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EDITORIAL

'(“cmrr or store.

_H{.- whv lake Lht:fn [£1]8 tI'Il. shiclfr "ﬂ.-U.I

Ancdy Halt — __'ix“im:: it or not it has nothing to do
¥he man What hikes with disparate store managers intent on.
o say JesT g gamc’s destruction nor-is it f.il‘.l.‘:lLSh,

cm'pnrate ACCOUNEIMS OUsting 4n under performing product —
s a much more practical and ‘boring reason than that! In an
idl:al wiorld l-'a.ru‘.tlc Wuulﬁlmre ivif each’ game store anid Hobby

Centre had rows upan tows of :-hclm,b and blister racks for :
each of our games, Unferrun.mly‘ if you: have ever visited 4

Games Workshop or gaming store you may have noticed that
they are not the size of Walmart or Tesco. Space is usually at a
premium, so- seven game systems and their entire ranges
would be physically impossible 1o stock in most game shops
falthough not all?). This does not mean you can't get any of
aur products from 4 Games Workshop store < UK stores will
hme: the core product (he it the ‘i‘i-a.rm:;_qler or IT'I.(ILH.S%[UF_
Rulchooks, or, the Mordheim or Blood Bowl buxed games).
the latest Annual and the most current Specialist Games
Catalogue, which contains a lﬁtmg of all the products in the
'bpcaalts:ﬁmncs range. All o Ufand US stures have in-store
order poinis that et you contact Games Workshop Direct who
have the cotire pmduct m.ngc at their fingertips, and will he
only plcﬂ,ﬁcﬁ T 'il'up your ﬂrdf"r 10 tﬁn: logal store (ur even
youir hmue address).

The dlﬁc!tn’t »(;ames “i'ﬁm'kihnp hﬂfﬂj} (;UEHPHFH“L‘:L are also
acting aut inilidlives (o bring Specialist Games back into the
‘stores even if it's oaly for a limited time. For instance, al the.
tum_ nfwmtlng Warmaster is currently baq.k in the UK stores
_and is also t}t'thg Hr.mm,pcmnﬂ with coverage in White Dwarl.
Epic has uﬂ:nﬁy been in stores anel the othet giime SYSEES
wﬂl also be fneu&t:d ugan in time. The US has just staceed a
‘promation of Baclefleel Goihic and 1 dare say they will do
Sﬂmt'r’trrrig bu'lltl.tl’ \‘uth .mmhe;r of our games in the near
future. In thmn:?' ‘Blood Bowl has been phmurmna]lv.
_ﬁu(‘.ﬁt‘ﬁ‘s‘fut amt is ptrmdm:n&}r wh] in the stores.

' Ofemmm this mut‘lem age yourclo m‘.ﬂ tm:n h.wn:: 1o g0 Aear
a store to. get hold af our stulf All of the ﬂp{uahﬂ Games
range is - avaikible from the comfort of your own home hy
simply sisiting your local. online store. Full details for dhe.
onling. siores. and mnta&tmg your local (:a.m:.'; Workshop

Diret hy phone can be found on the Hmai Tiy (J'I‘d.ﬂ‘ pdgt:a in

this dnd every issue nf Fanatic m:lga?mt-

_‘f'hm “dircet’ a'llra appmmh is a very :‘leiiheratg sliglesy — our
games may not have the visibility or exposure a5 Warhammer,
40K or The Lord of The Rings but then again they are not

‘aimed at everybody. They arc a specialised product fhence

Specialist Games) for our mature and veteran gAmers who
have been in the hobby longer than most !

and know how to get the product as and
when they want i :

%lmmc (15 mnﬂ}f‘r exira Farge - 112+ pa,ge mmu uf Banatic
n’tﬂgwiltr‘ This is a it of a special issue as we pmm oy few
10mm game based on the climactic battle in The Tiobbit - The

Battle of Five "Lﬁﬁies The same was written by none other than Rick P‘I‘it':bl.lt:k. whao will be fightmg 3 battlf:
Teport of the Mm with hobby veteran Ken South in a few issues time. ;

: ‘I‘he Fanatic studic’ h.:w often been tiken 1o task on the m{la’fﬂhh afthe prmduct.'s it ;&'ﬂdm‘érs The gt‘m.ml
eomplaint scems to be that our models are 0ol o the shelves in the stores, This, understandably, seems
to signal to them that the Specialist Games are o longer being supported. Well, rest assured thar all
‘Spedialist Games are, and will. t.,;mtmut' o I:Hr auppﬂr:cd even if they are no. ]Ungt'r visible in your Hubb}"
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WHAT'S GDIMG 0on WrmH FANATIC AND THE SPECIALIST GAMES RANGE?

" I For ordering information see the How to Order section on page 110,
ew ﬂﬂ £ases Please check with your local GW Direct Sales for prices.

@ Slaan Mage-Priest | e Halfling Thiefl Skaven Poison Blade
! One complete model i One complete model One model per blister
Desipned by Martin Footit Desipned by Martin Footitt Designed by Afy Marrison

@ Ok Character Pack
The Ork character pack contains a selection of

miniatures suitable for representing the Oek Warlord 0 Dark EIf Poison Blades
stand, plus other character options. One random maodel per blister
Designed By Mark Bedford Designed by Mark Harrison

G Terminus Est, Death Guard Battlebarge
One complete model
Designed by Michae! Anderson

i) g oﬁﬁi
Y

G Plaguefleet Booster pack 0 Bounty Hunter
Eight componcnes One madel blister

Designed by Michael Anderson Designed by Steve Saleh
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THE POWERS OF CHAOS

Chaos fleets in Battlefleet Gothic

By Matt Keefe & Pete Haines

The powers of Chaos, and likewisc their fleets, are myriad. Abaddon may have led a fleet of Chaos Undivided
during the Gothic War, but there are nonetheless numerous fleets dedicated solely to the service of onc of the
Great Powers of Chaos - Khorne, Nurgle, Slaanesh and Tzeentch. Over the next few months we’ll be releasing a
pumber of new models to provide additional specific options for each of the Powers of Chaos, beginning this
month with the Terminus Est, flagship of the Plagucfleets of Nurgle. In a series of accompanying articles, we'll
be looking at the Powers of Chaos in Battlefleet Gothic. In this first instalment, Matt Kecfe and Pete Haines
introduce the Major Powers, plus full rules for the Terminus Est and the Plaguefleets of Nurgle.

THE CHAOS POWERS

There are many paths to damnation, and over its long,
sorry history Mankind has trodden all of them. The four
greatest are Khorne, Nurgle, Slaancsh and Teeentch, each
a component fragment of Chaos and a route to Mankind's
ultimate damnation. Khorne is the Blood God, in whose
name men kill. Nurgle is the Lord of Decay, by whose will
men hide from the mortality they deserve. Slaanesh is the
Prince of Pleasure, in whose empty promises men find
escape from the sorrows of the world. Tzeentch is the
Changer of Ways, by whose gilts men unwisely hape 0
change the inevitahle fae which befalls them.

Each of these routes to damnation, and many more, may
be followed, often by men wha begin with good intents.
Tor wish to escape death is perhaps understandable, yet it
sorcly overlooks the true desting of man and entirely
neglects to consider that a man, a creature born mortal,
must surely pay for immortality. To bring change, o better
oncself, is perhaps equally understandable, but when that
change is wrought by lies, trickery and manipulation it is
change unjustificd, uncarned and illegitimate, and thus
not Man's true entitlement — merely a costly lie for which
he must ultimately pay. So on leads the path 1o
damnation.

Marks of Chaos

Onee a man beging down the path w damnation, he is
marked by i Slighedy at first, but marked nonetheless. A
man might cscape death, might survive the most virulent
‘of plagues, but the boils and sores which strike at his flesh
will scar him. mark him, nonetheless. These are physical
marks, and perhaps nothing more than the marks made
upon all men by the lives they lead, but once a man comes
to know the path he is upon — once he can call its name,
and the name of the power that leads him down it — then
the mark may become something more, Tt becomes as a
badge, a mark not merely inflicted upon him scar-like and
accidental, but passcd to him by the gods, taken and
embraced knowingly, held up as a mark of devoton, of

desire and of damnation. To have reached such a point is

to no longer question one's own path, or one's reason for
being upon it, and so damnation in itsell becomes an end
or a goal, not merely a risk run by men of good heart
doing their best. So it is then that their mark becomes a
mark of damnation, 2 mark, indeed, of pure Chaos.

with such a mark of favour comes many gifts — gilts the
unwary may well believe they can use to their own ends:
o escape death, to change the things they hate about the
world, to bring them the joy they deserve and 50 on. Each
of the Guds of Chaos has their own mark, cach a totem of
that god’s will and bringing with it the most unique gifts
of that god, The effect of these gifis is far from uniform.
Some may be random and uncertain, perhaps even
unwelcome, the blessing of Chaos pure and undivided.
Onhers are brought about by favour of one particular, or
parron, god and so will ke a form pleasing to the god
and rewarding to the servant. The form of such
patronages depends entirely on the chosen god and their
unholy will,

The Shape of Change

Just as the powers of Chaos visit their warped and twisted
blessings upon those followers who prove themselves
worthy, so o do their gifts fall upon the great and aged
machines devoted 1o them. A ship's form, its very
materials, may be warped by the touch of Chaos to take on
a form ever more pleasing to its patron. 5o it is that a ship
might come to truly bear the mark of its god,

It is not merely the will of a god that can alter a ship,
though. A dedicared and worshipful erew will wvish nuch
time om their vessel, reshaping it in their god's image,
branding great runes all across it, covering it in colours,
symbuols, substances or geometries favoured by their gl
as testament to their fervoured devotion, By weird
enchantments and dark rimals, dacmons, spirits and
other entities likewise in their service of their patron may
be summoned up, or even gilted whole areas of the ship,
invitedd o dwell within its engines, sustained in the
material realm by the same bound psyvkers and warp




engines that once allowed the ship safe passage through
the Tmmaterium. Alone amongst the material creations of
man, his magnilicent starships are designed o travel both
the material and the immaterial, and so offer a sanciuary
to daemons which cannot be found clsewhere. These
beings ol Chaos might slumber within a ship's guns,
launching fire from them with an unnatural ury; sweep
formlessly throughout the ship's decks like a wailing
ghast, driving off would-be boarders; or even luck deep
within the hull of the vessel itsell, binding their own
ancient malice with the intangible, yer no less resolute,
will of the aged machine, birthing a vessel with a true
heart of Chaos.

KHORNE

When the tribes of Man first travelled
ahrogad upon the lands and seas of ancicnt
Terra, when first they met their distane kin,
their first words were not of peace and
brotherly love, They were of anger, hatred
and rage. This is the tragedy and saddest irony of
Mankind; that in a universe poised o destroy him at every
turn, in 3 world where his only fricnd is his brother;
Mankind is as likely 1o turn his weapon upon his fellow
man as upon his enemy

Ehorne is the manifestation of this violent, irrational
aspect of human nature. e is the living embodiment of
every  hate-fuelled blow, every brutal killing, every
pointless murder ever committed in the long, sad history
of the Human race,

The Blood God sits upon a brass throne atop a maountain
of skulls. The remains are those of his victims and his
champions both, for he cares not whose blood is shed in
his name. The skull mount forms an island amidst a vast
ococan of blood: the living sacrificial essence of every
victim of violent death throughout the ages,

Khorne is generally the dominant Chaos god, for he draws
on the rawest, most clemental forees of human nanre.
His armies heave with those cnsnarcd by notions of
courage, honour, martial pride and revenge: all such
concepts lead ultimately o the base of the Blood God's
throne,

On every one of the million and more worlds chat make
up the Imperium there exist bodies of armed men, From
the smallest garrison to the most populous [oriress-world
guarding an cntire sector, warriors gather and  train.
Amiddst these groups grow clite cadres, warrior-cules for
whom martial pride and honour is all. Honour may give
these men strength on the feld of haule, bur against
Khorne it will prove their undoing, for pride becomes
conceil in the Realm of Chaos, and from conceit it is but a
short step o ryranny.

The Imperium of Man is driven by war. Upon thousands
of worlds, a hillion warriors strive for nothing more than
slaughter. Amidst bloodshed on such a scale Khorne linds
his followers, for when war has stripped a man of all
decency, compassion and humanity, then his soul is open
wide o the howling, hate-driven oaths of the Blood God,
The antithesis of Khorne is Slaanesh. The Blood God rails
against his rival’s decadence and love of luxury. Where a
follower of Khorme conguers through the application of
crude, brutal force, a champion of Slaanesh delights in
sach delicate stroke of the blade, only releasing his vicrims
from his atentions when they are wasted and used.
Khorne also finds an opposite in Teeentch, the Lord of
Sorcery, whose elaborate scheming and use of magic he
sporns as cowardly:

Chariots to Slaughter

To all but the blindest and most deranged of Khome's
followers, the need for ships to ransport them across the
stars is obwvious, though beyond such cold utilier even the
most ancient of vessels deserves litdle more reverance, 1o
Khorne's followers, such vesscls are little more than
steeds, chariors even, 0o take them to slaughter, Where
other gods might visit their blessing equally upon their
followrers both man and machine, Khorme cares licle for
the beasts of steel, and ir is instead upon the deranged
and bloodihirsty warriors that slay in his name thar
Khorne's blessing falls.

Khorne's lust for blood cschews as cowardly and
unworthy long-ranged guns ol many traitor vessels, Even
a perfectly well-armed and equipped warship of Khorne
maty forgo all firing as its frenzied crew instead plough

furiously forwards, impatient to fall upon their cnemy



hand-to-hand. With licle love of magic or arcance
technology, followers of Khorne are often equally loathe
to rely upon such tricks as teleporation and instead enact
the will of their god with their frenzied boarding actions.

S0 insanely devoured by the lust for blood are some that
they forsake any form of shooting entirely, and instead
populate drifing hulks, from where they can fall upon
encmy fleets, or even worlds, in an unswoppable tide of
boarding actions. Khorne is not hlind to the need for
firepower, though he gives no favour to it, and his fleets
remainly rigidly utilitarian in this regard, willing only to
utilise those weapons and those ractics which will
ultimately bring them closer 1o their targer, closer 1o the
slaughrer.

SLAANESH

The hearts of mortals harbour the darkest of

desires, and it is in Slaanesh that these desires

find expression. Every culture imposes limits

and standards on its peoples: Slaanesh is the

manifestation of the desire o steetch these
limits to breaking point, to exceed them, and to wallow in
the act of violating ever more of civilised society.

Slaanesh is the voungest of the Chaos gods, having burst
into being some ren thousand vears ago at the moment of
the Fall of the Eldar. Eldar society had, over the course of
many centurics, regressed 1o a state of hedonism and self-
indulgence, where every whim could be satisfied in an
instant. The very nature of the Eldar race made them
susceptible to excess. In one cataclysmic climax, almost
the entire race was destroved and Slaanesh was born with
such force that the Eye of Terror came into being and the
warp storms isolating Terrs were driven away,

Slaanesh whispers to Man in many different voices; cach
whisper attuned to the most secret desires of the listener.
Many desire perfection, whether in the intellect, the body
or in ahility, and Slaanesh will grant these individuals the
power and drive 0 hone their desires to the utmost

excellence. The artist will produce works beyond Human
comprehension, the narcissist hones their visage so that
other mortals are driven insane with desire, and the
warrior develops such abilities that a casual gesture may
decapitate the mightiest of foes, To the followers of
Slaanesh, the material world is a riot of colour, sound and
sensation.  However,  their  senscs  soon  become
aceustomed o these levels of stimulation and they are
driven to extremes in search of the slightest fulfilment.

The followers of Slaanesh often cxhibit the uumost
physical perfection to the naked eve, and on the exterior
it may be true that no mortal is capable of such beauty, Bul
the soul of each follower screams in cternal torment, as
the gifis bestowed by the Prince of Chaos are purchased at
a price as high as that demanded by any ather Chaos god:
crernal damnation.

Slaanesh may appear as male, female, hermaphrodite or
androgynous, Whichever form he takes, his physical
beauty is such that no mortal may look upon him and
resist the urge to submit. Slaanesh is the rival of Khorne,
who he sees as crude and unsophisticated. The Prince of
Chaos does not have the resources 1o seriously challenge
the Blood God; the very nature of his power is such that
it will ultimately expend itself long before Khorne's
hordes have satisfied their bloodlust.

The Floating Palaces of Slaanesh

Those vessels Gvoured by Slaanesh are nothing short of
palatial - the finest and most delicately crafred of galleons,
carefully maintained and lovingly restored, their every
inch bedecked in the most precious metals and glitrering
gems, smothered in the richest and most extravagant al
dressings, details and iconography, decorated with the
most exquisite portraiture, sculprure and ar, invariably
portraying acts of the most perverse kind of beauty. Within
the followers of Slaanesh both slumber in a malaise of
costacy, drawing themselves into action only (o further
their exhausting pursuit of pleasure,




Such are the delights within that these Palaces of Slaancsh
are as beacons of seduction to those that look upon them.
Vessels nearing them might find their comm-links
bombarded not by the expected hails of identification,
allegiance and intent, bur rathcr by a cacophony of
gigeles, screams, moans and gasps, both disorienting and
enchanting, broadcast by the fickle lollowers of Slaanesh,
seemingly uncaring, perhaps even unknowing, who
watches them in their revelrv. For those whose inadvertent
frequency scanning or attempts at communication open
upr such a chanmel, it is a voveuristic gaxe ar pleasure
bevond comprehension and an aural enticement that
wiould bring the weak to their knees,

Bul pain is pleasure also, as the incaurious should noc
forget. To arn their guns upon the entranced crews of
neiarby ships is as much ecstacy o the followers of
Slaanesh as it is agony w their victims. To board their
vessels and take what captives may be found for purposes
that may not be spoken is, to 5laanesh, not remotely A
betrayal of the apparently harmless sensation which [rst
proved so alluring to those same unwary victimes. Such is
the fate of any fool cnough to steay close to the screaming
Palaces of Pleasure which are the vessels of Slaanesh.

TZEENTCH

Tzeentch weaves the threads that connect

eviery action, plot and subile intrigue in a

galaxy-wide pame of manipulation and

subterfuge. At the end of cach of these

threads writhes the ensnared soul ol a
HMuman puppet; his servants and agents who helicve they
serve the Lord of Sorcery in mumally beneficial pacts. The
truth is that Tzeentch's every action is planned with its
ultimate goal as his own establishment as the pre-eminent
powwer in the Warp, OF course, the very namre of the Lord
of Entropy is such that, were he to attain this goal, he
wonld still strive for turmaoil and change.

Tzeentch exerts his influcnce in the mortal realm through
subtle manipulations and devious plovs, His victims are
sorcerers drawn by the promise of forbidden knowledge,
poditicians lured by the power o outmanocuvre their
opponents. His power is sorcery, and as all sorcery flows
from the fount of the Warp, so too is Teeentch the master
of that twisted medivm, Teeentch embodies mutability
and change, the drive w evolve and manipulate. This
spirit is present in the essence of every living creature
from the first division of cells within the womb o the
ultimate craving lor survival, Tt is in the hearts of those
with the strongest desire to prevail chat Tzeentch whispers
his insidious promise; offering a means to life cternal to

those unwilling to accept death and oblivion as inevitable,

The main rival of the Lord of Sorcery is Murgle, Where
Tzeentch secks to build and evolve, the Lond of Decay
desires only 1o break down and dissolve. On innumerahle

occasions Teeentch's intricate plots have been foiled by
Murgle’s malign influence, and the two gods” servants
clash as often with each other as with their mutual
ENEies.

Despite Tzeentch's rivaloy with Grandfather Nurgle, he is
nonetheless the god with the most inflluence over the
others. At times, the Chaos gods must unite and ace in
concert if their individual plans are to reach fruition, and
it is always Tzeentch who brokers these alliances.
However, Teeentch never acts out of altruism, and it can
be guaranteed that every time he moves o unite the
powers of Chaos he does so ultimately with his own
unfathomable goals in mind.

Warp Entitics

Alone amongst the Dark Gods, Teeenich cares litde o
bring the vessels of Man under his service. The Warp is as
much home to these vessels as the material universe, for
they must travel through it at great length, and a0 greater
peril, and cunning Teeentch knows that it is here his
power lics.

Within the Warp exist countless writhing entities, beasts ol
the Warp, bom there or lorged there by powers
unspeakable. It is Tzecntch's grear gambit that in his
service these beasts are changed into the forms by which
men might know them and lear them most — great, hungry
leviathans and all consuming scrpents are the pets of
Tzeentch, creatures born from the hellish depth Man has
conceived of ever since first his eves gazed outl upon the
great oceans of Terra and knew that something truly
terrible must lic beneath. Thar Man’s own origins and
hirth lic also in such murky waters only adds to the
instinctive  dread  and  insurmountable  fear  such
monstrousities awaken.

When his power is oar its greatest, and when his loyal
followers offer conduit and sacrifice enough that ic might
travel beyond the Immaterium, Tzeentch sends such
heasts forth into the macerial universe itself, riding upon
the tides of Chaos which surround the warlleets of Chaos,
bouyed along by the surging waves ol magick and eddies
of unreality which Tzeentch's followers bring in their
wake, Given form for a time, these leviathans fall upon
Teeentch's enemies like great predators, rending metal,
Mlesh and soul apart with equal ease. The only mercy,
inescapable
impermanence of such Warp-spawned nightmarnes,

perhaps, of such  horrors  is the




NURGLE

Death is the only constant in the realm
of Man. and with death comes decay
Nurgle is the embodiment of discase
and deterioration, the clemental forces
that hold in check the energies of
progress and evolution. There exists within every mortal

the desire to ler all around him rot, and o cxult in the
processes of disease and decomposition.

Nurgle empowers those who would seec  every
accomplishment of Mankind reduced to mouldering ruin.
He is the Lord of Decay, and his servants spread disease
and contagion throughout the morgal realm in the name
of their festering master,

Yet Nurgle's power embodies, by its very nature, the
notion of the eternal cycle of life, Decay is inevitable, but
s0 oo is rebirth, The form that rebirth may take is, of
course, rarely the ideal and if Nurgle has his way then it
will 1ake a form loathsome to Man,

Nurgle's appearance is the most abhorrent of the Chaos
gods. His bloated body is home to every form of
corruption imaginable, and his skin is covered in wecping
sores. Foul Nurglings cavorl amongst Nurgle's exposed
organs, giggling with insane delighe ar the latest pestilence

inflicted upon Mankind by their master.

Nurgle's followers suffer under the burden of his ‘gifts” as
much as they benefit feom them. These gifts often take the
form of repulsive diseases and hideouws delormations
which, while uscful in spreading Nurgle’s contagions, may
often lead to the death of the carrier. The servants of
Nurgle ery out 1o him o rid them of the gifls they so
blatantly invited when they turned to worship him, and he
takes great sport in prolonging their suffering chrough the
granting of yet more al his marks.

Nurgle's power within the pantheon of the Chaos gods is
inexrricably linked to his workings in the mortal realm.
When disease and pestilence are rife, then the Lord of
Decay's influence is ac its height. The very namure of
MNurgle's power is such that it will inevitably consume all
of its victims and leave few survivors to perpetuate the
contagion, At this point the Plague God's might wanes and

his plans falter. But one thing is certain: the plague is
never truly cradicated, and its spores are often spread far
and wide before exploding into yet another epidemic,
when once again Nurgle's legions are swelled with the
grotesue living dead.

The only power that can oppose deterioration and decay
are those represented by Tzeentch: change and evolution,
The tao gods are engaged in a galaxy-wide struggle of
opposing forces, and whichever wins, the inhabitanis of
the material realms will be the ones who pay the highest

price.

The Plaguefleets of Nurgle

Ships who met their end through disease and decay are
the maost pleasing sacrifices 1o Nurgle. Ships are cramped,
claustrophobic places at the best of times, and the air
which fieeds their living crews is a commodity that must be
endlessly recyeled and filtered back inwo the vessel. Such
lifeless air as this ofien hecomes stale, and the stench of
sweat and grime hanps heavy in it Under this mask of
filth, Murgle and his dedicated followers find licdle
difficulty in spreading something rather more virulent
throughout a vessel. Such plagues aboard ships are not
uncommon and Nurgle laughs gleefully ar such works. A
ship's entire crew may ail and weaken bencath this
malady, and in such desperation they will marn o Nurgle
for protection — and so a plagueship is bom, s crew
spared the sorrow of death, but instead gified an cteenity
beset by the same plague which first laid them low

But decay does not affect merely the living, Nurgle beams
all the more proudly 1o see the creations of Man broken
down by decay, The most viralent of his ills do not only
strike at Aesh, but also bring with them a noxious, stinging
acidic feel 1o the air which can sicken even the meral of a
warship. Like the bloated and pocked carcasses of his
human followers, Nurgle plagueships bear these scars of
discase like a badge of worship - liguilied rust running
like Blood across the hull of his plagueships, cankered and
broken power supplies, plasma coils and radiation
conduits seeping their magmas like puss while cracked,
broken and pulped metals so utterly robbed of their shape
as to appear masses of contorted, sirangled flesh rise like
sorcs from the once sturdy hall...
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TO THE UOJD...

Your LETTERS

Whether vou're a radical, an admiral, a general, a coach, a ganger, a commander or a mercenary, it doesn’t
matter, when you enter The Yoid the only thing that counts are your opinions. Please let us know what's on
vour mind by sending vour vicws to Fanaticd games-workshop.co.uk (with The Void and then the game system
in the Subject line). You can also wrile to: The Vold, Fanatic, Games Workshaop, Willow Red, Lenlon,

€ Where's my army list?

Greetings Fanatics,
Just a quick one.

Why hasn't there been any army lists
for Salamanders, Dark Eldar or Grey
Knights in the Playtesters Vault or
clsewhere?

Regards
Shearsby

Ohur first priorvity bas been to
produce playtest army lists for each
of the existing races (fe, those races
thet beve previonsty formed part of
the Epic range of figures). After that,
we are slowly working our wey
through the various variants st -
different Space Marine Chapilers,
different Imperial Guard Regintenis,
Craftworlds, Chaos Legions and so
orr, ANl of this, bowever, will rake
Hne and for the moment you showld
Just use the existing Spece Marine
arnty fist to represent the
Sclcomanclers and Grey Knights, They
mipht pet their owwn lists in lime (no
definite plans al the moment though,
§ bave to sayh, bul they are perfectly
delequately represented by the Codex
Astartes Space Mavine {ist jor the
tinie being,

In the particelar case of the Darl
Eldar, they ave nnlikely to appear in
Epic scale since I personally feel that
the ssmall-scale raids and ambusbes
twohich the Darle Eldar preaciise really
nictke them unsuitable to feature as
an Epic force — their arniies are guite
simpily best vepresented by their
existing Warbammer 40,000 scale

arnty.

— Merir

Nottingham, NGT 2WS United Kingdom.

€) A retort

ear Fanartic,
I am writing to respond o =T=
Teran's letter in issue 2.

I do agree with him that players of
any age can do this over-powering of
characters, not only 10-vear old
‘kicldlies”.

‘Over-powering’ certain characters,
however, is a mcans to tell a STORY
with NOMN-game characters. Teran
mentioned Julianus with his hoosted
WS97 and a frost blade thar would
kick arse. 1 do agree with that, But
please note that his boosted skills
only come to bear under certain
circumstances: by spending ‘soul
points’ for cach turn of boosted
skills, and these are hard 10 gerina
campaign, His stats given on the site
were our ‘iry-out’ rules o play the
missions as we wrote them up. T
posted them on the site w0 give
players a character to include in their
campaigns as an uber-cnd-boss or 4
NI'C o link their story with another.
(You may look it up at

ptn exterriinatus net/cooperative/c
barfulicnus.bim tor reference).
Think of the high-ranking Inquisitor
turning up in the last mission of
‘Treath of an Angel’. Is there a reason
this could not have been Julianus?

A word about balance. Julianus is a
damn hard guy, but there are
simpations where he needs o be. The
Cooperalive exists to tell an epic
story. Now could vou imagine Anakin
Skywalker without a few fancy iricks?
And a dark secret...

One last point: My usual gaming
warband for Inguisitor is made from
the minor sideshow characrers, alone

or with lower-scale henchmen. T find
these games to be just as rewarding -
if not more — than playing with the
more powerful characrers Inguisitor
has 1o offer.

High Inguisitor Julianus
Orrclo Malleus 1o
— Lux Interfecit Umbras ~

Fheinde you Jullanus. I find your last
point to be especially ilfuminating.

Tirkeing fow level characters dovs
reeike at belter gante simply because
there are more obstacles in the way
for that character and so the player
maest think of move intriguing wes
Iy get out of a situation rather than
just trusting power griour and a

brig gen,
- Andy

& Incompetent General
Dear Fanatics,

I feel T must tell the world about my
High EIf General, For five games now
the fool has managed an average of
one order per gamc.

Yies, that's right he has only ever
passed live Command rolls. 1s it
something to do with the colour of
the dice (1 always use red ones)?
Maybe other Elven generals can tell
me which colour appeases the High
Elves best?

Yours
Gary Tord

Sonnds to me this is more a case of
the Intrigue at Cotrt rule from
Waarbamuner. Your Genereal is
obviously in charge because of fis
title vather than any natural ability!
— Anddy
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& Dem Bones, Dem Bones

Helle,

Having played a lot of campaigns
with fricnds there is something that
we all agreed on, having an
Apothecary, We plavtested it and it
worked out fairly well, The rules we
came up with were as followed:

0-1 Cost/Fee 40zc upkeep 15gc
Any warband can hire an Apothecary
except for: Undead — they are already
dead (for the most part), Skaven: Lile
is meaningless. Warbands with
Mutants/Posscsed/Beastmen or any
Chans creature — they are spooky!

An Apothecary is never ficlded but
what heshe does is allow you to re-
roll one dice of an Injury roll to
gither a henchman or a hero. 5o, if a
henchman dies on a 1-2 vou can re-
redll it il you choose to do so. For a
hero you are allowed to re-roll either
the {105) D6 or the (6s) 0. An
Apothecary cannot help re-roll a
Captured result. I a re-roll leads o a
capture treat it as “T may need more
tools” see rule below. You must roll
immaediately when the injury
happens, You cannot go back (o
choose which one,

Special rules:

I meey need more [ools”

Roll a v on a 1-3 the character
makes a full recovery. On a 4-6 the
Apothecary needs more supplies and
vou must spend 15+D6 ge 1o allow
the Apothecary to buy the 1ools he
needs to fix the injury. If you cannaot
alford this or choose not to pay, the
character misses the next game:, You
can pay for the tools when vou buy
new equipment.

“Your're Worthless”

If an Apothecary fails o heal
heroeshenchmen 3 times in a row
theroes don't make a full recovery
this, including not buying him the
tools from the special rule *I may
need more wools™) roll a DG, 1-3
He/She is chased away or killed. 4-6
you sell him 1o the pits and get 20gc.
Those are the rules T hope vou guys
can think of a way 1o use this or
something like this.

Al the Best

Dan

& AWFUL

Dear Fanatics,

1 never thought Td say this; ler it be
the first and last time T have 0! This
is a letrer of complaint!

When Necromunda: Underhive was
released | snatched up a copy and
prepared for the marvels it would
contain. HOWEVER, | was very, very
disappointed with its contents, The
Rules have barely changed except for
making weapons like frag grenades,
smoke grenades, hand flamers and
shotguns with scatter shells worse
just so you can use the new
templates. There is shameless
amount of spelling and grammatical
errors, missing rules (ory finding the
‘setting on fire” rules!) and a poor
summary. There was hardly enough
information on the Underhive itself
Some newhies to Necromunda at a
Warhammer club I went to didn't
know the lirst thing abour Wyrds, Pit
Slaves, Giant Rats or Milliasaurs.
Something that really vexed moe
though was the repetition of artwork;
the same few pictures repeated over
and over and most of them ripped
straight from Inguisitor, Check out
the shameless modification of the
picture on page 100 — clearly the
picture from Inquisitor page 17 with
the Dacmonhost remeved.

The whole publication seems like a
poorly managed rush job. The best
thing about the book was the [ront
cover and some of the new fiction. By
the way, as versatile as they may be —
the new Orlock and Goliath models
are AWTFLIL!

Normally I'm delighted with GW
peewducts, especially the Specialist
Games, but I've heen so disgusted by
Mecromunda: Underhive 1 had o
feed it to my face-cater squigs. Please
tell me this will only be the only
shameless cash-in to stain Games
Workshop's name.

Yours faithiully,
Matthew Mova

Surry o bear Vou're fattening your
seueies on GW prroducts, though it's
clfweys indripuing to bear bow
versatile our books are.

Necromunda: Underbiive dsn't
without its problems, as you rightly
pointed ont. However, 'm a e
uncertain whal vou expected from it

When we set ot to do o new edition
it wasn't the aim of doing a
complete rewrite because the game
doesn’t need it. Necromunda players
are, tn general, bappry wilh e wey
the game works, and there is no
greal urgency to reinvent it We ook
the apportienity to rewrile some of
the rales that required components
therl were no longer available fsuch
a5 Sustained Fire dice), and to try
conted Hicly wpy sonne of the more
urnrecessarily fiddly bits (such as
setting on fire). In the main though,
we left the rules as they were,

Al the time, the most fressing
olbfigaiion on Faratic was to get
Necromunda back fnto print as it
was unavatlable and people kept
asking for it I we'd waited for lots
more neww ariwork, fancler layout
efc, etc then you're quite vight §t
wonld bave fooked confer. but then
you'd be reading a reply to a letter
about why it still wesn't in the
shaps..

As it stands, Necromunda: Underbive
isnt the slickest product we've ever
mcicle, Bt il's readily available and,
by and large, does the job of making
the core Necromunda rules
aveailable. The Living Rulebook
favailable at Necowundea. com) boas
corrected the errors in the first
edition of the printed copy, and o
tist af these ervors is available for
aryone that wants one. As always
we'd rather produce perfect
preoducts, bt where we fall short of
theat e best we can do is try and fix
the broken bits — which I bape we
Pave,

Millicesaurs Wiwds (in this very issue)
and the like are alf oviginally from
the Outlanders supplement, and
we've been making stightly revised
versions of this material available
through the pages of this magazine.

O the subject of models, most of the
connnients 've beard from clistomers
about the Goliaths is Lheal they are a
great improvement over M old ones,
You're absolutely entitled o your
aftnion, though I'm afraid [ can’l
corrment i detail, as you don't say
sy pou think they're awful’, Sorry
AWFTE.

— Jake




The twisted, degenerate Dark EIf race is infamous for the worship of weird
and deviant violence, and Blood Bowl f[ts into their religious beliefs very
well indeed. The Cowbovs are a cruel, nltra-violent tcam, and consequently
do very well at the game, The combination of high intelligence, natural
grace, degenerate violence and hatred of all living things has helped them
to the top several times.

2422 The Overearth (Dark Elf word
for the surfuce world) first leams ol the
existence of the Darkside Cowhoys
when the Tallling Pinkfoor Panthers
visit them for a friendly match and
don't return!

2438 Several teams
boveott the Cowhoys when they apply
10 join the NTFC, hut the pale-skinned
assassins  are  admitted  anveay.
Instantly, sordid revelations sart to
appear ahout their peculiar hahics, such
as uwsing small trussed-up Troglodytes
as balls o save wear on expensive
imported ones. These rumours only
seem (0 heighten  the Cowboys
mystique with thrill-starved fans,

threaten (0o

2461 The Cowboys play in the very first
Blood Bowl, beating the Chaos All-Stars
in a very sloppy game (literally - the
Cowbovs used illegal magic 1o turn most
of the All-Stars” frone row into slugs!,

2473 The Cowbovs nearly dishand
after the infamous match against the
Kishago Werehears {which lasted for 19
davs before heing abandoned at 2-2 on

the death of the last player on cither
side). New NAT rules limiting the time
of games come too lae o save the
Werebhears, but the Cowhoys manage to
reform and rebuild their team under
the skilled leadership of Jeremiah Kool
Their drive culminated in glory when
they win Blood Bowl XX, during which
Kool set his unbroken passing recond,

Present Although Kool retired in
2487, his place was more than filled by
Hubris Rakarth, the latest in a long line
of glamorous Darkside players. Tn his
first season as team caprain Hubris
carncd immortal fame by leading the
Cowhiowvs all the way to the Blood Bowl
championships that were o prove (o
he the last organised by the old NAF
league. While the match was in
progress  the  NAF  commissioner
disappeared, along with the entire NAF
rreasury and most of the Cowbovs
cheerleadens! The Cowboys recoversd
from their loss very quickly - the NAF,
unfortunately, did not and went inco
receivership before the next Blood
Bowl championships were held.

Anv other team which lost Jeremiah
Kool from the active list would surcly
face a season of rerrenchment, but not
the Cowbovs, Even while Jeremiah was
setting all-time Individual Single Game
Player Faralities (3 fatalities), and
Individual Career Passing @8, 198 foces)
records, not o mention club recornds
for Single Game Passing (298 faacesy
and  Season Plaver  Fatalities (12
fatalities) - they were grooming his
successor. And, sure enough, Hubris
Rakarth came good just in time o take
over as captain, having set an NAF
Individual Season Interceptions record
in 2483 along the way {plus club
Interceprions Leading wo Touchdowns
and Tackles That Injured records).

{Former) Conference: NFC
{Former) Division: Ceniral
Team Colours: Blue and Yellow
Symbol: Crescent Moon

Owner: Prince Derren ar-lolovia
Head Coach: luxen Tuentir
Home Stadium: The Darkside
Cavern, Underearth {capacity
90,000, surface aswrogranite)
Players: Dark Elves

Rakarth insists that comparisons are
pointless. As a Blitzer, his is a different
skill to the long arm of the great Kool,
Rakarth likes to play from deep, hence
the interceptions. Ie is, foremost, a
defensive plaver who makes the cromwd
gasp with shattering tackles to hale
hreakihroughs or which send Carchers
into the fifth tier from the back of the
stands. "There's only one way to make
the hall come loose in a tackle,” he
says, “Rip his arms ofl?”

