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Tyranid Attack is the ultimate struggle
between the defenders of humanity and of
terrifying alien hordes from another galaxy.
From the darkness of intergalactic space comes the
Tyranid hive fleet. All that stands between mankind and
total destruction are the mighty Space Marine warriors. In
the depths of interstellar space contingents of 4 Chapters:
nm Angels, Space Wolves, Blood Angels and

ines, intercept the alien fleet and prepare to
amtk On hmld the living ships of the hive fleet the Space
Marine forces will encounter merciless Tyranid warriors,
savage Genestealer hordes and vicious Hybrids. The
Tyranid Attack has begun!

5.6
coumers (eeescatin belfe el lporer
5 ok, o a2 e 20  ully deaied s 2 bckgromod bk

Tyranid Attack is an action packed game in which one player takes control of a
band of fearless Space Marine warriors. They must must race through the
innards of a living Tyranid hive ship, their objective to destroy vital organs deep
within. The Tyranid player has an almost inexhaustible supply of

Genestealer models, vicious Hybrids and deadly
Tyranid warriors to ambush and overcome the

defenders of humanity. ‘J )
s
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GW AND CITADEL NEWS

CITADEL"
NEWS

WHITE DWARF NOW PRINTED

HE US
Incrder o bt servieou US and Catian custoners we
have begun (0 print White Dwarf magazine in the US. If you
tave any questionsor Sts opaetiag W Tt
please submit them in wriing to:
WHITE DWARF COMMENTS
1-C Benson Aven

Baltimore, Maryland 21227-1072
For subscription information please contact Games Workshop
A Tel(410)644-5699.

GAMES DAY & GOLDEN DEMON ‘93
JULY 31, 1993 BALTIMORE, MARYLAND
GAMES DAY AND
GOLDEN DEMON COMBINED!

For the first time in North As holding our own
Games Day. T will e bed in conjuncton wih e US &

'WARHAMMER ARMIES ORC AND
GOBLIN BOOK

Following hard on the heels of the Warhammer Armies

10 the Ores and Goblins.
“This full illustrated book wil cover the history,
e o o et g el T w0

such as the Doom Divers, Squig Herders and Net Teams.
‘Warhammer Armies - Orcs and Goblins willbe i the shops at
Easte.

AND..DWARFS

As s00n as the Orc and Goblin book is finished, the scribes
here at Games Workshop wil be put hard to work to completc
the next one in the series - ke all the new
Washammer Araies volumes it will contain  complete
history and o e s 0 el el gy L.
by e e

Serip.

Other books i the series covering the Undead, Skaven and
Chaos are all in preparation and we'll be bringing you up to

FANTASTIC PLASTIC-NEW PLASTIC
MINIATURES!

1555 Gammeay wi b the frt ever excusive ra

Workshop convention in ipants wil be able to

play our many exciting g-lmcx a0 well 2 witnss the Golden
ward ceremonics.

i Each bo
‘contains 4 unt of ten plastic Goblins or Elves which match
those found in the Warhammer boxed game. These arc

becfing those forces to create truly mighty armics.
Available now at all good game stores.

for this year's contest please refer to White Dwarf issue 156,
We'll be bringing you more information
Day/Golden Demon *93 in upcoming issues of White Dwarf

o this news section - you don't want to miss.
the event of he year!

CITADEL MlNlATURES PAINTING

s Workshop's master painter Mike McVey, is currently
iavolved in n development of a comprehensive seies of

‘Aldorf and Warha
Fanay Fighien. The Repinen o Ador box contin 30
plastic Empire Halberdier
Epire army! The Warhatumer Faaiasy F|gh|crs e
ontans 1 selction of plasic Skavn, Dwarts, Or
Elfs, Wood EIfs, and Gobl n cxcelon: st st
o e e e existing Warhammer armies.
Other plastic miniatures which have been compicted by the
design studio are new Dwarfs and Orcs which are really great
154 some stanning new Skaven miniatures sculled by Jes
 players have a lot 0 look forward to

o epconiog montis,

‘The first volume will be the Eavy Metal Painting Guide and
will contain al of the techniques and methos sed by the
“Eavy Metalteam (o crst the stoning minisurs you see
ach month in White Dwarf. Subsequent volumes will cover
Specifl aspecs of e miatur paining and modeling
hobby and cach book wil be fully illustrated with stage-by.
stage photographs and complete siep-by.step instructions.
Although we can't promise (© make out
like Mike's, the books will definitely provide the most
comprehensive guide to 1 tures hobby ever published.

woz

Warhammer t
want to leave all the Warhammer 40,000 enthusiasis in the

set. This box contains 10 plastic MKVI Space Marines from
Fopuar Impecl Space Miioesbox e of 0 g
contain a Tachcal Squadof Maries wih boiers,
“This box i perfect
playing Warhammer 40,000 with a squad of the toughest
warriors in the galaxy!
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NJAL STORM CALLER

Rune Priest of Ragnar Blackmane’s Space Wolf Great Company

Njal began his saga within the Space Wolves in Berck
Thunderis’ Company 2  Sald nder e old Rune Pries
Heimdall, Wi

Equipment
N cuppe with Pycic bod wich dutles e salue
of an His peychic sing trow

e N s in driving the creature nm cwit the
g Nl e

hic storm that swept away the umm..nmmm..\ ]
gl vty o the bk Sgacs Wolves o Tt
day Nijal was known as “Storm Caller”

Like all Rune-Priests, Njal was selected early in the Choosing
10 undertake the trials to train his nascent psychic powers
Through the purity of his s

himself and his ba
nstant, whispered
‘complex rituals and long pilgrimages he learned how 10 cast

the runesof divination nd focus b ko powers agaiost

i A N e o
b  High Rune Priest an his long sojourn
with each of the Space Wolf Great Companics

Once the circle

completeand Nl coud recit he sagas

of all of the Great  Companies by hear he was atached to
Berk'sConmpe 1 Dok v «Mllmdncndmg |hu.«u|l
of scer ons Njal composed the Saga

ofthe Mighy Dcu\h o Berek Thunderfs, Now Nl serves

Lord Ragnar BI pering the young Wolf Lord's
romion e knowledge gleaned from the
runes and the sagas.

EQUIPMENT
Power Arm
Njal's power armour gives him a basic saving throw of 4,5 or
6/0n'a DG and includes a respirstor, aueo scases aud 3

T aioo ks 2 comversion fickd fited o bis amo
him an addiional unmodifed saving throw of 4, 5 or 6 on
agains normal atacks. Njlis 8150 bonded t0 3 Pyber

ing.

o whichcan sors pyic cnergyandchamel

close combat. Njal always sarts 2 game o
Tl stov of 30 pi poiats nth v, frag
and krak grenades and may make any mumber of rolls on he
grenade table a a costof 10 points per ol

PSYCHIC POWERS

Njal i gifted with the followis

Rune Priest Ly 3

Njal Storm Caller: Points value 225

M
Njal Storm Caller 4
Night Wing 2
Short
Range
‘BoltPistol 08
Frag Grenades 010" - =
Krak Grenades. o - =

A L omoa we
2 9 9 9 9
17 4 17

Strength Damage Save  Special Rules
Modifier
4 1 Bl Close Combat.
3 1 -1 2" Blast Area
6 D6 3 |







GREAT C

Each Space Wolf Great Company isked by a mighty hero known as
e Wol Lot Exchof thsc, adops.

Ragnar Blackmane's Wolf n Al Grimnar
badge Stormbrow Nightrunner the Red The Great Wolf

Skallagrim
Lord of Fenris

Each Grey Hunter pack adopis  od and black shoulder pad desiga. These
Lo ol

GREY HUNTERS

esins ad e woren oo frs o paed oo s

&R 4

Ragnar's black wolf head totems

“The Space Wolses barbarian heritage i reflcted in ther
itary wiform
Even the Wolf Lords totem badge can be rendered in s
maskang
are just some ofthe many of ifferent patcrns wsed
by the Chupier Centurics

Army badge

Grey Hunter

Grey Hunter in Mk VII Grey Hunter in Mk VI
power armour ‘power amour
“The Space Wolves are assigned armour and weapons in a much morc.

20 hot way than any of th other Chapiers of Space Marines

‘Grey Hunter Sergeant Grey Hunter Veteran

have received new or replacement gear. Theref
common for a squad t0 at
armour marks. Mk
the most rccent; but it is not unusual 10 scc the
MK IV or MKV on a prizzled veicran or doughty Sergeant. Such i batte. The woll head and wolf til honour markings shown on thei
paignes worthy of honour  banncrs, arc repeated on the right shoulder pads of the Sergeant and
Ve

s quite
ina varicly of  The Sergeant and Veteran in cach squad carr backbanners and display
are ecs 0 sign “The banners

and respect.




“The packs of Blood Claws ar the most ferocious and barbaric o all
‘Space Wolves. The individual wasriocsfrcly decorat thei armous and
and

weapons with wol oiems and tropics.

Blood Claw
(note army badge on lcg).

Blood Claw Sergeant Blood claw Veteran

Biood Claw packs decorate their right shouldr pads with bright red and yellow
ribal orbeing rhing. These

pack. AL that
poit the pack marking i fendered in the classic red and black style of a Grey
Hunter. As wi . the Sergeant and Vetcran

molifs rendered in jet black. The same symbols are also displayed on ther right
shovlder pads.

Bload Claw (not the repeat of
the pack marking on te g

LONG FANGS ozst=ns

B S

‘Examples of pack markings

In a starting black and white colour
cheme e Lon Fangs diply

2 Blood Claws, through the Grey Hnters
squads and now into teir vetcran status

Long Fang (Notc the pack  trophics and honours from ther belts and
arking on his shoulder pad  pain various wolf symbols and designs on

and personalised design on his weapons.

missile launcher )

Long Fang Sergeant (with back banmer)

EXSE&‘K"'WX&%#-%WEEX?@%

a varriors Nonethelcss, ove the centurcs certin badses
- “The Sergeant and Veteran i




THE GAME OF FANTASY BA’
In a war-torn fantasy world mighty armies clash in
terrifying combat. Massed ranks of troops manoeuvre
and attack, massive War Machines unleash their
devastating power and mighty Wizards cast
earth-shattering spells.
Warhammer enables you to fight out fantastic fantasy battles on
your tabletop. The box contains all you need o get started in the
Warhammer hobby, including over 100 Citadel Miniatures

= (64 Goblins and 40

Elves), a 96 page
rulebook, a 96 page
Bestiary book, a starter
scenario booklet and full-
colour card
buildings.

A\ . Garmes Workshap Inc,

GAW 3431.C Benson Avenve,

RS Baimore, Maryiang

A\WOR 9; 21227-1072 USA

WORKSHI R 3 1y
and rmammer oo reistres

‘radomats of Games Workho L1
© Copyrant Games Workshop L, 1992 Al rhs reserved.




SPACE

RAGNAR BLACKMANE,

Ragnar Blackmane, Njal Storm Caller and Ulrik the Stayer

NJAL STORM CALLER
& ULRIK THE SLAYER IN SPACE MARINE

By Jervis Johnson

one Special Card. Ulik can fight with any Great Company

or more Great Companies of Space Wolves. The Special
= ;

The Njal and Ulrik may be made up from
normal Space Marine miniatures, with an officer to represent

in this article. along with a special wind st template which
ly ler may use. bel

ompany,
‘must be taken if you want o use them) but sl only count as

e should be attached to the character’s
e e e g

NJAL STORM CALLER

Njal serves Lord Ragnar Blackmane, tempering the young.
Wolf Lord's impetuosity with wisdom and knowledge

gleaned
B proict himsef and his —

‘whispered temptations. e

Njal is counted as a command unit and 5o never has to be
given orders and never has to check morale. Note that
although Njal and Ragnar are counted together as one special
can e remain  sparse uait and does s have 0 sty
within 6em of Ragnar doring the bati

Nio s aowed o sk g sl oyc susck i e
in the same way as a normal Space Marine
Liban -n.mlmars be found

on page 15,
Nal's e card. I addion to te three psyhic attacks

Payber Raven. Night Wing'is Njals eyes Sour
Highshove the brleield naling can v Night Wig's
pircing gaze and so Nial s well aware of everything
Happening around him. Because o ti,

line of sight to 8 arget in order to
although the target mst b within range of the py
20mal Night Wingspovers ol iy 0 pcheatacks.
50 Njal musthave  in of sight 0 use is bol isol.

‘Wind Blast. Njalcan projct a whiswind o psychic cnergy

is represented by the special wind blast template printed
below. The emplae may be placd saywhere witin 25 of
Njal instead of making one of the other psychic.

e s o b e 0
s tha docs e o i s pimaed by the
‘wind blast and is not allowed to move or shoot. It lso has its

ind
ity move ard aack sormaly. The wind blas templaic
il the start of the. phase of
S o e
‘would be affected by the wind blast may not move into or
through the template while it i in play. Stands or vehicles
trapped by the normall

allowed o fire in the combat phase when the template is
removed.

Njal is very tough and is protected by power armour and a

throw of 5 or 6 on a D6. Futthermore, because of the special
nature of his conversion field, as well as the benefit of small
iz and ity the sveoever drops below o 6,50 ven 3

it hit from a volcano cannon, tempest laser or other powerful

‘,,,.,,,,,,,,ym ‘weapon can be saved on 5 or more.

Troop Type Move | Saving | CAF | Weapons | Range | Atack | Rollto | Tamers | Notes
Throw Dice | it |Save Mod

Nl Storm Caller 10cm | Fixed | +7 | BowPisol | 15m [ 1 - 0| See specil uies
5




SPACE MARINE SPECIAL CARDS

RAGNAR BLACKMANE

Ragoar i he younges Woll Lord n e o sy of the
Space Wolves. A brilliant if unorthodox

ffom th fron and hasalready had & hghly =
heroic career. The Great Wolf often chooses Ragnar's
company to spearhead planetary assaults and spaceshi
boarting actons. Ragnarand his accompanying Riio are

0344 41t your score when you make the i roll o s
who has the initative at the start

Even for a Space Marine, Ragnar is incredibly agile and able
1o dodgs out ofthe way f ot acks. To repest .

