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GW AND CITADEL NEWS
2 The White Dwarf Crew

All the latest news from Games Workshop and the world of Citadel Miniatures,

1 0 THE LIVING DEAD RETURN

We recently decided o give our Warhammer Undead army a major [ace L, and certain

dedicated fanatics of the "Eavy Metal tcam undertook the monumental task of repainting the

whaole thing from scratch. They achieved this in record breaking time. so for the lowdown on
how they went about it,
just mrn o page 10.

GOLDEN
SPECIAL 2 DEMON '97
UNDEAD Mike McVey

PAINTING Mike shares his abundant
FEATURE IN fund of figurc painting

THIS ISSUE! know how with anyone

who 15 planning o enter
this years Golden Demon
Competition, Applicants
will also find an entry
form  attached 1o ths
article.

27 WHITE LIONS OF CHRACE
Tuomas Pirinen

The hazardous mountain realm of Chrace on Ulthuan is the
domain of some hardy Elves indeed. If you mtend to melude
any of these warriors in your High EIl army, then let Tuomas
give you some insighl into how they should best be deployed
on  the battletield. This article conlains tactics  and
background for the While Tions_ as well as full rules for their
renowned Captain, Korhal.

3 4 WAAAGH! '"ERE COME
DA ORKS
Andy Kettiewell

With this month’s Epic 40,004 releases, the entire (Ork range
will be complete, so Andy, a veteran Greenskin Boss, has
wrilten up his best tactical advice on the vanous ways in
which you can stomp an opponent [lat. The article also
mcludes some specialist advice from other great Ork
Warlords of our time such as Adnan Wood, Andy Chambers
and Warwick Kinrade,

44 THE BATTLE OF THE
VAMPIRE COAST

Andy Kerrlewell &

Tuomas Pirinen
When the High EIf Dragonship Ingranion is grounded on the
couast of eastern Lustria by a magical wind. 1t 1s obvious o
Captain Finrian that there is dark sorcery aloot. Enter the
Vampire Lord Luther Harkon to provide a bloodthirsty
Warhammer scenario between High Elves and the Undead.
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49 SISTERS OF BATTLE

CGav Thorpe
There is a4 new force to be reckoncd with in the
Warhammer 40000 universe, and they look
suspiciously like power armoured nuns.
Gav has wrnitten a complelely new
Codex, called Sisters of Battle, which
deals with the Ecclesiarchy and s
Orders Militant. These are the fanatical
devotees of the Emperor, ever poised (o
preach decency and ju.qtin:E ton
heathens and deviants m a hail of
bolter shells!

58 GRAND TOURNAMENT 1997
Jervis Johnson

The Grand Tournament looks set to
become an annual institution, with
plavers from far and wide gathering
o pit their skills against each other
over a weckend of senous gaming. To
find out more, read these pages.

THORSKINSON'S ISLAND

Rick Priestley
Thorskinson™s Island is .a Warhammer campalgn
currently being run by Rick in which many staff have
L armies vying for control of this isolated land of
_ —._fantastic riches.

61 RETURN TO

Rick has taken btme out from the
organisation of the campaign to cxplam
how 1t all works, and how you can go
about setting up Yyour very own
Warhammer campaign. You can either
o . use the rules for Thorskinson's
: Island. or there are some poinlers
on creating your own battle settings.

s

9 4 GREEN TIDE
RISING
Andy Chambers
& Gav Thorpe
This month’s battle report is an
Epic 40,000 battlc, pitting Andy
andl Gav against each other. The

Orks of Waaagh Upgskraga face
| the might of the Tmperial Fists
in an Escalating Engagement
scenario. The lension is high as
both players need their
reinforocments o amve gquickly
o avoid being overwhelmed.

In the last Epic 40,000 battlc
report published im0 Whate
Dwarf we concentrated on explaining the rules, but this time we've lel Andy and Gav
explain their tactical thinking during the game in more depth. So, read. learn and enjoy!

Producl Code: 6024995982791
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A COMPLETE NEW ARMY
'ERE WE GO, 'ERE WE GO...

This month sees the release of the entire miniatures range
for the Orks in Epic 40,000, from Warraks and
Buggies to Battle Fortresses and Garganls. So

here’s no excuse, get out there and
turn the univarse green!

With such a green tide
breaking over us this
maonth, White Dwarf
presents a laclics
article for all you
budding Warlords,
and the Orks also
fealure In  this
month’s battle
report. And if that
doesn’t  sate  your
appetites for destruction
then nothing willl

iT’'S IN THE CARDS

In this months card section you will
find an Epic 40,000 Battle Tracker.
This cunning litle device. (the brain-
child of Robin Dews) makes keeping
Irack of your army morale total

during games a doddle. battle

Fus! Dump

why not model the

vour battlefield and
little extrra fun into
Epic 40,000 gamas.

With this in mind
our chief model
maker, Owen
Branham, has
modellad a
bunker, A

Andy and Robin ham a go with the
new Epic 40,000 Batile Trackar.

S0 you can banish those scraps of
paper from the battlefield forever {(or
in our case, the cribbage board of
dgoom!] We've also included a
giagram of how 1o assemble your
mew Batile Tracker, because
we're Kind like that. Al
you'll need are 4 split pin
paper fasteners, and no

soon), but will al
through Mail Order
the near future.

; 1 H TF1A .I.
glicky backed plastic i
required. (Blue Peter eat Missile Silo

wour haart aut).

MISSION
OBJECTIVES

Objectives play an
important part in
many Epic 40,000

rather than sell the
lives of your ammy to cleanse, take
and hold, or caplura a card counter,

will improve the look of

communications post, a missile silo
and a fuel dump. These cool litle
models come free in every Epic
40,000 army boxed set [available

THIS MONTH’S RELEASES

Ork Wartraks et R - E4.00
{Four mimatures per blister)
Ork Scorchers .o e— R
{ Three miniatures per blister)
Ork Fighta-BoOmMMETZ ..icceeeieimseisssmisrsissssssssssrsises - £5.00
{Three miniaturcs per blister)
Ork Pulsa RoKKIE . cvcvinremssansaascnmesmsnsesssnnsessmmssassnss £4.00
{Five miniatures per blister)
Ork Mekboy Specdstas ..scicisisens £4.00
{Two miniatures per blister)
Ork Dreadnoughts e £4.00
{Four miniatures per blister)
Ork Squiggoths ..o £5.00
(‘Two miniaturcs per blister)
Ork Battle FOrtresses .. . £6.00
((Dne miniature per hlister)
Ork Flakwagon £5.00

{ Three miniatures per blister)
Ork Weirdboy Battle Tower .... £4.00
(Two miniatures per blister)

Ork Gargant.....cies £10.00
(One miniature per boxed set)

goenarios, and

objectives? This

add a
YOour

Tha Epic 40,000
Battle Tracker

Commumications Posf

20 b on sale
i
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JEWS NEWS NEWS NEWS NEWS NEWS NEWS NEWS NEWS

IT’S HERE!

Well, you had issue zero of Infernof in last
month's White Dwarf, to whet your
appetite, and now issue one has amived!
Expect to be bombarded with all sorts of
exciting goodies such as Warhammer
and Warhammer 40,000 action stories, Andy Jones
comic strips campaign maps, 3D city
scapes, gasp... Buy it now!

Our roving Rogue Trader Jon Gillard has reported back
to base with a valuable update on the latest Games
Workshop goings-on in the world of computer games.
Following hot on the heels of the highly acclaimed
Warhammer — Shadow of the Homed Rat™ comes
Warhammer — Dark Omens™. This new game from
Games Workshop and Mindscape sees the return of
Morgan Bemhardt in command, this time rallying his
armies against hordes of Undead. Jon says that Dark
Omens™ has a completely revised 3D battle engine
and will look even better than befaore.
Release is due later in the year

Watch this space for more details.

Games Day and Golden Demon are coming and I'm excited! After being bowled
over by last year's Golden Demon competition | just can't wait to see what's
entered this year. It's true to say that painting standards always improve and
I'm sure this year will be no exception. | saw some amazing single miniatures
at last year's competition, as well as some excellent Warhammer 40,000
squads and Warhammer Command Groups. So get painting right now!

But before you launch straight into painting your Golden Demon entry, there is
something I'd like to tell you about. The one question I'm always asked in the
months leading up to Golden Demon is “How do | win?” Perhaps a better
question to ask me would be "How do you judge Golden Demon?" Well, |
talked to the White Dwarf team about what | lock for in a great painted
miniature and later in this issue you'll find an aricle which answers both these
questions, and it's much simpler than you might think. ..
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SISTERS OF
BATTLE

The armies of the Imperium are naver
gaing to look the same again, There's
some new girls around, and they're the
meanast, toughest bunch of battle
hardened, boltgun blasting, alien
slomping, heretic hunting warrlors the
galaxy has seen since... well, as far
back as we can rememberl

The Sisters of Battle are the alite
fighting arm of the Ecclesiarchy, the
organisation responsible for ensuring
the fealty of the masses to the Emperor,

matched only by the ardour
with which thay pursue their
martial training. developing
combat skills equalled by few
others. You can read more
about the Sisters of Batlle,
and how lo use them as allies
in your armies later in the issue,
on page 43.

THIS MONTH'S RELEASE

Sisters of Battle .......... £E12.00
(hox set of six muniatures)

Their unguestioning

devotion s

GIANT PUDDING ALERT!:

MASSACRE ON STALINVAST

Aharror is loose in Yorkshire, and
aclually it's got nothing 1o with
puddings. Mo, its even worse
than that (you abwiously haven't
spgn my mother's Yorkshire
Pudding — Ed).