The Cowhoys are a dangerous team
with him in the side. They are an even
more  complete team for the
blossoming of Hawthorn Tullaris, who
provides more attacking blice oplions,
and Moravis Curfew, who was taught
by Kool himself. Expect o see Corfew
and Asperon Thom connect ar least
threse times 4 game when the Cowhoys
are o SO0gE.

Are the Cowboys still potential Blood
Bowl Champions? They won the last
Blood Bowl in 2488, and this squad
compares favourably. If they have a
weakness, it is that unforunate losses
have caused them to bring some
rookies in (remember the sad end to
Nathan Greylire's davs as a Catcher
when he was squished by the Mjolnir
brothers” Double Whammy tackle?).
Their Linemen look short of siaving
power, and Curfew mavy not have the
time to weigh up the throw thar Kool
once had.



Even so, | think we have to expect
them to be part of the semi-final line-
up of any sericus new Blood Bowl
trophy. Major challengers might be the
Warhammerers, Reavers, Champions of
Death or the All Stars.

In the very first Blood Bowl, the
Cowhaoys beat the All Stars by murning
many of their leading players into
slugs, and then insisting that the
ground be spraved with insect killer.
Howewver, other shape-change magic
led to them being first suspended by
the NAF, and then subjected to a
barruge of contract killings by jealous
rivals. Jeremiah Kool's ‘retirement’ to
the Offensive Magic Co-Ordinator’s
role is bound to lead w more subtle
chicancry. Watch out for some
wierdness in the last few games of the
regular season as they ry out their
play-off technigues,

The last word has (o come from Hubris
Rakarth. As the new glamour bov of the
Cowhoys, what did hc think his
chances were, as a Blitzer, in keeping
his good looks for as long as Jeremiash
Kool? The answer was sharp and to the
point — a broken battle followed by
“Better than vours, stupid!”, Yep, those
Cowhoys are ready for the new scason!

HUBRIS RAKARTH

Despite his age, Hubris is one of the
younger plavers on  the highly
expericnoed — and very successful —
Cowhovs side (Elves take time to
mature), A perfect product of the
Darkside  Academy  in weslern
Underearth, Rakarth is  clever
courageous but also an evil and cynical
player. Like the rest of his team, he is

perfectly prepared to cheat and foul to
win, a fact thar far wo many of
Darksice™s opponenis still fail o ake
into account.

Hubris Rakarth made his debut for the
Darkside Cowboys in 2482, after being
chosen in the Crush by the Dark EIf
team (the other team bidding for him,
incredibly, were the Holy Crusaders —
he wouldn't have firted in therel).
Under the patronage of then-caprain
Jeremia Kool, the Flashing Blade, he
soon developed into an excellentdy
well-rounded plaver, able both o run
with the ball and to throw with
extreme accuracy. There were other
strings to his proverbial bow too...

MAGIC

In 2479, the Darkside Cowhoys team
wiere the first to illesally vse magical
spells on the Blood Bowl field,
Previous 1o this date, all magic had
been confined to sneaky uses from oll
the field — sleep spells cast on an
opponent's blockers belfore a wital
manoeuvee, plagues of mts inflicted on
the substiutes” bench, that sort of

thing. But after  years  of
experimentation  in the  rarelied
atmosphere  of the Underearth

University research labs, the Cowhbovs
perfected small, portable spells w he
carricd by individual players, which
could be discharged at will, zapping a
vital plaver into his consitituent atoms
with the point of a finger! The spells
were banned from  championship
matches almost immediately, but when
the Cowboys feel they can get away
with i1, they'll often zap someone
anyvway!

Darkside Cowboys’ ‘Poison Blade’ Offensive Line-up

+

.

Hall of Fame

Rokudan Fey
Jerimia ‘Flashing Blade’ Kool

Team Honours

Chaos Cup Winners
(- 2491

Team of the Year
2481

Blood Bowl Winners
2461

. Blood Bow! |

2481

Blood Bowi XX

2488

Blpod Bow! XXVIT

Cowboy's Starting Eleven

1. Hubris Rakarth..... Captain
2. Hawthorn Tullaris ... Blitzer
3. Maravis Curfew ... Throwear
4. Ithaca Benoin........ _Thrower
5. Asperon Thorn..... Catcher
6. Autavic Hellebronn Catcher
7. Elon Surespite ... Catcher
8. Venom of Praetita.Lineman
9. Isiah Sulphursel. .. Lineman

10. Odium Khan ......... .Lineman
11. Eli Dwarfmalice ....Linsaman
Substitutes

Rancour Orvarrin ... Linernan
Malachi Pigue.............. Lingman
Elijah Doom................... Linernan
Jeramiah Malice.. ... . Linerman

Hubris prepares (0 reccive a: pass
from Hhaca Benoin.




Ratio of Worth without the Eye

Ratio of Worth with the Eye on You

Effective Av Normal Player Dirty Player Effective Av Mormel Flayer Dirty Player
10 N : 1.25% 10 15.00 3.7%
0 F.0H1 083 9 9.0 2.50
] 200 LonG2 & 6.0 1.86
7 1.43% 0.49 7 4,29 1.6
& 1.15 : ok .43 (] 3.40 1.29
3 10K} .38 5 3000 1.13
4 .09 L35 4 73 105
3 086 134 3 2.57 1.02
2 083 i 2 2.50 1.00

S0 a normal playver fouling an Av 8 Human lineman with 3
assists is an even trade as the ratio is 1.0, That means the
odds of getting a casualty are the same a5 getling sent off.
For a Dirty Player fouling an Av 7 Skaven Linerat with 5
assists his ratio is 0.35. That means he is nearly 3 times as
likely to get a casualty as he is of getting sent aff. Tf vou
only need a KO the ratio is significantly better.

Fouling when the Eye isn't on you with a Dirty Player is
almost always in your favour. Even if you don’'t have a
Dirty Player, getting enough assists means that the odds
are in vour favour for a good rade.

As is clearly shown above, if you aren't a Dirty Plaver the
target must be significantly more valuable to your
opponent than vour fouler is to vou. Dirty Flayers,
particularly cheap ones when vou have reserves 1o replace
them, can still foul at reasonable odds. After all, a
Hobgoblin isn't as valuable as a Mummy.

Cbvicously, the best chance of a successful foul is gained by
using as many assists as pussible. A lower effective Av
means a betrer chance of breaking armour and achieving
your objective. This means dedicating a significant
proportion of vour team to taking oul one opponent -
and having them all in one big lump. There arc risks
associated with this — vou will leave space for your
opponent 1o move into, potentially giving them a better
chance of scoring or turning you over, Bear in mind that
any plaver on the pitch is far more valuable than one off
it. A skeleton might only cost 30k, but geting sent off
might ¢ost you a TL.

One tactic to help vour positioning is to foul with the
cage. By moving the cage up to the target and then fouling
you can get several assists without those players being out
of position. However, be wary ol leaving vour opponent
with an easy blitz should vou fail w break armour or get
sent off. Another tactic is to ensure that your victim i3

knocked down into a position where vou have scveral
players that have already moved.

You also need to consider the timing of your fouls. If you
foul early on in the turn, how badly are you going to be
affecred should vou get sent off* On the other hand, you
might have a prime target ving in the middle of your team
just begzing 1o be booted in the head, I vou have plavers
wha are already in a position (o assist, it may be better
fouling carly on and then moving the rest of your team.

The kick off result “Get the Ref™ can win you a game if you
have a Dirty Flaver and your opponent docs not. Even if
vou lose the roll, having a Dirty Player can be a powerlul
incentive for your opponent not o foul at every
apporiunity

A guick nowe on etiquette; most opponents don’t seem o
mind losing players tw blocks, bur they can become
seriously upset by what they deem to be unnecessary
fouling, As there are no SPPs for fouls, don’t expect a
friendly post-game if vou are still nying w kick your
opponent into the middle of next week once the result
has been decided.

Blood Bowl is a game of balance, Weigh up the risks and
rewards of fouling and make vour decision. You'll
sometimes get it wrong and maybe those times will cost
vou the match, but don't worry, good judgement comes
with experience. Experience comes from making bad
decisions and learning from them.

If you decide to foul be clear of your objective, target the
most important opponents and ensure that you have
enough assists to get a good rate of return. That way your
team will not only he winners, but “popular 1o boot!”
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WIo our last missive we hid you el welcome our qnﬂﬂi:ru cousins with open arms. This jssyc would bid
you take care of your purses ss 2 new (and mych ' shorter) hreed of brigand is afoot. Yes, the low
cunning of the hair-footed Halfling 15 known 10 @l and there seems to be 4 veritable pligue of them
hereabouts. Whilst certain lowlifes may find the
light-fingered falents of the diminutive
Mootfglk to be 1 boon in their black dealings,
let me tell you that Sigmar will not stand for
such behavigur! Surtly nove can doubt that He
i5 watching. This is as well a5 the little folk
are hard indeed 1o spot for marta EyEs..

On completely unrelated note, prices for
aked goods are set to rise across the city due
2 sahortagc of pics.

REVELLERS OF THE DEAD

Stay away from the Rich Oluarter during

latter-half of harvest season fore the Parade of
e Dead is said to wind jr's way through the

Etrects,

oyone who Jooks vpon the parade will have
¥ his soul wretched from their body and then
join revellers as 2 ghostly dancer. Every year
the parade grows in size a5 more sould swells
S the ranks - doomed to dapce the jig of death
& for all etermity. You have beeq warned..
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SEE GERALD
PARDON'S
FAMOUS
PERFORMING
MONKEYS

Now at the
Big Top on the
road before
Sigmarhavcn

Enchanted nose ring
that went missing
somewhere in the

Garden Districe

Doean

Greatful reward will
be given for return of
satd nose-ring.

A bonus of 30 Gold

Pieces will be given if

the nose is still
attached.

If you

is seeking w expand upon

voyage

P -
" SCRIBE'S HONOURABLE
MENTION

Mad Andreas Halldensiaat

| -

For Trade or Sayle

Exotic rodent beast from
the north of Albion - the
Haggarsh.

Considered a delicasec by
the northern tribesmen of
the isle, who must hunt
and kill one in a coming
of age ceremony.

Have both live and dead
in stock. (If you wish to
purchase a live one then
please do not feed after
midnight or gct wet).
Contact Twaom’ at the
Crafty Dwarf Tavern

Come to Skeggt

The Norsc colony of Skegai,

across the great
its small
population.

What Skeggi has to offer:
Great Beach (mind the killer-jellyfish)
Selection of fine waverns (ome)
Boating lake (Bewarc the Skinks)
_promensde (Dirt road by the

coust)

survive the eight month
we::.f_I be bappy 1o have

S 1 7 L
;}J{;l:ﬂ_.__‘

Tomn Crper < -,;._—-4 ) &

Ye departed Editor of ] ]
Town Cryer

Stephanus Harburgh

i's beert over 4 year and you're

still missed...’
|aaie

For Saylc

Garlic Potion

For hunters of the dread night-
creatures, the Wampyre.

Also great on salads.

Finel the Apothecary at the botom
of Var-Heinz Lane

OBITUARIES

Marcus of the Cox

Who hath threatened your
esteemed editor with death
should he ever appear on this
PHEC.-

Farmer Goodie's

Prize Pig, Jade

Truecly an animal that got more
attension than it deserved.

Marvin ‘Marv’ votrtendorn
Found with knife in hack.

‘Black’ Les

so called becaust of the colour of
his teeth. Died in the dentists
chair.

“Xylophone man’
Infamous busker. Who will strike
up and down the scales now?

:Sf,_ﬁ;atﬁ in What Coach? periodical.
pmﬁ:’eﬂed i the (-Series”
i Jerimias Clarke




ANY CARD..

Magic Item & Tactics Cards in Warmaster
By the Warmaster Players Society

A pumber of members of Games Workshop, including
Rick Pricstley himself, recently participated in the
Warhammer Players Society Warmaster Club Challenge in
Nottingham. As part of their tournament sct-up, the
Plavers Sociery use a set of Magic Ttem and Tactics cards to
bring a little unreliability and a feeling of event 1o the
games, We were so impressed with the system that we
thought we'd publish it here, .,

USING THE CARDS

Obwviously, the tournament this system was originally used
in had a number of other restrictions in effect, but well
just concentrate on the event cards. The cards can be used
in any kind of game, not simply in ournaments, so just
arrange your game in whalever manner vou are happy
with and then add in the additiconal rules for the cards
which follow: The full tournament rules as originally used
are not repeated here, though they are available from the
WPS website at www.players-society.com so visit there if
youre interesoed.

MAGIC ITEM CARDS

Magic Item cards allow each army o receive magic items
randomly, thus preventing particularly sneaky combinations
al items, IF vou want to use the Magic Item cards vou need
o agree with your opponent beforehand. In games where
the Magic Irem cards are o be used, neither player is
allowed to pick any magic items in their basic army list.

TACTICS CARDS

Tactic cards represent cunning plovs, unexpected events,
units in a better or worse state of readiness than usual and
sooon. Tactes cards can easily be used in anv gamce and
don't need any particular planning.

Playing the Cards

The following rules are used to deal and play the cards:

1. At the beginning of the pame, each plaver receives 4
cards from the Magic Item deck and 3 cards from che
Tactics deck, dealt ar random. The number of cards
drawn is based upon normal size games approximately
1,500 o 3,000 poines). For larger games, plavers should
receive 1 additional Magic ltem card and one additional
Tactics card [or each full 1,000 poines by which their
armyv cxcceds the 3,000 point mark.

2. After set-up players take it in turms w lay cards on
rarget units, characters, players, mable, armies or
terrdin, Each target may bave no more than one Tactic
and one Magic card plaved on it. Thus a unit with a
Bartle Honour may he gifted a magical item, but it
may not get a Battle Damage card (since Baule
Honowur and Battle Damage are both event cards).

3. The player with the first turn places the lirst and Tast
card. The player who moves second pets one less
apportunity to play his cards.

4. The plaver with the first turn plays up o 4 cards and
his opponent up to 3 cards to a combined total of 7
cards.

5. Ita player has a card in their hand it must he playved
il al all possible, even if this is to their disadvantage.

6. Al cards are normally played after set-up and hefore
Turn 1 commences.

7. Cards are played face down on your owmn units and
neutral terrain and face up on opponent’s undts.

8. Cards are revealed when used or when contacted by
the cnemy.

9. Some cards are plavable prior to the normal
sequence. These still count against the maximum
number of cards which can be played.

10. The proint values on the cards are the cost if lost - thus
if vou add. for example, Nervous o a unit, which has
a listed cost of -13pts, then if the unit is killed its VPs
are worth 15 poines less. This is also the case if a
banner is used and lost, Playing a card costs no points
but units/characters with cards have their points value
adjusted and this final cost should be used when
determining Victory Points,

11. Mo cards can be plaved once the game has begun,

Prue to the amonnt of pages it wowld need, we've ondy
printed the Magic ltern cardy this issue. The Tactics cards
will be in the next fssue.




‘1 SWORD
OF FATE

: {‘._ést:: +5 points

The first time it fights in
combat, @ unit with this
wword adds a +1 bonus &
to thic Artack mtue ¥, S
ang stancd in g si.m:ljm: :
LTy AR me.Arnck b.w{u&
| of a character. The
| Sword of Fate only :
i works once in the v
entire game. Mote that
this gives + 1 Artack in
wal and not +1 to

Ag¢
i

[ SWORD OF
| DESTRUCTION

Cost: +10 points

1 1f a unit has this weapon then
oié cnemy unit that it is
‘touching is affecied stl'kd__
miust re-roll one :
successfil Armour n

I each round of mmhat
For example, if thres hits
“are scored and one is
‘saved by armour then 3
the successful roll must 70y
be taken again. Only & © {
ONE ENEMmy Unit can :

| Attack dice each round

SWORD OF
CLEAVING

Cost: +10 points

Aunit with this sword can re-
rodl - one  unsuccessful

of combat.

each stand! fed | be affected by this.
- __- ~ _— 4 \ . -
vy
- T
g : Rl . m | ) |
SWORD OF Lo CROWN :| THE BATTLE
MIGHT J | ., or COMMAND STANDARD
Cost: + 10 points General only | Cost: +50 points
A unit with this sword adds a i saer. YED moinis | A unit withe this. banner increascs
+1 bonus to the Atack I the General has chis potent magic the Artacks value of cach of its
value of one sand, . 8 item he can choose to issue his fivst stands by 41 during s iirstf'
similar o Iiua‘ ,m;@;w arder  of t#h;ﬂim &Sﬂiﬂﬁ an Combat. phase ot ﬁﬁﬁﬂ.ﬂ;g The |
bonus of a*rﬁsrmen, unmodificd Uommand *W ‘of 100 | effect only Lasfsfarthuﬁn&r‘mmhar_f
| Mot that this ghnw Y - No-command perialfies apply. when i engagement of the battle, including
Artack ‘in total, not —}  the Crown of Command {Sm! This | rounds of pursuit combat: during
o cach stand! _ Conly dpplies 1o the General's first the same cngagement amd any
Coorder each urn; subseguent onders: Pirthier engijgemenits veloh rr:s'ul'r i
;. | must be given noemalle. Should the i et durmg th:: e |
treneral fail o issuc his first order, by 1 i e ;
roalling ann 11 o0 12, then thn[.umnu[ i P
Comunand coascs o work.
. _/ SR ; .z'l - & .x |
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[ BANNER OF ] :

FORTITUDE
- Cost: +40 points

A unit with this banner incresscs the

during its first Gombar pheise of
fighting. The effect only fases for the
first combal engagement of the

Hits value of dach of its stands by +1

hattle, mcluding rodnds: of ggﬁrsu.tL-:
combal during the same tnj_;ag(:mﬁﬂ[
ancl any [orther cngagemenes which |
result froam an advanee during the

SATLLE plms'c. Tiiscard odd hits ar the

end of the Combat phase before
“disconnting the effect of the Banner
¢ ol Forrinnde.

T % oy
E gk

BANNER OF |
STEADFASTNESS JI

Cost: +30 points

One shooting hit-infliceed on the |
unit after saves have been taken in
cach turn is ignored because. the
missiles are st m;i‘ge 'h)r the
Banner ol © ﬁtq&ﬂf;st@eﬁ “This
bincludes  hits ﬁ'om Pagic spells |
Cinflicted (in, the Shooting: phase,
. This effiedt Tasts il the unit loses
|4 stand. Afrer the unit has lost a |
stand the banner has no further ,:l
effect.

~ BANNER |
OF FORTUNE L

Cost: +20 points

Ihe player can choose 10 immediately re- |
roll all ehe unic's Arcack dice once in either
the Shooting phase o okt phase
shemuled he wish 1oodo £, 'I']m;ncb.l!.h-um
honus - aitacks  freem ﬂfﬁﬁﬁg itcms ar
characters. The: player dbdm‘ilﬁt heis

“amsatisfied wich the smms he i‘iilﬁ‘ m].h:d
takes all the dice  and !ﬂun:d.{atl:lv roalls |
| them all cnee again. Note - thai liu’ i:[a}u‘ |

st toll all the dice again, ihcluding any
et lave scored hits, so it i possible o be
werv unfomonate and eoll an even weorsse 9
seore! The Banner of Fortune works. ooly
ongce during the entire mhne.




._\\. :/ - - r/.- = .\..
fil '._:'.;*_ ¥ ; ; -\i (i it ; : & | @ ; bk e, * |
'f‘_-_ ————ee 1 i - ol - '. ‘ = - .:<=‘ ¥
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OF SHIELDING ) L K | DHOMINION i
¢ Cost: +50 points : '.GI:!I_H:;.I‘H.I Only ‘ thl:ral Only Bl ‘
A unit_with this banner has its bt 4—3{! pninl:s.. L et :
Armour value  increased  in If thyes General has this mayic item he may Only o General is allowed 1o wear
effectiveness by +1. If the unit's | stiregird @ single failed Command res and | : {
pe i et i i enll it aggain as if B had & Cormmand value | the Helm of Daminion {Pﬂl}’ Fll
Armour vilue s 5+ ‘then this md&m._ head s blg Jch@ig]! Y. The
banner mtrcaﬁ::s it o 4+ and so Command penalties but note tha the | General’s € fmrﬁxgadf,rﬁlm: i
- on, & unit's Armour value cannot © previously failed rll s disccparded o it increased by +1 15!“ to 4
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| SWORD OF FATE

Cost: +5 points

The first - timc ir fights in
combar, a unit with this
sword adds a 4+ 1L bonus. ¥

ong stand i 3 similae
way as the Amack bonus
of | @ character. The
of Fate only
works once  in  the
entire pame. Note that

this gives +1 Attack ing

swored

rotal and not +1 w0
each stand! [

: SWORD
OF CLEAVING

Cost: +10 poinis

VA unit with this sword can
¥ s
| ope-roll one  unsuccessful

‘Artack dice each pound b..j.-' :
of combat, - FEges

EMEEY )
|
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'(_,'__. ............

1 SWORD OF MIGHT

L.

Cost: +10 points_

| A andt with this sword adds a
+1 bonus to the Armack
value of one stand, =
similar o the Arttack N
bonus of a characrer.

| Moe thar this gi.vr.5;+ T

| Amack in toml, not +1
ey each stand! :

LUCKY FIND!

- Play hefore the game,

| Does not count towards the total
numbcr of cards played. Trade this
cardd for 2 Magic Item cards from
the deck. :

"y
'

BAD LUCK

I'T*S THE BLANK!

L A S Foy Beak o AR L LR s

This is a back for the cards, should you wish to use it You can either photocopy this numerous times or go Lo the website where there is a sheet of

card backs that can be downloaded.
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VICENNA'

by Peter “

Peter is lucky enongh to enshrine all that is great about Inguisitor. He has an active imagination

VW ARB/

vicenna” Bell

s to tell

stories, create backgrounds and play with his characters. He is also a fine painter and converter! Yes, I'm jealous
as well! With all this in mind we asked Petc to tell us about his Warband, how he created and I*J'"'lt"l‘:I his
characters as well as what's going on in his latest campaign.

+++ORDO XENOS +3++DIVISIO
VENATORUM 10

—++ile | persommel | orde xenas o Avitenna,  Tnquisitor  Gensral

information ¢ +rsccurity Jevel ‘magents or higher fequired++d
Fr e ACCESS GRANTED
+++Cross-Ref: hitp’/ordoxencs exterminatus.net

trtencrypicd message. incoming

i-++deciphering céd:_ L.

t++oode magenta message dutipia;:r:d

apl.':ni:ng file
B R S o s
e o e o

Ali Tbg Sina was born 942M4L on St Jowen's Dock in fhe
Armageddon system, His_parents. were, Licttenant Jeoniler Mannheien,
:ssig:rwd:tu S ]uwcin's landing gontrol. and | Princeps Balthazaar Rabiem
from the 3rd Gryphonot Titag Legion. ofiginating from the desert
world of Tallarn. Bajthazaar Rahem is recorded 25 commander of Canis
Belli (Dog of War) Warhound Titan of 2 Tackal mnﬁgimiun.

As an illegitimate child of a Titan Legion P!rml.:pes. Ihu. Sina was stu.t

to the Schola Progeoinm at the age of 4 He was trained there (and
often flogged) by lmperial Dril] Abbots and retired Commissars uatil
late 96NN when, aiter |:|15t&'.i.113E his final exams, he took oo the dutics
nf ImFe;rj-a] Commivsar-Seeend ClessHewas sssipned - to-the - 2P bth
Armageddon Mahile Infantry. His last duty before promotion 1o full
Commissar was ap {nti-xenos ]:éng: campaign in the 1sh wastes south

of Viterdo Hive,

961 M4L Ibn Sina's Jrd Compagy discovered the remaing of an lﬂti:l:ﬂ-t
Ok Titan - a remnant of the Second War for Armagedddon. which ﬁ;,;d
fallen backwards inta a rock chagm weder heavy artillery firc. Licuteaot
Hclﬁigt.n[ the Jrd| Company érdered the ' sccuring of the Onk war
machine remains with [ull approval of Commissar Thn Sipa Alfiter initial
suctess, 3-Company| soon encountercd wmassfve resistince from Ofkoid

forces hidden deep within the
C;ng::n.t. Lt-!ii.llg from! the
front, Licutemnt Helgist lost
his life in the fighting apd, in
atcordance  [with  Imiperial
Doctrine, Commissar Tba Sina

wps  forced | fo fake Cover || Jowen's Dotk - Now destroyed

cammand. Against direct prders -
from Regimental Command to fall back and have fhe Gargant destrayed
with n orbital strike. Crtrissar Sie ordered friendly noits te mewnt
a icounter-offensive and retrieve the body of his Licutenant.

Dhyring the mission, Ibn Sina ad a misor splister group of Athl battalion
hid to barricade themschves on thn:: main command bridge of the
Gargamt Ibo Sina went ol work at T po— console, shotting down
the main El,;]]l,]'ﬂl(:l‘l' and] re u:[l.rcmng super-hot  plisma imte arcs
suspected to e Ork s'rmmghule{s After the Owks wore sugcessfully
repelled by Imperial forces under heavy losses. Commissar [Jbe Sina
emerged 1rjuu|l:|!u|u from the bowels of the Gargapt caly to be arrested
i:l} Hl.gnn._nhl. Commissar Yandeoherg Tor dizcbeying orders. Although
Tho Sina insisted on Commissarial independence, court martial and
pt_nhabl.: exechtion wis sl for the next day.

Sjorics of the events on the Gargant's bridge tiu.g_hi the eye|of High
Inquisitor Vidlarus, who ws called is 1o visit the captured crash site
Violarus, at nearly 200 years of age, was, and still i, commonly regarded
the most well-read Ork lanatomist agd psychologist within the Ordo
Xenos, Violaus suspended court martial and pressed the disgraced
Commissar into his sertice. Tho Sina soon tock on the role of
Inguisitor Aspitant. The bond between High Inguisitor and Acolyte
son lead Ibnjte an iovestigator’s rolc. and also 2 gescarch post (directly
uader Violarus) at the main Xenobiological insfitete in Segmentum
Splar on To sl

Ali Tbn Sipa ;WHH apprm':ﬁ Imperial Ipquisitor 978MAL with all rights
e debtsol | this position He-adopped--the—High— Gothie—{2nd - more
pronounceable] mame of Avicenna His mentor Violrus cquipp:d him
with the standurd Mk XXIII carapace armour and gave him ::1 ancient

I'.u:ulunm -3 vcru:rahl: pawer_sword,

Awicenna’s  deep involvémest i fvery handj-on’  reseaich into
Xenohiology #nd techaology soon camed him the displeasure| of some
of his Orde, including the puritasical (and some would siy tyranaical) .
Lord Inguisiter Omianus, | Ovrisnus sought to pu!_ an end 1-::._w]:|.1t b
tepmed  Avicedna’s rosc’ Sited glasset’ regarding | his sttitude towards

many Xemos Specics, and | sent Bim fo the war zome of the Palatine




System._to_witness. the destruction. caused. by the Orks for_himself, |

Inquisitor Avicenna keft for Palatine 111 at the end of Y7OMAL anboird

~ the Tnquisitarial hlack ship Pictas Divina,

Sub-Ref: Palatine] Ill - Forge World of the Adeptes Mechamicus
lovaded | 965M4L by Ork fomes lmp:rul control never fully re-
cslablished. ;

.’Lviu:nn:’s linding gralt was shot down 2 miles sonth of the kst

~remmining -forge—spire-by - large and-mobile- Ork- fak-emplacement—The-

Thuederhawk gunship crashed hard into whit was oote an old minjng

district, Jeaving Awicenna and a single crew | member alibe. Ork forees
.soon_discovered the crash site, Killing the semaining crew member and
capiuring a heavily wounded Avicenna It is|unknown why he wis got
killd on the spot. but it may be attributed to the Warlord's morkid
curiosity in Avicennd's working knowledpe of the basc Ohekish language:

.-".ccmdin:t; to the Tnquisitorial rcéart. be was held inside an wnderground
bunker facility of Basic Imperial design for approximately 14 Terran
“eycles. Repeited forture and inferrogations in Combination with missive
de-hydration and the inurics foflowing the £rash teck 3 heavy toll on
the yousg Toquisitorn. With his hope long gene. and the litany of faith
nn-higlips;a-saviotr - came—te—fim-in—his-darkest-hour r-premt-angel
in black and steel reached dowa and Jifted the broken Tnquisitor with
casc and strode out| of the hlood splattered chamber. 16 cycles afer
Jusing contact with the landing ship, 2 Desthwarch Space Marine Kill
team raifled the Urlr; busker and liberated Toquisitor Avicensa. He was
immcdistely taken 1o the forgespire and spent the sexy three mosths
under the watchful | eyes of the skilled Technicims of the Adeptus

Miehianien 4 vt ma]nf biemic augmentation.

In 991:}.]'-:11I Avicenna was seot I:b Ryno's World to lend his invaluahle
knowledge “of Orks o he grm‘. warriors of the Crimson Fists Much
to his surprise he was mer by Chapter Magter Pedro Kantor himself,
and a Sergeant with the sigils and sigos of 3 member of the Deathwatch
but n the deep bine arenour of 2 Crimson Fist. Kartor introduced the
lnquisitar o Sergeagt Bellephren whe had fecently retummed from this
his Chapter during these hard times, after spending mord than 30 yers
serving. the Orde Xenos o the Deathwatch, |

Slowly it dewned oh Avicenma that this hulking figure had been the
same Angel of Death who had led the rescus operation hack on Palatine
M Bellephron escorted Avicenna to some hastily Eleared private
chamberg 1o d.ia(.uss:1ht problems [acing Bypn's World and indeed the
Crimﬁm:f Fists chapter, :

."Lh'i(.:nn&f learned of the ancient chapter artefacts still ot to the Otks
and by pow spread over several Ork realms. Bellephron had worked
zlongeide - the Inquisition -before | smd-kpew-of -the-mportaee-—of -such
holy relics and expressed his sefuctance to e involved jo the cngoing
campaign against the Orks on Ryoe's World instead u{ftuclc'mg them
down, T Bellephron! this was a _real opportunity to.get off the forsaken
planct apd back ampng the stak. But first| Avicennas koowledge was

needed on the fromt line Tt was oo bis way 1o New Byon City that

the pext change encounter took place.

: .ml:-:rmu.g and eptered the Great O .nh:du] nn the -::I,l!‘l]{lrls uf .;mr \hu:h

ta their surprige. in front of the altar was a single robed man. 3 massive
hammer in his hand, screaming deliantly st the large Ok in front of
i, The Ok charged.” 3 [ull head “and “shoulders taller than the iged
peiest. the Mob would supely have rigped Bim inl two.. but gach time
the Onk charged, he received a blow o the head that sent him recling

ek On-the third-attempt by -the Ork-toclose - the-priest-was-not—

quick enough. The Ork bad closed the distance too quickly 'and in 2
splash of Blond it was all over. Avicenna blew the smoke from the
mbzzle of his bolt pistol and. pushisg the broken body of the Ork
aside. introduced himself fo the courageous priest. Father d'Angelus has
bgen a clase member of Avicenna's rebinue ever sipce, and has taken on
the manotle of Drill Abbart.

Bryt Mii was an Escher Canger on Metromunda when the Warpior {rom
the Stars had ‘come for her. Aviccona’s quest for the lost artefpcts from

“Hyoo's World had Tead him ™ fo” the jarcheoicch ol “the Necromuadan

underhive, and, more precisely a fist ican used by House Orlock in theis

haadquarters. Bellephiron went o alene, his sagred armoue lelt in

Avicenna's gup—cutter. Clad o bis black syp—kin wmd armed with 2 -
myriad of weapons and grenades, the Marine Pn:p;ﬁ:d himself for battle.

Dropped by 2 small tearsshaped pod deep into the sump, Pellephron

moved sicalihaly fo the Oclock HG Even he, | with his_genetically

heightened sepses, was uwmaware of the young gid that followed him.

His audience with the elders of the House was short and blaady, and

still sobody realised he was being followed It was not until they had

left the MNecrpmundan System. duting the jump into warp space that

the frightened Bryt Nii came oot of [hidisg, Toquisitor Avicanna took

the yowng gamger into his interrogation chambers and expliingd to her

whai cach and cvery mstrument of torture was and how they [uactioned,”
the pallid girl absolutcly sileat. nodded in terror throughout. Happy tha

she understood, and impressed by her natoral abilities, Avicenm pressed

ﬁmwﬂnﬁhmﬁrnﬂﬁrwmﬁnmni.hﬁm

loyal enforcery.

99IMAL Avicenna's investigative work teok him back o Scpmentum
Solar for a strics of lectures on Netrontyr activity. On receipt of 2
personal imvitation from High Inquisitor Juliaous of the Ordo Mallews,
Avicenna met with him to falk about his findings It was not long
before Avicenma was deep beneath the surface of lo working on the
incorporation of Necron gauss technology into Imperial weapons

There have been sospected cosacclions between Inguisitors Juliznus and

Avicenna and the disappearance of Adept Cortespain of the) Adeptus

Mechanicus.

~++ Transmission_cnds




S0, how did 1 go about bringing these colourful characters 1o life? I started this warband way back
when Inguisitor was lirst released. and you can see that these first models 1 did are basically ‘stock’
fie, unconverted) models. The first members of the warband were based on Preacher Joseph and
Enforcer Barbaretta. The only changes T made to the models 1o wrn them into Drill Abbou
D'Angelus and Enforcer Bryt Nid was add a licde hair (joining

Joseph's sideburns into a beard, and some hair sprouting out
the back of Barbarerta’s helmet). 1 also wrened the
Enforcer's left hand so that her shield was held to her side.

T was also going through my ‘red period’ at thar time, so they
hoth ended up with red clothing — but both very dilferent. [
went for a more muted colour scheme for Drill Abbott
D'Angelus, with a dull red and cream habit and grey hair
Whereas [ painted Bryt Nii bright red which 1 glosscd varnished

to represent @ red PVOC catsuic 1 fele that this gave the two models

very different characters, appropriate 1o their background, whilst
keeping the palette fairly consisient berween them. For me, black
and vellow hazard siripes are very much a reminder of
Necromunda, so T painted black and vellow cheveons onto
her shield. To add a point of interest to IAngelus, [ wanted
his armourcd gauntlet to be in distinct contrast to the rest of his
clothing so 1 painted it flat Chaos Black and edged each plate in gold. | then gloss varnished the whole gauntlet and painred
the putty (essentially a baby’s face with wings... like a cherub but without a body...) in

Dirill Abbot D'Angelus
Enforcer Hrypt Nit

typical Renaissance colours.

It was also at this time that I painted Bryvt Nii's Cyber-mastiff. As it is essentially a piece of
cquipment for the Enforcer, 1 went for a very basic colour scheme for him — black and steel,
As usual, 1 painted the metallics first, as 1 find this to be the messiest part of painting any model.
In this case | painted it Tin Bitz and
successively  dryvbrushed  with a
Boltgun Metal/ Tin Bitz  mix,
increasing the amount of Boltgun
Metal with cach pass. The steel was
painted in this way on all of my Inguisitor models. The

black was then painted Chaos Black, highlighted up to Shadow Grey
{in 3 stages) and the whole
model was washed with
thinned Black Ink. After
painting the cyes in Red
Gore, my first three
Inquisitor muodels  were
complete,




fnguisitor Avicernnda

The next model 1 came to was my Inguisitor himsell, ., the most important model in the warband, T wanted him o be
something special so | went through all the White Diwarls and Bxterminams magazines | had and looked at all the possible
pieces T had at my disposal. What T have ended up with is a character who has travelled the internet for a couple of vears
now, righting wrongs and generally poking his Inguisitorial nose into all sorts of other people’s business... ANYWAY, how
did | make him? The parts 1 used mainly came from Inguisitor Eisenhorn {legs), Inquisitor Covenant (body, backpack) and
Rogue Trader Jan Van Yasiobel (head, arms, and lanyard), with a few other odds and ends for good measure - Sevora's

sword (which I curved to make look more like a Katana), random Inguisitorial insignia and a number of pouches.
These bits reallv fie well, and only places that needed Green Stofl 1o G gaps was a small layer between
body and legs and also a ball in the wp of the body o raise the head within the armour.

S0 then 1 was on to the colour scheme, 1 wanted Avicenna 1o be
a ‘real’ field Tnguisitor without fancy robes or overstated
authority, so 1 went for a muted colour scheme with a
brown leather overcoat and dull metal breastplate,
but 1 also hinted at his status with a gold edged robe
under the long coat. The leather coat was painted in [
layers starting from Scorched Brown and working up through
Bestial Brown, Snakcbite Leather and then adding a wouch of
Bubonic Brown. T mixed up mid tones hetween each colour along

the way to create a smoother blend. [ used the same colours on his pouches, but kept the main
colours dark, and only edged with the lighter shades, His gold trimmed robe was also painted
red to tie him in with the other members of his group.

The breastplate was painted in Boltgun Metal with a Shining Gold
Inguisitorial symbol and washed with a mix of Black and Brown inks
o give depth to the colour, and then highlighted again with Boligun Metal and then with Chainmail.
His flesh was painted with a mix of Scorched Brown, Dwarf Flesh and EIf Flesh, and highlighted up
by adding more EIf Flesh to the mix, layering the thinned paint on the raised arcas such as the
hridge of the nose and his brow,

The skulls were painted in Codex Grey and highlighted up to Bleached Bone in a number of Lavers. This is a little different
to the ‘normal’ brown coloured bone people paint, but | think it gives a nice contrast for these skulls which are “waophies’
of sorts, as opposed o dirty skeletons fresh from the earth, T then gloss varnished them for a polished look. 1 used the
same technigque on the skulls on Bellephron and 1" Angelus.




