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WHAT'S GoMG on urTH FANATIC AND THE SPECIALIST GAMES RANGE?

New Releases

For ordering information see the How o Ovrder section on page 94,
Please check with your focal GW Direct Sales for prices,

Skeleton with chainsaw
One model per blister
Designed by Mark Bedford

Dvwarf Treasure Hunter
One model per blister
Designed by Martin Footin

Fanatic Bitz

Issue 1 winncr
Way hack in issue one of the magazine
we ran a competition with the prize

being the first cver cover spread of

Fanalic magazine hot off the press
{which we then ruined by scriwling all
over it by ‘autographing’ it), We also
threw in the Pit Fighter range to
celebrate the publishing of the Pit
Fighter rules (finally®).

We had loads of entrants to the
competition with the question being;
Wkt wwes the first ever edition of Epic
calfed? A lew were close with, Space
Mearine but the correct answer was, of
course, Adepfns Tilanicus (which
mMOst entrants got),

The lucky winner was David Nice of
Reading,

Look out for a great new competition
in an upcoming issue.

Living Rulebooks Go Live

By the time you read this they'll have
been online for a while. Recently on
Exterminatus.com  and  the new
Warmaster website (more on that in a
minute) the Living Rulebooks for
these great Specialist Games have now

gone live in a PDF format, Both LRBs
contain the most up-to-date rules sets
and are completely free o download

{excluding  vour normal  internet
charges),
The  Baulelleet  Gothic  Living

Rulebook will also no doubt be up by
the time you read this (although it is
currently not online at the time of
writing).

Dot Com

The new Warmaster wehsile is now up
and running and even has a fancy new
LRL. You can now reach the website at
Warmaster.com  (formerly known as
Warmaster.counk, which was a few
more letters to tvpe!).

Amongst the many exciting new
features o the website is the “web
blog' where Matt and Rick will he §
making semi-regular postings of
announcements, thoughts, points
of discussion and other Warmaster
related topics.

There is also the long awaited
Playtest Vault and a forum to
discuss any proposcd rules changes
and amendmoents.

There is also an updated resources
section that has loads of PDFs and

I@ Epic: Swordwind
80 page supplement book with
rules and scenarios for Eldar, Feral
Orks and Death Korps of Krieg
in Epic
Weitien by Matt Keefe
& fervis Jobnson

I-Necro
From the Webmaster that gave us the
fantastic  Inguisitor  wehsite, The

Pangolin Saloon, we have another
preat Internet resource, but this time
for MNecromunda.

Stephen Pearson (also the author of
Inguisitor  article, Environmental
Conditions in this very issue) provides
another great website that contains a
wealth  of  information.  T_Necro
includes new scenarios, equipment,
additional rules, gangs and links
cven more Necromunda sites.

Fighly Beconumended,

player aids.
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Eldar Anti-Gray Platforms
O Weapon platforms, enough for 6 Scaner Lasers
OR 6 D-Cannons
Desipned by Tim Adcock
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Eldar Falcons
blister contains 3 Eldar Falcons
Designed by Tim Adcock

@

Eldar Vypers
This blister contains & Eldar Yypers
Designed by Tim Adcock

®

Eldar Warwalkers
This blister contains & Eldar Warwalkers

Designed by Tim Adcock
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Eldar Dire Avengers and Fire Dragons

This blister contains 4 strips of Eldar Dire Avengers,

4 strips of Eldar Fire Dragons and 1 Exarchs strip
Designed By Mark Bedford

This box contains 2 Eldar Warhosts plastic sprue

Eldar Warhost

(Sprue is shown at 22% of actual size)
Designed by Aly Morrison

Eldar Night Wings
This blister contains & Eldar Night Wings
Desipgned by Tim Adcock

A

This

Eldar Wave Scrpents
blister contains 4 Eldar Wave Scrpents
Designed by Tim Adcock
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EVENTS

KEEPING YOU UP-TO-DATE UNTH THE SPECIALIST GRAMES
TournamenTs AND EVENTS SCENE

he Events pages are a chance for you to advertise and report on any tourneys or events that include any of the games
Tfmm the Specialist Games Range. To advertise your event free, or report on a recently attended event, then please send
details 10 fanatic@games-workshop.co.uk. Note that due to this magazine’s worldwide release we actually produce
issues six months ahead of the release date, so please bear this in mind (for instance, to advertise an event in December

vou'd need to send us details no later than July).

Gareth Harvey: Inguisitor is always a
popular game al Games Workshop
Open Days and Conflicr Tournamenes
as it allows quite a few gamers to play
at the same time, each playing a
central character, henchmen or
villain.

As part of the 2004 Summer Open
Dayv we'd planned to include a brand
new Inguisitor scenario and asked
the master of Inguisitor fction, Dan
‘Ravenor” Abnett if he wanted 1o be
involved. OQne guick chat later and a
very enthusiastic Dan Abnett not only
agreed to help write a scenario but to
also help referee on the day — bonus!

Dan suggested several exciting
concepts for the scenario and its
setting which included a sprawling
hive slum and a gladiatorial arena,
however we decided on the location
of Tusk Verge Moot as our chosen
battle zone.

Tusk Verge is a thriving market town
on the world of Flint, it is here at the
busy beast markel or Moot that
Ravenor and his entourage hope to
rack down the notorious big game
hunters who possess the vital
information he requires for his
investigation into a heretical plot.
Tusk Verge is dirty, dusty and
crowded with cattle pens, agricultural
vehicles and farm building. .. an ideal
modelling project for our illustrious
Warhammer World team,

But a great board would be nothing
withour a strong list of dramatis
personac with which to tell our Lale.
We chose two of Ravenor's trusty
associates; Harlon Mayvl and Paticnoe
Kys to accompany the psychic
Inguisitor on his quest.

The game was a great sucess along
with the whole Summer Open Day,
Although no Inguisitor game has
been confirmed yer I'm sure we'll be
holding a something similar this year,

Dan Abnett says — “The players were great — some knew the books, and
brought a wealth of ideas and insight with them, others didn’t but were
really open and eager. We had huge fun playing and inventing new
clements on our feet as we went, and one really nasty thing happened
that will definitely make it into the next novel {involving Patience, her
flying kine blades and a poor unfortunate’s ... well, shall we say
“groinal arca.”}!

It teaches me a lot to play... I learn how players think about the games,
what they want out of them, what they think is cool and gets them
excited. That'll pay dividends in the writing of future novels,

Absolute full marks to John French for heing our main Games Master
and running the show. If yvou let me to do another game at an Open
Day then I'd have to insist on him again. Absolutely full marks too to
the set builders and the figure makers — top stufl, especially the
livestock. The stampedes were definitely the highlight of the acton.

All in all a great learning experience, packed with useful stuff for me...
but more than anything fun with a capital ‘F."

el Inequisitor players veplay a scenario fron j e
' (iith Greham MeNeill trying 1o

on the

Come and be part of the action! The 2005 Summer Open

day is being held on June the 11th at Warhammer World.

Give the UK Direct Sales team a call on 0115 91 40000 to
book your ticket.




Swarf Treasure Bunter

By Jake Thornton

55 gold Crowns to hire

+ 30 gold crowns upkeep

Dwarfs are famed for their love of gold, ale
and adventure, not necessarily in that order.

Since the disaster ar Mordbeim they have
come 1o the ruins in ever-increasing
numbers, some sceking riches, but many
just after a good fight. They're well known
as tough warriors and are very much

sought after as hired muscle by other

warhands, but the Treasure Hunters have other benefits too.

Drovarf Treasure Hunters ane specialists in finding riches tha

other people have tried w hide and, as such, can add

comsiderahly to a warband’s purse.

May be Hired: Mercenaries and Witch Hunters may hire a
Drwarl Treasure Hunter, Warbands of Dwarf Treasure Hunters
are comsidered rivals o these individual prospectors and so
may not hire them. Warbands that include Elves may hire Dwarf
Treasure Hunters, but must pay double the normal upkeep
afier each battle. Dwarfs won't put up with poincp-cared folk
unless they have to, or are adeguately compensated for their
sufferance.

Rating: A Dwarl Treasure Hunter increases the warband's
rating by +24 points plus one point for cach Experience Point
hie has.

Profile M W5 BS §
3 5 4 3

T W I A Id
4 1 1 9

Equipment: Gromril armour, helmet, mining pick, dagger,
hammer, treasure maps and lantern rig (see below),

Skills: A Dwarl Treasure Flunter may choose from Combat or
Strength skills when he gains a new skill.

SPECIAL KULES

Hard to Kill: Dwarls are wough, resilient individuals who are
only taken out of action on a roll of 6 instead of 5-6 when
rolling on the Injury chart, Treat a roll of 1-2 as knocked down,
3-5 as stunned, and 6 as Out OF Action,

Hard Head: Idwarfs ignore the special rles for maces, clubs,
cte. Thev are not casy to knock out,

Hates Orcs & Goblins: Sce the Psvchology secrion of the males
for details on the effects of hatred.

Mining Pick: This is a two-handed weapon and uses the same
rules as a double-handed axe, hammer, ctc.

Lantern Rig: The lantern rig allows the Treasure Hunter to ase
the lantern and still keep both hands free for weapons.
Otherwise it follows the normal rules for lantems.

Treasure Maps: Over his time in the rains, the Treasure Hunter
has acquired a number of measure maps, Call it greed if you
must, professional interest if yvou're more polite. Some of these
are obwvious fakes, but there are many that scem promising. At
least, on first glance. Each battle the Dwarf Treasure Hunter will
choose one map and see where it leads, Roll a D6 at the end of
cach battle which the Dwarl Treasure Hunter survives without
going Cut OF Action.

1 Ambush!: The Dwarf Treasure Hunter is ambushed by D3
brigands who planted 1he fake map to lure the unwary o their
dooim. Immediately fight a close combat herween the brigands
and the Treasure Hunter with the brigands going first and
counting as charging, The Brigands bave the stals of a TTuman
Mercenary Wardor (page 71 of the rulebook) and are armed
with a club and dagger.

2 Poor Fake: Tt quickly becomes obwious that this is a fechle
forgery and is unterly worthless. The Treasure Hunter uses it to
light his pipe.

3 Looted Hoard: It was a good map, but someone beat you to
it! Mind vou, there's enough left to add +1 to the number of
shards collected by your warband this game,

4 Cellar: When Dwarls say “wreasure”, they don't always mean
gold. This map leads to a forgoten cellar of a ruined pub and
contains 4 small barrel of Bugman's finest ale — treasune indeed!
This works like the one in the rules, but there's only enough 1o
give 1o T warriors. Decide when you want them to drink it and
roll oo see how many icll go round. The first warrior to drink
from the barrel must be the Dwarl Treasure Hunter himsell: The
barrel cannot be sold, and if the Treasure Hunter is not retained
he'll manage to take this with him when he gocs.

3 Real Treasure Map: Roll one exira Exploration dice.

6 Jackpot!: You get one cxtra Exploration dice. However, do
ot roll this along with the rest of them. Instead, roll the
Exploration dice you'd normally be entitled o first. Then
choose the result of the extra dice instead of rolling it
(potcntially making doubles into triples, erc). Onee you've
done this, resolve the results of the exploration as normal.

Mote that these results are not cumulative. The Treasure Hunter
consults a different map each bartle, and so the results only
apply to that battle {or, more accuracely, to the actions between
that battle and the next).
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A Gang Bars Report

By Terry Maltman, Ian Davies & Nik Harwood

They arrived from all points of the compass. Some crossed
the sea. Some made the arduous journey from the Deep
South where strange creatures roam, letid of odour and
communicating only in guttural snarls (hello Somerset!).
Chher more hardy souls braved the chaos known as Friday
night rush hour in Nottingham, But arrive they did.

So it was that Harrald, Tan, Nik and Terry assembled in the
hallowed halls of Warhammer World {ok, ok, Bugman’s
Bar if you want to be specific). It was the night before
Gang Wars, the GW Mordheim Campaign weckend, and
there was much ploting to be done. Strategics needed 1o
be drawn up, tactics thrashed out and practice games, er,
practised. And mavbe we'd grab a quick drink to sharpen
us up.

So... several quick drinks later we were all feeling as sharp
as a newt. Unfortunately we'd managed no games at all
although, on the strategy front, we had successfully
managed to talk Balrogs for most of the evening. Ah well,
there was always good old-fashioned luck to fall back on
the following day.

The campaign started in earncst on Saturday morning
with the traditional coffee and doughnuts (so now you
lenow why we are so keen). lan and Nik, having carelessly
found themselves locked inside a local Nottingham pub
the previous night, were particularly keen on the coffee
aspect. lan was noticeably less enthusiastic about the
prospect of an  early-morning  doughnut  though,
presumahly more a result of that reassuringly expensive
lager than any last-minute health-drive on his part.

A total of cight players assembled for the Mordheim
campaign. JToining the four of us, and looking decidedly
mare fresh-faced, were Michacl Simpson, green-haired Al
from Bedford, Bryan the Possessed and Terry's son David.

The abjective of the Mordheim campaign was 1o
accumulate as much wyrdstone as possible over 9 games

while trying 1o resist the gold-draining lure of the shiny
irinkets and Hired Swords on offer from Busty Gwen, no-
nonsense landlady of the Stoat & Pitcher. The warband
that had amassed the most wyrdstone by the end of the
weekend would be the winner.

Berween the eight playvers it turned out we had seven
different warbands:

Terry: Middenheimers

Nik: Kislevites

Tan: Dwarves

David: Orcs & Goblins

Harrald: skaven (led by the infamous Oldclaw)
Brian: Possessed

Al: Skaven

Michael: Wirch Hunters

Belore the games hegan we were allocated a further 100gc
e spend on equipment and Hired Swords, The Hived
Sword and equipment cards were provided by Busty
Gwen and sold, firstcome-lirst-served, at The Stoat &
Pitcher. We were not allowed to recruit new warband
members then or later, but we could re-hire 1o replace
losses provided we didn’t go above the starting number.,
Alter-game injuries, income and trading were done as
normal.

A preltminary gante in the Pir Fight o




We could choose onc of three strategics before cach game
with the player posting his slip first achieving his chosen
strategy. We could (i) “Ambush” a nominated warband and
play Defend The Find, (i) “Pick a Fight” and play Chance
Encounter or {iii) "Scavenpge” and play either idden
Treasure or Wyrdstone Hunt as directed by the GW crew

Ower the course of the first day many shards of wyrdstone
were found and lives lost. The match of the day was
almost certainly the title unification bout between current
EurcGT Mordheim champion Harrald Facessen and
current UK Mordheim 1 champion Nik Harwood. The
Dutchman claimed the spoils on this occasion with a
cagey display of ratlinkery and outstanding dice-rolling,
Of course, there’s the old cxcuse about evervone wanting
te ambush Rodion the Bear, which led to him being
parked in a central building for six games in a row. . Srill,
there's always next year’s FuroGT and Call 1o Arms to
defend the honour of Blighty, Mind vou, MNik was
following England's long and proud history of inventing
pames, cxporting them abroad and then being thrashed
soundly at them by all and sundry. ...

By the time we reached Bugman's Bar on Saturday nighe
Michael's Witch Tunters, The Seckers, were strongly
placed having won their first four straight battles,
Unformunately for them, by Sunday moming, following the
iniguities of a night at Bugman’s Bar, Sigmar had forsaken
them, resulting in them losing every battle of the final day.

Somewhat unfairly lan and Nik, having later hecome
unluckily locked inside the same local pub for the second
night running, were to fare far berter on the second day,
Clearly Grungni and Ulric have very different standards
from Sigmar.

Frolerr begirs are nol chile...

i ! Ome of the great aspects of Mordheim is its never-
i ending capacity for dramatic comedy moments, This
' oevent was no exception. Picture the scene... i

Gilbert Fettlesmith, the esteemed if somewhat creaky |
! Dwarl Engineer, has positioned himself on the upper !
! I storey al a ruined inn that his warband are intent on !

defending from the clutches of a demented Cult of |

the Possessed warband. With its enbanced 36" range, |
| Gilbert's crossbow is proving troublesome for the ‘
! eneroaching Cultists. |

However, their leader, an evil Magister, has a plan,
Without warning he casts Wings of Darkness and is
suddenly propelled upwards and into base contact
Uwith Gilbert whercupon he proceeds o land a
|| ferocious attack on the startled Engineer. Surely the |
| Magister will finish off the now-prostrate Gilbert | |
| during the following turn,

But no. Gilbert, being adjacent to a low wall, fails his -
Initiative test and tumbles over the edge. e lands in

| a crumple at the bottom but, being of hardy Dwarfen |
'l stock, merely dusts himself down while muttering to
| himself, “Now what was 1 doing? Ah yes, | remember” |
he chuckles as he raises his trusty crossbow 1o take |
aim at the cver so slightly miffed Magister, now

| | staring bemusedly down at Gilbert from the second

! storey of the inn. [




Another full day of diving charges, crucial Armour Saves
and general belligerent wandering [ollowed. The moment
of the day was undoubtedly Rodion, the Kislevites” Bear,
attermnpting a diving charge against a disbelieving Orc
Boss. Despite having an Initiative of only 2, the Bear
successfully pulled off his charge, scared majestically from
the first Door, arms and legs akimbo and roaring for all
Kislev, to land emphatically on top of the startled Orc
leader and end up with a “look-at-my-impression-ofa-
carpet” grin on his furry face.

A welcome Face over the course of the cvent was that of
Fanatic's “Mr Mordheim” Jake Thornton. Jake spent much
of the weekend chatting to the gamers and answering
questions (we're a demanding lot us gamers!). In face he
teok the time 1o specifically schedule in a Q&A session on
Sunday afternoon in which he waxed lyrical about the
future of both Mordheim and Necromunda, No doubt
Jake's plans have been covered in other editions of this
magazine, but suffice o say that evervone was very
impressed with both his vision and his enthusiasm.

As mentioned earlier, the ultimate winner of the campaign
was 0 he the warband that managed to accumulate the
most wyrdstone. Apart from the need 1o replace those
wirriors who perished along the way there were also
Busty Gwen's wares o resist, temptingly displayed to
separate those less disciplined warbands from their hoard.

T those who resisted the lure of these trinkets the glory
would fall. And no one is better at hoarding treasure than
Dwarfs. By a remarkable display of tight-fisiedness,
Morgan the Moon's Stag Parly managed to accrue an
astonishing 51 shards of wyrdstone over the two days,

Impressive displays of meanness were also shown by
Harrald's Skaven and Terry's Middies who finished second
and third respectively.

So we're  playing Defend The Find. Terry's
Middenbeimers need o bave move of bis men

o standing than mine, at the end of my turs, in arder I!
| to win the game. At the start of my turn be bas four |i
1

i invodved in close combat,

- more Middies than Dwarfs on their feel. I bave one ||
U crossbowman ready to shoot, with Lovel Broad, Spike

the Siayer and Cloth Thomas, a lowly Beardling,
The mathematically

! | endowed will bave calculared that each of these four |

 then the game's over”. Enperturbed by wry attempt at

warriors needs to down an  opporert, with |
themsefves remaining standing, to save the game, |
|
|

OF, deepr breath, bere gnes. Morgan the Thunderer i
pines off a crossbow bolt, bits bis man and sends |
bim sprawling to the ground. One down, three to go, ||

Sprikee the Slaver charges. He's got two atteacks, Thy ||
both bit. The Middie's a goner. Tiwo down, two to go. |

| Lord Broad's charges too. And be's got two pistols! |
Bilctm, Blam! Three down, one to go. |

L So it's alf down to lttle Cloth Thomas, Now !
unforiunately poor old Cloth, being a Dwarf is not !_
the guickest off the mark. As a rvesudt be needs to |
survive feo alftacks from bis opponent before be cven :
gets a chance to bave a go himself Terry rolls bis two
attacks, one of which bits. T commeent "I this wounds -\

- Alex Ferguson-style paychology Tervy promptly rolis a |
5, winning the game. As I proffer my band, trying to 4 {
put a brave face on things, Terry '«uri'dem’_’}'

| rententhers “Ob! It's a dagger. You've gol @ 6+ save” | |
And, dear reader, you've guessed i, Cloth Thomas |
prompely produces a big fat fuicy 6 and so deflects
the attack.

! Now all be bas to do is wonnd bis opponent. Having
been given this moast wnlikely of second chances |
Cloth Thomas doesn't biow i, despatching bis foe ||

o wAdth aplomb the cheers of bis comrades ringing in
ks ears. And the game continues. Legendary stuff | |

|
b
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It bas to be said that you can'l keep o good gamer dotn. What do you do given a spare few
the miniatures out and fmprovise o gome.

mintites? You get

i First we enfoved a team pit ffehi in the arena. Later the same arena was used for the traditional Old World game

af "Flying Monkey Poo" — you know, the one where fantasy warrtors dash around a fighting arena trying to
avoid the, abem, waste products of @ demendted [Iving monkey — afteays granny's favourite.

Then, as Bugman's Bar bas a chess table, we decided to use that whilst the others were finishing a Mordbeim
version of British Bulldog,

Between us, Michael bad Al's Rat Ogre and Nik bad Rodion, bis now infamous bear (if there bad been an award
for the character of the tournament the bear would bave won paws downy. Terry whistled up an Ogre Hired
Stword from the bottom of bis model case. Although the Ogre doesn’t normally suffer from stupidity we assumed
theat be bad token a few oo many Blows lo the bead (suggpestion — °. . we asstimed be bad partaken of too many
plasses of Bugman's XXXXXX"). So the plan — what plan? In the best tradition of improvisation we made it up
as we went along. Fach turn the models bad to pass a Stupidity test {o act or react. If they failed they either
stood drooling or shuffled off

Of course that meant the Ogre with bis greal weapon lested 1o atlack then waitted whilst s ofiponent tested to
strike first. Confused? The Ogre certainly weas, Having stunned the Ral Ogre be was in a posttion o take it out
of action. ¥No be didn't - be chose that moment to forget the plot and wander off bumning a litile tune. Not once,

of cotirse. Not even hwice. He performed that trick no less than three times, No wonder we called it the stupid |
it fight. In the end no one could even remember who bad won, We were afl so busy lavghing al the antics n_.l'"

aur pladiators that the vesult didn’t matter.

e

An honourable mention should also go to Skaven playver,
Al Despite never having before fielded a rathoy warband
this didn’t stap him from collecting a prestigious award.
Unifortunately, as the poor fellow had finished the wrong
end of the rankings, the award was a not-so-subtle hint in
the form of a Necromunda rulebook, received in the same
gooul spirit that he had played all his games.

All-in-all we had a great weekend, with a great deal of
camaraderie in evidence between the players. As Jake
commenied, no one playvs w lose - that would have been
silly — but there were still plenty of smiles when things
didn't quite go according (o plan.

We'll certainly be keeping our eyes open for future events.
S0 if you fancy meeting up for some limb-removal related
activitics interspersed with a healthy dose of alking
Balrogs, munching doughnuts and ducking from fying
monkey poo then we'll see vou there.

And finally,
weekend for the Dwarls to triumph, only one problem
remained. ..

having collected enough shards over the

what to do with all that wyrdstone when they
got back home? Well the Slayers are already looking
forward to a two-week break in the Chaos Wastes, Lord
Broad is looking forward w his Gueci-designed gromril
armour and there'll soon be a ooy swimming-pool for
the Beardlings to enjoy. On second thoughts, better make
that a paddling pool.

R SEre i o Tt
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| For the final games of the weekend we thought that we showld go owt with a blast. So with a guick bif of improvisation
| | ft transpived that the finaf round would consist of multi-playver games, with twa pairs of allies per table. With the
1 | approval of Event Organiser Nick Appleby, alliances were quickly drawn up. It was decided that my grumpy, bigoted
C1 Dwarfs would be the perfect pariners for Michael Simpson's griompny, bigoted Witch Hunters. Together we wonld
_ | vanguish the hwin foulness of Deavid Maltman’s Greenskins and Bryvan's Cull of the Possessed. Well, perbaps. I |

[\ From the top storey of a central inn, the crossbows of Engineer Gilbert Fettlesmith and bis son Morgan had the north-

| | west section of the board covered. Now by a bappy coincidence the north-west section of the board just bappened to

|| contain the Cultists. Unfortunately the Cultists bad a brilliant plan to counter the Dwarf’s ballistic prowess — they
| mooched around in the shadows,

i | Seeing this impressive level of selfpreservation, the Dwarfs and the Witch Hunlers prompily devised "Plan B". This
I | eniailed guickly ganging up on David's Ores, lurking in the south-east corner, before the skulking Possessed conld come
i | 10 bis aid Brilliant! Nothing could go wrong. It would take an inspived and beroic effort for Ores to bold-ont against
‘ | ot freo fidl-strength bands.

| So one inspired and beroic effort Iater, our twin-pronged attack bad become completely buckled. At one stage, fiwvo , |
| skilled-up Troll Slayers charged simultaneously into a nearby Troll (well it would bave been rude not to) only for bath
of them to end uf prostrate at its feet before the round was out. Ob the shame!

|
I It wasn't long before both Dwarf and Witch Hunter warbands were completely masbed by the Greensking with the Cult
of the Possessed arriving fust in time to apply the coup de grace and, naturally, claim all the glory.

:_ | Sl e they say, it's not all about winning. No sir, it's about grabbing most of the treasure.
||




Bettfing tt}‘e Gjru‘age

Jake: Having watched the fun and

carnage at Gang Wars | thought
that it would be a good
idea to carry on some of
that story in a hattle
report, In 2 moment
ol rare cunning, 1
decided to also use
this opportunity to
introduce a couple of
members of
Mordheim
Committes to all you
folks oul in the Big
Wide World.
here  they
b Terry Maltman and
g,? Tan Davies, veleran
Mordheimers, wits,

the
Kules

50
are:

raconteurs and all-

round  gentlemen
about town.
The following

report is maostly

in Terry and Tan’s
own wiords,
& though I've butted in
Ever;.- now and again for
clarity’s sake. At least, that's
my excuse, and I'm sticking to it...

Terry: When Jake invited me to take part in a Mordheim
battle report for Fanatic Magazine 1 was delighted oo find
that my opponent was my old friend and fellow member
of the Mordheim Rules Committee, Tan Davies. Now Tan
and 1 have been charting about Mordheim for several
yvears through the Mordheim Yahoo e-mail list, but as I Live
in the Midlands and he in the West Country we ranely get
to play cach other, so this was a great opportunity o get
together for a bash. As we are ®ahem® mature gamers,
Jake left us o develop the continuing story between our
warbands and decide upon a scenario based on that.