Our Yorkshire storas, in Leeds,
Bradford and the White Rose
Centre near Leeds, are nunning
some linked games wof Epic
40,000 and Warhammer 40,000
set in the frozem wastes of
Stalinvast. Across this barren, icy
landscape a homor worse than

any Yorkshire Pudding really is
trying o take over, So if you're in
the area go along and get stuck
in. (To battle that is, not Mrs.
Thamton's cooking).

All you need 1o brng i3 some
Spaca Wolves, Valhallan Ice
Warriors  or  Tyranids; for
Warhammer 40,000 or Epic
40,000, ¥ you dont have any,
either paint somea quick or Usa
the shop's. “Déployment IS at
16.00 hours at the battlefieids
listed below. Both your troops

and your tactical genius (but
mostly your troops) are required.

24th July — White Rose Centre.
Rain of Death. An Epic 40,000
game.

a1st July — Bradford. Chenkov
Sirikes Back. A ‘Warhammer

40,000 game,

7th August — Leeds. Ragnarok!
A Warhammer 40, 000 game.

Uroom! Uroom! Uroom!
Daka! Dakka!l

Curious things have been happening in the Studio of
late. The lads up in games development have taken to
wandering aroud the building going Vroom! Vroom!,
banging on the tabletop while yelling cries to the Ork
gods Gork and Mork and shouting Daka! Dakkal
Dakkka! at any opportunity! The reasaon for all this
madness seems to somehow involve Orks, bikes and
buggies in a combustive mix of 40K, Necromunda and
Mad Max! — watch this space...

SM3N SMIN SMIN SMIN SMIN SMIN SMIN SMIN SM3
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and all dancing A Bretonnian Grail
(Perhaps not — Ed).  Kpight on foot, what
Bretonnian Mounted is this? Yes the
Squires will provide oommoners can now
fast cavalry support e jed into battle in
for the armoured parson by their brave

might  of the  master, a knightly
Bretonnian ammy. Inall oo on foot.  His
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tower,
impre
“Why
Weill,
but th
you!
maore

NEWS M

f.’han'lpi-;m Hown Blower

EWS NEWS NEWS NEWS NEWS NEWS

"



.'t'h

THE TOPPLING TOWER OF TILEA.

Hidden away in his
secret den Migel Stillman
has been hard at work
on a new project for
Warhammer. Our Gutter
Runners have infiltrated
his lair to bring you these
pictures of Nigel's latest
craation, a Tilean leaning
tower, and mightily
impressive it is to.
“Why?" we here you cry.
Well, we could tell you
but then we'd have to kill
you! Watch this space for
more details, strange
things are afoot...

Bal Swarm

THIS MONTH’S RELEASES

High EIf White Lions of Chrace £5.00
(Three miniatures per bhster)

High Eif White Lions of Chrace Champion ........ £3.1)
{Omec miniature per blister)
High EIf White Lions of Chrace Command ........ £4.00
{Two mmiatures per blister)

High EIT Silver Helm Knighl .oocoonrisoniinnnnnens £4.00

(One mountcd miniature per blister)

Korhil, White Lions of Chrace Captain ............ - £6.00
{One miniature per blisler)

High EImew Ehﬂﬂ{lt ----------------------- sbEEE R £llﬂﬂ
(One Chariot per boxed set)

Circle of Blood ....ccceeesosscssssassassnsssmmnsess . £12.00

(Campaign Pack)

Undead Mounted Vampire Lord ........... senrsssssisene E8.00
{One mounted miniature per blister)

Undead Mounted Wight Lord ....... £6.00
{One mounted miniature per blister)

Undead Wraith Champion £3.00

{Ome miniature per blister)

£3.00

{Five miniatures per hlister)

Undead Mounted Wights ....... £15.00
(Four mounted miniatures per boxed set)

Bretonnian Mounted Squire Champion ... £3.00
(One mounted miniature per blister)

Bretonnian Mounted Squire Standard Bearer.... £3.00
(One mounted miniature per blister)

Bretonnian Mounied Squire Horn Blower .......... £3.00
{One mounted miniature per blister)

Bretonnian Grail Knight Hero on Fool......oovee. £4.00
{One miniature per blister)

Bretonnian Mounted Squires .oeeeeresaneeens £3.00
{One mounted mininature per blister)

IT'S COMPETITION TIME...

Well it isn't actually competition time, but
it is time for the results of our last
competition to win copies of the Circle of
Blood Warhammer Campaign Pack.

And the winners are_.. (in no particular
order) wait for it, wait for it, {queue
drum roll)...

5 Jones, Wantage.

William Cooper,
Kidderminster,

|. Barton,
Steyning.

Kit Fraser, Badfordshire.

Michael Andersson, Sweadan.

J.A Vacher, Nawcastle upon Tyne.
Timo Sdffner, Germany.
S. Harrison, Suffolk.

James Fox, Shropshira.
lan Griffiths, Doncaster.

Congratulations to all the winners, your
copy of the Circle of Blood will be with
you shortly.

wumwwmmhuwmwmmmmumm Intarrat
addmaes; hitpihwes games-warkenop.com

FUBMISSIONE Al material
that the copyright in [ Is, by the very act of submmizsion, unconditanally

L by tha authar as beneficiel cwner and with full @i guenamead to Games
Limitad, W alsa nstain the right fo edit andfor amand all matenal as we ses

AL right in this way, plsse do nol send us your

. Sa, I you do not wish 1o
cannal m any othar way!

T
sdbmiesbon, We're alraid wo

sibmEled o 1 for publication i only accepted on the

wD7




For this issue we set Games Workshop model painters Matt Parkes,
Martin Footitt and Richard Baker a challenge. “Ere lads, can you paint
us an Undead army in two weeks?” Well, the boys done good and this is

the story of how they did it.

AN, DAN, DAN.DAN, DAN,
R, INMODLE-IDXXND [sing 1o Mis
it M

the prospect,

From the beginning we decided that our new
Undead army was to be a practical, well balanced

would contain a good variety of units
for use mm actual games and baitle reports,

Once the men for the job had “volunteercd” for
the mammaoth task of repainting the Undead armg
they began planning their assaull on the mass of
miniatures, Whatever force vou use, this "My o
the wall” view of an army being painted from
start to finish will provide some useful hints and
tips on assembling a great horde.

The army lsell has been strongly themed in order
to give it a very regimental [eel on the battlefield
The more fanatical Undead aficionados amongs|
you will have noticed that it is a “Gothic™ style
army. There are two distinct vareties of Undesd

Army, o
Warhamu
ypically
Mehekha
Dead, on
example
Andy Ke

To keep

army, the
ol strong,
significa

appearing
types. Th
predomin
indeed. R
livery of
conirasis

case of |

However
regiment
of paint s
o have a
army. All
the same
yel sull e



army., onginaling [rom different parts of the
Warhammer World. The “Gothic” Undead
typically hail from the Old World, while the “Al-
Mehekharin™ march forth from the Land of the
Dead. on the borders of Araby. You can see an
example of the this type of force, belonging 1o
Andy Ketticwell, later in the article,

To keep o strong theme running throughout the
army, the painters decided to usc a mited paletle
of strong, bold colours. Black and hone are most
significant, and are wsed throughout the army,
ippearing acruss the whole spectrum of troop
types, The overall effect on the table top of ths
predominantly two tone scheme 1s very striking
mdeed, Red has also been added sparingly to the
livery of the Undead, to provide yvel more simster
contrasts and highlights, This is most definitely a
case ol “less is more™.

However, creating an army with a strongly
mgmmented look doesn’t end wath just the choice
of paint scheme, The next, most ohvious point is
i have a standard image running throughout the
army. All the shields and banners have essentially
the same devices, which have been kept simple
wet still look arcat when viewed in massed ranks.
As well as this, the army has been designed to
rank up neatly into even units on the battleficld tw
make them casicr to shift on movement trays, a

WARHAM

Righi: Yowr first, easy primer 1o
becoming a black-hearted
scourge of the living.

process facilitated by posing
most of the mimatures in
similar positions.

The bases on the fgures have
also been treated il a new
way. They arc very detailed.
yel the effect 18 simple to
achicve. How all this has
been done will be explained
in due course, but the
brown flock and grass
(static Aock) used on the
hases 15 available from
most hobby shops  as
model railway sccoerv. To
complete the appropriate tabletop feel of this army
all the hases have been edged with Goblin Green,
s0 they look great on any green gaming lable,

By Mark Brendan

Well, here it is. The finished
Workshop Undead
army amassed o vilify the
from the suitably
Gothic surroundings of a
greal necropolis. Some of the
scenery shown here iy card
components from the Circle

Creammes

Fevirime
LIWLAE

of Blood Campaign Pack.
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THE FIRST REGIMENTS

The first regiments the painters decided to set to work on were the infantry units of Skeletons. These are
the backbane of the Undead army and Malt wanied more than one decent unit af these troops. After alg
he has to have something (o put on the table when he casts his Summon Undead Horde spell.

Although there were three different people painting these units of skeletons, everyone new the fook thee
were going for, and vou really can 't rell who painted which models.

The Wraiths are archerypicallf
evil creatures, and e pue
black of their robes refled

the darkness of their souls. It ol
rather handily fits with the liverydf
the rest of the army.