Bellephron is my pride and joy 1 still consider this to be the best model T have ever
painted. Being a Crimson Fist, the basecoat for Bellephron’s armour was Regal
Blue plus a little Chaos Black. T added more Regal Blue to the mix and
gradually built up the highlights on the edges of the armouwr plates uniil T
reached pure Repal Bluc. 1 then went through the whole process again
adding Enchanted Blue to the Regal Blue and then finally a very fine white

highlight. There were a large number of layers involved, but because T

kept the paint very thin, [ have managed to keep it smaooth. When this was
dry 1 pave it a thin wash of a mix of Blue and Black inks to bring the colours
together and blend any stark highlighs.

The Deathwatch shoulder pad and his gauntlets were first painted in a mix
of Red Gore and Scorched Brown and highlighted in a similar way o the
blue by adding more Red Gore, and then Blood Red to the mix, Final
highlights were of Fiery Orange. A mix of thinned Red and Brown inks was then
wished over the red to bring the colours together,

Brother Bellepbron

His chest eagle was painted with Codex Grey and highlighted up o

white 1o give a stark contreast to the dark blue of the rest of the armour.

I tricd to use very precise highlights on all of his armour to give the
impression of it being Fnatically ended to by the Marine himsell,

Bellephron's sword was a bone of contention for me for a long while. Originally
painted in dark green o match my 40K Crimson Fists army, the
colour didn't work so well in this scale, bur it ook a long time for
me to pluck up enough courage to repaing it, The second colour
I chose was a fiery red to represent the energy surging through the
klade. Initially 1 painted the whole sword Scab Red, and gradually
blended to Red Gore and then Blood Red working my way up the blade
from the handle o the dp. | then worked in Fiery Orange, Sunburst
Yellow and Skull White to the very end of the blade creating a whire-
hot cdpe to the sword. This made a massive difference o the
model and really brought the colours out, with his red shoulder
pad, gauntlet and fiery sword held across his body and again, the red
ties the warband together,

| Another  thing that 1 feel is

important o the whole look of the
group is the basing. 1 have made sure
the bases are all very similar using a
mix of gravel and sand on the bases,
along with other features such as rocks, bits of
sprue or Green Sl features, Before | ;
sprayed the bases, T also added static
Nock to them. Although the static
rrass is already green, it can be very
bright, so after T have painted the gravel, 1

painted it a dark green (Dark Angels Green then, Catachan Green now)
§| and drybrush with Camo Green, The gravel was painted with Scorched
Brown and deybrushed in successive lavers of Bestial Brown, Snakebite
Leather, Bubonic Brown and then Bleached Bone. Other featres were
painted in various greys,

T e e



S0 that is Avi all entourage (Or not so
small in the of Bellephron), But what's next in store
for the isitor? Currently on my painting ahle is a
female quisitarial Acolvie hased on the Dacmon
Huntre ssin suck in Ork form made up

Ork parts and a lot of Gre Smaff, and also a
wounded and more than slighody mad ex-adept of the
Machine G d finally, on the drawing board is a new

Inquisitor. . . E 1, but as 1 Ingquisitor 150

r« in the [uture... whether he has managed to st
ions with xeno-technology pervert his

and he becomes a Radical only time will well.
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THE BATTLE OF
FIVE ARMIES

H-’.HED ON J.R.R. TOLKIEN'S THE H
' THE BATTLE

Sertaueg the Golden rwas bis neame daned be was a
b creature of immense age, slature and guile,

Smaug descended upon the Dvvarf realm breathing fire

and destruction. He burned and flatiened the toun that
lay aboul the mountain and battered bis

 — nar; :

&“ﬁ f*f’*

stoie bells beneath, Thoarft are dour folk who will not
easily abandaon gold or bome, but the flames and smoke

Thrain and poung
viang gatbered wp all «
tnto :.FJE !:zﬂgfsr of the underground balls al the rool of |
the mountain, Here be sat upon o bed of gold and slept
: fomg sfeep of Dragons. The stench and fumes of bis |
led the Dwarf-bewn chambers and spilled into the

af Dale at the fool «

ciboreat the e le

femroiemt eis the Desolation of 5

Lomely Mowntain, /
and burned and became

things remained for a long time wniff Thorin
ckenshield, son of Thrain, came back to the Lonel)
Tounidin to recover Bis grandfatber’s treasure. With
> fwefve Dhoarf companions and Einsme .




af the Shire. It was Bitho who discovered a secret
| passdage tnto the Dragon's lair By this means be slole
a golden cup from the board and inadvertently
arotised Smaug from bis sfumbers. Enraged to discover
that bis lair bad been violated whilst be slept Smang
issued forth from under the mowntain oaned scoured ils
- slopes for the impudent ibief After finding — and

eeiling — the pordes and provisions belonging to Thorin
’ cned Bis coompantons Smaug flew to nearby Laketown,
The cunning Dragon bad rightly surmised that bis
tormentors bead obtained aid and supplies from the
men that dwelt there. Whilst be bad little notion
exactly bow the men of Laketown were involved, be
did not feel inclined o vemain idle whilst thieves
conspived fo steal bis treasure (or WoOrsel.

Here Smaug the Golden met bis end. Al Laketown be
wes sieeine by Bard, son of Brand, whose keen arvow
L Jound the only bare and vulnerable spot in the
b Dragon’s scaled and gem encrusted breast. With bis
b beart picced, Smoug's buge corpse fell from the sky
into the lake, bul not before be bad burned and
L desiroyed Laketoun and slain siany of fts people as
L they ran before bis wrath,

L Thus was sel the scene for one of the greatest battles
ever fought in the north of Middle-carth. The news of
b Sinang's death soon reached the ears of the Elfking of
| Mirkoood and spread far and wide througbout the
s thereabouts. Warriors were quickly muslered
' and began the march upon the Lonely Mountain. It
| was supposed theat the treasure lay wiclaimed and
ungnareded — no one knew abowt Thorin and the
L Dewarfs. The Elfking led bis warriors east from
| Mirkwood, Bolg, greatest of the Goblin warlords of the
north, drove bis army south. Bard led men from
Letketown fo the north, Meanwhile the Dwearf Lord
Detin marched bis armonrved warriors wesfiared fror
their bome in the from Hills. Only Ddfn knew that
L Thorin bad taken possession of the treasure, and as
Thorir's cousin be was bonour bound to come fo bis
| assisiance.

| Meamwhile Thorin and bis hand of treasure bunters
" had established themselves in the mouniain and
fortified its gare - for they bad no intention aof sharing
what they regarded as their treasure. The sight of ail
the pold and the prospect of reclaiming his
grandfather’s lost vealin bad bardened Thorin's beart,

b When the Elfking's warriors and Bard's men met they
micicle commion cause and petitioned Thaorin for a

foul Goblin race. A council of war was immediately

share of the treasure. Thorin stubbornly refused to 38
= treat with them. He wounld not even listen fo the pfeds
- of Bard who bad in fact slain the Dragon, whose town

beidd been destroved, and whose people were now
bomeless and starving as a result, As Thorin saw it be
bad onfy to aweait the arrival of Dédin to avoid all |
claims upon ks board, He reasoned that once bis ';
kinsfilk were beside bim be wounld be able to bold vt §
against even the most determined enenty When Dhitn
did arrive the Flves quickly deployved to prevent the |
Thear! arnny joining forces with Thorvin. Ab first #
dfthedred a hattle was inevitable, with Men ard Flvoes 3
on one side and Dwarfs on the otber However, fust
then something bappened (o completely change things.

Whilst Deiin bad marched steadily westwards a huge
arnry of Goblins and Wargs — ferocious and evilly
intelfigen! wolves — had been marching from the north,
As Phiin arvived at the Lonely Mountain be wasn't o
kenow thar an entive Goblin armty was already bard
upont bis beels, 1t wos thevefore fortunate that just as
Elves and Dwarfs raised spears and axes the oulriders

af the Goblin army burst wpon them, Whilst Dwarves 8
and Flves bear little love for each other this is, of
course, ds nothing compared to their loathing of the |

called between the leaders of Men, Elves and Diwarfs.
Ihe three, now allied, armies quickly deploved upon
afprosing spurs of the Lonely Mountain to awail the
onslaught of the army of Boly the Goblin Chieflain.
The battle that followed roas known ever dfterwards as
the Battle of Five Armies — Thoarves, Elves and Men an
ane side dnd Gobling and Wargs on the other

THE GAME y
Mext month sees the release of Games Workshop's new
10mm battle game —~ The Battle of Five Armies. The §
game is based upon the climactic battle fFom JRE
Tolkien's The Hobbit and pits an allied army of Men,
Elves and Drwarves against Bolg's Goblin Horde.

Many of vou will have seen our The Lord of The Rings
Stratesy Batle Game, but unlike that series, The Battle
of Five Armies is fought out with armies of models, each |
about 10mm high, based together into units, allowing
you to represent huge masses of warriors on the |
tabletop,

As a special preview for readers of Fanatic magavine, §
we've included a selection of photographs from the
game over the next couple of pages. Check out next §§
month’s White Dwarf for mare on the release of the e
game, or Fanatic magazine issue 8 for an exclusive §
battle report.




THE ALLIES
The Elves of Mirkwood

Elves with Specdrs the Eifking Elves with Bows

The Men of Lake Town

Men with Spears Bard the Bowmean Men with Bows

The Dwarves of the Iron Hills

Thorin Qakenshiceld &
COMLNTONS

The mounted troops of Bolg advance.
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(rovhling Cobfin Shaman

Goblin Chiefiain Wierrps




SIEGELINE

By Greg Bak and Jervis Johnson

The Warlord strode purposcfully towards his personal battlewagon, sending Gretchin assistanis
scattering before him. The battlewagon’s crew saw his approach and quickly snapped to attention. “All
is present and correct, Boss.,” Warlord Nah Badun glowered at the crew, a look that signalled his
suspicion of the work-shy bunch. He clambered on board. The crew found a new urgency and dashed
into position. The Boss was in a bad mood, best look lively!

In issue four of Fanatic magazine we printed an army list
for the Baran Sicgemasters, an Imperial Guard regiment
famed for their use of forified positons. This article is
something of a follow-up to that article introducing a
number of new types of fortified termain, some new
Imperial vehicles designed specifically for siege warfare,
and a couple of new Epic scenarios that pit an artacker
against a smaller force occupying a fortified position, The
aim of these scenarios is o allow playvers that don't
happen to have a Baran Siegemaster army to try their
hand at this style of game.

The article is broken down into three sections. The first
covers what 1 have called ‘defensive terrain features’, for
ant of a beter term. The section gives rules for the
various types of terrain that may be encountered on or
arcund a fortificd position, such as wenches, bunkers,
mineficlds and razor wire, The second section introduces
several new Imperial wehicles that are designed
specifically for use when assaulting a fortified position.
The third section ties the last two sections together by
providing playvers with a variant of the Grand Tournament
scenario that allows for the use of fortificd positions,

DEFENSIVE TERRAIN FEATURES

For over a meonth now the Warlord and bis Boyz bad been
cooped up inside this fortress. The bumies bad them
besiceed, bis messengers never seemed (o come back and
nome of the otber Warlords ever showed signs of coming

to belfy bim. Nab Badun bad become thoroughly fed up
with this state of affairs. You'd bave thought the lads
would be up for a scrap, bui no, nol a squeak, not a
satnsage, nol a single Snotling! He bad resolved to sort the
sttuation out bimself Between bim and the fadz they bad
conte up with a master plan. They would break out. With
this in mind be bad gathered all bis Boyz the entive
warrbared wes bere, da Chargerz and good ole Naffen!'s
Shooty Boyz They would punch owt through the buntie
lines and just keep on goin' - there bad to be some Orks
ot there somewhere,

Since the dawn of time, armics have atempted 0 place
obstacles on the battlefield o channel the movements of
their opponents o their advantage. This simple tactic
remains unchanged in the 41st millennium. Imperial and
alicn armies alike wse a variery of means to make it
difficult for an atacking army to overrun a defensive
pusition, In this section we list the most common forms of
this type of ‘defensive terrain’.

The following rules are optional with no point values
given, and therefore are only usable in scenario or
campaign games. Of course there is nothing 1o stop vou
playing a tournament game across a batlefield that just
happens o have unoccupied trenches, old minefields or
any of the other terrain features described below upon it
but if yvou do this then we recommend vou set up the
features in a way that is [air o both players.




HASTY BARRICADES "":f;.mbynm R:rg@%rﬁdwﬂmm Vosustpud Epic sealk
e quickest fmm of defensive pt:sdtiﬂn 10 sm up is a  barricade models, me__mmrbeﬂqﬁnmw

 barricade of qaﬁdmias rubble, crates, boxes, ‘barrels, old _._'sat or the “road block" as part of Road Set 2. Otherwise, .
fufnitqrm cammuﬂdcemd civilian veiﬂtjt:s am anything  sse a small piece of m‘rdm-:z' made to Aaéé ﬁkae a g-ai}

.:'&‘ﬁ that fs’ m hmd! Used pnmaﬁly to ;mu:tt Cinfantry, -'Zuriﬂﬂ‘emips gf:wg#mg@&m'm Imkmsaﬂdbﬁs
- thr:}r ;Els-u serve ta divert, d:l,.w, ur hﬂzﬁaﬁ the mmcmm ni ik . i

% i TR s . e
HASTY BARRICADES
g Type Infantry Yehicle War Enginc . ; : 3
& Barricade 54 Cover Save Ihangerous No Effect : ey : i
?MPss Mone ; i TR o
TRENEHBS & EAKI'HWDRKS ¢ ]_‘msacibdit? a’f afweuefw gbtﬂng,qrﬂne em:l p‘f tlu:mmﬁ

Thc«,ea.su.,s: way for mfamz-g T ﬁ.:rrtifv a ;msitmn is 1o start am}{mm there hqingabm 1o shoot aﬁ:ngm cmn-edwrg:m
digg.ng a wench, and then either pi]z: up the earth to %r‘hc;&huittfcrruﬂg in ﬁﬁrﬂlﬂf@ﬂfﬂﬂfﬂﬁ there ‘;ﬁlﬂ‘oﬁgwbp
 create an carthwork, or climb into the trench itself, A two o1 more lines of tenches, joined ’Eﬂgn@lér by
“trench or carthwork can be anph{ngfmm a fairly shallow mmmumemfou ﬁenah t}mr :mw Lmaps'* ta mqw from
hakz if the ground, deep #nﬂum w hide a soldier from = one mm ltne w the ‘nr:::sf w{thgur hmng »w mpme
" view and provide them with cover wﬁm they come undftsr ﬁ}ﬁmse!ves tq a-uLmr ﬁre', Bl :
 fire, :hmughmw&ﬂmﬁndﬂtﬁm@chnmdﬂmcdform Glalial e iy ;
mrcm prolonged penad ufthm- T{Eml}wanﬂ carthworks - Hab&y Nme, See I.im dmcis f# I%axaf;‘.c ﬂmgasmm -f far
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i+ Cowver Save INngeroLs M Effecy
4 & 4 i e £ o KR e

g R i S

GUN‘EMPL&CEMENTS b e unﬁs a ﬂ'ﬁnuh< lme mﬂ um mm:pnmc gun
Gun t,mplau:mentﬁ are similar to l;rﬂf!c}ms in ma.nf' wﬂ.ﬁ, _.*cmpiat'efmcms ‘aiﬂhg iwlén;;ﬂ'i ari

"mqm that they arc dﬁﬁig:ﬂ&d o prtht vchk:ies e ke

i m;llﬂr}* pieces, Gun enuil@cemnms can either be small Hqﬁ@ Nom. Saaef t&f ;m'fare i‘r: H:mm:‘c magazine 4 for

: pnsmcms d:agned o hold a smgie vehicle ar axnlier}r i £njbnndﬂm; a‘i: Imw m mude:" gmr: emplacements.
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__ GUN EMPLACEMENTS
 Type Infantry Vehicle War Engine
& Trench ; 44 Cover Save 4+ Cover Save No Effect

pNotes: Gun emplwements provide vehicles with a Cover Save thut works in the same manner as an infancy Cover Save (see 18.3), .3
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"BUNKERS = = gt  cases a series of connected bunkers will be built and
Bunkers are fortified buildings dcalgnt:d 10 =pn:~ide their linked together 50 as to create @ massive fortified position
*occupants with as much protection as possible. They can mpabl:: of holding hund.mids or even thousands of 1 men.
range in size from small buildings constructed from logs
and earth, through to large fortifications made of steel and th&y Note: See .rbe am‘r!e in mem: magazine 4 for

: 'u:,m:m: mpab!e of holding an entire formation. Insome in_farniatmn or m te model bunkers.

g RUNEERS
Infantry Vehicle War Engine i
?]Junkrr 34+ Cover Save Drangerous Impassable
F&ntﬂ; MNone : o i o i
- COMMAND BUNKERS it - small communication na:la} stations, through to large
Sometimes bunkers are constructed to  hold vital | mmp}excq huldmg an .u-ur}- s emire commnnd staff.
‘epmmunications gear or weapons rather than troops.
_ These positions are more like an immobile vehicle than a- Hobby Note: A set qf :E;e:ic ﬂ.‘;yectwes mm can !:e used as
pciecaﬂfdcfcnﬂw: Icn'.u!‘; as the gear or weapons housed Bunkers is available vid muﬂ nirder fm Jour !um.f
in ﬂu:m cannot be mnved Thi':v can r'mm: in sj:ﬂ.ﬂ fmm_ direct sales team. :

SMAIJ CHM\'MND BLI\K]:.R
Type Specd Armour Close Combat Firefight
! Armmoured Vehicle Immuashile 4+ 5+ O+
Weapon Range Tirepower Motcs

{ None

Notes: Reinforced Armour. Mo unics may enter the bunker or gun position - it is off limirs!

LARGE COMMAND BUNKER

Trpe Spoed Artnour Close Combat Firefight
War Engine Immebile d+ G+ G+
pon Range Hrepower Notes %

varies (see below)
Notes: Reinforced Armour, Damapge Capacity 3. Critical Damage Bffect: Internal explosions rock the position destroying it.
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ORBITAL DEFENCE BATTERY _ bareries are hnu'sed'{n heavily fortified bunkers, designed
Many planets are defended hy massive batteries of 1o be able :wwhstmﬂ myﬂuﬂx less than adimct hit fmm :
"Wg:apuns d{_slgrl.pd to engage orbiting spacccraft. Al'shwgh i spaoecraft 5 map-un hatlt:ne!- Tl :
it is rare for the defence batteries to do serious clamage to i " i
" an attacking spacecraft, their mere presence can slow Haﬁby Note: See f:Eve am::!'e i Pummc ma,gazine c for
d:}wn ant! hmdcr submbual attacks. Most defence :@fwmtionm.&owm model bunkt—.'r'\‘
i bk i gl
ORBITAL DEFENCE BATTERY

Type Speed Armour Closc Combat Firefight

War Engine Tmmahile g4 :
Weapon Range Firepower MNotcs

Orbital Defence Battery Unlirmitesd na Defence Lascr (sce helow)

Damage Capacity 3, Critical Hit Effect: Internal explosions destroy the battery™s command cenire, rendlering it inoperable foounts as destroved).

PN ores: leinforced Armour, Fearless, May not ke actions. However, each defence lser battery in play subtracts -1 from the Actlon test rolls
of cnemy spacecrafl,. Mo unis may enter the bunker - itCs off limis!
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RAZOR WIRE
:Ra.‘mr wire is a generic term that covers a 'er.‘]L range of
 linear ubstaclﬂ:b designed to slow down or stop infantry
" befare they can reach a defensive pnﬁitjnn The most
common form is mzor or barbed wire, but armies will also

- use wooden stakes, trenches filled wi'ih acid or lava, and
i m a pwi:mged campaign have even heen known to grow

swathes huge of smthemEd or hk}nd mms !n fmnt ﬂf\
'd‘u:s.r pus;ﬂum in m’du o dlampI an atr,atk. il
Hﬂbﬁy "Jn.t:e. See r.&e ar.tfq’e in Farm:ic rwm 4 _,I"ar
information on bow o model ramr wire. In addition
Games Workshop make razor wire for Wurbdmmrr
40,000 that can be p!aced’ on a Mﬂdard !‘rg,."'umr:r base.

g RAZORWIRE ; ;
Type Infaniry Viehicle Winr Engrine i :
& Ramor wire Dangérous None Nono

:.Eantm.- Mo «
MINEFIELDS Hobby Note: 1o represent mines take a 2 x 2oms stand or

-fMlm:ﬂE:Id.'_s mprt:St:ul, rxplum’c dx:!.?‘i{:t:s bunt:d uudt"r the

i <B!-|::u_r1r:l ar left lying _nn the surface. that are degignﬂd 13
detonate when any infantry, vehicle or war engine moves

: wlﬁﬂ‘tin range. They are usually made up of numerous

:fsmall explnswe dev’éoes ’I:ml in some rare cases will comsist

fofa sjngle huge Wea;mn designed 1o devasmte a Wide area
‘when wiggered. iy

piece aof card, add o x.(gn ’rmrkm‘ with a :ﬁkm‘: dtrted
crosshones, and perbaps a mﬂ‘ craler or n{.lo The
minefield covers a ﬁrmdur drea Hm n mdiu.s mntréd :
on the Mm*ﬁefd’ cﬁmﬂrer Or s-t-'(,* the r&r.!fbie m fs.mr, i ﬂf
Fenatic rlfcm

E MINEFIELDS
Type Infantry Yehicle War Engine
g\'!]ncﬂc[d Dangerous Dangerous Dangerous :

_gﬂmra: None

I'ANKTRAPS L

lank traps arc m:m-m:ldc uhsmclqs or d;.sr..p le.EI‘lr:s
: 'dcugned to stop or siuw the movement of ‘thu:[pﬁ in

mm,h the way that mmr wire slows mt‘-.mfrf "nﬁn;:n. wcll

mnsn'uc‘r.ed it is impossible for a vehicle 1o move: through -

a wtt th:mk traps, forcing it to de:mu.r mund L'fmm Bk

et

: Ho&ﬁy M-w Ffbam W&a‘ sell .rmk draps" and “road

blocks" in Epic scale as part of Road Set 2. (}Iber means

include using old ﬂpicﬁagpn!es cut down to balf their

Ien,gﬂ: airel piaﬂed kigeh!rer tn a jack” style.. i‘ank ditches
can be modelled m:iug the sane mmm as used Sfor

- madelfing .trerm!ies' (.ree abmge_;l

g TANK TRAPS
Type InfGmtry Vehicle War Engine
I Tank Traps G+ Cover Save Impassable Imypassable

g&'utm: Mo




NEW IMPERIAL SIEGE WARFARE UNITS

Although all races take part in siege warfare, the Imperium utilises a number of vehicles and weapon systems specifically
designed for cither attacking or defending fortified positions. Some of the more commonly used Imperial siege warfare units
are described in this section. Please note that several of these vehicles appear in the Collectors’ Models section at the back
of the Epic rulebook. The rules below replace those in the back of the Epic Armageddon rulebook when there is a difference.

TARANTULA SENTRY GUN SYSTEM s a relatively light support weapon, Tarantulas can be
Sentry guns are automated weapon systems, utilising  carried in the back of a Chimera or Rhino and are also
simple logic engines and infused with the Machine Spirit . often used by Storm Troopers and Drop Troops, rapidly

o allow: them to operati without a contraller. deployed from the fear of a Valkyrie: They can even be
fok piige ehid iy e : packed in u‘at,e- and a!rdrnppcd on i gm -chitte into a
Many vererans refer io sentry guns as “larantulas’; the  baule zone, i

- origing of this name arce u:’ﬁmuv'-'n Whatever their name, ; 2 2

senuy guns are automated weapons systems, utlising  Many Space }tfqditt: Chapters also keep a small supply of
simple logic engines and mfuscd with the Machine Spirit  sentry weapons in their armoury, finding them espetially
to allow them to operate without @ controller, Once useful for routine guard duties due to their relative lack of
placed, setand armed the weapon will remain active undl Enanpniwtr. L ; i ; :
it runs out of ammunition or is destroyed. ok
R : i, Other ﬁ';,hur!g [-'m'cm of the Impcnum also makt‘ use of
They are used in a varicty of roles, often placed to cover - sentry guns of one kmd or unother. Arbites use them for
approaches o key positions, sich as roadblocks, or v crowd control and riot ﬁurp!‘E‘-‘ﬁiﬂn as will as. for
sdefend a p.{:rf;nt':tf'.r from surprise artcacks. They are well -'d-::h:ndmg ﬁnfir I}‘I!'Eﬁl'l(‘tﬁ. iy et
liked by the troops, as sentry guns free them from long Ha : i
lonely cold nights on guard duty. The advaniage of a Ihranmlns are only deployed for static defence, their lack
sentry gun is that, unlike normal sentries, they never doze * of mobility amrm:l}r rt:ﬁmuing their use cfunng fluid
off or reminisce about the girls back home! bdtﬂt‘

There are many tvpes of sentry gun, the most common by Hobby Note: You can create a Tarantula by using the
far are those equipped with twin-linked heavy bolters or  turrets from the Space Marine Rﬂmrbacﬁ Erc.'rxsr;'! .S'm'.t;.:!’y
twin-linked lascannoms, depir:ryzd in BIlti-’pEnﬂﬂ['l.t':I and  glue them to a base. : Hrhiac
anti-tank roles respectively. i -

S i it o o el
TARANTULA SENTRY GIIN SYSTEM

- Type Spead Arinioir Close Combat Firefight

Armoured Vehicle Immaokhile o+ none G4

Weapon Range Firepower Notes
- Twin Heavy Bolter Mem AP4+

Ol Twin Lascannomn 43cm AT+ -

f GURGHN CLOSE A’SSAEI..T 'mH]C-EE . The Gorgon is armed with aﬁuﬂvrﬁnged mine launchers:

; “I‘he {mrg{m is ]s.mgr, b}ab—shied w.-'e!ﬂcle with thick  which lob laxgé‘hqlrrﬂ%ha[ied_chﬂ:gcs a short distance
armour and monstrovs lra{"&s It is used to carry infantry ahead of its advance to cledr out cnemy troops.

. under heavy fire, such as in a sicge or when attacking an i gt : Er

' 'ene:rﬁ'}'* defence line. In many ways it it like 2 mechanical Hﬂb&_}' Note: The ,_Gbrgm can be represented by a

* wersion of a heavily protected medieval Eiﬂgl_ tower full of -~ Chimera with a dnzer blade attached to the fronl.
combat troops and bristling with weapons. : i | o

el
G’DR[-(JN CLOSE ASSALLI VEHICLE

Tvpe Speed Armour Close Combat Firefight :

Armoured Vehicle 15cm i+ £ 4+ b
-

Weapon Rangc Fire power Nies
E e avy Flamer 15cm APS+ Tanore Cover
% Minethrower [15cm) Small Arms Extra Attack [+1)

%\ulw. Reinforeed Armour, Walker (represents wide tracksy. Transport (may carmy oo Chgryn anits OR any four of the following units:
Imperial Guard units: Supreme Commander, Commander, Infantry, Soorm Troopers, Fire Suppwort, Snipers)




‘MOLE & HELLBORE TUNNELLERS

‘The Hellhore is the largest of the tunnelling troop
transporters known collectively as tunnellers or miners.,

CThese  subterrancan  machines tunnel their way
_ under;gmuml, bypassing enemy troops and fortificarions
‘and emerging behind the lines. Tunnellers can move over
the ground surface as well as underground, but as they
‘only move slowly overland it is usual o move them o
batdefields on huge transporter  vehicles. Although
transporters don't have weapons and cannot move, they
ccontinue to act as guidance stations for the wnnellers.

The Hellbore may move along the surface of the ground,

ploughing a decp furrow in its wake. The Hellbore is so

hugr"’ﬁhar it is  almost unstoppable in close comibat,

grinding infantry and hghter vehicles into the gmund as it

ad\-'alm::sl

The Mole is the imt:madmte sized tunmJIu carrying a

them to relay orders to the troops they carry.

Hobby  Note: fﬂ"?g,i'b’!‘wef_'p there is no easy wrgv o

s ﬁﬂmycmr mﬂdef cnﬂ@mm

g ——
i
Type Speed Armour Close Combat Firefight
Armoured Yehicle 15cm 4+ G+ o+
_ﬁ Weapon Range Firepower Notes
Wone

; votes: Reinforced Armour, Tunncller. Transport (may carry two Ogryn units OR any four of the following
units: Imperial Geard units: Supreme Commander, Commander, Infantry, Stomm Troopers, Fire Support. Snipers)

HELLBORE
.é’ﬂr’l‘f Speed Armour Close Combat Firefight
War Engine 15cm 1 4+ 4+
Ramge Firepower NOles

-g\:apnu
None

R o Bl e o e e S s

Motes: Reinforoed Armour, Tunneller, Trnsport (may carry fourteen of the following Imperial Guard units: Supreme Commander,
Lx.:u:l:lm,.mdt'r ln.fantrv Storm Il'n-anﬁ Fire "?uppnrt "w‘nipr_‘m ﬂgnm'n

Bk g

single platoon of Imperial Guard tactical troops. All Moles
carry special communication equipment which allows

 represent these models other than by scratch-huilding
them, or by getling bold of the old ‘classic' Citadel
Miniatures refiresenting the vebicles, or by using ‘stand-

o




This new scenario is a variant of the standard Tournament
Game scenario, which allows players to use the terrain
and units described above, Tt pits a powerful attacking
force against a smaller defender occupying a fortified
position. The attackers need o overrun the defenders in
their defensive positions, avoiding minefields, lank raps
and cazor wire as they po. The defenders must desperately
hold their ground and pray that their reinforcements
arrive in time to save the day.

SET-UP

Set up the terrain for the game in any munally agrecable
manner. If one player set up the terrain then his opponent
may choose where 1o deploy. If you sct up the terrain as a
joint effort or it was set up by a lournament organiser
then the plaver with the higher strategy rating may choose
the table edge he sets up on. If hath players have the same
strategy rating then dice roll to see who gets the choice of
table edge. You can pick a long edge, or a short edge, or a
corner (halfway up each long and short edge). The
apponent sets up on the opposite edge. Cnee the terrain
is set up you should take a five minute warm-up period to
discuss the Epic rules, as you would in a tournament game:
{see 6.1.3 in the Epic Armageddon rulebook).

FORCES

Both players pick armies to an agreed points total
between 2,000 to 5,000 points using the tournament army
lists. Before the armies are selected randomly decide who
will be the atacker and who the defender. The attacker
picks their army as they would for a normal tournament
game (but sce the note below for attacking Imperial
Guard armies). The defender is allowed to purchase
fortified positions and orbital defence batteries for his
army, but may not take any spacecraft.

FORTIFIED POSITIONS &

ORBITAL DEFENCE BATTERIES

The defender in the Siegeline scenario is allowed to
purchase any number of fortified positions for his troops
to occupy. In addition he may include up to three Orbital
Defence Batteries as part of his defending force. See the
table below for points values.

Fortified positions and Orbital Defence Barteries are set
up after terrain is set up, and before the coordinates for
spacecraft attacks have heen decided. They may only be
deploved in positions where a wehicle unit would be
allowed to deploy. You may split up the diflerent elements
of your lorified positions as desired, as long as the rules

for formartion coherence are adhered to. For example, yvou
could split up trenches into several lines, as long as there
are Sem ‘links’ between the different parts of the position.

Onee set up fortified positions may be used by any unit.
They may be captured and used by enemy units too. Each
Orbital Defence Battery counts as a ‘formation’ for the
purpose of the game rules, but is never allowed to take an
acriomn.

IMPERIAL GUARD ARMIES

Imperial Guard armics taking part in a Sicgeline scenario
have the option of using some of the new units described
earlier in this article. The choices available vary depending
on whether the Guard are attacking or defending,

Attacking: If the Imperial Guard are the atnackers, then
any Regimental HQ formations or  Steel Legion
Mechanised Infanuy  formations may replace  their
Chimera with one Hellbore, or four Moles (one for the
Commander), or four Gorgons (one for the Commander).
If the formation includes an Ogryn upgrade with Chimera
transport vehicles, then the Chimera may be exchanged
for a single Gorgon or Mole for them to be carried in, but
only as long as the Ogryns use the same wransport vehicle
as the rest of the formation.

Defending: If the Imperial Guard are defending they may
take a Tarantula formation as a Support formation. The
formation consists of six Tarantulas and costs 100 poings.

PLACE OBJECTIVE MARKERS

After any fortified positions and Orbital Defence Batteries
are set up, take it in turns, starting with the player with the
higher strategy rating, o place one Objective marker on
the table, Il hoth players have the same strategy rating
then dice roll to see who places the first Objective marker.

FORTIFIED POSITIONS

Fortificd Positions
the following things:

A fortified position may include any or all of

125 points

+ Up to 500mm of trenches, carthworks or barricades, or a
combination of the three.

* Up to S00mm of razor wire or tank traps (or a
combinaton of the two), or one Minefield.

* 1p to 6 gun emplacements or bunkers, or a combination

of the two.

* Up 1o one command bunker (large or small).

(-3 Orbital Delence Batterics

1 Orbital Defence Batery

S0 points




All the objectives must be set up in the defender’s half of
the table, at least 15cm away any table cdge and 15cm
away from any other objectives that have already been
placed.

Keep plcing objectives until six Objective markers have
been placed on the table in wotal, You can use anvthing as
an Ohjective marker but we would suggest using terrain
picces to represent them if you can. In our games we've
found that battling over an actual bunker or fuel dump is
far more appealing than having your forces sell their lives
for a cardhoard counter!

You capture an objective if vou have a unit within 15cm of
it in the End phase and vour opponent does nol. An
objective is contested if both sides have a unit within
15cm of it in the End phase. Objectives that have been
‘garrisoned’ count as having been captured from the start
of the game. Units from broken formations can caplure
objectives but not contest them.

Onece an objective is captured il remains so even il vour
units move off, and will remain caprured untl the
opponent has a unit within 15cm of it in the End phasc.

SET-UP FORMATIONS

1f the artacker is using spacecraft then they are set up now
betore any other units (see 4.3 in the Epic Armagageddon
rulebook).

The defender is then allowed to set up table garrison
units. Wo more than hall (rounding fractions up) of the
defender’s formarions may he set up as garrisons, and in
addition any formations that arc set up as parrisons must
]JC.'

* Formations where hall or more ol the units {rounding
up) are Scours OR

* Formations where no more than one of the units has a
move of greater than 15cm, and where none of the
units are war engines OR

* A formation that includes units with a Speed of 0

Garrisons may be set up anywhere in the defending
plaver’s hall of the table, No units mayv set up in
impassable terrain. [Tnits may be set up in dangerous
terrain (it's assumed that they took their time gerting into
position in order to do so safelyl).

All of the remaining formations in the defending player's
army are assumed to be in reserve just off their table edge,
and will not be able to enter play until turn two or later
{see the rules [or ‘Defensive Reserves” below),

All of the attacker's formations apart [rom aircralt and the
units transported in aircraft or spacecraft must be set up
within 30cm of the attacker's table edge.

DEFENSIVE RESERVES

Any defending formarions that are not set up as garrisons
at the start of the game are assumed to be set up nearby
‘in reserve’. Note that this includes any aircralt in the
defender’s army. Reserves are released according o the
following schedule. Until released, rescrve formations
may not be used in any way,

Turn Reserves Released
One Formations made up exclusively of fighter aircraft,

Two  All aircraft and skimmer formations, and any
formations wansported in them.

Three All remaining formations except those made up
exclusively of units with a Speed of 15cm or less.

Four  All remaining formations,

Aircraft formations and any units transported in them
enter play normally. Other formations must enter play
anywhere along the defender’s 1able edge in the Action
phase of the murn that they are released; formartions that
fail their Initiative test must choose to move as their hold
action, and will enter play with a Blast marker for failing
the Initiative test. Note that reserve formations must enter
play on the marn they are released; vou may not keep them
in reserve’

VICTORY CONDITIONS

You must check to see if the cither player has won ar the
end of cach game turn, starting from the end of the third
game turn. Look up the number of objectives controlled
by the artacker on the table below to see il either player

has won:

: Defender Attacker
Turn Wins Carry On Wins
Three (k1 2-3 4-6
Four 0-2 3 4-0

Five (-3 4 5-0

Six 0-4 5 (i

Seven -5 - 3]

Furilier
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FABRIC OF THE
IMPERIUM

The Merchant Fleets of Mankind by Matt Keefe & Nate Montes

In this article Matt and Nate turn their attention on the Merchant and Rogue Trader fleets of the
Imperium.

It is 2 piven fact that through the might and valour of the
Imperial Navy, the raging tides of foul alicns and wvile
heretics thar infest the galaxy have been stayed from
overrunning the millions of worlds that over the millennia
have come under the Emperor's beneficent rule. While
these hulking, powerful warships are the most visible
representation of Mankind's command of the stars, it is
actually through the millions of humble merchant
freighters, lumbering heavy transports and sleck fast
clippers that make up the vast majority of Mankind's
interstellar spacecraft by which its vast domain is held
together. Only a very small fraction of the incalculable
worlds which make up the Imperium can truly be called
self-sufficient, and many rely on a sweady stream of
foodsmiffs and raw materials to maintain their producrivity
and way of life. With the Navy constantly stretched thin
defending its many worlds from grave threars both
without and within, it falls to the slow, ill-equipped and
poorly-armed merchant vessels to keep the lines of
commerce and communication open in a vast, uncaring
universe filled with many dangers to both the bodies and
souls of Man.