Ragnar has an armour saving throw of 4, S or 6
Furthermore, because of the benefit of small size and agility,
the save never drops below 4, 5 or 6, so even a hit from 3
other powerful cn

- y
men and strikes terror into the heart of his foes. Once per

blood-chilling howl. When he does o, any Space Wolf

s or other vehicles) that have at least
one stand within 35cm of Ragnar immediately have their
orders changed to charge orders. Such is the speed and

tripled instead of being only doubled. Only Long Fangs have

Comeand vt and 30 neves haveto e Sobccntreswaint 1o omin maocied. They do o ve o
Siven onter o check maral. To repesen Raguarh smics  50.0m o coape you wish them o0 do so.
“Troop Type Move | Saving | CAF | Weapons | Range | Attack | Roll to | Targers | Notes
Throw Dice | Tt |Save Mod |
Ragnar Backmane | 10cm | Fxed | +8 | Bokpisol |1sam | 2 | 4 | see spocial rues
i
ULRIK THE SLAYER

‘morale. Ulrik is extraordinarily brave, even by Space Wolf
standards, tremendous loyalty and fighting fury in
the troops around him. Any Space Wolf stands within 15cm of
g In addition Ulrik is a highly skilled medic, and so any Space

the
responsibility of recruiting new Space Wolves and i

i ks Enaed asmlctn plam peukin o e b
Chapter's longest serving Wolf-Pricst

saving throw if they are sizin. Roll a D6 if the score is 5 or 6,
Ulrik

troop stand fights on as normal. On a roll of less than S, the
stand is removed.

In battle Ulrik wears the fabled Wolf Helm. This ornate

automatically pass any
morale checks that they are called to take.

Uik i ery tough and i roecied by power amour and 3
4

throw of 5 or 6 on a D6. Furtherm ial
nature of his conversion fcld, as well as the bencfit of small
size and agility, the save never Sor6,soevena

Ulrik and his accompanying Rhino are counted as a separate hit from a volcano cannon, tempest laser or other powerfol
‘command unit and so never have t0 be given orders or check  weapon can be saved on
Troop Type Move | saving | CAF | Weapons | Range | Atack |Rollto | Targers | Notes
Throw Dice | Wit |save Mod
Uik The Slayer 1ocm | Fixed | +7 | Combiaweapon| 15m | 1 - 2| See specal rues
s




SPACE MARINE SPECIAL CARDS

SPECIAL CARD

NJAL STORM CALLER

Njal serves Lo

e eancd
from the runcsand the sgas. Albough Ragrar N arc

ot bave 10 emin i G of ach b g the bt

rulms VALUE 150

& D 3¢ (G Do A T
I o e N gt e

Any s o vl st
oo iy e o

e
BREAK POINT e et ol o ke i e
oot b rokcn by e desrcion o ¢ gyt
SAVE: Dae o i spcilcomvrsion e snd ey small.

el
i compared o3 veicl, Nl armout saving o ever
g vlow S cn 6.

VICTORY POINTS 2
Youroponent gins 2 VPif Nl s kil

NJAL STORM CALLER'S BANNER

RAGNAR BLACKMANE'S BANNERS

W

ULRIK THE SLAYER'S BANNER




SPACE

HUGE ARMIES CLASH TO DECIDE THE FATE OF THE GALAXY

Space Marine is the game of Epic battles. The fate of the galaxy hangs in the balance as gigantic
armies of warriors, tanks and other war machines clash in apocalyptic conflict. The mighty Space
Marines, humanity’s finest warriors and defenders of the Imperium, struggle to hold off relentless
attacks from rampaging Orks and the ancient and technologically superior Eldar. As the
commander of a whole army, each player relies upon tactical skill to defeat his opponent.
Ultimate victory belongs to the best general, and the finest of the galaxy’s bravest warriors.

ce Marine boxed game provides everything you need to

ngm uge Epic battles on the tabletop. The box contains plastic

models and army cards representing three different forc

Space Marines, Eldar and Orks. There i also a huge Warlord
e o oot e warrior machine of the Titan Legior

tank
aian o oy ot oo of i, el S el

and exciting range of Epic scale miniatures for you to collect,

paint and add to your existing army. Rules for all the new models.

appear regularly each month in White Dwarf magazine together
with battie reports, painting articles and ah

ow scenery and buldings for your games.

THE SPACE MARINE SUPPLEMENTS PROVIDE DETAILED RULES AND ADDITIONAL ARMY CARDS
FOR THE FORCES OF THE 41st MILLENNIUM

e Chaos and Eidar o
O it ek i conang st o
{hom in your games o Space Mar

‘ORK AND SQUAT WARLORDS

s boxed supplement conains all

10 sar o oxcand your forces of rAmpAgIg
Orks and Sauat warrios.

© Copyight Games Workshop L, 1992. Al ihts roserve




SPACE MARINE SPECIAL CARDS.

4y SPACE WOLVES ¥

Ragnar and Njal Even though
a Company card normally only permits card, the Ragnar and
Nial special cards for a single Great Company. This rule applies to Ragnar and Njal only. If you also want o include
Ulrik in your force, you must be able to field an additional Great Company of Space Wolves.

SPECIAL CARD RAGNAR BLACKMANE

RAGNAR BLACKMANE R gt ot < A s

TR INITIATIVE BONUS: A ong o Ragase i shveyou s

BREAK POINT: Ragaars st s cnly ever bcken f b .
Killed, he s canns be brokea by e destrction of e

POINTS VALUE 150

VICTORY POINTS 2
Your opponct gaias 2 VP if Ragoar s il

SPECIAL CARD | | ik mHEsiAviR

ULRIK THE SLAYER Ul  command it 204 o ever s e givencxdrs o

check o, Mt Space Wolvs were recrsd b Uik s

ki e e Ve e e Wl ot el s vl cml Uk ey 1o e
ik
e i TS of e ey e gl g v
5y e On D6 lof S Uk s e
oo s e ot o o s s 00
ol

IELM: As ong 25 Uik i v, 2my Space Wolves
can el e e chck s b U el .
e Woher o e o o o s

oy morse checks it hey s cled 10

e

SAVE: Thank i comvenion ek snd ey sl s
Compard o e Uris s seving o ever g
e S+ i

BREAK POINT: Uik st oy evr
Toe e comct b ks by e doinction o e
sccoapueying Rhioo.

VICTORY POINTS 2
our oppoace sies 2 VPs when Uik iskiled.
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North American Ind; d ilers Listing

‘Games Workshop has been busy contacting hundreds of US and Canadian retailers over the past few
months. From this issue forward Games Workshop will publish in White Dwarf an alternating list of
excellent retailers across North America where you may shop for Games Workshop, Citadel
Miniatures and their related products. However, pléase understand that we cannot guarantee ev

store will have all GW product available. We have added for your convenience telephone numbers
for all shops so that you may call ahead to inguire about hours of operation and stock availability.
Games Workshop is doing its best to provide a qualified list of stores that you may shop with
confidence. We will continue to update our files and add or delete when we feel is necessary. If
anyone would like a printed copy of our full North American Retailer List organized by region, or fo

3 i egfiou ko e

‘write us at the address below.

Retailer List Inquiry

Games Workshop, Inc.

3431-C Benson Avenue

Baltimore, Maryland 21227
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THE E ALIEN IN THE 41st MILLENNIUM

From the darkness of intergalactic space come the Tyranids, horrific monsters that
see all other living creatures as prey to be conquered and devoured. All that now
stands between mankind and total destruction are the Space Marines, humanity’s
finest warriors and its first line of defence. Assault groups of Space Marine scouts
lead the attack against the Hive Fleet, boarding Tyranid ships in a desperate attempt
to destroy them before they reach the inhabited planets of the Imperium.

THE GAME living cargo onto s eperial workd, dooming illons 10
100 horrible to imagine.

Tyramd Atack is a combination of stealthy advances and

fast, furious combat. The game is played on colourful

interlocking board sections that depict the inside of the

Tyranid ship in all its gruesome, contorted horror. The

amangement of board sections i different in every game. and.

Tyrnid Atk recrses he erocions sl beween

dind and the invading Tyranids. One player conrols the
Souc Ninne atmpisg o oardand Gy Tyraid
spacecraft. The other player controls he terifying Tyranid
WATTIOFS trying to stop them.

i the Space M: changes continually as the action moves decper and
] into the ship. Each tum consists of the Space Marine player
the Tyranid ship. ‘moving his models and making al the attacks he wans t,

de upon which it depends. If thy can then the Tyranid player moving and atacking with bis
w i -mmp ‘will die, long with th thousands of Tyrnid  model. Th Space Marine player may use 3 imi

tealers and other alien creatures aboard. If  of order cards, given to him at the stat of the game. fopers
the Space Marines fl ten the ive ship wil disgorge its  special moves andior atacks




Combat in Tyranid Atack i fast and furious. Attacks are
splitinto two types: shooting atacks and hand-to-hand
attacks. A typical example of a
the phot

The Tesminaiors Siorm Bmur b i valoe o 3, wtich
‘means that when

TYRANID ATTACK

Hand-to-hand combat is handled rather differently to

highest score is the winner and kills his opponent. The

the single dice with the highest score. The Terminator only
ol cu dice, bt s allowed o add 2 0 the sors because

is armed with a power fst. Whoever gets the highest score
e sk e ppemcat In
the case of a draw both sides are killed and removed from
play!

deeper into the Tyranid ship. When the Space Marines enter

any of the dice I equal B et~
hich i £08 Gl B e g Lt by
‘model s removed.

Assuming the Genestealer survived the attack, it can now
take a twm. As the Genestealer does not have a gun it must
rely on its teeth and claws in hand-to-hand combat, which

Genestealers are very fast and can move up to eight squares
wrn, but in this case the Genestealer only has to move.
four squares t0 attack the Terminator.

anew
they discover there. If the Space Marines are lucky they may.
find useful artifacts lost by previous explorers of the ship, or
trappedprisoners who will o the Spx once
freed. But they are far more likely t0 encounter  Tyranid
R e e
traps that nfest the ship.

“The end board i picked up.

‘and ‘ol round to the front




TYRANID ATTACK

‘The Space Marines have no idea what they will find when
they enter a previous!; the ship, as the

suffer is mvplmbh il Tyranid model tht s Klled

different combinations of cards and board sections
constantly present them with a fresh set of challenges. They
e 0 keep on gard o the Tyranid defenders, who
ould mount a surprise attack on them at any time m
exploration o the ship i faught wih teror and
chillng shocks as the foll horror of the Tyranid vessel
‘unfolds before the Space Marine warriors.

But the Space Marines are not exploring the Tyranid ship
simply for the sake of it — they are engaged in a deadly

the ship. The objectives are vital organs that keep the
‘Tyranid ship alive and which are represened in the game
special card templates. At the start of the game the Space
Marine player s dealt an objective location ile. This tile
shows a reduced scale copy of one of the larger board
sections. When the board section shown on the tile ‘rolls'
round t the front daing explortion
player is allowed 10 reveal the tle. This forces
player w setup 0 ovjctive templai on the Rewly paced
Marine player then takes the next
cbjcive i i oo i s e Gfecivs

As the Space Marines explore the ship they will discover
their objectives one by one. To begin pace
Marines will find it fairly easy to destroy each objective,
even though each is well roteced by deadly Tyranid

tin Spau Marine lives, and slowly the number of Space.
Marines wil dwindle. Each casualty the Space Marines

vepvrtsaemmg o ot oo F b oot o
ship. Tyranid Attack is very finely balanced, and

e e S e £ s A B B e

or two surviving Space Marines and the Tyranid guardians of
the fourth and final objective!




The Empire is the first book in
the exciting new Warhammer
Armies series. Each fully
illustrated volume is packed
with background, history,
special rules and a complete
army list. With detailed, full-
colour painting guides, these
books will form an essential
reference collection for all
‘Warhammer gamers.

WARHAMMER ARMIES
THE EMPIRE

‘The Empire is the largest and most
powerful realm in the OId World. Its
borders stretch from the Grey Mountains in
the south to the Forest of Shadows in the
north, encompassing prosperous citics,
dark forests, tall mountains and continent-
‘spanning rivers.
‘The Empire army list includes the
Emperor’s Reiksuard, the knightly orders
of the White Wolves, Knights Panther and
Knights of the Blazing Sun. The Empire’s
infantry and artllery are covered in detail,
plus other special troops, Kislev allis,
Halfling and Dwarf regiments, and more.
A full list is provided for you (0 include

erocs, wizands nd mogsirs i your

army. A separate section introduces historical characters foeking g or e

‘Theogonist of Sigmar, Magnus the Pious, Tzarina Katari

e
ice Queen of Kislev, the S\lpml\c Patnarch of

the Colleges of Magic, Marius Leitdorf the Mad Elector Coum of Averland, and more

Special rules include details of the innovative machines and weaponry from the Engincers School of Alidorf —
the War Wagon, the Helblaster Volley Gun, the Steam Tank of Leonardo Miraglio, and repeater hand guns,

plus rules for artillery devices such as mortars and great cannons.

*Eavy Metal - Vivid colour photographs of the Empire army painted by the world’s best miniature artists.
Includes painting details for many models and a guide to the different uniforms of the Empire.

