, not as good without your help!

Submitting your work to Fanatic magazine is a lot easier than most people
think. By simply following the guidelines below you'll greatly increase

your chances of secing your work in print,

BEFORE YOU START WRITING

There arc a fow important points to
consicder before yvou hit the PC. The
first and probably most important is
that it should be about one (or more)
of the Specialist Games. Sounds
obvious, | know, but yvou'd be
surpriscd what comes to us in the
puost!

The second and possibly cqually
important point is that we are afier
*hobby™ articles. Written work
suggesting ‘official’ new rules or
rewritten versions of the game is not
necded as this is coverced by the
game's rules review process.
Armyream/gangfleet lists will also be
rejected. These types of articles will
dlways he commissioned pieces or
written in-house, 1T you wish 1o help
develop the mles of the game and
contribute 10 new army lists then
vour best bet is to participate in the
Fault’ section at the relevant
Specialist Game website.

WHAT IS A HOBBY ARTICLE?

A hobhy article is a picce of work or
project that concentrates on the
habby surrounding the game rather
than rules mechanics. This can be
anything from terrain making and
maodelling, scenarios and house rules
(which includes gamers army lists
that have a fully painted and
converted army), tournament and
event reports, tactics and strategy as
well as painting anyvthing from a
single miniature to a whole army. All
these subjects, plus anvehing vou
would consider “hobby', are valid
submissions and we would be very
interested in reading them. T you are
unsure if vour article would be
considerad hobby then feel free o
c-mail us with an article proposal
before you write and we will be only
1oo happy to puide you and offer
advice that will help get your work
published.

THE FORMAT

S0, now you have decided on a
subject, whart is the best way to
submit your work? Articles should be
submitted in Microsoft Word
{although we will look at work in
other universal word processor
Programmes) in an easy o read
format. Please don't lav out the pages
voursell as this is unnecessary and
muakes it harder for us to edit, 1t's
important o keep the word count in
mind when typing; articles should
average about 2,500-3,000 words —
anything with a word count of 4,504
words may be oo long, Onoe you
have trped up your article look over
it a couple of times to make sure it
reads well and makes sense. If
possible get a friend to read it as
well. The submitted work should be
fully checked for spelling and
grammar. An article full of spelling
mistakes and bad grammar will be
rejected! Any picture scans, maps or
diagrams needed for the arcicle
should accompany the submission.
[ not worry ahout how the
diagrams look, as long as they are
understandable. Always include a
mug shot of vourself and a small
biography as well.

Onee vou are happy with your work
it can be sent two wiys;
electronically via e-mail with the
game vour article is about in the
Subject bar {make sure the article is
in 4 separate Word file artachment
and not in the body text of the
e-maily or by post. Please note if vou
are sending it by post then we still

need a digital copy of the article,
which can he in the lorm of a CIY or
floppy disc. Please allow six weeks
for us o get back in contace with you
{please supply an e-mail address if
vou wish to receive a reply). See fato
The Viodd [or contact details.

A FEW POINTS TO BEAR IN MIND

By submitting vour article you are
handing over copyright and all rights
tor that material to Games Workshop.
I yor do not want to do that then
vou should not submit your work.

Il we wish to publish vour article we
may ask for vour models (o be sent
up to us to be photographed with
our equipment. I this is the case wo
will let you know and arrange it from
there.

First time writers are often surprised
when they see their article in print at
how different it is from the source
material submitted. All articles {even
ones written by oursclves) are edited
for numerous reasons so please don’t
be upset if vour article has been
edited, it happens to us all!

PAYMENT AND LEGAL BITS

If your work is published in Fanatic
magaxine we will pay you! Our rate is
£330 per page (or foreign currency
equivalent). Being published also
greatly increases your chances of
being commissioned for future
projeces! If vou do wish to submit
work 1o us then you should read and
clearly understand the paragraph
bl

Al material submitted to us for pabfication is
only accepted on the assumpiion thal the
coyrprighy dn i ds, By dbe very act of siebelssion,
wnconditionally assigned by the awtbor s
hengficial caveer andd wirh il title graraniee
to Games Worksbop Dimgited. We also reserve
thur right o wdit anddivr anvend all material as
we see fit So. 4F pou do wod wish fo assign
n:'(.-.[,l_'pn}_:{h." in Ihis ey, [iease aey miesl geria s
ot subedssion. We're affald we cannot work
in any ofber way, Nole thar the ot of
submissdon  in dtsell does nor  grarambee
Pwblication. The editor's decision is final,