Just like the Imperial Navy itself, the Merchant Fleet falls
under the auspices of the Adeprus Terra, who rarely
countenance private ownership of interstellar vessels. This
is cxpressed in the form of charters, which grant varying
rights and freedoms to the trade guilds, syndicates and
merchant families that own and operate merchant vessels
and fleets, These charters are granted by the Adeprus Terra,
allowing their hearers to form part of the Merchant Fleet,
and be registered through the Segmenmum Fortresses and
numerous other Administratum  departmentoes  and
officios throughout the galaxy, Though they can be
revoked at any time by Imperial authority, in some cases
they date back bundreds or even thousands of years.
Nearly all of the more lucrative trade routes are also
managed through route licenses, purchased by merchant
vessel operators for unrestricted or even cxclusive rights 1o
handle shipping to a particular world, system or small
group of systems. The most valuable (and expensive) of
these govern operation over long-established and highly
profitable routes between primary worlds, and it is not
uncommon for several competing consortia o operate
simultancously on the busicst routes.




Trade Routes, and their attendant fees, while effective for
hundreds of vears in some cases, can be wildly exorbitane
and firmly out of reach for many smaller operators, Some
of these are fortunate enough o acquire less profitable
licenses o operate between the more sparsely populated
secondary worlds of the many thousands of sub-sectors
scattered throughoutr the stellar main. 5l other small
corporations, mercantile familics and individual Free
Traders operate under charter but without a route licence
at all, forced o eke our a livelihood operating one or, at
maost, 4 very small number of vessels carrving whatever
cargo they can, heading to dangerous or remote locations
in the hope of generating enough income to recover the
heady expenses of operating interstellar craft. TF that wene
nol enough, merchantmen could at any time find their
ship and its cargo conscripted by an Imperial Navy task
force needing logistic support, an Inguisitor or other such
notable  individual requiring transport, a passing
inconvenience considering they may just as easily blunder
into a rampaging pack of Ork pirates, Eldar corsairs or the
foul minions of Chaos, never 1o be seen again, suffering
fates far more terrible than the grim comfort of mere
death.

Many merchant captains never veer far from their
established transport routes plied over penerations,
reluctant to take on assignments that entail great risk for
dubious reward. Such masters elect W remain where
profits may be slim, but the course 15 well vavelled and at
least as relatively free of danger as can be expected from
the stellar void. There are some, however, who afrer a time
reject this meagre existence, choosing instead 10 embark
on grand quests through wilderness space to seek oul new
worlds ripe for colonisation, o boldly go where no man
has gone before. While many of these intrepid adventurers
are never heard from again, the annals of the Tmperium’'s
long history is replete with stories of merchant caplains
and their crews coming across worlds teeming with
indescribable riches hevond compare, lush prairie worlds
suitable for agricultural harvest, or worlds inhabived by
Man lost 1o the Imperivm for millennia, ripe for re-
indoctrination into the Tmperial Creed as a ready
worktforce of willing servants of the Emperor, Siill others
bring back tales of encounters with alicn races and strange
new technology, rare and precious artefaces presented o
the Adeprus Mechanicus for bountiful reward, These brive
souls with the courage and wherewithal wo undertake such
adventures and live to tell the tale are known as Rogue
Traders.

ROGUE TRADERS

To limit the moral pollution caused by contact with alien
and non-Imperial cultures in millennia past, the Adeptus
Terra outlawed trade and dealings bevond the Imperium.
Only those individuals with Warrants of Trade or similar
documents are allowed to explore plancts not yet under

Tmperial control, encounter alien civilisations  and
regressed human societies, and claim barren worlds rich
in mincrals or other resources, Such men are the Rogue
Traders. Operating bevond Imperial contral, they are a law
unito themselves, Some are highly pious  individuals,
bringing the Emperor's light bevond his rule; others are
nothing more than glorified pirates and scoundrels, Not
all whe claim to be Rogue Traders acmally are, while many
Warrants of Trade are centuries old - handed down
through family generations, exchanged in gambling dens,
stolen from their vightful owners or have otherwise fallen
inte the hands of those who might abuse the power they
bestow.

Rogue Traders exude confidence, they are highly
charismatic, often charming and roguish, skilled
diplomats (some would say confidence tricksters) and
hardened killers when the situation demands,

Rogue Trader Fleets

Rogue Traders travel by a variely of means — a5 passcngers
aboard military vessels or as the guesis of distant, non-
Imperial cultures, but most of all they enjoy the freedom
o travel of their own free willl Bogue Traders must
journey vast distances, and hence are granted their right o
maintain their own vessels, and on ocassion entire leets.
As befits their maverick nature, the Rogue ‘Traders employ
an incredible variety of vessels, Rights of Requisition allow
many Rogue Traders o acquire Tmperial RNavy vessels,
while others use their vast wealth and power, or other
dubious means, to acquire vessels from a variety of
sources — custom-built vessels, refitted merchant ships,
siptured vessels or even craft acquired feom non-Tmperial
worlds. Rogue Trader vessels are unique, exotic things,
often exhibiting many signs of their colourful histories,
subject to constant adormment, much of it ancient, or cven
alien in origin.

Though their business is their own, from time o ime 2
Rogue Trader may be accompanied by, or even granted
command of an entire fleet at the behest of the
Priesthood. Likewise, though a Rogue Trader himself
maintaing na army, he may well be granted Impemns
Guard, or even Space Marine forces, if it is el thes b
mission warrants it. On such ocassions the Rogee Trades
will turn his husiness to battle, leading the armies of the
Emperor to worlds unknown, bringing war to the cncmics
of Mankind, even bevond the reach ol the Tmperium itsclf
Few Rogue Traders do so alouistically, however, for even
in war and death a canny Rogue Trader will find profic and
prize.



USING ROGUE TRADER VESSELS

Any flect, except Necrons or Tyranids, may include a single
Rogue Trader cruiser (and accompanying escort squadron,
as described later) in their Meet. Tau and Imperial Oeets
(NOT Space Marines) may include up to one Rogue Trader
cruiser for 1,500 points or part of their fleet.

Each Rogue Trader cruiser may also be accompanicd by a
single squadron of 2-6 escorts, chosen from the vessels in
this article. A Rogue Trader may also be accompanied by
any number of squadrons of armed cargo ships. but only
pne of its attendant escort squadrons may include the
other vessels described below (ic, xenos, recommissioned
and auxiliary vessels).

Sub-Plots

Rogue Traders are far from altruistic. Their presence in a
fleet indicates that they have something to gain by forming
a temporary alliance. Whether their own goals actually
benefit their erstwhile comrades any is open o debate. If
vou use a Rogue Trader vessel in your fleet then you MUST
use a sub-plot for the game. The sub-plot can be imagined
as represcating the Rogue Trader's own vested inlerest.
Because of this, if you fail the sub-plot, the opposing
player receives Victory Points as though the Rogue
Trader's cruiser (but not any escorts) had been crippled. TF
the Rogue Trader cruiser actually was crippled as well the
opponent receives Victory Points as though the vesscl was
destroved.

If the Rogue Trader vessel disengages and you complete the
sub-plot the enemy receives no Victory Points for the Rogue
Trader cruiser {regardless of its condition), but if the cruiser
disengages and vou fail the sub-plot, the enemy receives
Victory Points as though the vessel had been destroved.

The Best Moncy Can Buy
Rogue Trader cruisers commonly bear refits of uncertain
origin. Fven the vessel's crew are unlikely to be anything

A rogue trader comes under attack from an Ork raiding fleet.

as straightforward as regular sailors, since Rogue Traders
have a knack for acquiring crowds of followers and
hangers-on. To represent this, each Rogue Trader vessel
has one xenotech system and one crew skill (both rolled
randomlyy.

XENOTECH SYSTEMS

Rell a dice.

D6 Resull

1. Long Range Sensors. This doubles the Leadership
test bonus for encmy contacts (ie, enemy on
special orders) from +1 o +2.

2. Targetting Matrix. The vessel counts all targets as
closing when using the Gunnery table, and may
re-roll @ single missed shot each ren when
shooting with lances,

3. Advanced Shiclding. The wvessel increases s
numbaer of shields by +1.

4. Ship Defence Grid. The vessel increases its
number of turrets by +1.

5. Advanced Drive Technology. The vessel adds

b Sem to its speed.
G. Pick one of the above,

As well as the ship classes described in Banlefleer Gothic:
Armada, some Space Marine fleets may make use of the
following vessels.

Auitbois
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KAR DUNIASH: TRADER'S HAVEN

As the Scgmentum Portress for the Ulbima Segmentum, Kar
Duniash is the deparmure point For countless voyiges o the Eastern
Tringe. Accordingly, it is also the eeturn locaron of many traders
onge their business in the Fringe is complese, and as such s
somerhing of o welcome hiaven o exhausied traders who mz}.' weell

have been beyond Imperium-conrolled space for many vears,

The Eastern Fringe is an understandably popular location for
Rogue Tracders in particular, and many Being their journeys from
Kar Duniash. A thriving and populous world, Duniish is alsco the

source Of many of the provisions Rogue Traders require when

i PRI ISP T, B s, Aol 5, ¢ e T g q.“

underiiking lengthy vovages, and s shipyards provide a pgreat i

number of vessels to the Rogue Traders,

Kar Dunish Pattern Croisers

The Rogue FTrader mode]l available rom Games Workshop is
based upon a Kar Duniash pattern cradser, meaning the model is
rather versatile and can be used oo represent any class of Tmperial
Mavy cruiser. Our painted example bas been equipped o
represent a Bogue Trader cruiscr, but by replacing the weapons
with the appropriate combinations of Imperial  broadside

haatiesriess ic's possible oo creare o Gorhic class, Lonar class, Tyrant
el

class or whatever,
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EMIL VAN VENKMAN -
ROGUE BOUNTY HUNTER

A NEW OESPEBADO CHARACTER IN INOUISITOR, BY GRAHAM MOCNEILL

A figure of dark legend and endless speculation, Emil van Venkman is either one of the most feared bounty
hunters in the galaxy or a name by which the forces of justice cow their foes and force them into flight. Graham
McNeill explores the mysterious tales surrounding this enigmatic figure.

Of the history of this rough and ready killer, lieede is known
for sure, though it is believed that he hails from the ravaged
planet of Epsilon Regalis, that ill-faed world made famous
by the bloody pogroms unleashed by the dreaded Wilch
Hunter Tyrus. Legend has it that van Venkman's family

pap—

“Tieo for the frrice «

were among those rounded up in the terrible purges
instigated after the Tnquisition’s discovery that the planer’s
ruling elite harboured Warp-spawned abominations and
that it was the young van Venkman who denounced them.
There exist records of a young man with the same surname
who marched with Tyrus's army of fanatical #ealots and
who assisted him in his merciless, but necessary, work and
it is thonght that this voung man and the notorious bounty
hunter are one and the same.

When Tyvrus left Epsilon Regalis, it is suspected that Emil
van Venkman went with him, the prospect of continuing
the good work against heretics, mutants and rogue psykers
too great a lure o resist. As part of Tyrus's most trusted
retinue, van Yenkman was prive o some of the most
terrible  truths imaginable, and his obsession  with
punishing deviants throughout the galaxy grew with every
pyre lit and cvery excruciation administered. Upon the
blighted hive world of Orphidia Deloa, van Venkman was (o
part company with the Wicch Hunter, his path 1aking him a
very different route from his former master. As the Witch
Hunter's pogroms had become more extensive and far
reaching, there grew lewer and fewer instances where van
Venkman's skills were required, and thus, van Venkman
struck out on his own to better pursue his personal goals,

On Orphidia Prime, van Venkman soon established a
reputation as a brutal killer who achieved his ends by any
means necessary, hunting down those who trucked with
dark magicks and forbidden ways. Indeed, it is
questionable as to whether he actually severed his ties with
the Tnquisition at all. His expertise in unusual cases, where
no mundane explanation was easily reached, spread o
those inhabitams of the hive who had need of such skills,
but could not legitimately go o the waditional means of
law enforcement. Mot for van Venkman the hunt for a
debtor or the running to ground of a runaway prisoner, but
only cases of extraordinary occurrences, freak events and
mysterious deaths. During the hunt for a vampiric fiend
stalking the lower hives, van Venkman discovered it o be a
daemonic hostbeing summoned into existence by the
accidental dabblings of a psychically atuned shaman, Not
only did van Yenkman destroy the summoned monster, but
he hunted down the shaman and executed every last one of
his c¢lan. This encounter cemented van Venkman's




The bownty on the alien s

reputation, and it was not long before other members of
the Inguisition who had need of his services on Orphidia
Prime contacted him and engaged his services.

It is rumoured that van Venkman has since travelled
throughout the local sub-sectors and bevond, employing
his specialised skills in the service of various paymasters.
However, the truth of this is debatable, Why would the
Inquisition would g0 1w such lengths o procure the
services of one man when they can requisition whatever
aid they need from whatever planet they are on? Pechaps it
is the legend of such a feared hunter they require, or
perhaps it is indeed this one man whose deadly skills and
knowledpe they require.

There have been many instances where the intervention of
a man claiming to be Emil van Venkman has been
recorded, though no corroborating information exists 1o
confirm cach event, If these stories are true, then he has
taken part in the apprehension and slaying of some of the
most infamous heretics in the sector: the burning of the
Caralase Hive, the apprehension of Jurtoe Dreadcelaw, the

killing of the Beast of Graia and last, bur not least, the
decapitation of the Archfiend of Urthwart. It has not
escaped the notice of scholars of such nefarious individuals
and cults that these worlds are many thousands of light
years apart, some in fact on opposite sides of the galaxy.

Needless to say, this all fuels the myth of the rogue,
dacmon-slaying bounty hunter and wherever he is said o
walk, the foes of Mankind tread warily, ever watchful of the
shadows at their back for fear they contain the sinewy form
of a bounty hunter comee to claim their scalp,

Anthor

Frrtber
Twpformation

Mowre fm-;

Oesperado Emil vam Venkman

Equipment: Flak armour o arms, legs and head, carapace armour to chest, aulomatic combat shotgun with 3 reloads,
master-cralted aulopisiol (counts as a normal aulopisiol, bul with a Range category of E) with 4 reloads and 6 silver bullets
{which count as dumdums against Daemonic characters), knile, Blessed Book (Pentagrammic Wards), 1 plasma grenade and

3 frag grenades, re-breather, The Manilesto (see below),

Special Abilities: Ambidextrons; Blademaster; Deadeve Shot; Fase Draw; Firse Strike; Gunfighter; Quickioad.

New wargear: The Manifesto.

The contents of this mysterious document are unknown, but those to whom it is shown never speak of what they have read.
One per game, van Venkman may show the Manifesto to an Imperial ¢
game, van Venkman counts as having the Persuade skill towards that character (see the Inguisitor Annual 2004 [or details

of this skill).
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Bounty

Bounty Hunters are some of
the most inleresting maodels
1o paint in the Inguisitor
range, because they can

come in @ varety of guises

This particular model is a

great cxample, it

durable clothing like you
would expect form a Bounty

Hunter, a flak jacket and

armourcd boots, but he also

WILHDS

has a very fMambovant rifle
£ holster, and a hat, which seems
1o be once owned by a witch
This
maoxdel very characterful, and
T couldn’t wait to paint him.

hunter. mikes  the

WNormally L will always assemble a model completely before
I undercoat and paine it, because it makes more scnse to
me, With this model, however, [ decided o assemble the
legs and torso, but leave the arms and head separate, This
is mosthy to make sure [ could reach gll the areas easily. The
broad brim of the hat and the collar of the jacker would
prevent me [rom reaching the face of the Bounty Hunter
properly, so painting it separate from the body made my
work casicr,

The [irst thing I started to paint were the trousers, | wanted
to give them a faded, almost cowboy look, so decided
paint them in a laded brown. T started out with a basecoart
of Scorched Brown mixed with a small amount of Chaos
Black. I also painted the jacket with a basecoat of Red Gore
at this point, te see il the red would go with the brown
LEOUSETS.

I started to highlight the
with  Scorched
Brown, and then a mix af
Scorched Brown with a small

trouscrs

amount of Vomit Brown
added. This gives a nice,
faded tone, without losing
oo much of the warmth of
the original colour. 1 applicd
this bv lavering it onto the
raised areas, and leathering it
into the crevices.

HuNnkter by ammy Haye

1 With the first highlights in
place, the next step was to

define the creases in the
trousers, and give it more
definition. [ added some
Bleached Bone to the
highlight mix, and carefully
highlighted the edges of the
creases with it

The colour of the trouscrs
was a litcle too flat my liking,
s0 | mixed up some Brown
Ink with a litle Flesh Wash
and Black Ink, added water
o the mix, and glased the
trouscrs with it a few dmes.
The first layer of a plaze
normally has a minimal effect
that you can't really see, but
don't be templed w0 use wo
much ink at once, otherwise
it might dry up patchy
Carcfully applving several
glazes, then waiting for each
to dry thoroughly before
proceeding with the next

ong is the best wav o do it

I thought that the initial basecoat of Red Gore 1 painred
onto the jackel was a little too light now that the trousers
were finished, so 1 decided to give it a wash of watered
down Red Gore, mixed with Scorched Brown and a lole
Chaos Black,

The shading the wash provided gave me the opportunity 1o
use Red Gore as the first highlight colour, followed by Red
Gore mixed with a small amount of Bronzed Flesh, This
turns into 4
fleshy kind of
pink, but 1
plinned

use inks in a
later stape to
give the
jacket
ol its colour.

mst




Bleached Bone was added to the highlight mix, and 1
concentrated the highlights around the edges of the jacket
and around the buckles, Although the colour was truly
petting very bleached out, this stage was necessary to give
the jacket enough depth before using the glazes 1
mentioned before.

Finally the glizes were applied to the jacket. Red Ink was
mixed with Chestnut Brown and a little Scorched Brown.
This was then watered down and applied in 4 lavers, until
the colour of the jacket was deep enough. | painted all the
buckles and other areas that had been painted over
accidentally with a mix of Scorched Brown and Chaos
Black.

Next up was to glue the arms
to the torso and paint the
armoured flak jacket that the
Bounty Hunter wears under
the red sleeveless jacker. 1
planned 1o paint this in a
very dark, neutral colour, but
didn't want to use black,
because | wanted the boots
11 be that colour. 1 decided
on a dark grey with a hint of

green, that wouldn't stand
out too much, but would
nevertheless provide a lictle
hit of contrast with the red of

the jacket worn over it

The basecoar consisted of
Chaos Black mixed with
Desert Yellow and a small
amount of Catachan
Green. The frst highlighe
was mixed by adding
Bleached Bone to the

basecoat.

I then mixed up the
following highlights by
adding more and more

Bleached Bone into the
mix. | tried to keep the
highlights smooth on the
cloth-like  areas,  but
decided to give the actual
‘diamond  grid” parts a
more striking highlight, by
concentrating  on  the
edpes of the diamond
shapes, This accentuates
the perceived hardness of
the material, and makes it

stand out, even though
the background is the
| same colour.

By continuing (o add
Bleached Bone into the
highlipht mix 1 finally
reached a point where T
was  pleased with the
result. Although 1 only
planned  to use  four
highlights, it turned out
that I had started oo dark,
aned had to use a lot more
highlight stages to get 10
the colour T was looking

for.

The next stage would be the ink glazes. As with the other
areas, this would be the main way to bring intensity of
colour to the arca, something that is hard to do without
inks when you're using neutral colours. 1 mixed Green Ink
with Black Ink and a little hit of Brown Ink and added a lot
ol water o it. Because the highlights on the flak jacket were
very light, I had to be very careful that T didn’t use glazes
that were oo dark, otherwise U'd run the risk of creating
patches on the area, and ruining the paint work. Four
layers of the ink glize were carefully applied, letting each
dry thoroughly before applying the next one.



The last major area that
needed to be painted was the
skirt-like cloth the Bounty
Hunter wears over his
trousers. 1 wanted this to
stand in sharp contrast (o the
more practical clothes and
gear he wears, because it is
quite an extravagant thing,
like the red jacket. T used
Gravevard Farth as a
basecoat on the skirt, and

decided 1o paint the rifle holster in the same colour,
because it would stand out nicely from the red jacket that

I used undiluted Flesh Wash
to  shade the cloth by
applying it over the baseooat,
This is a quick and easy way
to provide shading to a
colour, which can then be
highlighted by the original
base colour.,

Gravevard Earth was then
used to highlight the cloth,
followed by Gravevard Farth
mixed with Bleached Bone. 1
applied this in slightly
diluted, almost transparent
layers, so that the tones
underneath would still be
slightly visible, This creates a
smoother illusicon afl
Blending, and is a technique
T use a lot.

More Bleached Bone was
added o the highlight mix,
and applicd where the raised
cloth forms the sharpest
ridges, Greal care was taken
tr Tnsure that this highlight
layer blended in with the
previous one, creating a
smooth transition between
them.

A final highlight of Bleached
Bone was given to the edges
of the cloth, and the utmost
raised areas, T also applied a
very thinned down glaze of
Flesh Wash over the cloth, to

give it a bit more depth of colour. Finally | blacked out any
accidental slips onto yet any as unpaintecd areas.

All that needed to be done now were the gun and other
metallic arcas, and other small details. T decided o tackle
the metallic areas lrst. T gave the gun, re-breather mask and
the armoured leg greaves a basccoat of Boltgun Metal, T
painted this on, rather than drybrushing it, which would be
a technique that would come more naturally o painting
metallics. 1 chose (o use ink washes as shading, instead of
leaving the undercoat showing through the basecoat.

I then gave the metallic arcas a diluted wash of Black Ink
mixed with a little Scorched Brown, This provided enough
shading to be able to highlight the edges of the metal with
Mithril Silver.

A thinned down gliace of Flesh Wash was then applied over
the metallic areas, and carefully wiped off with a clean
tissue. This resulted in a slight tint to the shading of the
metals, giving the impression of oil or a slight 1armish.

I decided to paint the tassels
on the omamemal skulls on
the leg greaves, the fringe on
the rifle holster and the
ornamental edge on the back
of the skirt in the same red as

the sleeveless jacket. | planned
to paint these areas inoa
different colour ar firsg, burt
decided o repeart the colour of
the jacket for continuity’s sake,
Using only a limited palete
creates @ stronger image than
using a large number of colours
on a model. In fact, using o0
many colours can make a model
look disjointed, and will take
away from the overall impact of
the paintjob, despite how well
vou might have painted it.




The ormnamental skulls on the greaves,
rille holster and the hat were piven a
hasccoar of Bestial Brown. Although
these skulls would be too small to be
real ones, | prefer (o paint this kind of

detail in a realistic tone, because it
creates a nice contrast between the overall dark colour
scheme of the model and the light bone colour.

The skulls were then highligheed
using Bubonic Brown, This gives the
skulls a slightly dirty look o them, but
since | would highlight them all the
wiav up to white, this wasnt going o

show oo much.,

Bleached Bone was then used to bring
the colour up to a real bone, and a
final highlight of Skull White was
added to give the skulls a very bright
finish.,

The final thing 1 did was
to paint the butts of both
rifles with a wood grain
pattern. I'm  sort of
known for doing that,
because  it's  a  Fairly
simple technigque  that

really adds to a miniature
when applied. 1 painted rough lines of Bestial Brown onto
the gun butt to resemble the wood grain.

I then highlighted these
lines like they would be
detail actually  sculpred
onio the model, using
Bubonic Brown. A steady

hand was necded for
this, because for the technigque 1o be elfective, the
highlights should fall within the previous lines drawn as
much as possible.

Bleached Bone was used
as a final highlight, and'1
also added a thin glaee of
Flesh Wash on haoth sides
where the wood touches

another material.

Painting this model was an interesting venture because
there wasn't really a lot of work o be done to give the
mode]l character as it has s0 much by iself, Bounty
Hunters are some of the most interesting Ggures in the
Inquisitor game and, because of that, the most interesting
models to paint.
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A LUSTRIAN
ENTERPRISE

By Anthony Reynolds & Matt Keefe

The Lizardmen were one of the first new armics released for Warmaster, a good few years back now.
This month sees the release of the new Slann Mage-Priest for the Lizardmen army, so we thought we'd

take the opportunity to revisit the Lizardmen and their primordial jungle home, Lustria...

The jungle continent of Lustria is the most hostile
environment outside of the Realms of Chaos. This
verdant landmass is covered with a primordial jungle so
thick that its canopy scems to replace the sky itsell, Trees
older than the race of Man all but block out the sun, vast
trunks disappearing into the tangled creepers far above,
and the stifling air is 50 hot and humid that any warm-
blooded intruder will quickly weaken and become sick,
Thick tendrils of mist drift lazily above the dense mass of
vegetation on the jungle floor, and it is impossible 1o
hack a path through this sweltering hell without quickly
losing all sense of direction,

Few would-be explorers live long enough  for
disorientation and despair to be a problem, however.
Lustria is home 10 a massive array of poisonous and
deadly species, from rthe tiniest bloodmaggot (o
monsirous predators similar in size and temperament o
the ferocious drakes of the Old World, The quagmires
and bogs that pervade Lustria, into which an intruder
can sink up to his waist when he believes he is on firm
ground, harbour pockets of poisonous gas and choking
lungblight. Through the murky, stinking mud slither
pallid blindworms that burrow under the skin of their
hosts, laying their epgs in the bloodsiream and
condemning them to an agonising death as their
voracious larvae hatch,

But even the tniest, most lethal spider or insidious
parasite can be derected. A far deadlier threat is posed by
the toxic strains of necrotic pox that lace the thick gruel
of mud and decaying plant matier carpeting the jungle
floor. Even the stoutest pair of boots will eventually
admit some of this cloying black muck; within hours the
feet inside will have turned caw, and within days the
wearer will have bled 1o death. The carnivorous
millipedes and carrion ants that scuttle through the
peaty bogs quickly reduce such corpses to skeletons, and
the acidic jungle soil slowly claims each bloody shard of
bone.

All manner of foul parasites buzz around the heads of
those who stumble through the mangrove swamps that
blend from the jungle to the coastline; a single bite can
cause delirium at best and a virulent flesh-eating disease
at worst. These swamps harbour nests of leeches as long
as a man's arm, their anaesthetic bite allowing
them o grow fat and hloated without
discovery until their unwitting
victim collapses into the
water from blood loss,
These unformnares
are easy prey for the

mas sive




that lie patientdly in wait under the shadow of the
mangroves, exploding into a blur of violence when a
trespasser strays into their hunting grounds. The merest
drop of blood is sufficicnt to attract shoals of ravenous
piranha, their feeding-freney siripping the flesh from
their victims in a sickening feast.

AL night, the jungle resounds o the hideous roars and
earth-shaking foorsteps of its monstrous denizens,
making sleep all but impossible. Those who have
somehow found respite or collapsed with exhaustion
often awake to find some of their number missing,
dragged away in the night by silent predators. The dawn
air is filled with great clouds of gnats and mosquitoes;
insects with wingspans taller than a man drone through
the sullen twilight. Leathery-winged terradons drift from
tree to tree hunting their prey, although the soft flesh of
a traveller is a delicacy to these sharp-beaked avians.

If a wanderer eventually winds his way far enough into
the dark, cloying heart of the jungle he will begin 1o see
abandoned monuments and totems punctuating the
unending ocean of vegetation. These savage and brutal
icons precede the few areas of the jungle where it is
possible to see the livid, storm-wracked sky: sprawling
clearings conraining the stepped pyramids and spawning
poals of the Lizardmen. Clustered with great edifices and
perpetually lashed by wopical rainstorms and violent
cvelones, these megalithic temple-cities form an invisible
matrix of power that stretches across the continent. Such
is the skill and strength of their creators that despite the
fury of the elements they stand immutable, arrayed like
greal jagged teeth across the heartland of the Lustrian
jungle,

Mot only arc 1‘]1: ;ungl&s of Lusm;a priqmiatl:d by ﬂm-
“many names — jungle halflings 10 Old World explorers,
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The board shown above is a 2' x 4" section from Colin Grayson's Lustria board, When put together
the whale board measures 8 by 4" Complete with a dock for explorers from the Empire.




LUSTRIAN TERRAIN

Lustria is a rather dilferent place to the Old World. It
stands cloaked in ancient, primordial jungles, gripped by
heat and humidity so intense as to suflocate those
un stomed to it [ts trees, its mountains and its rivers
arc all impossibly huge, remnants of a time when the
world shuddered with the force of colossal powers long
since forpotten. Throughout this steaming jungle,
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Monument of the Old Ones

A monument of unspeakable age rises from the ground,
acting as a conduit for the Old Ones anclent lines of
power. ‘The monument might take the form of a great
chsidian tower, an ancient and weatherbeaten head
carving, a grear jade spear pointing skywards or some
other magnificent totem.

ancient and incomprehensible monuments o the Old
Ones rise up out of the canopy, both horrifying and
mystifying 1o the few Old World explorers who have ever
laid eves upon them.

All in all, terrain in Lustria is rather different to that
encountered in the Old World. When fighting battles in
Lustria, the table may include some or all of the special

terrain types ribed below,
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A Slann Mage-Priest in contact with the mon

any ranged spel an unlimited distance, using
the lines of power to broadcast his will. Spells which
normally have no range do not benefit from this.




Dense Jungle

Lustria is a jungle cor
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Swamp/Quicksand

Most hazardous of all are the roiling swamps and unscen
bogs of quicksand which appear from nowhere out of

ntinent. Only the highest and most
barren of peaks or the broadest of rivers are able to
s of rolling preen canopy.

ume that during bartles fought in Lustria
o5 are skulking through some degree of jungle
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, even in those arcas which are represented by
open ground on the wbletop. However, patches of
jungle trees should stll be placed here and there,
representing pa

icular dense paitches of jungle. Thes
Ar 3

wild that units within them suffer a -2
Command penalty for dense terrain, rather than the
norml -1.
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Any swamps, marshes or similar features are considered
to be quicksand. Each stand entering them must roll a
dice (twvo dice for each stand of cavalry). For each dic
that scores a 1, one stand is sucked beneath the swamp
and lost.




CONVERTING THE MASS5ES

by Neil ‘Mad Converter’ Roberts
In this short article, neil Roberts shows us how to make great hand-weapons easily from scratch.

There are twn parts to cach weapon; the bit you hold (the
handle) and the hit you stick into your enemy (the head). A
the most basic level there are three tvpes of head - sharp,
edped and blunt as scen in spear, sword and mace, for
instance. There are likewise three tvpes of handle - shorr,
medium and long, Short and medium represent one and
two-handed weapons while long handles represent the very
intelligent idea of putting as much distance as possible
berween yourself and the person who's tving o hit vou.

There are exceptions o the above (a staff is all handle and
no blade, and a throwing dagger is all blade and no
handle) but look at it this way — only half as much
weapon to sculpt! There, doesn’t that feel better?

TOOLS ANO MATERIALS

The basic tool kit consists of 2 pin drill and bits, a
sharp hobby knife, vour standard sculpting tools, a
pair of wire-cutters and various needle files. 1f you
have an electrical hobby drill with a set of abrasive
and cutting heads, all the better, but they’re not essential.
All the examples vou’ll see were done with the basic kie T
usc two sculpting tools, by the way, For modelling putty 1
use an old dentist's tool which T've never seen anywhere
else but which is similar to the GW sculpting tool, while for
Green Staff T use a Wax 5 professional sculpting tool.

(Bg. 1)

I recommend eleaning your tools thoroughly before using
with different modelling compounds. The list of materials is
slightly longer. Various thicknesses of plasticard are nice, hut
vou can get away with just one thin grade sheet for most
projects. Brass tubing, the rypes that fit nicely into cach
ather like Russian dolls, for some weapon types is essential
for. Masking tape often gets used, as does steel wire from my
lecal fishing tackle shop. For glue T don't hother with plastic
glue, only superglue, and | round out my materials with
some scrap copper wire, fuse wire, solder and, ol course,
modelling putty and Green Stull,

Realistically whatever does the job can be considered part of
your materials. 've used everything from plastic BBs to
children's toys, jewellery 1o electrical components.

HAMNDOLES AMNDO HAFTS

High tech hafts and handles are the easiest. If vou look at the
mace you can see that there is a central core of brass rod.
From the brass tube that fits sougly over this rod T cut
several rings of various lengths and then glued these into
place leaving gaps 1o make hoth interesting variations on the
halt and also the section that would be held, Originally 1

wrapped that section with a thin ribbon of masking 1ape cut
for the purpose and wrapped as you would a bandage.
Unforunately this didn't look as nice as I'd hoped it would,
so off it came, but 1 have used it on other weapons in

the past.

Wooden hafis are my favourite, as anvone
who's scen my Golden Demon 2003 entry will
know. Smooth wood, as on a spear shaft or modern /)
axe handle, is mostly in the painting so 1 just use plain j}’is (Gg. 2]
brass rod for this. Small lumps of Green Stuff added ‘f'rf
and then smoothed out can give 4 more onganic ;;{
appearance, especially on a rounded end. But ics o)
gnarled wood that T most enjoy sculpting, the kind /1%
of wood that still has bark over its tovisted core. i

You start off with a rod or wire core (bent 1o shape

if need be as you can see from the bladeless /44
handle in the examples) around which you put a {5}

thin laver of Green Stuff. When this is cured

wrap another layer around the section you wish to sculpt,
let it harden a little and then draw parallel lines down it with

vour sculpting tool — it's that simple,

Okay, not quite, There are some things that you can do to
make it more interesting. Wavering the lines and varying
their thickness for instance, just like with real bark, helps
give the weapon some character. 1 also add splits to the
bark, prising the sculpted lines apart and casing the point
under the edges o lift them up slightly, In this way you can
see the wood inside and, again, iLadds character.

There's nothing to stop you doing a whole haft like this, but
I like to vary texture wherever 1 can.




I wrap fuse wire or solder wire around some sections as
you can see on the handle of the hooked knife, Thin
cloth, as I've previously said, T do with narrow strips of
masking tape but heavier cloth and leather strip are
sculpred on. While the Green Stuft is fresh [ use the
blade of my Wax-5 to mark out the edges of the cloth §
or leather strips. When the Green Stuff has cured a
little and isn't as soft | use the rounded end of the d
w0l wr push the centre of the strip down slightly :
and the blade to sharpen the outside edge. Again, v
it's practice that make perfect here, but vou can
see the end result on several of the examples

shown.

Ome more thing — knots. 1 add lictle blobs of Green Souff
which T then trim into rough triangles lor the body of the
knots, bue 1 leave the trailing ends of cloth until after I've
added the weapon to the figure because gravity effects how
they would hang. Often Tl sculpl these trailing ends on a
ceramic tile, pop them off when they're cured and glue
them into place,

BLADOES ANO HEADS

There are two wavs 1 make blades: either with thin or thick
plasticard. At the most basic level you cut out the desined
shape and then sharpen it. Tt's that easy.

For narrow blades, like sabres or daggers, carcfully mark out
the basic shape on a sheet of thick plasticard (1 use some
1.2mm thick sheet). Cur around it leaving a margin outside
the marked area and then trim it carefully o shape using
vour sharp knife. You now have a very blunt blade. Using
one of vour rougher needle files, draw it diagonally along
the blade, starting to sharpen the edpge of the ‘blade’. Keep

turning it over while you do this so that cach side is

sharpened evenly and the blade is symmetrical. When vou
have the basic edge roughed out use a liner file 1o smoort
it to 2 finished point. 1 warn vou now that your first blade
will b rough and uneven, fit for a cultist or a bodveguard,
but not a noble Inquisitor. Practice makes perlect, Of i
course you can also use your files and knife to nowch 00
and distress a pristine blade if vou want - it all
depends on the character you're arming,

Ifvou don't have any thick plasticard than use thin sheet and
thicken it. It’s tempting to make up a sandwich of plasticard
by gluing sheets together, but the bond often won't survive
the sharpening process if you use superglue and il you use
plastic glue it deforms the sheets. Instead 1 use modelling
putty, adding a thin laver to cach side of the plasticard and
leting it cure. The bonus with this option is that during
sharpening 1 know when I've reached the centre of the
blade. That's when 1 uncover the plasticard.

This is exactly the same technigue that T use for broad blades
such as the long hooked knife (fig. 1).

LAST STEP

Shaped heads, like axes or the primitive cutting spear in the
examples, ane just a variation on this theme

Last but not least, are blunt headed weapons. Rocks bound
onto sticks aside, there are several orpes of blunt weapons.
A stafl is all handle and no head, 3 maul is also essentiallv g
haft with no head - a shore swaff if you will — and can be
made by adding a few studs to the handle you've already
made, Club? Big stick — again just a modificd handle. That
leaves my mace.

The: most notable feature of my mace is the vaned head. This
looks hard o do, but was really gquite easy, just time
consuming. | marked and cur the same basic shape six times
from thick plasticard, smoothed the back and ends of cach
and then taped them together into one very thick chunk of
plastic with one very irregular and rough face. T marked the
shape of the leading edge 1 wanted on the top of the 'block’
and then used my pin drill, knife and fles o f TR,
carve it o shape, Once shaped Tjust removed

the tape and smoothed off a few rough edges. Voila -
six vanes, These were then glued into place on the
preconstructed haft, (fig. 2)

Lastly — hammers. 've never made one, but if I did 1
would go about it the same basic way as | made
the technological balt, with elescoping brass
rod. Add a face plate made from plasticard,
attach it to a haft and bingo - one hammer much
like Preacher Josel's, A primitive hammer-head
could be made as a sculpted rock which is then
attached to a "wooden’ haft - its your choice.