The next two volumes in lhe series will be lhz ngh Elves,

A 13°
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ELTHARION THE GRIM
WARDEN OF TOR YVRESSE
By Bill King
Eltharion is one of the legendary High EIf heroes. Mounted upon his mighty
War Griffon Stormwing, Eltharion soars high above the mist-shouded spires

of Tor Yvresse. As guardian of one of the ancient cities of Ulthuan, he
maintains constant vigil, ever watchful for enemies of the realm.
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| ELTHARION i

From out of the east, the Goblins came.

They memmmamnmo{u\ldﬂymﬂnlﬁ

each crewed by hundreds of cruel green-

E e e e

the wind, their sals in taters. Over half the teeming horde

had been lost. They had perished at sea, wracked by

scurvy, devoured by kraken, their vessels splintered
of the Sea of

around the Shifting Iskes. Over half their number had been
lost but they were undismayed. Twice ten thousand stil
lived and their eyes glittered with undimmed malice.

Grom s thei e vt of bl song of sicw, e
ing of mind. Following him the horde

of D kings, They had routed amis and slugh
Grom could have built an empie in the
omwm T opled the Lingdoms of men
fefdom in the ruins. He chose not (0,
ro, Grom had a vison. He knew his desiny Lay in the
His gods had spoken and told him he
e e of he Eves
Grom was the voice of the Waaa. Touched by the gods, he
vasuinivie el i R
st Sandis cursed shore he had promised
e e R L
treasures to loot. Grom had spoken and the horde
believed him, for Grom spoke the thoughts their gods had
placed in alltheir black hearts.
They had built huge floating hulks and had taken to the
sea. Currents had carried them far out into the Western

Ulihuan, The raging sea had driven cven the world-
fiding B ships ito por o the v Ulthuan
e it T Eintogmioss
o gl e e o
ol L

The ships made landll a Gt Lsher, i the kinglom

the Elves call Yvresse. Grom

bePbabiar oy e

nighis at sea had sorey tied Grom's patience and he
swore he woul

To the beat of huge drums, the horde marched
‘went. They swarmed over

kncw da this was the pace tha be st conger. It
‘would be the capital of his new reaim.

Word of the horde reached the keep of Lord Moranion,

the Lord of Athel Tamarha. The old FIf Lord was decply

disturbed by the tidings. His eldest son and most of his

EIfs poisoncd biade near his hear. Jie desplkhcd
birds with, the oncoming

i B &
lins

“The rangers encountered the vanguard of Grom's army at

Peleor Fond They ly i wak and sined arows down o0

the Gobiins as they tred 10 cross. The Goblins took heavy

A nibics st camcsing cies of the Bivs corged

them. by ckd ooy havig ke sock of

siuation, sent 2 group upmef-nr.hordersm
S e P Hie ket R Sovis
Elves from the ford.

Remembering his cath not 10 set foot on a boat Grom did
D0t crosthe v on one of the astly ted rafs.
Instead e sent 10 stand in the river with

e it s ek e across
the Peledor on a bridge of shields. Only three of his
bodyguar trying 1o support his enormous

On the far sde of the river the Goblins discovered a gant
standing stone, one of the Elves’ watchsiones. Grom's
Shaman, Black Tooth, probed the rune-encrusted menhir
and saw it for what it was, 2 conduit of enormous power.
“The dark gods smiked and he managed 10 bind himself ©©
it. Power flowed through him. He soared into the night
sky, mounted on his wyvem, Doomserpent.

Thsioexy gty ey st atiberkoes o sl
Tamarha. Secing the huge fortress rom decided
o s s Bt o o Tox Yorame, e sood
moment entranced: its beauty touching him. Like many
o B e e a5 f it had grown from
Tock, stone towers rising like the boles of
peaifiad recs fom s sone base. O hf<roded
Carvings were sculpted into its walls. Guardian statues
looked out over i sightiess eyes gized

in home. AL its fore he
saw the massive form of Grom ensconced in his chariot.
a rode the a shaman

spells

its back. The spells of llusion surounding
Apelimutt SR Rl e
and looking a the Goblin shaman th old EI-

Tord kacw wins a fiebus of power played him,
gt A terrible than an angry

He kmms not what he does, thought Moranion, with a
shoder. Such huge amouns of power would evennaly
consume the shaman like ‘withering  branch, but
R G IR st ATk e i had
‘bound himself to the channels of power




‘The rune depicted on Eltharion’s penant is
Thalui, which signifies hatred or
vengeance - a reminder of his grim past
‘The deep blue colour of the pennant s the.
colour of mourning or grief.

Eltharion and his great, tawny War Griffon
Stormwing, are a common sight soaring high above:
the spires of Tor Yresse. Eltharion is the Warden

of Tor Yvresse, and as such he is responsible for its
satey. Elhario e an eplacable goacian, cale
by many Eltharion the Grim. His entire family were:
siain during the invasion of the goblin Warlord
Grom, during which large parts of Ulthuan were
devastated. Though Eltharion himself saved Tor
Yoresse from the goblin hordes, Grom escaped and
Eltharion has sworn to find him and exact
vengeance.




keep their lands above the sea The watchsiones were
tchpins o he splls ha kep he povwer of
worl

dar inerere with them for who knew what might

appen i thei balane was ierered wih cven gy
a threat 1 the whole ofthe land of Ukuar

ot 0 Ache Tt

‘With a mighty roar the Goblins surged forward towards

the causeway. As they did 5o the wyvem swooped. From

i iders hand came a ol smel of
ozone filed the gates of Tamarha Keep crashed
into . th kncw that he had no
chance of suival. s bouschld

id men and “They could not hold the gate
it e

Grom steered his chariot across the causeway cutting
donn al who ot n is . He diove iht through i
2 central cou he was met by Moranion.

old FIf was clad in silvered mail and a clok of wi
it e

wolfskin. In his hand
Fangsword. The old FIf shouted a challenge at rom
climbed down from the chariot and strode through the
of the HIfs with his axe,

with a blow from his mailed

mmmemmmqusrlfmdslmovansm

batle was over. ant Goblin
St iongi e A yeys oF the secien: pABEY
‘wrapping themselves in pestries and capering
Balls, desing priceess picurcs, and smshing the arme
ot Cemise Sanes, 1t inder vaulted
7 e e s s o R seitatcd
omtamentsbentyt i acoogease wincs f
botles older than many human kingdoms and wolfed
down the fiuts of the blazing orchards.
In s great hall Moranion retumed to waketlnes and
he had not. He was in temible pain. On
Loty owi e KNS e o v et
foranion's wolfskin cloak. He
oo o the e 9 s s 6 s e
by a hunchbacked Goblin jester. When the EIf red to
speak the jester slapped him with an inflated Orc’s
bladder. When he tried to move he discovered his foot

had been nailed 1o a plank of wood. The Goblins thought
s very funny.

In halting manspeech, Grom

ELTHARION — WARDEN OF TOR YVRESSE

medicinal herbs, the only examples of their type, were

trampled by iron-shod feet. The Goblins plucked up the

flowers and threw them about, laughing like cruel

children. Under Black Tooth's instructions the

‘watchsiones they encountered were:

fell the ground shook with a small remor. Only Moranion,

[t o douannh peciieniont, wiat &
the tide of tem

S ausmpm consequences for Ulthuan and
the world. He shuddered when he heard Black Tooth's
mad laughter ringing out. In the dark he could see the
shaman's eyes gliter with power.

Under cover of the shadows the. ‘rangers crept
into the caip amid the secping Goblns. They found
Moranion stll the front of the chariot in which

Grom lay aslecp. So stealthy were they that even the
‘wolves did not awake. They might have foranion
100 but Grom was old for did )
He sensed the vibration of his chariot as Moranion's

‘weight was removed from with 2 roar
Two Ef angen nshcd him. He srakched up his a5 and
chopped them

The Bives icd thor cican and the
called for archers. The Elves split up and ran
in iffeen: directions: A group of them were swifly
surrounded and began a desperate last stand. The others
almast made it 0 the edge of the wood. At the very edge
fre. Moranion himself

At that moment, in the far north of Ulthuan, Moranion’s
son, Eltharion, lay close to death. His breathing was
shallow, his heartbeat siow, his brow cold. Even so his
a shadowy in

tom and s bis s sl over . The od Bi's
face was bloodless and bruised, his eyes glittered
o g s ok e
son shuddered, knowing his father was dead.

spoke to him, telling him it was

boasted
of bis conquestof Toc Yeresse, Through brulcd lios
Moranion He told Grom that this

not the city — it ms a mere out m
was silence then Grom 100 laughed. He was pleased
T R o
bothering with.

move again._ Gros

a tibe of mindless barbarians with

ing of what it was mcy destroyed

A1t longdey ey ecugha b ot
Pty it m..mga The horde’s scouts

Slaughtered enire population of deer, and chopped

‘down trees that had stood for years. Fields of ireplaceable:

his dury to seck revenge and stop this scourge. To save

i land, be must kil whocver e found wearing bis

faher's cloak. Ektharion reached out for his father

ghosts hand vanished before he could clasp .x A

Eltharion e saw d,

oo o b, i e e st b

Si000. He,reached ot and grasped the Bik, his

knuckies white against its lack binding.

When his warriors entered the silken pavilion they were
10 see thei Ieader on his feet. Eiharion looked

He mounted his war
‘warriors back aboard their ships. He 10ld.

the
returning home. None dared gainsay him. Aloft and out of

wozs
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sight of his troops, he cursed the gods. The rush of wind
in his ears was the only answer.
As Grom's force proceeded south they began to meet
more resistance. Parties of rangers from Tor Yvresse
launched lightning raids on the columns’ flanks. At night
they saw scange g fckeing n th woods and when
‘woke in the morning sentries had vanished. The land
itself sometimes quuvered bencath their feet like s
hipped bea. They wok same cmes eady
presence and st ladership reasmacd them
A au..,u came over Black Tooth. He spent more and
king AU

e amp and those

gt s mad aughies g oup over
who heard it shuddered; cruel-hearted, hardened warric

though they were. Those who saw him in the epths of
right saw 2 srange halo about him an that he
was becoming hollow-cheeked and gaunt as 2 hunting
Round. His eyes pulsed with an foternal light. i
pronounccments, never ey o u of
times,

ot s ol king
was like someone in the kst siage of . te
growing ever more distant from his life and the world.

By the light of the full moon Black Tooth stared into a
bowl of biood seeking to natre of the future.
While doing 5o he saw the great spired city of Tor Yvresse,

wozs

built on nine hills; the titanic towers of its
palaces linked by bridges hundreds of feet
above the ground. He saw the army being
mustered o meet the Goblins and he knew
that so0n they would meet their first real
challenge. He informed Grom of this. If he
sensed the damage he was 0 the
Eiftands by his draining of its magic he did
not share the knowiedge.
‘commander of the ammy of Tor Yvresse
was Ferghal of the Iron Spear. He was an
able general. His selection for
bout because of
his family’s influence in the mazy and
convoluted politics of Tor Yvresse. His
appointment refiected well on th of
his ancient and honourable house. It
reflected the weaknesses of EIF socicty: their
passion for intrigue, the division of their
realm into factions whose interests
re those of the kingdoms n gencra,
their inability t0 take se tures as
Shortlived and unsophisticated 25 the

barbar i
EIf tactics and
Sending a leader like Ferghal to face a foe as

cunning, savage and deadly a5 Grom was
ke e 1o 2 gy
leagues
o the iy 15adto Fives e foos
confident of their might they would have
within their fortress towers
given reinforcements tme to amive
The unstoppable Goblin army swept ov
the Eives. Grom Ied his horde it the
charge. His axe paned Ferghal's head from
his shoulders. His scythod whesls ut the
Elves down like slks of wheat
wair the Eles e mere o & ich for o
However they were heavily outnumbered and the
tare: caried them dec o

greenskins
wept rowund he edges of the EIf fomation and FIf
warriors themselves attacked from several sides at

jabbed forward. Shields tumed the sweep of clubs.
Scimiar clashed with bright longsword. Warcries and
howied as they feasied

oy o oot A kg g it
flapping wings. The scent of blood and ozone filled the
air. All semblance of tactics and skill was lost as the
fighting became close and deadly. Combatants stood
bresst 10 breat and wresled, paning for breath 3 they
tage. It had 1o be brief. No warriors could

St o i Sh' howing e of comiat it
giving.
mmm:dmm o0 of Mornin,

confronted Grom. The
k. The g of s i loak, 20 peasace Wi
blood, droveall toughts o anyting save revenge from
bis mind. R age crove 3l though of using his magc
e mind e hewed s way through the Goblins
2nd vauled onto the back of Grom's chariot. Grom
defl ke with his axe. It bit into the bronze
railing of the chariot. Then the Goblin chiefiain unleashed




Sk i of om st dapalen Dnen. by Geonts koo
arm the axe drank deep of EIf biood. Argalen fell
il G il o e
rew it out nto the midst of the EIf force. Seeing
the brave youth fall 50 isheanencd the Eives hat hey
tumed and fled. The battle tumed into a rout. Fleeing
Elves were cut down as they dropped their shields, tumed
their backs on the foe and ran. Less than half the proud EIf
i o B i T
o baried by wolf gates of the iy.

st i Lt
o o e A e e e

ictory, let out a great keening wail, mourning their lost
b s

So great was that cry that they say Eltharion heard it
s of leay

Lite joy there was on the ships of the house of Moranion
as they sailed home.
I Tor Yvresse that night there was much mourning The

hu fear round the templ of Ladricic
Black storm clouds hovered over the city, dark with the
it of torental rain. & grat wemor made th cly
shudder and caused part of the sea wal 1o tumble into the
s P M e i T
city's highest tower the Warden observed the siars and

ELTHARION — WARDEN OF TOR YVRESSE

drew: bischats: ol consute the-vunes shen doow 3
nclusion stark terror through him. He knew
St opolle olcing the Vorkes g was
S S o s e

with

forces that could destroy them all. I
ROt ol ot e of the ER.
lands would siide beneath the sca and tides of evl
would drown the workd.