Onur last encounter over the gaming table had been at the
Gang Wars campaign weekend, My Middenheim warband
had defeated Ian’s Dwarfs who were ‘Defending the Find'.
Now if 1 know Dwarfs they wouldn't ler something like
that go ignored, so to give them an opportunity to settle
the grudge we agreed to play “Surprise Attack”, 1 would be
the defender and Tan would ambush me...
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Seenariy rufe amendments

This battle took place midway through the 204
Mardheim Rules Review, One item that was on the agenda
for the review was looking at halance of the Defend The

Find scenario (which is notoriously hard for the
defenders), but given the combined history of the two
warbands, this seemed like the most appropriate scenario
to play. Rather than shying away from it, we decided o
take this as a good opportunity to try out some of the
proposed scenario modifications,

For several years lan's group had made the simple change
of allowing the defender the first turn. This allows the
defenders the opportunity to regroup, hide or maybe just
to say their prayers before the action begins. In addition
to this, Terry and Tan also allowed the defenders wo roll for
reinforcements on the fiest (rather than the second) mren.
On the ather hand, to prevent the balance from swinging
oo far in favour of the defenders, Terry sportingly
suggested that the newly arriving defenders shouldn’™s he
allowed 1o charge in the first turn,

The above changes are what were played on the day. The
final version of any changes will be presented with the full
report of the Rules Committee in a later issue of this
magazine, and on the website.

T fle ARenfieimers Llan
Terry: ‘Surprisc Attack’ is generally considered a very
difficult scenario for the defenders wo win, They stare with
an average of half their warhand off the table, and those
who are on it are scattered over a wide area. In contrast,
the attackers will all come on together and can pick off the
defenders one at a time. As we were using experienced
rarbands we thought that there were a number of factors
that would help even the game up. My Middenheimers
outnumbered the Dwarfs 3 10 2 and with their superior
movement should be able to regroup quickly once T knew
where the Dwarls would arrive. We also agreed that
contrary Lo the scenario the defenders would take the first
trn but any reinforcements who arrived that turm would
not be able to charge. One final addition, we were both
allowed 1o use one of the new Hired Swords from the
Fanatic Studio collection, I chose the Kislevite Ranger (sce
Fanatic issue 6) as she seemed to go with the wild and
hairy men of the north better. She is a good all-rounder
and a bit of a monster killer,

50 how do vou formulate a2 battle plan when you don't
know how many men you will have on the table and you
don’t know where the cnemy will come from? What's
maore, vour men have 10 be scarcered at least 8" from each
other. 1 need then o be ready to be atacked from any
side, and will therefore place whatever bow-armed men

are available to cover as much of the table as possible, The
scenery has been set up fairly densely with a lov of

walkways and multi-level buildings - just how I like it. The
other warriors will fill in the gaps between the shooters
and consolidate once | know where the enemy s,
Hopefully 1 will get a good proportion of my men on the
tahle from the start.

=marf Cunning

Tan: My plan against most warbands would be o avoid
hand-to-hand combart for as long as possible in order to
maximise the Dwarfs' innate advantages in a firefight,
However, I am very aware that the Surprise Attack
scenario places the defender ait a big disadvantage initially,
Mot only does he hegin with, on average, half his warband
elsewhere but he also has to contend with the scrious
headache of his men being scattered over the battleficld,
All of this means that as the baole develops more and
more Middenheimers will appear on the streets. As well as
this T expect Terry, a scasoned old warhorse, to do all he
can to gather his existing troops iogether. The chances are
he'll try to avoid combat until he has a decent number of
warriors on the tahle.

If I'm to make the most of my indtial numerical advantage
I therefore want to initiate combat as quickly as possihle,
concentrating il possible on four isolated maodels — just
enough 1o foree a Rout test,

c=epfopment

Terry: As the defender 1 get to deploy first. T have to roll
for each Hero and Henchmen group and on a4+ they will
tarn up. Ul roll again for the remainder at the beginning
of cach subsequent turn. The warriors that 1 can place on
the table are Crazy Albrecht, Wollgang, voung Kurt,
Natasha the Kislevite and the two ‘Thugs' (vou have to
hire whoever you can in Mordheim - however
unsavoury). The others must still be chating up Busty
Gwen in the Stoat & Pitcher Inn (see the Gang Wars
report).

That doesn’t exactly give me many bowmen to form a
guard around the others who are busy looting. Hopefully
the Drakwald Funters will urn up soon, 1 place Natasha
on the top of the central tower where she can targer the
widest area of the table. She has the shooting ability Heart
Strike which can kill large creamures, bur as the Dwarls
don't have any that is not much wse. HMowever, her
Hunters' Cloak will allow her to hide and shoot without
being automatically spoted (as usual | promptly forgot
about this for the rest of the game). The other two Heroes
and two warriors are distributed evenly over the table
around the central tower, Did 1 just hear a pistol being
coclked?

Tan: My plan is to get into combat and take our as many as
possible of Terry's men belore his reinforcements arrive,
The problem is that, with my limited movement of 37,




Terrv's troops would likely be able 1o keep far enough

away if they chose, In this case, my best hope would be to
try to corner his men. This could take some time, perhaps
six or seven turns to run o full length of the board.
However, if 1 could start along the centre of my board
edge then T might be able to pin some unwary
Middenheim warriors against my left or right edges
within, maybe, three turns. I this is 10 work my Dwarfs
will need to fan oul into a wide “net”. With this in mind 1
placed my hand-to-hand combat troops centrally along my
table edpge and the maximum 8" in. The THeroes are
concentrated slightly to the left, Henchmen slightly to the
right.

I've noticed that the Ranger, Natasha, is '['h[']ﬁ'i[ii'}'['lEl']. art the
top level of a central building. While 1T don't fancy my
Dwarls” chances of scaling that building in a hurry, 1 do
fancy my chances of out-shooting her in a Grefight. T place
both crossbowmen, Gilbert the Engineer and his son

Morgan The Moon, on an elevated walkway which will
allow them to freely target the Kislevite Ranger. ULl keep
them close 1o the main group though as their numbers
may he needed at a later stage.

While I'm ¢o the po
Buckba Infiltrate skill to g
decide against it. With a mere T2 it's important not to let
him become isolated and thereby allow the Middics to
claim a cheap scalp. Instead, 1 place him within a
reasonable proximity of the hand-to-hand fighters, |

try some sneaky knife-throwing and il the enemy begin to
get a bit too close for comfort he can dash back to the fold

ility of wsing Jack
in an early attack, 1

for protection.

Lt will be interesting to see where the Middenheimers’ first

wave of reinforcements arrive.




Turn 1
Terry: As we have tinkered with the scenario | have the

first turn. This, in my opinion, is one of the strengths of

Mordheim. If you don't like something then just agree
with your opponent to change it. The Dvarfs have arrived
close to the two Thugs, but well away from Albrecht and
Kurt. They are going o have a long run to get into
combat. First though | need to see who is going to enter
the fray this wen. Rolling a dice for cach gives me the
remaining three Hernes — Heinrich the captain, Dicter
and Maria the other Younghlood. Much to my relief the
three Drakwald Hunters join them. At least now T have a
decent amount of both combat and shooting power. The
final dice roll brings the reinforcements on right behind
Tar’'s Dwarfs. The ambushers become the ambushed,

As 1 can’t charge this turn (as per the modified scenario)
after positioning the new arrivals. 1 just back the Thugs
off. Next 1 try my luck at shooting. My Huntsmen already
have a Ballistic Skill advantage so they are prerry good at
hitting their target, but T know that Dwarfs are notoriously
tough. Natasha the Ranger trics to prove that her eye is as
keen as the men from Middenheim, but just misses
Morgan the Moon by a whisker, The first rwo Hunters
prove that they are no better by missing Razor the Slayer
and Gwilym the Beardling. The honour of the Dralowald
hunters lics with the last shot, A cheer goes up when he
hits the Beardling Tecwin and kills him. First blood to the
Middenheimers! Then Tan reminds me thar Uwarfs are
Tard o Kill" and a roll of 5 is onby stunned. Bah! Sell, it
is a srart.

Middenheimers furn 1

lan: Ah, | see. So we have six Middenheimers suddenly
appear right in amongst my warband. If I don’t reace
guickly, the Middies could quickly charge me before e
decided what I'm doing. | could easily find mysell three
Drwarfs down in no time and thus on the dreaded Rout
LSt

I need to regroup my Dwarfs and gain the charge
wherever | can, My hastily modified plan is now to target
the six models who have suddenty appeared behind me.
This sirategy will have the added bonus of shifting the
combart marginally away from Terry's already deploved
men, which should help keep them out of combat for that
little bit longer,

With this in mind Lord Broad and his Troll Slayer retinue,
although they can't vet charge, will move as close to the

neweomers as possible.

Jack Buckbarrow doesn't seem to be under any immediate
threat so he can chance a thrown knife from his lofry
prosition.

Another important consideration is that Tecwin is already
stunned from bow-fire and s0 is very vulnerable. T must
get him as far away from the enemy as possible. He will
also need his Henchmen friends to come to his rescue.
There are two Middenheim Henchmen in the immediaie
vicinity that need tving up. One of these can be charped by
Cloth Thomas. The other is not reachable, but 1 can still
try o tempt him away from Teewin by placing Maldwyn
and Gwilym within his charge range — their spears should
help them survive any resulting charge.




The bigpgest decision of all is what w do with the
crossbow-toting Dwarfs up on the walkway. The sensible
option may simply be to make use of their Quickshot skill
by having them stay put and fire. Then again T could seize
the initiative and have them atempt unlikely diving
charges onto the pair of Middenheim Heroes right below:
There would be several advantages o this, Tt would get
more bodies inw the thick of combat, which is always a
good plan. If successful, it would allow me to gain the
charge — a rare treat for a Dwarf. Then there's the cat-
amomgst-the-pigeons effect. T doubt very much that Terry
would be expecting this and so may be thrown off his
stride:,

While each of these is a worthy consideration, the one
thing that's really swaying my decision is the
preposterousness of two Dwarfs flinging themselves off a
witlloway, That settles it. Bameail

Jake: To nobody's great surprise the Dwarf tumblers
aren’t entirely unscathed by their acrobatics and Morgan
ends up on the Aoor, Gilbert, on the other hand, steams
into combat against young Maria. His attacks are
ineffective, but her return blows are only saved by his
lucky charm. Meanwhile, Cloth Thomas charges up to
Dieter and slips a dagger between the Middenheimer’s
ribs. He goes down .

Turn 2

Terry: The loss of Dicter to a sneaky dagger attack was a
blow. His Strongman skill combined with a double-
handed hammer and a basic Strength of 4 means that
given the chance he can crush skulls without trving, Sadly
he never got the chance., Tam rather more proud of Maria.
Although only a Youngblood she has learned a lot whilst
in Mordheim (14 Expericnce Points) and managed to fend
off the Devarf Engineer. She would have wounded him if

not for his lucky charm. Meanwhile, Heinrich is creased
with laughter at the groaning Dwarf lving at his feet, 1 will
have to do something about the Jack Buckbarmow, the
annoving ITalfling. e is in a position (0 keep throwing
dagpers and sooner or later he may acually hit me.

My remaining warriors (The ITammerers) finally torm up.
Now T have my entire warband o play with. The bad
news, however, is thart they have come on from the far
table edge. They will need at least another four turns to
get to where the action is. T suspect to0 much ale in the
Stoat & Pircher. Seeing Maria being assaulted by the Dwarf
Engincer, Heinrich charges in to help her. He tries to take
care of her like the father she never knew, 5o he savs
anvway, The Thugs don't seem keen 1o get involved in the
fighting just yet. They are waiting for some of the others
to join them before getting stuck in. If 1 am to make any
impact on lan's Darts 1 had better be lucky with the
shooting this tdme. Natasha the Ranger moves across the
top of the tower for a better view, (very thoughtful, and
much appreciated by the onlookers below), In pesponse

Middenheimers turn 2 :




Micddenheimers tarn 2

t his rude gestures she shoots at Tecwin and hits him, but
the arrow just bounces off his tough skin. The Hunters
also try their luck and hit without wounding. T start to
strongly suspect that T have been sold a batch of rubber
arrows, There is just one combat to resolve this twurm,
Heinrich charged Gilhert Fettlesmith, the Dwarf Engineer
and then Maria will get to strike with her faster reactions.
My top man hits Gilbert, who makes a vain attempt to
parry the blow with his Dwarf axe. Heinrich is frustrated
though as even with Strength 4 his hammer Eils v injure
the Dwarf. Can a mere Youngblood do any better? She hits
with one of her hammers and with her Mighty Blow skill
sends the Toughness & Engineer Out of Action. She may
look sweet and innocent, but this is the wrong lady o
mess with.

Tam: MNote (o self: Dwarfs aren’t renowned for their diving
charges. Must get more practice in future games.

There are a few missiles Nying my direction but for now
I'll ignore thein, placing my trust in my tough hide and the
Hard To Kill rule.

I'm slightly nervous that Jack could become an casy target.
He is at least protected by his elevated position. If anyone
comes for him he can dash away, but T musin’t leave that
too late. Until then though he can chance another thrown

I'm somewhat disconcerted by Gilbert the Engineer poing
Ot OF Action so carly. The good news is that Lord Broad,
Spike and Razor are now in a position to back up the
oulnumbered Morgan The Moon, This is essential. T've
also managed to take the Henchman, Dieter, Out OF
Action putting the casualiy score at 1-1. 'd ideally like to
target another three Middenheimers this turn if T'm 1o
make Terry face Rout tests. Let's see...

Tecwin has just got back on his feet and so can't charge.
He’ll mave a litdle towards his buddies for comfore while
bracing himself to receive the inevitable charge. Lord
Broad and Razor will charge Captain Heinrich, This will
result in a leader versus leader confrontation, which
always adds spice to a battle, Spike can back up Morgan
The Moon against the deceptively strong Maria, Further
afield, Maldwyn, Gwilym and Cloth Thomas can gang-up
on the nearhy Hunter.

Some pood charges in this wen and Terry could be
looking at an early Rout test.

Jake: The game goes into its ‘brawl’ phase in earnest and
the results are well in the Dwarfs® favour. The lone hunter,
Maria and the Captain all end up sprawled on the foor in
various states of disarray as the Dearts gang up on their
foes. It looks like lan's (hastily revised) plan is working.

Truen 3

Terry: Ouch — three of my models Out ol Action and my
Captain stunned in the same tarn. If Tan can get one more
then 1 will need o take Rout tests. Heinrich is on the floor
and surrounded by enemy models. He will recover 10
Enocked Down this turn which will help, but it looks
bleak for him. My only chance to save him is Wolfgang, If
he can join the fight then Ian will be forced to fight him
instead. Unforrunately, Wolfgang proves 1o be out of range
s0 his charge fails. | thought that it was going o be closc,
but 1 had to risk it. Albrecht at last is close cnough and
charges Tecwin, risking the Dwarf's spear which will strike
him Arst. Kurt is also getting closer, but he is no yet near
enough to join in. Over on the far side of the table the
Hammerers are still slogging along.

Shooting once again demonstrates the rubber arrow
svndrome, but this time a shot does succeed in wounding
Spike the Slayer. That'll teach him to run around half
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concentrating all his charges on the litle fellow: Fven if
Tecwin ignores the prostrate Albrecht at his feer and
leaves combat he'll still be within the Thugs' charge range.
He may as well put Albrecht out of his misery and set his
spear to receive the charge.

Morgan The Moon can try to reduce the threar to Tecwin
hy pinging off a couple of crossbow bolts at one of the
Thugs. Lord Broad, if he shifts his position slightly, can fire
a pistol ar another Thug although he'll have 1o incur a
penalty for having moved. If my shooting is true Tecwin
may vet avoid being charged.

Wolfgang the Middenheim Warrior, having failed a charge
the previous turn, is now within spitting distance of my
Hero group. In situations like this the best form of
defence is attack. ItCs charge or be charged, and so Bazor
will duly oblige.



Dracarfs turn 3

The remaining Beardlings are all out of charge range.
Instead they can moved forward, to a position out of sight
of the sniping hunter, and form a spear wall just short of
Tecwin's position. This will set them up nicely for the
countercharge in the ollowing mrn.

Jake: Lord Broad and Morgan stand back-to-back to face
off apainst all-comers and it looks good, but the
Middenheimers are nowhere near. Most of the rest of the
Drevarfs cither move to help Teewin or shoor in his
support. Evervone misses, but in the Close Combat phase
Albrecht is taken Out of Actdon and the Skayer stuns
Wolfgang.

Trurn 4

Terry: Now it looks grim. T need to take a Rout test and
my leader is gone. T can, however, test on the next highest
model's Leadership. This is Wolfgang, the promoted
Henchman, with a Leadership value of 9. He is actually
hetter to test on than Heinrich and this could be a cause
of friction in the warband later. 1f 1 can hang on the Thugs
will charge Tecwin again and even if one is injured, then
with any luck, the other one can 1ake him out - then lan
will need Rout tests as well, Amidst hushed expectation T
roll my first Rout test of the game — double 5. My warband

cuts s losses, turns tail and runs amid jeers and catcalls
from the triumphant Dwarls.

Post-Rattle Boents

Terry: One of the important
features of Mordheim is the after
game events, By carrving over
imjuries and Experience from
game 1o game the warband
develops a character of its own.
i 1 have four Tlerpes and a
Henchiman Our Of Action, All
apart  from  Heinrich, my
Caprain, make a full recovery no
worse  for  their  injuries.
Heinrich rolls 14 for his serious
i injury which the table tells me is
dead — the permanent variely
The protocol in these circumstances is that the Tero with
the highest Leadership can take over as the new warband
leader. Wolfgang is ahead ol evervone else with a
Leadership of 9 so he gets the job. Maybe he deliberately
failed that charge?

With two surviving Heroes T can roll 2D6 for exploration
getting a total of six nets me two shards of wyrdsione. A
poor return for the loss of my leader, but then T have
plenty of the green glowing stuff left after Gang Wars.

Tan: The party prompily searched for loot and managed
to find a total of four shards of the green stulf.

Jack Buckbarrow rolled the Ignorance ls Bliss result,
meaning that he forgot o charge for his services. Or
perhaps, given his totally inept performance with the
throwing knives, he was too embarrassed o ask.

MNow for the Serious Injury rolls.

First the good news. Gilbert Fettlesmith, following his
slightly embarrassing meeting with voung Maria's
hammers, simply dusted himself down while muttering 1o
himself something about rabbit-holes.

Spike the Slayer didn't get off so lightly. He came round
long after dark to find that his brand new two-handed axe
had been borrowed by an opportunistic passer-by. He also
discovered a cracked rib which would reduce his
Toughness to a humiliating (for a Dwarf) 3. Worse still, he
found himsell with a limp caused by the arrow-head
embedded in his left thigh. His Movement is now a mere
2" Tt ook him an awful long time o make his way back
o camp. His big concern now is whether he'll ever be
ahble to fullil his Slaver oath. Any bartle is likely to be over
belore he can get there.

Should I retire him? Not a chance!




Hhusings

Terry: The sudden deparmure of my warband o an
unlucky Rout test belies how cxciting the game was.
Although T had lost more than twice as many models as
lan it still could have gone either way (honest!). With
hindsight | would have done one or two things differenly.
We had changed the scenario rules to even it up a bit, burt
if we played again we would not allow reinlorcements to
come on until Turn 2. If we did that it wouldn™t be
necessary to ban charging on their first turn. Tactically 1
should have held back until more of my men could group
together. IF I have a consistent fault it is lack of caution.
The growing pile of dead (or my “reserves” as Jake keeps
calling them} at the side of the table cach game is a
restament o my recklessness.

lan’s exquisitely painted Dwarfs were a joy 1o play against,
Fach one has a distinetive character that adds to the
atmosphere of the pame. T encourage everyone to name
at least their Heroes. That way they seem a lot more
personal and individual rather than just a nicely painied
maodel, There were numerous great moments during the
game. Morgan and Gilbert's diving charges were almost
doomed to failure. Dwarfs are not meant to fly, Only
Gilbert's Iudicrously high (for a Dwarf) Initative saved
him [rom landing in a heap on the floor. The fun part was
that Tan was prepared (o give it a try, In return Maria, my
Younghlood, took out the Toughness & Engineer; he's
harder to wound than a Rar Ogre! Nartasha the Kislevite
Ranger proved less useful - 1 think that I should have
deploved her at ground level and got her into combat.
She is a good shot with her composite bow, but the curse
of the rubber arrows {or was it the hard-nosed Dwvarfs?)
ensured that she didn't score any kills,

It may be a bit of a cliché to say that it doesn’t matter if
vou lose, but in a good game of Mordheim it really
doesn’t. Tan and T had taken the trouble to weave a story
based on previous events and T had volunteered for a
difficult scenario to suit that story. As we were playing oul
the story the outcome didn't matter so much. That is not
o 52y that we weren’t playing to
win, but losing is no big disaster.
Well played to lan. U get you
next tme.

Ian: Another fine game
against a worthy and
nohle adversary,
Although  the final

Out  Of  Action

count was 5-2 in

my  favour,  the

battle was a lot closer
than those figures
SUggest,

By the end | was feeling particularly nervous. If the
Middenheimers’ bottle had held for another uen they
could easily have taken out young Tecwin during their
next turn and subsequently have me face Rout tests as
well. My fate would then have been in the lap of the gods.

I had expected Terry to have his men Aee inicially, before
mustering and launching a consolidated anack against me
at 1 time of his choosing. With hindsighe it seems thart
Terry's “luck” in having six reinforcements arrive in Turn
I —and right on top of me — actually worked in my favour.
It meant that I was able o quickly gather most of my
wirband against these newcomers before the rest of his
band could arrive, With those numbers, the odds were in
my favour.

I suppose Terry could have had these reinforcements
attempt to mun around my Dwarfs en roure to his chosen
muster point, but it would have aken an awlul lot of
swillowed pride to have his fierce Middenheim Capiain
blatantly Aee from my little guys, especially in full view of
his men. In the end perhaps it was pride that ssung the
hattle for me. T suspect that same pride will lead to a
bloody rematch in the not-too-distant furure. Bring it on!

Jake: And there we have it — the Dwarfs get their revenge.
I suspect that we haven't heard the last of this little
disagreement though, Certainly, there are new scores (o
be settled now, Until next time. ..

PR 17 the surface. .
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After a delayed absence of over a decade from the game
“The Howitzer® is set to return. Borg has spent the last
ten years as a back wheel on an, as vet unknown, child's
tricycle. This unfortunate event happened after he
angered the Chaos gods in an interview with a rival
magazine. Borg has since claimed that he was
misguoted “T didn’t say I woz betta dan da Chaos godz
just mor popooalaar™.

“Ilhe Howitzer’ has returned to a game that has
changed even in the relatively short space of tme he
spent on the back of a child’s woy. Borg's famous
brother Morg was said to have had ‘a chat’ with his
sibling and even hooked him up with his own agent,
expect CabalVision commercials featuring both the
Thorg brothers very soon. Time will tell if “The
Howitzer' is ready for the modern game,

I
Age: Unknown

Heighe: 74597
Weight: 399 s

A .i_L'l
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i Profileé soro'th H'Thorg

H !
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Career Stats (pre-tricycle era): Rushing 3,000 poces;
Receiving 1 pass for 16 paces; Throwing 9 from 61
pesses for 101 paces; 27 inlerceptions returned for 39
peces; 3 Fatalities; 682 Civilian FPatalities; 17
Referee Fatalities.

BLOOD BOWL NEWS AND VIEWS |

Gator-ade in sewer-water scandal
Sports ‘drink’ manufacturer Crok-A-Bile  is
embroiled in a scandal over its ingredients in it
top-selling product as endorsed by the likes of
Griff Oberwald and Hubris Rakarth,

CabalVision investigative programme Five Minutes,
sent in an undercover reporter, his hidden CAMRA

WE ARE THE EYES AND EARS OF

THE GAME...

footage shows Crok-A-Bile being made by simply
bottling the sewage laden river water from the
Reik.

A spokes-rat for Crok-A-Bile's parcnt company
Clan Pestilens PLC dendes that the footage is real,
saying the producer for Five Minutes has a
venderta against the makers of Crok-A-Bile.
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A5H LORD BORAK! o

Spike! Magazine’s very own Agony
Uncie answers your queries

Dear Lord Boralk,

I've fallen out with the missus, After ' went for a bath 1
used all the bubble-bath so when she went for her
monthly soak, there was no bubbles, She hasn't talked
to me since. What can I do to make it hetter?

Yours,

Clean but Miserahle

Degr CEM,

Call yourself a wan? Stealing women’s bathroom
toiletries doesn’t sound very manly to me! You
shouldn't bave wneeded the bubble-bath anyway,
everyorne knows that men make their oun bubbles
twhen sal in the bath,

To get your missus back on side [ suggest you threaten
Ber with a bot poker and constant torture uniess she
stops ber whining and starts making your tea again,
Hersh ~ § know, but then Im oa Chaos Lovd not a
marrigee counsellor

Alright Maiey,

Borak

Iear Lord Borak,

As the ruler of a small and unstable Tilean state T need
to cement my authority on the people and so calm
things down. Have you got any suggestions?

Prince Fellfulini

Dear Prince Pasta-Chomper

the great-unwashed rabble needs to show some
respect. I see you're doing the ‘ambivalent prince’
thing at the moment; this isn't going to work. What
you need (o do is iry my patented ‘tyrant’ approach,
Becoming « byrant is fast and effective. Start by
slauphtering a few innocenis — this should get their
attention. Now simply announce to the populace that
you bave started worshipping the Gods of Chaos and
will be enslaving lheir children and bolding ritual
sacrifices every Friday night and every other
Wednesday. At this stage you niight get a few, what we
call in the business — ‘beroes’ — try and stop you but
do not worry as fong as they are not above level 15
your Evil Wizard will be able to take care of them.

You do bave an Evil Wizard don't you?
Borak

Dear Lord Borak,

Do you have a girllriend? I think I'm in love with you.
I can’t stop thinking about you. 1T love men with strong
personalitics. Fancy a date?

Yours hopefully,

Nina

Dear Ning,

Yes I'll go on a date with you - I love easy girls. Let’s
meet ufy at your local tavern; 1 be the puy clad in
Chaos Rune armowr bolding a severed peasant’s
bead. 1'm sometimes bard to find in crowds but don’t
give up because Nl be there.

Eat my fonely beart,

Borak

Dear Lord Borak,

My team is gonna play against a Chaos Dwarf team,
what tactics should 1 use?

Chaos Team Manager

Firstly, show up. I cannot stress bow important it is to
detuclly be in the same place as the other team.
Secondly, make sure you are actually awake. Sleeping
Beastmen may be cute but they are utterly useless that
wey. Thirdly, make fun of the bats. Man bave you seen
those things? Hababababa!