Once you have hoth bandle and head just glue them
together, pinning them wherever possible 1o give them
strength. And that's it. You can also see two variations on ®!

the themes above in the examples I've done — a bone knile
with leather covering on the handle (which, with its
separate strands of stitching, is more sculpted than any
weapon I've done belore) and a muck rake. (fig. 3)

It was Late at night and [ was watching ‘Monkey' on TV = 1
make no excuses. Anvway, until next time, it's over o vou,
Time to arm the masses....
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Your Questions Answered...

By Matt Keefe, Nate Montes & Bob Henderson

‘This list of rule clarifications answers nearly all of the Frequently Asked Questions that have come up on Game
Workshop's BFG Forum as well as the Yahoo group BFG-List. This list supersedes that which appeared in Warp
Storm and the 2002 Annual. Due to limitatdons of space, race specific Q&A are omitied for the time being, but
arc available on the Battlefleet Gothic Website, and will appear in a [uture issue.

LEADERSIITF
Q: What is the maximum Leadership a
ship can haver

A: Under no circumstance can a ship's
Leadership be modified bigher than
L1, Eldar Admirals, Chaos Lovds
and other Leadersbip bonuses can
never modify a ship's Leadership
above 10, Any ‘excess' Leadersbipy is
lost. Any Leadershify modifiers which
necur diering the game apply to this
base Leadership of 10,

Q: What happens if a ship's Leadership
reaches O or 17 It's impossible o pass
Leadership  tests  with  such  low
Leadership, so what happens?

Az Any ship or sguaddvon that, throngh
a combination of effects, is reduced to
Ll or less can no fonger shootr and
can only attempt to disengage or move
torgrd the closest fable edge.

O My admiral and his flagship have
different Leadership values. Which do I

use?

Az A ship with an embarked Adwiiral,
Warmaster, etc. bas ils Leadersbif
superseded by that of the embarked
fleet  commander.  This  includes
circumstances where the Fleet
Commander bas a fower Leadership
then the sfip be {5 embaried on!

S

SPECIAL ORDERS
Q: When are special orders declaresd?
When should [ roll my Command checks?

A: Special orders ave declared before the
movement phase by choosing a vessel,
declaring the order and making a
command check, repeating this over and
over untll a vessel fails its command
checle or all desired vessels bave their
sireciend orders.

Q: Can a ship be on more than one
special order at a time?

A: No. A ship can never be on more than
one special order at o tme anless
specifically described otberwdse in its
special rudes, such as a Ranifies Star
Fart,

): When a special ceder halves a ship’s
armarment, docs this affecr ondnance as
well?

A: Brace For Impact is the only special
arder that balves a ships ability to
levnnch ordnance,  provided  the
lavernching vessel is already reloaded, Al
Afwead Full and Burn Retros balves
fireposver and fance Strength But mof

torpedes or  afidok  oraft fauach
cetfabifity.
Brace for Impact

Q: When can I Brace for Impact?

A: Brace For fmypct specied ovders cetn
be mndertaben ANY e a ship faces
taking damage, but before resolving that
damage. As S0ON G5 Vou OF o
apporent declares an action which
cowld  danape yowr  sidb (ereny

shoeating af @, enent) ramming i, using
e sbijy to ram — anything'h voee showuld
declare your intention to Hrace for
Tmpact and make o Command check, If
suwccesful the shifr goes anto Brace for
Impract special orders, replacing any
other  speical orders the ship may
currently be an (a shify that successfully
refogded 13 still refoaded). Then resolve
the shooting/ramminghoarding  or
wihaterer as normel, gieing the Braced
shify the Beviefits described.

A ship thar fails to Brace For Irpace
ceirrield citlerpl o Brace again watil the
evertt wirch the attempt 1was declared in
response to is resofved complelely,
finishes consing dameage, completes fis
attacks and snchlike. A ship can,
Botvever, nugke a further attersfn o
Brace for Impact before the next sbify,
seueiclromn or ordnance wave attacks i,
o another potentially damaging eoent
CORRCS $5 L)

A ship om Brace for Impact may also
altempt to save critical bits from bit-
ane-rin attecks. Koll the bitand-run
atteecles ay veormal, discarding any that
el After that make a save against eackh
staccesfid critical in the normal marnner:
Ary wihich are nwot scoed lake effect as

reseacil,

O If 1 Brace for Impact with an escort
sepuadnon, how do 1 halve the armament?

A: When escort sguadroms ave braced,
the whaole squadron adds s firepower
and weapon Strength  togcther  and
divides it in balf (romnding uf2).




Q: Does Brace for Impact halve the
number of turrets a ship has?

A: No, Twrrets  are complerely
weneiffected by Brace for fmpace.

Come to New Heading

Q: If a capital ship is under Come to
Mew Heading special orders, can it
make both marns at the same time?

Ar Noo Capital shifps wnder this special
order must move thelr minimum
distance before turning for BOTH their
turns. For example, an  Imperial
cridser must move 10cm, furn, then
move an additional 10cm  before

Lrerreing agciin.

Standby
Q: Can a ship on standby shootuBrace
for Impact/use its turremswhatever?

Ar Any ship described as belng on
stermlfy ey not move, fire weapons
ar faunch ordrance. It may bowever
attempt to Brace and repatr critical
damape, Terrets and shields work

nerntaily

Reload Ordnance

Q: I 1 roll a double when Reloading
Ordnance, can I re-roll it using a Fleet
Commander re-roll? What about il the
double was a succesful Command
check?

Ar You may use a re-rolf (if avatlabie)
ter voll the special order again if vou
rofl a dowbile, even if the dowble roll
passed the Leadersbip check. The
second roff stands.

Re-rolls
: If 1 use a re-roll and don't like the
result, can 1 use another re-roll?

A: Only one re-rofl can be gpent on o
vessel per turn, In otber words, i a
vessed fails o feadership check and
therr fails o re-roff, another re-rolf
cannat be expended on il for the same
vessed thar turn even If more re-rolls
dre avatlable.

MOVEMENT
Q: If a cruiser moves forwards L0cm in
a straight line during my Movement

phase, can the cruiser turn
immediately at the swart of the next
Movement phase, since the prior move

was 1cm in a straight line?

A: Noo A ship can onfy count forard
Mowvement made during a piven
Movemenf piwise before turning. In
other words, a cruiser 1bal moves
straipht abead at least Iom without
tarning in a Movement pbase conot
count that Moventent bo inmediately
frrn in the wext Movenient phase.

BLAST MARKERS
Q: If a ship moves through more than
one Blast marker, does it suffer -Scm
for each Blast marker?

A: Mopement through Blast markers
reduces speed by a total of Scm,
regardiess of bow many are moved
throngh in each Movement phase.

Q: My ship has a Blast marker on the
back of its basc, and moves forwards,
away from the Blast marker, I'm not
moving through it, so is my ship still
affecred?

A: Yes! flast  markers  affect
Leadership, movenent, shooting and
ordnance regardless of where the Blast
marker actually contacts the ship’s
base. If a ship bas a Blast marker
anyivhere on s base, then it will he
subject to all the described effects for
Blast  markers wo  matter,  no

exCefions.

Q: Can 1 stack up the blast markers
when I place them on a ship?

A: No. Blast markers can never be
stacked for any reason. Spread them
cronred the bese.

Q: A Blast marker is placed on my
apponent's cruiser when I shoor ar i,
but the size ol the Blast marker means
that the marker also lies over a nearby
ship's base. Is this ship also affected by
the Blast marker?

A: No. You showld make sure yon
aftetys place Blast markers so they oo
not touch (be bases of shifs nearkb)p.
Ships in base confact, bowerer can be
aiffected {see mext grestion),

Q: My opponent has some of his ships
in hase contact with cach other when [
fire at one of them. Do 1 place the Blast
marker so that it wouches the bases of
all these shipst Docs the Blast marker
affect all of the ships?

A: The Blast marker affects all ships in
hese comract with the rarget vessel,
Where possifle place the Blast nuarker
g0 that o toucbes the bases of alf
affected ships as a vremibnder, but wheve
this isn't possible remember thar alf
sfrips dr base confact with the farpel
vessed are stifl affected. It's only
Jrossible to place a Blast marker in
fapse condact with three ships at a time,
though it is possible thai move ships
than this will be affected, so rementber
tebich wes the original target vessel.

}: My cruiser has two shields and is in
contact  with  two  Blast  markers,
meaning it has no functioning shiclds.
It movees through these Blast markers,
tloes it risk suffering damage?

Ac Noo A sty onfy risks demage from
Being in contact with Blast markers if
it suffers a Shields Collapse critical
detrigdge or i the vessel does not bave
shiclds, such as Eldar Ships with
shields overlogded by raling fire bul
are ofberwise functional do nor risk
taking damage on o D6 roll of 6,

SHOOTING

Q: I want 1o shoot at my opponent’s
torpedoes (30cm away) but he also has
a cruiser {25%cm away) within range of
the same ship. Do | have to mke a
Leadership check to ignore the ship?

A: Noo A ship electing to fire at
ordrance does not bave o make

Leadershify check o ignore closer
targets, nor does {t bave to make @
feadership check fo (gnore enesy
vrelnance if it is the closest target, You
cen constder ships and ordnance fo be



o different Lypes of target which may
be tarpetied frecl), regardless of the
prresence of the other

Q: My cnemy has a cruiser (30cm away)
within range of onc of my ships, but
also has some orpedoes (15cm away)
within range. Do 1 have wo ke a
Leadership  check  to ignore  the
torpedoes and shoot the ship?

As No. ¥ou mmay freely ignore ordnance
in order to shool al the closest ship.
Shooting atl any other ship would
reguire a Leadership check as normal,
See above, since iy a strtdlar question.

): What happens if modificrs move my
shooting off the edge of the gunnery
table?

A: This can’t bappen, For all wedapons
with a firepower vafue, w0 target
aspect or modifier can adfust shooting
beyemd the far left or vight colpmns on
the gunnery table, Any modifiers
which would take the shooting beyond
these hounddaries are (Enoved.

Q: My shipsquadron has a total
firepower greater than 20,0 How do |
use the punnery table?

A: If a combination of ships in a
sguadron bas a  fircpower value
greater than 20, fook wp 20 and the
rematning firepower values separately
andd add them togetber. For example, o
seneceelroms of feo Carnages can have uf
o firepower 32 in one broadside, or
Sftrepower. These would be calculated
as @ firepover of 20 amd a firepower
af 12 om the Gunnery chart, with the
intals then added togetber

Q: The rulchook says

hatteries can splic their Grepower, but

“'tfﬂl'll ms
can lances?

A: Yes. Ships with multiple lances in o
given fire arc may splil thelr weapon
strength between targels but wmst still
make a Leadership check o fire on dy
target besides the closest.

Q: I am shooting at 2 ship which has
been forced o stand sull. Docs target
aspect still mater?

A: Nog exactly. When a ship is forced to
stand still, it counts as being largeted
as defences. In bigh orbil, where ships
bave move control  over  their
movement, owly ships which move at
least Scm avoid being larpetted as
defences i Lhis wety.

W Xl

Special Weapons
Q: My Nighmmare FicldSar Pulse
Generatorwhatever aflects a whole area,
I don't necd 1o see the arpet so are these
wrapins alfected by holoficldsblocked
lines ol sighticic?

A No, Sorre wedpon systems stch as the
Necron Nighteare Field and Star Pulse
Grenerator are area-effect weafns Hat
do not aim nor are divected at a
particular largel. Such weapons or
effects are not blocked by line of sipit
obstractions sech s bulles, minefiefds or
celesticd pherorrena, wor can they be
setvedd cgatnst by bolofields, Chees Marks
that affect nearby ships in a similar
manner are also nol affected by such
ebstruciions, nor dare catastrophic evends
such as twarp drive implosions,  sofar
fares, efc. As a rule of thumb, if a
weaponielect affects alf ships within its
given range, ratber than allowing you to
rick a partictlar target from them, then
it can be considered ‘area effect’

Critical aml Catastrophic Damage

Q: My ship has suffered the Engine Room
Damaged  critical three times  then
manages a repair roll, Does this repair all
instances of the Engine Hoom Damaged?

A: N Critical bits that can be repaired
cire cmilative; mecning shifs thel take
a mnltiple muomber of the same critical
dermraige st vepatr all incidences of
ket critical danage before the syster {5
Sully operaticnal.

€): My ship has already suffered a Shiclds
Collapse result, then suffers another. This
damape can’t be repaired amway, so is

the second result ignored?

A: No. Critical bits that cannol be
refaiived such as Shield Collapse ondy
cownt once, Subseguent instances of this
deamage instead move to the next higher
afylicakle critical dameage.

Q: Can a  hulk sl use  its
shicldsholofieldsshadowticlds?

Az No. Ships that are reduced Io zevo bits
and become bulls no longer bave
shiclels, Bolofields or any other sinilar
rerecheirtise.

Q: Do the turrets on a hulk still work?

Az Noo nat v any weay. SBombers do wot
fave to roll against o bulk's furret
palue to determine number of attacks,
st roll the dice straight.

OQ: Can 1 shootbhoard/otherwise attack
a4 hulk of my own ship? Fveryone on
there is already dead aren’t they?

A: Mo, you can't. Hulks cannot be fired
upewn or bogrded by friendly vessels or
orduance in an attempt o deny
victory points o the enem)y or induce
catasiroplic damage, As Necrons
actively strive fo deny their advanced
technology to other races, they are
exermft frome this ride.

O My nearest target is a hulk, do I have
to pass 3 Leadership check to ignore ir?

A: While enemy ships can chooge to
fire on a bulk, they do not bave to pass
a Feadership check to dgnore one if it
is the closest target,

g




ORDNANCE

Q: If | launch a wave of Ordnance
markers, can | stack them one on top
of cach other?

A New Ordnance markers in g wave
st B sprecd in base contact and
cannot be stacked.

Q: If T shoot ar a wave of ordnance or
salvo of torpedoes and score a hit, how
many individual markers are removed?

Az Al of them. Ordnance waves or
safvoes that are kit by direct-fire
wedfrons (sHch as gunnery or lances)
ot a rolf of 6 remove the entive wave
or salvo, nol a single torpedo or
Attack Craft marker.

Q: My ordnance wave moves through
three different Blast markers during its
mowe. Do | need o test each time for
damape?

A: Nev Crdnance waves furced to move
through multiple Blast markers in one
Ordnance pbhase are only required o
test one Hime dgeainst being removed
e et 13 roff of .

}: When does ordnance arcack?

A: Ordnance attacks are always
resufved fmmediarely, including in the
Movement phase when a ship moves
freéer enenry ordnance. This also alfows
sall tonhedn safvoes o be used (o
clear the way of encmy fighters in the
Ohrednance phase so that larger salvoes
ceirt ped Hhrouph, efc

Q: If ordnance moves into contact with
4 target, does it have to atack i?

A: Yes. Ordnance markers musi
always attack the first ordnance or
vessels they come in contact with
feeben applicaibdes. In otber words, o
fighter squadron may not dgnore a
small torpedo salvo in contact to
aitack o lavger one nearfy, or an
attack crafl wave may nol igrore dan
escort in contact to attack a nearby

cruiser

Torpedoes

Q: My torpedocs have a re-roll to hir,
but their targer has already been
destroyed. D | have to re-roll?

Ar des. Torpedoes that bave an
autontatic re-roll to bit must use their
re-roll to Bit a targer, even If that
Laerpel was already destroved by otber
Bits generated in the same salvo.

Q: Can torpedoes ignore hulks? Do
torpedoes have to attack hulks when
they move through them or can they
sense that they are already ‘dead'?

A: Torpedoes do not normally igrore
bulles in their line of movenent fand
must attack {f they do move through
themy). Boarding torpedoes may do so,
and gutded torpedoes may be steered
away from therm.

Attack Craft

: The rules say attack craft can turn
freely in their move. What does this
mean?

Ar Artack craft can make as many
turns as desived in the course of thelr
movement. They are assumed to be
able to aveid or ignove closer targets
or obstructions unless the course of
thafr movremen! unavoidably brings
them in conlact, such as Slast mrarkers

or celestial phenomena.

: My  bombersiassault boats
completely destroy their target ship
before 1 have made all my awacks, Do
the bombers/fassault boats ger o carey
on moving like torpedoes?

A: No, An assanlt boat or bomber
weve that destroys @ ship expends the
entire wave and is removed, even if
individual markers bave not yet
rolled their atiacks.

Q: 1 have a squadron of fighters on
Combat Air Patrol, but the ship they are
with moves awayv during the movement
phase. Can my fighters stay on CAP?
Can they stay with the ship?

A: A fighter or wave of fighters on CAP
may elect to move wilth its ship in the
Movernent phase (thus remgining in
base contact) o intercept ordnance
that may boe de #0s weey, bt if it does so
i may NOT then move in the ordnance
Phase. In oltber words, no double
moves. Fighters on CAP then stay on
CAF for that turn unless removed,

Q: I have multiple atack craft
performing Combat Air Patrol on the
same vessel, but 1 didn't launch them
as a wave. What happens?

A: Multiple attack craft markers
Sorwiing CAP in base contact with a
vessel are for all intents and purposes
treated as a wave. When encountering
Blast markers, roll once per Blast
marker for the whole wave, nol per
Suedadron mdarker

Q: I convert my bombers o torpedeo
bombers, but some of them also acted
like fighters, What happens?

Ar Altack craft that function as both
fighters and bombers lose their fighter
ability when converted lo torpedo
Bomibers and bave their speed reduced
Iy -Scm,

0Q: My ship masses turrets with those in
base contact, paining +1 urret for
each ship in base comtact. It is then
attacked by bombers. Do the extra
turrets count against the bombers
when they make their atcacks?

A: Noo The additiona! furrets onldy
allow you to make additional
attemprs fo shoot down the bombers
aix {hey come in.

Q: My ThunderhawksMantas/Eldar
Fightersiete have a 4+ chance of
remaining after they attack, Does this
mean I can go on and atack other
targets with them? Do they get this save
apainst subsequent targers?

Az Aftack craft that are “resillent”,
mearing they bave a 4+ Save against
eber ovdnance such Thunderbalks or
Ifdar fighters, can only attenf this



save once per Ordnance  phase,
whether attacking or being atlacked,
Fren {f they voll g 4+ o remain in
pley, they bave to stop movemer!
where e ordnance interaction ook
lace.

): If bombers or assault boats that
have this save use it (o survive against
fighters in CAP (meaning they are
already in base contact with a ship
when stopped by the fighter), they can
still anack the cargered vessel.

A: Bombers escorted by fighters get a
bonts o their attacks. I T fnclude
Sflgbters in a wave of assault boats is
there g bornus? £ his alfowed?

Fighters can escort a-bodls in a wave
in the same manner that they can
escort bombers, though they offer no
bonus to a-boat attacks.

RAMMING, BOARDING &
BASE SIZE

(): Defences have no aspect. How do 1
well if the defence is prow on when

ramming them?

A: When ramming defences, they
always roll their full nwmber of
starting HP to dameage the ramming
shife as if prow-on, as defences are
mare solidly built thean ships are.

£): Can | ram more than one ship in my
Movement phase?

Ar New As Baltlefleet Gorbic is a 20D
reprresentiation of 30 space, a ship
cannot attempl o raw wore than one
ship per Movement phase, cven i
multiple enemy vessels are in ils range
o pobe e,

'Q: If ramming, do | have to ram the
nearest ship?

Az No. As rammiing already reguires o
dedicated Leadership checl, « ship
does not have to make @ sefardate
Leadership check to ignore closer
terrgels fo ram one frrtber away, fust
s altack craft do nof baee to do 5o fo
attack a given fargel.

: 1 am ramming and have enough

movement to gel into base contact
with the target, but not cnough to
mowve through the stem of its base.
Have: | missecd?

A: No. While when
ranpring {5 measured stew o stem,

e

contact when allempiing fo ram is

determined by base-to-bease confact. If

any part of the ramming ship’s base
contacts any part of the rammed
ship's bhase in the cowrse of il
morenrend, the ram s considered to be
sneccessfil,

Q: After ramming, can 1 stop moving so
that T stav in base contact and board
the same ship later on?

A: When ramning, the ramming vessel
FULL  distance,
freclnding any extra distance moped
for being ANl Abead Full While a
retrmernting vessel way later allewf 1o
hoard or shoot, it may only attempt to
bogard a vessel i §l ends up in base
contact with one at the end of its full

st move iis

meoverient.

) What size basc do grand cruisers go

ond

A: Imperial and Chaos grand cruisers
wse o large size base. Any vessel can
elect to use a large base and is
considered to bave tractor flelds for
Free,

HIT-AND-RLIN ATTACKS

Q: My cruiser has a Mark of Nurgle, so
cannot be hoarded, Do hit-and-run
attacks against it always lail?

A: No. Ships that cannot be boerded
{such cs Chaos pessels with the Mark
of Nurgle) ave NOT awtomatically
fovrmuene from bil and run attacks.

Q: Some mwes get a bonos o their
ateacks. Does a roll of a 1 sill fail?

A: Nope., Fleets that benegfit frome a +1
bonus to their bit-and-run atiacks roll
& 2 o 7 on a D6, meaning they will
mever jafl fo fnflict some damge on
thetr target, Only a scorve of 1 after alf
modifiers bave been applicd is a
Sferifnre. )

DISENGAGING
Q: Can a ship disengage by simply
leaving the tabley

A Yes, A vessel that moves off of the
table edpe during play for any redason
cesrels as being disenpaged.

: If one ship in a sguadron
accidentally moves off the able cdge,
does  that ship alone count  as
disengaged?

A: No. I any one shipy in o sguadron
disengages, the whole squadron must
then immediately and in subsequent
turns attempt to disengeage. Regardless
of whether they manage o disengage
ar wat by the end of the game, they will
cownt as baving done so at the end for
purposes of Victory Points (whbich wilf
also tabe into accowst Belr fevel of
demage when they disengagediat the
enel of the pame).

This applics to any sguadron, but in
particular il prevents an  escort
sgucdron from disengaging one or
twe vessels o keep Leadersbip or
Victory Point beneflis, then pushing
the rest of them in a swicide run al the

ERETTY.

: How many ¥ictory Points do 1 get
for my enemy’s disengaged squadrons?

Az A ship rhat disengages counts as
Fi% destroved, or 23% destroyed i i
is cripyled. This is NOT in addition o
the 25% Victery Point value §f i
powmaing on the table at the end of the
peirne bt s crippled. A playver ondy
getrns S0F Victory Poinls (+1 revcws
if the ship remeains as a bulk on the
table and the winning playver bolds the
field as described om p.66 of the
rrelebook,




SQUADRONS
: I have a squadron composed of
ships with different Leadership values,

which score should 1 use?

A: Bofore the start of a game, escorl
sguadrons meake a single roll to
determine Leadership for the entire
squadron, Capital sbips may rodl their
individual Leadership separarely, but
capital ship sguadrons must  be
deployved and declared as such before
the start of the game A capital ship
sgfpetelron assumes the Leadership of
twhalever surviving vessel bas the
highest Leadership.

Qe Il 1 pass a Leadership test can |
ignore  the nearest ship in the
squadron and pick another target

within it?

A: No, When shooting al squadrons, a
feadership test cannot be used o pick
ol individual ships in a squadron;
oy the cfosest vessel can be fargeied,
This does not apply to ordnance,
whick can target and ship in a
sgfrectelron they con hil,

Q: Do special orders affect ships in a

stpuadlron separately?

A: Mope, Vessels in a squadron are all
egually affected by special orders
taken By any one ship in the
squadron. For instance, when on All
Abead Full, only one rolf (s made fo
determine additional move distance
Jor afl the vessels in the sguadron,

Ny

CELESTIAL PHENOMENA
Q: How many times can a solar lare go
off during a game?

A: Solar flares now only occur once
per game. Rolling multiple instances
ay cefestial phenomena during set-up

only  medans there i a  higher

fikelibood one will occur, but only one
will actually manifest ftself during the
et

Q: Can I shoot at a ship inside an
asteroid field?

A: No, Ships cannol shool fnto or ot
of an  asteroid  fleld.
ofsosing vessels that are BOTH in an
asterodd fleld wmay sboot al each otber
if they are wor braced or crippled, but
all  weapons  are  ar balf

Howvever,

and  bave a
maximon range of Idcm. Torpedoes
el Nowve cannon may not five

strenpilyfirepower

Q¢ My ship is in a pravity well (free
turn) but also on All Ahcad Full orders
(no wrns  allowed), Which  takes
precedence?

A: Free turns provided by gravity wells
can be used even when the ship cannot
normmally turn, such as when under Alf
Abead Full or Lock On shecial orders.
They can also be combined with Come
T New Heading special orders,

TRANSPORTS

AND PLANETARY DEFENCES
Q: Can I squadron orbital defences?
A: Yes, Orbital defenices or ships that
count as defences may be placed in
sguadrons,  with  1HP  defences
grouped in up to six unils and larger
defences grouped in up to four

Q: Defence Monitors are listed as
defences, but they are also ships. Do
they have a Leadership?

A Noo Vessefs wsed as planetary
defences such as Defence Monitors or
system ships do not rofl for Leadersbip
or bave a Leadership value just as
other normal planelary defences do
nat, This means that they cannol lake
o arey special orders, including Brace
For Impact. However, as they are
intimarely fandliar with the Iocal
area of space they operate in, lbey
automatically pass any Leadersbip
checks they dre reguired to malee, such
as for navigating local celestial
henomena, etc. This does not apply
Sor ships that are targeted as defences
but otberwise are nol normoally
restricted to planetary defences, such
as Crk Roks, Kroot Warspberes, etc.

Q: What happens to a heavy transport
when crippled? Does it stll count irs
transport capacicy?

Ar A beary transport only cowats qs
one fransport §F i s crippfed in any
scenario where it counts as lwo

Lretrsfrarts.

: What about special ransports? They
count half, so how does this work for

Assault Poines?

A: Any special transport such as an
armed freipbier or fast clipper that
countls a5 alf a transport for victory
conditions is alfso onfy worth 1 Assanlt
Proint, Heguy transports are worth 4
Assault Points, or tro Assgudt Poings i
crippled.

Mines
Q: Can
minecficlds?

ships  move  through

A: Friendly ships may traverse &
mincfield normally. Foolbardy enemy
vessels may attempt to do so using a
FLeadership check as when traversing
an gsternded ffeld, Remember the nines
meay well attack these enenyy as they

o’

Qi Can ordnance move through a
mineficld?

A Alfack oraft can bide in a minefield
the same way they may do so in an
asterodd field (destroved in a Do roll
of six). Torpedoes that contact a
mitnefleld are destroyed.

And finallv., .

Remerber thal the minefteld rules on
.37 of the 2002 Annual completely
replace those in the rulebook, The
cheanges are mainly as follows: mines
are only activaled in the owning
Player’s Orvdnance phase, escoris each
aeled ¢ +1 maodifier to the dice roll to
b detected, and each vessel detected
onfy activates one mine ve. D3 mifnes.




‘Che oot

Background for the land of the Halflings including rules for the Halfling Thief.
By Mark Havenor with additional observations on the little folk from Gav Thorpe

“and that's bow Frederick slew the borrible Ogre King,
and saved Princess Mariella from a fate worse than
death!". As be finished bis tale, the unkempt old man sal
back with a pleased smile on bis face, obviously
confident that be bad thoroughly engaged s audience
of a balf dozen teenaged boys in the dim bar.

MHis audience seemed less convinced. “Enough of this
fairy tale rubbish, old-timer Tell us aboul some of the
larrdds yow've travelled. We'll not fill your cup for rales of
staeff and nonsense... we want information!”, 1his from a
pock-faced youth with an unfortunate set fo bis faw. His
clothes were obviously band-me-downs, as they buried
bis fankey form. He also wore a sword at bis bip, bul os
well worn as it seemed, the storyteller doubted the boy
knew bow to wield the blade. Doubtless be had pilfered
it, probably from a relative.

“Fine, fine young squire, what fabled lands do you wish
to learrn abowut?” asked the ofd man, with a last longing
look at bis enipty pewter cup. “The mystical lands of for-
aff Catbay perbaps? The magnificent and decdly deserts
af Araby? The storm-guarded isles of wondrows Nifpon?”

With an excited look at bis young and equally
inexpertenced companions, the pock-faced boy said in a
bushed whisper, “Tell us about... the Moot

The storyieller fooked surprised; this be bad not
expected. A young man with a bead for advenlure
normally asked about lands far awey, lands be bad slim
bope of ever reaching. Most aof these ‘adventurers’ ended
up as bouse guards for a fat local merchant, or town
werdens if they showed particular promise, Bul the
Moot... perbaps this group of bapless youngsters bad a
more practical beat.. they might aciually be smarl
enough to make their way dafter all. Those that survived
that is, the old men thought grimiy.

“Very well, young masters” said the old man, all signs of

friendly good cheer gone from bis face, "Ihe Mool i is.
Fil! my cup and { will tefl you all you could bope to know
about the bomeland of the wee folk known as the
Hefflivgs. "




Gvertiet

Mootland is the proper name for the land of the Halflings,
and it lies between the provinces of Averland and Stirland
in the Empire. Tt is a peaceful land of fertile valleys nestled
berween gently sloping hills. The climate is mild and
water sources are plentiful, as the mighty River Aver runs
directly through the province, with many small streams
and creeks winding their way down to meet it. As a result
of this, the Moot is blessed with beautilul scenery and
fertile ground which is just as well due o the overall
laxiness of the inhabitants.

Mootland is the largest Halfling settlement in the Old
World, having been granted to these diminutive people
over a millennia ago by Ludwig the Fat, in recognition of
Halfling service to the Empire. For, you see, before the
influence of Halfling culinary arts, Imperial cuisine had
been notoriously bad (in fact rumour has it that the
Emperor’s name before he had hired a Halfling chef had
been Ludwig the Skinny and Grumpy!).

The Sand

The presence of the Aver provides plenty of water
throughout the provinee for irrigation and drinking water
for the Mallling population, Many villages and farmsteads
have sprung up along this greal waterway over the vears.
The largest villages are Brandenberry 1o the west,
Leedlion 1o the east, and Bogglewort to the north, near
the Stirland border.

Other locations of note in the Moot ave the TTornshy's
Ferry crassing, the Ruins of Moldberg, and the Wailing
Woods.

The one Aver crossing in the Moot is Hornsby's Terry,
which lies very close to the middle of the province. The
ferry crossing is the only way across the river for 30 miles
in gither direction (something it is rumoured the Hornshy
family has ensured over the years with acts of sabotage
against any attempt (0 build a bridge or rival ferry
crossing). The Hornsbyvs are well known for their
willingness to cross the river at any hour and regardless of
weather. However, they will charge dearly for the service,
and the rates increase with the lateness of the hour or the
inclemency of the elements.

The Ruins of Moldberg lic just north of Brandenberry.
This area was once the holdings of a powerful lord of a

haunted. Some experts in such matters claim thar ics
Elves in those woods making all the trouble, not spirits. In
any case, travellers know o steer well clear of these
woods if they want to keep their skins intact.

Finally, I should mention among places of interest that the
Moot is home to several famous inns - the Dancing Dogs,
the Hogshead Tnn, the Laughing Ass, and the Scarlet
Snake. If a traveller enters the Moot and does not visit as
many of these inns as possible, he is doing himself a
disservice, One will not find more comfortable heds (each
has at least a lew rooms with human sized furnishings) or
more succulent meals at any inn in the Empire proper.

Societp an® Pofitics

Mootland is surrounded by Imperial provinces, and relics
on the Empire for protection, but this land and its people
are completely auvtonomous. Technically not Tmperial
citizens, the Halflings of Mootland have nevertheless
always proven staunch allies. In fact, a detachment of
Halflings (known as the Imperial Crows) serves in the
Imperial capital, both in the local militia and in the
Imperial household as chefs and manservants.

While the proper name of the land is Mootand, most
citizens of the Empire refer to the land of the Halflings as
simply *“The Moot’, after their curious practice of
governance by mass meeting. All imporiant issues in a
township are village are scttled by a large public meeting
of all the local citizens (usually held in the town hall, or
the largest barn if no wown hall exisis). Most Imperial

E

bygone cra, and it is rumoured that his spirit and the __

spirits of his soldicers still haunt the cold stones that are all
that remain of Moldberg Keep.

T the southwest lie the Wailing Woods, While most
woods in Mootland are very light and open, the Wailing
Woods are the exception. Dense and dark as any forest of
the Empire, the Wailing Woods are also amoured to be




politicians would find these meetings quite anarchic, but
the Halflings are quite happy with it, and | must say that
their process seems to lack much of the infighting and
behind-the-scenes manocuvring that characterise Imperial
politics.

Each village elects a village head, known as the Elder
Several times a year, District Moots are held, which involve
only these Elders, These are somewhat more organised
than a village Moot, but still involve government by
committee. The chair of the District Moot is clected by a
vote of all the Flders, and this individual holds the
Halfling voie when it comes time to choosing 4 new
Emperor. This is a powerful position indeed, as it is the
only vote of the Electoral Council that the Emperor may
not dispose of

There is no proper capital of the Moot. The closest thing
the Halflings have is the current District Moot host village,
which is determined through a convoluted system that
relies on such varied factors as the size of the local harvest,
the villape population (including all recent rravellers), and
the number of awards the villape has taken in Tmperial
competitions that vear.

Halfling socicty is mostly patriarchal, with males naturally
assuming authority over the family. However, women are
given a voice in decision-making, and in fact several
prominent Elders have been female.

T e People

Malflings are not bad folk, all things considered. However,
they have several bad habits. They are naturally indolent -
a Halfling would much rather be stuffing minced pies
down his face (followed by copious amounts of beer) than
putting in an honest day's work. Halflings are born
collectors, and have a natural curiosity; these two factors
combine to make the average Halfling quite pronce to
‘discovering’ things. A traveller in the Moot will find afrer
an extended stay that he's either several valuables lighter,
or left a trail of dead and injurcd Halflings in his wake.

Ruffians attempt to upset the smooth ru

nning of Horsby's Ferry

Carrwheels (and in exireme cases, whole carts) have been
known to go missing within a few minutes al the cart's
owner popping inside a Halfling pub for a quick drink.

Halflings are greedy fellows (though nowhere near as bad
as Dwarls), and they also love to hoard things. In fact most
Malfling dwellings have an entire room or two dedicated
entirely to their “treasures’ — things the Halfling residents
have picked up, usually ranging from items of actual value
to worthless junk and shiny trinkets. These folk harte to
throw anyvthing away — even food scraps (such as they are)
are fed w the dogs or pigs.

While the Moot on first glance would seem to be a land of
heaudful hills and ficlds, where pastoral peace prevails,
upon closer inspection a traveller will find that the
situation is a hit different. A typical village consists of a
collection of dilapidated structures badly in need of
cleaning, and most with a slight lean to them, as there are
no proper building regulations in the Moot Young
Halllings run wild among these buildings, along with a
few dirty animals (dogs, pigs, chickens). The aduli
inhabitants will mostly either he found resting or eating
one of the many meals they enjoy throughout the day
While a Halfling village will have several buildings above
ground, these are the homes of the poorer families, The
more well-ofl members of the community make their
homes underground in vast burrows, though these homes
are rarely any berter kept up than their above-ground
counterparts. In fact, the general Halfling carefree spirt is
often even more prevalent among the burrows, a8 many a
family intermarriage has been predicated by a Halflling
male tunnelling through a wall into the neighbours’
dwelling to find a willing female on the other side...

Halflings raise livestock and craps, much like humans. In
fact, Halfling farmers are often quite adept at their craft
fwhen you can get them into the fields), and the fruits and
vegetables from the Moot are among the largest and most
flavourful in the Empire. Malfling farmers don't often raise
large animals like cattle, as cows are a bit large for them to




casily handle, However, sheep, goats, hogs, and fowl of all
kinds are quile common. As with their crops, lvesiock
raised by a Halfling farmer tends to be among the most
tender and flavourful in the Empire. Whether this is due
tor their methods of farming or their culinary skills remains
a Mmystery.

Halflings can also make skilled craftsmen, and often
display a manual dexterity that is amazing in 4 people with
fingers so small. The Moot is well known throughout the
Empire for quality leather and tin goods, as well as small
mechanical devices, The most notable crafisman in
Halfling sociery is, of course, the chef. This is because of
the importance Halflings place on their food. While the
average Halfling is but the size of a child, he can eat much
more than a grown man. In fact it is entirely normal for a
Halfling to eat 5 or & large meals in a single day (and more
on holidays).

Malllings have a good eye for distance and can olten he
found in the wild throwing stones and sticks at wild birds,
squirrels, and pretty much any other fauna that look like
they may make a decent stew, Halfling huntsmen are
without peer in the rest of the Empire, and an ace Mallling
bowman can shoot the eve out of a flying duck ar 50
paces. 1If vou can dreag him out of the pub, thart is,

Another skill that is commeon among Falllings is the ability
ter hlend in with the background. A combination of small
stature, gentle demeanour, and a lifetime of honing skills
“collecting things” undoubitedly aid in this. Whatever the
reason, onc thing is surc — Halflings can remain
unobtrusive if they wish, And none are more adept at this
ability than the Halfling Rangers, The Rangers are a small
force of not more than a few dozen hand-picked warriors
that travel the borders of the Moot, constantly guarding
agmiinst invasion by forces that would do their people
harm, Travelling in packs of not more than three or four
at a time, Halfling Rangers only gather in large numbers in
times of dire need, such as an Ore invasion of the Moot

Other than the Rangers and the small force stationed in
the Empire's capital, the Moot has few professional
soldiers. Howewer, the entine provinee is well policed (as
beefits 4 province of people with such light fngers). Tt must
be remembered though that the Marshals that do this
policing are Malflings themselves: not only are bribery and
cormuption not uncommaon, they are expecred. Do not
approach a Marshall with a complaint about a lified purse
unless vou are willing to share half the contents with him
should it be found.