Mart had some advice to offer a8
maintaining your sanity whilst painting
large regiments of troops, and thar 505
break up the task by painting small unil
af different troops or single characin
in between. This will provide variel

and keep up vour enthusiasm.

regard 1o th
overall the

When painti
wsed by Mai
Steeds, and
riders arme
consider ho
Vou carn see
ranks rtend ©
the front a



The cavalry of this Undead
grmy were treated no differentdy to the infantry with
regand fo their colour schemes and livery, which has maintained the coherency of our

averall theme for the horde.

When painting the Skeleton Horsemen and Mounted Wights shown above, the method

ssed by Marr and the Team was to first paint the Undead
Steeds, and then move on 1o their riders. When painting
riders amned with spears or lances it is a good idea fo
consider honw the wnit will rank up on a movement tray. As
¥l can see from the photographs, miniatures in the back
rinks tend to have their w epony Faised, whilst those on
the front are lowered.

Painting characters, such ax
this Wraith Champion, reguires
a little more effort, but provides
an interesting diversiom  from
the regimenis.
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Throughout the remainder of thiz article we intend to
hombard you with a crash course in bow o paint the
hest Skeleton units ever (o lurch out of the earth, Man
has picked one of the casier Skeleton Warrior regiments
io focus on in detail, and illustrate the painiing
procedure step-hy step.

1. Snip all the Skeletons ofl the sprue and tidy them up
using a modelling knife to remove all the mould lines,

especially on the skull. This includes whatever
weapons and shields are required for the unit,

5. Water down some Black Wash and paing the really ]
dark areas, such a5 the eves und mouth. These areas |
need tn he dark for the contrast in bone colours to work,

f. Then paint over all the rased areas again with
Bleached Bone, making sure the paint covers the dark
layer undemeath. Right, that's the boring bit over with,
now the fun really begins!

7. The next stage is to mix up cqual guantities of
Bleached Bone with Skull White paint and lightly
dry brush the models, Remember fo use minimum

paint on the brush, as oo much makes the surface of the
model uneven and messy.

#. Dry brush the models with thinned down Skull
White paint. A word of caution here — use very small
amounts of white, or the model will look o bright
Obviously, this is not what you want to achicve since

14, The next
have cut the
next thing w
most of the

15. S0 now y
you're wonde

3 2, (zlue the Skeletons on to bases in
their varions poses, (hut keep them
similar as they are in units, and naot
individual models) making sure they
all “rank-up"” neatly, Leave the shields
till later om!

1. Spray "em - whitc 15 best, sinee 1t s
quicker o paint over with the bone
colour then black.

3a, Paint the enlire miniature
Bleached Bone, This allows ink to
adbere to the miodel

4. Mix up egual guaniites of Chestout
Wash and Black Wash (this gives an
off-black effect which is softer than
pure black) and cover the shadows
on the miniature = nb cage, [eel,
hands, amd back.

=

skeletons are supposed 1o be dinty and evil. 16, Starting w

an ideal mid
gaps between

17. Highlight
wionsd area.

18. The next
shield. Use B
Mithril Silver

9. S0, now that you have a unit of Skeletons painted, 55
timse to add the detail. Paint the weapons Chaos Eiﬂth
because metallic paint sits hetter on black, and then
paint the weapon Boltgon Metal lcaving a black lme
around edpes such as sword hilis, eic |

10, Use Mithril Silver as a highlight on the edges of
the blades.

1_9. Leave th
simply add a
the siume desig
20 The bases ;
Mare even sp
21. Dip the
Nock box, an
the cxcess mat
22, When it's
well ery “Wha
great to paing
mare durable.

23, Once dry,

|1. To achicve that rusty look I use Chestnut Wast
and Brown wash thinned down and then painte
over the metal areas. This doesn't upply (o just fe
weapons, but any metal areas on your nearly
[antastcally painted models.

12, On this unit | have painted all the hilts s
handles of the weapons a gold colour. The quicks
and easiest way to paint gold is to mix Burnished Goe
with Chestnot Wash, giving a muoch deeper, riche

cilour than using a Black Wash.

1. Highlight nsing thinned down Burnished (G
paint. When painting gold it is also a good idea tohsts Bone paint fog
a hase coual of black o work from, like with Mok Hr.ﬂt"lh I

Silver, = don't pae tow



14, The next stape Is painting the shields. After you
Bave cul them off the sprues and cleaned them up, the
mexl thing o do is spray them black. This is hecause
must of the undead shield colours are dark.

15, 8o now you have both sides sprayed black and
wou e wondering what to do next.

16, Starting with the wood arca, Snakehite Leather is
unl ldeal mid-tone brown for the hase coat. Leave
gaps hetween Lhe planks with the black undercoat.

17, Highlight with Bubonic Brown to complets the
wood area.

I8, The next stage is to painl the metal rim of the
shiehd. Use Boltgun Mctal for this and highlight with
Milkril Silver around the edges,

P18 Leave the, middle area of the shield black, and
~ simply add a transfer to the shicld. Remember to use
*the same design throughout to reinforce unil coherency,

- 3 The hases arc next, Mix PVA glue with water for a
mare even spresd, and paint on (o the base.

- 2L Dip the miniature into yoor “always handy™
*Mlack box, und give Lhe hgure a guick shake to remove
1 Jh excess material,
ﬂﬂ, When it's dry, varnish the whole figure. You may
el ooy “What ure vou doing ™", but Citadel varnish is
& Ereat in puint over, and it covers the flock o make it
- mare durshle,

- 2 Once dry, mix Snakebite Leather and Bleached
Hane paint together, then drybrush the base with it

ﬂ-ﬂn‘hmhﬂm base apain with just Bleached Bone
wdon’t use oo much or the base will look too light,

SKELETON WARRIORS

The humble plastic Skeleton Warriors

boxed set - where it all begins...

G

25, Paint the sides of the slotta bases
with Goblin Green paint, so the unit
looks good on a gaming able.

26, Stick static prass on (o the base in
small areas. | covered sbout & thind of
eich base in this matcrial.

27. Spray varnish the model again o
harden the grass and provent it falling
off every tmer you pick it up.

28. Very lightly drybrush the grass
with Bleached Bone [or a mope
weathered appearance.

29 Add a standard, and the umit is
complete — you now have a splendid
regiment to go and crush your enemics
with, ENJOY!.

&
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A new Campaign Pack for
Warhammer

Large war machines such as the Screaming Skl
Catapult above can stand freely on the batilefield, bt
the 'Eavy Metal Team have decided to base them ail

up in this army since that liile bit of extra effort s
off the model very nicely indeed.

The Vampire and Wight Lord depicted on the gl an
high level army leaders which were painted long befard
this project was begun. These models, originally painig

to represent the Red Duke and Lord Falk from the Cinlt
of Blood Campaign Pack, provided the painters with
inspiration for how the rest af the army should look onc

the decision had been made to repaint them. Hence g
are included in the new army.
Impertant miniatures like these deserve more o
and attention than the rest of the rroops, and each ol
took a single figure painter a full week to paint.

Tuomas Pirinen  Jake Thornton  Neil Hodgson  Richand
Circle of Blood is a new Campaign Pack for Warhammer wris
Tuomas Pirinen and Jake Thomnton, containing some cxcellenl
scenery produced by the talented hands of colour component artist

Hodgson and Richard Wright.

This is a great supplement for any Undead player, especially thost
fight against Bretonnians, the major adversaries in this campaign. T
not to say that you must know a Bretonnian player to use the sces
included in the pack, since all of the Campaign Packs provide mils
playing the games against allernative Warhammer races.

The Circle of Blood is the tragic tale of the Red Duke, a oncg
knight who became afflicted with Vampirism during the Crusadss

Thought to be dead and buried long ago, the scenarios in the
Blood describe how the Red Duke riscs once again from the g
summon forth an Undead horde. This once noble warrioe$
commands a host of the living dead, on a mission o desmg
Bretonnian Realm of Acquitaine. But [irst he must crush the
who stand in the way of his dire plot against humamily.

Well, to s
was oo, Al
for a living
painting
which an
themselves.
available fr
S0 YU can
the figure
under three
stops and p
each, per da

. gamer coul

reasonahle
months. A

S0 now

achievemen
their belr,
agenda is 1
Chaos arm
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- Well, (o sum up, the guys did it and a sterling job it _h 3
- was to0. Although the "Eavy Metal tcam do this thing :

for 4 living and get 1o spend many hours
painting each miniature, this is the sort of army
anyone can achieve if they apply
'ﬂl_nmrlves. All the miniatures for this army arc
wviilable from your local Games Workshop,
50 you can get hold of them easily. Whilst
the figurc painters managed Ihl: lask in
uinder three weeks by pulling out all the
'_ ips ind painting between 5-10 skeletons
h:h,perda} Matt reckons that the average
gould manage to complele this army, 0 a
teasonable standard, in maybe two or three
Fnﬂ:s A very realistic target to aim for!

{!umw that the team have got this

ehievement well and truly under

‘their belt, the next task on the

'm 14 1o give the same (reatment o our

Chaos army. The Undead will not be forgotten, This Skeleton
however, so watch out for more Chariot has had extra detail
in future issues of White Dwarf. added to its base. Basing fragile maodels

#’ b3 like this makes them more durable and

provides you with modelling opporiunities

such as adding the gravestones, which can

easily be obtained from Games Workshop s

Mail Order Department.
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A few extra plastic
Skeleton sprues are
indispensable  for
adding  scartered ,
Bones and skully for -
a macabre : "
atmosphere.