ANDY'S 10 POINT PLAN TO GETTING PUBLISHED

* Mike sure it's 2 hobby article for one (or more) of our games
¢ Hreer olear of new rules and official army lists

= Keep it 1ess than 4,500 words

* Mike sure it reads well and is fully checked for spelling and grammar

i Suhﬂ'rl; womr wiork in Microscoft Wiord

L Jﬂ\ﬁm supply a digital copy complete with all relevant scans, maps and diagraoms

. I}iah!f'ipiggci e send a mug shot and small biography of the author

4 Scmjmr ok via e-mail a5 a separate atachment or by post on a Qoppy disk or CD
= Allow 6 weeks for us 1o get back in contact with you (supply an e-mail adelress)

= Mike sure you have read the legal text above before you submit your work
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Angestag of each Mannsfich,

Some Came Ridiny

of cheap meat pics, and \‘ncd has 1] N
wonder at their provenail. . Could thegs.
b discounted tomestibles be rgfted 15+
B the grest increase we have seeh'.of
Lk late in the equine populition of our
¥ once fair city, Certainly the - g
alchouses ind taverns have seeq
S much learned debate on this
change, but are more horses 3
good thing?

The auffhnritj:s. such as they
" e have responded awith
e uncharacteris speed: 1o |
o rit, they have imposed 5 -
ﬁg fine of ten crowns for
. “befouling the Emperor’s
Highway™ - practically
Fnavoidable if travelling
-_.'ith horses or ceptaurs.
Several of the Mmore
enterprising f-:rr:,.-mcn
od gatewardens within i
the city and s
8 Surrounds have amended . °
“their tariffs to 5
‘this sceming prosperity. :
; and travellers shnuH_nm b
& surprised 1o he charged per:
& leg. However, it is g il
wind that blows nabody any
 good. and 2 number of
8 cripples will find this DEW Serics
N of fees 1o be something of 2
ﬁ' discount, ? '

Ta yles of
terror and
outrage

g FLately have | been repediedly accosted with prr.:'ff:rings

B z
e

ke P

Cannibal Karl's
survival tips
and Cunning

recipes

f_’-rri’\ing the
Watch.
How 1o get the
mHos! oy nf Youur
monfcy :
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Wyrdstone Trader

WAl pay good Money for the 'stone.

Also trade in many other wWarcs:
including beast furs, exotic Spices,
powders to cure all ailments and
diseases (including the curses and
madness bought on by the "stonc)-

Anﬂhing you want 1 have

Just bring me-me Wyrdstone!

Seek out the hooded meschant in
Gutter Ally.

M‘w_--

Wanted
Mullet Hunter

We are currently overun with
mullets and need someone to

clear them out.
bote many you Rill.

5 Mullets or less, 2 cOpPer coins

10 Mullets or less,

20 Mullets or more, 1 gold coin
Ploase wipe this georerge frow aur wwartd.

ew Mo Androas at the Tenomn Crper nffices

M

SURGERY

You break ‘em
e take 'em

§ Cheapest apothecary in or out §

! of town. Guaranteecd
undercut the rest.

b surgery that doesnt cost an arm |

and a leg!

Cheap Eats!

Luvverly hot meat ples. Nice
and fresh, Taste like chicken.
Don't ask no guestons and 1'll
tell you no lies.
Omnly a ba penity
sor Grod the Hachett nedr the stables.

Rates depend on

6 copper coins
15 Mullets or less, 12 copper coins

Tonon Cryer JWA

r g,

Ovchtight?
Good!

Why not Iy the latest dieting
trend;

The All-New Starvation Diet

Are you envious of all those
peasints you see pegging for
food ar the side of the road?
wWant to have a figurc like
theirs?
Then simply purchase
D, Achten's newest and most
successful plan.

No points to couitl because
there's no food!

Awailabhe from all gead yraders wnd
Lﬁ pooke stalls.

=
SCRIBE'S HONOURABLE
MENTION

Mid Andreas Halldenstatt
& Jacob Voo Thone

b

A

=

Playing at

The Busted Drum '

Inn

§ling Out Sister
Amazonian tribute band

Support aces inchude:
The Wuorzels {Cresland farmer quartet]
gamuel Shady (erippied, so0 can't stamd up

The Spandal Ballet Group of Playces (pay
hem o gold)
Fuefrere erferia [rnenls are planeed

Come and cnjoy the show

T T

SINNERS!

Al who read this are covered in
sin. You must cleanse your soul
fare only then will you be
judged worthy of Sigmar’s
hlessing!

Mﬂ—#
*‘ OBITUARIES

Knight seeks
Maiden

Foud, characterful noble is
looking for similar female
Blue-blood with d great sense
of bumour.