There are few humans living in the Moot, but a fair
number of Ogres find the region o their liking. While the

two races might scem an odd pairing, they acmally seem

to get along well with each other, In fact most village
Elders have one or two Ogres in his employ (which helps
to give him the clout he needs to keep order over the
boisterous but otherwise non-political Halflings of his
village), Ogres seem to enjoy Halfling cuisine (in fact they
are one of the few races that enjov eating as much as
Halflings do), and their Halfling neighbours are mostly
smart enough to not lift any Ogre possessions, In fact
Halflings rarely steal from their neighbours at all; most
understand that unless they want w end up floating in the
River Aver, it's best not to practice such habits too close o
home,

In times of war the Halfling army is mustered, this army is
a collection of the small detachments of professional
soldiery, augmented by units made up of villagers hasiily
armed with spears or bows. These units of citizen militia
are normally organised by village, and each is normally led
by the village Elder or one of the arca Marshals, Small
units of TTallings who are particularly crafty and accurate
shots (usually the best hunters of the region) are
organised into small units of Scouts, sent ahead o gather
information on and generally harass the enemy troops, A
regiment of Ogre inhabitanis usvally reinforces this
mustering as well. Many an cnemy army has attempted to
march into the Empire through the Moot, expecting casy
going, only to be unpleasantly surprised by the resistance
li'l.tf}' EnCounber.

Halflings are often underestimated. This generally works
1o their advantage when they atempt to be stealthy, and it
is usually a mistake made by those who do not know their
true character. While they have their faults, Halflings are
actually far less susceptible to suggestion or the
corrupting inflluence of Chaos than other mortals. This is
less due to strength of character than due to the fact that
none of the Gods of Chaos supply things that Halflings
really desire, They have no lust for power, are somewhat
more resistant o disease than a normal human, have no
love of war, and while they enjoy their fun, lack the
human appetite for sexual deviance, While Chaos Cules
seem (0 thrive under every flagstone in Tmperial cities,
vou'd be hard-pressed to find even one Halfling cult in the
whole of Mootland.

Tt is a rare Tallling indeed that desives 1o leave his village.
Maost that do tend o join the Rangers or the Imperial
Crows, However, there are some rare individuals thar are
not content with this “structured adventure’. These brave
souls strike out when they are ready and seek their
fortune outside their provinee. For there is great demand
throughout the Old World for 4 clever individual with a
head for subtlety, an ability 1w spot opportunity, and a
talent with small mechanical devices.



The Hornsby family has heard rumors that another family is
planning to build a lucrative toll bridge across the Aver, and
wish to stifle all competition. Buggles Horsnby (the family
patriarch) has hired one of the warbands 1o guard his ferry
until he can come to some sort of “agreement” with his
aspiring competitors. The other warband(s) have been
hired o wreck the ferey (and if some of the Hornsby's get
hurt in the process, there'll be a nice bonus in it for va..).

Terrain

A river should cross the center of the board, representing
this section of the River Aver, We recommend that this river
be at least 6" wide (preferably wider). In the middle of the
board should be the lerry crossing (a raft with a pulley
rope crossing the river. On one side of the river near one
end of the ferry crossing should be Hormshy House, where
the family lives, There should be some sort of road leading
to the ferry crossing on both sides. Afrer this basic set up,
the players should take mrns placing additional terrain
until they are both satisfied with the amount of terrain
present (alternatively, afier each places at least one
additional piece, a player may state he has finished placing
terrain; his opponent is allowed to place one more piece
of terrain}. The additional terrain should be either a set of
hedges or walls, hill, section of forest or similar item or
terrain appropriate for Empire in Flames, There should be
no other buildings than Hornsby House, and no other
rivers/streams than the Aver on ithe 1able.

Special rufes

The Aver: The Aver is considered o be a Deep River, and
is Fast Moving, So it is impassable for non-aquatic models,
and Difficult Ground for aquatic models (and they may
not swim against the current). Determing the direction of
the currcnt at the start of the game (technically this
doesn’t change, butl we don’t know whether vour local
game room points north or south). Unless a warband has
aquatic models, the Ferry Crossing is the only way across
the Aver. Obviously the models have to be on the Ferry
itself in order w cross at the Crossing, and the speed
depends upon how many warriors (not Andmals!y are
pulling the rope and doing nothing else. The speed across
is 1" per model pulling {owice that for every Large model
that is pulling). Enemy models on shore may fight against
the pull at the same rate {-1" per model, doubled if the
model is Large). The number of models that can take the
ferry across at any one fime depends upon the model
used and how many of the warrior models can physically
fit on ir.

The Ferry Crossing: As shabby as it may appear, the ferry
is actually made of guite sturdy materials. In fact the rope
is the finest Elven line, imported from Ulthuan, While it's

Protect Hornsby's Aerry!

not impervious 1o harm, it's a bit more sturdy than i
might at first appear. Similarly, the ferry itsell is of tough
wood, and will take some effort to dismember. An warrior
who wishes to attack the lerry crossing itself must first
move into contact with the parts he wishes to attack (rope
ar ferry). The rope will need to be sawed at for at least one
full, uninterrupted game turm w cut through (it is too
tough to simply be slashed ar with a sword and severed
that way). Ifa warrior sawing at the rope attempts 1o shoot
missiles, cast spells, attack in close combat, he will have to
start all over on his next turn, Similarly, a warrior who is
attacked in close combat or Knocked Down for any reason
will have to start over on his next tuen (if sill able to).
Animals (Hounds, squigs, etc) lack the intelligence to
figure out how to get through the rope, and s0 may not
attack it. I the rope is cur, the ferry crossing is considered
destroyed. If the ferry is not on one of the shores when
the rope is cut, it will drift downsiream and off the table
in that same player’s turn, aking anyone onboard off the
table with it {they are unharmed, but are taking no further
part in THIS game]).

The ferry may be attacked in close combat as if it were an
enemy warrior, Attacks automatically hit, its Toughness is
&, it has 3 Wounds, and an Armour Save of 44 Of course
it cannot attack back. T the ferry takes all its Wounds, the
Ferry Crossing is considered destroved. If for some reason
the ferry is destroved while it is not at the shore, anyone
on board is dumped into the Aver and washed
downstream off the table (treat them as being taken Oul
of Action, and roll for injurics accordingly).

The Hornsbys: The Hornsbys are hiding in their house,
waiting for their employees (the defending warband) 1o
drive the atacking forces off. They are of absolutely no
help in this scenario. In fact, the family is something of a
liability, as the defenders have 1o protect them as well as
the ferry. Il one or more attacking warriors manages o
enter Hornshy House and stays there for an entire game
mrn without at least one member of the defending
warband in the house, the Hornsby's are assumed to be
‘taught a lesson’ and roughed up by the atackers. The
doors to the house are locked, obviously, though the
family will let members of the defending warbsand in (iUs
not considered locked for themy).

Set Up

The player with  the highest warband  rating s
automatically the defender. The attacking warband(s) is
not set up on the table at the start of the game; instead the
attacking players note down from which table edge each
herovhenchman group will enter the table, A warband may
enter the table from multple table edges (this is an
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ambush), or only one, as the player wishes. After this is
done, the defender must place all warband members
within 6" of the ferry crossing or Hormsby House.

Starting the game

If there are multiple attackers, artacking players each roll
a D6 o determine who goes first. Play proceeds clockwise
around the rable among the attackers (based on where
players placed their warbands) from there, The defenders
2o last.

As each artacker starts his first turn, be must reveal which
board edge(s) his warband members are arriving on. He
then moves each warband member onto the board from
anywhere on the board edge noted for the model,
measuring their movement from the edge of the board.
Arracking warband members may not charge members of
the defending warband on the first wen (though the
defenders may charge artacking warband models, so
watch out artackers!).

Keep in mind that more than 4 players should be
accommodated with a larger battleficld than normal (see
the *Chaos in the Streces” article on multiplaver games in
the Best of Town Cryer, page 300,

EnPing the qame

The game ends when either the ferry crossing is
destroyed, all warbands but one have failed their Rout
test, or eight marns have passed (after that amount of time
a patrol have heard the commotion and ardive on the
stene, Warbands which Rout automartically lose. 1 the
ferry crossing is destroyed, the defenders automartically
lose. If the turn limit passes and the defenders get rescued
by the patrol, it is considered a win for the defenders, but
Buggles Hornsby  will be subtracting the Patrol's
‘Emergency Alert’ fees from the warband’s pay.

If one of more warbands have allied when the other
warhands have all routed, they may choose o share the
victory and cnd the game, or they may continue the game
until one warband is victorious,

In addition to normal Exploration money, the following
rewards await the warbands taking part in this scenario:

If the attackers win the scenario, they receive 3D6 ge cach
(roll separately for cach warband, as each contract was
negotiated separately). Any atacking warband that has a
warrior taking part in ‘roughing up’ the Hornsbys receives
206 pe, whether the attackers win the scenario or not

Il the defenders win and the Hornshys have NOT been
roughed up, the defenders rececive 3Doge from the
Hornsbys, If the defenders win because the turn limit has
passed, subtract 2Dége rom this total o represent the
Patrol's fees. If this is a multiplaver pame and the
defenders have managed to convinee one of the attacking
warbands to share the victory with them, the defenders
will have 1o share their pay as well {in whatever manner
the two players agree), as Buggles is unwilling to cough
up any more gold. If the defenders win but do not manage:
to keep the attacking warbands rom roughing the
Hornsbys up, they receive NO pay, and in fact are escorted
out of the arca by the local Patrol.

Etperience
+1 Survives: If a Hero or Henchman group survives the
barele they gain +1 Expericnce.

+1 Winning Leader: The leader of the winning
warband(s) gains + 1 Experience.

+1 Per Enemy Out of Action: Anv Hero earns +1
Experience for each enemy he purs Ourt of Action.

+1 Roughing Up the Hornsbys: I members of the
Artacking warband rough up the Hornshys, that warband's
leader earns + 1 Experience.

+1 Defending the Hornsbys: The leader of the
Defending warband gains an additional +1 Experience if
his warband manages to win the scenario without letting
the Hornsbhys get roughed up,




Baffing T BHief

25gc to hire/Special Upkeep (see below)

Halflings are well known for their nimble feet and even
nimbler lingers. While many follow their fathers and turn
their dextrous skills to works of craft such as basket
making, cobbling and cookery (in fact a lot of cookery)
many also find themselves drawn towards the danger and
excitement of stealing. ©f course, Halflings never take
anything oo valuable {except by accident) as that would
not be nice to the person who previously owned the item,
Nonetheless, it is surprising the number of things that go
‘missing’ when a Halfling is about. The poor little chaps
don't know the're doing it half the time, they just seem to
acguire rings, boxes of marches and small pets as they go
about their normal business,

In fact, Halllings have a very relaxed attitude towards
property in general, and casually swap items with one
another all of the time (mostly without realising they're
actually swapping). Hallling birthdays are a celebration of
this attitude and many gifts are freely given away by the
Halfling whose birthday it is (usually, as a consequence of
inviting another twvelve Halflings to your house and then
falling asleep after dinner).

Many Halflings find that the skills which were 1aught 1o
them as part of their natural childhood and adolescence
are frowned upon by people ourside of the Moot. They
also find themselves very popular with  certain
organisations, such as the ;

Thieves Guild and the
local Waich patrol.

As can be expected, the speed and agility of Halfling
Thieves has been noted by many of those who seek their
formane delving into the ruins of Mordheim, Halflings
make excellent bait for monster traps and are usually
quick and lucky enough to escape once the monster has
fallen for the trap, Their diminutive size allows them to be
pushed through sewers, under badly fitting gates and into
rat-infested nooks and crannics. As vou might well, a
Halfling is considered by some to be the most essential
picee of adventuring equipment vou could ger.

Despite this rough treatment, most Halfling “Treasure and
Property Remowval Experts” don't mind the odd trek into
the ruins, With a few of big, burly trained bullies and
perhaps a sneaky looking wizard to back you up, your
enemies don't come calling at your door so often! Besides,
where else can vou find so many gilts, pretty gems, silver
plates, swords of Mystical and Magical Significance. Not
only all that, someone actually listens to what you're
saying, even if they do decide to ignore you completely
when vou finished giving your advice.

Famous Hallling Thieves from the history books include:
Nikkit Kwik (also known as the Burglar of Brionne),
Bumblebean Lightfoor, Nifiler ‘Statue Stealer” Stumbly,
and the Halfling who once managed 1o steal the Great hell
out of the Temple of Sigmar in Nuln, ‘Two-feet-tall’
Telworth Buttercup. The "King of Thieves'

is the Neddley,

responsible for stealing almost anything
that wasn’t nailed down (and if he had a
claw hammer with him, he'd steal the nails
1),

renowned  MNed

Halflings excel at making themselves
inconspicuous. This probably has something
to do with their small sature, unassuming
manner and predilection for walking around

still differences in individual Talfling
abilities in this arca. The Halfling
=@ Thicf is a master at sneakiness,
J_/f-/’ sticky-fingers, and feigned innocence.
iy Adding one 1o your warband is always a
dicey situation at best, as vou're alwavs
certain that the other warriors are
going o come up a few crowns
light by the end of the advenoare.



May be Hired: The Halfling Thief may be hired by the
following warbands: Human Mercenaries, Kislevites, and
any Woodd Bl or Dwarf warband.

Rating: A Halfling Thief increases the warband’s rating by
+14 points, plus 1 point for each Experience Point he has.

Profile M WS BS S T W 1 A Ld
Halfling 4 2 4 2 2 1 4 7

Equipment: A Halfling Thicf is equipped with a sword,
dagger, and throwing daggers. He carries a rope and
grapple as well.

Skills: A Halfling Thief may choose from Speed and
Shooting skills. He may also choose [rom the special
Hallling Thiel skills below:

ew SEifls

If the Halfling Thiel rolls a skill as an advance, he may
choose o take onc of the following skills instead of his
normal skill selections:

Wily Thiel (Halfling Thief Only): The Thicf is an expert
at quickly finding the valuables on a victim before moving
on. Tb reflect this, if the Thiel takes out any members of
the enemy warband during a game (and he was not taken
Out of Action himself), the Halfling Thief's warband
receives one additional Treasure (this does not affect the
opposing warband's number of Treasures... just assume
this is one they WOULD have found and leave it at that).
This is, of course, in addition to the normal +1 Treasure
he already adds through his *Cutpurse” special rule.

Stealthy (Halfling Thief Only): The Halfling Thicf can
hide even after running, and can run while within 8" of
encmy models if he starts and ends his move hidden.

Special Rufes

Infiltrator: The Thicf is an expert at sneaking close 1o the
enemy without being detected. He may always be placed
on the battlefield alier the opposing warband(s), and can
be placed anywhere on the table as long as it is out of
sight of the opposing warband and more than 12" away
from any enemy model. I7bath players have models which
infiltmate in this way, roll off to see which player places his
infiltrators first.,

Pick Locks: A Thief knows how to open doors that others
find impossible, using special wols of the trade and
heavily guarded techniques, a good Thief can pretty much
go anvwhere he pleases. When testing to open a locked
door, the Thief just needs to make an Initative test in
order to be successiul.

Cutpurse: A Thief makes his profession by ‘finding” things

Uisirg the roofiaps, the sneaky little thicf finds bis way
frast the puard and into another house,

others have 'lost’. To represent this, at the end of the game
when the warband rolls o find Treasures, they receive
one additional Treasure as long as the Thief ook part in
the game (ie, he was actually in the battle), and wasn't
taken Out of Action.

Uneasy Ally: At the end of each game {whether or not the
Halfling Thief actually took part), roll a D6 and consult the
chart following:

[ e = ==
1  Stop Thiel! — Obwviously unimpressed

with his employment, the Hallling Thief
has absconded with all the warband’s i|
valuables! Remove the Halfling Thiel from | '
vour roster, along with all Treasures and ||
valuables remaining in vour stash from '
previous games. Do not add any |
additional Treasures for having the Thief
in your warband this pame, i

2-5 Tax Time - The Halfling Thief seems
satisfied with his time with the warband i
thus far, and just charges “his normal fee” |

i of 4 15gc upkeep. ! |
-\.{ r

6 Ignorance is Bliss — The Halfling Thief
seems very satisfied with the take so far B
(in fact maybe TOO satisfied, as he keeps ::
rubbing his hands together and muttering
to himsell.. ), and forgoes any upkeep !
charges on vour warband this time. On |=
I the bright side, whatever it is he's filched |
|

vou never knew you had..




One (or more) of the warbands has been robbed while
traveling in the Moot, They have tracked the thiel back 1o
the other warband, and are preparing to retrieve their lost
POSSESSIOnN.

Terrain

Each plaver wakes it in turn o place a picce of terrain,
either a building, sct of hedges or walls, hill, section of
forest, section of swamp, river or stream, or similar item
or tercain appropriate for Empire in Flames. There should
he a relatively clear area in the centre of the board o
represent the defending warband's campsite,

Special rufes

The warband with the highest warband rating is the
defending warband. All other warbands got robbed and
are the attackers, Each attacking player must remove the
mest expensive weapon or piece of equipment from his
roster {this will automatically be a magic item if the
wiarband has one). If the most expensive item is an animal
or is larger than man-sized (like a carrage), ignore it (oo

Stop, T Bief!

cumbersome [or the thiel 1o steal), and go to the next
most valuable item that isn't large or an animal. The
defending plaver MAY use the stolen items in this game
(though they have to be used by the Hallling Thiel).

The defending warband automatically gains the services of
a2 Halfling Thief hired sword for this game, They may
retain his services as normal after this game (il they don’t
decide to string him up lirst). This is the Thief that has
filched the valuables from the atacking warbands. The
goal of the attacking warbands is to capture or kill this
litthe bugeer and ger their valuables hack. Since the
defenders don’t know what is going on other than the fact
that they arc getting attacked, their poal is to fight off the
attacking warbands,

Set Dp

The defending plaver deploys his warband  first, and
deplovs randomly from the cenire of the tahle. Place each
model in the center of the table {one model at a time) and
roll a Scarrer Die and a 0. The Scatter Die determines the

=

Tivo warbands clash as a vesult of the Halflings sticky fingers




direction to move the model, and the 16 determines the
number of inches o move him. If the Scatter Die comes
up with a ‘Hit’ result, use the small arrow at the top of the
target symbol to determine direction. I the plavers do not
have a Scatter Die, use a (non-digital) watch and 2D6 to
determine direction, or some other appropriate method,

After the defending warband has heen placed, any
remaining players roll a D6 o see who deploys first, with
the player rolling highest choosing a table edge and
setting up first. If there are two attackers, then the second
sets up on the opposite board edge. If there are more than
2 auntacking players, they each choose sides and set up
their warbands based on the order of their dice rolls,
highest to lowest, A plaver must set up his warband within
8" ol his table edge, but not within 4" of a side edge. Keep
in mind that more than 4 players setting up on table edges
should be accommodated with a larger banlefield than
normal (see the “Chaos in the Streets” article on
multiplayer games in the Best of Town Cryer, page 30).

Starting tfe qame

Plavers each roll a D6 1o determine who goes first. Play
proceeds clockwise around the table (based on where
players placed their warbands) from there, The defending
wirband automatically woes last.

EnRing the game

The game ends when all warbands but one have failed
their Rout test, Warbands which Rout automatically lose. If
one of more warbands have allied when the other
warbands have all routed, they may choose to share the
victory and end the game, or they may continue the game
until one warband is victorious.

In addition to normal Exploration money, the following
rewards await the warbands taking part in this scenario:

If the defending warband wins the scenario, the Thiel
hocks the items he has stolen (hall value, as usual for
selling equipment), and gives it all o his warband as
compensation for the trouble he's caused (he probably
actually sold it for far more and is keeping a handy profit,
but that's all he's claiming o have sold it for anyway...).

If the attackers win the scenario, they get all their items
back of course, and in addition they find 26 GO worth of
valuahles that the Thiefl nicked off other victims.

If the defending warband has allied with one or more ol
the attacking warbands, the defending player can of
course return that warband’s items to him at the end of
the game (and of course the Thief will look as surprised as
anyone to find the items in his rucksack).

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

+1 Winning Leader: The leader of the winning
warband(s) gains +1 Experience,

+1 Per Enemy Out of Action: Any Hero carns +1
Experience for cach enemy he puts Out of Action,

+1 Retrieved Ttem: The leader of an Attacking warband
that retrieves their stolen item receives an additional +1
Experience.
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BATTLEFLEET

GOTHIC

PRIVATEER

by Matt Keefe

In the second part of the Privateer series, Matt Keefe presents some new scenarios

The scenarios that follow are the first in a batch of
Privateer themed scenarios — small games using unusual,
raider type forces, In some cases, these [orces are so
unigue we've decided o include special fleet lists to
represent the itinerant pirates and raiders responsible.
Over the coming months we'll introduce more scenarios,
and along with them more fleet lists.

FIGHTING THE SCENARIOS

The scenarios are most suited to the specific Privateer lists
which are livered throughout this article. Most scenarios
allow you to use forces picked from any fleet list you want,
though you'll find that hefiy restrictions apply in order to
keep the Privateer leel of the scenarios. If vou are plaving
in a campaign, vou can easily mix in a fow Privatcer
scenarios from time to time - just pick your forces from
your existing fleet roster subject to the special restrictions
outlined in the Privateer scenario.

SPECIAL RULES
Due to the smaller focus and unigque emphasis of these
scenarios, a number of special rules apply.

Damaged Escorts

Smaller, escort sived vessels are the ideal ships [or piracy.
Their size and speed means that in this regard their far
outstrip the larger and more powerful warships typically of
Large battlefleets, Escorts are fragile, no doubt, but their
small size means that often the damage required o put
them our of action is relatvely minimal (compared tw a
capital ship which may expericnce many systems being
destroyed before the ship itsell ceases 1o function), and in
many cases such damage can be repaired with some haste
by expericnced crews. With the smaller forces involved,
escort vessels are a livtle more flexible, and we can imaging
that they have a chance ol being back in action, even alier
relatively severe damage, long before the more cumbersome
capital ships have had a chance to leave the area,

LT

In Privateer scenarios, we must consider the possibility
that escort vessels are able 1o go on fighting past the point
at which in larger barles they would be considered
entirely out of action. When an escort vessel suffers a hit
which would destroy it, roll a dice and consult the chart
below:

1-3 Out of Action! The wessel is destroyved, or if not
suffers such great damage that its crew cannot
possibly hope 1o continue the Aght and must maren all
their arcentions to saving their own lives. Remove the
model from the game and replace it with a Blast
muarker,

4-5 Damage Control. The valiant crew struggle to bring
raging fires under control, hastily repairing damaged
svstems, Leave the ship model on the table. At the
start of its next Movement phase, move the ship
directly formards by a distance equal to half its speed.
After moving the ship, roll again on this chart adding
+ 1. This bonus is not cumulative, so only a single +1
honus applies, no matter how many damage control
results an escort may roll during a game,

&  Battles Omn! A heroic effort by the ship's crew allows
it tor fight on through the damage. Place an additional
Blast marker on the ship's base to represent the
difficulty of operating such a damaged vessel, but
otherwise the escort remains in the game and can be
used as normal.

Capital ships, with the potential o become crippled
and with the ability to carry out damage control and
contain any criticals, do not benefit from  this
increased endurance.




Escorts & Squadrons

Due to the smaller battles represented by these Privateer
sconmarios, we can assume that escorts are occasionally
forced to operate alone, rather than in their customary
squadrons. Escorts may operate alone, but suffer a -1
Leadership reduction when doing so. If deployed alone,
an escort must remain lone for the entire game — you
cannot combine or breakdown squadrons during the

BAME.

Fleet Commanders

Since many of these games are designed for very small
fleets, some players might not have the points to spare in
order to buy a Fleet Commander. To compensate, in a
Privateer scenario, any fleet which has no individual ship
worth more than 50 points receives a free Fleet
Commander, The Fleet Commander gives no Leadership
bonus (you'll have to purchase one if you want thar) but
must he assigned to a ship. The Fleet Commander does
howesver provide a single re-roll for vour fleet at no points
cost, You are, of course, free to purchase a Fleet
Commander in the normal manner if vou so wish.

I: THE WOLF PACKS

The Woll Packs are an ever-present menace the galasy
across, From time to time merchantmen might find
themselves the target of vast enemy fleets, though for the
most part have licde indeed to fear from such lorces.
Instead, it is the constant struggle (o avoid the predations
of the Wolf Packs which ever remains the foremost
concerns of those poor, beleaguered souls of the
Merchant Fleet.

FORCES
This is a Privateer scenario, so it is played with very small
forces. Both players should agree a poinis wotal for the
game, which should not exceed 400 points. In this
particular scenario, forces chosen with the following
restrictions:

Defender: The defenders are escorting a small, but
nonetheless valuable, merchant convoy when they come
under attack. The merchants travel with only a small
escort, so must do much of the fighting themselves. The
defenders can be chosen from any fleet list, but may
include no more than one capital ship in their fleet - the
remainder must be escorts.

Amongst these escorts, the defender may freely pick any
aumber of transports, but must pick at least 2, Transports
do not have a fixed points cost, but instead each should
be given a cost chosen by the defender, representing the
value of their cargo. Make a note of each transport’s value

on your fleet roster, but don’t reveal it to your opponent.
You can give the ransports varying points costs, thus
representing some transports having a more valuable
cargo than others. No transport may be given a points
value of less than 10 points (ie, no free transports) but
there is no maximum limit on the points that may be
assigned o an individual transport.

If vou want to use any of the optional transport Lypes
outhined in Appendix 11 of Armada, vou can, but you must
pav the additional points cost listed in addition to any
points given over 1o their cargo. Make sure vou note the
costs separately on your fleet roster since the points spent
to upgrade a transport do not count for purposes of its
cargo or for victory conditions, Heavy transports are also
permitted subject to their normal restrictions (up to A
third of the transports may be heavy). Each heavy
transport must have at least 60 points worth of cargo
assigned to it

Antackers: The attackers are the Wolf Packs themselves.
They may be chosen from any one feet list, but may
comsist only of escort vessels.

BATTLEZONE

The defending fleet could be anacked near a planet, or
out in deep space {as they make their way to or from the
nearcst jump peint), so set up celestial phenomenon in
any mutually agreeable fashion.




SET-UP

The attacking plaver sets up first, Place a face down
Contact marker on the table for each escort, squadron or
attack crafl marker, Markers must be placed at least 30cm
apart and may not be placed within 30cm of a table edge.
If all of the counters cannot fit onto the table, stare o
double them up by placing an extra counter on top of the
one already placed.

The defending player then rolls a dice 1o determine which
short edge his Neet enters from. Place one ship from the
defending fleet at the edge of the table o mark the point
where the fleet will enter. The convoy may not enter the
table within 45cm of either of the long table edges.

FIRST TURN

The defending plaver takes the first turn, The defending
fleer moves onlo the table from the point indicated by the
ship already on the table. Ships may move onto the table
during ecither the first or second turn, but the entire
defending fleet must be on the table by the end of the
delending player’s second Movement phase.

SPECIAL RULES

The attacker's face down counters are activated by a
defending vessel moving within 30cm of them. Turn the
activated counter face up as soon as the vessel move's
within range, then complete the original vessel's
movement. Onee the defending plaver finishes movement
for his entire fleet, deploy models for any atacking
counters revealed during the turn.

The attacking plaver may voluntarily activate any number of
counters at the start of his own Movement phase o
represent particularly cunning members of the pack
swooping out to descend upon the approaching
merchantmen. However, for each counter revealed in this
manner by the attacker, roll a dice. On a score of a 5 or & the
trap is sprung prematurcly and the defending plaver
receives a free bonus re-roll for this game only to represent
their increased awareness al the approaching danger.

GAME LENGTH

The game continues until the Iast member of the
delending fleet leaves the table or is desiroved. The game
can also end once the attacker’s discngage, representing
the raiders having had their fill of stolen cargo and flecing
with the spoils,

VICTORY CONDITIONS
Victory Points are used to determine victorny, Yictory Poines

are not determined in the normal manner in this soenario,
instead the following system is used:

Destroved Transports — for cach trunsport destroved, the
allacker earns a number of Victory Points equal wo the toal
cost of the ship (ie, the cost allotred as its cargo before the

game).

Escaping Transporis — any transporis which leave the
table via the opposite short table edge carn the defending
player a number of Victory Points egual to the total cost of
the ship.

Meither player earns Victory Points for destroying enemy
vessels in this scenario, The plaver with the highest Victory
Points total at the end of the game is the winner. The
defender earns no Victory Points for attacking vessels
which disengage — the attackers can freely disengage once
they think they have enough captured cargo to win the
game. If for any reason defending ships disengapge, they
count as destroyed.




THE WOLF PACKS

Wolf Packs are a constant menace across the galaxy
Wherever worlds of men are to be found, so wo are men
resentful of their circumstance, resentful of their place and
resentful of their masters. Most are pathetic, and soon [ade
ta obscurity, or find themselves done away with for the
minor agitations they muster, but a few are cunning ancd

break away from human society, banding with other
renegades and malcontents. When such men choose to rn
o piracy o survive, they form the Woll Packs, loose bands
of small vessels which present a permancent threat to
shipping the galaxy over. Such pirates acquire their vessels
from numerous sources, indeed many begin life as
disaffected merchants themselves, or cven Imperial Navy
deserters and traitors. Some fall into the worship of Dark
Gods, whether they know it or not, though many are simply
selfish and callous individuals, out for what they can get.

The Woll Packs make ideal attackers in Privateer scenarios,
and can be represented by the following fleet list:

FLEET COMMANDER

0-1 Pirate Chief

You may include one Firate Chiel in yvour fleet who must
be assigned to a ship and adds 4+ 1 to its Leadership, up to
a maximum of 9.

Pirare Chief (L 1) .o ieivnmsisisiiessd maea e rersisssasss S0 pts

The Pirate Chief comes with a single Fleet Commander re-
roll.

ESCORTS

A Woll Pack may include any number of escorts. Towever,
due to the hapharard manner in which pirates acquire
new ships, the available vessels vary guite somewhat. This
means that no single class of ship may account for more
than a guarter of the total vessels in the fleet (so, for
example, only a quarter of the fleet may be Swords, only
a quarter may be Cobras and so on).

Sword class frigate.. ... s 35
Firestorm class Mgate ...ooereeie e rmcsisesiinnccieiann i
Cobra class destroyer R
Falchion class ESCOTL. ... coue ves cxsmmennen vurensvensssrs sssasess 5
Idolator class rabder..........c.covcermsrres s essssnesessaisacane 45
Infidel class FAIAEr ... oo vivvesemibeseiaisamsmsiaissassniissns
Lleonoclast class desiroyer

QTHER VESSELS

Other vessels represent those less specialised ships which
the Wolf Packs are able to acquire raiding against
merchants, by acquiring and upgrading civilian vessels
and so on. Your fleet may include any number of the
following vessels, with no restriction on the numbers of
each class availahle.

Armned freighter ... st s 20) pts
ESCOIE CAITIET nvevireinrnrmsrmressmsssrmsmmsmsessosssses s sassasnssasssras A0 prs
Recommissioned vessel ... AR, TN ¥ s
Artned Cargn SR oo s e s 7 pis
ORDNANCE

Waoll Packs invariably include a number of ramshackle
attack craft, even when lacking genuine launch bay
capacity. Instead, such anack craft rypically deploy in an ad
hoe manner before beginning a raid, perhaps by
disengaging from crude electromagnetic clamps along the
hulls of larper ships, or even by the simple expedicnt of
being manhandled or crane-hoisted out of cargo bay
doors. Any genuine launch bays in a pirate fleet are likely
to be poocly maintained, and as such can only really be
relicd upon in the early stages of battle.

As such, Wolf Packs do not follow the normal ordnance
rules. Instead, before the start of the game roll one dice
for each 100 poims, or part of, which the feet is worth,
plus a number of dice equal to the total launch capacity of
any launch bay equipped vessels in the fleet. Look up the
scores of those dice on the table below:

- T - L 1 Fury Interceptor marker
1 Shark Assault Boat marker
.............................................. 1 Starhawk Bomber marker

Pick out the relevant Attack Craft markers. These should
be deploved along with your fleet, either in waves or
singlv, Once used {ie, removed from the game) these
markers have no further effect - they are strictly a one
time allowance received at the start of the battle. Even
vessels with launch bays on their profile do not allow yvou
to launch more ordnance - they simply provide more
attack craft at the start of the game,

RE-ROLLS

Pirates are canny individuals, renowned for their irickery
and low cunning. At the start of each game, roll a dice for
cach squadron of three or more vessels in a Wolf Pack. On
a score of 3 or 6 that squadron receives one re-roll, at no
additional cost, for use by itself only.




~ SCENARIO II: TAU SPACE, TAU TRADE

While Privatcers may sometimes find themselves targets of
the Imperial Mavy, more often than not their activities are
of far too linle consequence o warrant such action.
Instead, Privateers are most often in danger of reprisals
from individuals just as ruthless as themselves — greedy
usurpers, plucky rivals or even double-dealing renepades
emploved by rival merchants to drive off would be pirates.

FORCES

Agree a points value for the defending fleet. The
defending fleet may be picked up to this points total,
while the attackers may be chosen up to this total plus an
additional +30% as many points, Both fleets may include
only escorts,

BATTLEZONE

Attacks such as these usually take place in the system’s
primary or inner binsphere, where the pirates have made
their base. Generate celestial phenomena by an mutually
agrecable means, Decide which short table edge is
sunwiards and proceed (o set up.

SET-UP

The defenders set-up within 60cm of the sunward table,
and ai least 45cm away from either long table edge. The
attacking player then places one Contact marker for cach
escort, squadron or attack craft marker in his fleet, The
Contact markers must be place at least 90cm away from
the sunward table edge, and no more than 45cm from one
of the long table edpes.

FIRST TURN
Both players roll a dice, and the player with the highest
score may choose whether to go first or second.

SPECIAL RULES

The attacker's face down counters are activated by a
defending vessel moving within 30cm of them. Turn the
activated counter face up as soon as the vessel move's
within range, then complete the original vessel's
movement. Once the defending plaver finishes movement
for his cntire fleer, deploy models for any attacking
counters revealed during the turn,

The attacking player may voluntarily activate any number
of counters at the start of his own Movement phase to
represent  particularly cunning members of the pack
swooping oul 1o descend upon the approaching
merchantmen. Mowever, for each counter revealed in chis
manner by the artacker, roll a dice. On a score of a 5 or 6
the trap is sprung prematurely and the defending player
receives a lree bhonus reroll for this game only to
represent their increased awareness of the approaching
danger.

GAME LENGTH
The game lasts until the last defending ship bas left the
table or is destooved,

VICTORY CONDITIONS

The defenders are desperately trving to escape, but being
s0 far in system makes it impossible for them o enter
warp, and hence they may not disengape. They must
instead race away from the sunward edge and get far
enough outsvstem to jump to warp, The defender receives
Victory Points equal to the cost of any of his ships which
leave via the short table edge opposite the sunwards edge.
The attacking fleer receives Victory Points cqual to the
total points cost of any defending ships destroyed. No
ather Victory Points are awarded and the player with the
highest Victory Points total at the end of the game is the
winner.




COMMERCE PROTECTION FLEETS

The so-called Commerce Protection Fleets are a prime
example of the kind of masterful duplicity and hypocrisy
of which a cunning and diplomatic race like the Tau (or
for that matter, Mankind) is capable. Their remit, so the
Tau would claim, extends to nothing maore than simply
providing armed escorts and proteciion o any vessel
operating under a licence of rade or passage issued by
the Tau Empire. In wuth they are ruthless pirates,
receiving an effective carte blanche o do as they will,
mercilessly hunting down all who would endanger Tau
trade and hence Tau wealth and prosperity. Far beyond
protecting their own merchants, many Commerce
Protection Fleets actively strike oul against rival craders,
placing them in such danger that they abandon their own
routes and licences — routes which the same Tau are quick
to take up. But for all this, the Commerce Protection
Fleets are utterly loyal to the Empire, acting always in the
name of ‘the Greater Good’, and so it is that the presence
is rather more than tolerated by the supposcdly non-
hestile Tau,

The Commerce Protection Fleets make ideal participants

in Privateer scenarios, and can be represented by the
following fleet list:

Further
fevirnicntion

Maore BFr

Wifrsdtes

FLEET COMMANDER

[3] 0-1 Commerce Representative

Your fleet may be led by a Commerce Represeniative (as
the Tau dubiously refer to their pirate caprains) who must
be assigned to a ship and adds +1 1o its Leadership.

Commerce REPIeSentative e 500 prs

The Commerce Hepresentative comes with one Fleet
Commander re-roll, and may purchase an additional re-
roll at a cost of +25 points,

ESCORTS

Your feet may include any number of escorts.

Messenger class starship ... .30 pts
Defender class starship ...

ALLIES, SUBJECTS & MERCENARIES

As with all Tau forces, their Commerce Protection Fleets
make extensive use of their numerous allies, subjects and
mercenaries. For every lTau escort included in the fleet,
vou may select one vessel from the following list.

KOO8 VEBBEL scpusissnsrives vusasas ituuvaininsaimminmansunesnss snyairansarart 0 S
Recommissioned vessel ... 7 pES
Armed carg SHEP ... i s sssinsmisissasioassaad T [PES

leonoclast class destroyer. ..o 30 pts
ORBITALS

Numerous Tau orbitals line all their most lucrative trade
routes, and many Commerce Protection Fleets use these
as lynchpins or bases for their activities. The fleet may
include a single Tau orbital.