Hire me,
Boralk

Dear Lord Borak,

With the two moons going through my star sign, Libra,
it’s playing havoc with my finances — have you got any
thoughts?

Yours,

Star-Crossed

Degr Star-Crossed

My thought is that people who ‘fook ar thelr stars'
should be shot on sight.

L o reom,
Horak

Mot feeling ‘splendid’? Can't find vour marbles? Then
perhaps you need to ask Lord Borak the Despoiler a
guestion of your own! Send your queries o
askboraki@tbbforg and he will think abour

answering vour pathetic plea for help in his next
column. And don't forget to wvisit Ask Lord Borak
online at: wiw. tbhforg!

L,




ELF PLAYBOOK

by “Harry” Harrington

Jarren sal up slowdy, bis vision blurry, the metallic taste
of blood filling bis mouth. Gradually bis vision began to
clear, revealing the silbouette of Kaleh Windtalker, the
team Apothecary, bovering over bim. "What Beppenied?”
saidd Jarren, bis musical voice spoilt by the fat fip and
meissing feeth.

Kaleb's bands wove intricate patterns over Jarren's bead
and be whispered arcane words beneath bis breath.
Srerperisingly quickly the bleeding stopped and jarren's
memaory seeped back. “He cheated!” shouted the infured
Elf realisation flooding back. "That low-dowrn sneaky
Beardiing deliberately cheated!" Indignan! rage brought
a rosy flush ro jarren's otheruwise pale face.

Arching bis back be fTipped aibletically
to bis feet and strode hack to the
reserves’ bench, "Well two can play
et that pame!”

As a long time fan of the Blood Bowl game | had cagerly
awaited the arrival of the new FIf team and the models did
not disappoint in the least. However, with the armour of
Wond Ebves and the speed of the High Elves T was a liccle
disappointed with the stat lines — that was, uniil [ started
to play. With cheaper plavers than my traditional Wood
Elves I found my starting team had something 1 had never
expected in an EIf Team: reserves! That, coupled with
quite a good Fan Factor and two re-rolls, meant 1 had
something else that my previous EIf teams lacked:
durability. Previously in tournaments and leagues the first
few games were less about winning and more about
surviving. The death of a single Lineman could spell
disaster to a starting tesam and send you into the spiral of
doom as cach match started short-handed meant more
casualtics. Frequently it was prefecable to simply disband
the old squad and start from seratch. Now the Elves had a
force 1wy he reckoned with that could start swinging
steaight from the whistle and rake their destined place at
the top of the leader hoard.

&

Howwever, success is never guaranteed, so I've put together
the following few tricks and tips o hopefully help any
budding Elf coaches out there. The playbook maximises
all the best points of the EIf team and also includes a few
little dlirty tricks to even the playing field against some of
mote robust teams in the league.

1: RECEIVING THE BALL

As with most teams it is a lot beter to receive the ball a
the kick off rather than kick o vour opponent. Receiving
lets vou take the initiative and, hopefully, the lead.

With Strength 3, Speed 8, Catch and Nerves of Steel your
Catchers are without doubt the best in the game. Smash a
hole {or holes) in the opposing line and send vour
Catchers through the gaps, striking deep into the
backfield. This will force your opponent to split up his
forces and send guvs to stop them. ln most cases it will
take two defenders to neutralise one Catcher and this will
either leave a free Carcher behind the enemy lines or you
will outnumber the enemy at the line of scrimmage. T you
have a free Catcher then take the quick TD. I vou have the
numbers on the front line then punish them by beating up
his Linemen.

L3




11 this case the Hinnan

and trying fo cover e flanks fo preve 3 reely O vs breaking through into the backfield. By smacking the front
fine back and down, and sweeping my speedy Catchers dnto the backfield, T leaue narent with a difffcult decision.




By placing two Calchers in a scoring position and only allowing the opportunity for one of them to be blit
d{:f&‘ﬂdl‘-’ri st choose between stopping the T or profecting thei inenzan. Fither way is greal ds you freive Er‘}«l"}a:iI

chance to inflict serious damage fo s team or rack up th
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2: KICKING THE BALL

Although you are automatcally at a disadvantage if your
opponent receives, you should realise one thing: if you're
plaving against a big hard team that pootles up the park in a
blob, just don't get in the way. Dodge your line of scrimmage
away from the enemy as quickly as possible, then go bunting,
Assume that vour opponent will take most of the hall 1o work
his way up the pitch, this gives you time and opportunicy oo
ciatch the stragglers an their own and heat them to a pulp by
surrounding two or three stragglers with vour entire team.
You will leave your opponent with three choices,

A LMD . Tl i, Nl

A: Score guickly.

This means he can’t protect the ball carrier with his harder,
slower players, giving you the opportunity to blitz the ball
sarrier and swipe the ball.

B: Send men back to help the guys yon’'re bullying.

This means vou're still probably going to outnumber them in
the fist Aght and it also weakens the cage around the ball
carrer s0 vou might sneak in a blitz.

C: Leave them to die.

In which case he scores and next time you $et up 1o Teceive
he has players lying in the dead and dying box and vou have
him cutnumbered across the board.

prinder where the opponent bas all the advantages, wiy not ignove the ball and pick on the guys around the edges, fust keeping

a skirmish line in front of the big block of encmy players?
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By fgnovring the ball and targeting a couple « ) fler o feave your opforent with a difficelt decision.
iedinng what to do, add more Linemen to swarm the targeted players to guarantee that any foul goes through the




i o E v

3: SNEAKY STUFF

Side Step is one of the most underraced skills in the game. By
standing next to vour cnemy's defensive cage vou can
actually be bounced around and end up in a positon 1o block
the ball carrier on your wrn. O, even beter, lure cnemy
players towards the edge of the board and side step around
them, Then vou can give them a discreet shove inwo the
cromd on your following .

A ] R LA & = A S A N

Nerves of Steel on a Strength 3 Catcher means don't have
to worry about dodging away from those nasty defensive

rs. Just caich the ball then hlitz the guy (don't follow
up, just push them away and make a run for it). Even on a
one-dice block you have a 66% change of either knocking him
down or pushing him gway.

I this sitwcation the nasty Orc is attempling to slap our berodc Bliitzer out of the park. However, with
o nifty stdestefr our bero moves to square 'Z' ratber than 'Y, leartng the Ohrc in the perfect position
i be punted into the crowd bimself in the next turn whether be follows up or wot.

In the sitnation below the Skaven bave surrounded their ball-carrying Guller Runner with a defensive cage. The Skaven try to
s0 the Guiter Runner can make a break for the End Zone Bur with a deft swivel of bis bips,
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4: FOUL!

Important note! No one expects Elves to fight dirty, The
judicious use of fouling can be the difference between a close
game and a massacre. Since you only have a 1 in 6 chance of
heing caught fouling for the first offence it makes sense o
target the odd guy on the loor and improve vour morris
dancing skills on their heads (also see the detailed analysis of
fouling in last issue). Personally, T always foul at least once
cach half on the off chance that T can remove some pesky
opponent. But don’t waste this golden opportunity. If you're
going to foul, do iowith stvle and get as many guys as you can
around the victim to help you get past that armour and cause
some scrious damage, OF course, i vou're lucky enough to
have “gotten the rel™ as a kick off result, it is vour duty and
privilege 1o systematically stomp on anyone foolish enough
o fall down. Remember Elves might be a “Good” race, but
they hate losing and atempt o excel at all disciplines within
the game, The awards for longest drop kick, most casualties
and, of course, the highest vocal octave shift inflicted on an
opponent, are all hotly contested.

ELVEN PLAYBOOK

The second part of this article revolves around team
progression. With re-rolls and reserves normally lacking from
a starting EIf roster there are many options crving out for
each wold piece, bur where should you spend them? A
prioy is, of course, the Apothecary; an absolute “must
have™ for cvery EIf team. Once the Apothecary has been
signed up vou can then add reserves. Do not buy any
specialist positional plavers until the Lineman roster is
complete. Only when you have enough reserves do vou risk
shelling out on that second Thrower.

When building a team vou have to make a basic decision: do
vou make a ream of all-rounders or do you go for a lew uber-
hard star players. My advice is to get a team of all-rounders so
vour opposition can't target a lew players o change the
course of the game. The way to do this is simple, place a
random Lineman halfway into the enemy’s half as soon as
possible, then do all the razele-dazde with vour Carchers and
Blitzers. Onee vou've secured the ball simply run round and
hand off to the Lineman for an easy score.

The other, more cheeky, way to get experience is to keep two
players back ready to catch the ball Irom the kick off. Place
vour Catcher one square behind the ball then pick it up with
a normal Lineman (on a 2+4) and throw a quick pass to the
Catcher {on another 2+4) and then watch the Caicher caich
it... (you guessed it, on a 2+ lor an instant completion for
the Lineman. Use MVPs on Linemen rather than Blitzers and
Catchers (they get encugh SPPs on their own) so every player
in vour team gets the skills he needs o survive. Remember
that there is noe such thing as redundancy in an EIf team;
every plaver has the speed and agility to score if he needs to,
whilst still having the sorength to stand up and take a beating.

SKILL PROGRESSION

There is no choice when starting a team as fragile as an EIf
team that the first o skills on the EIf coach’s wish list
should alwavs be Block and Dodge, These are two of the very
few skills that affect both oflence and defence. Making your
players deadly on the arack as well as impossible to knock
down on defence is essential to the survivability of vour team.
The ooly exception to this rule is the doubles roll where you
can start looking at some af the Strength skills like Guard or
Mighty Blomw.




‘Individualise the players and give prerry much puarantee knocking the ball out of his hands,
them specific roles” Your Catcher can then hop onto the ball, pick it up, and skip
Defensive Tackle: This is a perfect position for a Catcher -
just add Dodge and Serip Ball. Most speedy Catchers are

ength 2 with Dodge, and with this guy as a arget you can

ay towards the opponent’s Tnd Zone.
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The Enforcers: A Lineman with Dirty Player is a great way to even the balance against those heavily armoured brutes you will
face week after week, Keep him away from the line of scrimmage, but close enough o punish anyone foolish enough w fall over.
Don't waste this opportunity, target players that can affect the game then nobble them quickly using as many assists as possible
tor boost the chances of a kill.

The Spoiler: Giving one of your Blitzer Shadowing and Tackle means that simply placing him next to the opponent’s ball carrier
causes them some serious difficulties. Any attempt 10 avoid this player is hampered by the Shadowing skill which will keep him
close to the ball carrier. Having a guy with Tackle and Shadowing really cramps the sivle of even the fastest Gurer Runner.
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The Leader: A Leader re-roll is a godsend for an EIf team.
Most skills work out at about 20K worth, but with a Leader in
vour team you get 100K worth of rerolls for free (re-rolls
costing double after the inital team designy. Use him as a
normal Lineman, but make sure to use his re-roll fiest as he
may not be on the pitch that long,.
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The Psycho: Every team should have one! A guy with Block
and Dauntless who can take down even the hardest
opponent. (vve him Pile On if the opportunity arises and
suddenly the Minotaur is hiding in the corner of the pitch
because there's an Bl out there with a weird gling in his
eye...

When designing your team you should really make room for
some of these specialists. In a perfect world an Elf team
should have 4 Carchers, 2 Blitgers, 1 Thrower, and the rest
Linemen. OF these 9 Linemen you should aim o ger at least
one Enforcer, one Psycho and a Leader. This team then has
the ability to take on all comers in both a high scoring TD fest
or a down and dirty brawd.

Asitivor

Further
Tryforrmeation

Webisiie




ELDAR TACTICS

By Jervis Johnson and the members of the Epic Forum

To coincide with the release of Swordwind, Jervis has been sniffing around the Epic vault to see if he can
find anything interesting. This is what he has come up with. A big thank you to all those who contributed

these nuggets of information.

This article consists mainly of exerts from topics on the Epic
40,000 forums. I'm printing them here for two reasons: a)
they provide very useful information about the advantages
and disadvantages of the different mixes of units you can pick
for some of the formations in the Biel-Tan army lists, and h) it
will give you a taste of the kind of in-depth discussion that
takes place on the Epic forum. Any new Eldar player will
benefit from the advice posted here, written as it is by play-
testers who have worked with me developing the Biel-Tan
army list over the last 12 months or so. In addition, if you like
what you read, then T highly recommend joining the Epic
forum at wwasefic-battles.com. Discussions like this one,
and much more soff beside, take place there every day. Just
in case | be accused on a bias towards the Eldar, 've also
included some feedback on how Space Marine armies can
deal with the Eldar armies. And with thai T'll shur up, and
hand you over to the forum crew. ..

ELDAR TACTICS

For the past day 1 bave been reading the rules for the new
system so ! baven't played a gante yet or anything. However,
I'm starting bo get the basics dowwn enough so that [ ean begin
i see the strengths and weaknesses of each wnll (at least on

paper!). I bave nwo armies; SMurfs and my beloved pointy
eared freaks. My U brother will take command of the
Fmperor’s finest far beads {(along with a nasty array of
vtntage Tiran models) and 1 will command the Eldar

Reading through the lists (T think I got visibly pale) it seems
like the Fldar bave changed quite a bit from the old days.
They are now VERY, VERY few in numbers, bave short ranges
evert on their batlle lanks, and are even easier to kill than
before, o trying to get a bandle on their bit-and-run lactics
and how [ might use this to optimum effect (which I suppose
is the great equaliser for their short range and paper-thin
armour) but it looks like a sbort return for the beavy
dreebecks they suffer from. Reading the bartle report of the
S vs the Eldar in Fanatic magazine 1 didn't improve
my perception eitber

Su, can someone belp me see the strengths and advantages
the Eldar army bas over other armies? Who do they do well
against, who do they do noi so well against?

Malakai




You bave lo play the Eldar a few times to really get a feel for
their capabifities. The group I play with is scared lo play
them due to the crazy guantity of firepower they bave.

Use the bil-and-run rules to effect. Aspect formations can
Beat anytbing in the game shovt of a Warlord Titan or Great
Gargant and even those gel a vun for thelr money. Dor't
Sforgel theat when you win a combat you get to consolidate u
to pour full movement. This means you can bl an enemy
Sormation and then “bounce' either to safely or (o 4 position
to support Your next engagemend. Nve crushed Space Marine
armies by the second turn by wiping them ouwl in
engagements and escaping before the retribution comes.
Your opponents will bave fo learm to counter this with
overalch and by bunching thelr formations up to make
engagements a riskler propaosition. You will then use your
Pisrupt templates to bomb them back into the slone age.

Just vever lose sipht of the fact that the game is nol won or
fnst on killing the enemy. it's won or lost on the objectives
and killing the enemy who gel in your wa).

Just remember ‘snapbubbles with sledgebavmers’. fust try
duking it out with a Russ company on overwalch and you'll
see what I medan..,

Tepoc, Canada

:

As an armyy, it won't forgive any mistakes you make — you
beve to bave a plan of allack, and with the Eldar, it's all
about timing. Fortunately, you bave the speed awnd the
firepower (as well as the Firefight ability) to get the mosi of
your attacks — a single combined assaull from a Guardian
Warbost and an Aspect Warbost {n transports will cause
considerable damage, and will win most assanlls providing
you've prepared your targel suilably.

Wiich brings ime o my next point. Use your barrvages as the
preparation for an assault — Nightspinners and Avengers are
armed with DNsrupt weapons, so ihey're excellent for
suppressing enenies, but their small BP valwes (compared to
16 artillery) make them ineffective at causing mass
casualiies by themselves,

Finally, a lendency towards firefights is beneficial — all your
Baste unils (Guardians, Dire Avengers, Falcons, Wave
Serpents) bave a FF value of 4+, making them quite effective
ar that kind of combal. Il also provides you with anotber
delvaniage — vou only bave to get within 15cm to use those

FF attacks, which means your effective charge distance is
around Sihem when in a transpor! (charge of 350m, 15cm FF
range). If you're closer than that, use your transports as a
breffer for your infantry — put them in BtB, and then force a
fireflght with them, with your infantry about Sem bebind.
Your transports are tougher [ban your tnfaniry, so generally,
this is advisable.

03, and crossfire. Lots of crossfire. Against 16 Armoured
Companies, crossfire and pulsars in combination reduce a
A+ reinforced save o a 5+ normal save.

NO-1_H3r3, UK

It sowends weird but you can actually mix and match any of
the Aspect Warriors you want. We (the EA Eldar community
af the Specialisi Games forum) spent bours debating and
bundreds of hours playtesting them so thal their abilities
were roughly par. The way the formation works is that you
get 8 Aspect Warrior unils for 300 points and can upigrade 2
with Exerchs (who bave Leader, nspiving and an extra CC
attack for Scorpions, Banshoees, Spears, and Dire Avengers
and an extra FF attack for Spiders, Swooping Hawks, and
Fire Dragoms) for +25 points each. They must be prefly
balanced stnce I usnally take formations of 3 or 4 different
types to be most effective.

As an dassaull formation Aspect Warriors are awesorme, A bost
af special abilities all mixed into one formation makes thetr
assauits almost certain to either break or narrowly lose an
asscnlt, ['ve assaulled an Ork big Mob with Kan and beavy
Eun support and spanked thent badly.

Then again the Eldar are all abowt the assaull. With their bit-
and-run rules fafter an assawlt they consolidate up to their
Jull movernent) vou can find yvourself very guickly running
out of formations to fight with,

A formation can be 16 wnits large if you take all their
transporis as Falcons (thongh that gets priceyt - I usually
end up with 11 or 12 units with Wave Serpents. Anotber
dotwnside is that an assaull made on an entrenched unit or
one on overwatch will fail. The Eldar simply can't afford to
take casualties or the formation will be a one-bil wonder.
Also remember it is only the Biel-Tan lst that gets the Aspect
Whirbost, Other Craftworld Hsts will be forced to use them
weily eis a drovgpe of 4 stands.




Nuff said about thal.. on [o a example 3,050 point army
Hist:

- Wraithgate 50 proinis
- Autarch 75 points
- Avalar i} points

- Aspect Warhost (2x Warp Spiders + Exarch, 2x
Dire Avengers, 2x Shining Spears, 2x Dark Reapers
{+ Auwtarch) 325 points
- Aspect transport (with Aspect Warhost above)
(3% Wave Serpents) 150 points
- Guardian Warhost (1x Farseer, 4x Guardian,
Fx heqvy weapon) 150} poines
- Guardian Warhost (1x Farscer, 4 x Guardian,
3x heavy weapon, 3x Wraithguard) 300 points
- Rangers (5x Rangers) 125 points
- Falcom Troupe (dx Falcon, 1x Firestorm)

300 points
- Night Spinner Troupe (3 unils)

175 points
- Windrider Troupe (ix Jethikes, 2x Vypurs)

200 points

- Cobra 250 points
- Nightwings (3 fighters) J0C points
- Revenants 630 points

The infuniry and Windriders wse the Wraithgate for
deployment and to claim objectives. Nightspinners provide
Blast markers, Aspects beat up nasty formations, and the
pair of Titans with a Falcon troupe and a Cobra (D-
cannon!!th can be used for anti-air and kiffing anything too
big to ke dealt with by the Aspect Warriors, The Kangers are
there to block lines of advance (for at least the first turn)
while the Nightwings either beef up the AA or go beavy tank
bunting (lance weafons’)

A change I wight make to this Hsi is dropiping the Revenanis
and replacing them with either a Scorpion Super-Heavy grav
tarke and another Aspect Warbost or a trio of Fire Prisms, &
Vizmnpire Bowmber and another Guardian Warhost

Tepoc, Canada

These are currently the first formations on my list each time
I pleey:

Scorpions: the bane of the Space Marine army, but only
stightly effective agatnst Guard and Orks. Melt 3 Tactical
wnits in o tern and it burts, melt 2 Chimeras and an Infantry
stand and it's @ case of ‘more where they came from’.

Wave Serpent mounted Aspect Host with Autarch:
whatever flavowr of Aspect you choose, this formation, or
something sinvilar, is likely going to cost GiNIpes — that's quite
an investment af 3,000pts. So these guys should be wsed
carefielly and at the right moment. I favour a Dire Avenger
Huost as the sheer amount of 4+ FF attecks can cause borrific

casualties to any enemy formalion i the gawe (even a
Wizrlowd Titan i done right}.

Rangers: often overlooked, bul with the big sink in podnts for
soime of your deadly formations, a couple of formations of
these puys can belp clafm some activations back. I also use
them to force my opponents band during deployment. The
can be used as speed bumps, given area denial duties or
placed as screens Jor vour doubling Engines of Vaul, 've nsed
2 formations of these for a while now with either 4 or 3 unils
in each Trotfe.

Formations thai Fee bad plenty of success with are Guardian
Warbosts monnted in Wave Serpents (great for dssauliing
with the Avatar) and also overfooked on many occasions.

Nightreings are also great nudti-purpose units that excel al
A and BA tank bunting. Their 4+ save bas proved very
valuable in recent games,

Lalonde, UK

Another thing thai does work is wry backup-Farseer. I always
try to gel a bare 150 potni Warbost wivich stays at the back.
This beis a ‘cont” dn that this is 150 less points to spend on my
[fluid elements, but bas its pros’ in a relatively cheap
activation, o Farseer (o keep Ms abilities on-board,
sompething to contest oljectives and counter air-raids in the
back AND you bave a commeander back there, who makes a
combined charge agains! lhose air-raiders possible. It's
frrobably noi as good as assawlting with an Aspect bost, but
the single Guardian Warbost with an Avatar and some
Engines af Vauls, Fire Prisves or Nightspinners in sufipor! can
comnter any threal good enough to keehr the front-elements
where they showld be, finishing their job,

Woke Up Dead, Germany

ELDAR ASPECT WARRIOR
FORMATIONS

Having only played a few games of fpie, all with my Biel-
Tan, F've steeck pretty smuch to taking 8 of one kind of Aspect.

Reapers - as a defensive firebase, instead of a second
Jormation of footslogeing Guardians, 've token 8 Reapers
(o Excrch, just for points reasons) on fool. They put out a
Jfair amount of firepower. Using them defensively means I've
not been doubling ele, so elther bitting on 5+ or even 4+
with Sustained Five.

Fiawks — taken 8 of these, su that I can choose at the start of
the battle whelber best used deep striking in, or advancing
retpiclly up the table. I quite like this tactical flexthiticy, and
I wonddn't be able to do that i T bad sone Shining Spears.

3 - 6 Scorpions, 2 Fxarchs, and 2 Warp Spiders, in Wave




Serpents. Chosen simply because 1 bad those wmodels, but
does mean ! don’t bave to pel aff 8 bases into contact to max
fighting abilities. I Iry to gei 6 in base contact, with the
Spiders supiporting,

I'm being converied from 40K, so at the moment focussing on
the strategic elements of playing the Eldar. Playing wilh
Surmations dominated by one type of wail — eg 8 Reapers —
has been belping me to get up to speed so far.

Andyg, UK

I ton favour Aspects of one kind (especially Dire Avengers
with an Autarch and the soon to be fielded Swooping Heawks)
I bave been experimenting with mixtures of Fire Dragons,
Howling Banshees and Striling Scorpions. The problem 1
bave 5 it's easier lo gel weils into a firefight than close
combel, When T do get units into close combal, the firefight
spectalists end up being closer to the enemy than I would
bave liked and rvisk being counlercharged. 1 think D1 stick
mainly with the Flers for the time being,

The Dire Avenger Host is awesome, chucking out a buge
nuntber of FE atiacks. They baven't lost an assaundt yer. 1hey
excel ever more as support to a FF as they maintain their
strength a lot fonger into the game. [ think in fiiure Pl up
the Fire Dragons to 8 as well

Lalonde, UK

I wormally use 4 Striking Scorpions + Evarch and 4 Lire
Avengers + Fxarch. These are normally deployed vig air
gsseatell in a Vampire, It gives plenty of FF and CC attacks
bitting on 44, and when you add +2 [o that for Inspiring it's
a lethal combination.

Banksboyl, UK

Tve found thet using 4 Scorplons, with their superior armour
and CC, along with 4 Dire Avenger stands, is extremely
effictent at ripping apposing formations apart. T also use 4
Howling Banshee and 4 Warp Spiders + Exarchs, transported
i @ Vampire, as g rapid response strike force. Nothing says
fovin' fike 10 first strike attacks!

Lord Rynalus

[ wsuetlfy go for all Swooping Heawks (+ 2 Exarchs) or afl
Howling Bansbees + Exarches, Of course that is mainly
because it's what | have fainted. T found the Swooping
Hewks o be really effective. No need to add the bikes. T fust
patnted up some Striking Scorpions and will give them a go
soon!

Rimmer, Canada

I alroays seem o end up faking at least two Vampires full of
Aspects (4 Fire Dragons, 4 Banshees) one with two Exarehs,
the oiber with Exarch + Autarch, I generally wse {hese (o
counter any lavge enemy threat (such as multiple formations
of teleporting Terminglors) or to claim objectives on Tirn 3,
They seem o be able to take out most enenty formations with
fHerle trouble.

Ironknees

ELDAR FALCON FORMATIONS

As to Falcon formations, T always, always, always, alweys
teke the two Firestorms. Firestorms and Fire Prisms are the
ondy two AA armed units (except Titan missile system) that
the Eldar bave. As mach AA as fossible is a good thing,

Lord Rynalus

For Falcons | wsually go for no Frestorms (maybe one) as the
Fire Prisms, and the Eldar vrissile lauwnchers (from the Tiians
nr Cobral can take carve of the AA,

Rimmer, Canada

ELDAR WINDRIDER FORMATIONS

As for Windriders, T am of the mind that it is all or notling
with regerds (o Vipers. [ either take 6 jethikes, and use them
i act as screen for a Guardion Warbost mounted in Wave
Serpents, getting into base conlact with as many enemies as
they can lock down, and then using their skimmer ability to
EF wi AR 4. This ties down the opponents to the poini thal
hopefully your Guardians will get to use their awesome
4+FF instead of their OC value.

Otherwise, if I want superior bit-and-run fire platforms, T
take 6 Vipers. Whar they lack in EF they make up for in their
ability to bit and run. They race forward, shoot the enemy

Jormation, and then retreat back bebind inlervening

terrain. Coupled with one or two Nightspinner rowpes, it
can do enough Blast markers to push an enemy formation
aut of their position.

Lord Rynalus

For the fetbikes, | again go for all fethikes I prefer fo
specialise in FF and not be tempied to shool with the Vipers,

Rimmer, Canada

ELDAR SUPPORT FORMATIONS
What are people’s opinions on tbe Bldar support velvicles,

namefy the Nighispinner and Fire Prisms?