‘When he took his conclusion to the ity couni
‘much debate. Some wanied 10 take o the ships and leave

the Warden's off to make their ows

observations.

For th there was a brief respite. Grom
sped his army and on of more

scpe cngines. The Gobin ripped the

A et
i e B o R st e o
Yvresse and disheariened its depleted defenders even
orwe ek Tooth st b ok roiocen o0 he

‘The Goblins did not like the dark haunted forests and the
quivering of the earth. The eruption of the distant

MARK GIBBONS.
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mountains made them nervous. The sensed that
great and terrible events were happening and they
becane infcied by @ mad bl in theeulimate

e they were unsure that victory would gain them
Srpiing Tk Tt s he el v
the land and the dead cummber the ving. And
il the great storm that gathered over Tor Yvresse did not
break.

Only Grom seemed unperturbed, touring the tents and
picket lines, a haunch of beef clasped in one hand, a flask
of wine in the other, his great axe sirap

raised the spirits of his troops with his fearless
appearance. But even he in his heart of hearts was
perurbed the shaman wit

a sign that he sl kept faith with his prophesies but Grom
was starting to

When all the preparations had been made he ordered the
army to advance on the distant city. Gangs of Goblins

In Tor Yvresse the defenders mustered what forces they
could. There ‘warriors left to man the great

dartihrowers on the clty wall, Never had the great
metropolis scemed so empry.

population lived a
&vindied in recent millcnaia and their i, bul 1o
house tens indering with
the Dark Elves, had always seemed quiet. But this was
something new, the shadow of death, permanent and
terible, hovered over the ity and cast 2 decper shadow.
than the clouded sky.
hen the ol talked they lked iy and the warchfl
sience svalowed thee wonds. The dudccap voices of
the distant e only loud noises
in's city ia reouming and cxpr:clmg siege. Citizens,
the walls waiting for th
o e s BT Mk s o] S
dimiished ther ey, Rumoursof the Warden's dread
findings floated round the city and increased the fear, The
cod of al things s e i the dencot of T

Then,four dys afer the Batke ofte Plain, ¢ happencd
The citizens w their gates and the
EEryeeloh lheur kmsmm being lobbed over
the walls by the great a ionechukkas. This
cexsed when Grom drove his chaio forward, aling fos
outside ballisa range. In fractured manspeech he told the

wozs

Elves that they were all doomed unless they sumendered
insiantly and acknowledged him 25 their saster. Those
Elves who understood the speech of men called back
taunts in the common tongue. Grom shrugged and
ordered

Huge towers rumbied forwands wiie sonechukics and

Goblin artows raked the walls. The defenders set back

o 111 ey M #x: B st

{heir atackers. When the towers reached the walls he
cauldrons of magically heated lead on

the Goblin isckers and pourey arows tipped wih

alchemical fire onto their anackers but they could not stop

the onsaugh. Biack Tooth sesured and the o boke.
Rain fell in a drenching torrent the i

Lightning bolts i el lhc barlements ke

ing s lesping up from el

Fom e Gotie soet the s

mndcmcnhemlls:nddﬂnﬂmwlhcnlyhrycmd

‘The fighting was bitter and fought through the sireets a

palaces o the ciy. The Gobiins had the advanuage )

numbers s knew cranny

and hidden way nilhnrory ellom oy Goblins et
Elves in the stomy darkness and were hunted themselves

in tum. Blood mingled with rain in the wet streets. The

il luminaion of the lghting  scenes of e iy

‘camage. Madness infected all as
b g o o i ik e buildings.
Both sides fought with utter, primordial fury, neither
asking or giving quarter. The forces on both sides were
2t in the maze of winding srcts and the batle sec-

back and forth as one side or another temporarily
e s L advantage.

Door
Rk st sty i tomeromnt T
emerged onto bis balcony and he 1ud Black Tooth
lvelled. Te ical energies were unleashed. Death
Shels hiseed shrouth the i ana nd splutiered out a5
counterspells nnmzde them. Chained thunderbolts
lanced from shields of light. Two
o gots ought o the highest point of the ciy and
slowly the fighting in stopped and all eyes,
whether Caninyation o Bt e vamea o
tow

The shaman gestured and
Warden crichd & it 5-vont Bock Tooh spoke
i word was thunder: T sower ecl ook an

the tower triumphanty. He had reached the
centee of the web of pawer b en gradually
unravelling since he had first encountered the
‘watchstones. Now he stood before the master watchsto

for all of easter Ulthuan. The power to wreak complete
2 e destrcion was now i i hands Beneath iy
he could hear the doors breal ‘warriors entered

the tower bel
Suddenly, from out of the storm. the Elves came
B e rode the et 8 o habous I 2

feat of insaney Sl scamanship they crash




ELTHARION THE GRIM

ELTHARION THE GRIM, WARDEN
OF TOR YVRESSE

Talisman of Hoeth +85 points.
Eltharion the Grim can be included in any Warhammer

equipped with up to three magic items
Cards for two special magic items normally carried by
Eitharion, the Fangsword of Eltharion and the

Hoeth, are supplied in the colour section of th
Fangsword is specific to Eltharion and only he may carry it
but the Talisman of Hocth can be bought for other High
EIf characters by paying the appropriate points cost.

Profile M WS BS S T W 1 A
Eltharion 55 iy g gy gl oy oy
Somwing 6 5 0 6 5 5 7 4 8

SOPOINTS

ELTHARION ONLY

‘THE FANGSWORD OF ELTHARION

MAGIC ITEM

SPECIAL RULES

Eitharion lost nearly all of his family and saw his ancestral

fighting Goblins. If he is in combat with Grom the fury of
Eltharion's blows is such that he gains +1 on his rolls to
hit and +1 on the strength of his hits.

MAGICITEM
MAGICITEM
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ELTHARION — WARDEN OF TOR YVRESSE

ihe swels i he clm st near e docks Hundreds
of batl ardencd B veieans rced ashore. Fiaron
himself t0ok 1o the sky on the back of Stomwing, secking
the Sayer of His fahat, The g’ challor ek
rang out over the city. The EIf army coming ashore
smashed through the ey in-scaked Gobiin horde and
made i way towards the grat square in the cenie of
ity The Goblins fell back before ther
Through the wind and rain Eltharion rode. He sensed the
rscnce of ik Tooth and, filed wih oo, el
what the Goblin shaman was about 10 do. He felt the great
e of power flowing ino the shaman and knew that i &
s 10t e ey wer et Ao cmptass e
the ground s ces collapsed
entombing Gobiin and Fif alike.
Eitarion ropped rom the sy i ront o an e roup
of his warriors. Swifly he tokd them what they must do
and then e rose back ko the sy and lew off towarcs
certain death. From his outstretched hand came a beam of
pure power, It surged through the ranks of the Goblins
around the Warden's tower, at once 4 weapon and a
challenge.
Black Tooth sensed the new challenge and went out 10
meet it As he did 5o the bulk of Grom'sforce encountered
e sl 1 he ey, e ant ot e fore
en's ower. High above the ciy Eltharion
and Black Tooth fought while in the square all was
‘madness. EIf and Goblin charged and counter-
charged. By storm-light griffon and wyvern bit and
clawed. Enchanied e clahed il shaman's s
Bols of power flckered and flas
Drunk with power and mad with pain Black Tooth lashed
out agin and again with mighny spels cach more
prowertl thn the . Ony Efanon' on wil crabled
i o et the sy i dwen G
avenge bis fathers e Ladblod Wi 1 e S
agony. Slowly however Biack Tooth's mor-than-moral
o the B down. iads of sweat minged with
e on the EIfprince's face. His oncehandsome feaues
were frozen in a ghastly grmace of pain. One more blast
wasall it would take.
“Then it happened. The Elf-warriors sew al the Goblins in
out Eltharon's d

watchstone. All the power flowing through it was
‘momentarily stopped. Black Tooth halied in mid-spell,
ly stunned energy.

e b vas e gk 0 15
enth o o fow. His
enchanied blade Ished ou, fer han the fickes of 2
sepent's tongue. Black Tooth's head flw from his
shoulders. His body tmbled from the saddl
In the streets below Grom fough, imesistble axe lashing
10 the left and 1o the right. Where i stuck an EIf wamor
6l Around him hi acs ought bravel,  hanened by the
heir leader, confident of vicory. Slowly,

Elves were pushed back from the
Tooth's headless body plummeted out of the sky and
landed on the front of Grom' charir The Goblin
chiefain halted, stunned by the death of his

Secing their leader Gumblounded and their vinciblc
shaman dead, the Goblins halied.

Elves were heartened by the arival of Stormwing and

Eiharion et i an hey chrged o s
determination into the horde. The Goblins died in droves

wozs

and the few survivors were thrown back and, with their
nerve broken, fled. Not even Grom's impassioned howi
could alk then Acknovwledging defeat Grom shruggeed
Elves were too weary to
No-one knows what happened next. Eitharion entercd the
den’s tower with four of the bravest warmors of th
battle. It is said that he spent the whole night there
wesling wih the power of the watchstone, seeking 1
stabil his face
e i ot N of N compagons e cves
seen again. A termble price had been paid for the saivation
of Ulihuan.

He cmerged oo a brllant dawn 10 acknowedge the
adulation of the crowd. The sun was bright, the storm had
e light of the newbom day gave Eltarion o

joy. Neither the admiration of the crowd nor the cheers of
the wamors could bring 2 smile 10 bis thin and bloodiess
lips. The 1d endured was 10 blight the rest of
e il e of nis iy he was Known 3 lrarion
the Grim

No-one knows what kappened to Grom Some s3y he
died of wounds inflced by Eltarion when they met in
the centre of the batlle’s maclstrom. Others say ¢ lived
and made his way to the haunted, magic-tainted
‘mountins. that

Old World mounted on Doomserpent. No-one knows
for sue. He as never heard of sgain. Eltharon was

icknowledged as Warden olToI Yorose,and he
has rued iy AR widly for ‘Akhough on
"ht b can ofen be s o e balonics of e

Warden's tower, brooding and shaking his 1t a the
uncaring sky.
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% EMPIRE ARMY ®
REGIMENT OF ALTDORF

The army of the Empire consists of regiments drawn from its many provinces
and city states. One of the most feared of which are the Halbediers of Altdorf.
Wielding their heavy bladed, two handed weapons they attack their foes,
chopping and thrusting until their enemies break and flee. The regiment marches
into battle in the red and blue Altdorf livery with the black Imperial eagle
displayed upon their shields.

This boxed set contains 30 plastic Citadel

miniatures complete with seperate shields. Also

supplied is a set of transfer sheets to provide

you with sufficient designs for all the entire

Altdorf regiment.

¥

SR Minares designed by

GAMES °
RS e panes. WORKSHOP

The Giadel caste,

s Workshos 1o
(Games Workanos Li. 1953 Al igns reserved




SPACE Hiil
RETURN TO KALIDUS

BY DEAN BASS AND CHRIS COLSTON

Return to Kalidus is a special campaign for Space Hulk introducing the new Space Wolf
‘Terminators — the Wolf Guard. The missions are based on the rules found in the basic boxed
set of Space Hulk with the addition of some of the weapon rules presented in the first Space
Hulk supplement — Deathwing. For those players who have not yet purchased Deathwing,
the weapon rules needed for these missions are briefly outlined below.

‘The three missions in this campaign become increasingly more difficult and mission three is
very hard on the Space Wolf player. This has been purposely designed to be interesting for
new players and old hands alike. So, if you fail any of the missions don’t give up, try again
with different tactics and see if you can get further.

THE WOLF GUARD Afisilt Cansaa

Unlike the Terminators of ther Chapters, Space Wolf  1he Assault Cannon

‘Terminators are divided up into squads which form the  [7¢S (O ;l:’r‘:‘é‘;lw

B o e o Lards, the commanders of  However, for each shot

% osach fhow three dice are rolled and

the basic number needed

tohitisa Sor 6 This s

or each

and therefoe have . +1 close assul acor and sl Walf *;"'“4“"" e

Guard Sergeants have a +2 close assault factor. A typical acy thrgetias pes

‘Wolf Guard Squad will be made up as follows.

WOl Glird SergeaAt Wi SIoRR BOEF and PoweFSwoRds]  used in overwatch but

e = will not jam. The Assault Cannon has only 10 shots and the

pla ;.mmnnm.mﬁ.mw:n.n 10

Jt Cannon
repm—— o Gl Tt o votof A AP i o anoho 10 s i 20
oo i e B avalable.
Wolf Geard with Storm Bolter and Power Giore. Full rules for the Assault Cannon are given in Deathwing,

‘which includes firing on full auto and malfunction rules.

WEAPON DETAILS

If you have a copy of Deathwing. use the weapon rules.
given there. Otherwise use the rules given below.

Chain Fist
Power Sword

A Power Sword does not

increase the close assault

bonus but does allow the

A Chain Fist does not give:

of
Genestealer's attacks. Afer
si e rolled for a

close assault, the Space

‘new roll then stands, even i




Norge slowly lifted the helmet of his Terminator armour

RETURN TO KALIDUS

Russ and the Dark Angel had healed their stubborn

He was still awed by the honour the massive battle
armour signified. Only the most exceptional of the

‘Wolf Lord Volund sat across from him, impassively
stadring she ol Rl comedfn lowing
infinitesimal detail the slowly revolving image of
‘planet below.

Nmpuwdmmmlmmnmnm image of once
‘The smoggy, sullen skies were lit from

Basntingly fami
mhmymmewneﬂngllnw
casing ever
hhnﬂnpetﬂfexu.lhm
lorge determined that he would be equal to the honour
nfmummurnwmntwmmm
‘very steps of Russ,

0 save Kalidus from
the Daemonic forces of the Horus Heresy. Afterwards,
the people of Kalidus had paid homage 10 the heroic

ly
courtyard of the Imperial Govemor's
Palace, as a perpetual reminder to the people of their debt

10 the Emperor and to the Sons of Russ.