T OHEaE. . .. ..o conesinmnsissserhsss son inumnining i anm ninms simewos [IUSE WALIES




e pages have been extracted directly from
cdition of Spike! We cannot accept any

Report by Joc Strappe

Spike! has found out that infamous Blood Bowl team,
the Lowdown Rats, have vanished. Tt seems that the
Rats have not plaved a game all season and none of the
players can be traced,

It turns out the reason results were still coming in for
Rats games was that the opposing teams were simply
hribing match officials and then claiming a win, Alter
twenty-six pames the Rats fans started o realise
something may be wrong, This also explains why the
Rats only win of the scason so far was against the
Greenficld Grasshuggers.

As o where the team has actually gone is a (ol
MySIETY.

A few rumours have popped up; one is that the Chaos
All-Stars have kidnapped them o use as practice balls
bur this is unsubstantiated.

Another rumour is that they have been sucked into
another dimension where they must teach the citizens
how to play Blood Bowl and win a maich against the
lackeys of some world-cating tyrant before he devours
their reality — although we think someone is just re-
calling last scason's Rebore advert,

Whatever the reason for the Lowdown Rars
disappearance Spike! will continue investigating uniil
we lind the truth!

WE ARE THE EYES AND

Rumour Control
Hear it in Spike! first

Ball Makers go on strike

The company that makes the only official Blood
Bowl match balls have ceased production recently
over an internal seall dispute with its workers, “We
are fed up with balls,” said Umthy Gorbad, head of
the Ball Handlers Union.

One exccutive of the Spikey Ball Company was
noted to have said “I don't know what the problem
is, all they have to do all day is make a lot of balls
and they get paid well woo.”

We have since found out that the disputle seems to
have risen from the Spikey Ball Company's use of
new magical technologies. “Since they bought in
that new ball-making machine with the pixies
inside, we no longer make the balls — just look ai
them, checking for imperfections” said one
disgruntled employee who wished o remain
ANONYMOUS.

EARS OF THE GAME...

Zorelin Powell rushed into rehab

Elven Gladiators player and star receiver, Zorelin
Powell has been rushed in to rchab due to his
addiction to magic.

A spokesman for Gladiators said that there had
been a ‘small incident’ where Zorelin had
overdosed  and  accidentally  summoned  a
Jobberwocky into the Gladiators' locker room.
Most of the Gladiators first team escaped unburt
although a flew little-known substitutes and an
unreleased amount of back room stalf were said to
be not so lucky.

It is unclear il and when Zorelin will return to the
game. He hasn't appeared outside the magic clinic
since the ‘incident’. Although one reporter was
said to have snuck in, found Zorelin and offered
him a wand, which the ell prompily snatched off
him and cast a small levitation spell for a *fix’,
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A5H LORD BORAK!

Spike! Magazine’s very own Agony
Uncie answers your queries

Dear Lord Boralk,

Can I ask who culs your hair? I'm having trouble with
my barber; he's turned his place into a salon. You now
have to book in advance and then they try to sell me
expensive shampoo,

Yours,
Crew-cut

Dear Crew-cut,

You might not bave noticed but I HAVE A F#sdads
HELMET WEILDED T0O MY HEAD. I baven’! seen my
beiv in vears, not that'd I want to anyway — I bad a
stight dandruff’ problem back in my day. As for the
salon; burn it down — only way fo make sure,
Standing Head and Shoulders above the rest,

Borak

Dear Lord Borak,

I'm a Bretonnian Baron with a small espionage
problem, It seems my castle is riddled with acoursed
Empire spies. They're evervwhere! Whart should 1 do?
Kind regards,

Baron Bouveicy

Dear Baron Whatever

You showld round up all the suspects, sit them down
in front of you and get them to say sguirrel’, Because
they're Empive scum vou'll find that they can't mouth
the vowel sounds needed for that word. Ov, once
you've rounded wp all the suspects vou could just kil
them all — it makes no difference to me.

I lowve small rodents.

Borek

Tver Lord Bordalk,

We is plavin' Ummie Skum sooon. Ave yoo got any
cleva stuff to stop da Ummie Skum from winin da
game, PS5 I'm vou're greatest than!

F0os,

Morbag Grot-taster

Dear Morbag,

Your gramumar is atrocious — You bave wsed you're'
s in ‘you are’ instead of your’

As for your letter; like I give a Halfling's fart who wins
Your game,

Can you tell I really don’t care?,
Borek

Dear Lord Borak,

Hello. Mr Lord Borak! Guess what? Can yvou Guess?
That's right! I used to be a children's CabalVision
presenter, didn't 1 Big Ted? Thar's right, but those
naughty people at the CabalVision network (how do
we spell n-e-t-w-o-r-k children?y sacked me - don't cry,
Little Ted — because T kept using (here's a couple of big
words, children) blasphemous Magicks. Which was
very naughty of me, wasn't it? So, Mr Lord Borak, can
vou help me get another job. We would be ever so
grateful wouldn't we, Buffle Bear?

Wave Goodbye,
Johnny,

Diear Johnrny,

Do you lnow what T bate more than a Children’s
CabalVision presenter? Nothing, So, (in my most
prefentious false-happy vaice) why don't you go and
stick your dungarees as far up <Editors note:
censored for the comfort of our younger readers> so
there. And if the Editor censors this reply I'm poing to
rifr bis arms off and eal them,

We know a song about that don't we,

Borak

Dear Lord Borak,
Do vou take cream and sugar?

VOLITS,
Stan Buck

Dear Stan

il bave a double latte, triple skinny decker with
almond flakes, caramel laftice and crappachina. .
Argh... why can't I just bave a coffee?

It gives me migraines anyeay,

Boyretke

Not feeling ‘smart’? Can't find vour wheels? Then
perhaps vou need to ask Lord Borak the Despoiler a
question of your own! Send your gueries to
askborakiwthbforg and he will think about

answering your pathetic plea for help in his next §
column. And don't forget to visit Ask Lord Borak
online at: s tbbforg!
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THE 2504

BOWL

i

by Jake Thornton, “Harry” Harrington,
Gerwyn Walters & Dave Candlish
Jake: The Blood Bowl tournament is the biggest event in
the vear for players of, um, Blood Bowl. Yes, the namesake
trophy of the game has its own o day tournament, heled
annually at GW headquarters in Lenton, Nottingham, This
year we had 187 coaches from all over the world in
attendance, all eager 1o wip, tackle and foul their way to
glory!

" The weekend was a hectic one, not only for those playing.

For me and the aother Fanatics who made it along it was a
chance to meet many of the people we talk 1w on the
forums and who write some of the articles you see in
these pages every month.

For those of you that haven't made it 1o one or other of
the many Blood Bow] tournaments all over the world, 1'd
heartily recommend making the effort. There is a great
atmosphere of friendly competition, and more Blood
Bowl than vou could shake a Goblin at. If you do feel like
attending an event keep your eves on the official website
where we have a page for such things. You should also
check out the NAF website, The NAF are a fan-based
organisation who do a lot w promote and help fan




rournaments all over the world. If you're interested, pop
along to www.bloodbowl.net and have a look.

Bul that's enough blathering from me. This vear | had the
cunning plan of asking some of the attendees (o write a
few words to describe their experience. T thought that
would perhaps hetter capiure the feel of going along
yoursell and be much closer than the odd angles | see the
cvent from. Oh, and just to throw another spin, 1 had our
excellent head rel, David Candlish, pen some sage words
too. He's a scribbler by trade, so most of them were even
spelled righe. ..

First up we have Marc “Harry” Harrington who did really
well in the rankings, coming 2 st overall.

The World Tour of Lustria

Harry: 5o linally the day has come, T am prepared! My
team are painted, 1 have read Sun Tzu's At of War,
watched Mean Machine, fallen asleep listening to “Eve of
the Tiger” on permanent repeat and eaten three shredded
wheat {(which actually counts as dieting on this occasion)
for breakfast. 50, having collected my team [ strut into
Wirhammoer World with the Rocky theme tune buesing
around my head.

S0 what bloodthirsty, bone breaking and all round evil
team am I ficlding for this splatter fest? Ores? Undead?
Chaos Dwarves? No, T chose Wood Elves, the Lycra
wearing Evian drinking tree huggers from Loren. And the
reason for this: 1 want to win!

There T said it, I'm not ashamed, I'm proud in my
competitiveness, defiant o the hordes claiming "1 don’t
care where 1 come as long as 1 have a good time”. OK, for

Furious Blood Bowling action in progress,

those Halfling and Goblin teams out there T tip my hat in
acknowledgment of a truly great gamer, someone who has
turned up with the express purpose of laughing as one by
one his plavers move from the pitch 1o the Dead and
Injured hox and hoping against hope that he can roll at
least one serious injury to his opponent so he can gloat
about killing a Black Orc with his Halfling hit sgpuad. Bt
I'm not that kind of guy; T want 10 win at all costs. Some
say this is petty and childish and my answer is “True, and
my dad's bigger than your dad!”. So 1 have chosen the
personification of all things Blood Bowl, the fastest most
agile and all wogether hest team to play with: Wood Elves.

Winner af the 2504 Blood Bowl - Hans Peter Earwaker




\

The reason for this competitiveness can be summed up in
six words: Andy lackson Hall and Gerwyn Walters, Andy

has been rather scathing in his description of my Wood EIC

team and in my abilities as a coach, and this coupled with
him being my boss has brought oul my latent “Win at all
cost” gene, which has kicked into overdrive, Gerayn is a
work colleapue whose luck at Blood Bowl is legendarily
poor and 1 feel a small shiver of terror at the chance of him
gloating about coming higher than me in the tournament.
S0, with 4 mix of pressure and determinarion 1 get ready
tor Face my [rst opponent.

Game 1:

So here T am placing out my Wood Elves when my
ppponent sits down and starts unpacking Lizardmen. 1
haven't placed the scaly ones in quite a while so this
should be interesting. Two turns later, a Touchdown
down, and two players in the KO'd box 1 reassess the word
‘interesting’ and swap it for ‘worrying’. The rest of the
game is a hard-fought contest that 1 finally win 3-1, but
from the look of my Dead & Injurcd box | am seriously
grateful for the rules about casualties in this tournament
{the plavers all come back ready for the next match). OK 1
won, but for speed and swrength the Lizardmen seem to
have the perfect balance. Note to self: must get Lizardmen
tearnt.

Game 2:

So here T am placing our my Wood Elves when my
opponent sits down and starts unpacking Lizardmen. |
haven't placed the scaly ones in... wait a minute! DE vu
everyone! This time 'm more prepared for the sirengths
of the Saurus-Skink combo and decide 10 even the score
by whittling down the stunty licde Skinks as quickly as
possible, The free skill T had chosen was Strip Ball for my

Sowe pm}e wilf duarr_]-frgqm bring themselves luck - even wear sifly bats.

Wardancer and this proved completely unnecessary as my
opponent had the worse case of double 1s T have ever had
the misformne to witness, It was one of those games
where you start wincing every time he rolled the dice as
his double skulls and snake-cves marathon continued
unabated. One thing 1 should mention at this time is the
sportsmanship of every player I faced during the
tournament. Fvery one of them was a joy to play, the few
rules queries we had were dealt with amicably and T had a
laugh with them all. Of all the opponenis T faced this was
the one that had every right to be a little bitter, Far from
it, maybe it was gallows humour or maybe he had won the
lottery that week, but in my most enjoyable match of the
tournament 1 won 2-0 and left the able with aching ribs
thinks to my wise cracking opponent. Note to sellt put
Lizardman team on hold - they have no luck.

Game 3:

Suffering from alttude sickness | head for the 1op row of
tables, but a quick glance further up the line shows me a
couple of guys streaking away with massacres in both their
opening games. No problem. All 1 need o do is take my
next victim o pieces and | will be up there fighting for
glory and look! It's the Amarons — the only team I can beat
up in a straight fight and I'm still quicker than them. Stand
back gentlemen a lesson in Wood EIf superiority is about
1o begin. ..

Turn 2 and I'm in serious trouble, both Catchers sitting in
the Dead box, 14 down and struggling to pin down the
lithe lovelics from Lustria. Due o some fluky dice |
manage to get an equaliser, but by now I'm seriously
outgunned and outnumbered. My second Wardancer Step
Aside skill had prevented him being punted into the
crowd and 1 have the chance wo score the winning 1. A)
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nibbling half his team Thomas put up a brave defence and
I strupgled to a 3-2 victory,

Game 5:

This is the shortest write up of any game, and not due 10
my opponent who played with skill and panache. Let's
just say the karma fairy came to town and my team not
only lost they also spent hall the game picking up teeth
with broken fingers. 3-2 and my second defeat of the
iournament to 4 rampaging Chaos Dwarf team.

Final Game:

Whilst the big boys were battling for the rophy I was
battling for my pride and the one thing standing between
this and me was an Orc team with a snazzy paint job and
a coach who knew how o use them. Half time and 1 had
five players left on the pitch and was 1-0 down. It was then
that my team started to play the way that Wood Elves are
supposed to play. Despite heing outnumbered and
outplayed for the entire first half, something started to
happen: | couldn't stop rolling 6s. My Wardancer
(singular) dodged to the centre of an Ore cage, knocked
out the hall carrier then gracefully leapt out of the cape o
hand off to my surviving runner drawing the scores. Then
next kick off he went and did it again! 2-1. By the end of
the game my five players were running rings around their
Greenskin foes and won 3-1, This wasn't due o any skill
on my part or lack of on my opponent’s. Personally | think
the karma fairy was feeling guily after abusing my team
and with this final victory T felt vindicated and happy.

Owerall 1 had a great time at my first ever tournament, and
came a respectable 21st, | would like to thank each of my
apponents who were awesome. Also 1 would like to note
that having placed higher than either of my two colleagues
in the office T do get bragging rights. This was my first
tournament and definitely won't be my last.

Next we bave Harry's colleague, Gerwyn Walters

He of the legendary poor luck...
Gerwyn: There is nothing quite like a good game of
Blood Bowl to get the pulse racing. The roar of the crowd,
the highs of the touchdown celebrations and the lows of
my plavers being stretchered off the pitch — all these
things make Blood Bowl the greatest game o grace my
gaming board since my parents introduced me to Snap! all
those vears ago. S0 when T was presented with the option
of six games of Blood Bowl over one weekend, like the
humble fool that T am 1 signed up instantly.

To those of you not in the know, the weckend of the #-9th
af May saw almost 200 gamers cram themselves into the
confines of Warhammer World to compete for the biggest
prize in the Blood Bowl calendar, The Blood Bowl Trophy
itself!

But before you can win a prize like this you have 1o have
a team 1o play with, Rather than ke one of my many
different teams to this competition | decided o play
something a bit different for the comperttion. Unlike
other plavers who prefer to play Blood Bowl by pounding
the opposition into the ground and then finally looking to
pick up the ball I'm very firmly grounded in the idea that
a team should be able to score while the opposition still
has players on the field. Because of this 1 started looking
at teams with throwing the ball or running it in mind.

Before I could make this decision though, 1 would have 1o
come up with a gimmick that would mark the 1eam as
different. In the past 1 have used things as divergent as a
snazzy colour scheme (with my infamous Haethwood
Harlequins) to the team sponsorship of my old CATAS
Corsairs, so 1 would have 1o pull something particularly
good out of out hat for this, my first major competition.

My saviour came in the form of a short northerner whao
just happens to be my boss. After a particularly busy day
in the officer we all retired to Bugman's where he
proceeded 1o pronounce his pint “The Best Bar None™
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My mind quickly ticked over and the team concept was
born. The “Beighsthhar Nun” quickly ok shape in my
head and what better concept could vou wante? A wotally
converted team of Human nuns for the Blood Bowl, Just
the ticket.

1t took several long, hard weeks (nay months) to assemble
the team. Some things worked (the plavers converted
from the Sisters of Sigmar were a godsend) while some
things didn't (a converted female Ogre). In the end the
tearn finally took shape and with slecpy eves | stared at my
finished madels, a bare three dayvs belore the event, fully
forgerting that 1 still had to paint them!

Neecless 1o say Tarrived at the event with paint still dryving
on my models and a look of mild exhaustion on my face
and quickly serded down to find my first opponent with
one ol the lovely free raspberry donues that were being
handed out in Bugman's clasped berween my teeth, |
settled down at table number 7 and stared longingly at the
players seated at tables 1-5 who were playing on the
absolutely beautiful rollout pitches that the staff from NAF
brought with them. My opponent tumed out o be a
gentleman called Steven Hutton and we ser about the
most intense game of my life pitting his Skaven against my
Humans, By the end of the first half my team was laying in
the dirt, 3-1 down and it was with griceed teeth and a silent
prayer | set up for the second half.

The game ended in the most dramatic way possible, all
down o a single dice roll, 2 Long Bomb thrown at the
maximum range of the templarte to a Lineman standing 6
squares away from the end zone. People gathered around

o watch and T quietly picked up the dice, closing my eyes

| f :_'

Practize on the way to the tournament wilth this Travel Blood

Bowl set. The figures are converted warmaster miniatures,

as | rolled it. 1 do not think that there is a single person in
the room who did not hear myv erv of jov as the dice came
up a 6 and my humble Lineman ran in to score the decisive
Touchdown, drawing the game 4-4. With a laugh and a grin
Steve and 1 retired into Bugman’s to talk abourt the game
and grab a drink. Game 1, and evervbody was happy.

One of the strange things about the Blood Bowl is the way
that skills and progression are handled in the tournament.
Unlike conventional games, individual experience awards
for plavers are ignored and at the end al each game a
team's coach is allowed to award one player in his team
with a skill (not traits) of his choice from the player’s
norimal skill choices. This meant that 1 had a decision to
make for which skill to purchase.

In the end 1 settled upon “Dump Off" for my Thrower
much o the puzzlement of the other coaches in
Bugman's. Mind you, there was method in my madness as
Dump Off is one of these skills that you rarely see in
competitive play but this rarity makes it one of the most
tactically useful as opponents don't expect 1o encounter
it. The idea was that Dump Off combined with a
willingness to place my Thrower in danger of being
blitzed by the enemy, should prove to draw out the enemy
blicz and thus give me some control over the game.

With this in mind 1 walk into my second match, this time
apainst the Lizardmen of Edwin Thorley. Two Blite resuls
on the kick off table combined with some incredible hack
luck ended with the match going to the opposition 3-1.
Two games and things were not off to the start that 1 was
hoping lor,
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With the second pame out of the way T sat down to look at
the performance of my team. Dump Off had worked well
for what 1 had planned for i although the tendency for my
Thrower 10 not throw an accurate pass resulted in the
Carcher who stood with him having o make several rolls
to pick up the ball. With this in mind my sccond skill
choice was Sure Hands on my Catcher.

The final game of day one saw me slipping further down
the rankings and having to struggle to squecse mysell into
the lower 1ahles. If there is one picce of advice T would
give 1o any tournament player it is to go on a diet for a few
weeks before the competition. This should make things a
lot casier as those with ample bodies {also known as
“gamer” sized) can find things a linle bit difficule
sueexing into the tight lanes between the tables.

Needless to say T fought my way through the throng
meel my next opponent, a Spaniard by the name of Javi
Garcia. What followed was one of the most surreal games
of Blood Bowl T have ever played as much of the game was
resalved by mime as neither Javi's English or my Spanish
was that good. Unfortunately one of the English words
that Javi did know was “Interception” and this led what
otherwise would have been a 2-2 draw to be a 3-1 vicuory
in my opponent’s favour.

End of day one and things were certainly not going as
planned. T could tell that | would not win any prizes this
year and with that in mind T slipped into Bugman's to
make the most of the night.

The next morning | reached the hall running lare, having
decided that the human body does acmally reqguire some
sleep, 1 found my opponent, Ron Battran sitling waiting
for me. Ron is the manager of the Games Workshop store
in Chelmsford and one of the frendliest people 1 have
ever met, The game started off badly for me with both of

Blood Bowl on ice. One of the many wunusual boards we found for the event.

Ron's Treemen showing up for the
first half of the match, but afier this
the game passed backwards and
forwards. Resigned o the knowledge
that the Blood Bowl was out of my
reach, 1 sat back and enjoved the
game, eventually scoring in the last
turn to bring the score to @
respectable 2-2.

Argh! Four games without a victory
was not good and this bad spell of
luck continued into the next game.

The fifth game started as it was due
to go on, with the weather turning
against me. The game was played in
sweltering heat and this proved to
take five players from my team in one drive. The
remaining & plavers put up a brave defence for the five
turns this drive lasted, but in the end there was linle they
could do 1o prevent the Dark Elves from pounding them
into the pitch before finally stepping into the end zone,

But this game was not all bad. In the second half the Nuns
of Beighstbhar rallied to come within a hair's breath of
levelling the game 2-2. Unlfortunately, yet again Nuffle
turned against me as the agile Elves managed to pluck the
ball from the air, their interception stealing any chance of
a4 Human comeback and sealing the game 3-1.

As | shuffled from Bugman's to the gaming hall to find my
final opponent T found that 1 was down 1o play the Khemri
team coached by Phillip Honatidis. T had been very lucky
throughout the competition in that 1 had not played any
“power” teams, and the four Mummies on Phillip’s front
line: showed early in the game why they were to be feared,
With several of my players “reclining” in various parts of
the dug out 1 had o struggle to hold up the Khemri team
while tryving to score myself In the end my last game was
typical of my luck through the entire tournament with me
taking four turns with a combined time of less than a
minute,

Oh well, that's the way the dice roll; in this case with a
plethora of 15 and 2s. There is a saving that in Blood Bowl
there are 2 opponcnts, the other eam’s coach and the
dice. In this case | lost to both with Phillip taking a well-
deserved victory, All that was left was to pop into the bar
and watch the final match on the big screen.,

All in all an enjoyable competition, if not a successful one
and 1 would recommend it to any hard core Blood Bowl
player. Don't worry though, next vear that Trophy will be
mine.




Meanwhile, whilst these brave coaches were risking Tife
and limb in the gaming floor, our chicf vef was lounging
by the pool with bis cool drink, being fanned by nubife.
teetil & sec. ..

I’ve got my eye on ALL of you!

Dave: Tt was during an interview for Housc-Rulez
magazine at Games Workshop HOQ when 1 was asked by
Jake Thornton to be Chief Referce at this year™s Blood
Bowl, and my first reactions were surprise (ollowed
quickly by excitement and just a lictle bit of pride — after
all, Games Workshop and the guys whose games 1'd
plaved for donkey's years were asking ME 1o help out at
ane of their biggest evenis! Tt wasn't until the drive home
that 1 first realised 1 had wvolunteered for something
withour fully understanding what was cxpected of me,
and the pride & excitement guickly began 1o mingle with
feelings of trepidation...

Over the coming months T tried to keep the fact T was
relerecing a secret although inevitably T did ler it slip to a
few people, most notably to Paul Stacey who
masterminded  the  production of the superb
Talk Blood Bowl shirts, Brian Si. James, Chiel Releree at the
first Blood Bowl, assured me it was an casy job and that
I'd have a fun time doing it and this went a long way
towards easing the fears 'd had.

Being taken out on the night before the event for a
deligheful meal with Jervis, Jake, Andy and a number of
other “distinguished guests” was a superb surprise and a
great way to start the weckend. As well as discussing the
forthcoming event, we also chatted about numeroos other
icheas and projects, all of which sound extremely exciting
— my silence was bought with a number of free drinks
however, so don't bother trying o get any secrets out of
me! The tournament began with a gquick introduoction of
the NAF stall members, mysell included, and my
announcement that I'd be their Chicf Ref for the weekend
predictably drew a mixture of groans and jeers from the
wiiting playvers. Pretty much what T expected knowing the
crowd rom TalkBloodBow!! With that, the first game
hegan and the tournament was underway. It was good to
have a chance to wander around the hall at my leisure,
talking 1o Iriends and checking out some of the great
teams on display. Although there were a greater number
of rules queries than 1 had expected, the vast majority
were fairly straightforward rule clarifications and evervone
accepted the decisions in good humour even il they were
against their own team. Lunchtime revealed yet more
perks of the job, with free drinks all weekend and the
ahility to jump the queue o get my much-needed Space
Marine snack! Lunchitime was disrupted somewhat with a
particularly troublesome issue raised by one of the
players, although thankfully the issue was resolved to the

satisfaction of all concerned and it proved to be the only
low point of the entire weekend. Game 2 began in eamest
alier lunch and the rest of the day seemed to fly by in a
blur!

Sunday moming saw me start the second day with an epic
hangover, courtesy of Bugman's and Rock City, and 1

ssn't the only one who made full use of the free bottles
of water Games Workshop provided, There were
noticeably fewer rules queries from Game 4 onwards,
probably because the pressure was off for the majority of
players. This allowed me the opportunity o chat with
Andy, Jake, Brian & the rest of the events team, and [ also
found the time for a quick 'behind-the-scenes’ tour of the
Warhammer World muscum and a fascinating peek into
parts of the main Studio. The end of Game 4 saw the line-
upr of teams eligible for the Best Painted award, and 1 was
given the chance to peruse them at leisure, taking a huge
number of pictures at the same time! The standard this
year was phenomenal although the prize was rightfully
won by Oriol Colls Hinestrosa's outstanding Lizardmen
team (including his great Slann Head Coach!),

Game 6 saw Hans-Perer Earwaker and Cris Schmitr take
their places in the final. Having met both guys before at
other tourneys (and having been beaten by Hans-Peler) T
knew the Anal was going to he a close-fought martch, and
the guyvs didn't disappoint. The match was simply one of
the best games of Blood Bowl I've watched, and had
everything from desperate long passes, vicious blocking
wars and the obligatory star blitzer dying on a Go-Forlt
roll! This was another point where my role as Ref paid
dividends; while the rest of the crowd waiched wvia
Cabalvision link in Bugman's [ was up there on the stage
watching it in person! Eventoally, after a last gasp
Touchdown in extra time, Hans-Peter won the match and
claimed the title for this year

Owerall 1 had an excellent time at this vear's Blood Bowl
tournament, Not only did it give me plenty of tdme o
catch up with the friends I've made on the tournament
scene it gave me the chance to see the tournament from a
perspective that few others will ever see. Although 1 did
oecasionally miss playing, being Chiel Referee for such a
prestgious event was a ‘once-in-a-lifetime’ opportanity
and I'm very pleased 1 was given the chance to do it.
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THE WYRD AND THE WONDERFLUL

wWYRLRS IN NECROMLUMNDA,
by Jake Thornton with Andy Chambers, Rick Priestley and Jervis Johnson

Wyrds make their return o the Underhive with the following rules.

THE UNTUTOREDR PSYTHIC

Psychics and other mutanes are an interesting part of the
Necromunda background, and it's heen a long time since
these mules have been available. So, in order for you o put a
respectable amount of psychic weirdness back into your
games, here they are again, slightly revised, for you 1o add w
your games. Wi don't have any new models planned for them
ver, though I'm sure we'll get round o them at some point.,
Howvever, the existing Necromunda range includes a selection
of these deviants for your amuscment $0 vou've gob no Cxcise
o e all law-abiding. Hatskin Shaman will be dealt with in a
fumre issue,

wWYRRS

Wirds are individuals with raw, unmuored and very varied
mental powers. In fact a significant proportion  of
Necromundans, maybe as high as 10% or so, have minor
abilities which they don't even consider w he psychic
mutations — they may be ‘lucky” at cards, for example, or very
good al ‘guessing’ what is on another person’s mind, but only
so that others think that they were born lucky or are very
perceptive rather than mutants, Wyrds have far more cffective
powers than this, but they are sill very different from the
highly trained psvkers of the Adeptus Astra Telepathica. This is
because Wyrds almost always develop their ahilities in an
undisciplined, selFtaught way.

E

The powers displived by Wyrds are highly varied, and it is
extremely rare for o Wirds o have exactly the same
abilities. This being said, it is possible w divide Wyrds inmo a
nuymber of very broad types. For example, a significant
proportion of Wyrds are telepaths, whose powers allow them
oy affect the mind of another person. Howewer, the way this
power manilests iself varics from one telepathic Wyrd 1o the
next: some can tike control of another person’s mind, others
can induce terrifving mental illusions, and so forth, This
situation is made even more complex because most Wyrds
have ome or more additional minor powens,

Whrds that can hide their powers are fairly safe in the hive
proper, although there is always a small risk of discovery.
Sometimes as a Wyrd grows older and more confident in theie
ahilitics they will start to Maunt their superhuman abilities,
Few Wards truly appreciate the danger they are in when they
reveal their posers in this way and many are cither burntas a
witch or warlock, or captured by the Scholastuca Psykana
hecause they over-estimate their omvn abilities. For this reason
many Wirtls choose o live in the Underhive, where, for the
most part, mutants are oleraed so long as they are not
grossly mtated or afflicted with @ dangerous power. Those
Wirds whose powers become impossible o hide have no
choice but 10 escape o the Underhive or fce almost cerlain
death or capture.




RECRUTING WyRLS

Onee in the Underhive Waynds are forced o rely on their
ovwers in order o survive, Some Wrds use their powers o
help others, especially those who have purely beneficial
abilitics that allow them to heal physical injuries or help those
in mental turmaoil. These individuals are ofien harboured and
provected by TUnderhive communities who value their powers
and respect their wisdom. More often than not, however, a
Wrd that is foroed to live in the Underhive will follow a more
practical and mercenary path and offer his services o the
highest hidder. Although hiring a known psyker is a felooy on
Mecromunda, there are many who are willing to take the risk
in order o gain the services of ong of these powerful
individuals. Tn any case, many Outaw gangs arc happy o
cmploy Wirds as they have nothing o lose by breaking che
Law again,

Any gang except Enforcers, Spyrers and Redemptionists can
hire a Wyrd, though there is an increased chance of being
outlawed if this is reported o the Warchmen. IFa player wanis
10y hire a Wyrd he must pay a hire fee of 25 credits.

A gang can hire no more than one Wyrd at a time, Wiynds
helong 1o one of four basic bpes: Telekinetic, Pyro, Telepath
and Beastmaster. A player is allowed to choose the type of
Wyrd he wanes, bur the exact powers are only worked out
after the Wynd is hired,

For purposes of calculating the gang ratng a Wyrd has a valoe
of 125 (ie, his hire fee of 25x3).

wyRLh PRORALE

All Wyrds have the following profile, no mater what their
tvpe. In addition, the Wiyrd will have a number of powers as
explained later on.
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Wyrds are not noted for their ability as figshters, preferring
to rely on their mental powers instead. Nonetheless no-
one travels in the Underhive unarmed, and so Wyrds may
be armed with up o two weapons from the following lise:

& Stub gun with dum-cum bulles

* Autopistol

& Laspistol

® Sword

& Axc

# Chain or Mail

# (lub, maul or bludgeon




WYRD POWERS

A Ward has one ‘primary’ power and one ‘minor’ power
which are generated randomly on the tables below. The
Primary Power table that is used depends on the Wied's tvpe:
Telepathic Wyrds roll on the Telepathic Primary Power table,
Pvro's roll on the Pyromaniac Primary Power Table, and 50 on

USIHNE WryRLR POWERS

It requires intense concentraton and inner calm for a Wrd to
use one of his powers, which is not always casy in the midedle
of an Underhive firefight! In order to use one of his powers
the Wiird must first roll equal to or under his Leadership on
216 If this test is failed the Wyrd's concentration has been
broken and he may not use a power that turmn. If the test is
passecl the power may be used as described below. Note that
a Wird may not atempt o use more than one power per
player ourn.

Wyrd powers are subject to the usual targeting restriclions just
as if they were shooting atacks, so the Wyrd must normally
attack the closest enemy. This is because even telepathic
Wyrds find that only the minds of their dosest opponents
stand out with any clarity; those further away blur and merge
into one another in a comfusing swirl.

PERILS OF THE WARP

Althouph most Wyrds are only dimly aware of the fact, in
order w use their mental powers they deve deeply on the
power of an alternate realm of pure energy called the Warp.
This is a risky and very dangerows thing 1o do, for the Warp is
inhabited by those strange and unearthfy creatures that are
known to Humanity as dacmons. If one of these creatures is
nearhy when 2 Wyrd draws on the energies of the Warp o usc
onc of his mental powers it will often atcack the Wyrd, attempt

to possess him or draw him into the Warp to be dealt with at
the daemon’s leisure. Under such circumstances the Wird has
to quickly cut his mental link with the Warp or suffer a fae i
worse than death...

In order o represent the chance of a daemonic attack, if a
Wyrd rolls a 2 or a 12 when he takes the Leadership test in
order to use his powers then he must roll a DG on the Perils
of the Warp tahle below: Note that on g roll of 2 the Wyed is
allowed touse the power he was esting for before rolling on
the Perils of the Warp table,

FPERILS OF THE WARF TABLE

Drawn into the Warp. Unless the Wyrd can roll
equal o or under his Initiive be is deawn into

othier modéls within 27 must roll equ
under their hritiatve o they will be dovencinto

The Wyrgd must make a Leadership

If the rol¥is caual wor kess than the
Wird's Leadership he manages g mentally fighe
i him,

Possesse
el O

himselfin hand-to-hand combar for the
-rermainder of this teen. If he rolls over his
Leadership hehas been possessed by the

Cdacmon. Sei the fules for Poss on, below:

Attacked. The dacmen tses its powers 1o
arrempr o iy the Wyrd's brain! The Wied suffers
] ngth, with no Armoeodr




LAEMONIC POSSESSION

A Wayrd who is possessedd has had his body completely 1aken
over by a daemonic Warp entity. The ferocious encrey of the
createre will quickly burn up the frail mortal body of the
Wiyrd, bur before it does so the dacmon will go on the
rampage and attempl 1o cause as much death and destruction
as possible!

A possessed Wynd moves in each plaver's um. Carry out his
move and anacks belore moving any other models. The Wyrd
will move 214" in a direction chosen by the player whose taen
is not taking place. The Wynd may enter close combar i the
player moving him desires.

If the Wyrd is not engaged in close combat he will unleash a
bolt of Warp cnerngy at the nearest model he can see. The
energy bolt hits on a roll of 24 and causes a Strength 6 hil
with no Ammour Save allowed, noemal To Hit modifiers for
cover, otc, apphe If the Wyrd is engaged in close combat he
fights normzlly, but his Weapon Skill, Strength and Anacks are
all tripled (this means that normally he will have Weapon Skill
6, Strength 9 and 3 attacks!).

Roll for damage amainst the Wynd nommally. However, he
ignores pinning and any “flesh wounds® and ‘down’ resules on
the Injury table. If a player takes him out of action, roll
immediately on the Serious Injuries chart. Only a ‘Dead’ resuli
will hanish the dasmon back o the Warp and kill the Wird.
O any other roll the Wyrd gers straight back up again and is
complerely unaffected!

Tl hy some miracle a fighter manages oo kill a possessed Wyred
they earn a bonus 20 Expericnce Points, If the fighter is a
Redemptionist this is doubled o 40 Experience Poinis,

Fortunately for both gangs involved in the battle the dasmon
will quickly burm up the energy reserves [or the Wird's fragile
moreal body, Roll 2 146 for the Wyrd at the end of cach player’s
. O a coll of 1 the Wyrnd's body finally burns up and the
daemon is forced o retum o the Warp, Remove the Whrd's
model from the battlefield — all thatis left is a charred skeleton
amidst a pile of ashes!

Finally, a possessed Wynd makes all other miodels test for fear
— and cuite right ool

BEASTMASTER PRIMARY POWER TABLE

Unlike other Wyrds a Beastmaster’s primary power is not
generated randomly. Instead, the Beastmaster will be
accompanicd by D3 crcamures chosen from the following list:

® Giiant Rats
# Milliasaurs
& Ripper Jacks

RATIMNG

Each beastie type has been given a ‘rating’. This is a rule
of thumb value o help Arbitrators determine how tough
the creatures are in companson 3 Necromundan
ganger, how much it will cost in credits if iCs bought for a
specific scenario, or how much their pelts might be worth,
ete. The rating is ignored when hiring Beastmasters, but is
a useful guide for Arbitrators coming up with their
scenarios for their own campaigns.

The number of ‘pes’ a Beastmaster has changes constantly so
vou should re-roll the D3 w see how

IT1ﬂT1‘_r' credalures
accompany  the
Beastmaster  at
the start of each
ancl Every
hattle.




BEASTMASTER PET TABLE

: P
ElarTYRATS : :
Rating:"35 . . ¥ b j : _r: .

The ! nr.!tr':'nw_ coritains a warren of disusee ‘H‘lfi dfi'l‘rtﬁj,
timmels and sewers it e infésfod by swiming of s There

are siiny diffepcnl motang sub-spoeies of taes on Miecromunds T

anl i individoal physiology viries immicnselv Giant raes

" dan Broy angwhene up o 4 focr ling griot inchadidg their il

swhife she huge razorsharp, fames ol Csome ol Ihe Targe?

Cereatunis cane reachs 18 well trpcr s Too Necrommndan rars
exhibita form ol fow amimat conning and have incredibly fast

Jtdltlmt seacidons, These  eombind o @ive aht:m ., almost
E mp'._m.mn"u abilirg o docge any arack thie 15 simed A den,
M WS : T A 14

G R g e adinaiii- a0 i

Special Rules

Dodge. Rars regeive 5ospe -u“l:l|. ferriy rrf m‘ln’:rw.ll!':-:tE 45 wave o0

1T} against any dHI‘II‘l}L‘L‘ rhiey saffer w pepresent e sbility 10
dridge ateickss This shave may bedsetd Spiinst anveanged e
hand-ro-hand witicks, Bue niot agaimst spiciad atiacks thardo nor
nurm.dh allerw an "..ui!uuj ‘:u.lwl'g., !h!im Ly gt :

Grizunl Rals in l‘_'.mwgq Beasrmasier ’.ii'f{ch e’.fn e Cridnt Ralsads
o their pots bt chev are s asedil Athitratot creatures o just
about s seepario, Glant Rats will rove around in packs and
_zm‘:u:ﬁ anvthing fRey cirepolldows betwecn themr ;
MILLIASALR 20 T
Rating: »1u d ‘

i
'«r]ti!m:iaurh Are ]wj;_mrf-h mitared  gnd enlgrped centipedes
which tan reach sp o pwa metres in lengeh, They dormally live
i the datkened revesses and sump-holes thar aBbund i the
Einderhive, Here they hurk inothe moist dafkness, waiting for in
uisspectpge. cresiune toovenigng nearby, When thoir prey s
close enough e Milliasaur will dare from cover and sink it
poisanos fangs o its prey The Mifliasaor' s guick-acting
posison, sl geipekly reduce ail but the Tarpest cresture 164

Cohelpless. stane, o the prodator cin odrag ity wnresisting vic l|.r1| ;

oo fnro ke e and feaston the body 2 s eisure.