My opinion is that Fire Prisms are a steal, with their 75cem
range and AA, AT AP they can shool at everything.




Alse a 2 Nightspinner troupes fooks promising and could be
supplemented with a new Avenger Engines of Vaul... A well

timed disrupting barvage can ruin an opposing formations
day.

Lord Rynalus

The probless [really bave with the Eldlar [ist is the Fire Prism
unil. They are enifrely too expensive.

To be bonest, the Firestorm bas been a vastly more gffective
AA i, due fo its prdse weapon, i bifs o o 4+ as opposed
to a 5+ and you can bave them tn a unil with Falcons. The
Firestorm’s better AA combined with that pulse means you
are going fo get, on aeerdge, more bits than a Fire Prism
wonld, For 30 more poinls you gel o far more effective Anti-
Tank, Anti-lnfantry and Antd-Adr unit with 3 Faleons and 2
Firestorms. They may bave a range 30cm shorter, but that's
really not that much of a problem if you keep you units in
mufued support range.

At three tanks in the wnit, it's an incredibly velnerable
Sformation, A single Bill fnot bard to get on a tank with only
@ 5+ savel) will cause the wnil o break. While most wmight
sy that it should be difficult to scove such a Bill on a unit
with a 73cm range, it's veally not all that difficell when you
can strike them with air or artiflery.

Corey3730, USA

Well, rio one fn bis vight mind will nse atrorafl to suppress
Fire Prisms! I once tried with 3x3 Chans Swiftdeaths and 1x3
Doowfires, and between the FPs and a Warlock Titan with its
cthominable Eldar Missile Launchers, it wasn't pretly. Fact {5,
as Fldar enjoy an A\ umbrella to bebold, most apjponents
will limdt their aiv to some interceptors, if they take any at
ctll,

Armdes lacking veal artillery, like Orks and Chaos, will just
have fo take whatever the FPs throwe at thew, with bit-and-
ran these armies will bave a tough time getting ai them ai
all. Not evervone enfovs the Taw's shootiness or bas fong
range artillery to silence them.

And 73cm is an awesome range, especially Jor a unit with an
Ad vafue.

Commander Irondeath, Germany

ELDAR ATIRCRAFT FORMATIONS

Abb. now the Phoenix is excellent for feking artillery onl,
Thet reinforced armour makes {8 so miuch more siretvable to
run the AA gauntlet.

Corey3750, 1154

T wxed a Phoendx formation on a Black Leglon compary that
raced across the field to blockade the Wraithgate in Turn 1.
Luckily 8% of them bad decided to dive into the ruing and
1 goi all their Rbinos, their Land Raider, and four stands of
Marirnes! Busted!

If vou want fo pove the rogd” for yowr Phoeniy fake o oose’
Varnpive, With 2xd+ pulse AT # can bose any dedicated AA
formation short of Chans Oblitorators. Plus with 54+8A and
20 it can usually survive the bits it will take getting to
them. On average a formation of Hydras will cavse 1 5 on
a Vampire which is not enough fo sque thent. But it is vitally
imhortant you keep the Phoendxe's flying every turn with
3BP disrupt bombing runs.

I's fure fo use a Vampive to land a formation of Fire Dragons
next to a Titan, blast the shields with the Vampire, then bose
the Titan with sustained fire fusion gun sbots and then
engage the Tilan wilth another formation (Windriders
anpone?) o gel another round with the fusion guns... (reeds
a triple activation to work but when it does it's game over
Jor the Titan).

Sotec, Canada

ENGINE OF VAUL FORMATIONS

T bave heen thinking of an Engines of Vau! tactic where a
fone Storm Serpent sits off on one flank and fires’ Windrider
tronpes into enemy formations, With a Warwalker shield
(seowting and effective use of crossfive his could be really
meean. Talso like (I theory) a 2 Cobra + 1 Storm Serpent, or
2 Scorpion 4+ I Cobra formation. ! can’t veally consider
when 2 Avengers wonld be more usefed than 1., 'd rather
Blast 2 foes than 1.

A formarion of three takes nine BMs to break and you can
modify the position of the fanks so the same fank i)
getiing bit all the time. As @ unit they just last fonger IMITC),
Plus single unit Engine of Vaul formations are much more
sufnerable to small assault formations, Larvee formalions
cetnt also arrange the lanks so the damaged ones are at the
rear.

Foe pried formations of 1 Scorpion aned T Storm Serpent for o
SMarnking force and found that they did quite well. Pop-up
attacks moeant they usually didn't get enongh BMs to break
el volbrerr the wnit bad 3+ BMs they wondd bave the effective
Sirepenver of one Scorfion plus still bave the portal Gebich fs
pood for all sorts of fun).

Commbinataiions don't think would work: Avenger + Cobra.

Weaste of thme as you fose botl the TR and the Disrupt effects
af the weapons, Avenger + Storm Serpent, Unless you plan to
sit om ponr objectives and that's &, you'll bave a bard time
wsingg both effectively. Scorpion + Avenper Could be OK §f




youer opfrorend s really ageressive (meaning yon never need
it move (o be in range).

Sotec, Canada

Avengers are the only Engines of Vaul d even consider to pair.
Having GBE disrupl is quite useful tn my opinion.

Fd rather bave Engines of Varl operating on heir own, as this
freas up more activations, of which I never have enough. This
afso means thal every single Engine of Viaul does what be does
best where be does it best. For example. e rather (ake a
Falcon troupe to strip a Titan of its shields and then double-in
with a Cobra to kill it (and with 45cm it condd actually work).
This works beller for me than patving Cobras in a pack of 2 or
with a Scorplon, because of the sheer amount of AT bils T need
to strip the shields. This way [ also bave another AA weapon
near for 23 o prolect my puny Engines of Vanl from air-
assetinlls.

Of canse singles are more fragife, bl gelling assaulted is only
a problem lo Storm Serfents and the Cobra {except for air-
assardts of conrse). A determined opponent will kil it if be
wekts to. 5o I just try to scare the bell out of bim feuriousty, it
dowes worlk most Hmes) or at least bave something in range to
engapebiast whatever killed my shiny Scorpion, I think the
trick bere is to use your other army-elements like yot wonld
do if there was no Scorpion, so T dont’t take a dedicared
babysitter, bul at least one formation finishes its move near
enough the Scorpion to be in range if needed, That's what T
rather enfoy about Eldar; although they are bighly specialised,
they alfow such a [Tuent siyle of play that you always bave a
useful tood rear — you fust bave to think abowt the correct wey
o tese

Woke Up Dead, Germany

Currently I struggle to get many activelions fn sy 3000088
army as L've re-staried my love affair with the Phantom Titan.
Single Engines of Vaul are far more flexible than a formation
of 2 or 3. 730s for a formation on these is just too much of a
temapting target for an opponent to pass up Foonol sure T
conld protect AND use them effectively at the same time.

Saying that I wonld agree 2 Cobras and 2 Avengers are the
optimum numbers for those particular tanks. However, [
wonld never consider poflwiing my Seorplons by giving them
o ‘wingme’,

I find wsing a Titan as a babysitter for my fngines of Vaul
guite usefud, they wsuwally leave the nest on the 3rd twrn
thowgh, bud T baven't fonnd it restrictive. Pve also found
Windrider trotpes great for screening/supporting lone Engines
af Vanl if the risk of assault is bigh.

Lalonde, UK

ELDAR TITANS

Wow, these guys are terrifying. They are truly capable of
projecting a large amouni of power over the entire
battlefield. [ don’t think I will ever take Revenants, bowever,
since a Phantom for IIpts more fust seems more dipealing
to me (2 TK pulsars! Greaft googely-moogefy!f).

There is really no reason for a Warlock to get inte CC if it bas
a choice, since it will get 3 more conventional altacks at FF
range. After making an assaull of ity own, #t can do a
consolidate move of 25cmi(?) and easily get within 15cm of
another formation that could be assaulted by some piddly
firtle unit. This piddly little unit can count on 9FF attacks
and 2 TR(D3) attacks as support, though.

Hoplite, Canada

Why take Revenanis? Because at 3,000 points they are the
only Titan that allows you to also field air supportl other
than the Vampire. Also they are almost 25% faster than the
Phantom Warlock and can profect 2x the firepower! The
difference between MW and MW TK is nothing at all when
shooting targets lacking reinforced armour. Plus the bigher
number of shots makes double moving around the field
easier and furns them inlo dedicated bunters.

Sotec, Canada

We played a mice, NASTY game of EA today. Chaos (use the
test list in the Vault) vs an Imperial Guard force, Space
Marine force and an Eldar force. The Phanlom made an
appearance, and il was incredible.

The Phantom was armed with twin pulsars, He moved fnio
range, and proceeded to rip the void shields off a Bane Lord,
Ihe Bane Lord pol back 3 void shields before the Phantom
fired again. This time, it ripped off the shields and got 2
wounds on the Titan, breaking it I also gutted an Armoured
Company Its final trivmph was supporidng the solo assault
by the Avatar on the main Chaos Command group. The
Khorne wnil was slaughtered, with only the Fearless
Dreadnoughts surviving.

It took the combined effort of the other main detachment’s
Defilers, the surviving Dveadnoughls, and the remnanis of
the armour company fo drive the Phantom off by putting on
enough Blast markers lo break il

When I field one, I intend to use the power fist. P thinking
all those extra attacks it will get from #8 wifll be most worthy,
and it should be truly wgly tn band to band. I think what
micies Fldear Tilans so nasty én an assault is that unlike Orl,
Chaos, ar Tmperial Titans, they still get the Holofield save in
band to band.

Corey3750, USA




I bave yet to try a power fist vaviant, but the shooting version
P've tried is cool (f just love the fmage of it stepping ot from
behind a larpe building, strafing a group of SHTs like it
armed with two towmy guns, and then stepping back bebind
the building). { would certainly say 1 agree that it's worth the
points, They attack and defend in theiv own wnigue wey,
which means Whey work nice and different to the other Thans
and, besides, bow else do Eldar get long-range 1K weapons?

Reavershane, TTK

SPACE MARINE TACTICS FOR
DEALING WITH ELDAR ARMIES

As precamised, sonte Lactics for Space Martie arnies facing off
against the new Eldar army Hst...

£ barve trouble dealing with Eldar with my Space Marines. My
freablems with the Eldar are:

1} They can shoot eren into my deployment zone in Thrn 1,
All of their beavy weapons are on skimmers, so they
absolutely lgnorve intervening tevvain (lterrain is onfy my
enenty in games vs, Eldar). This combined with bit-and-run
i really powerful. T am very fucky when I manage lo return

Jire,

2p The cormmmon tactic is to surround them to prevent their
movemment, Bul fo do this, [ am forced o move ageressioely
Sortvard and there are Aspect troupes in Wave Serpents. When
wmy apponent used close combat oriented Aspects, I cowld
support one defachoent with ofbers bl now be uses Dive
Avenpers. With them, be can pick precisely one formation,
while auoiding supporting detachments. The result is usually
a wiped out detachment per assanlt,

Revenant, Crech Republic

Elelerr veally do cause pain to proune-based Marine armies,
they fust bave all the vight tools to negate the Space Marine
strengths (namely, bigh number of activations, speed and
Beavy infantry),

Tre my battles T think Pm abouwl 90% wing against Space
Marine armivs that rely on a core of say; Tactical
Delachments, Land Raiders, Devastators, Predalors, cand
meaybe a few Bikes or Land Speeders. Noww when they start 1o
add,  Terminators, Dvop Pods, Sitrike Crudsers and
Thunderbawks I strugele and bave about a 20% winning
record. Drop Pod Detachments really coawse me beadaches.
Airbourne assawll or drap pod formations arve fundamental
tn a balanced Marine list IMHQ and I believe are the
strengths of the Marine Army — if vor play like the IG with
fogiels of Tewkes amd Tnfanivy yor will fose. I you assault the
Fldar on your o terms (e, you plck what to fight with and
what to fight against and in what area of the battlefield)
they're not that scary. The Space Marines' deep striking
abifity is ey to the success of thal.

Lalonde, UK

Here is my stream of conscionsness on it all.,
Sowre of this micy seent prigff; b I done’t medan anyihing by i

Wihat size of table do vou play on? Sxd' or &xd" or swbhat? L ask
this becanse 2,000 pls on a Ox4d Lable is really sparse. Whal's
the afyproximate ratin of corner-lo-corner pames versis side-
tr-side ganies?

My experience is thal SM armies do belter al side-lo-side
games, Iy and Eldar at corner-to-corner games. If pou get 1o
pick, choose properiy.

Now, bow niech tervain Is used and whal type. I vore just
Pplay with bills then I understand your problem, but if there
are trees arelor riins then you showld bide out in those wntil
the best moment, Skimmers way fgnorve ferrain, bui they




don’t cancel ot Cover Saves or the -1 to hit, do they? Faifing
that, make sure your infantry stands are {ouching their
transports to get that -1 fo bit. Then, remember you bave if.

T think P'd better admit up front that ['ve wnever played
against Urks before (1 don't know anyone who plays themy),
bt § bave played against I and Eldar. Generally D've found
that simitar SM armies can bandie them. So, bow do you
bandle IG armies with Basilisks and Manticores? They can
shoot into your deployment zone, [oo, with do so without
baving to move. Thawlks or drop pods are legitimate
CrLRlers.

1 now a ol of people might suggest using overwatch, but 've
Sound that to be legs than effective with the limited SM range,
Also, Pre never had snccess ar using garrisons, wnless baving
the garvison unit acl as a fire magnel can be considered a
successfl use. Tnstead, the only tactics that [ can sugrpest are
these:

A Ty to kill at least owne {ransport in every infantry
Sformation that bas them. You only bave to kill one per
formation to slow them down greatly. Afso, T don't
understand your 55cm engage commend, bow can they do
that? Showldn'l it be more Hle 35 4 5 = dlcm on engage. Are
oy tncluding the distance from the fromi Wave Serpent to the
back one, or what? If so, then siop. That's not the way it
works and you're operating bere in bad fatth.

B Focus your efforts on breaking a given enemy unil before
shooting at another unit. This is the ondy way SM's can break
big things like Thans or IG infantry detachments, and i
applies aeainst Fidar as well. This includes never fassing up
gin opportunity to shoot to place a single Blast marker.

C: Use lots of Rhinos and deploy spread out. Ther, as you gel
freiv shooting or engage vange, start bunching ufs.

Obtdously the short range of SM weapons mean that pon
bave to fake # on e chin for the first turn or so while
moving nto position, but your big tacticel delachments
shonld be able to survive withowt wmuch trowble. Then,

assault the Eldar on the periphbery first, to minimise the’

number of supporiing wadls.

I use two assault detachments in a Thawk to great effect. |
ustially fose the Fhawk on the first turn, but those Assauit
Marines persist o long Hme, Contrary to what someone else
saded, this is not a ‘trick’ tactic, you just bave to pick your
target carcfully to minimise AA shois. If the Eldar go AA
beary, they tend fo bave fewer dnfantry. If this is the case,
then don't wse the Thawk as a transport, and let the Asseull
Marine bop from cover to cover before engaging.

Samajnollisor, USA

Warbonnds bave the ONLY ranged MW in the Space Marines
arsenal (not inclwding Land Speeders because 15cm is
HARIDLY ‘ranged 5, and Warlords bave the only TK weapon. [
probably wonld wever wse a Warford, bui my pair of
Warbonsds can work WONDERS to shore the lines after your
enenty afl bul desiroys a few detachments. From a point-cost
fo effectiveness ratio you will find they are well worth the
investment alimost every tine,

In regards o dealing with Aspect Warriors, wse your
Whirfuwinds! Hide them bebind a bill or building or jorest
and wait for your enemy lo move bis Iransports wp 0o
Shemr of you. 5+ RA i all well and good, but be is bound to

Jail @t feast one if not two when you drop 4+ Bits onto all

the transhorts in the formeation,

And @ trick fo try might be the old air assawll from
Thunderbawk. The problem with drop pods is you need a
spaceship, which means you are paying probably for a battle
barge if you want (o drap everything, and that will be jusi
aboul the only thing wseful for it. With a Thunderbawk, for
about 500 points you ger 2 formations and an alreraft
iDevastator and assanll formalions) and drop them onto
your eneny while be is still in the transports, They are bowrned
iy bring some serious pain to anything they allack.

Also, Space Marines are RFALLY good at getting shol,
Serioneshy, Nve gone throwgh 5 owut of 7 lactical squeds in one
game, and {1 didn't matter at all, because they did their fob
which was to take 3 turns to eliminate and alfow me time to
use my bard bitting unils to get objectives and what not,

Rbinogs are fantastic to rush up 60cm, and shool another 45
to put Blast markers on your enenty's formations to disrupt
Bis Initiative rolls, Airborne’ units sounds good, but if you
dre going o commit Your ENTIRE force to i, coordination
will be a little barder, and getting support jormations like
Whirlwinds aned Predalors to work well will either cost yon
an crm and d feg for a landing craft, or be almost impossible
as they will need to be deployed as normal and need to rush
up, being subjected to shooting and the [ifes.

ANICE frick to know as a Marine player is when you bop ot
of your Rbinos to keep all the infantry siands touching the
them. Sure it belps enemy artifiery, but unless bis weapons
igrore cover be will have a -1 to bit with all bis shooting, and
you bave NO idea bow belfsful that is tll you experience i,

Kelshin, USA
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WARMASTER SCENARIO
GENERATOR

By Lex Van Rooy

Happy Dutchman and all round great geezer, Lex Von Rooy has been frantically typing at his computer to produce
this rather large but extremely useful and cool article you now see before you, Be warned lots of tables, charts
and suchlike are before you, so make sure you have drunk a large mug of coffee hefore you start reading.

When lealing through W)

fell on Gav Thorp art
“Well,” | thought, “somet] 3
us Warmaster players as well”. Filing that thought away, 1

UK April edition) my eves
0N SCCMATio g

like that would he n

read the rest of the magazine and subscquently forgot all

abourt it

Some month ne up in conversation with Martt.

He told me they had discussed doing something like that

e e

en route to the EuroGT in March, with Rick and Jervis.
iously, non taking that precautionary step BAC

someone calls for volunteers, I ended up gewing dratoed

into preparing chis article for your entertainment.

So, with a BIG thanks o G providing such

material to start of from, here is a Random Scenario

Generator for Warmaster,




USING THE GENERATOR

The scenario generator is divided into two parts - a pre-
hattle sequence and a hattle sequence.

In creating the article we worked under the assumption
that the scenario generator will be mostly used when
plaving games berween 1,000 and 2,500 points {min-max
1K or 2K armics), however the basic generator will work
[or bigger battles (oo, Just remember that some distances
on the table may need o be increased when playing over
a larger arca.

PRE-BATTLE SEQUENCE

1. Choose Armics
Basically this means agree on the points value vou want
1o play!

2. Determine Engagement type
Where we determine what kind of battle it will be, 1s
one player gonna be prepared and set 1o receive their
opponents, or prone o walk into an ambush?

3. Determine Objective(s)
Figure out what exactly your army is trying to achieve.
Crher then Ores, who will pick a fight just for the heck
of it, normally armies have a reason for taking the field,

4. Determine Terrain
Any peneral worth his slat will know the lay of the land
and prepare his battle-plan accordingly.

5. Determine Deployment
Are vou able to out-scout vour opponcent and bring in
part of your forces from their lank, or possibly even
their rear? Or did your opponent ouimanoeuvre you
and gain the initiative?

6. Determine Special Circumstances
Sometimes the powers may favour vou, bul more
plentiful are the days that the best-laid plans go awry
due to unforeseen circumstances

BATTLE SEQUENCE

7. Deploy Armics
Determinge who sets up first (which may be due w any
effects rom step 1-6) and deploy your troops for battle,

#. Determine game length and First Turn
If not pre-determined through effects from steps 1-7,
this is where we figure our how many turns to play and
who gets to go first.

9. Fight the Battle
Well, what are you waiting for!
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1. Choose Armies

Na, I am not going o tell vou lot how to choose your
armies — you can figure that our for yourselves! However,
we are going to add a slight twist 10 this. In the rest of the
article we will talk about your armies in terms of
Vanguard, Main Force and Rearguard. Effectively we allow
you o determine IF vou want to split your army into 3
basically separate forces. Obviously there are pros and
cons, read the rest of the article and you will see that
sometimes (ot} having a Yanguard will {not) be in your
advantage. Check the separate box for the specific rules
on "iplitl:lng VoL fl.ll"f_i.b

Befaw :n.’dﬁg ﬂtr_'p one on tin: smﬂarin gzneramr yuu
‘may ngvxk& ﬁmqr army into a Vanguard and Rm:gu.ird ]
as well as the main foree itself. Rather than ialkir;g
about a mkﬁmum or maximum number of ut:dl‘.s m
-eilher the ‘v‘aﬂgua.nd and or I{carguarrl there is ﬁ&mpht a
mmlmum or mmmumptr@mmg &fmur Hﬁx} H T@‘ﬂ t

s 2 : it

ZVanguardw
_'_Mam Furce et
Rem'gu:.l:d mm 25% Elf.l‘ll‘ﬂ‘r_lf s pc‘lnts i

_Iﬂ ﬂ:dditiﬂn the fcllxrvmlgmlt.s ap;nly

* To command the anuanl s,.acmsmd tﬂmuﬂm :
Hero (which may he your. (mnml}m*lmd mw f§>r

* To curmuanﬂ a Rt:arguam m éair}m@lgn& e
Hero or a "ﬁ'l;atﬂfﬁhwﬁap {inf;l' aﬁﬁfﬁﬂ E»t mji{ 2 ? i

{5

charat:tu :lllur.:ircd tr::

* The Vanguard is suppf,de o bc a quickmovfﬁg fnrct
that can MEvE Oneo the Battlefield hefﬂm your mmn
army does, and snarch. strategic positions. “'mu* cm
never, h;we trqus 'dm't mmre: less than 2{) mﬁbﬂt 'Df
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2. Determine Engagement type

For simplicity sake we define three possible tvpes of
engagements. Roll 116 and check below to fnd the
engagement vou are going to fight,

Do Engagement type

1-2  Pitched Battle: both armics have manoeuvred
extensively to find a battlefield 1o their liking, then
pitched camp for the night. The following day the
armics deploy and banle commences.

34 Meeting Engagement: clements of the armics
clash unexpectedly and battle is joined with parts
of the army deploying when they arrive on the
battlefield. Mecting Engagements favour faster
armies and those that carry a Vanguard, as that is
the first part of the army o engage the enemy.

5.6  Assault: Sometimes armics need to assault a
prepared enemy position, sometimes they may be
in place to spring a well timed ambush on their
opponents. In the Assault the attacker gains
advantages in deplovment, but the delender has
the honus of bringing up reinforcements in the
form of his Rearguard. To determine who is
attacker and defender both plavers roll 106,
highest score can choose,

3. Determine Obyective(s)

Although the basic victory conditions for Warmasier do a
greal job simulating the normal end of a battde - losing
command structure and losing army
coherency/ellectiveness — there will be times when baule
is joined fully well knowing that there are other
abjectives, such as simply halding back the overwhelming
tide of cnemy troops, gaining valuable time for the rest of
your army to mobilise. To add this layer of intricacy (o the
scenaro, roll 2D6. The result is checked against the
Engagement type found in the previous siep.

Pitched Meeting Assault Objective

Batile Engagement

2 2 2 Do as vou see fit
3 3 o Kill them all!

4-5 40 5 Capture®

6-8 78 & Conguest

9-10 9-10 79 Advance

11 11 10-11 Yengeance®
12 12 12 Bring me Victory!

# For these results roll an additional D6, On a 4+ these
objectives will become game ending conditons, similar to
breaking the opponent or killing the General, For event or
tournament play treat a game won under these conditions
as the maximum possible result,
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Do as you see fit

Select any of the other options from the table and note it
down. Should both plavers end up on this objective they
should write it down in secret and reveal simultaneously.

Kill them all!
Your aim is o cause as many baulefield casualies as
possible, to put fear in vour opponent’s forces.

You gel double VP for each unit/character that is totally
destroyed on the battlefield {units Meeing off able will
MNOT count for ¥,

Capture
In addition to normal conditions vour forces will be trying
to claim a pre-defined objective.

* Place an objective on the centre-axis of the 1able
froughly 10-15 square cm in size).

* At the end of the game calculate the points Tor all units
within 20 cm of the objective. The player with the
highest value can add the difference between the two
scores 1o his VP iotal,

In gpames where Capture is used as a game winning
condition then this condition can be met in the following

way:

o If at the end of ANY player turn the plaver with this
ohjective has at least 33% of his armies total points
value within 20 cm ol the objective.

Conguest
Marmal game conditions,

Advance

You try and push as far into enemy territory as possible.
This will disrupt communication and supply lines and
make your opponent casier to conguer.

Any non-llyer units that vou can walk off the opponent's
table edge will count as Victory Points for you. The
number of Victory Points is determined by the unit’s status
at the time (eg, complete unit, one stand lost eoc).

Vengeance

A hated foe has taken the field against you. Should your
forces be able to take out any opposing characters, those
will count as double Victory Points for you,

In pames where Vengeance is to be used as a game
winning condition then this condition can be met in the
following way:

= Secretly nominate any one of the opponcent’s
characters. 1f you kill this character he is worth douhble
Victory Points and fulfils the end of game condition.

Bring me Victory!

Place D341 Objective counters on the table (randomly
placed on the centre line of the table). When a unit moves
into contact with one of these objectives, they pick them
up and can move with them at 10cm per tuen. Should a
unit ‘carrving” an objective be attacked, leave the counter
at the place of the original combat. Each counter
controlled at the end of the game is worth 100 Victory
Points, double that if the counter was moved ofl 1able a
the plaver's original table edge.

4. Determine Terrain

A lot of times when clecting to use the Random Scenario
Generator there will be a table at hand, with plenty of
(prre-sel) lerrain on i, so there is no need for terrain
generation o form a particular part of the scenario
generator. Bven if this isn't the case, it is always beter to
sel the terrain in g mutually agrecable way

However, if some degree of randomness is desired, here
ArE S0mME SUBECSTIons o iNCOrporate in your games:

1. Both plavers roll 116, The player with the highest roll
goes first and can re-place any terrain feanare on the
table lor each point on the dice roll. Termin picees
should not be placed nearver than 20 cm 1o other picces
unless they represent linear features (like rivers erc).
Pieces that can be ‘stacked’ (woods on hills, erc) are
allowee.

2. Both plavers can place 1-3 picces of additional terrain
on the table, Alternatively, instead of placing those
pieces then can take one piece off,

3. In Assualt scenarios vou could allow the defending
player 1o erect 4 certain amount of fieldworks.

There are many more options to play around with terrain,
be careful that ‘table creation” does not become a game in
its own right !