Norge was brought sharply back to the present by a
‘vehement curse from Wolf Lord Volund. It was now
clear from the planetary scans that this was not a recent
landing. Kalidus was totally overrun by the seething.
masses of Horde.

The whole planet would have to be sterilised. However.

and retumed to the Space Wolves” home planet,

Norge looked around him at the faces of his fourteen

Wolf Guard in unfamiliar Terminator armour and
Ut et ol

claws. Norge could only hope that he would acquit
himself as well. As Sergeant Harrek and his squad

w)uelmglaaunhehﬂmmm?nmmrxm
Dark Angels, his brother.

‘armour once. more. The time would soon come when he
‘would face the ulimate challenge.




RETURN TO KALIDUS

Harrek knew that they had just one chance of finding the
information they required. The Genestealers would not be
ting them and they should face minimal resistance.

Harrek's squad stepped into the Teleport Chamber and the
Tech-Priets began to chan thei incantaions. Just before
y

expec
‘They would have t

N

Al the information they bad pointed t the computer
complex under the Imperial Governor’s Palace as the best
chance o inding the dtailsthey needd. They must find

task was complete.

OBJECTIVES
The Space Marine player is attempting t0 access the
o termi the locations of the bart
standard and the planetary defence systems’ control centre.
FORCES

SPACE MARINES
The Space Marine player has a standard Wolf Guard
Squad.

GENB‘I‘EALERS

s wel 2 h ocation of e anhcr by Leman
55. They must succeed or the whole campaign would
ceanly !

P with 2 Blips and receives 2
m.pm reinforcements tum. These are taken from the

Space Hulk Blip st

MISSION 1
A QUEST FOR POWER

wosz




RETURN TO KALIDUS.

DEPLOYMENT 'ENDING THE MISSION
SPACE MARINES At s pea all remsining membersof the Wolf Goard

Squad will be teleported back the mission will
The s be gained. Ifall
GENESTEALERS

‘The Genestealer starting force is 1 Blip per entry point.
‘The reinforcements enter play as 1 Blip per entry point
each tum.

SPECIAL RULES
‘To access the intormation from the . the room
‘must be cleared of all Genestealers. A member of the Wolf

Guard must stand in the square directly in front of the
terminal and spend 4 APs or 4 CPs, without interruption.

‘members of the squad are killed before the information is
ganed. the mision and the enire will have
fail mpany’s honour will always be
s by o g A

%

Squd & Hmek o uccesatlly eeved the nformation
vl the battle standard and the
planstary defcace systems. However, the Genestealers

be caught by surprise. Janeck’s squad would be appearing
in the midst of the chaos: Off by Harrek's atack.

residence. However, its exact resting place was e

DEPLOYMENT

SPACE MARINES
‘The Wolf Guard Squad starts on the marked corridor
section.

The Genestealer starting force s placed as 1 Blip per room.

the kill.

‘The honour of the Space Wolves was at stake and it was

down to his squad to keep that honour alive. With his heart

full of pride, Janeck gave the order t0 teleport.
OBJECTIVES

The Space Marioe player i snpeng tolcae the bae

standard and teleport it away. The Genestealer player will

be trying t0 stop this.

FORCES

SPACE MARINES
‘The Space Marine player has a standard Wolf Guard
Squad.

The Geneseler playerstars ith & Blips and reeies 2
Blips as reinforcements taken from the
Sandsed Space Hulk Bt

play as 1 Blip per entry point per
.

SPECIAL RULES

To find the standacd, exch coom must e cleared of
1APor 1 CP:

A die roll of 6 is required to find the standard in the first
Toom seached, This s then reduced to 8 or 6 i the
second. or6in

standard is. nm fomd in e i oo, 1t il
‘automatically be . Once dard is found,
mgwmmumwmmm.m.n another 2 APs or
Chbplckvulvhefwvﬂu!mniulﬂqxxmdxwly

ENDING THE MISSION

o o .'
this point all remaining members of the Wolf Guard Squad
will be ship. The mission will be a
victory and honour will be saved. If all members of the

are killed mission
‘will have failed. Although the Campaign can still be
completed, the honour of the Great Company will be




RETURN TO KALIDUS

4y MISSION 2 HONOUR BOUND ¢

P> Genestealer entry point (O Door
P Possible Standard room [[] Wolf Guard Start

Norge glanced over at Sergeant Tarl. The information
concering he location of te planeary defencecontol
ission

tested on their shoulders.
The fial sk was to destivate the e tecminals md
thus cear the way forthe vi
rreme

the indictor gt on e dispayandsaw ey weee

wuch happier, now the waiting was over.
Som e ol oty e e et of bl 250 e ok
ahead.
woos

Norge readied his Storm Bolter. He knew that the

be massing to aftack. If death awaited him below, he would
die with honour. Fo the Emperor, and the honour of the
Space Wolves of cours, but mostly for his batle broters

OBJECTIVES
The Space Marineplayer s atempting (0 deactvte al
defen The Genestealer player

e p
g o o i




FORCES

SPACE MARINES
The Space Marine player has a standard Wolf Guard
Squad.

GENESTEALERS

The Genestserplayer stans with 1 Blipand receives 2
Bioe s olckwennsfarpstn Tiom e m the
standard Blip

DEPLOYMENT

SPACE MARINES

‘The Wolf Guard Squad starts on the marked room section
in any order.

‘GENESTEALERS

‘The Genestealer starting Blip may be placed at any entry
point, The reinforcements must enter play at separate entry

RETURN TO KALIDUS

SPECIAL RI.II.ES

e o]
(a6 needed to break through) or estroyed by a Chain Fist
‘The door must not be shot

Wolf Guard
itand spend 2 APs or 2 CPs without interruption

ENDING THE MISSION
‘The mission ends when all three terminals have been
deactivated. At this point all remaining members of the
'Wolf Guard teleport back to the ship.

CAMPAIGN VICTORY
If all three missions are completed by the Wolf Guard,
then the campaign is a major victory.
If only two terminals are deactivated and the batle
standard has been retrieved. then the campaign is
considered a draw.

the terminals are deactivated, even though you have
recovered the battle standard, then the campaign is lost.

4 MISSION 3 -

TERMINUS &




By Mike McVey

In this month’s "Eavy

vays to assemble some of the range of Citadel multi-part
Kkits. Mike has used the the High EIf War Griffon and
but the

techniques apply equally to any multi-part kit.

couple of minutes. You are now ready t0 glue the two halves.

together. Give both h the join a thin coat of superglue
press them fimiy together. H in position for ten
1o fifteen seconds while the glue dries. Try not t0 apply too.

the join any stronger, it will just

THE HIGH ELF WAR
TIRANOC CHARIOT

‘Assembling these Kits s a lotof fun, but does involve  litle
extra time and care. If you follow this sicp-by-step guide,
you'll find it casy to create lar centrepicce for your
own amy.

Sep 1 Thefistsieps o clean up the nividual
casting in the way as you would any miniature.
Sometimes th casing processleaves mouldlines and tin
picces of meta known a3 sk atached to the model,
Carefully scrape these away with the edge of a

Knife or e them fa. 1t 58 wscul i 1o kecp some fine sand
paper handy to gt  rally smooth finish on th curved

Step 2: When you have cleaned up all the parts of the model,
10 s if they it togthersnuly: Due t he

nature of the casting process, some of the picces may warp
vy slightly when n the mouid. Usc Blu-tad or dbesivc tpe
10 roughly assemble the model and check the ft.

Step 3: If there are any gaps in the model you'll need to trim
the pieces to make them fit more accurately. I s sometimes
difficult to judge exactly which parts need to be filed down,

apply 8 thin aye o blackpait ver the join. Press e two
Halves firmly togther andthen separat ihem again. You'll

find that the paint will be rubbed away where

contact each other. o can el down e e of e

ger 10 ry. you
wish, but the wings are the pants that really do need to be

pinned.
Step5: When ll e setions have
that there

Ash cockail stick i also useful to
simple textures, such as fur or hair, into the putty 10 befter
disguise the join.

Step 6: When your castng is fully assembied and completely
iy e 1 k1o s ot b, oy s hole:

‘which you can it the circular boss on the Griffon’s foot The.
model will need 1 sit fairly well back on the base so that it
balances properly. Apply some- the boss and the
bottom of both fect and press the.

Wikl e s g modg ot 2 8
onto the boss at the back of the base to make the join really
strong.

PAINTING THE WAR GRIFFON AND
TIRANOC CHARIOT

Both of these models are argeand specacalar parts o any
picces they should be.

nmcsynuc-nymamdlygoodﬁlemnnhzrmmmval.“ Eigh Bk ey, L8ke iy clicr characir

traces of paint with goethe P

w0 pars togedhe, oheruise  will weaken h i e bt pank bothof the tiders sepaaiely from thelr
Step 4: With most large castings such as the High EIf Griffon,  Mm0UAIS.

you'll need to reinforce the joints with pins in order o
i por

x’l.l: ‘model has large heavy wings

in vic (8 smal and el el aeilbe from all Gaes

of all, il & hole e st o one of e pans o be ohe

Eltharion to S don poy tor
convenionce, t meke ¢ casics 10 bold them whle T was
painting.

1 wanted t0 achieve a happy medium between a naturalistic:

out et n th gaming able. The hindguares wer pined
th a leopard skin patiern, however, other big cat markings,
would The secre

lshmpmcznfwr.mwlhltmlemdwnunﬂmrh.um

gt Semly press the two sections togeiber:

When youseparae the two e ind that the wire.
leaves a red mark on the oppos casing. This is
where you need to drill Ilu Fecond bk, When i don,

to painting such designs s to keep the hlghll;h!mg and
g fairly simple and make the ma

pnnhlg Wildite books ar good source o e i s how

pattems look. It isn't neccessary 10 copy the.

m.ltkinp n sbsolote e i’ th overal fol of the aimal

that o0 e ying o capur. The esthershave b pinied

cnough to fit between the two hoies. Put a blob of supergluc.

‘Although
e csoum fairly ncutral, a dramatic effect has becn




CHARIOTEER




achieved by the way they’ve been painted in alternating
bands The eathrssround e ey ar spctalydak 1o
ereate a dramaic effec really stand out.
The beak and claws are picked out in hﬂghx colours to make
them conirast wi e newtral tones of the feathers.
‘When you paint the rder, it's best to choose colours that will
stand out from the beast itelf. Eltharion’s armour has been
painted in gold with blue and white decoration and some of
the details picked out in red. These simple combinations tie
him in with the rest of the High EIf army yet make a good
contrast o the Griffon.

‘The chariot s mainly constructed out of wood, and so these.
s v b B b o of Bl Lo

achieved by painting on really fine lines of Skaven Brown Ink

down the length of the wood. Make sure that you use a brush
ith 3 ver i tp and tht s o ovriondd with k. To

detal on the chariot was picked
oot rght s ndy y:l]uws ithsmales areas of whit and
bright red. These colours have been repeated on the charioteer

different parts. The overal effect i of a very bright and clean
model which ties in well with the rest of the High EIf roops.

‘The decoration on the charioteer echoes the blue and yellow
scheme of the chariot tself and contrasts well with the bright
red and white horse-hair plume. Painting the interior of his.

out. Dark shading around the face creates a particularly
dramatic effect and gives the miniature 4 tough battle
ned look.

SAVAGE ORCS

vage Orcs have a wild, primitive ook that i very different

‘The main types of decoration on the Savage Orcs are bo
and teeth, often strung together to form crude necklaces or

save
o the usual,

are decorated with bones, bangles and the shrunken
b enemic. Savage O wachd erde weapons. uioned

‘The only clothes they wear are the skins of animals, which
er adds o their fearsome appearance.

Units of Savage Orcs provide a colourful contrast t0 te usual
metal-clad Ores that ost of the rank and file of an

the tabletop, These miniatures are
there is plenty of opportuity o imvent creaive colour
lots of areas of wood and f
n these i song bld colors (0
ting.