This is the magnificent Zombie Dragon,
surely the crowning glory of the Undead
Army. Mans advice for painting a model of
thixs magnitude is firstly don't be put off by
its size. Take painting it one step at a lime
I e and you will gel .rhn-:-ugh i
: ; Secondly, always pin large
maodels like this, the parts are
5o heavy that
vy comldd
be setting
yourself

up for
lot af

problems if
vou don .

Parts of the base of this model!

are actually buili up with real slare (making it weigh a ton) to do justice to

S g of such high quality. This is something vou should consider doing with vour

;. it spectacular models too, and materials such as rocks, branches and stones are
¥ 10 anyone who looks for them. It doesn’t take much to make all the difference.

Bl Ben fan B B E R O oL
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THE MARCH OF

i i 1
r!-. ". = Expﬁ'l'iﬂ
e e undere
. :.: ' ."..I'-ﬁ;‘_-.\.ll:. ﬂJI u“:
N With all this excitement over the Undead, we started searching for other E;?:’LT dl
R ' armies of the dead and dug up (Oh, har-har — Ed) a great one straight away. }  White, |
) Andy Kettlewell’s horde, known affectionately as *“The March of Damnation™ = iechniy
. is a fine example of an evolving Undead army and Andy gives us his tipson = basic
- collecting, painting and gaming with the living dead. I because
i wounld I
My Undead army was It is hes
thlE! first army [ ever ] painl on
- painted and T am snll green fo
o ] ; very proud of it Ir's now but
i . - good o pul some ellort . “army o
. ' into painting an army. It ' B an
gets cven .'I:l-c'.'lh:r v.th painted 1
: vour [mends come round
- m a because you can show it - B T " Bases a
e 3 ey off and say “I did that"! 2 3 T — even mo
PR I started collecting Undead mainly because I q___*".'.‘_r' '% L, TOEE the mini
‘ﬁ ol wanled a cheap Warhammer army that was quick —- : find a ne
R i A, and easy to paint. After | read the Undead Armies Ye Bombsvie of Deathe— Andy Kettlewells ary's
» 7 book, however, 1 found that I rgally liked the impressively cluntered painting area DELE-rI:'mn

background too. The image of an Undead horde
stumbling across the battleficld was just too | think it is important that every army has DEFEA
theme. There is always one aspect of an army the M
people like. | like skeletons. mummies an y favo
RAISING THE DEAD chariods so that 15 what 15 my army, | 28 really enj
added a wnit of ghouls because they eat peogls Warhs
(vum. vum). If you have units that vou actua m]“ bu
like then you will find them easier to paint. definite s

T lempling for me 1o resist

I am uvnuswal in that T don't buy miniatures in
huge numbers before painting them. When |
started to collect the Undead I bought a general

modde]l and a wnil of skeletons and then painted The Unde
them before buying the next unit. [ know it sounds GIVING THE ILLUSION OF LIFE If he dies

a bil 1_:|'|_'g;_-|_'|'|_i5“.].| but I can’t stand |'|.;:|1.."ir|g Tos of The standard of [!ilit'lti.]'lﬂ for any army 15 up o o Liche be
miniatures lying around that probably won't get  gamer, but T think everybody should try and passs ability 1o
painted for years! Only buy what you can paint, a neat army. The best advice I can think of ngiS= phase. M:

that’s my rule. now 15 1o ity and paint the army, not individ ¥ou contr
way to w

the magi

Hﬂntﬂg{:

10 choose

l‘lﬂdﬂm |

 useful spe

As well g

enough o

sure that tl
hh:il[ﬂﬂ: |
spell 1o be
should be
magical m

All Undeg
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The first thing | did before painting my Undead
was to find an casy way of painting bone. If you
have a good consistent bone painting echnique
then your army will look great. After a few
experiments | used the following method. Firse
undercoal the miniature in White and then cover
all the bone areas with Flesh Wash, Then use a
heavy drybrush of Bubonic Brown and then a
light drybrush of Elf Grey and f[inally Skull
White. As it is important to have a consisient
Iechmique for your whole army, 1 tried to stick to
basic colours. 1 didn’t want to mix any paints
because it would mean that every unit 1 painted
wiuld look different,

It is best to choose one or two army colours to
paint on shields and hanners. 1 chose vellow and
green for some reason that | can’t remember right
now hul other colours will do just as well. These
“army colours™ will help to make your units look
like an army rather than just a collection of
painted ligures.

Bases are very important when painting Undead,
e¥cn more 50 than anvthing else, Undead models
are smaller than those of other races so more of
the miniature base can be seen. It is important to
find & neat techmque and then use it 1o do all the

X army's bases. It doesn't have to be Golden
Dacmon standard, just neat and consistent.
b DEFEATING THE LIVING
1at ; 4 ;
d My favourite part of the hobby is gaming and |
e meslly enjoy playing with my Undead army. Other
le Warhammer forces are generally good all round
Llh; troops boi the Undead are an extreme army with
. defimite advantages and disadvantages.
Ihe Undead general is vital to the army’s success.
I he dies the army is doomed. My general is a
the Liche becanse he is fairly cheap and he has the
vl ability to use spells as often as he can in the magic
ght phase. Magic is very important 1o the Undead. If
als.

yoa control the magic phase then vou are on your
Wiy to winning, but if vour opponent dominates
Mhe mugic phase his can mean defeat. One
‘Mdvantage Necromancers have is they are allowed
0 ¢hoose their spells rather than being dealt
“mandom ones. This allows vou to pick the most
useful spells for each opponent.

As well as making sure your Mecromancers have
Bnough offensive magic power, you should make
e that they are well defended too. Undead can
Bebeaten by magic, (the High Magic Banishmeni
“apell 10 be precise), so al least two dispel scrolls
‘ibould be taken to battle and some form of
‘magical protection as well,

All Undead units cause fear or terror, and that
“means you should have large units, Fear is most
‘effiective when used with big units because if you
beal an enemy unit in hand-to-hand combat and
lﬂimmlh'.:r it, the unit will astomatically break.
‘When an enemy unit does break keep charging
fter it until it is completely destroyed. You
ilmid never give vour opponents’ troops the

'ua’-'luu'}.l

o W i 'II'I.II.I'IJ'I'

Andy goes to war against the scaly, armoured
might of the Lizardmen

opportunity (o rally and fight back. Victory points
are camed when whole units are wiped oul so
always persuc a fleeing unit until it is destroyed.

As well as a large unit of Skeletons [ also have
Ghouls and a few Chariots in my army. Chariots
are my favourite unit in Warhammer and they arc
deadly when_they charge. 1 normally keep them
close to my Skeleton Horsemen to form a
devastating attack force. My Chariots and

Horsemien have sometimes won the batle [or me
all by themselves!

1mmmmww Ehcl:Amm'ﬂlmII
Dispel Magic Scrolls,

| Mummy Tomb King riding an Undead Steed and armed
. ;wﬂhaﬂuneﬂhd’ennﬂthtﬂmﬁﬂm}_ *

28 Skeleton Wu‘rinrs armed mlIl ﬂmnl and shield,
" including a standiard bearer carrying the War Banser, and
. @ musician. The unit is lead by 8 Wight Champion
equipped with light armour, shield and a Wighr Blade.

10 Skeleton Horsemen riding Undead Steeds, and equipped
with sword, shivld and lance. The unit includes a standard
bearer with the Doomrider Banner, and a musician. The
Regiment is led by a Wight Champion riding an Undead
Steed, and equipped with a shield and a8 Wight Blade.

10 hhﬂlﬂnﬂ Wirriors armed with swords and bows,

15 Ghmlli armed with hand weapons. The regiment
mﬂuﬂfn a standard bearer and a musician.

4 Carrion.

Sﬂndmdﬂhﬁ'htsﬂu"-lllpﬂﬂnithmjthﬁ Thecrewnﬂ:
armulwil;hmrds:nﬂ hows. :
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In Warhammer you becomes
fearless commander, painting]
and assembling  might
fantasy armies to do battle @
the tabletop. Warhamme
provides you with the cof®
regiments of two armies
the knightly Bretonnians anf
the reptilian Lizardmen

; : and all the information yis
bl ’ need to collect and pan
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The Warhammer boxed game contains cverything you need to get started including
Citadel miniatares, buildings, rulebooks, dice, range rulers and much, much more.




Well, it’s that ime of the year again, the tme
when I'm asked “How do [ win this year’s Golden
Demon painting compelition?” The answer 13
simple, the best painted model wins! All you need
to do is paint a really good miniature, and I've got
a few important hints and tips to bare in mind so
vou can do just that.

Probably the most important tip is about your
choice of miniatures. Don't go for something just
because it's the latest release, or because s from
a currently fashionable army. Try to pick
something which yow really want to paint
regardless of whether it is an old or new
minigture. You will make a much better job of it
if you have genuine enthusiasm for (he project
rather than just trying to please.

The next point (o hear in mind i1s don’t neglect
your bases. There is a templation to break your
hack over the miniatures themselves, whilst only
paying lip service to the look of the base. The fact
is, a good base, finished with a little care and
attention, really sets off the model on it and
preatly enhances your chinces of winning (don™
obscure il with a mass of detail though).