Terrain Pondﬁmv o5

One of the things I have fnum mwhiahk.'mm
sure you have some (3 ar 4) tm‘ain ﬂiﬂ;tﬂ i‘:ffanrm‘
with you. Be it army specific ter!;J,Ln or bits that can be

um.d as nb]ccm'l:&,*clﬂpﬁ em Not ﬂﬂl}’ will k@hﬁg{lea
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Determine Deployment

any General worth hissher/its salt, will he aware thar the
lay of the land can greatly help or hinder his battle plan.
Deploying in the proper place will win a baule, To find
out what kind of set-up we will encounter roll a D3 and
look up the result for the appropriate engagement type.

PITCHED BATTLE
1a all Pitched Bartles there should 80 cm berween the two
deployment zones.

Pitched Battle 1

R e e

Pitched Bantle 2
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Pitched Battie 3
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MEETING ENGAGEMENT
Set-up zones lor Meeting Engagement 1 should start 30
¢m from the corners of the table.

For Meeting Engagement 2, select one of the corners. The
opposing plaver then sets up diagonally opposite.

For Meeting Engagement 3 a special rule applies. Both
players should eoll 1D6. The highest scoring player can
nominate any 30 cm of table edge that is not partly around
a corner as his set-up zone. His opponent can select any
other 30 cm of edge, as long as he is at least 80 cm away

from his enemy.
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ASSAULT

Mecting
Engagement 1

Mecting
Engagement 2

Meeting
Engagement 3

In all Assault scenarios, the Rearguard enters on the
defender’'s base cdge, within the boundaries of the

indicated deployment area.

In Assault 1, the attackers Vanguard could enter on cither

of the short table edges,
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2. Ancient battlefield

The Reld has secn battle many times hefore. The spirits of

5. Determine Special

lecumstﬂﬂctﬁ the slain are restless and will often heed the call to arms
Even the best-laid plans can po awry when fate is against. when battle is once more joined over their graves,
* To determine if the scenario is affected by any special * When a combat is joined, both players roll 1DG.

circumstances, bath players roll 1D6.
* Ona & the ancient spirits of your race will join in that
= If the results tic, check the effect in the Major Effects combat; place a unit of ghosts (Skelewon stats) in the
table below. combhat as if they where just summoned per the
Undead spell. They will Aght in that particular combat

* Should the result add up to a 7 then consult the Minor and then fade away (ie, they can pursue, but any other

Effects table. result means the unit is taken off the able again.)
M:.lﬂf Efftc.ts + Should both plavers roll a 6 then an independent unit
1. Adverse weather conditions. with Graveguard stats is (randomly) placed on the
Weather can be a determining factor during a battle, tahle.

Roll 106 and apply result as per below: + upsing scater and artillery dice, nominate the

centre of the table as starting point and
1. High Winds: All lver-movement restricted to 30 cm. determine final position and facing,
Home back is not affecied.

* place the remaining two stands back o back

2. Torrential Rain: All missile attacks are at + 1 to hit

{5+ instead of 4+ erc).

3. Clogging Mist: Line of sight is restricted o 30 cm.

Each turn alter the first roll 130 on 54 LOS expands
by 30 cm, on a1 it reverts to 3cm.

. Smothering Warmith: Any orders to a unit, after
first, in each Command phase get an additional -1
Command penaley,

. Iey Chill: All combat attacks are at +1 o hit (3+
instead ol 44+ erc).

. Thunderstorm: Apply effects of Tigh Winds and
Torrential Rain. In addition, in cach Shooting phase
both players nominate one point of impact. Roll a
Scatter dice and Artillery dice and move the point of
impact in the direction and disance indicated.
Should the impact be over a unit, lightning strikes
that unit with 3 shooting attacks at 4+ to hit. Should
any hits be caused the unit will be confused.

behind the first. In effect the unit will be
looking in 3 directions!

after the Graveguard is placed check to see if
any target is in Initiative range.

if so, charge the Graveguard in and immediately
procecd to fight that combat. (contrary o
commanded Undead, these battdleficld ghosts
will (only) charge on initiative,

(the remains of) Graveguard units remain in
play uniil completely destroved, they always go
first on inidative and must attack the nearest

target.




3. Local population
The site of your battle is populated. An envoy could
possibly persuade them io fight on your side.

* Roll 1136 to determing what setdlements yvou found (see
the mble on the opposite page). Place appropriate
scenery/counter(s) on the table,

* Any character from your army can try to get them o
join the fray, Make sure the character is in conact with
the settlement and roll 1D6. Consult the chart below to
determine the effect.

* JOIN: add the appropriate units o your army
roster, place them in their area and command
them in your next Command phase as normal.

* NEUTRAL: troops of a location staying neutral
will not be placed on ihe table and can not be
contacted again.

= TURNING HOSTILE: add the appropriate units
to your opponent’s army roster, place them in
their ares. Your Character will need to retreart as

if ‘overran’.

* DEFENDING: troops defending their home do
not count against B or gain you VP when
destroyed.

Locals defending their home will defend the horders of
their area and thus count as  defendedfortified
{depending on the actual area). They will pursue enemies.
They will not advance but rather fall back towards their
‘home', Missile armed troops will be able to shoot our and
attack the nearest encmy in sight.

A Giant defending its ‘home’ will fight any troops in his
predefined  area, pursuing  and  Advancing when
appropriate. When not in contact with wroops he will
charge on initiative and when not in contact with troops he
will Throw Large Objects as per the Giant Goes Wild chart.
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4. Foreboding

The auguries have been ominous, the sky over the

battlefield has turned into a sickly shade of green, or the
signs in the sky are unfavourable. Whatever the reason,
the troops on both sides are unnerved and less willing to
cogage in battle.

= All units start the game with a -1 modifier o all
Commuand checks when receiving orders.

+ This modifier stavs active until a unit has been
successfully ordered (either singly or as part of a
brigade) once. After that they will follow orders as
normal, unless a unit or brigade is subject to a blunder.

* In addition to the randomly determined effect of the
blunder the unit will also revert to the -1 Command
penalty {note that this may result in one unit effectively
dropping to -2 on account of the blunder resulis).

5. Magical Flux
The winds of magic are upset in this location, causing
unexpected effects.

+ At the siart of each turn roll 206 for the state of flux,
This result is applicd for both players during that turn.

2 All spellcasters are able to cast two spells at
normal casting values.

34 All spells henefit from a +1 when rolling to
cast, but no re-casts may be made!

349 Magic behaves normally.
10-11 All spells suffer a -1 penalty when rolling o

cast (spells that require a 7 to cast, need a 6
followed by a G4

12 Mo spells will work this turn, any lasting spell-
effects are instantly nullified as well !!
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6. Chaotic incursions

The weave of the Warp is highly unstable in several arcas
of the battlefield. With all the energles coming free in the
battle a lot of denizens of the Warp will be drawn 1o it At
random moments during the battde they may be able o
push through, into the mortal realm and the battle. Their
feeding frenzy will not make any distinction berween the
armies locked in combat, they will simply assail the
nearest target(s),

D& Unit
1-2 Mo Unit
3  Flyer

i Swurm

3 Spawn

6 Greater Dacmon

Daemons suffer from Instability as per the rules in their
army selector.

At the beginning of each marn after the firse casualties have
fallen (first unit destroved!!) belore any activities are
done, roll 106,

= On a 3+ the appropriate Dacmonic unit will appear
(see table).

= It is placed in the centre of the table and Scatter Dice
are rolled to determine where it will move.

* The Daemonic unit will atack any unit it contacts
during that move, or that it ends within 5 cm off (in
which case
the normal rules of engagement.)

ase it will move into contact with that unit using

= At the start of a plaver turn the active player rolls a
Scatter dice for any surviving Daemonic unit.

+ Note that Dacmonic units will fight other daemonic
units!

Killing Daemons will give you their victory value, units
killed by Dacmons count against your Break Point
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Minor Effects

1+6  Tnstable Magic
On any spell-roll made the following rule is
applied:

* Any ‘re-casting” ability, be it inane or begotten
through the use of artefacts, will siill work, but
spells will be one level more difficult than
hefore.

+ Should the result be a 1, the magic user in
question will suffer a magical backlash and not
be able to cast more spells during the game!

* Should the spell normally need a result of 3+,
4+ or 5+ on a 6 it will be doubly effective
(effect two units where it normally effects one,
last until YOUR next turn where it usually last
until vour opponent’s etc),

2+5 Plague
A virulent plague has stricken many of your troops
down, you barely managed to get them to take up
position on the line of batle. On the first turn
fonly) all troops are at an additional +1 1o
command (as il taking second orders).

3+4 Motvation
Your general has given a highly motivational
speech to the troops. The first tum {only) all
troops will automatically pass their first order!

6. Deploy Armies

In this stage the players actually deploy the armies on the
table. This will be depended on the type of cngagement
we determined carlicr:

Pitched Battle

The players both roll 106 (re-roll ties). The player with
the highest score determines if he setsfup first, or forces
his opponent to deploy. Start with deploying the Vanguard
{if applicable) one unit at a time and allernating. After the
vanguard(s) have been placed we roll off again for the
Main forces and subseguently for a Rearguard.

In each of the 3 phases of deployment the player that
finished placing his unit first, gains a +1 modifier on the
roll for first turn {see 8.)

After all troops have been deployed players that have
nowninated a Vanguard can elect o make one move
forward with each Vanguard unit. Should they forgo this
option they can add an additional +1 on the dice roll for
first turn.




Deployment summary

Engagement type Vanguard

Main Force Rearguard

Pitched Battle (any)

Deployed together

Meeting Engagement Move on first Move on second

iAny)

Assault 1 Defender Deployed together Reserve
Assault 1 Arcacker May flank Deploved together

Assault 243 Defender Deployed wogether Reserve

Assault 243 Arcacker

Deployed together

Meeting Engagement

The plavers both roll 1D6 (re-roll ties). The player with
the highest score chooses an entry point to denote where
his army is arriving from, He then makes 4 move onto the
table with a unit from his Vanguard. Al this stage note thai
no move may bring troops into contact with an enemy.
This process continues until both plavers have moved all
Wanguard units onto the table,

Starting with the player that won the dice roll, now
alternate moving units of your Main Force onto the table.
Should one player be done belore the other, he is allowed
to take an additional move with any unit of his Vanguard
for each movement the other plaver still needs to do.

Units in the Rearguard are not deployved, the can be
placed at the table edge at the start of their 2nd tum and
be moved normalky

The plaver that finishes deployment frst {including any
advances with his Yanguard!) adds 4+ 1 to their dice roll for
1st turn.

Assault

Assaules are pretty straightforward, the defender deploys
first, placing all units of his Vanguard and Main Force in
the designated deplovment zone, The attacker then places
all his roops in his deployment areals).

The defender's Bearguard can come onto the table as
reserves (see point 3) in the second . They deploy on
the edge of the table and then play as normal.

In Assault deployment 1, the attacker may send his
Vanguard 1o flank the enemy, in this case they are not
deploved onta the able. From the 2nd tum on roll 106,
on a 44 the Vanguard is placed on the short table edge of
their choice and then play as normal.

In Assault deployment 1 and 3, the defending plaver
chooses which long table edge he is defending,

Determine Game Length and First Turn
Tor determine the number ol turmns (o be played, roll 1046
and check the table below:

To determine who gets first turn both players roll 106 (re-
roll tes). In an Assaull scenario, the Attacker roll 2D6. The
player who scores highest may choose whether o have
the first turn, or force his opponent to go first, The roll for
first turn may be modified by earlier steps in the
Generator {cg, sce 7. Deployment)

7. Fight the Battle

Well! What is keeping vou! Get your game on

=
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Random length Roll 1126 at the end of the Sth curn. On a roll of 1

DG 5 turns 6 turns
Pitched Bartle 1 2-5
Meeting Engagement | 2-4
Assault 1 23

O the bawle ends. If not, roll again at the end of the
5.6 Gth turn, ending on a 1,2 or 3, After that if vou
4-6 rooll, the bartle ends on anything other than a 6.
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MASTER STRATEGIST ADJUSTMENTS

Onee you have ticd generating some Random Scenarios
you might try your hand at playving the pre-game Master
Sirategy game. As the Art of War rells us, there is much o
be gained in proper preparation and setting the stage for
vou battle can often win it, before you acrually fight,

After caleulating the strategy rating for your selecied army,
we will allow vou o spend these points to adjust some, or
maybe all of the results in our basic steps. But be aware
that overspending them early on may trap your army in an
unfavourable position once the battle starts,

PR el

Determining Your Force's
Stratcg}r Rating

There are several options of looking at the strategy rating
of a force. What you will find below is a working algorithm
that is based on playving games at the 1,000 point or 2,000
point min-max values. What we tried 1o take into
consideration when determining values is the added
fexibility that choosing some troop tpes will give a
general. In effect this means thar infamiry, being able
perform in several battlefield roles, will have a higher
cating than heavy cavalry, which basically has one purpose.
A further distinction is made for troops with missile
capability.

Your total strategy rating will be comprised of one part
that is determined comparing vour army to that of your
opponcnt. The second part of the rating will depend on
your own army’'s troop choices and when playing at 2,000,
should be divided by two to get the acrual score,

Both players should arrive at a straegy rating that is
somewhere herween 10 and 20 points. We found that the
easiest way to keep track ol these points (and 1o keep
track of spending them!y is by piling a corresponding
mumber of dice together!
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STRATEGY RATINGS
For having more Heroes ... 2 Strategy Points
then your opponent

For having more Wikards. ... 1 Serategy Point
then your opponent

For having more Cavaloy units ... 1 Strategy Point
then your opponent

For having more Artillery units ... 1 Srrategy Point
then your opponent

For having more Infaniey units ...
then vour opponent.

1 Strategy Point

For having more Terror-causing ............. 1 Strategy Moint

options then your opponent,

General Command 9 ... 1 Sirategy Point
General Command 10 e 1 Strategy Poing
Having at least one each of ALL ..., 1 Strategy Point

troop types in your sclector

For having a flyer unit or flyer mount _....1 Strategy Point
in vour army list

Including a Vanguoard ..o 2 Strategy Points
Including a Rearguard ... P 1 Strategy Point
Including both a Vanguard ... +1 Strategy Point
& Rearguard

For each unit of infantry: ... Strategy Point

For cach unit of cavalry or monsters:.......00 Srrategy Point

For each unit with ballistic capability:....."/: Strategy Point

Mote: To amend for the special rules for Undead and
Skaven those armics caleulate their infantry units against a
base ', instead of using the value given above!

some examples have been added o the back of the article
to allow vou to see how to work calculating your rating.
For the final rating '/ are rounded down, " and 4 ratings
are rounded up.



Effecting Changes: For some of the steps ol the Random
Scenario Generator there will be very specific uses for the
Strategy Points vou just determined. In general, vou can
use a Strategy Point 1o re-roll any D6 called for in the steps
of the generator, unless otherwise noted below. Any
Strategy Point used should be clearly removed from your
tally.

1. Choose Armies

Obviously vou already determined vour army (otherwise
we would not know yvour rating 8-}, however, alier vou
determined that, the first issue you can spend points on is
opting to use Batrle Honours. You can have a maximum of
3 Barrle Honowrs, with the normal restrictions thar each
must be a different one and each must be give o another
unit.

The first Honour will cost you 1 5P A subseguent one 2
pts, and felding a 3rd unit with Battle Honours costs an
additional 3pms.

2, Determine Engagement type

The way o spend any SP in this step is in what we call a
Bid. You can {secretly) select 1-3 dice from the 5P pile.
When both players have done this they reveal the number
of dice, and roll to find the highest result. The player
rolling high determines the Engagement tvpe,

In case of a tie, determine the Engagement type as per the
standard rules!

When rolling off 1o find who is attacker / defender in the
Artack engagement, either plaver can re-roll using an 8P
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3. Determine Objective(s)
Bath players can opt to modify the 216 dice by re-rolling
one or both dice.

FE

4. Determine Terrain

Plaver can opt to use 0-4 5P For each 5P used vou can
move one piece of terrain (OTTHER then rivers) no more
then 15 cm from its original locaton (and NO rotating it!!)
OR place one of his own features (no bigger then 2020
cm). Should both plavers want to move the same picce (or
either one NOT want a piece moved or placed!) they use
the dice o determine what happens, with the highest
rolling player having the choice.

Eg, T will spend 1 5P 1o move a wood that is blocking LOS
on the centre of the bhattlefield, if my opponent is OK,
then I simply registrate the use of the 5P and move the
picce, Should my opponent choose to oppose my move
then he also spends an 5P and we both roll our dice.
Should 1 win or draw! 1 still get to chance the position of
the piece.

5. Determine Deployment
Similar o step 2, this is another 1-3 D6 bid. The player
rolling high determines the Deployment type,

In case of a tie, determination is per the standard rules!

Any other rolls called for can be ce-rolled using an 5B
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6. Determine Special Circumstances
Both players can elect o spend Strategy Points o
influence the Special Circumstances rall.

* Each player can opt to roll 1 or 2 additional dice from
the 5P pile,

* Doubles or 7's rolled only count berween the players
NOT in your own roll!

* Should there be more doubles on the table then simply
apply all circumstances,

+ Should there be both doubles and 7's then doubles
have priority; should there be more 7's then apply all
CircumsLances,

In addition to the SR points spend determining
circumstances, vou can elect to re-roll any dice roll called
for in the specific circumstances found. Eg. when you
determined weather influences vou could re-roll the 1 you
rolled (High Winds, which would seriously hamper vour
flicrs), hoping for a better result,

Note that you can ONIY re-roll dice called for
DETERMINING scenario parameters, eg, should you find

yourself on an Ancient Baulefield then the dice-rolls
described are PART of the battle, and thus not eligible for
rerolls.

7. Deploy Armies
Any dice rolled in this step can be re-rolled spending SB

5. Determine game length and First Turn

Ciame length is determined as per the basic rules, First
turn however is done similar to step 2 and 5, this is
another 1-3 d6 Bid. The player rolling high determines if
he will take first turn or not. However, take into
consideration that ANY modiliers on 1st turn as
determined in earlier steps (like during deployment) will
still be taken into consideration!

In case of a ve, determination is per the standard rules!

Any other rolls called for can be re-rolled wsing an 51
[ront.

9. Fight the Battle

Any Strategy points left over at the stage (with 2 maximum
of 3509 can be spent during the game o adjust {one or
more of} your command dice rolls. (using SP-dice to reroll
one or both of the dice!)

Character |Number| Type | SP | Total Character |[Number| Type | SP | Total
of units 5P of units sp
General | Gen I 1 General 1 Gen -

Hero 2 Her - - Herao 4 Her - -
Enchantress - Wiz - - Shamans 2 Wiz - -
Flving mounts = EM Wyvern 1 FM 1 L

Unit Unit

Bowmen 4 Tnf Yt Gohblin i Inl L 4
Men-at-arms 2 Inf & 1 Ores 5 Inf " %
Peasants 2 Inf e 1 Black Ores 1 Inf i .
Grail Knighis 1 Cav - b Boar Bove 3 Cav & =
Knights i Cav = 1 Wolf Riders 3 Cav 1Y
Sqquires 5 Cav 4 2'fa Running Total 9
Running Total 10'%
All trooptvpes -
All troop [ypes 1 11 more Heroes 2 11
maore Heroes - more Wikards 1 12
more Wizards more Cavalry -
more Cavalry 1 12 'z more Artillery .
more Artillery - maore Infantry 1 13
more Infantry - more Terror 1 14
more Terror Vanguard 2 14
Vanguard 2 14/ Rearguard
Rearguard - Both -
Both & Total 16
Total 15
{Rounded Up)

Example of Calculation.

Fets ook at Strategy Point calcnlation with sonme real life examples. Twill pit my Bretonian forces ageainst an (&G force
run by Martyn Dorey. And then, to show the difference, offset the Bretonian agatnst the Chaos troops that my youngest
spanwn Roel played at EnroGT IX, whilst the Ores face off against Gene. the siege tower's Unelead,

FadE b e sl e
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Now lets make the same calculation when the Bretonians face Roel's Chaos army. Roed bas successfully run this lst at
varfous events. He prefers to keep bis forces fogethber so declined (o fiefd a Vanguard (reafising that to do so be would
be obliged to bave bis Generval command them!)

[Rounded Up)

Character |Number | Type Total Character |[Number| Type Total
of units SP of units SP
General | (ren 1 General 1 (ren 1
Hero 2 Her - Hero 4 Her
Enchantress - Wiz Sorceror I Wiz .
Flying mounts . M Chaos Dragon 1 M 1
Unit Unit
Bowimen 4 Inf i Chans Warriors 3 Inf 1'%
Men-at-arms 2 Inf 1 Marauders 3 Inf 1'%
Peasants 2 Inf 1 Trolls 1 Inf i
Grail Knights 1 Cav o Ogres ] Inf 2
Knights 4 Cav 1 Dragon Opres I Mon -
Sqpuires 5 Cav 2Y Harpics I FM 1
Running Total 1004 Running Total 7
All troop types 114 All troop tvpes
more Heroes 134 more Heroes
more Wizards more Wizards &
mare Cavalry 14 more Cavalry
mare Artillery more Artillery
mare Tnfantry more Infantry 9
more Terror more Terror 10
Vanguard 15 Vanguard
Rearguard Rearguaird
Both Both
Total 16 Total 10




INTO THE VOJD...

YOuR LETTERS

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

& Dark Eldar?

Dear Fanatics,

After reading your article in WD293
(May) about ‘The future of Epic” T
noticed that one of my avourite
armies had been left out of the
release schedule; the Dark Eldar.

Was it left out because it is not in the
nature of the Dark Eldar to gather in
sych numbers to make a foree the
size of most Epic armies? Or is it that
their fighting style would not use
things as large (or slow) as Titans or
Super-Heavy tanks? But 1 think that
these problems could be “got
around’,

Maybe they could be allowed twisted
versions of Imperial vehicles — their
Machine Spirits maddencd and
changed by a kind of tech-
Hacmonculi and for Titans they could
use a tvpe ol massive Talos (mavhbe
rransparting Grotesques enjoying the
machine's internal weapons!).

Yours,
Jack Bradley

When we scheduled the Epic armies,
we did pive sovme thowught to an Epic
scale Dark Eldar army, but in the
end decided that such large arnifes,
and such large batiles, were really
wilside the background of the Dark
Eldar, who really practice much
smaller raids. We won't gnore’ them
w5 such — they 'l still be in the
backeround, it's just that when it
comes to the game ilself batiles
invodving the Dark Eldar are much

belter reprresented wusing Warbammer
), (NN,

= Mait

Nottingham, NG7 2WS United Kingdom.

& Concerned Beastman
Dear Fanatic,

I've been eagerly reading through the
latest copy of your wonderful
magazine, when T came across
something that is causing me some
COTCEr.

Mamely in a rather good article about
Mordheim, that the Beastmen in a
Possessed warband still have 2
Wounds. This concerns me as T play
using a Beastmen warband. Following
the updated warband list in Town
Cryer number 29 all Beastmen only
have 1 Wound. Ts this because you
don't want io reprint the main
rulebook? If so isn't it a little unkair
for those of us wishing to use all
Beastmen warbands.

Wairting to hear vour views,
Joel Dejongh

Weel! you sbouldn’t bave turned to
Chaos if you wanted life to be fair!

Seriously though, Chaos being
chantic, nor all Beastmen are the
same. In fact, if you look carefilly
they're gotually called different
things (Beastmen, (ror, Ungarn, ¢tc),
Whilst “Beastmien" is a good calch-all
neme for them Lhey're aciually
supiposed to be different subtypes of
matant, and so the fact that they
bave different stat lines is to be
expected, [f isn'l a mistake, {'s one
of the differences between the
warbands.

Thanks for the guestion
= Jake

€D Coincidence?

Diear Fanatics,

According to her background,
Incquisitor Lady Jena Orechiel has
often changed her name, using a
variety of aristocratic aliases,

T always thought it was a strange
name (well as strange as 40K names
are) and noticed that her likeness is
close to another female Inguisitor of
repute that appeared in the comics, |
jumbled around the letters in Jena
Orechiel and noticed it was an
anagram for Helena Jerico — Kal's
maother, 15 this coincidence?

Yours,
Jamie Brinkly

Youe mary think that, T couldn't
possibly comment...
— Andy

& Against Eldar

Dear Fanatics,

After a recent and somewhart
humiliating defeat at the hands of my
brother's Eldar fleet, T hepan to turn
my thoughts to revenge! Slightly
unbecoming for an Imperial Admiral 1
grant you but hey, I'm only human!

Playing against Eldar can be
frustrating to say the least, all
weapons batteries have to move one
column to the right when targeting
Eldar! All hits from lances, weapons
bateries and torpedoes are negated
by your opponcnt rolling 2+ for
his/her holofields! That means that
vou only have a 1 in 6 chance of
hitting their ships!

Additionally, Eldar ships get to move
twice! Once during the Movement
phase and then again during the
Ordnance phase! Thar means that
vou have 1o be extremely lucky to
line the Eldar up for a shot.

Then the moment vou break
formation and give chase, the Eldar
simply outmanoeuvre you and slice
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vour prize capital ship into scrap
metal with their pulsars!

Depressing isn't it

But there is hope on the horizon and
ir's called lances! The more the
merricr! Now normally T lind ships
such as the Gothic class cruiser o be
an expensive waste of poims! Afer all
unless its targer has already lost s
shields, then you use up the lances
before you can do any damage to the
encmy! The Apocalypse class
battleship is a little betrer {at least it
has enough lances to do some
damage when it does overload the
enemies shields... just!). How does
this help against the Eldar? Well, it's
simple really, They have NO shields!

Ok it’s not as easy as all that! You still
only have a 1in & chance of hitting,
and vou do have 10 line them up
hefore they can move out of the way!
But unlike weapons batteries or
torps, you don't get a column shifi!

Onee you have hit, then the Eldar
really suffer! Their armour is pidful!
AND there's a $0% chance of a
critical’ With a bit of luck {ahem! I
mean, with the blessing ol the
Emperor’) vou could end up
destroving the vessel's holofield
generator! And then... then it's
payback! And I challenge any
Imperial player not to be over-joyed
when that Eclipse gers what's coming
o it!

So playing against Eldar, then my
ship of choice has to be the Lunar {1
still can't bring myself oo purchase a
Gothic!), with the addition of an
Armageddon and maybe an
Apocalypse if the points allow!