‘Weapons and
Al of the weapons we

coat of Sk o
e e el ey aomee. Tl mol ol comaol.
of Bleached Bone mixed with a lttle

ccpen he tone and finaly this was Mghlhied with
Bleached Bone mised with Skl Wit

‘War Paint and T:

The manfeares o the Savage Orcs which ey give
Sy . Red and o e

mll.mn hat work best s hey pmvudg ihe siongest conias

mixture o Srakebie Leather and Blood Red paint. 1 P

all the

Hobgoblin Orange. The stone parts of the weapon were

painted to resemble fint to make them look realistic and

ienaag, Fit ol b cot of Chio i i
were picked out,initialy in

“Stull White. Thie g

Sy o Ay e e feel that s

charactristc of the m

‘The animal skins were painted in bright, strong colours with
lots of distinctive markings. These were rendered in strong

colours that contrasted well with the fur. The tiger skin is a
§o0d cxample. The whole pet i st given  base coat of
Spearstaff Brown, which is then shaded down with Rust
Brown Ink. The ink of the area,

leaving the base coat showing in the centre. This was then
mgh\lghmd with Skull White to pick out the fur texture. To

though.
o ldivaleal with m0 0t umrmn. Sy e viosly ke
o the w

As large portions of the faces are going 1o be covered with
‘warpaint, it's best to give only a basic highlight to the skin

can thenbe ighighicd in e same plces
e checkboncs, e brows, nose, botom ip and ¢
Sarkings o the faos of our modes conelss or hnlﬂ
‘gcometric designs, such as triangles, bands and i
 oencinge ot g . bt -
patierns

a symmetrical pattern over the largest areas of bare flesh.
Skalls, bones, snakes and lighning bl are ity common
s bes

not 10 make them over-complex as they will i

nd apply 5 Seaven Brown ok gl o e e, tea

blend thi into the fur with a second, slightly wet

sipes are plmlzd on with Chaos Black. n brad bande
e point. Ty ot 0 space the sripes oo close

et o 400 0 many 13 you'l san 10 ot ¢ b

coloatand dacken the oveal e,

le.lmm which gives the Savage Orcs their character is m
Sold way in which they wliseenour ad ks
St dvices to te ot s o tei shieds,

rim, they are linked together by the connected colours.




i
z
Savage Ores are wild fighters,
‘whooping and s
charge into the attack. They
wear wild animal skins and
cover thei bodies in tattoos and
‘warpain, which they believe.
will protect them from enemy
armows and sword blows. WITH SPEAR
S
ARRER BOYZ WITH CLUB
|
|
d | & 2
'WITH STONE AXE WITH SPIKEY CLUB WITH SPIKEY CLUB 'WITH STONE CLUB'

ARRER BOYZ
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‘ SPACE WOLVES
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Long Fangs are battle-scarred veterans of countless wars. Armed with missile
launchers, lascannons and other heavy weapons, they are able to lay down
an awesome hail of fire to strike down their foes at long range. Standing
proud and steady on the battlefield, they are a source of inspiration to their
battle-brothers, as they use their experience to temper the younger and more
headstrong Space Wolves.
This box contains a complete battle-squad of five Long Fangs Space Marine
models. These metal miniatures are supplied with separate plastic arms, backpacks
and bolters, as well as four metal heavy weapons. Also included in this box is a
Space Wolves transfer sheet. This provides all the
markings you need to complete your Space Wolves
Long Fangs’ squad plus a number of honour badges
and distinctions.

SPACE WOLVES LONG FANGS

[——
fon S oot
SHATEL  wnouresopmacoones.  WORKSHOP

WARNING!

ot recommendd for chidren under 14 years o age

Cradel and Space
© Garmes Workshop L, 1993. All ights resarved




Griffons are large flying creatures with the forequarters of a
ferocious bird of prey and the hindquarters of a great hunting cat
such as a lion or tiger. Although they normally inhabit the tallest
crags of the Worlds Edge Mountains, a few have been taken from
their nests and raised in captivity. Only the mightiest of Heroes are
able to ride Griffons into battle, where their razor sharp claws and
hooked beak can rend their foes apart. High Elves are particularly
renowned for their mastery over these awesome beasts.

Model designed by Aly and Trish Morrison
MINIATURES®  Miniatures supplied unpainted.

Banners not included.

GAMES °
WORKSHOP

This Minature requres a degree o modeling sk
s young or mexpensnced moses

ana s nt recommended for ers.

Workshop Lt
1993 Al rghts reserved

Marauder




SPACE MARINE TERMINATORS

WOLF GUARD

The Wolf Guard are the elite Space Marine warriors of the Space Wolf Great
Company. The Wolf Guard fight alongside the Wolf Lord in the thick of battle,
ready to give their lives to protect their leader. A Space Wolf can only become
a member of the Wolf Guard by performing an exceptional feat of heroism .
such as single-handedly storming an enemy strongpoint or by slaying a
mighty foe in hand-to-hand combat.
This boxed set contains a squad of Space Marine Terminators of the Space Wolves
Wolf Guard. The squad consists of one Wolf Guard Sergeant and four Wolf Guard.
These models are supplied with separate arms allowing you to create a vanety of
different poses. Also included in the box is a Space
Wolf transfer sheet containing enough wolf head [
company markings for all five Terminators, plus
army and personal honour badges.

R Miiaures sesigned by w’
NUNINCURES Miniatures supplied unpainted. WR‘S’D’

WARNINGI These mia:

The Giadel cate,
i Ciadel Games




SPACE HULK

Space Hulk is a tabletop boardgame set in
the nightmare world of the 41st Millennium.
The action takes place aboard massive
derelict spaceships known as Space Hulks,
in which terrifying aliens called
Genestealers are invading Human Space.
Only the Space Marines are strong enough
to prevent the Genestealers from destroying
the entire galaxy.

SPACE HULK
CAMPAIGNS

DEATHWING
o o sot for
Kod wih

s payng wngs | CAMPAIGNS

‘GENESTEALER 'SPACE MARINE IN
TERMINATOR ARMOUR




THE FANGS OF THE WOLF
By Andy Chambers and Jervis Johnson

This month’s battle is a deadly combat between the Space Wolves Space
Marines and a fanatical Ork warband led by the infamous Ghazghkull Mag
Uruk Thraka.




INTRODUCTION

10 been a long time since we've printed a Warhammer

isse 141 vhen
‘Angels Space Miarines and Eldar ofth Alaitoc Craftworld

he rcen publicaton o the Space Wolf army st provided
s wihan excslnt oporturiy L gt ot ou by paied
‘Space Wolf it it against our growing Ork horde.
‘Adrian Wild, our modeling expert,has alxo i

rand new ferrain picces 10 dd 0

Johason, long time foe oft
the Orks and 1 took command of the renowned Wolf brethren.
‘We played the game on one of our 8'xd" tables here a the
sudio. After seting up the able,we playcd th game ovrhe

e i ——————— dilioakicn n(ukmg

decent icures o  gme i progres wo oo

of the e hot e phoos Lo e s

o v va:rhgmmgand . Ths technique allows
ave upted game and sill get the best

pictues. We decided to play this game with some simple

Victory conditions o liven it up and these are detailed below.

O course, the first thing we needed o do was set up the
terain for ur batle. Most people e thei own fvoure
wayof eing p terain, One o the most common s s

e ke s i syt

and

cotumaas bolk by Adian. o we st up the together,
o s e ik
We've found that i’ best to make the terain as des
possible in Warhammer 40,000 games. This is so.
eapons don't domiatethe bt and tum very area of open
ground into a death trap. Its a lot more fun 10 have your
Squads dashing from cover to cover exchanging bolter fire
than having to stand back and pick off the enemy at long
fange.

1If you don't have lots of pieces of terrain yourself, you can

still create a close batlefield by placing what you've got

the middle of the table. I's all 100 casy 1o leave a big

open spac i the midle f e able by pacin l e e
along the edges. A g set-up can ensure you ha

ey et mulz i et

ted long-range duel from ither

9
‘middle of the table, we block most of the lines of sight
from one edge of the battlefield to the other. This we
nold have 1o advanc o gt 0 grps withcach the:

ther. We.
s edge. Jervis
o and picked heJs Wl sde svown on the ap, s 1
tme with e crters and swap  conend ith

Once we'd sorted out the terrain, we both drew maps and
ot our depleyment psiions anthem. We normalyallow
s s nghonl IO A vl
12" af th cdges. Tis eans you don end v
e
away. Finaly, we rlled dice 1 detecmine who got the st
twm. Jervis won this roll as well and  started {0 get the feeling.
that 1 was going to have a bad day. To prevent too much
advantage going to the player who moves first, we allow

THE FANGS OF THE WOLF

troops t0start he game in verwaich (3 e the ovrtch
rules in Battle Manual) or hidden if they are in cov

sad Ak bt ey wimtioe
10 place troops in hiding or overwatch when you deploy. I
youthen gt the st any roops hit e in vervaich
‘aren’tallowed t0

THE SCENARIO
A Dark Angel’ redatorcarying vl plas and maps of
troop dispositions has been lost n no-man's-: n the
Ork and Space Marine forces on the world of Golgoha It has

Ork war host and news of what it contains ks reached
Warlord Ghazghkull Uruk Thraka's

Realising that such information lallmg into the hands of the
notorious Ghazghkull would be tantamount to diasier,
Ragnar Blackmane has been dispaiched with

Space Wolves 10 reicee th plans. Measwhile ]
has also arrived in the vicinity, leading his own warband to
secure the plans for himself.

To win the game, one side or the other will have o get the.

the Predator to get the plans and then running off with them on
foot, or by moving a crew inside the Predator and driving it
2w, Ayl whchclise s e Pt wuld
ing phase while they either picked up the
it gk IS o lklon T Even s fuly
operational, the crew had been killed by a rogue swarm of
buzz-squigs. We decided that the Orks would need to -
Mekboy ora Spee Fisk anboard t supervise drving the
“comans tank but any Space Marine could act a
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WAA GHAZGHKULL!
(Jervis Johnson)

lomed 1 beped et ho Gl o b e o gttt
‘any Space Marines near the Predator, but I also wanted to
iem o oy o sy o ay e b The G, i

Veteran Ork m abigun
oty s The e s ) o et G esaaiis withomt kg A ey b b s Tower
4 proportion of hea

Waa Ghazghkull, Andy’s Goff warband in the "Ere We Go
rule book. There are, however, a number of important

change i the uperading of Ghazghlall fom  simple Ork

pecial character described in White Dwarf
B2 zsn poatsho i e cxpeasve, bt 1 would bave
been Ghazghkull o enter batle without
ek eaowned leae,and i specil s were bound 10

vy weapons than my other mobz, they
s 2353 5000 kit screen 0 ead e atack

of the Goffs, partially o support their flank, but mainly

1'had who could drive the Predator. As the Evil Sunz had
reltively few heavy weapons I wouldn't mind them
moving to suppor the Goffs, and if I could get the Mek into.

character I could have who would be able 10 fight Ragnar or
Uik on anythin like ven tems. Ghazghkull's aitiul
retinue has sta h as it was in Ere We Go, except
that in this battle 1 xphl ot Gorbos (te Mekanial) and
Grotslag (ihe Runt a Shokk Atiack Team. I'd
v et SR A OB s 15T looking
forward to giving it a try.

The Ok Beye mobe fud undecgonc » firy radical

the ones in "Ere We Go. This was
Docuiie o acpariomeos ettt stk it fat
small mobs of Orks are simply not as effective as large mobs.

buy Orks in bulk, because each extra model bou;
costs only 7 points instead of the normal 10, a hefty 30%
discount! Secondly, large mobs are harder to break and rout

i imeadof only five. Admittedly the number of mobs
in the warband has been drastically reduced (though this is
partially due to the increased cost of Ghazghkull) but I fecl
that the loss in tactical fexi ore than compensated
for by the warband’s increased siaying power.

‘The final major change was the inclusion of some rencgade
Speed Frecks and the subsequent r-organistion of he
ical breakdowns are the bane of
any Onk By o, 20 i 6 8 Sy ane o o o o
luce the chances of them occurring it is well worth taking.

By now L had et up over 30 s amos s many

units 0 take part in the attack on the Predator. Because of this
1 decided 10 use my remaining assault units — namely
Ghazghkull, his Speed ~ t0 launch a
flank attack on my right. I was farly certain that Andy would

the Predator and I hoped that my fast moving mechanised
units would be able to overrun this posit

sweep on round behind the Space Marines who would be
attacking the Predator and

The next two units I set up were my Death Skulls and the
Shokk Attack Gun team. These units were equipped with
heavy weapons and would provide almost all of the
supporting fire for laced them on the
two hills on my edge of the table where they could see as.

:dvznuggo{'"qupedﬁmksgt a3+ saving

at afects their vehicles, so they are a must
o smy Ock wwrband tha dasr i 0 Jeye & ol o€
defunct vehicles across the battlefield. I also took the
opportunity 10 use a Super Heavy Ork Dreadnough from the

sgh room
wnh o Evh Son and ol st pleco thom n

DA PLAN

Ihad played.

b:.lvy 5epons wers plcod s he e kil s the Stk
50 they could provide extra supporting fi

meant that my Weirdboy was at he back of my i
near the front, where he would be most useful, but

o mlly have much choice in the matter as there simply.

the past, where the objective was simply 10 wipe out the

wasn'

Some how or other I had to get the plans that were in the
wrecke ‘able in order to win the
game. An added problem for my Orks was that only
Mtk o Spoed B cond v e i, it
the superbly trained Space M:

any of their models o perform the same action.

Bearing this in mind I decided to set up the vast bulk of my.
force asclose 10 the Predator as T could ge them. My largest

befi
Ing: but unwxeldy amy ke the Oks, My Goffs and il
Sunz, supported

opposite my right and then swing round in support of the
tack o the Predtor. Finay. he Shokk Atiack Gun asd
Death Skulls would lay down heavy weapons

single unit was the Goffs, so I set
the Predator and the full 12" in from my table edge that | was

wose

their heads down.
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GHAZGHKULL THRAKA’'S ORK WARBAND

GROTNOB’S MOB SPEED FRI

Grotaoh - Drifbns,pasms sl powerarmor, bl it 3 esth Kaptain - flak armour, bol pistol. §
‘Skulls - lak ammour bolrs. 2 Death Skals - fak armour, heavy bolies. ‘Speed Frecks - flak armour, bolt

ol 2 Dt Skl 1 o ey, st teithrt ol
1 Warbuggy

15 Gofts — lak armour, bolies, bt pistol & fag sk bomz. § Skarboyz
~ Rak armour, bolters, ot pistols & frag stkk bomz (1 with a heavy
plasma gun and | with & heavy boler)

m«n
Grog - Drillbos, fak armour,
oy corio e el o 1 Wartrak
T R e eoaio:

MORGOG’S MOB

© @ eirevr 1ok o 2 Minders ik amour e

Morgog - Bighcs poveramens obi-weapon § Bad Moons ak
armour. bolers.

ters. 1 Bad Moon - lak armou, ascannon,bol pivtl. 1 Bad
Toon -k ammoue, oo, ok pta

SHOKK ATTACK TEAM
Mekaniak -k srmour, Shokk Atsck G, bo il
@9 Kuniherd: ko, b sl whi. 4 Snding ases

Gretehin: § Goff Gretchin - blunderbusses

o0 00. 990 o @@
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THE SPACE WOLF BATTLEPLAN
(Andy Chambers)

Give them death n he name of Russ! Feedthe Wolt”

(Brother Ulrik’s battle cry.)