Into jousting, dragon-slaying,

heating up peasants and
hoisterous ‘knights out’ with
the lads.

currently staying at

Gobhy Rotien = 1efit the woodes
oo carly.

Grunt Peachy - convicted of
something unpleasant and dicd
in deportation cn route o prison
colony.
e
World Famous Dyke Dancer of -
Marienburg = drowned when
finger got.stuck in dam;

i
it

M—

SALE OR TRADE

One shiny helmet
Regularky polished
10 gold crowns

Gep “Grotswian® at the Rusty Sword Inn.

Town Crper

b |




FANATIC CATALOGUE

All the models in this magazine are available to buy (see the How to Order section over the page). Here we
i feature some stuff you may have missed. ..

Space Maring
Thunderhawk Gunship

Imperial Marander Imperial Thunderbolt Ork Fighta- l’h‘k Landa
Bomber Fighter Bommer

Guoliath Gang — can you fare better against the Spyrers?
The House Goliarh Gang Boxed Set contains 1 Gang Leader, 1 Heavy, 4 Gangers and 2 Juves, The models are chosen ar random
from the Goliath range, and may vary from chose illusteated,

Dark EIf Teamn — Evil with a capital 'E’!
Fh: !hrlr FH I'u:m rl team contains 7 7 Imcmm. 2 Lihl.:er:. 2 "P}:Li.h L.].'Hﬂ .uul i@ lhrcmn:r




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 products varies depending on the country, however, the
US and UK online stores have every product and can be used if your local
online store does not vet 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, il 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 be any
casicr, As well as being able to order in the traditional ways you can also order
from our online web store.

From here yvou will be able to
browse through any of the
products available at thar dme.

I S ey e
ARy et

e
e ]

EEEARAIZT

You can also place an advance
arder [or upcoming products.

Advance Order - Epic Armagaddon Rulebook
Baleamii Dabe 170717004

The 1P pe0R ol colour rulsbosk onSeing
paying the geme, paicla§ gorditd #0d Mo

LAMES BANGE

1M abssmatn, m

www, Games-workshop.com
/storefront




)P4 United Kingdom
If you have any gquestions about the
rﬁ i\‘ Specialist Games Range, or you wish to
place an order, call 0115 9140000,

Alternatively, you can place an order in-store or online
al uk.games-workshop.com/Storefront.

Games Available

OCOROOUGD

United States

—— [ you have any questions about the
—— Specialist Games Range, or you wish 1o
place an order, call 1-800-394-GAME

Alternatively, you can place an order in-store or online
at us.games-workshop.com/storefront.

Grames Available

OCOCROOGD

France
If you have any questions about the
Specialist Games Range, or vou wish o

place an order, call 04 42 90 38 38.

Alternatively, you can place an order using the in-store
order points or anline at www.games-workshop.com.

Games Available

OCOCROOLGD

- Germaﬂy
If vou have any questions about the

Specialist Games Range, or vou wish to
place an order, call 0211-53402 222,

Alternatively you can place an order in-store or anline
at www.games-workshop.deshop.

Games Available

OCOROOLGD

Italy
If vou have any gquestions about the
Specialist Games Range, or you wish to

place an order, call 06-45-211-333.

Alternatively, you can place an order using the in-store

order points or online at www.games-workshop.com.

Games Available

OCOROOGD

Spain & Portugal

If you have any questions about the
Specialist Games Range, or vou wish to
place an order, call 902 13 10 56.

Alternatively, vou can place an order in-store or online
at www.games-workshop.‘es/storefront.

Games Available

OCOROOLD

Canada

If vou have any questions about the
Specialist Games Range, or you wish 1o
place an order, call 1-888-GW-TROLL.

Alternarively, you can place an order using the in-store
order points or online at www.games-workshop.com.

Games Available

OO0V

Australia

If vou have any questions abourt the
Specialist Games Range, or you wish to
place an order, call (02) 9829 6111,

Alternatively, you can place an order using the in-storg
order points or online at www.games-workshop.com.

Games Available

SO00GD

— Belgium, Denmark,
- '{-—ll Finland, Netherlands,
1§ |

Norway and Sweden
Metherlands and Belgium D044 1159168255

Sweeden D044 1159 188507

Denmark (3044 1159 TRAS0G

Finland and Norway are covered by the Danish or Swedish lines.

Games Available

OCOROOUD

Rest of the World

IF your country isn't listed above, or the product you
require isn't supported by your local mail order service
then please use the service offered by the UK. Call
(++3115 9140000 for details,

Alternatively you can place an order online at:

www.games-workshop.com




THE LAST WIORD
Is Blood Bowl
a hoard game or war game?