Now you've got your ships and your
lance batteries, so what happens
during the game? I vour opponent
knows his fleet he's going (o strafe
vour ships over and over again,
skipping off, just out of reach before
you can do any serious return fire! A
this point 1 have witnessed many
Imperial player throw caution to the
winds and attempt to give chase in
SOme vain atlempt exeract vengeance!
Have yvou ever watched those wildlife
programs where the clephant swats
at the fies with its ail? Same thing!
The elephant — or in this case your
Imperial cruiser — just isn't fast
enough to catch the Ay/Eldar! S0
what should vou doy

Wiell, every plaver will have his or her
cwn Favourite way to deal with Eldar
but [ find that the hest choice is the
classic naval tactic of forming a line.
This involves ideally 3 or more
cruisers running abreast {that's side
by side!y preferably (o one side of the
board. When they reach optimum
wrapons range they all tuen to port
or starboard (as long as it's the same
way!) and head across the board in a
line, liring broadsides as they go. Any
escort vessels form up at the frong
and rear of the line, thercby
providing cover and stopping the
enemy [rom attacking the unarmed
flanks of vour ships. If the enemy
pass around, or even through your
line, then they still have o contend
with the broadsides froun the other
side of the line!

Should your hattle allow you o
spend enough poinis 10 be able o
form two lines of three or more
cruisers, then the ideal tactic would
be to form the sccond line behind
and to one side of the first.

When your line(s) reach the far side
of the board simply have them um
and repeat the process in the
opposite direction.

Ok! S0 ic's not glamorous one-on-one
interstellar combat, but you will Tast
lenger and inflict more damage this
way

Good hunting against the pointy-
eared ones and may the Emperor
guide vour aim!

Thanks for reading
Joanne Beck

I would be interesting to see if the
manoeuvrable Eldar vessels conld
simply move oul of the way of your
Fine-formation. If so, surely the

formation would become redundant?

—_ An‘{‘p

€D Bug Thoughts

Greelings,

These thoughts are based on the
current version of the Tvramid army
list given on the website

More flyers needed

I like the idea of having a whale
swarm based on skimmers and or
flyers.

The Hefrodule critical bit
One unit in base-to-base contact will

ke hit, (determined randomly) when
the Heirodule falls over.

Expectoralor
Don't use this word, it sounds like
‘hard hitting” cough medicine!

in BFG Tyranid ships can be
customised

50 should some Tyranid organisms
{sce Codex Tyranids for ideas). 1
would say the larger beasties from
Hive Tyrants right up 1o the Biotitans
in my games — 1 would like 10 be able
o use flying Hive Tyrants, like those
produced in larger scale by Forge
World. T'd also give Carnifexes ranged
weapons, just like in the 40K Codex:
Tvranids,

Toer mezechr bio-plasma breath
Bio-plasma is good but what is
needed is more variety in weapon
options (See customisation above).

Hyeraphant nol needed

What is a neutered version of the
Dominatrix needed for? My advice -
save this slot for another new
CONStrct,

Lictor a brood crealtore?

In the list shouldn’t Lictors be
independent creatures; il mission
requires it to operate on ils own
away from the Hive Mind for
extended period of time. Also it has
the Teleport ability, which means in
arder 1o use it every unit in the
formation must also have it, vel as a
hrood creature it must be led by a
synapse creature, none of which has
the Teleport abilicy?

More weird stuff
The Mive Node idea is excellent, the
idea of them sprouting up around
the battlefield is quite an image but 1
=nt you to extend this wo include
special rules for other aspects of the
Tyranids that do not involve the
Tyranid forces,

Freak weather patternsispore cloteds?
The local florafauna being altered o
serve the Hive Mind, such as
deploving a forest before/during the
game (like the Wood Elves), or
forested areas attacking non Tyranids
when they enter. Reclamation pools,
capillary towers cto.

More soon,
Richard Collinson

Let's bear your views on Richard's
SHERESITons.

= Anddy




DUST FALLS

By John French & ‘Harry’ Harrington

This is the first in a series of articles on a cool Necromunda campaign by Harry and John. Tt's got new
background, mad scenarios and even some modelling lunacy. But first a few words from our sponsor...

when you ring up GW A secret coven right under my nose,

a4s il were.

They've decided to add detail o one of the locations
¥ mentioned in the main rules, and T think they've done a
by secret cavens, each of which have swomn never to speak really nice job of it. On top ol that they've decided 10
o outsiders, Well T've various plans afoor (some of which return to the old idea of usi ies, comics and so on
may even have borne fruit by the time vou read this) o as the inspiration for ‘cinematic’ narins, and this has
g vou all ourt kicking and screaming into the burning produced some real crackers, The first is included in this
sunlipht. And no, vou're not melting. Honest. issue, along with an introduction to one of the gangs
that's taking part. Over the next few
an example of the cool stll that's quictly going on ¢ tor this campaign o introduce the 1
behind closed doors is this little campaign which is being and some more of their scenarios, so stay muned.
run by some of our Hol Specialist guys from Direct
Sales — the helpful fellows who answer all your queries Meanwhile, back in the hive. ..
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The man paced through the gloom, his footfalls quietly puffing more dust into the already clogged air. The fall had |
$ | bes large and the settlement was smothered beneath 3 choking cloud. the dust banging casily on the still ait. The &=
- fecling of fabric drawn across his face was getting more unpleasant by the sccond, but it was hetter than breathiog
r | in the fine particles that turned every light in Dust Falls into a haloed orb that glowed with 2 bile yellow luminescence.

Two figures coalesced out of the dust a yard in front of him, and he had to swing 1o onc side as ‘they passcd by,
their bent heads, swathed in dust soaked cloth, their goggle covered eyes fixed on the ground just 1o, their front. He
let them pass. appreciating the indiffercnce his appearance cansed in the Dustlallers, It 'was one of the fow things he
. liked about the place; how easy it was to be nothing. to be just another faceless “faller wrapped up against the dust
# . Apart from this benefit he despised the place morc than almost any other scam hole below the wall, but there was
i profit here, 2 Jot of it and he was 2 few dusty paces away from his first shice of that profit. -
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' He could see the light now: a hazy yellow globe that liung in nothingncss until he took another step and the 1'_fl||1.1| I
metal of the wall hecame visible, the heavy door clamped shut in the hole bencath the light ‘hracker. There was ook [ |
external guard, a fortuitous picce of foolishness he had not expected. but was grateful for all the same. He stepped
forward and rapped as he had heen told oo the unyielding surface of the door: two sharp quick beats and three long,
pausing blows. He waited in the silence after the final blow and prayed to the great-unspecificd. powers ol fortunc
that the informant had sold him rreth

v
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There was 2 clunk of metal. 2 squealing of cogs and the door opencd, spilling out smells of sweat and smoke as it
hinged back into the bright light and laughing vbices beyond. The exclamation of suiprisc from inside*had barcly
begun to vibrate the air as the lasgun came up and fired a cracking bolt of cnergy. ionising the dust around the
muzzle in 3 pungent tang He stepped over the lip of the doorframe, the gun whining and cracking as it spat out

S ———
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; He stood still after 2 few seconds watching the scenc around him begin to change again. The. dust had begun to
£ pour into the room and settle over everything, its dull powdery adour masking the stench of burned flesh The man
i turned around, his cyes checking everything carcfully hefore hefting his weapon and stepping back into the ohscurity
¢ of Dust Fall's murk.
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John: No one knows exactly where it came from, but in a
time now long past a thread of dust dribbled down into
the Underhive and began o pile above a dome. Grain by
wrain that pile grew until the dome beneath it gave way in
a cascade of debris. More dust fell and was added to by the
detritus of collapsing domes, until the dust had driven a
path down inwe darkness. That time is long past, but the
dust still falls in a trickle into the Abyss it opened grain by
grain.

It was not long before men came to the opening ol the
Abyss, but like the Abyss itself the sertlement that would
be Dust Falls grew by degrees. Tt began as a cluch of
buildings left as base camps for the first few to go down
into the Underhive in search of fortune, Then a few more,
perhaps as defence againse those that returned, changed
men. Then guilds smelt profit and apportunity and came
and set up camp, and in their wake came their Watchmen
and the gangs who come to any centre of Humanity like
wasps to honey. So Dust Falls was born. Spreading at first
along the rim of the Abwss, where the first dome had
collapsed, and then down into the twisted structures of
the tunnel's walls beneath the rim. When it became
knowan as Dust Falls is not known, but al some point it

acquired the name and it has been so ever since.

The physical focus of Dust Falls, and the reason for its
existence, 15 the ragged, plunging shaft that is known as
the Abyss. It begins some distance below the wall,
blooming out of nothing like a worm-burrowed hole in a
spotless fruit. It is at the point where the shaft begins that
the settlement of Dust Falls is located. From this
beginning the Abyss goes straight down o the hive
hottom. The width of the Alyss varies from between half
a mile on some stretches to only fifty yards at others, The
rim of the Abyss around and beneath which Dust Falls is
built was perhaps a hundred and fifty vards in diamerer.
Owver time though the constructions of the inhabitants has
contracted the diameter of the hole to perhaps a hundred

vards.

The main bulk ol Dust Falls is centred on the Abvss
spreading both ourwards from the rim and downwards for
a fluctuating distance bellow it While much of Dust Falls
is simply the persistent type of scrawched together slum
that makes up almost all Underhive settlements, there are
two areas which have an importance and characier all of
their own and so have names. These areas are “The Gates’
and the ‘Haggle Market',




The (ates are, strangely enough, not on the periphery of
Drust Falls but right at its empiy heart. The Gates is the area
which directly borders onto the Abyss, and this area is
spiked with pantrics, jettics and cranes that jut out into it
Huge coils of plasteel cable lie on drums thai are turned by
alcohol powered engines. These belch canstic fumes our as
they coil and un-coil thousands of feet of cable, polluting
even mare the already clogged air. For it is here that many
fortune seckers come to buy their passage down into the
Abyss aboard one of the welded cages thar dangle below
every jetty. The ‘Gates’ themselves are the gates that stand
at the landward end of every jetry. Most have no physical
barricr as such, just a crude frame daubed with the
owner’s name and the wags of the pangs he pays for
profection. Anvone passing through a gate into the Abyss
must pay a toll to the owner of the gate, a toll that includes
a commission to the guild for being allowed to charge the
toll, The tolls are ofien for both entry and exit through the
gate, but some charge a return toll payvable if and when the
traveller returns. Returning and failing to pay because of
an unprofitable expedition results in the returnee being
hung from the underside of the jetty. There are many
fragmenting corpses grinning warnings at those who
descend past them in the swaying cages.

Of course, no single cage can take a teeasure secker all the
way 10 the horcom of the Abyss in a single drop, but there
are scveral waypoints at varicus depths, formed around
convenient protuberances from the Abyss wall From
these points a treasure seeker can ser off to plunder

whatever decp level they are on, or begin the treacherous
deseent to the hive bowom isell, Those that are foolhardy
encugh for the second option must travel down through
the twisted wreckage that makes up the Abyss's
honevcomb-like walls, Such a journey can take a long time
and so the high prices charged by the gatckeepers of the
deepest travelling cages is often willingly paid by fortune
seckers who wish to keep their journey 1o the depths of
the Underhive as briel as possihle.

Om returning, anvthing of value found since passing
thiough the gate must have a tarff paid on it 1o the
Guilders whose representatives assess the tariff required
based on the value which they place on the items, There
are, of course, many gates, and only so many Guilders,
making bribes to let explorers pass a gate with undeclared
booty 4 common source of profit for gatckeepers. The
penalty for passing through a gate without paying the
tarill on items of value is to be summarily thrown into the
Abyss and patckeepers found to be taking bribes are hung
from their own gate until there is nothing left hanging.
This makes the bribes they require fairly steep, but even
s ir's often cheaper than paying the Guilders. The Guild
also reserves the right to purchase any archeotech at the
price they assign. Failure 1o comply results in the long fall
into the Abyss.

Hagple Market, or simply “the Haggle" as it's often known,
is a small area centred on the open space next to the Guild
House. Here, licensed traders barter and sell, and profic
flows (mostly into the Guild coffers). Some is the Guild-
controlled trading of items brought up from the Abyss. The
overwhelming majority of the trade though is to those
about 1o venture into the Abyss, All manner of equipment,
in varying states of repair, is on olfer — from Van Saar made
envirosuits to luminescent snake venom sticks. Again, the
Guild dominates Haggle Market, but traders offering other
services such as surgery, writing, fortune telling and the
ubiquitous booze sellers, their huge crazed glass jars lashed
onto their shoulders, also ply their rade in the Haggle,

Trust Falls is a place of wild dreams and crazed ventures,
but it is also a place of great polential wealth and as such
has always be dominated by two power blocks; the Guild
and the Underworld. The Guild keeps as tight a hold on
Thust Falls as it can using its licensing of gates and control
of tradable goods brought up From the Abyss as a means
to keep the setlement in hand. Not that this control is
easy or without conflict. The Guild relies heavily on
agreements with local gangs over protection rights to the
gates to maintain their authority, If this relationship were
ever (o [ail the Guilders' grip would slip, as their means of
enforcement became less keen to carry oult their duties.




The ather major power in Tdust Falls are the nerworks of
smugglers, illegal traders and extortionists who rn their
operations like a shadow of the official Guild operation,
In fact the wo worlds of Guild and Underworld
frequently intertwine and become difficult to distinguish.
Usually both sides tolerate cach other as long as the one
does not threaten the continued existence ol the other. TF
the Guild clamps down o harshly on smuggling of
goads from the Abvss, a violent and usually short war will
result, in which gates will be destroved, Guild property
smashed and goods stolen. I the Underworld begins wo
hypass the gate tariffs o such an extent that Guild profic
is reduced, kill-teams will be dispatched and the
Underworld will be culled until the eqguilibriuvm s re-
established. Tr s an unlikely, but symbiotic, relatdonship
hought in blood over many decades, and the details of
exactly what cach side can do within its boundaries have
been honed to a fine art,

The afficial keepers of the peace are hired by the Guild
from local gangs and are divided into two types: Watchmen
and Gareguards, The Watchmen are charged with keeping
the peace within the setlement boundaries {though they
care little for what goes on its margins or outside) and it is
i position that is bartered for ferociously between the
gangs and the Guild as the benelits of enforcing the peace
in Dust Falls can wrn a gang's fortunes in the Underhive.
The Gateguards are unique to Dust Falls and are charged
with ensuring that gate tarifts are paid. They are also
charged with the defence of Dust Falls from anything that
might decide to creep up out of the darkness below, hence
gangers from the Gateguard gangs man the weapons that
are mounted on gantrics extending out over the Abyss,
their muzeles trained on the depths,
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Gangs from all the major houses are present in Dust Falls,
many funcrion as Guild or Underworld muscle (sometimes

both). Others come in the hope of buying passage down
inte the Abyss and returning wealthy, Whatever draws
them, the number of gangers in Dust Falls is huge with
each controlling territory in and around the main
settlement, The amount of creds and goods that pass
through the empiy-hearied wown is such that war between
the pangs is almost constant. Much of this conflict takes
place on the margins of Dust Falls, but it is not uncommon
for a dispute over mite protection righis 1o result in raids
on the gate in question, or gunlights in the streets.




Setting a Necromunda campaign in and around Dust Falls
gives players the opportunity o expericnce a slightly
different campaign from what they might be used to, but

at the same tme can be run without having o convert
loads of new miniatures or scenery. It can also serve as a
jumping-off point into a very much more demanding Hive
Bottom campaign.

Il vou do decide to run a campaign in and around Dust
Falls the following maodilications are made to the relevant
sections of the rulebool.

Starting a Gang:

All pangs may buy MNugs/respirators at the initial poim of
gang creation. These are essential for life around Dust
Falls.

Territories:

Substitute the Waterstill and Spore Cave territories with
the ‘Gate into The Abyss’ territory. This territory earns the
gang DG x10 creds and has no special rules.

Scenarios:

All scenarios remain unchanged with the exception of
“The Raid®, A Raid is automatically a raid on a gate, even il
the defending gang does not have a gate territory — one of
their other territories includes the vial approaches to
one.

The set up lor the game is different from normal:
* One third of the able is covered with a black cloth,
This represents a portion of the Abyss. Any model

falling into the Abyss is automatically killed.

+ A G" by 3 gantry must be placed extending out into the
Abyss. This is now the objective of the mid.

FaLLING DUST:

Dust pervades everything in Dust Falls, as you might
expect, and the fine grains that cleaved the Abyss still fall
from above, To represent unique conditions of Dust Falls
roll a D6 on the following table before each game:

RESULT CONGIMTION
1-2 Settled Dust: Everything is coated in a thick
laver of dust, but the air is clear and so no
special conditions apply.

3 Light Fall: A recent fall has filled the air with
swirling dust, imposing a -1 to all ranged T
Hit rolls,

4 Heavy Fall: A large cascade of dusi has
plunged down into the Abyss filling the air
with a thick cloud of dust thar clogs up and
short-circuits machinery. There is a -1 To TTic
on all ranged attacks and all weaponry
decreases its Ammo roll value by 1 (a las
pistol, for example, goes from passing an
Ammo roll on 24 to passing ona 3+).

5 Dust Devils: Air currents have whipped up
the dust inwe small vortices that Dustfaller’s
call devils. Place D3 standard Blast markers
on the table. Each moves 2D6" in a random
direction at the start of each player’s turn.
Any miniature touched by a marker is pinned
and must make an Ammo roll for any ranged
weapons they have, A miniamre touched by
multiple markers must make an Ammo roll
for each maker. Dust devils do not obscure
line of sight but do impose a -1 penalty to hit
on any ranged attacks that pass through
them.

[ Dust Avalanche: A great surge of dust has
exploded into the upper scctions of the
Abyss, tuming it into a land populated by
strange, halfglimpsed shapes. All ranges and
line of sight are reduced to a maximum of 8",
all weapons reduce their chance of passing
an Ammo roll by 1, and all weapons must
make an Ammo roll before the game begins.

Note: The conditions above are abways rolled before a
game in a Dust Falls campaign and if ireacherous
conditions are being used (see Fanatic Magazine lssue 4)
they are taken in addition o the conditions imposed by
the table above.
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Part of Harry's Delague Gang, known around these pavts as The Regulators

Jake: This month we're looking at just one gang: Harry's
Delagues, kinown to the locals as The Regulators.

THE REGULATORS

Harry: As Jake already mentioned, when we started o
arganise our campaign we decided thar a ‘cinemaric’
theme would be cool: a game where larger than life
heroes and dramatic set picce showdowns would be the
order of the day, But 1o play in this dramartic environment
we needed dramatic gangs oo, so when it came to my
trn to start one 1 searched high and low for 4 good
image. | found it in the Old West,

My Necromunda gang will look strangely familiar to
anyone who's ever seen g Western movie as the generic
gang of gunslingers whao roll in out of the dust to cause
trouble. Sounded just right for me! I really liked the idea
al the gang of selfstyled marshals {or mayvbe real ex-
marshals) who upheld whatever law paid them the most,
so the long duster coats and cowboy hats was the uniform
ol choice (Ielaques with some Green Stuff hats would do
nicely). All they needed was a name, and after rummaging
arcund in the Old West a bit more, “The Regulators” were
born, These hired gunmen hide their true colours behind
the silver stars on their chest and a book of law in their
breast pocket, The Delague skills also fitted really well
with the background idea; uwsing stealth and secrecy
coupled with good shooting skills really felt right for my
lovw-down dirty wannabe lawmen.

With the overall idea in place T now had o work out the
details, and this is where 1 slide away from the norm. 1
decided carly on thar I didn't want to have a Heavy in my
gang — it didn't sit well with the theme and not taking one
also freed up some poines for a few more men (guantity
has a quality all of its own).

I also steered away from exotic weaponry; Lasguns and
shotguns are reliable as well as packing enough punch for
most guys, O course, my leader has a couple of bolt
piswols for show, but overall it's a preoy basic foree,

The only twist to this basic mote is my Rarskin Scout
Hired Gun who T think fits the theme well, as well as
helping in the game. S0 here they are, The Regulators,
ready to chew gum and kick ass (and guess what — they're
all out of gum).

A note abour WYSIWYG. In both Mordheim and
Necromunda, gangs that have a strong theme look really
great as it marks them out as much more than just a bunch
of individuals. Even so, the figures themselves are a lot
more varicd and changeable than in our other game
systems, Over the course of three or four games a Juve
may well change his weapons a couple of times, reach the
rank of Ganger and end up with a bionic eye,

Personally | make sure that il & guy has a lasgun on the
page, there’s a lasgun on the model, but I'm not as
stringent about the scar on his left check, two frag
grenades and a pet ferret called Cecil he keeps in his left
pocket. T vou point out that ‘Big John' is carrying
grenades and that the Juve figure with two handguns is
actually only carrving one 1 don’t think that's a problem,
The beardy “oh by the way that Juve figure is actually my
second Heavy and the pistol he is carrving transforms into
a lascannon” halfway through the game should be
fromned on (and by frowned on 1 mean “hit repeatecly
then forced o eat the figure in question”y. With the
introduction of the individual weapon hands for some
gangs, converting has become even easier, But in skirmish
games a figure has a high probability of dying every other
week and as long as they look the part I don't sce the
Gaming Police coming to take you away if something’s less
than completely perfect,




i uniform feel of my gang with
i either a stub gun or autogun
i and their free knife, If these
| guys survive a few battles
i then I may start giving them

i some
| equipment.
[ willing wictims are the up-

THE REGULATORS
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i Afer a quick addition of a hat made from green stuff. The jeans were painted darck blue with codex grey added to ]

First is my leader, Nathan
Stryker, cquipped with twin
bolt pistols and frag grenades

I really like the look of the
Scum with twin bolt pistol
and, with the addition of a
cowboy hat, he fits in well with
the rest of The Regulators.

As T don't feel that a Teavy fits in with the background
of my gang I can afford a few extra Gangers.

| prefer o start with a
uniform look and feel to my
gang and let the colour and
detail fill irsell over the
campaign. For this reason,
all my Gangers arc cither
carrving lasguns or shotguns
with hashat rounds, Four
of each of these form the
core of my pang.

The Juves also follow the
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These  five

PAINTING THE REGULATORS,

i highlight. The T-shirts were 50/50 codex grey and chaos black with a highlight of codex grey. The dusters, hats and

close-and-personal section of
the force (along with my
leader), so they're either
going to get lots of expericnee
or die tving. Either way 1
don’t intend to splash out on
loading  them up  with
expensive gear until they've
proven their worth.

Finally, to finish of the gang, | have taken a Ratskin
Scout. 1 really like the look of the crouching Ratskin
with the shotgun and 1 think having a Scout fits well
with the background of my gang as well as giving the
opportunity of paining free territory and  assisting
before the battle,

With 15 figures in my starting gang I should have the
advantage of numbers over most of the guys I'm facing
and therefore be less likelv to bottle,

Once 1 start winning a few games 1 will spend the cash
on upgrading the gang's equipment rather than adding
to their numbers, This also means that il some of my
guys start getting skills that make them stand out I can
equip them as they reguire.
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i T decided on a very uniform feel to my pang, so except for a few bandanas they are all wearing jeans, grey T-shirts
i and sandy (dusty) dusters. This made for an easy painting scheme that was gquick to do and looked good when T'd
| finished. i

other leather sections on the model were painted
scorched brown and then highlighted up. Boots and | |
leather were done with a 50450 scorched brown and |

snakehite leather mix.

The dusters and hats were | |
highlighted up through to bleached bone with a final | i
skull white dry brush to really give that dusty look. Finally
the entire fipure was given a wash of chestnut ink to dirty
up their look and give some shading and contrast.




PRECINCT 1312 - LUCKsY FOR SOME

The sergeant lownged tn bis chair, idly belching smoke
from bis cheap lbo stick, both feet resting on the edge of
bis dest. “Told ya not to come back into my territory,” be
gloated, turning to look through the bars of the bolding
cage al the gangers be bad imprisoned. “Warned ya
hwice, ye! yva still thought va could pel past sergecant
Rosco™

Leaning back cven further, the chair creaked vminously,
straining agafnst the pressure of bis bull. “Guess you
puys are just gonna sit there and rvot il the Judgement
Wagon rolls through, then we're gonna bang the lot of
you" Rosco planced across at bis depultes who all
launghed on cue.

At this last verbal sally, the leader of the Execulioners
tippred Beck bis bat and whispered a retort, "Ton't pou
beave bigger fish to fry than us?"

Rosco rocked wilth lavghter, afmost losing bis balance
“Wheat cowld be bigger than taking down Nate Krieger
cned the infamous Executioners?" be safd, ibe grin
splitting bis face ear o ear

“Well. .. maybe they would be a bigger problem than littie
ofd ns!” Nate nodded toweards the security monitor on
the table and ds be saw what it showed, Rosco's prin
froze on bis face Plague Zombies, dozens of them,
climbing from the sewer grates and beading for the
Precinct Howse, “You know”, sald Nate, "this might be o
good time for pou and me to come to seme sort af & deal
— nntless you and your three depuiies think you're up to
the task on your own...”

This scenario represents the local law and one or two
pangs of ne'er-do-wells fighting side-by-side against a
horde of slobbering Zombics. For the gangers, holding
the Zombics off will make their names in the area and
hopefully get the Law off their backs. For the Enforcers it's
all about saving their own necks. .

GAaMGS

One plaver (or the Campaign Arbitrator) is the Zombic
Master controdling: the horde of Plague Zombies — see
below for numbers. The other players control one of the
gangs at the Precinet House and are equipped as normal,
having been re-armed for the fight by the nervouos
Enforcers. The scenario is designed to be played with
multiple gangs. The Gangers start anywhere in their
deplovment zone.

There are only 4 Enforcers present, including Sergeant
Rosco. These can either be controlled by one of the
plavers not already involved, or by the Campaign
Arbitrator. The Enforcers start in {or on) their Precinet
House,




TERRAIMN

There is a 12" square deployment zone against one table
edge that must only have one building in it (no walkways
or harricades). This is the Precinct House where, until a
few moments ago, the gangs were imprisoned. Against the
opposite edge place three Sewer markers (1 use 27
diameter circles of black paper), which are the objectives,
Then one gang playver and the Zombie Master take turns
placing terrain, For this game it is suggested that you use
a6 x 4" wahle, as it will get crowded very guickly.

ZOMBIES

Towal up the number of non-Zombie models involved
(including Enforcers) then multiply by five. This is the
total number of Plague Zombics allowed on the board at
any one tme (0 you will need a shed-load of Zombic
models). The Zombies start with D& + number of enemy

gangs (including Enforcers) at each entry point.

You may either use the rales below for the Zombies, or the
more complete ones that come with the Scavvy gang in
next issue.