[ON:

Don't try cntering all the categories. This may
sound obvious but some people think that if they
enter all the categories they’ll have more of o

chance of winning. This is unfortunately not the:

case, all von do is sireich yourself thin!
Concentrate instead on two or three calegories
and do what vou're best at, Il vou like vehicles
enter the Warhammer 40,000 vehicle calegory of
if vou're mad for characters then enter the single
miniatures category.

If you arc painting units or other groups of
multiple figures, it is important that they should
look coherent. Try and be consistent with (he
colour schemes of groups of models. This will
ousraniee they are more visually striking than
groups painted with two or more colour schemes.

As a final point, it is worth personalising your

models, particularly if vou are intending 1o enters

one of the single miniature categories. A
miniature comprising a lot of neat conversion
work, hand painted bannecrs and modelled detal i
in with a good chance. Just ask Neil Thomason!

Well that’s my advice, good luck!

Above: Escher gang with Underhive Scum and Wyrd Beasimaster, Mark Lifton s Ind place Necronunda Crang.
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‘GOLDEN DEMON:

Above: Space Wolves Wolf Priest. This was thelst place
Single Miniature by Neil Thomason. Neil was also the
1996 winner of the prestigions Slayer Sword!

T think the best way to illusirate the difference between a
brilliantly painted Citadel miniature and a 15t place Golden
Demon winner is to actually compare some models. In this
ase we're poing to take a look at last years |st and 2nd
place Warhammer 40,000 winners.

opa = = "% "1

Both these models are Space Marine Characters which
makes & comparison easier. On [irst inspection both Neil's
Woll Lord and Ben's Chapter Master ure obviously
Il]]mtlhf painted. Indeed, they arc of an excellent and egual
- pumting standard. Both are clean, crisp, smoothly blended
*and extremely well defined. Where the standard of painting
* 18 50 equal you have to look al other factors.

Agmd place 1o start is the banners. Both have individual
listgns that evoke the hackground of each chapter. They
e beutifully painted, to the standard of the mimatures,
b hut Neil's is taken a step further. The banner pole doesn’l

Above: Dark Angels Chapter Master: Last years 2nd place
Single Miniature by Ben Jefferson

just hold one banner but includes two smaller ones. There
afe other details oo, skulls, purity seals and batle tokens
peculiar to the Space Wolves as well as runic devices.

Turning to the miniatures themselves, 1 have to say Neil's
model is an amazing conversion. I've lost count of how
many individual models make up this completed character.
Head swaps, weapons, arms all make up a striking model,
which appears 1o be quite natural looking. Even the combi-
weapon, laken from Chapter Master Agrael, has been
converted to a different gun combination, once again with
wolves' leeth added as a [inal touch. Ben's miniatre
features some good conversion work but the detal on
Meil's model is much greater.

Having said all this, these are both great painted
mimatures. At the end of the day 1 had 10 make a personal
choice of who would be the winner and I chose Neal.

The look of the
base is almaost as
important as the
miniature! A well

finished base,

carefully
highlighted and
decorated, can
create a setting
for a miniature
sometimes as
well as a diorama
can!

Abave: Night Goblins, Barry Lees' 15t place Warhammer Command Group.

woaas




GOLDEN DEMON CATEGORIES

1. Best Warhammer 40,000 Miniature

Any single Warhammer 40,000 miniature on a standard round
slottabase. Individual models mounted on Bikes and the like
should be entered in Category 3.

2. Best Warhammer 40,000 Squad

This category is for Warhammer 40,000 squads chosen from
the Squads section of the Codex army lists. Note: Space
Marine squads must be [ull ten-man squads and not five-man
combal squads. Other races may be chosen within the army
list parameters (eg: Dark Reapers 3-7 models, Snotling Herd
2-10 bascs plus a Runiherd, etc). This category includes
squads mounied on Bikes, Jethikes and Warbikes as described
in the various Codex lists. All models must be presented on
standard gaming bases (slottabases where they're

Appropriate).

4. Best Warhammer 40,000 Vehicle

This catcgory is open (o single Warhammer 40,000 vehicle,
Dreadnought or War Walker models. This category includes
individual small vehicles like Bikes if appropriate to the
model and the army, eg Eldar character on a Jethike or Space
Marine Chaplain on a Bike.

4. Best Warhammer Single Miniature

This category is open to single Warhammer miniatures gn
standard slottabases wp to 25mm x 50mm maximum size
(cavalry base). Models on Monster bases should be entercd
into the Monsters and Creatures category.

1997 COMPETITOR’S
GUIDELINES

* You can only enter once in each category and all entrics to the
Grolden Demon Awards must be painted Citadel Miniatures.

* All single miniatures must be mounted on the appropriate
gaming hases.

* Conversions are allowed, but should be consistent with the
atmosphere of the game world and spirit of the miniatures.

» Overall, the judges will be looking fur well-painted miniatures
that adhere w the imagery and ethos of Games Workshop's
= All entries to the 1997 Guolden Demon Awards must he
personally handed in und registered at the National Indoor
Arena, Birminghum, on the 28th of Seplember 1997,

* Competitors will be fully respansihle for the transport of their
own entrics to and from the competition and for sturing their
own ransport and packing matcrials on the day.

» Once they have heen hooked in, Games Workshop undertakes
mmﬂmﬁmmmthtMMUu
responsibility for loss or damage to individual entries. Entry to
the competition is entirely at the competitor’s own risk.

» Entry into any of the competitions gives Games Workshop the
right (o display, photogeaph and publish any eatry as they see fit.
The judges’ decision is final and no correspondence will he
entered into,
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Above: Epic Titan, 15t place by lan Hodgson ;]T;
| :
5. Best Warhammer Command Group | wild
Entrics for this category consist of four Warhammer i
miniatures on their standard slottabases (25mm x 50mm adher
maximum size as for single miniatures). Your entry must Work
include a Standard Bearer, a Musician, and a Champion for :isu :
a single regiment plus an Army General or a Wizard, :‘T:hh't
6. Best Warhammer Monster and sy
or Warhammer 40,000 Creature
This calegory is open to Warhammer or Warhammer 40,000
monsters on 4kmm x 40mm or 50mm x 50mm standard

hases. This covers Avalars, Ogryns and Tyranids and you
may include 1 ndden monster if you wish eg: Orc Wyvers,
Chaos Dwarf Bull Taurus, etc.

7. Best Necromunda Gang

Entries for this category consist of an eight model
Necromunda gang (4 models for Spyrer teams). All models
must be presented on standard round slottabases,

8. Best Epic 40,000 Titan

This category is for a single model of a Titan or Gargant, on Nam
its standard base. This includes Warlord Titans (Tmperial of Addr,
Chaos), Imperator Titans, Gargants, Great Gargants, Meps
Gargants, Revenant Titans, Phantom Titans and Tyranid s e
Bio-Titans (Hierophants and Hierodules). Postc
9. Best Epic 40,000 Battleforce | Telep
Entries to this categury should be made up of an Epic 40,000
force consisting of one or two Detachments of mode,
There should be no more than 10 vehicles or War Engings
and no more than 20 units of infantry or hikes. mg‘
10. Battle Scene Descri
Entries for this category consist of a Battle Scene from L
either Warhammer, Warhammer 40,000 or Epic 40,000, The
display must not be larger than 30cm x 30cm and the
maximum permitted height is 30cm. The Battle Scen FOR OF

should have at least two miniatures arranged in a’comba
pose, but otherwise there are no restriciions on the B
scene’s theme or content,




(GOLDEN DI

The Young Bloods Competition

The Young Bloods painting compelition is open to any competitors aged 14 years or
under. Your entry should consist of any single Citadel miniature, cither Warhammer or
Warhammer 40,000, on its standard gaming slottabase (25mm round basc for
Warhammer 40,000, 20mm or 25mm square base [or Warhammer).

Noic that this year you can enter both metal and plastic miniatures in the Young Bloods
eompetition. 2

The Open Competition

the Young
Blods

Category, by

The Open Competition is lterally what it says — an open opportunity for you to let your
imagination run riot! There are no restrictions on your entry, so it could range from a
single miniature o a sweeping diorama, Anyone can enter the Open Competition,
including Games Workshop staff, so bewarc
that the competition will be stiff! In fact this
yeur we are even going to let Mike McVey enter
i increase the pressurc on Dave Andrews who
has won both of the previous Open
Competitions. As Mike will be entering himself,
the Open will this year be judged by a panel of
goteries including John Blanche and Rick
Priestley. Remember thal no matter how
wild your cntry, they will be looking for
well-painted and modelled miniatures that
adhere to the imagery and ethos of Games
Workshop's fantasy universes. You arc
lso allowed to include conversions if you
wizh, but they too should he consistent
with the atmosphere of the game world
and spirit of the miniatures,

A Bretonnian Joust, the 1996 Winner of the Open Category by Dave Andrews

Entry
Number.......... St et S ot S5

OFFICIAL ENTRY FOR

Please fill in a separate entry form for

each entry
Gategory Name ..........---:-. Sy wake. .+ v » » = - - Category Number
Descriptionofentry ................ LN P - b b NN s FRE MWL P ‘e

FOR OFFICIAL USE ONLY

Category Number (1|2|3|4(5|6|7|8|9|10|YB|OC




Minlalures supplied ungaintad

Contanis and components may vary inom thaas illustrated
Plastic moulding may wary due io lhe seenpieity and dedail of the mauld
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WHITE LIONS
OF CHRACE

The legions of Ulthuan are swelled still further this month by the arrival of the White
Lions of Chrace, skilled hunters who have become the High EIl King’s bodyguard.

by Tuomas
Pirinen
Following on
from the
release of the
High EIf book,
Tuomas fills us
in on this
month’s
releases, which
are the White
Lions, their
heroic captain,
Korhil, and the
new Tiranoc
Chariot.