‘This would be the first time for ages that I'd fought a

koo 40,000 bl gxinuthe O L Ene that
ervis's s very mumeroas, and would iclude 8

i anduncs s ¢ large mob

Fortunately, 1 could call upon the not
inconsiderable prowess of Ragnar Blackmane, Brother Ulrik,
jal Storm Caller and the Wolf Guard to toughen up the wolf
brothers. | was tempid 0 included some. brother marins
from the Uliramarines o ngels 1o increase my
oponea et s JeAb ot ot e Ooks o
field and the closeness of the terrain meant close combat
inevitable and I decided that a purely Space Wolf force would
be better suited to fighting its way 10 the objective and back.
Aftr trallng up the value of my three squads  began t0 34
onthe i ponts fo wen ges to my
e Blood Claws with & paricularly deadly
ctm\h\nlllon o close combet weapons such as power s,
tols, hand Tl

1 decided to break the Grey Hunters and Blood Claws down
into basle squads which would supply me with 3 ttal o $

bl bt s o weapoes. o ol e ey
s wre syt o e bse s armed vih by

armed wit
ks sl st o 08 b e, |
decided to divide the Wolf Guard amongst the Grey Hunters

2nd Blood Claws 30 ht one would aceompany cach batte
squad. This would give each squad, in effect, a small
Dreadnought 0 support them!

THE BATTLE PLAN

1 didn’t have too much time 10 think about my plan and
deployment, so I decided o take a direct approach to the
problem. | wanted ‘game with as large a part of my
force hidden as possible. This would enable me 10 avoid
100 many casualties if the Orks won the first tun. This
stricly limited where I could deploy because the hidden

T knew that because the Orks vastly outnumbered me, | would
e 10 avoid bi atriona gun batles at ll costs s e

plety of cove oot downon e efecvesee of
. Of course, the Space Wolves w.!y B
with the Orks at close

weapons. The Long Fangs” sergeant was armed with a power
axe and one of their heavy bolters was upgraded 10 a
lascannon 1o give them some extra punch against any Ork
vehicles or Dreadnoughts. The additional cost of these
weapon upgrades meant that I'd spent over half of

points on squads but I thought that it was well worth the cost

bring down the toughest individual.

1 placed Ragnar with a bate squad of Blood Claws in hiding
behind the low hill next to the swamp. They were supported
by Wolf Guard Olaf, armed with the heavy flamer. I easoned
that this squad would be the one most likely 10 get into close.
combat with the Orks, hence the placement of Ragnar and
Olaf here. Also hidde i

Thad a feel
o0 tight o risk running into Orks at close:
q\nm:ls if lhey C e I
results would be very.

1
Blood Ange L

e pue s e ULl il
e o0 s s s but 1 et contient
that they would pay for oo i joined.

temple, I placed the Grey Hunter battle squad armed with

“These were accompanicd by Brother Ulrik plus Thorolf and

Gunnar

1placed the Long Fangs on overwatch up on the rocky hill on

my left lank. From her they would have a good feld of ire
1

p
very difficult o shoot because of his special ability which
allows him to dodge incoming fire. Brother Ulrik would

re | had no morale problems and he came cquipped with

placed the other battle squad of Grey Hunters (also in

rEan S e R gund the Long
" fank against any Ors w

o i S Colle and

nades — potent weapons
against Orks. Njal’s powerful psychic abilities would also
hopetlly help o edres he balance against the Orkish
s Wind Blast abilty would b cspecially \ne[\ll
Saains cloaely-po obz_. 1 spent the bulk of m;
remsning poits on four Wolf Guard in

el Gt gl becase ey e rter o on i,

plan
and seize the Predator and either drive off in it or grab the
‘plans and run. In cither case they would first head off behind

i they afforded the

arming one with a heavy flamer and one with the
feared assault cannon.

hily

1 couldn’t quite afford the Wolf Guard sergeant, s0 1 used my
remaining points to buy extra equipment. | bought the Long.
i Krak grenade

edge of the table. The two squads in the craters behind the
ruined temple would first move into the temple itself and
supply covering fire for Ragnar. Fr they could then
cither charge out 10 help Ragnar get to the plans or fight a
rearguard action as Ragnar and the Blood Clay

10 five of the Grey Hunters. I gave Photon Flash Flares to the
Blood Claws (these are particularly useful for close combat
troops as they can be used at cl
accidentally blinding the Space Marines) and final

harnesses loaded with Frag grenades for two of the Wolf

quarters. This gobbled up my remaining points nicely, so.
I ro0ps

ng
and 1o the rocky hill in the centre of the Orks line, so they
ly long range fire support by shooting at any Orks
g scsond b emsyiwsepueatnd ik Tt any
icles hey couldsee. | had bought plasma missies fo the

Gropping  corin o pasm o o of te Orkent they
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RAGNAR BLACKMANE'S SPACE WOLVES

®e® 000

®®

Ragnar Bak Lord - power amor,
ol ol cheimowond. rg and sk genade

Uleik the Slayer: Wolf Priest - bolt pisto, plasma
pistol,crozus,fag. krak i grenades.
1 Stormealler: Rune Priest - power armour, bolt
o o g ek i

GREY HUNTER PACK
Power armour, commanicator, respirator, autosenses,
bolt pistl, frag grenades
Grey Hunter Sergeant - power sword, plasma pisol.

‘Grey Hunter Veteran - power fist, bolt pistol, krak

BLOOD CLAW PACK
Pover armour, communicator, respirator, autoserses,
bolspisto,rag, rak.and photon flare grenades

Blood Claw Sergeant - chainsword, power ist, bio

Blood Claw Veteran  hand flamer, powes fist.

2 — hand flsmer, (1 with 8 power sword
and 1 with  chaimsword)

‘axe and 1 with  power fst

WOLF

Rt g 1 gt o
vt ek poweae)

LONG FANG PACK
Powser armour, communicator, respiraior, auiosenses,
bolt pistl, rag grenad
Long Fang Sergeant - power axe, b un (trgeter).
2 Long Fangs — missile laun-her (irgeter and,
o ke )

amg  heavy boller (treter and suspensors,
el ]

— ascannon (argeter and suspensars)

SIVI=EU)

Brother Olaf — heavy flamer, power fist
Brother Egll - storm bolier, power fs, grenade harness
(rag grenades).

Brother Gunnar - assault canson,chain st

Brother Thorolf - storm bolter, chain fist. grenade.
srenades)

Total Army Value 1998
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DEPLOYMENT

RAGNAR BLACKMANE’S
SPACE WOLVES

GHAZGHKULL THRAKA’S
ORK WARBAN

© st Speed Frecks

© oM E Warbugey

[« QT g Spesd Frcks

o Grog's Mob Warnrak

Ghazghkull's
battlewagon,
2 ot reinuc
£ and Painboy.

000 G
g petvirs

Shokk Attack Gun
Runtherd &
@ogimit
. Gretchin

wose

Super Heavy
Dreadnought

BLOOD CLAWS

@® s
@ e
@ piooacin

© FosBlckaane
Wolf Lord
Ulrik the Slayer
‘Wolf Priest

° Njal Stormealler
Rune Priest

GREY HUNTER PACK
@ serecan

@ Veteran

@ Grey Hunter

WOLF GUARD
@ Brother Olaf
@ Brother Egil
@ Brother Gunnar

@@ Broter Thorlt

LONG FANGS PACK

@ Sergeant
@ LoneFne




SPACE WOLVES ARMY LIST

woss

WAYNE ENGLAND.



‘THE FANGS OF THE WOLF.

ORKTURN 1
ORK TURN 1
stk b s s st e gt of davn
ikmiaeid s bz, Belving bt cris he
eft by Grog

surged forward, supporied on
-na s Evi Suns, Fomher e right, the Speed Freeks

o the Space Wolvs' lank. The decper rumble of o

‘Ghazghkulls battewagon added o the cacophony of

on the Orks” rght flank as mmm,nsnmmm

‘Speed Frecks. As the battlewagon began to gather speed, M:

Dok Gk sideny et s ot “No! N be o,

S e Qv i s i
jumped off Mmm-mmdnhmﬂﬁwmm

s ofthe baltid

0 the rear

Fangs went down as

their

position. The Shokk

Aack

up to full power and

Iaunched an attack at the

Long Fangs but was off-
+, spilling frenzied

Snotlings just short of

the bl

Even though everything

s going 1o plan,
Ghazghkull had nagging.

were also firing towards the Predator as explosions It the.

SPACE WOLF TURN 1

A st bowlwentupa he ey Haners and Blood Claws
leap p from concesled positons amongs the et and
fmw:dmwn-cnnnedmpkledhylkwo"ﬂ‘md
‘and Brother Ulrik. On the right, Ragnar
g of Blocd Claws s towars the i ko
the Predator. Almost immediately. the Space Wolves came
ander i o 1 Ork super beavy Drcadeoughd direcly
ahead of the ich
pe ot oot e g d e il
TEpS Rt sk Do Blod Cameives el

ot e e
e off with nx il st e setinthe
way now.

Ghazghkull’s attention
was wrenched back to
the battlficld as a hail of

rupted from the
Long Fangs and Grey

Freeks’

aack
swerved and fl

been waiting in support
and two of the Long

SPACE WOLVES TURN 1

wost

Gunnar
assault cannon on the great metal beast, the torrent of shells
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ripped ragged gashes across its midriff until green blood
ted amongst the ol and the Dreadnough fell slent.

“The Blood Claws hurled grenades at the nearby Snotlings but

el dew{oide o M ANt e

towards them. The Long Fangs sergeant c

ok s s et il e 1

the Long Fangs unleashed another volley of missiles into the.
Ork horde. A plasma missile exploded amongst rocks where.
the Death Skulls lurked, the incandescent flash making them
finch but caused no casualtes
A sccond plasma missile struck home amongst the Bad
Moons, blossoming into a ball of fire where their heavy
weapons boy? stood. One of them came staggering out of the
fire but the other Ork fried where he stood. The Grey Hunters
o the e nk basiedlong rang shots t 2 disan
ik, b il 0 i he rider, i olershels
nng\n;vﬂl.hw bike's surdy frame st
Unioicsd by Ghazghkul and he hnl\!mg Speed Freeks o
black winged shape swooped between the rocks. Njal Storm
Czllu i St
ber-raven, at the rapidly approaching Ork column.
Relizing that b had 10 slow them down befoe hey boke

A A e e
powers (o summon a great wind storm. A tumultuous blast
suldenly enulfed h warbikes,coggig heie enines and
Hiiaghet el with fying dust. Caught in the elemental

o s bsa, o Ok comid o it morethan g
oo thersaled ikes inthe tethof the orein gale-
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support the  Goffs,
dragging their protesting
struggling Weirdboy

surrounded on all sides
by frenzied Goffs and
Bad  Moons, the
Weirdboy started to
shake and gibber as he
sucked up the psych

i

sponge. Sparks and
weird lights began to
shoot out of his mouth

but his minders
held him fast and gripped
himtight There were too
many Orks in between
the Weirdboy and the
Space Wolves to allow
him to unleash one of his
strange and powerful

ORKTURN 2
ORK TURN 2

Enraged at the sight of the hated Space Wolves and incensed
by the death of their companions, the Goff bigmob went into.
the dreaded Goff Battle Rage. With a great howl, they

plosive
Grog and the Evil Sunz approached more cautiously.
attempting to pin down Ragnar and his bodyguard of Blood
a The

nearby Blood Claw, who kept them at bay with sweeps of his
chainsword and sprayed ther d fire from his hand
famer.

Ragnar also found himself engulfed by a another horde of

Snollings launched at him by the Shokk Attack G

tiny creatures proved no match for his batle skills and he cut
his st

his

s

o RN
'POSITION ON TOP OF THE HILL.




On the Orks" right flank the only vehicles that could move

were the war buggy and the battlewagon, the two warbikes

remaining firmly in place, paralysed by Njal's wind blast

Dipping and weaving, the war buggy hurtled towards the

Space Wolses silhoueited up on the hill. Ecstatic from the

speed and noise, the driver expertly avoided the incoming fire
Wolves S

THE FANGS OF THE WOLF

they spilled into the ruins. However, the normally deadly

it Thorolf and Gunnar into the breach and
el boody gl
‘cannon to keep the Orks back. The Blood Claw
ﬁynmunwsuoﬂmg behind the ruins finally cut down the

the a wildly

inaceurate melta blast over the heads of his tormentors.

sesimei e e
came screeching o 3 hal a the etinue

bolter shells and heavy weapons fire that raincd down on the
‘Space Wolves as the entire Ork battleline let fly with every.
Orks

o e SR VM e i o

Experty kg advastage of it ook

ghtning ot resctions m 0 dodge and weave

i p.u e i ok everything the

ke e et - e dhrough i lmost
‘Wolf brothers fell o the massed

e O T B e g e B S

Wolves' favour.

SPACE WOLF TURN 2
Ragnar weaved forwand through the chaos of explosions and

a frag grenade into the advancing Goffs, blowing three of
them to Claws leapt

On the left the Long Fangs hit the Death Skulls Orks with
anothr plasma missl,the incandescent lames burming
ihwough b Ok ith equal abandon. The Grey

S
e i o, A e et Brother Egil
stepped around one of the rock columns and tripped his

grenade send three frag. Tooping into the
e s ootat vi:
shocking violence, slaying two of the Nobz instantly and
almost decapitating the Ork gunner ‘ashe

tried t0 bring his multi melta to bear on Egil's hulking.