Weapons: Plague Zombics do not have any wargear; they
are armed with a variety of spikes, sharpened bones, claws
and teeth.
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Special Rules

Zombie Shuffle: To represent their unpredictable gait
Plague Zombies move 2D6" in the Movement phase. Each
Plague Zombie is rolled for individoally and the
controlling player may move them as he wishes up o the
distance rolled on the dice.

Plague fombies may not run or charge, they always move
204", However, Plague Zombies always count as charging
into hand-to-hand combat if they manage to move into
base-to-base contact with an enemy model.

No Pain: Plague Fombies ignore being pinned and are
not affecred by flesh wounds.

No Fear: Plague Zombies ignore all Psychology rules and
never have to roll Leadership 1ests 10 see whether they
lose their nerve.

STARTING THE GAME
The Zombie Master goes first, at the end of each of his
turns he places D6 more Zombics at cach entry poine.

RESERVES
When a Plague Zombie is taken out of action roll a D6, On
a4+ he goes back into the reserves and can be used again.

ENRING THE GAME

As the gangs are desperate o hold against the tide of
Zombies they re-roll any Bottle tests, If a gang does botde
for any reason then the word goes round that they ran, as
such they only gain half the income from their territories
next turn, and mn the risk of losing territory. The only
way o win the game is for the defenders o seal the sewer
grates and stop more Zombies coming through, To do this
they need o be in base-to-base contact with the grates and
at least 6 away from any Zombic not in combat. At the
end af the turn roll @ D6, On a <4+ the prate is sealed.
Onece all the grates are sealed the game is over,

ExXPERIENCE
Fighters who take part in the game earn Experience as
follovors:

+ D6 Survives: If a fighter survives the batde then DG
points are earned. Bven fighters taken out of action
receive Experience for taking part.

+2 per Lombie killed

+10 per sewer grate closed: Fach model who
successiully closes a grate gains 10 Exp.

+10 Winning gang leaders: If the delenders win, any
gang leaders left on the table gain 10 Experience (our of
action doesn't count as the other gang leaders take the
credit).

SPELCIAL

If a gang bottles and the defenders still win, then the word
goes round that they're chicken. Fach winning gang rolls
a D6 On a roll of a 6 they gain one of the bottling gang’s
territories as if they had defeated them 341 in a gang fight

Anibors
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WARNIASITER

PICK A CARD.
ANY CARD..

Part 2 By the Warmaster Players Society

This is the second part of our article on the use of cards to randomise magic items and tactics in games of Warmaster. This

is a system based upon the Warhammer Plaver Society's own campaign system, and has been used succesfully in several

events to date. Last month we presented the magic item deck, this month we complete the series with the tactics cards.

Full details on using these cards can be found in issuce

wwwwarmasier.com) for more information.

Also, don’'t forget that...

the card missing from the deck and card back are presented here in true

Warmaster scale. Alternatively you can use the cards presented on page one..
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I BATTLEFLEET

OTHIC

TYRANID TACTICS

By Owen Barnes

Since first appearing in Battlefleet Gothic Magazine, the Tyranid fleet has undergone a number of evolutionary
leaps until at last arriving in its finished form in Armada. Those of you that have followed this journey will have
no doubt evolved your playing styles, as 1 have to match the varied nature of the hive fleet. This article covers
my own experiences using Tyranids in Battlefleet Gothic as well as lessons T've learned using this very versatile

and unigque race.

TYRANIDS IN BATTLEFLEET GOTHIC

OF all the fleets that battle between the stars of the 40k
universe none are guite like the Tyranids, Perhaps the
most significant difference is that unlike the other races of
the 41st millenniom Tyranids are a void dwelling specics,
only approaching planets 10 feed and then continuing
their long hunt through across stars. Rather than the huge
technological constructions of most races, Tyranid ships
are themselves living vessels, ranging from  small
organisms to mighty hive ships, vast creatures that have
breen grown rather than built. In Battlefleet Gothic, this
living, growing fleet is reflected in the varicty and choice
players have, when not only constructing their ships for
play but also in creating their own unigue models. While
other fleets are limited with ship wypes and classes, a
Tyranid player can tailor their ships to fce their opponent
or to suit their own style of playv. Tt is this ability to create
vour own hive leets that characterises the Tyranids and
defines them as a potent force o both play and face,

The fghting stvle of Tyranids throughout the 41s1
millennium makes them ideally suited, closing with their
foes and tearing them apart in close quarters, and hive
fleets in Bawlefleet Gothic are no exception, armed with
an array of nasty short ranged weaponry such as bio-
plasma, feeder teniacles and massive claws, These factors
combined with special rules, such as doubling their
boarding value and adding +1 1o their hit-and-run attacks
make them all in all arguably the deadlicst of the races
when it comes to close ship to ship combat, Their
relatively slow speed and poor manoeuvrability can scem
at adds with the ability o close and catch enemy vessels.
As we will examine below, however, when your vessels are
amongst the enemy, the slower speeds of Tyrandd ships
can be a valuahle asset.

We begin our look at the hive fleets by examining their
organisation and how they differ from those of more
‘mundane’ races. We will also go through the building
blocks of the fleet list itsell, coving weapons, vessels and
bic-upgrades. Finally delving into tactics, we will look at
the flects strengths and weaknesses as well as how they
fair against the different races of the 40k universe.

Fleet Organisation

While Tyranids are essentially a single galaxy-spanning
organism, in Battlefleet Gothic they fall into two distinct
formations: The Hive Fleet and the Vanguard Fleet. While
they share many of the same special rules and several
ships, these two kinds of fleets are different indeed,
offering their own range of strengths and weaknesses. The
hive fleet, which could be considered the main kind of
Tyranid Meet, is what we will mostly be exploring in this
article. This kind of fleet offers the complete range of
Tyranid vessels, from the largest hive ships to the smallest
drone escorts, as well as the broadest array of tactics and
options, The vanguard fleet on the other hand is just what
it sound likes: a scouting fleet consisting of those ships
that the Hive Mind sends forth wo find fresh sources of
foodd. This kind of force is very different to that of the main
fleet and as such we will have a look at its wactics as well
as some tips for creating balanced vanguard flects laer
on.




Tyranids are also unique in the way their fleets are
organised. Whereas the fleers of other races must work
from the bottom up, mecting a required number of
cruisers to allow them to take batle cruisers, grand
cruisers and battleships, Tyranids are limited instead by
the amount of hive ships they ficld. This structure means
that when constructing your fleet, how many hive ships
you choose and how many points you decide 1o spend on
them becomes very important. It might be tempting to put
all your faith in a massively expensive hive ship, bristling
with weapons and bio-upgrades, however, as we'll take a
leok at in the tactics, this kind of one-trick pony can prove
very limiting and lacking in versatility. 1 have found the key
to constructing Tveanid fects is alwavs versatility, creating
not sa much a Meet of ships as a single organism designed
for a single purpose: destroying vour enemies.

TYRANID WEAPONS

To understand how the Tyranid fleer really works the hesi
place to start is to get o know their weapons. While some
of the Tvranid weapons are comparable to those of other
feets, they are all different enough to warrant some close
examination and will be important when it comes to
deciding how to best use your vessels in battle. Each of the
Tyranid’s weapons has its own merits and faws, Some of
these weapons are highly specialised in their application,
excelling at a single 1ask; while some are so different o
those of other fleets they are totally unique to the Tyranids
themselves. Here we take a look ar each of the weapons
and their varied uses:

Bio-plasma

The Tvranid version of lances comes in the form of short
ranged but deadly hio-plasma. While bio-plasma only has
a range of 15cm, its ability o ignore shields can be
devastaring when used in large numbers, cither from the
massed spines of a hive ship or a large shoal of escorts,
Bio-plasma is also well suited 1o desiroving escors, where
its bypassing of their shiclds robs the small ships of half
their durability. It can be tempring to take as much bio-
plasma as possible in your fleet, especially after seeing
what it can do in the rght crcomstances; this will
probably mean you will spend a lot of your time trying to
get your vessels into range and a decent firing arch, and
invariagbly not doing a lot of shooting. Bio-plasma is
defiantly something o include in your fleet, but not at the
expense of having a variety of weapons.

Pyro-acid

This weapon is, more than anything else, the mainstay ol
the Tyranid fleet, offcring the cquivalent of most other
races” weapons batteries, The real value of pyro-acid oo
Tyranids is its range, 30cm on most ships and 45cm on
hive ships, granting the fleet the ability to compere with
most other ships of the line. Tvranids can also rake
prodigious amounts of pyro-acid in their Aeets making

up for their lack
of wruly long

CANEC WEAPONS
batteries with
volume at close
range, something
the Tyranids excel
at. Pyroracid is also
characterised by its
ability to infliccan -
additional “Fire" critical
when inflicting a normal

critical. This ability can

seem subtle at ficst, but

enemics will underestimate it at

their peril, especially when Tyranids
target damaged ships where those few
extra points of damage caused by a *Fire'
critical can mean its destruction,

Feeder Tentacles

This weapon is totally unique to the
Tyranid fleet and offers an interesting
range of tactical possibilities. As T will
talk about later, often you will want to
gt in extremely close to your enemies with Tyranids and
feeder tentacles are a weapon that encourages this. Their
ability of a vessel armed with feeder tentacles to deliver
hit-and-rn arcacks as well as score damage by touching an
enemy ship's base during its move is among the most
reliable way 1o deliver damage, destroy escorts and knock
out key systems on larger vessels. When used on fast and
manocuveable vessels like vanguard drones, this weapon
becomes a true terror o face.

Massive Claws

Another weapon exclusive to the Tyranids s massive
claws, Once again these weapons require the Tyranids o
get into base contact, making them tricky to use on the
larger less manocuvrable vessels like cruisers and hive
ships. However they make the perfect compliment o
hoarding, where the extra damage caused by the claws
reduces the enemy’s boarding value as well as offering the
chance the Tyranid vessel with latch on, allowing it to
continue consuming its enemy in successive turms. Krken
especially can be effective when armed with claws, where
their speed allows them to chase down cscorts and other
small vessels, brushing past their prey and literally eating
them!

Tyranid Ordnance

One of the undoubted strengths of the Tyranid Meet is is
ordnance. The ability 1o send ouwt clouds of Gghiers,
assault boats and boarding torpedoes means that their
enemies will often be soruggling to cope. Tyranids also
have the ability to purchase ordnance before the game,



further boosting the numbers they can field. The only
downside of Tyranid ordnance is its slow speed, however
when you consider the relative speed of the Tyranid
vessels as well as its endless supply then this becomes of
less imporiance. The first two kinds of Tyranid ordnance,
boarding torpedoes and assault hoats are geared toward
destroying escorts and crippling larger vessels with hit-
and-run attacks. As such, the best time o use them is in
close once they can make it to their targets in a turn or
two., Tyranid ordnance that is forced 1o crawl across the
board will incvitably be either avoided or destroyed.
Something that is worth remembering is boarding
torpedoes can be used to destroy both normal and other
boarding torpedoes, useful when no fighters are handy.

The other kind of ordnance available 1o the hive flects is
fighters. These are very important il you're going to be
facing any kind of enemy ordnance, which invariably you
will. Early in the game is the best time to spawn lighters,
using your hive ships to pump them out in swarms as you
close the distance, As Tyranids are not limited with the
amount of ordinance they may have at one time, as ather
races are, vou can create a thick doud of fighters 1o shicld
vour ships. Slower than other kinds of fighters, Tyranid
fighters are best suited o siaying close to their cwn ships,
cither in contact, or close enough to form a wall against
incoming torpedoces, bombers and assault boats.

Two of the things lacking for the Tyranids ordnance
arsenal are normal orpedoes and bombers. The absence
of these weapons is not really much of a disadvantage for
the hive fleets,
engagements, something Trranids at not ideally suited to.
While normal torpedoes can become as much a hindrance
for their own side as the enemy when battle lines become

Bombers  favour longer range

enmeshed.

Spores

While not technically a weapon, sporcs are worth a
mention due o their ability w inflict damage. As hoth
shiclds and turrets spores are a mixed blessing for
Tyranids, olfering the ability to defend against bombers
and torpedoes in the same tum, but conversely becoming
weaker when reduced by Blast markers. However their
least used abiliy would have to be that of inflicting
damage to unshiclded ships in buse contact. Of most use
against the Eldar and Necron fleets, it allows a squadron
of cscorts to swarm around an unshiclded cruiser or
battleships dealing significant damage without rolling a
single dice. Even against shiclded vessels, smaller Tvranid
vesscls can use their spores o knock down the enemy’s
defences for their larger cousin's volleys or give them
extra bonuses in boarding,

TYRANID VESSELS

Because of the Tvrandds ‘ability to pick and choose their
ships’ weapons it is difficult to make a comprehensive list
of all the possibilitics and their uses. However, regardless
of their weapons, Tyranid ships tend to suit particular
roles in the feet. There are also a number of common
weapon combinations worth mentioning for cach of the
major vessels,




Hive ship
Without question  hive
ships

form the

will

heart ol
any  Tyranid
fleet, offering  the
broadest range of weapons and bio-upgrades combined
with their innate toughness and synapse node ability. Hive
ships are also the only vessels in a Tyranid fleet capable of
taking launch bays. As such | always make sure T ake at
least ome o two on each hive ship. The other “must’
weapon [ find for hive ships is pyro-acid, offering the
longest ranged firepower available o the fleet ar a
respectable 45cm, Weapons such as leeder tentacles and
massive claws are less useful on hive ships simply by
virtue of their sluggish movement. 1 would also always
advocate spending a little extra on hive ships by adding a
bic-upgrade or tao. TTowever, be carcful that you don't
spend too much on any one of your hive ships, especially
if by saving a foew points you could include a second hive
ship as, after all, two hive ships are better than one.

Cruiscr

Tyranid cruisers can sometimes be a
forgotten  class
of vessel for

the hive fleet. Alter all it doesn’t pack
the firepower of a hive ship, nor is it as quick

Or inexpensive as an escort, However, like most Tyranids,
its strength lies in s versatility, combined with its
expendability.

& important  hive  ships,

Tyranid cruisers

Unlike your

can be

happily hurled into the fray. Two of the
specialised roles which I've found
cruisers can exccl ar are as
either o rammer and a boarder,
armed with a sel of massive claws,

using All Ahead Full orders oo
hunt down enemy cruisers, or
alternatively as a torpedo boat, armed with twin Strength
4 torpedoes laving down a curtain of ordnance. Cruisers
are also uselul [or drawing fire away from your hive ships,
as you enemics will often overestimate their effectiveness,

Vanguard drone

In my opinion cscorts of all
kinds are the lifeblood of anyv Ty
fleet. The vanguard drone is
very cheap for what it can
offer and it's also among the
fastest and most manoeuveable of all the Tyranid vessels.
If you arm your vanguard drones with pyro-acid you will
probahly be using them more for their ability to highlight
enemies (allowing the Tyranids to overcome their normal
restrictions on targeting ordnance and any by the closest
enemies), as the Swength 2 weapons battery is of limited
use unless vou take large squadrons, which is only really
advisable in a vanguard fleer. In a regular hive fleer T
would take vanguard drones in single ship squadrons,

giving them the greatest possible freedom, and would arm
them with feeder tentacles where they can do some
serious damage flitting in and out of your enemy’s ships.
Feeder tentacles are also unaffected by special
orders, giving the drones even more freedom to

make sudden turns and frightening bursts of

specd,



Escort drone

If vou are taking hive ships, and il your using the regular
hive fleet then yvou are, you should think seriously
about taking escort drones. Point for point there are
few escorts that are better
For the price of only
moving 15cm,
something that is of
little importance  if
they are used alongside 2

hive ship, they can pack a terrifying amount of firepower,
I usually include at least & for cach hive ship, favouring
pyro-acid (that's a combined firepower Strength of 24
from just 6 escorts!). Escort drones are also surprisingly
manoeuyvrable, retaining the ability to make a turn before
moving like other escorts. This manoeuvrability means
that the above mentioned 6 escorts can effectively use
Come To A New Heading o turn 90 degrees and still fire
at Strength 12, something that is useful against guick
enemies that will oy and out flank your slow and
ponderous hive ships,

Kraken

These unusual vessels are another example of the sirength
of Tyranid escorts. Like vanguard drones, they are ofien
best used on their own unless part of a vanguard feet.
Two of the tasks 1 have found kraken very elfective at is
cither as escort hunters, armed with pyro-acid or massive
claws, or as rammers and boarders. In the latter case a
group ol independent kraken can gang up on a cruiser, or
even better a cruiser damaged by hit and run attacks, and
simultaneously ram it, using their massive claws o do
extra damage and then boarding in the End phase. Kraken
make idea rammers, with their 6+ Armour and constant
Brace for Impact for protection,

A Ry R W At Ee T :

BIO-UPGRADES

The Tyranid bic-upgrades ofler a range of modifications to
add 1o your ships. Most of these modifications are best
suited o the hive ship, such as reinforced carapace and
extra spore cysts for creating incredibly ough, 14 hit, 6

spore monsters, or solar vanes, adrenaline sacs and more
discharge wvenis  for  increasing the speed  and
manoeuvrability of these behemoths, Tyranid cruisers can
oftcn bencfit as well from some of these upgrades,
especially an extra spore cyst or hit. Escorts | would
probably never give upgrades, simply because in most
cases the escort is worth as much as the upgrade itsell
The only exception to this would probably be kraken,
which benefit from any of the upgrades that increase their
speed as well as the mucous membrane upgrade for
protection against bombers, The drone link upgrade is
worth a special mention as it olfers a left shift on the
Gunnery table [or pyro-acid batteries, something that can
be very significant when you consider the large amount of
firepower hive ships can have at their disposal.

TYRANID TACTICS
Instinctive Behaviour and Synapse Conirol
The first thing that any new Tyranid plaver needs to tackle
is how to deal with synapse conool and  instinetive
behaviour. These two factors are what makes Tyranids
unlike any other Aeet in the Battlefleer Gothic game. The
first thing I realised alter playing a few games with a hive
fleet is that instinctive behaviour is actually more of a
benefit than it is a drawback. Once you understand how
your ships will react if you either fail to control them with
your hive ships, or choose not 1o, you will find that you
can get them 1o go onto the special orders vou want, Until
you get quite close to vou enemy, however, the odds are
vou will meet very few of the conditions on the
Instinctive Behaviour table, and often end
Aip moving half speed straight ahead.
An easy solution to this for cruisers
and hive ships is making sure they Luh
“have either launch bays or torpedoes, :
" this way they make sure




they fire off their payloads each trn and can happily be
left o instinctively reload the following turen, leaving them
free to move and shoot as normal.

When vou get close to your enemy you will need to be
much more aware of what vou want your ships to do,
though in most cascs the ones you want o lock on will,
while the ones you want to innate boarding will as well
and you can save your Leadership test for those that aren’t
doing what vou want them oo, Taking Leadership
upgrades [or your hive ships as well as re-rolls and even
Mive Mind imperatives offers some defence against
instinctive behaviour, however, once you get the hang
of making instinctive behaviour work in yvour favour,

e 1 would say these are points best spent elsewhere.
S The final thing | would suggest when dealing with
“’;ﬁg:;ké instinctive behaviour is o choose the order of
.&:@s:; vour Leadership tests wisely, as after all each

V;‘g}“ might well be vour last for that tren.

i S
- _? ENEMIES OF THE HIVE MIND

%‘ a " The adaptability of the Tyranid fleet allows
’% you to tailor your force o face your
;g _ " enemies more easily than many of
_f: e, : the’ agher races, Here we will
g0 ¢ ‘ 1-.{}11,;_1]1 bricfly on some things

‘tiy -bear in mind when
. fighting different fleets,

Imperials, Space
Marines and Chaos:
By the standards of
the Hive Mind these
< fleets are fairly similar
and lform what is preoy
much the ‘standard’ tvpe
cof fleer to face. The core

tactic of gewing in close and using Tyranids close mange
nastiness 1o tear the enemy apart works equally well with
each of these foes, though there are a few points worth
mentioning. When facing Chaos fleets, if they oy and use
their superior speed 1w outflank your vessels don't be
afraid 1o use All Ahead Full and Come To New Ieading to
chasc them down as it is always beter o sacrifice a few

turns shooting o gel inwo optimum range. While with
Imperials, T would say be carcful of massed orpedo
waves. Always have a fighter or two handy as these can
really do some damage, especially at short range. The only
thing I'll say about Space Marines is don’t underestimate:
their hit-and-run attacks or their bonuses in boarding, of
all the fleets vou might face these will give vou the
strongest opposition il you want to sct foot on the ships,

Eldar and Dark Eldar: Once again these two fleets are
pretry much the same from the Hive Mind's point of view
and can be dealt with in the same fashion. Don't bother
with bio-plasma, as vou will seldom be in range (o use it
and when you do holo or shadow fields with most likely
negate it. Assault boats and fighters can siill be useful but
don't put too much fith in them. The real bane of any
Eldar is pyro-acid. A single hit or tovo with its special ability
tar inflict a fire critical (on a 4+ against Eldar) will put paid
o mast of their ships. As for dosing, wait until you have
their fleet between your ships and a near table edge and
then All Ahead Full They shouldn't be able 1o maove
completely out of range and even at hall sirength your
pyro-acid will be able to do its work.

Orks: This Neet can be a tricky one o face by virtue of the
fact that their effectiveness is so random. However, the
hasic tactic of closing, hammering with firepower and
then boarding is still sound. T would only say as a word of
caution, don’t 1y and board a space hulk unless it is
almost destroyed, as even Tvranids will find this a losing
bartle!




Necrons: There are two simple tactics | have found to

work against this ancient race, the first is to target a single
vessel or squadron at a time, pouring on fire untl it is
crippled or destroyed. Necron players tend to et
nervous as soon as they lose a ship or two, no doubt
thinking about all the Victory Points you have just s
on them. The andd tactic is o shower them with a
boats, as without ordnance of their own they must rely
solely on their turrets to protect them. This is another
thing that seems to make Necron playvers nervous and they

will often w

assault boats and hoarding torpedoes.

Tau: When facing the Tao vou will find a fleet that o
match Tyranids, pound for pound, with ordnance.

bombers especially can be a significant threat, especiall

in the large numbers they are produced, However the one
advantage 13

h ordnance alr

anids have over Tau is they can start the
y in play by purchasing from
it can be all the




edge vou need to win an ordnance race (especially if you
start with 20 fighiers already protecting you from those
pesky manta bombers!). Once vou close with Tau you will
also be pleasantdy surprised to discover they halve their
boarding value making it even easier [or you o consume
these little blue-skinned aliens.

Tyranids: Well all 1 can say about this is it is very, very
messy, cspecially considering spores don't stop Tyranid
ordnance,

TYRANID TACTICS

If you are using the scenario modifications for Tyranids
presented in Armada you shouldn™ run into any
significant problems as, with the changes, these all work
pretty well, The one scenario that you will find Tyranids
excel at of course is planctary assault, Next o Space
Marines this scenario more than any ather showcases their
abilitics.

SUMMONING THE SWARM

When building vour feet there are a number of things
worth noting, depending whether you are making either a
vanguard [leet or a regular hive fleet, If you're making a
vanguard fleet you are restricted to only a handful of
weapons, two types of escort and no fighters or assault
boats what so ever, As a result vou will need to make sure
vou have a lot of ecscorts, As such | would say steer
completely clear of bio-upgrades, and limit the more
cxpensive weapon options such as torpedoes and pyro-
acid batteries on your kraken.

If you're building a hive feet the first thing vou will need
is of course, hive ships. When constructing hive ships T
zenerally try and avoid going over board, Alter all, making

vour hive ship Leadership 9, adding a re-roll, four extra
hits and an extra spore is worth 120 points, for which you
could have 6 escort drones armed with Strength 4 pyvro-
acid each, which 1 feel is sounder protection. Extra vessecls
also always add extra options for you during your game,
something that can literalty make the difference between
victory and defear. After hive ships T always fill up on
escorts, making sure each of my hive ships has an escort
screen and then adding the odd kraken or vanguard
drone for good measure. Finally 1 include a cruiser or two,
though seldom more than the number of hive ships 1
have.

Well T hope that some of the information presented here
will give Tyranid players a few ideas they can use in theyr
games, or if yvou've never played with the hive fleet before
perhaps the incentive o give it a go. The final thing T will
say is: The best way to master any fleet is 1o play with it a
lot! Once vou know what your own ships are capable of
and what to expect from them once they engage the
enemy, the rest is not all chat hard,
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"NVIRONMENTAL

by Stephen Pearson

Following on from my article about scenario generation, T would like to discuss and expand upon one of the more
underused aspects of the Inguisitor system, awareness modifiers. 1 have noticed most scenarios of Inguisitor take
place in temperate, well-lit environments and 1 hope the following ideas will serve to bring a more realistic

dimension to your scenarios.

The source of my inspiration for this arcticle comes from
two quarters, a small mention given 1o the effects of
terrain and weather in the Rulebook (pages 30 & 53) and
the Treacherous Conditions table for Necromunda.

Avrareness modifiers

The purposes ol awareness modifiers are, like terrain
picces, w give the location an atmosphere. Think about
the time of day, weather and environmenial conditions vou
would expect to find in the area where the scenario is set,

Having one (o three awareness modifiers to represent this
can really set the atmosphere. It is wise o wse the
modifiers sparingly otherwise they will be forgotten in the
hesat of the game or slow the game down to g snail's pace.
Limiting their area of effect and duration are two ways of
doing that.

Instead of affecting the cntire battlefield  1hese
environmental conditions could easily be terrain specific.

No longer will that old dilapidated building be just
another building, now it could be infested with spiders ar
termites, or covercd with vines, With minimal alteration
the awareness mocdifiers listed below can represent almost
ANY ETVirnnment you cane to imagine,

I have arranged the environmenital conditions in a serics
of tables to make them easier to usc. If yvou would like 1o
randomly generate an environmental condition roll a T4
and consult the table below o decide which
environmental table 1o roll on.

(] = He=ult
1 Stormy Conditions

. Fog

AR

5 . . . Surface Effects
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‘Starmy Conditions

Hes=ulk

1

]

Acid Rain: The rain is made up of 2 mixture of acidic pollutants and will burn any cxposed skin. Any
character that has exposed skin adds D3 1o their injury total for every round spent in the rain. Also characters
that suffer damage as a result of the rain must pass a Nerve test or run for cover. They will not venture out
imto the rain again until they have recovered their nerve,

Lightning: A fitrce clectrical storm is brewing and threatens to strike any time, Raoll a D10 at the start of every
round. If the roll is 8+ then lightning strikes the board. To work out the point at which the lightning strikes,
choose a carner of the board to measure from and roll peo 1005, The first 1ells you the percentage across
the board and the second the percentage up the board,

Any character within 2 yards of this point suffers a hit equivalent 1o both a frag and a haywire grenade. (If
play is taking place at night then anyone looking at the point of the lightning strike is affected as if a4 pholon
fash flare has just gone off).