LOYAL TO THE DEATH in the Elven kingdoms that can match the
i primeval beauty of the northern mountains, and
“The northern Elven Kingdom of Chrace is famous the stars shine as brightly nowhere in the world as

or the battle-prowess of its warriors, Chrace is 4 they shine in the might sky of Chrace.

— I_m:a—mnu'-: realm, covered with ancient forests,

besutiful and wild. Chrace is one of the main But amongst these grim Elves the legendary
momies through which the Dark Elves seek access Whitc Lions arc regarded as the foremost of all
bo the Inner Lands. warmors, Only by slaying one of the great white-
) maned lions of the mountains of Chrace can an
.J E‘”ﬂlﬂ"""’ years of warfare against Dark EIf Elf cam his place in the ranks of these clite
I iiaders have hardened the Chracians into fighters. Only by passing this rite is the Chracian
armions with few equals. Chracians are lall even  g|owed to wear the lion's pelt on his shoulders as
dor Elves, and very strong: they are extremely
Herce in battle, for only the strongest and the mosi
flermined can survive in this untamed land. The  The White Lions form the bodvguard of the
i Phoenix King on the battlefield, and, by the direct
'1'. Igh [hl.'.j' could live more J:'}EE.{'E.‘-I:IIJJE}' elsewhere order of the K]I‘Ig himsel § Ihr_'g.-' may be lent Lo
thisan, they refuse o move: there is no place other High EIf lords and princes. This can happen

a mark of s courage.
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A regiment of Whire Lions leads an artack against the foul Dark Elves.
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when there is a danger of assassination or 1f war

is being fought in Chrace, where the knowledge

of their homeland makes White Lions invaluable.

Despite their history of thousands of years of
most hitter warfare, the reputation of the White
Lions 18 qmiarnished, their valour uynmatched. Not
once during the history of the regiment have the
White Lions abandoned any noble or prince that
has been entrusted 10 their care. They are the
Lions of Ulthuan, and a terrible foe in hattle.

THE WHITE LIONS
16 points per model

The White Lions are the personal ayard
of the Phocnix King. They form a
qubstantial regiment thal protects the
King's palace in peace time and
gecompanies  him in time of war
Tradition has il that the White Lions arc
recruited from the land of Chrace, a
perilous realm whose inhabitants arc
great woodsmen and fierce warricrs. Due
to the constant threat of Dark EIf raiders
the Chracians live in fortified settlements

high in the wooded mountains. They have
couls, adepl at

become great hunters and s
in the use ol

guerrilla warfare and skilled
bows and axes.

White Lion Musician
The White Lions

was hunting m
the news that

road
was intercepted by
who had undoubtedly
Phoenix King's identity
at court, Caledor would surel
were il no
of Chracian hunlers W
forest, throwing the
disarray with
artack, before chopping
pieces with their great B#Xes.
Chracians proceeded 1o gseort

Dark Elves

race their history back
(o the time of Caledor the First. Caledor
Chrace when he received
he was to be the nexl
Phoenix King. He immediately took the
the Shrine of Asuryal. En roule he
Dark TIf assassins
leamed of the neéw
[rom their spics
y have died
{ for the intervention of a party
ho swept out of the

the suddenness of their
the assassins ALY

the Shring, easily avoiding
by medns of their skilled
adopted the Chracians as his
them into a Propes

Phoenix King 10
furiher Dark Elves
woonderaft. Caledor
hodyguard, and formed
regiment hased in Lothern.

honour amongst the Chracians 1
x King, and one which
st be eamed by slaying white Yion, one of e
most dangerous crealures of that wild land. This
is the traditional Tite of the Chracian warmof
entitling him o wear the lion's pelt as a mark of
courage, The pelt has another '
helps to protect the warror from amows B
entangling the sharp points in 18 thick fur.

MWSBSS T wilaA

It is a greak
accompany the Phoeni

—
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Profile .
White Lion s 5 4 4 3 Lo 5 i
Equipment: The White Lions wear heays mﬂ

armour. Tn addition they wear cloaks made [mf
the pelt of a white lion which gives somé
protection from missile fire. They carry Goud

handed axcs.
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Save: 5+ In hand to hand combat, 4+ arin
shooting (including white lion pelt).

SPECIAL RULES

Bodyguard

o ) -

r. ﬁ

E
e

If Jed hy the army s Greneral the While
consider it their duty 10 protect him uito i
iment including (8

Therefore the entire TE£1
General and any characlers with the unif

automatically pass any Leadership tesl
required to take and effectively becomes MBS e

5 Tk : ’ _'| Tl h
to breaking and psychology S0 long 48 &
General is alive, Note that this only applies
regiment is led by the armiy's General in pes
and the advantage is lost if the General leaves!
unit or is shain.

|

-
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Lion Pelt B
: : o |.. = m
The white lion's pelt protects the warrior S8 oo
light missiles by entangling arrow heads e
equivalent in its thick fur. Because of this.
Lions always have an extra “pip” of anmes
against shooting attacks. A White Lion W&
heavy armour will therefore save against W
inflicted in hand-to-hand combat on & &8
suffered from shooting ond
lies against all shooting o
allowed incs

aganst wounds
This bonus app
where armour saves are
unusual attacks guch as [ire, et.

Woodsmen

All Chracians are cxpert woodsmen.
are equalled only by their arboreal kin e
Elves of the Old world. To represcnl i
White Lions suffer no movemnent penaltis

into moving through woods.

Woodsman's Axe .
ﬂ,;ﬂ The White Lions cach carry & heavy a8
i upon the nanve Chragian design @
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THE HISTORY OF THE WHITE LIONS

The history of the White Lions it is one long tale of heroic deeds and selfless sacrilices, Tume
‘and again these Chracian hunters have saved the lifc of the Phoenix King, heginning with
~ Culedor the Congueror himself. It is said that the White Lions have never failed in their duty,
- save when Tethlis the Slayer was murdered by a Dark EIf Assassin. Even this happened only
because the king had previously dismissed his Chracian bodyguards.

'_'Th:l timeline below summarises some of the most famous of the events and batlles where the
~White Lions have had an important role.

 Chrucian Hunters save prince Imrik (later to become Caledor the Congueror) from Dark EIF
 Assassins. They escort Imrik to the Shrine of Asuryan and he is crowned as the Phoenix King
" Caledor 1. Caledor forms his bodygoard from these fierce mountain-dwellers. Thus the

i foundations of the White Lions’ traditions arc found,

An army of 10,000 Dark Elves arc stopped in the Cloud Pass defended by 200 Chracians,
' g a contingent of White Lions.

j I%.[ﬂ!l: siege of Athcl Corthain, the entire company of the White Lions is slain to the last man
1 Hmdmg prince Allurion from the Witch Elves. Thanks to the sacrifice of the Chracians,
; ‘Allurion manages to escape.
e -
The battle of Finuvial plain. Korhian Ironglave, the Captain of the White Lions is slain by the
Master Assassin Urian Poisonblade, The White Lions exact a heavy vengeance in the ensuing
. hilile. The Dark Elves and their Chaos allies arc utterly defeated.
- 'Ii saves the life of prince Tyrion as his army is ambushed in the Highlands of Chrace. The White Lions beat back the Dark EIf
pouts and Assassing.
| Hargammon, the Dark EIf Master Assassin of Ghrond makes an attgmpt on the life of Finubar the Scalarer in his palace. He 1s saved
the very last moment by Korhil, the Captain of the While Lions.
’E::’; '_:".-_. take part in the great sea battle against the Norse. They are instrumental in the storming the Kingship of Erik Redaxe.
|
the =
vy “Woodsman's axc. They are extremely skilled in that tumn. In the case of riders and mounts, both
- 4] the handling of these weapons, using them to lose | Attack, whilst the crews of war machines
e j% bears, lions and cven more monsirows and large monsters that have crews will lose |
__th: mmas well as marauding Dark Elves. Their Altack per warrior. If a model
L %mmprewented by allowing the White Lions has different kinds of
f'm' make onc of throe h'p-i:l'.-ll-l] types of attack. The attack the owning
L 5.; n Rampant is used to defend against an player can de.t'idn:
- enemy's charge, the Lion Leaping 15 used when which he will i
the White Lions charge, and the Lion Claw can be lose, .4
: iied against large monsters or any loes with r‘:}
anst multiple wounds. Lion Claw *
. This method is

Rampant

“Phe ixe s used 1o hold back a charging enemy
‘mnd blunt the force of his attack. The White Lion
e the thick haft of the axe like a gquarter stall to
witlend himsclf against the enemy’s onslaught
charging the White Lions suffers a -|
Spenaity to hut that tum. The White Lions use this
“method 1o stave off the artacks of charging wild
Shesls and cnemy alike. 11 is a uwseful way of
ering the effect of a charge, especially by an
with inferior Weapon Skill, who will
7e 3 5 to hit rather than the usual 4.

o Leaping
Illrk can only be used if the White Lions
i that turn, The warrior uses the weight of
Jlma.pnn to barge over his opponent,
ipsoying his Elven speed and agility to catch his
"‘h hlame Each enemy model loscs 1 Attack

employed against
large monsters and other
foes with severil
wounds, and 15 -
s i

cssentially a killing 5 f
blow to the neck. ¥

The Chracians L =Y )
= . W
practice this z b

movemenl  using
thick logs, and it
iz said that a well
aimed blow will
cut a ree clean
i fwo. When
using the
Lion Claw a
White Lion
inflicis not 1
wound upon his targel




The guardians of Finubar
have proudly kept

their WATTIUT
traditions and '
honaured the b

inheritance of their
Chracian forefathers,
It is no casier to he |
included in the Lion
Guard than 1 was in
the distant days of
Caledor the
Congueror,  The
company is based
in Lothern, and
they form the |
core of the palace
guard of King Finubar dunng
peacetime. At war they form the core of the
High EIf infantry, and proteet their lord from any allack.