Egil's
dogh e rosring cxplosions s hecu down anthr Nob
and the buggy dri
It was all 100 much for the surviving Nobz. Ignoring
Gughollsbellowed s, ey rom o
“The i

Krak grenades at the batllewagon,
it the grenades did litle more than gouge chunks out of the.

B
his engine in anticipation of running down these annoying

gt wisljcmtog o siowurs s
it skidded 10 a halt. Brows knitted with concer Njal

the Predator (o retrieve the plans, their brothers rushing
on

flares amongst the nearby.
Evil Sunz Orks. The

white like miniature suns

sumbling bk chcing
attheir eyes. Brother Olaf
the Blood

Claws, hosing liquid fire
over the Goffs that had
made it to the rubble,

ing two into gutieing
torches.

The squads in the ruined

fire and frag
grenades to  support
s advance.
Brother Ulrik hurled his
virus bomb into_the
battle-maddened Orks as

'SPACE WOLVES TURN 2

fast amidst a swirling vortex of dust.




THE FANGS OF THE WOLF.

BATTLE ERUPTS AROUND THE PREDATOR AS THE POWER OF THE WAAARGH! SENDS THE ORKS INTO A FRENZY.

ORK TURN 3

Ghazghkull knew that he had to do something soon otherwise.
the batle would be los. Rasing his eyes skyward, e
ot b i )
Gork to aid hi red his call
iy afor: it o e S coegyol e
savage Ork gods, Ghazghkull bellowed his defiance at the
Space Wolves, his cry
being taken up by Ork
afier Ork, untl the
shouted WAAARGH!

inded all over the

Skulls
pin- e o
0 shoulder their weapons

oot noy
wnuhm them.
e W
port i the e

Threst of the Octa
ack The ot and the
Evil Sunz charged the
‘Space Wolves around the.
Predator, Grog and two.

ORKTURN 3

Gol!s :creseog Ragnar

n deadly band-1o-hand combat.
restof his Bad Moons followed up in support,
e Wby dr.lgud along by i wo mindes. On he g,

Ghazghkull and Makari leapt from the wrecked battlewagon

nd rushed towards he Space Wolvs on the il Their places

were taken by Ghazghkull's shame-faced
e s TS T i epporieg o
Ghazghkull as he advanced.




Once again Ork fire
rain on the Space
Wolves, but the Orks™
shooling proved even

re inaccurate than

hetore. and oaly one
Space Wolf fell to the
massed fire of the Ork
army. The Shokk Attack
Gun once again went

haywire, and the last two
groups of Snotlings
of the ruined temple
et han i the

T s e
by the hand-to-hand
combat between the Orks

and  Space Wolves
around the stranded tank.
Filled with divinely
inspired battle fury, the
Orks hurled themselves
at the Space Wolves.

SPACE WOLVES TURN 3

Grog's mighty powers, Towering ove the prone fgure
ros pspare 0 dlivethe i blow tat could il mm
s 8 o o O LT
el clas in Ragaar's boos lcemlmg B
surpised Ork Nob before drivng into is heart. Grog was
dudlx’mhchlllh:gwnd Jospird by th cxample st by
their Lond,the Spage Wiatees edosied ke ofors
e e
batle Sgace Wolren: Ok air Ok e dowa
. gmm blood without the Space Wolves taking
single casualty.

Ragaar bounded t0 s ot s i e 0 s the Orks
their last desperate bid to capture the Predator and the um
plans it contained, S e

vomited forth the. mnbh e cneries e Courscd i s

‘THE FANGS OF THE WOLF

o s Thoct advmnced tevogh e e, it
by the i g fashes 1 they o o s i

Orks. The chatter of Gunnar's assault cannon echoed
5 baleAckd umi it was slcaced by & jums Rashing up
behind them, the Blood Claws hurled Phoion flares amongst
the yclling Snotlings, blinding them with actinic flahes unil
it ¢ screcching Imost unbearable.

Around the Predator, the surviving Blood Claws slowly
the devasiating prychic atack, saved from

being butchered where they lay only by the fit

chargeof Ragaar andthe st of e Space Walves

e bt af s Prcto an b v cogs

lay frmiy in the Space Wolves” grasp.

Missiles leapt out from the Long Fangs” positions. A super
Keak missile ricochoted off the argoured fucl tank of
‘Ghazghkull's battlewagon, much (0 the relief of the Nobz
inside i ‘missile burst at the feet of the Bad M

og. instantly engulfing him in unquenchable
plasma fire. Egil slipped away behind the rock spire and

T o O P
i belt st g dodgn o ey o

s
e L i by

clutching their heads in agony. Two.
over them, and the survivors lay stunned, unable o do
anything.

SPACE WOLF TURN 3

ooyt ko7 (SRR et g ks
behind Egil caugh sight f the othr warbike and kil it

Grey Hunters backed away from Ghazghkull, their boler
shells bouncing off his glowing form. The psychic power of
the Waaargh! still coursed through him, making him
invalnerable 1o the Grey Hunters’ weapons.

Njal allowed the wind blast slowly die down. It had served its

“The old Runc Priest marshalled his strength and prepared o
meet Ghazghkull’s deadly powers head on. He would finally

‘With a how the Grey H leapt into
‘combat with the Gofls around the Predator. Ahead of them,

Tomeeh s o W S S
Weirdboy. Inspired by their Wolf Lord's e

g As
be gazed down from thehill,be realized that Ghazghkull was
‘gone. Hidden by the smoke and flames, Ghazghkull had made
£00d his escape. He'd realized that this battle was lost, but

£
Ghazghkull Uruk Thraka again. With their leader gone. the

and chainswords cleaving through the Orks like knives
through buter.

i e, vt foth e bt il 8 Gangers 23
b




THE FANGS OF THE WOLF.

SPACE WOLF DEBRIEFING
(Andy Chambers)

‘Well, everything went more or
less according o plan, mainly
because Jervis sct up his Orks.
pretty much where I thought he.
would, even down 1o puting 3
force out on his flank to take th

hill with the Long Fangs on it

inder it was
just as well I put Njal and a
battle squad of Grey Hunters
over there to support the Long.
Fangs, otherwise Ghazghkull
and his merry Freeks.
would have been all over them like & rash. It was a bit of a
‘gamble on Jervis's part 1o undertake such a bold outflanking
move, butif it had come off it would have thrown my plans

by cutting me off
edge. In the event, it was stopped mostly by the combined

Guard Bl who singlehandedly rmpaged throvgh tree
Nobz, a war buggy and

But self congratulations aside, it was pretty dumb of me to

Al sl e s o S et ol s e

for the flank attack, or had dedicated a smaller force o it, my
ocage tree s in he centr wouldhave boen Overron.
A it was, I think that the Orks in the centre badly lacked the.

kind of hardness that Ghazghkull and his retinuc could have
supplicd. Unimpeded, Ragnar and his squads ran riot through

woeo

THE BLOOD CLAWS AND THE GREY HUNTERS ENGAGE THE OKS IN BITTER HAND-TO-COMBAT.

the Orks and there was it they could do to stop him. Even
in the round when Ghazghkull unlcashed the Waargh!! the

for no loss to the Space Wolves. The only severe losest
suffered in the centre were from the Weirdboy's death w

wer us about oing ot of momentum, s ncredibly
lucky t0 avoid taking more casualties than I did, though
ok et s whioer cove 1 conld 1 e evi's
chances of htting
The other slight spanner in the works was the Snotlings
pinning down the Blood Claws in the ruins for 3 turn, an
anncying incident,bu not o0 damaging overal. A minor
pein whiehhad ok me sbou tedepoyment o e Blood
e h 1 sould ave lced them loser 0
e et i et wappins e pace with the Grey
because the Blood Claws were out of range.
with their bolt pistols and grenades until & whereas.
the bolter-armed Grey Hunters wouldn't have had such
problms This s a mino oint, but it detals ofienadd up
1 victory or defeat n a close-run
(G Tt e i s kil oo,
{ending 1 snipe a avalabie trges ntead of onceetraing
on crippling one mob of boyz per tum.
Of my three characters Brother Ulrik never made it into close.
combat so he didn’t make much impression, even his virus
bomb aled sbysmaly. Nial did seliog servce where e
s e it urpls o requiements e, Pacing
E;.x o a1 af the Grey Hniee on verwatch on um ne
KUy Wl e 4ok ot 2 5000 Job of Kecping the

his powers would v e e 1o e - e Weidboy




certainly wouldn' have lived long enough (o get of his death
wavel Ragnr was cvery bt 2 unsioppable s 1 hoped he
would be and hi o dode saved i rom being it
amerous s - ralyispiational

Overall, I think that in the rush to deploy my forces and get
playing 1 overlooked the main objective of the game

‘THE FANGS OF THE WOLF

When you are playi

g game you must always keep your

in your mind. This.

ot aclly gt syt orge. In s game i1 1o
s grab the plans from the Predator, nothing else

achieving that objective. From this point of view setting up.
Ghazghkull and his retinue o far to the right was  bad
istake. As e

e b T
Unfortumiely for i, Jervis compounded his problems by
Spreading his efforts across his whole front, trying 10 inflict
casualties here and there and then making a half-hearted stsb
at akin th Prdatr withth Goffs afe hey had alrady
suffered a horrendous or once, the.

iy veats ot i ol gyl th Ork [t

a battle rage. The Goffs going into battl rage was something.
of a double-edged sword: while it stopped them firing their

avy weapons, it al them immune to rou tests, s0 |
ended up having to killjust about al of them.

WAAARGH!
(Jervis Johnson)
B, o i bty

isaster, wasn't it! Although |
e )

the Space Wolves. The attack on the hill would have been a

e ons i etet the apposing army). but this

A aen st AL v pecn baciion
perfectly well by the Speed Freeks on their own.

not kind in the
for me in this game, 1 can’t
really use that as an excuse (o
i e and
execution of my plan mhzrc
e Hawed One of th
RE L
B st e
10 study what happened in a
game very carefully. If | hadn't

Forget about this game, which would have becn a shame.

lfyn\lvchmllga ne where nothing seems to work out right
sy o end up blaming your defeat onallKinds of

ther! My
auack onthe Predaor was balfbesred and sow, mnly
because | into trying to wipe out the
Space oo o “han grab the plan from the Predtor.
Nowhere is this more apparent than in the way I directed the
firing, The ranged aiacks that made und therefore the
casualties 1 caused. few though they m:

5 O e e e o

What 1 did was attack Andy’s most powerful models
whenever I could, no matter where they were. This is a
sensible tactic in a normal Warhammer 40,000 game, but it

things st count
ofth mumber oftmes I've heard players ncicing monclf)
bemoanin thei b

lists, their opponent’s army is w
army is oo Howevet i you vant o ean from your

gt Lo el ot by =
more importantly, you should tr 1o do this while the game is
in progress

Part of the reason that 1 st so badly s because I became
complly denom e o roes oLk
e e of  bar doa, ikl the Space Waivs v

gunning down my boyz in dmv:s‘ A fantiot ove 39
casualties to 7 (a kill rato of over 4-11)
{hi s somewhat understandabl. Anyway, by sou miduay

capmimny. . g At sbout even and |

been strongly in my favour. And I could e sieved
‘same luck that

which I actually los s0 dissstrously.
Tuming my attentions to the other side of the table 1 do have.
t0 say that Andy’s set-up was, if anything, even worse than
he placed Ragnar in a sensible position, the
vast bulk of the Space Wolses were way off 1o my right, and
plaed v Bl ot ok n d e e P
because Andy likes to make sure

wmhldmgmmmmh:rswksulhmm Thisisa

ballistic skill and their lack of targeters meant th e

really stood a chance of winning. Mentall 1 had ghn\\lp and

wasthinking -IF only I was & it lackier and had » Space

Marine army 1 could easily win.” But in actual fact, as I will

explain below, I did have a very good chance to win, I just
dn'tsee it

10 spread his troops. place them 100 far away from
the main objecive (0 be seful. However, once the game

moves were directed to getting e plans out of the <ihd

dn.mdwhenmedxwzlldatnmvmy
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High Elves is the second volume
in the new series of Warhammer
Armies supplements. This fully
illustrated book details the
history and culture of the High
Elves and provides a full army
list and special rules for High EIf
forces in Warhammer.

‘WARHAMMER ARMIES
HIGH ELVES

This  indispensable supplement for the
‘Warhammer game of fantasy battles describes the
ancient land of Ulthuan and the armies of the
High Elves in complete and extensive

Ulthuan is the ancient island realm of the High
Elves and birthplace of true magic. An enchanted
1and inbabited by ¢reatares who were already
millennia old before the emergence of mankind. It
is the greatest sea-faring
Warhammer World. A great colossus standing
astride the ocean, it dominates the flo

from the Old World to the New and guards the
destiny of the whole world.

The book describes the great kingdoms of
Ulthuan including Tiranoc, Ellyrion, Saphery, Caledor and Yvresse and includes a comprehensive history of the Phoenix
Kings of Ulthuan and the great sundefing of the Dark Elves.

High EIf Army Listincludes the Phocnix Guard,th Dragon Princes of Caledor, the White Lions of Chraceand the Sword
Masters of Hoeth. A full list is provided for including wizards and monsters in your arate section

some of the the great Elven heroes including Tyrion, Champion of the Everqueen, and his twin e T he gresict
wizard in the OId World and founder of the Imperial Colleges of Magic. Also, Eltharion the Grim, Warden of Tor Yyresse
and his mighty griffon Stormwing

‘Special rules cover the unique High EIf repeater bolt thrower and many new magi

items and spells such as the Moon Staff
‘of Lillath, the Heart of Avelom and the great runesword Sunfang.

"Eavy Metal - colour photographs of the High EIf army painted by the world's finest
‘miniature artists, plus a section on how to paint the many High EIf models and the stunning
‘personalities of Ulthuan. S ‘\\
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