W Y 5 T w I i Ld

4§ i t 3 | + I 4

Special Rules

Movement. Millizsaurs canmove up and down any sl u‘nng‘: o

vertical '1LlF.|-.1Lt ak il wepe opert groenid

Poison Bite. 1§ 2 Mithasanr wins a rovoned of c'Ic:f.-it* Cewmbae
againal o ot will hite thism with its poisoned Grogs. Each e
semred will aurweaticilly inflict a woumnd withowt laving (o roll
againar the sicrimos Toophies Anmogr Saves iy sellb protect a
tarpet as mormal. B othe victime sailfors his Boak wounid 109
Milfiaziur do not ool on the noreal Fnjuey table, insteid rolbon
the 1aile below

P Roll Result

1-2 No Effect. The Millissaur's venom fails po parilysc is
victing Fhe model conrinacs w fight pest asibhe’d saffercd
aflesh wound, exctpt that he soffoees no penalties (o BEACs

3-6.0mtof Action. FThe victing is paralysed aned sevierely
chewaesd up by the Millizsacr. Fhe model may survive the
expericne iCivs lucky bue il certaindy won't be lighting aay
further today, Remove te model as vou world any other
eaeboent oaid of action.

Milliasamrs in Gamoes.. Bodstmaster Wyrds cen alsg dse
Mibliasmirs as their pets. For the Arbitrator they are uschl
ambush credtures chat will norvealby Tuck and weaie for iighiors 1o
approach closely belone they scertle our and amack.

- Rating: 40 e i ;

RIFFER JACHS

Ripyper Tacks are tl.uu.,::fuws Patlike cocatures that roemally
infibit the trper sbandoncd dome?in the Underhive. They
bt ﬁjmidt‘ dovin from the rogls in thoir darkendd dlirmiin,
SwoUpmE down on INsERpeciing creatires that venture belon:
Bipper Tacks anack by enviloping the head of theis prey: with
ifeir Tearthery wings. Thevthen biteand goupe at their vicgm's
evis, fateand meck while muiitaining a viec-like grp with-their

Savings Unless the Rippes ok 18 speedily romonved is victim weitl
¢-epaickly suffocate o biced 1o doneh

WS ! 5 B N

2 k 2 i

3 al Rules

Flye Ripper Jacks can v Tis allids hicm: to mos ip o dosm:
levelse withour having o arse lacdiders. Fack. 1700 verdal
moweincnt up o Or down ases up ol the  WKpper Jick's
horizontal-movement aoross the baltlelield :

F.m-'{.'-h;p._Hip]'H::'_,i.LL'I.cx attack #ir - special wine s atrack is
imacle ir thie Tamd-woe Band Combsee phase instead of fighting in
Close commbat normatly Ripper Tacks never fiht in the Hendao-
Hand Combar prheese cvieri it chiarged by an enemy miodel, it
heing assumcel thar ehey will sirephy D owtof e winy aithough
cnemy models van shoor at. e noonably iesvogds 3 Ripper
Jack thar is in ase-to-base contact with an eremy fiodel in the
Hand s land Comibaz phase s aliowid mo atre '11p: ti) envelop
the oppasing modet’s hed

Roll a T for i':‘ilr'|': Ripper fack thar is u.lul_'kln:q i enemy modck
¥ thie rofl is greater thar the victim's Inifiakive. o @ ol of 6
under any circumstances, then the Ripper JTack has enveloped
ils Lrpet. jg'g:)ljl.‘l-h iflar onlyhe envcloped by one Rippet Jack a
a rime, though several Ripper Jeeks could aemmpt o envelop i
wictim — the rest woould Bave ter goeand find another vicim, An
envelppeecd victio falls to chee preonend el wgky Hior move or shoor
ungil he dies oc the Kippee Tuck is putiedoft "I the vicrime s
erigaped in Hand-rehand eombsitc ho cotentssas having WS 0 and

TRy . HEH JRaFry.
-

Rl 2E4 forthe misdel in the Recovery phase. 1Pthe scdrciis less
rhirny cergeeunad oo the maodels Strength i has pulled the Ripper
Jackoff anel killeed it gremove the Hipper Jack model from plag.
I the score ds prearer thain the model's Steengrh then the Ripper
Jack: femiins ity atgachegl aned i vicrio siffers 4 54 hit with
oo Anmonr Save allowed - Models redueed o 8 wounds by 2
Ripper fack it auromatically taken out of action

Miodels may dich friviudy that are beipg attacked by Ripper Jacks.
“Tier dioy this the Triendly: inodel wmiusy be in basc-to-hase contact
wihy T Hippee Iack's victin in the Recovery phase. IF this is the
case Ahe .I'|'iu:m'lly ] iy difel hise Swrength o that “of his
companion when waocking owt il the Ripper Jack is removed,

Serious Injuries. IF o model is taken ot of action by a Ripper
T eley mor roll on she wsual Serious Tnjuricsaehle. instead nok
o the Ripper Jack Infary table below

D66 INJURY

Ihead
N b ad wound
2du2a Blindcd in one cve
3306 (i bartle weound
4 - Full recovery
51-50 Dnpressivg 5Lk
] Hiorrihle scars

Ripper Jacks in Games. Beastmaster Wirds o Ln Lrkin ~i1|\[‘lu
Jeicks o figghe for them, Inegames Bigper Jacks will aggressive
seck outand astack lighters wherever they-can




The creatures under the Beastmaster's control must remein
within 16" of him at all times. As long as they do so then they
can yse his Leadership characteristic for any Leadership tests
they have to take. If they ever end a Movement phase more
than 16" from the Beastmaster, or if the Beastmaster goes o
of action, they are removed from play, as it is ass

they have scampered off down a nearbw crack or hole.

Inyformrtion
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Molten Man

The Pyro can make his body white hot so that
anything that comes mear him i guickly burmit (o2
CHisp. :

The Wyrd may attempt to cause this to happen at
any time during one of his wens and the ellecs will
last forr all of the rest of his mren and all of the
opponent’s e oo, While the Pyro's body is svhite
hiot he becomes completely immne o anacks
made-hy any tvpe of flamier, or by meliaguns, mult-
meltas and melta bombs. He also receives an
unmslified 4+ save aginst any other foom ol
atack. Any opponent fighting a white hot Pyro in
hand-to-hand combat suffers an dutomiatic Strenigth
8 hit with a -4 save modilier ar the' stan of each and
every round of combat. In addition, any close
combar weapons that hit the Pyro are destroyed if
he muilets his special 4+ Saving throw:

Spontaneous Combustion
The Pyro s able to cause an enemy’'s bml\ m
suclctenly catcl fire and jrcap!

. The Pyro may ancmpt to use this power instead of
attacking normally in the Shooting phase, W the
power works pick the tearest enemy model in sight
within 12" of the Pyeo: The victim nwist take a
Leadership test-on 206, 1F they roll equal o or
under their Leadership they suivive the anack

“unscathed but are pinned. 16 they roll over their
Leadership then they spontancously combust,
sulfering 13 wounds with o Armmour Save allowed.

Firchall

*The Pyrir s able wo creseee. g ball of flime our of thin
air: Te may anempt 1o ereate the fireball in sighi
within 24" instcad ofatacking normally inthe 4
Shooting phse. if the power works the firchall
should be represented by the Blast iemplare. Any
model fully under the template is hit automatically,
while those partiathy under the template are hiton a
4+ Models hit by a fircball suffer damage exactly as
if they had been Hit by a famer.

Wall of Flamc
The: Pyro can generate @ barmer of flame several
metres long.

The Pyro may-anempt o produce the wzill of Aame
atany time dunmng one of his tums and it will sy for
all of the rest of his wrn and all.of the opponent’s
turn too. If the power works the wall of flame is
represented by a wemplate placed on the mbletop so

izt the entire lt':nj,[h i% El.-illiﬂ_ﬂ 28" of the Pyroand ap

teast pan of it is i sight of the Pyro model. The wall
of flame tt_mpi'ux_ st always be: placed tn gﬂ':um:l
Tewvel = it can't be ]:Etl.in{t_*;l ]:rrcurlfma]} h.tllw.n LI
a wilding!. ‘

You'll nf.r.d ‘tu raha }uurmvn w.zlli uf fl:trm
emiphate; Tt reeds o be spmighn, 187 long and 1,27
wide. You. can use 4 GW plastic range ruler, a card

I_] =) | H:'.:I"nl,th‘fﬂl_"]“lt‘i

Any models crossed e by lhf_ tf_mpiatc mu:-,t h(_
moved up to 17 by the owning plaer $othat they
are onit of the way, représenting the models diving
for cover! As long as the wall of Aame remainyin

S template. a picoe of string o .invthmg clse that fit.h :

play: no model masy shodt Or move acmss i, Note xl

dhat as Hames and smoke Jve assumed 1o go straight -
aip oo the-ceiling the wall of flame can't be crossed

ap oy levels The Mhroican ‘choose to e off EhL
wall of M gt the enct of ary ol his aierns,

Flamc Blast

Thix Pyro is able 1o gencrme a bolt of ﬂ.ﬂ"t that
springs from his pointed fnger. The Pyro may
arempt to wse this power instead of atacking

normilly in the Shooting phase. 1t Power works:
it creates a Bt of flame exactly as ifthe Pyftwere ©
- armed with & Hamer, except that the Pvro’s astack

never rins out of ammuoniticn o alfanclions!
Simmply place the Flames termplate st iluir the narrow

+end is wouching the Pyro modtl, and thon, resolve

the attick in the same wiy as o Bamer attack,

Melia

The Pyrovis able to a;:umu_ the molétudes of dnvthing
he concentnates o creating a deadly microwiave
eflect similar g0 thal prodeced by a melagan or
malti-pnetty; Alchough the Pvio's arcack s lgss
redisgble than either of these weapons, itis
potentizily even more desouctive,

“The Pyro may attempt to tse this power instead of
attacking normally in the Shooting phase, IF the
poswer works e may use it againsiihe negrest
cacmy wrget he cin see up to a rangé of 257, Roll
the Artillery dice o see whether the attack Hits (ihe
one numbered 2,4, 6, 8, 10 and Misfire)y, Fa
mamber is rolled the atack hits with o Strcnisth

el o the rollof the dice, causing D3 wounds and

with a -4 save modifier 1Ea Misfire is rolled the anack

makes the target break ot in a hot fash which will

pin the mrget but has. no other effcet.




'lDEl o
Mind Control ;

‘The Telepath is ahle o ke -’.mnlmlurmmthﬁ
person's mind, forcng them o do what he
desives, Alificgh the victim will not uet ina
suicidal manngyr, thiey will carry out almost any
other action no maner how depravietd ur evil

The Telepath niavatempe to use this rnw-'t'a ab;

any pétntduning an encey o, I the pawer
weorks bt omay iy o take over the milned of any
single enemy model wwithin 247 He does nol

nted aline of sighf, bur e does have 1o pick the

clomest targer: Take a-Leadership test on 206 for

~ ' the victim-IE the roll is equal 1o or léssthan the
o model’s Leadership in passes the teso and fighes 0

off the menal assauly, bat is pinned:

1 the mll is greates than the model's Leadership +7

L it is taken over e Teleparh, who may decide
what the moedel willdor for the rest of the tum
{ie, he can detide where it moves, who it shoots

at ete:). At the end of the turn the model returns.

o nonmal, Remember that the model is oot
alloawedd tovact suicidally, so vou can'y meke it

jump off a ledge or shoot itself, ere. This calls for.

4 vertgin amount of common sease on the part
of the players — if you find that you can't act
sensibly and are constantly arguing about what
is 2 suicidal action ofnot then reseoll this power
and usé another!

Terrify

The Telepath is able to conjure up tertifing
mental ithasions of an opponent’s wﬂ WOSL
fear.

The Telepath may atempt 1o use this poaer i
anv pointduring an enemy uene I the power
works hie may try o conjure illasions'in the
i of any single cncny modelwithin 247 The
target need not to be insight, butdoes have oo
b the closest tanger. The victm s automatically
Broken (nd Leadershiperoll js taken) and must
fee 200" to coner a8 disenbed inthe Leadership
section in‘the Necromunda rulcbook. The” ©

model must reeover It nenve using the notrhal

rules;

Invisibility

The Telepathis ablt o affect an um:mm:nl 5
minad so thit he only sees what the Telepath .
watits him 1 urr.'

The Telepath may attempt to use this power at

any poind duging an enemy tarn. 1 the power
winks he may affect the mind of the closest
enemy model within 247 cven il they are out of
sight of the Wynd, The victim is unable o sce any
members ol the gang that the Telepath belongs
! Heeis not allowed to make any shooting
artacks, anid iFengiaed in hand-wo-hand combat
his soone is halved (rounding fractions dewn), IF
the model was in oversatch then he must come
out of it. 15 the victim is a sentry he has no
chance of raising the alarm. Ar the end of the
i the victim returns 1 noomal.

Mental Assanli
The Telepath is able o L'umf_li i deadly memal

_ assault which can cagse a victim 1o drop deacd

from @ stroke. The Telepath may anempt o usce
this power instead of atacking normally in his
turn. i the poser works e may attack the mindd
of the-nearest enemy model within 247 even i
thev-are out of sight. Take a Leadership test on
2106 for the victim. IFthe moll is equal (o or less
thiani the: moelel’s Teadership-it passes the west
and the attack has do effect I the roll is greater
than tht model’s Leadershipin sulfers d single
wourid with no Armonie Saving thross allowed.

Ha]lm:lnmimq
The Telcpath is able to a‘rh:: Lan opponent’s
mincd and conjure up-horrible hallucinations,

The lelepath may atempt o use this power at
any point duiring an enemy e, I the power
wioirks b may place the Tast remplace over the
nearest enemy medelwithin 24" even if they are
ot of sight; Any models illy undes the
werniplate are aliected cxactly as if they had
inhaled gas from a Hallucinogen gronade, while
miaghels partially Gnder the emplate will be
alfected om a roll of 44 Roll immedixmely on
the Hallueination table printed on page 46 o0
the Mecromundia: Underhive rulehook o sce
how any alfecied models behave for the nest of
the irn: Mote that the Blast templaie is
removed sfter the attack has been made - it is
not lell in play ke a iemplare for a Hallucinogen
gas prefade.

Mental Strength
The Telepath. is, able to enhance cither his own
or 4 companion’s physical abilitics by drawing

“on the hidden resources of the avind.

The Telepath may agempt to use this power al
any time during his own o, IDhe power
works he may allect either his own mind or the
mind of any single fricndly model within 247,
The model chosen immediately his ome of the
followving charactenstics increased by 1% poiries
up 1o a maximum of 10 (the plaver may choose
which is affecred )z Weapon Skill, Ballistic Skill,
Strength, Toushness, Inidative of Atacks. The
midel's characteristics remain ag this higher
levet for thie remainder of this e and all of the
opponent’s furn, and then return to norimal.
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Assail ‘ 4 ;
e Wyrd s able to I:mm:-r an gpponentwith :1
SUCTessio of mental blenss as lf fmm an

invisible .I%Lu‘hlm

The Wyrd may atlempt (o use this power instoad
of attacking normally in' his turn. the power
wiorks hemay attack the, nedrest enemy miodal
in sight wdthin 247 Thi normal reeting fules
apply The plaver can oiove the victinn 13" in any
dircotion. even inte Harid-to-hand combar, anfc

Blast markérs o oter 2 ledge (provided the
terrain doesn’t entircly block mm'umnt] and
choosc its facing,

Hail Storm

The Wyrd is able o use his n_is_iunf:w_ powers 1o

gather topether some of the demios thar Titters, &
- “the Underhive: fliear Suich 25 rubible or shards of

metal, and tl:uén husf them against an opponent,

The Wherch iy gttempl w use this power insteacd
of attacking mormally in his tomd, I the power
wintks he mayvarcack as if he wérd armed with a

i '.n1|1:;;'4_5r_1 wesipon with the charfererisics shoan
helaw: Note that the atcick hits automarically,
bt thiat the novnul targcring rules apply. Roll
thiz Strenurh for sad || it L.Ju"_.{:l;l b thie arack
separatc Iy

. Short - Long ‘T Hit
Range Range Short Long Sir ﬂ-.m-. M.
: 12 24 Abwiiys Hlits 16 R

Save
AP
MNA

Spcciid: Sustained fire — 1 dice

Crush
The Wed is able to use.his tLILkJ.nLt:L pmw_n 1
crush the lific our of 3 victim.

The Whad may mtempt o use this power instead
of attacking normalbyinchis naen. i the power
works he oy attack the nearsst eoemy mochel
i Sight within 24", Ball 206 for the Weerd, and
1136 phas the model’s Strength for the victim. If
the victim's score is equal to or higher thin the
Wind's, then the aitack has nio effect. ihe. s =%
Wand's score 45 higher then 1 wound is inflicted
on the victim per point of difftrence betwern
the pwo soores (e, Waatl soores 8; victim scores
6 equals 2 wounds for the vietim). Armour Saves
iy b tken as posmal. .

Force Field

- The Wyrd is able to generre a force ficld o
"profect himself and nearby companions, Lnlike
st Whrdl powers: the force leld may beused
any aumber of times pee nen. I the Wyed or any
fricndly model within 2" of him suffers damzge,
then the Wyrd can atterapt 1o use his force leld
as a spocial form of Armour Saving throw:, The
Wyrd st take a Leadership test to see whether
he is able 1o activaie the power. Tl he does then
any damage i saved. If he fails the test then the
damage is infliced a5 pormal. Note that Armour
Save modificrs do not apply:

Short

o down Jevels it desined,
“insteadl of the model™s, noemal- o,

Range Range Short Long Str Dam - Mod.

I'hsp!al.um. it

The Wird is abf o transpont & single ﬁ iendly
mdel nerass the bartleficld, The affected model
is swithesd in eniergn and disappears,
reappearing scconds latce arits new lacation.

The Wrd can aptempt o use this power in his
o Movernent phase instead of making a

normal meve. 1 the power works he can move
cither himsclf or 4 fricndly model that e cin
st up o300 igoring inervening madels or
any other ohstacles:or scenery, and mdving up
This mowe is maade

Displacement may be vsed mment into hind-
to-hand combat, in which casi-the model dounts

= s chiarging,

Fists of Fary :
The Wyrd is ablé to tarn his fists in {h."lr:lh
wespons encased in glowing menal encrgy chat
ean punch through the thickest armour,

A Wyndl with this power adds +1 1o his Anscks
characteristic and has his Weapon Skill increased

v D3 poines permanently (this is not a mental

power, il sinply represents the ot thar a Wyrd
with this alsility will have honed his skill at hand-
to-hand eombat to 2 higher level)y: The Wyod can
artempt to use this poser at the siar of any |

~Hand-to-1and combat phase. If he succeeds he

is treated as being armed with hand-to-hand .-
combeit weapons with the characieristios shown
bedow: I he fails then he must use his normal
Strength instead. Note that if the Wyrd atempes
o use this power and fails then Be muost sell
figght with his hare hands = heis noe allowed o
use any hand-to-hand combat sweapons he may
be armed with,

Tor Hit Save
AP

Close comlbxit only 8, .2 5.0 'NA

Long

Special: Close comibal




Roll.

1D66

1 l-'lﬁ None' ’
CThe Wynd dloes mot Tave & mlnm‘ ptmu' atall
and mw-sr rt*]} .1'!1‘||5' o1 his prinyiry pr.mt'r

Phe Wynd may .1EL€"1'I"I.I'!L 0 use t]'nl_-. ST nmlr:ui
of attacking normally in the Sheoting phase of
his nien: 1 the' poveer works e niay affcer the
mind Bfany single enémy model he G sec
within 16" and that is also within 1ol the edge
of a wallkway or struetune, The: unloriunate

targct atterhpis o prove they can fiy by amping |
over the edge of the dedge! Sadly, their defusion .

is short-lived 3% they plumimet 1w the prownd,

*suffering dionage for flling as described inthe 2

Meceominda: Underhive tuleboak::

Float

- Thie Wayrd i allonverd 0 Aompt o usi: this

power at anvtime turing his Movenent phase,
If thic pomsicr works cither the Ward or one
friendly model within 127 can move as if they
hael a prav-chute (sec page 32 af the

- Neopomundi: Lnderhive sulebonlk)y.

Weapon Jinx

The Wird can aempr o use this power if an
enemy model makes i singec atack at him: 4f
the pirwer works then the irmcking model mast
make ain Ammao roll for the weapon bsed no
rmvaeter what i rolled o hic The, Warrd may ooy to
s this once against each ranged .m.u.k

targeted at him. ¢

Fearful Aura

The Whatl canses fear as doseribed H?A‘.
Necromunda: Underhive rulishook. This power
alwarys works = the Wyrd docs nor have o take o
Feudership test mo crcate the auny

Freeze Time

The Wyrel can Ireese time while he cirgies on
mewing. To other models it appoins that the
Wied is able womove incrédibly quickly, The
W may attempl i use this power just bifore

e mowves, I the power works he mayv add Tn" 7+

- his basic nmove: which win then be doubled
for running oc charging as normal. i addition
the Whath can attcmpt to use this power i he is®
imwolved in o fast draw: 100 works heabaays fires
first!

Nullify Power
‘The Wyed can sttempt o use this power if an

“setietny Wyrd that is in sight and within 24"

succecds in making a Buadership test 1o use a
power, I Nullily Power wonks thien the enemy:
Wayrd's power is negated and cannot ]‘.IL s
this murre:

Banshoe Howl

The Whrd can attempt (0 use this power at any
Hme against g cnemy model it can see within
24 that is in overwatch. 15 the power works it

dlistracts the modet and knocks it out of
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: \wm MINCIR FOWER _TAELé.

J-:]L ']11ggf.r Fifﬂ.p:r g

The Wreh iy atieémpl 10 use this [:s{mtr instéad
of atacking i his ovwnotuen, 1F the powier works
he e tnset the closes: enemy medel dhat is.in
sighi andbwithiry, 24" The victim accidentalbfires

o weapon he'ds holding (decide randomiby-if

there is any conlusion), Roll the Scatter dice to

sew sl direciion the shot goes off in. The

closest mdel along this line of fire (it dny
hedght level) noay: b hit Boll to hi gl wouned

o nowmadly; st ws A0 e victim had fircd the shot
_fom purpose! IF there are no models along the

e of fire the shot automatically misses, Bt
ke @ To FhL ol anyvway in case :ll'l Ammo mJ.E

ik redjuired.

Trip Llp .

The Wyrd can avigiope g use this poweer if he is
charged by an enémy model, f the power works
thi ericmy model is spped up 1 away fiom the
Ward, anad is treated as hu_mg pinned ar thae

e rinak:

Sense Prosence

The Wynd car sense the prescince of any cnemy
el thar is within 127 cven if the Wynd
coriledin't normalky sec them.: This power always
wiarks — the Wil does not have oo ke a
Eeadership tost t sense an opponent’s
presence. This means that enemy models can’s
hicdés From the Wiel, and if he is 0n scotry doty
i A Radet seenario he will abways spot enemy
mosdels that ace within 12" in'his fim.

Spider Man

The Wird isabbe tor generate g welekinetic energy
field around his hands and feet which lets him
clitnh up walls and flat surfaces. The Wynd may
atiempe oo use this power just belore be moves,
If it works hie can-climb any sueface as if there
e o lacdder there.

Zen Shootist

The Wrd concentrtes his avind so thae hie
becomes onewith any ranged wiapon he uses.

The Whrd may use this power just before he

mizthes o shooting duack. T he power works

then hie will aittmatically hie oy targer that he
can see and which is within the weapon range.
Even though no 4o i voll is needed your shiotibd

“srill matke One in case an Ammao roll is regquired.

Walk Through Walls

The Wy is able to make a smatl rent in the
fabric of reality which alloees him o walk
through walls and other obstacles. The Warrd
oty attempt (o use s power just befare he
mowies. I the power wiorks he ey walk theough
walls or other obstaclesdess than 17 thick thar he
encounters a5 he wioves. The Ward may use this
power o deogy thiough a floor, but by wall kil
dovan 1o the leviel below it he diges so-and may
bi: huirt.




3 z
(hamclcnﬂ '

“The Wyrd can attCmpt toa £t thiis r-uv- erafter he
Hias e 1 the poweer eonksthie cotmis as
hiding even if he isif the open. The powee :

Swcarks fof dhe remainder of the e derd al ol o0
e next wrn. The normal iding restrictinns
apply o Chameleon so the posier foa not be
wsech i thes W pam o chargaeth el s

the Wird will sull I‘n-' reveated if he shiots a
WAL
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Mirror Frnawe ; :
The Wil can use this lxmm if b wanis o
birvak from handso- il combee. H the power
works e is abile ny create & mireoe image of
himself which so confuses his opponent that the
Wyrd can break from the combat withioue being

54
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Throw Vodce

The Wyreh can use this posesr i he carr See
Clrierndly pmm*-.[ mpel that i on #es owna the
. start of the mive Normally this model would

- m b allosietd o recower froen frnmngs, buldl

the Wyrd succeeds in throwing his voice the

mrodel may aie mpt o do so, jusoas Ji'thn;n. WETE

i riendly mexlel within 2",

Bang-Flash

The Whreh can attempt to produce a *-m,.a]l bkl o
elowing kinenc enciey. He can throw the eneapy
hall, which explodes-with ablinding fash when
it hits. The Wynd cae agempt to use this power
instead ofwaking i shooting aiack I he power
works hie may make an atack cxactlyas if he
woere throwving ;aphoton fliash fldre (see page 47
of the Necromundir Underbive miles).

Enchy Auira : 50
Fhe Waml s simiply very, very lucky: l]'m c |'|-|_r

rurn the Wyrrd can foree a re-roll of omé dice ol
thie affecoed the Wyed dircedy: For cmmple, he
cold force an opponent to pe-redlai bt if dha:
opponent were firirg ar the Wyrd, bt no i the
opponent were firlng at another model in thc
same wang a5 the Warnd, The Wend mest acoept
*the resul of the resrofl, even i it is worse than
the first roll! This poswer abways works - the 2
Wirl dloes st haives 1o ek a Lesdership et tr) it
croate the dusa. -

Healing Hands

The Wynd can aficmpt 1o ise this poswer upor
fricnd wha is down if he & in basc-to-hase
congact with theme in the Recovery phase. IF the
prower worksahe lghier aptomatically recoves
-0 a fesh wound and doesn't have to-make a
Recovery rolfahis mrn. 1 i fails the sounded

fishter must ok o recover noomilhy
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Remove Pain

A Wand with this powoer can attémyt to use it on
any gang fighters who will miss the: bale
because of an old war wound. If the power
works the fighter can take part in the barttle
nommalhy. The Wiyrnd can anempt 1o help any
number of gang fighters in this way, but nust
mtke a separate Leadership roll for cach. If he
hescame possessed while atempting this, he is

‘mulm_d 1o have kilted the poeson be was mum,
for hLI]‘J ang then bume up

Canse Phin -

A Wepd with this.porwer can attempiie usc i
irvstak of thaakings o shooting stk 1 the power
wnrks he may chonse the closest eneory model
thar is in siehe and within 24" H the victian has
et o miore ok war wourds thin they
winedisiely go ot of action as an old wound
suddenly flires up. Remove the model from plak
but don't roll on th Seritas Injuny able fof
them after thee barde, If the victim doesn’t hive:
s obed wier wionndd; then this puwu' has ni effect
e EheTn

*:tt:rp Blec dm{_,
The Wy can atémpi tose rhra poer Lﬂ-}Uﬂ A

e bas sulfered one o more lesh

woneds if he s i base-terhase comtace with
therm o the Recovery phase, 1Fthe power woeks
all e Fesh wodixls are” healed mimediately
resoeing lost points of Weapon Skill and
Ballisriv skill

Precogiitinn

Thic Ward 1s able o see dlmh‘ intes thee fature,
ancl cancedieny warn the mang beader i be is
beading inwa troubde, Tthe Wil is 2 member of
d mime then the plaver can fece the rosule rotled
ot thee Soenaric ble o be re-rofled: He mus
actept the resule of the second roll, cvien if the
first was beter Fboth gangs invabed inthe
seerario-have Precee’s then they canvel gxch
crther oue and nobody. pets are-roll. This poawer
always-weirks — the Wyrd does not have o ke a
Lasgedership st foouse fhis power,

Cannot Be Posscssed

This Ward &5 irwménsehy strong-willed and
cannist Be possessec By dacmons, Treat any
‘Passessed” results on the Perils of the Warp
table as hving no effccr, This power adways
wirks = the Wy does ot hiave B take a
Etadership tost 1o usc it

G1-65 Multiple Minor Fowers

The Wynd has D3+ 1 (e, 2-9) minor powers
rathor than st one. Roll for cach power on this
table, re-roffing any duplicates or rolls of 11-16
or 165,

Extra Primary Power
The Wyrd has gt extrs primany power: Roll this

Jont the Wiid's Primary Power table, re-rolling i

viou duplicate @ prineany power vou have alrcich
reflled] fior the Wl I a Beastmaster Wiyrd pegs
an ext primary power he can conimnl a greater
membier of creatures than usual. Koll a D6
instead of a [ for the number of creamires the
Beasimakier brings along 1o a hatile.




All the models in this magarine are available to buy (sce the How to Order section over the page). Here we
¢ feature some stuff you may have missed...

Rogue Trader Cruiser Rogue Trader Escorts
‘ Rogue Trader Fleet

Explore the stars and forge new alliances with the Rogue Trader fleer. The cruiser is sold separately. The escorts are sold three toa
blister pack,

ecromunda

H
i
H
H
i
H
i
H
i
i
i

Necromunda Wryds & Beastmasters
There are some odd people down in the Underhive. So why not hire them lor your gang. Each figure is sold separately.



Lizardmen Army Warriors from the jungles of Lustria.
Blistered as seen.

Lizardmen Hero Lizardmen Terradons Lizardmen Salamanders |
on T-Rex :

Lizardmen Coldone Riders Lizardmen 5kinks

Lizardmen Temple Guard Lizardmen Characters



HOW TO
ORDER

All the models you have seen in this magazine are available to buy. There are
numerous ways to purchase products from the Specialist Games Range. You
can order anything from the in-store order point at your local habby centre and
there are also the online stores. Availability of our products varics 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 yet stock vour desired items.

Finally, you can also ring Games Workshop Direct. The telephone numbers for
vour local Direct Sales team are detailed opposite so, if you have any questions
on product availability, please give the Hobby Specialists a call.

www.Games-Workshop.com

Subscriptions

Taking out one of our great subscription deals
means:

» You'll never miss an issue

* You'll see your copy first - subs are sent out
before the issue is on general release

* It's delivered straight to vour door - no need to
g0 to the shop

* You'll get at least a 25% saving on the cover price

In the UK we are offcring subscribers the chance 1o pay
just £36 for a 12 issue subscription, saving 25% — that’s
%12 off the cover price! Likewise, in the US a 12 issue
suhscription will cost $60 — that's an amazing saving of
$36!

How To Subscribe

In the UK vou can call 0115 9140000, Alternarively, you tan lake out
a subscription in-store or go onling
W uk games-workshop. com/storcfront

In the US you can call 1-800-394-GAME{4263) and speik to the
Hohby Speciilists or go online at
store.us.games-workshop.comfanatic/fanatic. htmn

If you live outside the UK or the US, you can still order the magazine and take
oul subscriptions from Games Workshop UK Divect or Games Workshop Us
Direct. However, you should call your local Games Workshop Dircet sales team
first and sec what deals they have to offer,




Pon order, call 1smf§wmm
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Specialist Ga,lm:b Bange, or you wish to place ar

sing the in-store order points or online at www,

t the SpLLuIlswﬂ;nir: s Range, or you wish o plac
er using [hﬁ,tﬂ;ﬂﬂft order points or online at w

you wish tog

Belgium, Denmark, Finland, Netherlands,

Norway and Sweden

Nerherlands and Belgivm D0441159168253
Sweden 0441 159188507
Denmark Qa4 1159188506

Finland and Xorway arc covered by the Danish or Swedish lines.




THE LAST WIORD
Shades of Grey

Inguisitor — the pame most people
associate with big models, D100s and
Weapon Range Band tables, Bue like
their Radical and Puritan in-game
counterparts, it becomes evident that
there are divergent philosophies
among players as to how Inguisitor
should be played.

Of course, the beauty of Inguisitor is
that unlike other Games Workshop
games, there is no ‘right” way o play
The system is as much an organic,
narrative role-playing expericnce as it
is a hard-and-fast ruleset. Depending
on the inclination of vour fellow
players, scenarios and campaigns can
he conducted in such a way that no
two playing stvles might be the same.
Howrever, in my experience, players
can be divided up into three ‘factions’
— Philosophers, Servitors, and Loyal
Sepvants of the Emperor,

Philosophers are just that — thinkers
who are likely 1o spend as much time
musing over the factwal  and
background-related  specifics ol the
seenaric as  the  acrual  rules
themseclves, or in some cases, cven
more &0,  These players  are
characterised by a  tendency o
abandon the actual Inguisitor games
and retire to the bar after 15
minutes of play, where they spoend
the next two hours discussing the
ironies and hypocrisies ol issues
like the similaritics between
Horusians and Thorans, or
arguing over the relevance and
significance ol Roguc-Trader-cra
background material, and how
they can use it to justily their
characier’s latest  preposterous
action or deeply controversial
MOve.

Servitors, as the name suppests, arc i
maore mechanical breed - hyper-
cfficient, by-the-book  types,
always carry a copy of the latest
Inquisitor Annual with them and
printouts of all the latest amendments
from the Living Rulebook. Always
keen to play to the letter of the rules,

whio

it isn't uncommon for Servitors to
eschew the services of a Gamesmaster,
whose presence  they  see  as
meddlesome and  superfluous o
requirements (after all, the rules are
written down in hlack and white for
all to sce!). In fact, chances are that if
vou're plaving an Inguisitor game
with a Gamesmaster, he's a Servitor at
heart, keen to impose order and
structure  upon  the
(though always keen to stretch them a
lictle in  the of good
storytelling).

proceedings

interests

characterised by a
tendency 1o be able 1w quote
unhealthily  long  chunks  from
rulebooks, including frighteningly
accurate recollections of any able,
characteristic line or rule, without the
need to consult the book itself (which
they carry with them nonetheless,
Largely for show).

Servitors  ane

Loyal Servants of the Emperor are

possibly the most common breed of

Inquisitor These  are
competent plavers who have thrown
themselves on the mercy of a
Gamesmaster, into whose capable
hands total control over any rule,
scenario event or campaign path s

AT,

“Servitors are characterised by
a tendency to be able to quote
unhealthily long chunks from

rulebooks, including
frighteningly accurate

recollections of any table,
characteristic line or rule,”

passed, Obviously, with total power
comes great responsibility, and the
role a Gamesmaster plays in this
situation is crucial. Their level of
intervention varies, from ‘Slim-to-
none’, all the way through to
‘Rulebonk? What rulebook?' It is often
said that plavers  are
encouraged to invent new rules to

Inquisitor

THIS MONTH... BOB IMACFARLANE

BioG: Bob is a fanatical
Inquisitor player, Gamesmaster
and rank nobody, who keeps
guard as one of the moderators
at the Conclave, Fanatic's
Inguisitor online fornm.,

address situations and contingencies

not  covered  specifically  in the
rulebook, and this is where the
Gamesmaster comes  in. Broad

exercising of Gamesmaster powers is
said o be common, with unpleasant
andd punitive random events said (o he
a tool  employed widely by
Gamesmasters to address everything
from cheating, to swearing, o
offensive body odours.

Loval Servants, as the name Suggests,
are expected 1o acquiesce politely o
the whim of their Gamesmastoer,
however crazed, and play with good
grace and according o his paradigms.
At the Summer Open Day this vear,
Dan Abnet co-ran an  Inguisitor
scenario called ‘The Slaughtermen’,
As you would expect from an author,
the scenario was extremely cinematic,
with Gamesmaster-controlled events
prevailing over textbook gameplay
and with many official rules ‘hent’ in
favour of smoother play. On the other
hand, if you end up with a Servitor as
your Gamesmaster, vou might well
end up consulting a rulebook on
every single action — no bad thing, of
course — game balance doesn’t come
much better than material straight
from the rulebook.

Chances are that if you're a
seasoned Inguisitor player, you've
passed through phases, maybe
starting out as a Loyal Servant, and
then progressing either to Servitor
or Philosopher depending on
whether your interest lies in the
application of rules or
background. As T said earlicr, there
really is no right or wrong way o
play. The philosophy of a Servitor
plaving by the book is no less valid
than that of a Loyal Servant slavishly
following the house rules created
there and then by his  wildly-
freestyling Gamesmasier. Just
provided vour games are enjoyahle,
and you're doing the Emperor's work,
yvou'll never po far wrong.

T T A T e T S S A b o e P o A el A G A T R S b e b e
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