The current captain of the White Lions is warmor Korhil. He 1s strongest
amongst his brother Chracians, a tall, powerful warrior with & commanding presence. His loyalty to his liege lord Finubar the
Seafarer is legendary, He has saved the Phocnix King several times both on the battlefield and during times of peace, and he
has been severely wounded several times in the line of duty.

The warriors of this regiment are velerans of countless battles. They suffered gricvous casualties during the Groat War Againt
Chans, fighting on the Finuval plain and during the War of the Isles. They also took part in the expedition of Prince Tyrion
which saw the liberation of the Blighted Tsle and the Altar of Khaine. |

The banner pole carried by the White Lions bears the symbols and the heraldry of the Phoenix King Finubar himself. The
standard itself shows the famous While Lion of Chrace. This is the original banner carricd by the bodyguard of Caledor te
Congueror. ‘To date it has never been captured on the battlefield. The rune on the standand is Charoi, which symbolises strengl

and fcrocity.
Huutﬂr'l:aplﬂinl{nrhil ............ B e R I I T T R r1!+----lgﬂp'u'i-u|5

Korhil wears heavy Ithilmar armour. He carries the great Axe Chayal, and on his shoulders is draped the Pelr of Charandi
Korhil always fights on foot. A full description of Korhil is given on the next page.

19 White Lions ol Chrace . ......ccccccaes b e B s e o PR B T T T R R ir+ll3‘Hﬁp'“in15

Equipment: Heavy Tthilmar armour, double-handed axe, white lion pelt. The regiment includes a musician and a standaf
bearer who carries the magical Banner of Might.

your enemy barely able to [ght back your i
strength and save modifiers will cut down#
the most heavily armoured foe.

but D3. Roll to wound as normal and if you
succeed multiply up the number of wounds
inflicted on that model to D3, Obviously thas s
only of any use against targets with more than 1
wound, primarily against monsters and characters
with several wounds.

WHITE LION TACTICS

The first thing you have to learn when using the

| personally always use the Lion Leaping IF)
4 chance to charge. The only exception is 1
large monsters with lots of wounds, In this
you might prefer using the Lion Claw i
multiple wounds caused by such an attackl
the potential to slay cven the largest of mon

White Lions of Chrace on the hattlefield is when
and where to use their three special attacks.

If charging, the Lion Leaping will make sure that
your troops get a chance 1o fight hefore they get
mowed down, which is often the problem with
troops armed with double-handed weapons.

If you ever get the chance o charge cavalry, then
remember to use the Lion Leaping attack! With

When receiving a charge, the Lion Rampl
reduce the casualties suffered by yvour troaps
best combined with some other protective
items like the Ruby Chalice to make your §
Lions regiment exceptionally hard to damdg

A vital choice when using White Lions is
to place the General with the unit or not. 54
this then the White Lions will protect him s
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TIRANOC
CHARIOTS

Originally, the coastal realm of
Tiranoc had broad expanscs of
sy  beach  and  rolling
downlands, rising suddenly
into snow capped peaks. OF all
 the realms of Ulthuan it was the
most wealthy and the most
“densely populated.  The
Cwarriors  followed a  wery
ancienl tradition ol fighting
| from chariots as suited the
ﬁ.ﬂdm:apc. During the
Sundering, Tiranoc  was
flooded by the sca and
| disappeared almost completely.
The coastal cities were
' _:u_:iglrwhelmcd and  their

| mercantile descendants survive
fmw in far flung
Bl tics. Inland, on the lower
| flopes of the mountains, the
‘warriors cling to their age-old
fradition as charioteers ol great skill. A The Tiranoc Chariot consists of a chariof palled by 2 Elven
il steeds and crewed by 2
I-'- Elves, who wear light
) armour and carry swords
and bows, Charioloers oo
alse be eguipped with
shields, heavy armor, gl
carry KPEary eiridd
longhows. The choariod
iself can have seythed
wheels, making i all the
miere lethal as 1 charges
thie enenny. The chariof can
lse be pulled by o further
2 Elven sreeds,

In addition to all this a
stngle charion can be piven
a magical standard chosen
from  the appropriafe
mcrgic e cands,

o This High EIf charior has
heen extensively
camverted. The crew have
been creaied by wsing
torses  from  Ellyrian
Keavers and with Archers”
lepx. The baye kay been cuf
e size from a Warkammer
FOVEEnE Fray.

ne Breath, This will mean that they will This makes them perfect for flanking manoeuvres
Smilomatically pass any leadership or psychology through woods, if the battlefield has the kind of
: }‘ they are required 10 tuke. On the other hand terrain that will allow such a tactic. Trees will
nage. : ‘ will seriously restrict the freedom of  also have the added benefit of protecting the
J of your general. White Lions from missile fire for a turn or two.
|, Magic is always a big threat 1o your elite roops,
A e While Lions are expert wooddsmen they so some form of magical protection might also be
uffer no movement penaltics mm wooded lerraim. in order.
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KORHIL, Hunter Captain of thc White Lions

— — = e ————— =
SPECIAL RULES
Woodsman's Axe

198 points
Korhil can use his axe, Chayal, in any of the three combat
modes described for White Lions; Rampant, Leaping or Claw.
As the whole regimenl must use its axes in the same maode,
Korhil automatically adopts the same tactic, Sce the
descriptions in the rules for White Lions on the previous pages.
Bodygnard
Korhil is the Captain of the White Lions and so is placed on the
tabletop together with his troops al the start of the hattle just
like other leaders and Champions. If another character is
positioned with the White Lions at the start of the battle, then
the model can be placed next to Korhil and Korhil will act as
his bodysuard, Korhil can only act as a bodyguard to one
model during the baitle. If several models are placed with the
White Lions, declare which one Korhil is guarding at the starl
of the battle. So Jong #s the guarded character remains with the

If your army includes a
regiment of White Lions
then it may also include
Korhil as the regiment’s
Champion. The White
Lions may include Korhil
or a Champion choscn [rom
the army list in the normal
manner — it may not
include hoth.

When the Captain of the
White Lions met his death
at the hunds of the Dark EIf

R

Detail of the Pelr of

Charandis

arms, for Saunos

races besides.

at the forefront of hattle.

creature mutated by the warping power of Chaos secping from
the magic-riven Annulii mountains. Though the great lion had
slain many warriors, and countless innocent Elves besides,
Korhil bravely wrestled the beast and slew it with his bare
hands. His first taste of battle came s00n afterwards. A Dark EIf
reaver band ran riot in Chrace until they came o Korhil's
village where the young Eif slew their leader Saurios
Nighthlade in single combat. This was reckoned a great feat of
was g master swordsman schooled by the
Assassins of Naggaroth, whilst Korhil was s1ill but a young lad.

The White Lions claim Korhil to be the strongest Elf in all
Ulthuan, which may well be true, for he is without doubt
amongst the tallest of all his kindred. Even so, he 1s
lumbering giant, but wiclds his long axe with a dextenty and
grace that makes cven his fellow White Lions appear
cumbersome, His honest demeanour and noble bearing have
won him many friends amongst the Lords of Ulthuan and other

Korhil has served his Lord, the Phoenix King Finuhar the
Seafarer, with unfailing loyalty, standing steadfastly beside him
and saving his life on several occasions. Such is his duty, and
for this he seeks no reward other than 1o march beside his Lord

Asgsassin Urian
Poisonblade, the bodyguard ~ White Lions and stays next to Korhil then no coemy can attack
of the Phoenix King the character — all attacks will be directed against Korhil |

instcad. Note that this rule does not apply if Korhil or the |
character he is guarding are fighling a challenge.

Players will note that il the army’s General is placed with the

Whitc Lions led by Korhil, then it will be impossible to aitack 3
the Gencral whilst Korhil lives, Because of the White Lion

Bodyguard rule the unit will automatically pass Break and
Leadership tests whilst the General lives. This means it 1§
impossible o hurt the General or hreak the White Lions until
Korhil is slain, making him a very important part of the High
EIf army indeecd.

MAGCIC ITEMS

The Axe Chayal

MIBgIc WEAPOD .+ oo v nsscsvnriasnnresnmyen
The Are Chaval {which means Lion’s Claw) is @ unique _
ilem carried by Korhil the Hunier as it has been carried since
the founding of the White Lions by their Captain, It increases
the Strength of ils wielder by +2, but will nol force Korhil @
atrike last like normal axes of the White Lions. In pddition,
should Korhil's very first blow hit then all his ining
attacks will hit antomatically — the axe rains relentless §
after blow upon the enemy.
The Axe Chaval can be used in all three combat modes
described for the White Lions: Rampant (enemy -1 10
Leaping (-1 enemy attack) and Claw (each wound = 18
wounds), The whole unit uses the same mode in (he same

gathered to sclect a new leader
from amongst their ranks. Their
choice, approved and blessed by
the Phoenix King, was the
warrior Korhil,

It was Korhil who hunted and
caught the great lion Charandis,
This Hon was a particulary
dangerous, massive and ferocious

no

combal phase. DD
The Pelt of Charandis B =
Magic ANDOUT <o v sasvrraastiieranans .