‘The effects of the haywire grenade lasts D3 rounds. In addition the thunderclap produced will reduce all
hearing ranges to a tenth of what they are usually for the duration of this round.

spow Storm: A hlizzard is sweeping across the region ceducing visibility 1o almost nothing. Vision range is
down to only 1/10th of a character’s Initiative and the snow is slowly accumulating. Fvery round the depth
of the snow increases by 14 of a yard. (Sec snow in the Surface Effects table for the result of this).

sleet: Stmewhere bétwoeen rain and snow, this sogey ice is demoralising rather than dangerous. As well as
doubling range mn-di_ﬁg?p_-,_. sleet means if characters sustain more than 13 points of damage in a round they
must pass a Ledtdership test or get demoralised and wander off They will return to the fight if they are
attacked or another characeer can convince them to sty (by alking 1o them and passing a Leadership test).

Light Rain: Light rain is falling across the area making it harder to see. All range modifiers are doubled.

Heavy Rain: Rain clouds have set in and it is raining heavily. All range modifiers are tripled and all hearing
ranges are recduced by a quadrter,




+

Lighting

Characters who have appropriate equipment (such as infra-red anspices, ctc) can double the reduced vision
ranges due to the poor light.

He=suilt

Very Gloomy: Visibility is down to only 10xD3 yards (roll at the start of the game).

&

High Noon: Fhe sun is shining brightly from one random table edge. Characters facing that edge sulfer an
extra - 10 1o shooting and vision based tesis.

Starless night: Low cloud is blocking out the light from the celestial bodies reducing vision ranges to 1/10th
of a character's Initiative.

Moonlit: It is a clear night and the area is illuminated by the moon and stars. Vision ranges are reduced to
a quarter of a character's Initiative,

Dusk: The sun has nearly set and visibility is down to only 50 vards. Vision range is reduced by 5 yards per
round, down w0 a minionam of 10 yards.

Dawn: The sun is just bilow the horizon and will appear any minute, Currently visibility is only 10 vards bue
will increase by 5 vards per round.

Fog

Characters who have appropriate equipment (such as infra-red anspices, ete) can ignore any limitations placed
on vision by the fog,

[n]=y

He=sulk

1 &

Toxic Pog: The fog consists of a nasty mixture of gases. At the start of every turn a character spends in the
fop they must pass 2 Toughness test or be affected by Hallucinogen (see Rulebook  page 59).

Thick Fog: The vision range is reduced o only 10x133 vards (roll at the stare of the game) and the dense fog
muffles sounds, halving all hearing ranges.

In addition skills such as Deadeve Shot and Rocksieady Aim cannot be used.

Morning Mist: The area is shrouded in mist, which is cold, damp and hangs in the air, When a characler
witlks through the mist he disturbs it leaving a swirling trail, The path a characier 1akes will remain visible
until their next turn.

Drifting Fog: Thick banks of fog arc drifting across the board occasionally obscuring characters rom view,
At the end of cach character’s turn roll 2 D6, and on g 44 they are hidden from the other characters on the
hovard by the fog.

It is hard to hold a bead on the target s skills such as Deadeye Shot and Rocksteady Alm cannot be used.

Methane Gas: Theregre pockets of iiethane gas that have accumulated among the buildings. Any character
that shoots from mver_'_*nd their Tiy Hit roll cnds in 5 scrs off a pocket of gas (e, 33). Treat the explosion as
a frag prenade L'inrn:if"'tm the firing model,

Choking Gas: The fog consists of a choking mixture of gascs. At the start of every turn spent in the fog,
characters must pass a Toughness test or stumble D3 yards in a random direction and lose any actions for
that turn.
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Winds

The strong winds prevent skills such as Deadeye S$hot and Rocksteady Aim being used.

He=ult
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Twister! A powerful vortex of wind 4 yards in diamerer moves randomly round the board (a1 the end of cach
round®all 206 and a Scater dice to determine the number of yards and direction it travels). Any character
caughtgin the vortex is lung 206 vards in a random divection and will take damage from falling or impacts

as norma:il

Blustery Conditions: The wind is gusting in all directions making shooting difficult. As a result the penalties
for range are doubled.

Blown Away: Gale force winds are sweeping through the area making it hard to stay on your feet. At the end
of each round anvone above ground level must pass a3 Strength test or be knocked prone. Those characters
that fall prone within a vard of the edge will fall off if they fail an Initiative 1est and will suffer damage from
falling as usual.

Howling Winds: The windy conditions make it much more difficult to make an accurate shot. There is an
extra -1% to hit per yard to the target,

Icy Blast: A cold arctic wind is blowing through the area and the wind chill is reducing the temperature
considerably, Those characters that are unused o the cold or are not wrapped up warmly will be ‘chilled 1o
the hone', The characters affected (GM's discretion) must pass a toughness test in cach Recovery phase ar
add D6 1o their injury wtal, as the cold lowers their body wemperature,
2

Headwind: Thedvind is blowing very strongly in one direction. Randomly determine which way it is blowing,
All characters moving against the direction of the wind suffer -1 to all movement rates (except crawling) and
those moving with the wind gain +1 o all movement rates (except crawling).




Surface Effects

- Remember sprinting across or through difficult terrain is a risky action.

HResuilk
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Snow: A laver of fresh snow has formed dreifis goross the batfeficld, hindering movement. The distance
characiers are able (0 move depends on how deep the snow is

Over half a yard deep Maximum movement is down to 6 yards per action. Running is a risky action and if
failed the character will £l prone,

Owver 1 yard deep: Maximum movement is down o only 4 vards per action. In addition any damage from
falling is halved.

Over 1.5 yvards deep: Maximom movement is down o only 2 vards peaction. In addition characters habve
diamage from falling onte the snow and for the purposes of knockback.

Snow is, however, very cold, and prolonged exposure can cause frostbite, hvpothermia and even death. For
every round a character spends in the snow without the correct protection (GM's discretion) they must pass a
Toughness st in the Recovery phase (-10% for every round spent in the snow) or add 206 to their inpery totsl,

Lee: A heavy [rost has covered the area in ice making movement tregcherous, Any movement faster than a

crawl is g risky action.

If they mess up the chacicrer will fall prone dnd skid a number of vards equal to half the movement rate they
were just using (ie, if they were walking, they will skid 2 vards). Damage is doubled for thi purpases of knnck
back. & it et
Tropical Jungleg The dense tropical folixge hinders the abiliy to spot and track both fricnd and foe. All
vision-based tests are at an exua -10%, range modifiers are doubled and hearing ranges are halved.

Sewers Rlocked: Fetid water is rising from the drains. and starting eo flocd the area. It is rising at the rdme
of 1,2 vard per round (The GM should secrethy roll 2 D10 to see how high it will go!).

Obviously the water will start off as a nuisance and gradually cause more and more problems {(See rulchook
page 31, for the cffeces of different depths of water).

Flash Flood: With a deafening roar, water sweeps through the area carching those on the ground floor in a
poweriul surge. All those characters that are on the ground bevel must pass a Seeength 1est or be washed D10
vards in the direction of flow, taking damage as if they had fallen if they strike anything (Rulcbook pg 180).

Gravel: The area is covered inlonse gravel resulting in any movement faster than a snezk producing a loud
crunching sound. This means that movement can be héard an extra 50% awayv. Damage is doubled for the
purproses of knock back as it is casy to slip on the loose gravel.




il

and Fauna

" Muost of the conditions in this table have limited areas of effect, which should be decided upon before starting

thic game.

0o
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FungifFungi of various kinds ar¢ growing throughout the area. The specics of fungi should be decided upon
belore commeneing the game, Alternatively randomly choose a toxin from the rulebook (pghi9).

If any fungi is disturbed or anyone passes with one yard of a parch, roll a D10 o see if it is ripe. On a score
ol 7+ the fungi is ripe and has just burst.

Treat it as a gas grenade of the chosen type going off, centred on where the fungus was disturbed.
Fungus can take 10 points of damage before being destroyed.

Vines: Many ancient buildings are covered in vast growths of vines making the original structure
indistinguishable under the dense growth. For any building covered in vines all vertical surfaces can be
climbed as if a ladder was there. A vine will take 10 points of damage belore being destroyed.

Rubber Moss: Rubber moss carﬁtm farge arcas and although no dangerous in itsclt its growth is thick,
incredibly bouncy and highly unstable,

Any character miy crawl across mabher m:i_m‘ with no penalty. If they try 10 walk chere is a 400% chance they
will start bouncing (moning 60%, :_ipi'iﬁtl'_::g 80%). Il they do start bouncing they will bounce D3 yards in a
random direcrion. lt'_tir:}' Lidd on more rubber moss they will bounce another B3 yards in a random
direction and cantinue o do so uniil they land on solid ground.

If 2 character falls onto rubber moss they tike no damage from falling instead they are bounced 2D6 yards
in a random direction. If they land on more rubber moss they are bounced a further 206 yards in a random
direction until they land on solid ground where they take damage to a random location equal o the st
distance they ravelled and fall prone.

A patch of rubber moss can take 10 points of damage before being destroved,

Rats: Hats are running all over, making a nuisance of themselves. All hits in combat are ar an extra -10% 10
it and skills such as Deadeve Shot and Rocksteady Aim cannot be used,

Spiders: Spiders have covered the area in thick cobwebs that hang from every surface. They hinder
movement and are a real nuisance. In arcas covered with cobwebs sprinting is a risky action and il failed the
character must spend their fext two actions disentangling themselves and regaining their bearings (pausc
for hreath).

Termites: The whole area has been ravaged by termites, leaving it very unstable, At the end ol every round
roll a D10 for.cach model on an upper storey. On score of 8+ the floor gives way beneath them and they fall
to the level below, taking damage for falling as normal.




Creating an Environment

By combining a lew of the above suggestions you can
create some real atmosphere. Try to ensure they aren't
contradictory and don't involve a lot of dice rolling in one
go. Here are a few suggestions for you,.,

Tropical Storm: Wind, heavy rain, thunder and lightning,
A storm is brewing, and that's just the weather. (Stormy
Conditions 2 & 5, Winds 6)

Arctic Outlook: Drifting snow and icy winds, How will
vou cope in the arctic wastes?
(Stormy Conditions 3, Winds 5, Surface Effects 1)

Sewer: It's pitch black with pockets of methane and
hordes of rts, This stinks!
{Lighting 1, Fog 3, Flora and Fauna 4)

Desert: Dust devils, blinding sun beating down and miles
of sand. 1s that an oasis in the distance? (Winds 1 & 5,
Lighting 2, {The effect of heat is very similar to that of
cold!))

A Brave New World: As the sun rises on this alien world,
will you survive the harsh landscape that is being revealed
to you? (Lighting 6, Surface Elfects 6, Flora and Fauna 3)

The environmental conditions listed here are far from
comprehensive (my original set of tables had 100
entries!), | hope they will inspire vou o come up with
your own ideas to add variety to vour scenarios,

Whatever you decide, remember that the sun doesn’t
always shine on the baclelfeld. ..
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tor te citizens of tfe s =
i Lamned City

B HUNTER ENTERS CITY

%

Famous Dhwarf pmspccmk}ungi G:r;ﬁbczrd. has arrived at the Damped
City. He claims that Mordi%Eim hides a Yast wealth *of treasure and

that he is the only one who has the experience and the know-how

o excavate it. When asked how the tone Di¥%arf will deal with the

evil denizens that currently inhabit the Damned City, Grungi

looked unconcerned saying that he has no fear of mercenz

w:i?m:fs, the Skaven or even the living dead but they can

“tothic and have 3 go if they think they're hard enough”,

_....-m—m_-_-:-

The Clock Tower js said to have been abandoned
since the Great Fall, however, jt recently it
has been rumounred that the

clock strikes the

midnight hour and that

lights can be seen iy its

crumbling windows on

certain nights. Who

now inhabits the

clock tower? Why

have the ratmen,

who currently

control this ares of

the city, let the

clock tower become

inhabired?

AFTESH'S invpression af g

" Mharf afthosigd s 5

Crrvengt Civeatbedrd qy L

refised to pose for the
IHctnre,
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Locksmith Needed

For Beaten Scribe,
Arf-a-Job, who keeps
getting locked in his own
ahode and is then late for
work.

Coniact Arf-a-Job at the Roach
Inn

The Black Death
Meed a city-spanning plague
fast? Need a suitably
devastating threat for your
black-mailing needs?
Then you necd Papa MNurgle’s

Rarz-in-a-Box

Oreler roae! el within Heo days or your
ey beck!

OBITUARIES

Dr Looney
Dicd when she faunched hersclf
through the ceiling.

Lord Borrick

Kept his hounds hungry S0 they
were more aggressive. His body
was nEver discovered.

Big Bertha

swallowed a fly, (that wriggled
and tickled inside ber, 1 don't
know why she swrallowed that

fiy.)

Phileas Kelling

Died of an heart attack ini <
crazed rant about 2 mysterious.
race of giants who do rinthing "

fyut cat and have 4 p::nr.'l':'_:l.n[.fﬂ':j“% ?

facial hair.

Christof Dunn
Bespectacled editor of
publications of a graphi
hunted down by acnlyles
dark cult for pedding his
bouwnd warcs...

Town Cryer

Do you suffer from

e DT :
niefon hats Joss?
Then you need WwyrdGel

Simply rub our patented fopmula on to your bonee and within seven
clays we guaraniee you' Il have something growing out of it!

o order simply call our agents and we' L deliver straight o your
abode, send no money now — we'll raid your corpse when payment
is due.

" SCRIBE'S HONOURABLE
™M

RU

HILLS. SAVE
YOURSELVES.
THE END-TIMES
ARE HERE.

This advertisement paid for by
the Confederacy of The End of
the World is Nigh guilds.

1 Introducing,...

ENTION The Mad Tilean
Mad Andreas Halldenstaat alias
The Patnted Man
Marvel at botw be WSes hig

body as & canvas agrnd how
pe'll regret it in later tife...

Give a home
to an Owl-cat
this Festag.

Mordheim’s owl-cat
population necds
vour help, please give
one a home or just
donate a few mice.
The Owl-cat
Protection Ledgne.

" (Contact us now i0 arder next year's

e hrochure.)

pl,aying t the Sigmarhaven Amphitheatre
hanton of the Ogre

i ’:'-*.: ; i _' wWwiot a load of crap”

i A Criteek

= gf?_t fmm the Pfajr_ Halls of
1 .ﬁk orf = Dogs




All the models in this magarine are available 1o buy (see the How to Order section over the page). Here we
¢ feature some siull you may have missed....

Leviarhan hive ship
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H Fazorfiend cruiser

H Stalker drone

i

H

Proswler dronge

Tyranid Hive Fleet
The fiving ships af the Great Devatrer
The Leviathan hive ship and Razorficnd ceuiser ace sold scparately. The Prowler drones are sold in packs of 4. The Salker drones
are sold in packs of 3.

Blood Bowl EIf Team

Agtle, groal passers and plavmakers; cndd donce they just krow itf
The Blood Bowl EIf boxed set contains 6 Line-BElfs, 2 Blitzers, | Thrower and 2 Carchers.
The Booster pack contains 1 Line-EIf, Thrower, Carcher and Blitger. The Cheerleader pack contiins 3 Cheerleaders.

93



- HOW TO
ORDER

All the models vou have seen in this magazine are available to buy. There are
numerous wiys to purchase products from the Specialist Games Range. You
can order anything from the in-store order point at your local hobby centre and
there are also the online stores. Availability of our products varies depending
on the country, however, the US and UK online stores have every product and
can be used if your local online store does not yet stock your desired items.

Finally, you can also ring Games Workshop Direct. The telephone numbers for
your local Dircct Sales team are detailed opposite so, if you have any gquestions
on product availability, please give the Hobby Specialists a call.

www.Games-Workshop.com

Subscriptions
- Taking out one of uuf great subscription deals

= You'll never miss an issue

* ¥You'll see your copy first -~ subs are sent ount
before the issue is on general relcase

It's delivered steaight {0 your door — no need 1o
20 to the shop

s You'll get at least a 25% saving on the cover price

in the UK we are offering subscribers the chanee to puy
just 536 for a 12 issue subscription, saving 25% — that's
%12 off the cover price! Likewise, in the US a 12 issue
subseription will cost 860 ~— that's an amazing saving of

£36!
How To Subscribe

*Q“ ﬁ In the I__Iﬂ_yuu.u_'an call 115 Hl.fil.l OO0 Altermatively, you can take oul
a subscription in-store ot go online at
waw.games-workshop.co.aulk/store

In the U5 you can call 1-800-394-GAME(4263) and speak to the
Hiobhy Specialists o go anlite at
store us gamces-workshop.com/fanatic/fanatic.hiom

n:
Y

if you live cutside the UK or.the LS, you can siill order the magazine angd take
out subscriptions from Games Workshop LK Direct or Games Workshop ES
Dircet. However, vou should call vour local Games Workshop Divect sales team
first and see what deals they have 1o offer
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Specialist Ga_i:[gésﬁangq or you wish o place

sing the in-store order points or online at www.

o
L2 R

1 the Specialist Games Ranpge, or you wish to pla
ey

er using the in-store order points or online at
Lig -'

wa i

Belgium, Denmark, Finland, Netherlands,

Norway and Sweden

Metherlands and Belgium 00441139168255
i Sweden D044 1159 IRES0T
| Denmark 00441159 188506

b Finland and Norway are covered by the Danish or Swedish lines,

]



Despite what vou might imagine
(hush now!), there aren’t masses of
overseas tips and jolly excursions (o
distant lands in my job, but [ have just
been lucky encugh 1o spend a long
weckend  in California, at  the
enormously impressive San Dicgo
Comic What started
twenty vears ago as i small comic
book event has grown o a vast
gathering of 90,000 people eaper 1o

Convention,

expericnce the  latest  comics,
computer game, movie, tv and
tabletop  gaming  action.  BL

Publishing and Sabertooth, now
pariners representing all of GW's
non-hobby businesses, were using
the opportunity o promaote all our
novels and background books,
collectable games and associated
merchandise in an environment
specifically dedicated to all things
cool, futuristic and fantastical,

Towards the end of the last day at the
show — since 1 knew all too well that 1
still had this piece 1w pen before 1
rerurned, lest 1 suffer the unbounded
wrath of Andy Hall - I took the
opportunity of a rare guict moment
on the BL Publishing stand (o raise the
subject of what it meant to be “a
fanatic”. It seemed a perfect venue for
such a question. One of the guys with
us gestured at all the different people
passing by us and replied, “You know,
cvervone here is a fanatic. The only
thing anyone cares about is what
Aavour or colour of fanatic vou are.”

At that particular moment a tall and
muscled-up guy dressed in a seriousky
impressive Venom  costume sirolled
by, looking cvery inch the genuine
superhero, He crossed with a young
fellow who you'd swear actually was
Harry Potter, in the company of two
Japanese  schoolgirl-ninjas  straight
from the latest Manga, Everywhere
vou looked there was another fan in a
killer costume — posing for photos for
less expressive types, congratulating
each other on achicving such an
authentic  look, or  just  hlithely

quening (o gel aulographs fom their
own favoured stars,

Those who had decided 10 sy in
mufti were no less enthusiastic about
all around them. They were positively
buzzing with excitement over the
latest news from Marvel or DC, the
hotest new Japanese sensation, the
sneak previews ol the summer’s big
movies or from the sheer joy of

“At that particular moment a

tall and muscled-up guy dressed in a
seriously impressive Venom costume

strolled by, looking every inch the

genuine superhero. He crossed with a
voung fellow who vou'd swear
actually was Harry Potter, in the
company of two Japanese schoolgirl-

ninjas...”

getting an autograph or an audience
with their favoured writers and artists.
The questions the fans asked were, in
the main, intelligent and prohbing,
showing just how deeply interested
they were in their heroes” work in
whatever mediom.

We experienced plenty of these
ourselves, because we had the mighiy
Dan Abnett with us, signing copics of
his books for a wide range of
extraordinarily keen and interested,
well, fanatics. It was a rare delight oo
be greeied with the delighted cries of
fans who had brought books specially
to be signed, or saw our listing in the
advance publicity and came o find us
in the crush — or o he walked past
and receive a comedy double-take
when fans spotted just who was
sitting signing their lavourite 40K
novels,

Yes, they do things differently in
California... Bur what's wrong with
having s0o  much  fun?  There's
something massively refreshing about
such a mass outbreak of unforced,
unsellfconscious fan enthusiasm. It's a
funny thing though: vou go o vouar

o T e P e e e e
THE LAST UIORD
To he a Fanatic

THIS MONTH... IMARLE GRSCOIGNE
Bios: When not swanning
arpund the glohe, Marc
Gascoigne is the Pablisher of
the Black Library range of
novels, background books and
comics. Check out

www. blacklibrary.com

average British cult entertainment
convention, and the story is very
different indeed. Long laces, jaded
frowns, miscrable buggers
everywhere, There they all are,
propping up the bar, droning on
about how it was all better in their
day, drained of all enthusiasm and
cnjovment. ‘Truly depressing. Makes
one long for some jump leads and a
handy supply of taenty million volts,

The only place | know that
my Californian
cxpericnee for pure fanaticism is
one with which 1 know vou are
all familiar. Tt's wherever you
puys gather, whether a tiny
store-hased book signing or in
the madness of Games Day. Ir's
Cvery games night, every siore
opening, every online Q&A, I've
come (o realise that GW fans,

whether they're mad for 40K or
Blood Bowl or just the latest Ravenor
novel, are the living embodiment of
fanaticism in action. Happy to be deep
inte their hobby, loving cvery minute
of it and as a result taking so much
more from it entertainment, passion,
comradeship, and some  truly
mindblowing images sparking in their
imagination. It took a trip a long way
from home 10 realise thar GW fanatics
put the rest of the world wo shame for
dedication, obsession and above all
the sheer ahility to dive head firse into
what makes them happy

overshadows

So anyway, yes, thanks for asking, we
had a tremendous show, As T oype this,
the mighty Dan and | are heading back
on the plane, tired but happy and
already discussing some devious plans
for UK Games Day. We've even cooked
up a possible special treat for Gaunt
funs, Abnett is sat here
scribbling away at a brand new story
all abour a certain writer whose
beloved characters won't stay dead.
Real Ghosts indeed. Suspect it's going
to be another one to get the fans
really, really excited. 1 can hear the
howls of delight and agony and
unadulterated glee already, Love it

and Mr




0TING N JSSUE 9...

SATTLE OF FIVE ARMIES

The first ever Battle Report of Games Workshop’s
brand new game fought between Rick Priestley
and Ken South.

™

Iso
Part 2 of the Blood Bowl EIf playbook
We delve into the dirty tricks box to see what the Elves have got
bidden in it.
We visit the Province of Stirland
Background and scenarios for Mordbeim
Savage Orcs
New releases for Warmaster
Necrons in BFG
Tactics for using your fleets
Painting Epic Eldar
Tom Merrigan looks at ways of painting Eldar troops for your
games of Epic

THE SCAVVIES RETLRN




- Magic Item and Tactics.Ca_rdS Reference Sh_t_:t:t“

PREPARING THE CARDS

Photocopy of cut out the Magic Irem and Tactics cards
from issues 7
photocopy the ciard backs numerous times {one for each
card) il you plan to use them. Clue them onto thin card
{cereal box card is ideal) and then cut out. Alternatively
you can download the card fles from Wermaster com
(they still need gluing onto card and cutting out).

USING THE CARDS

Thiz eards can be used in any kind of game, not ﬂmpl}r. i'_n'

tournaments, s0 just arrange your game in whatever
manner you are happy with and then add it the additional
rules for the cards which follow. The full pournament rules
as originally used are available from the WPS website at
www.players-society.com  so  visit there if vou're
interested.

MAGIC ITEM CARDS

Magic Irem cards allow each army to réteive magic items
randomly, thus preventing particularly sneaky combinations
of items. If you want to use the Magic Item cards you need
o agree with yvour opponent beforehand. In games where
the Magic Ttem cards are to be used, neither player is
allowed to pick any magic itcms in their basic army list.

and B of Fanatic Magazine. You will need to = _ - ‘Tactics cards can easily be used in any game and

|| 5. 1faplayer has a card in ﬂmu hand it must hcplzﬁ%

(1

TACTICS CARDS
Tactic cards represent cunning p.lﬂf}'b unexpected t:i'rms,
units in a better or worse state of readiness than usual and

don't need any particular planning.

Plagm the Cards

liu:m—mg rules are used to deal and play the cards:

CLCAt tl;u: beginning of the game, cach piu}'c:r receives 4

. wards Trom the Magic Tiem deck and 3 cards from thes
" Tactics deck, dealt at random. The number of cards
driwn is based upon normal size games (approximately
o 1500 to 3,000 points), For larger games, players should
receive 1 additional Magic lrem card and one additional
“Eactics card for each full 1,000 points by wh:‘d‘l their
army exceeds the 3 l}{.‘rﬂ point mark.

2, After serup players take it in turns 1o lay l:ﬂl‘d‘l Dﬂ'-
tahle, armics or

targel - units, characters, players,
tecrain. Each target may have no more than one Tactic

and one Magic card played on it. Thus aunit witha =~~~

Battle Honour may be gifted a magical item, but it ey

may not get a Bale Damage card (Since Batle
Honour and Barttle Damage are both cvent cards).
3. The player with the first turn places the first and Last

card, The plaver who moves second geis one. less
oppormnity to play his cards.

4. The player with the first turn plays up o 4 cards and

‘his opponent up o 3 cards to a combined mt:.!l uf ?' g

cards. ! ‘--*

if at all possible, even if this is to their dlaadvﬂnmg&.

6. All cards are normally plaved after set-up ami befoﬂ:v i

Turn 1 commences. : ks

-

Cards are played face down on your own ﬁutiit's"gnd
neutral terrain and face up on opponent’s wnits.

8. Cards are revealed when used or when ccmla::terl by
the enemy

9. Some cards are  plavable prior to the normal
sequence, These stll count against the maxinm
number of cards which can be plaved.

10. The point values on the cards are thie cost if lost - thus
if you add, for example, Nervous to a unit, which has

a listed cost of -15pts, then if the unit is killed its VRS

are worth 15 points less. This is also the case if a
hanncris used and lost. Playing a card costs no puints
but units/Characters with cards have their points value

adfusted and this final cost should be used’ wh-::n ®n

determining Victory Points,

11. No cards can be played once the game ha&«b@x';- -
e

&
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