Verwag Cobowl-Chenver,
be likes F

Bicweasd Hearwd!

As
FOLL Caln imuagine,

when T rravel to Games Days,
conventions, toy fairs ecc. 1 get o
meet a lot of cager gamers, and one
of the most recurring gquestions T am
normally asked is: “What is your
favourite Games Workshop game?”.

Wiell, the answer 1o that question is
crystal clear in my mind, and it
happens to be a Specialist Game -
BLOCYD BOWLY

I just adore Blood Bowl, To my taste
it definitely surpasses everything else
we've ever published (although
Talisman does come quite close), and
[ definitely think it is Jervis's
m;{ﬁ‘l{"l‘["tﬂ{"ﬂ.

As a designer | often ask myself the
fallowing question: how did Jervis do
it How dicd he create such an
interesting, funny and evergrecn
game? You sec, 'm more and more
convinced that the answer is: he
cheated!

What | mean by cheating is that Jervis
uscd the great appeal of three-
dimensional wargaming in the use of
detailed models that are collected
and painted, and then married it
splendidly with game mechanics that
are very, very different from three-
dimensional wargaming,

Moving models on a table laid with
scenery certainly looks great, but it
also presents inherent technical

dilficultics and often, no matter how
good a set of rales vou are using, it's
hound o cause problems. OF course
mature players are aware ol this
characteristic of three-
dimensional wargaming and are
prepared o tolerate this lack of
precision in the movement of the
picces, if the trade-oll is a gorgeous-
locking bartlefield covered in realistic
scenery and oy soldiers!

Board games do not have to deal
with that kind of issue, as the
meovement of the gaming pieces is
restricted by a grid, be it hexes or
squares, The resulting movement
rules {and the range of weapons for
that matter) are by their natre
simpler and clearer, but of course the
drawback is that board games don’t
look hall as good as three-
dimensional games.

Blood Bowl is a stroke of genius
because it borrows the best of hoth
worlds!

The classic squares-grid allows
simple and clear rules (definitely the
most approachable of any of our
games) and makes for a very clean-
cul game, with no possibility for
arguments between the players even
when played at very competitive
levels (not so true for some of our
other games.. ).

And it loaks good ool The models
are still there to be collected, mixed
with the Warhammer range in
interesting conversions and then
painted. This allows players to
personalise their teams, something
that is typical of 3-1 war games, bt
is not normally found in board
games. Blood Bowl also retains one
of my lfavourite elements from our
other svstems, which is the “writing
of the list”. 1 love the freedom within
one list 1o spend the money to buy

THIS MONTH... ALESSI0 CAVATORE

Bums: Alessio is charged with
developing and looking after
The Lord of The Rings game
system, He has also written
many of the latest Warhammer
Army books and helped develop
Warmaster as well!

different kind of players and
upgrades for the team.

And what about the game itself? 1
think it's highly tactical and
challenging, a game where you really
need to use your brain, beginning
from the simple fact that the order in
which vou perform the action in the
turn is so important. ..

I have to admit that 1 like w play
Blood Bowl with the 4-minutes time
limit on the moves, as it makes the
game fast paced (and over inoa
couple of hours) and more balanced,
allowing bath players the same time
to play (like chess?). T also conveys a
more realistic feeling, as Tdon’t
expect a quarterback about to be
squashed by a big defender to have
ton much time to think about what
tor clo with the ball he's holding,

My favourite way to play Blood Bowl
is with a 1,000,000 gold picces and
teams “straight from the box™, = I'm
not a great fan of Star Players, Big
Guys and especially of optional and
alternative lists, as they tend to spoil
the beautiful simplicity of the rules. 1
always dread mecting coaches that
come with their ohscure alternative
team, whose rules they found in
some forgotien halbofficial source.
This often leads 1o spending more
time in Anding out about these rules
{0 all of your Ninja-vVampire-Ogres
have the Block, Dodge and
Regenerate skill? Can 1 read thar?™)
than to concentrate on the game,

Finally, another thing 1 like in Blood
Bowl is the sense of humour that
pervades the entire thing, illustrating
perfectly thar it is always a good idea
not to take oneself too seriously.

S0, Jervis, thank you so much for the
many hours of great fun you have
given o us!

“I always dread meeting coaches that come with their
obscure alternative team, whose rules they found in some

forgotten half-official source.”

T A R 7 L A e T T i B P o R il A ol



8 Not even the dead