When Korhil slew the great lion Charandis he ufterwil G -
skinned it and wore its fur proudly upon his broad shoulde '

Vears later it was remade into a magnificent clok m
enchanted by the Loremaster Finreir, and re-prosented |
Korhil as a gilt from the Phoenix King himsell. The ciod

M WS

BS confers a +2 saving throw bonus against shooting and
against attacks in hand-to-hand combat. This gives Kors

I
8

Korhil 5 7

s T W
G 5 4 2

save of 3+ and 4+ respectively.

Weapons/Armour, Korhil wears heavy Ithilmar armour and
the magical pelt of the great lion Charandis. Together thesc
confer an armour saving throw of 4+ against
wounds and 3+ against shooting. See the Pelt of Charandis.

Of even more use, the enchaniment protects Korhil from
poisons, including the Black Venom of the Dark EIf assnss
the toxins employed by Witch Elves, and the Weeping Bl
of Skaven assassins, Poisoned weapons losc Ay Spee
benefits, but otherwise count as normal weapons of theiry

close combat

e ——————

wpaz




WARHAM

29th June - 6th July 1997}

:l._ " During the week of the 29th June every Games Workshop store across the

_country will be running exciting participation games of Epic 40,000. Escape from
Armageddon is a brand new Epic 40,000 scenario written by Jervis Johnson, co-
creator of Epic 40,000. Mighty Ork Warlord Ghazghkull Thraka stands poised to
lead his ladz on a wave of destruction that will lay waste to hundreds of worlds.

All that stands between him and total victory is

All the models and terrain will be provided, so all have to do is turn up at
your nearest store and play! Phone now for details of this exciting event.
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'ERE COME DA ORKS a7

i ! For all of you budding Ork Warlords out there, this month sees the arrival of |
" "B  the entire range of Epic 40,000 Ork miniatures. Having fought using the Orks: "
\ on many occasions, Andy Kettlewell has some tactical advice to get your =g
Waaagh off to a flying stari. @1

THE GREEN TIDE
| Ork tactics in Epic 40,000 are simple. The whole ammy rampages across the battlefield like a vast gres
tidal wave, blasting at the enemy with each detachment’s huge massed firepower and then assaulting a8

oy

e | anemy detachments which stand in their way! Simple, brutal, and not terribly difficult to grasp, in ofiis

2 words very Orky! Other strategies simply don't work, or sull the Ork army poorty. . %
0 | All your opponent should see is a huge Ork wall steadily advancing across the board. By E1l:|'-a'ﬂr|[:ir‘rg'vié- ;

g ir kg entire army In one front you give the enemy too many targets to choose from. |f he concentrates all of I8
) AL Lyt firepower on one detachment then the rest of your army can advance unhindered. If he panics e "
‘!r. mﬁ. : = his fire across your whole battle line he will kill a tew Boyz here and there, but will uitimals ! Ju
W | achieve nathing. Your opponent's final option is to charge inlo your army and hopa that he comes out b !

gl which is very risky given that the Orks can mustar massive ciose combat values from their vast numess

of supporting units. .

There are certain tricks and refinements to the Ork attack but the main stralegy always holds true. @

‘}\ o N massive wave will overwhelm the enamy.
. |

: A Warboss leads SV THPIRE R L T, P
A waross oacs . (RS SO0 DA ORK WARLORE
bbb i o] ¥ a The Warlord gives you a re-roll in close combats and fir
' e Xy and makes nearby detachments Stubbom. This means!

: Oirk Warlord can keep the army moving forward when

T N Gl T R ke blast markers start bullding up, making him very usef
[ ' P your force. For this reasen | nearly always take a sup ik

.-.--I- .. _..__-..'.:r r = A =5 3 mmmhm?mmm-

HE y i Ty B The Warlord can be upgraded or given a bodygus
. 3 ' R . ' depending on what role you wan! him to have in your
i . _ . . An Ork Warlord in a Gargant, for example, would probg
1y . b ' form the centre of your army and could lead from the i
if your Warlord is mounted in & Gargant then the i
automatically gets the maximum number of shialds. Th
a golden opportunity to have a fully shieided Meg -Garg
in your army! if you are fielding a Mega-Garga L
consider making it the
suprema commander.

Personally, | like to use o
my Warlord in & 8 e -
supporting role A Lt
moving just behind the P ==
Ork wave. From this N e
position he can make much it}
of the army Stubbom. and is -
able to support the advance,
charging in when the ftime Slompa |
comes. With this in mind | 3 _
PR R e T normally mount the Warlord in a Stompa, far Ork Dread
LRl s : -, survivability and give him a bodyguard of el ar ‘axXpensive

Stompas, Nobz or units of Shooty Boyz. | axcellent
5]
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Yewaoons anu’ ﬂm&ﬂnuugh!s fead r"rn way as the I"_'"kh race down & rocky DAss [0 war

DA WARBANDS

The warbands form the core of your army.
Thase are the boyz who will get shot up tha
mast, but will eventually win you the batlle.

At the centre of my wave | like 1o have at least Ork Boyz unit
a couple of warbands on foot. The warbands
must be large and cheap, but fortunately the Ork army is one of the few
which allows you to do this. Because a detachment is cheap and numarous
it will soak up a lot of fire and can kick a lot out in return. Each Ork Boyz
unit has a good assault value and reasonable range, and when they are
. all massed together they can generate a reassuringly large firepower
total. A good number of Ork Boyz, Kommandos and Gretchin units make
up my core warbands with a few Nobz, Dreadnoughts and Skarboyz thrown
in to toughen tham up in an assault.

| have found that in Epic 40,000 it is very important to
protect the flanks of your army to avoid becoming
surrounded. Fast units like Eldar Vypers and Space
Marne Land Speeders can quickly concentrate
their firepower on your flank
detachments and destroy
them before the rest
of your army can
halp tham out. The
bast way fto
pravent this is to
make your flanking
detachments  hard
and fast. Mounting an

entire warband on
Ll Battlewagons is
e but 'm;lrlh it, Battlewagans have
il range and will make your
fiment much faster, with each Boyz unit
bl fide on a Batlewagon. They can speed
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WAR ENGINES

Warwick: Like the boyz, Ork war
engines also benefit from safaty in
numbers. By war engine standards
they are not expensive, so always
field more than ona If you can. A
single Gargant can be targeted by
the entira of the enemy army and
rapidly destroyed, so | always usa
at least two! Each can only receive
half the fire, and by righis should
last twice as long. That means | get
fwice a8 much time fo blast the
enemy apart with my Gargants’
massive firepower and multiple super heavy weapons.

Andy K: Gargants should form the centre of your green wave
aleng with your infantry detachments.

They pack a lot of firepower and
special weapons but also attract

a lot as well. If they move
off on thair own they
will be targeted by
everything the
enemy has and will
ba destroyed.

Warwick Kinrade

O Battleforiress

Individual Gargants
are Nt that
survivable and need
to have a swarm of

infantry around
them 1o diverd some of
the enemy's firepowaor

o

Though Gargants can move fasier than SLrpris
warbands on foot they should not huge &

race ahead. Remember war if Shot

engines cannol ga are va

backwards, so If your army they h;

i= halted for some reasan, bonus

usually because of blasd for me

markers, your Gargant is Battlew

going to be left in no assault

man's land. Again threate

Ork Battiefortress Gargants should form there
part of the wave, and foothou

move at the same speed as the rest of the army.
Boarba
it is always worth equipping one of your Gargants with a close profect -
combat weapon as enemy war engines can do serious damage Boarboy

if they get Into close combat or a firefight with one of your
warbands. A Gargant with a ripper fist will discourage your
oppoenent's attack and kill any enemy war engines that get oo
ciose for comfort

Battlefortresses suffer from the same problems as the Gargants
as fhey only have Armour 5. This means that they are going ta
be destroyed by weight of fire. On the bright side they do have
a high firepower and can be devastating if used In numbers. |
They are particularly at risk from flyer
attacks. Even fighters can cause some
damage to Batlefortresses and
have a chance of getting a
critical hit. If the enemy

has lots of fliers then
your war engines
need 1o ba
protected by
putting them

in the cantre of
your army  with :
Flak Wagons to |
cover them.




{1 " : !
‘around the flanks and catch the anemy by
‘surprise. The detachment can also muster
huge amounts of firepower, especially

i Shooty Boyz are included, and

are very hard fo stop, because if

they hava over 15 units they get a

bonus +1 to their leadership tests,

for me this i= a must. Boyz and — - : ; . el ;
Befflewagon units also have good - ! . © vy : };——-f'- T
assault values so they can be equally e ‘ y = Ee=crid

threstening at close guarters even if : s N el

‘there are less of them than in a ; = - S R i
Toptbound warband. '

Boarboyz detachments can also be used to
protect the flanks or act as a mobile resarve. i . B R el
Boarboyz are fast, have a very good assault ' - 2 B4, ety
value and are hard to : g
kill. They can be
used o SwWeep
around the
Bnemy and
attack  them
from behind fo cut
off their lines of retreat, or , _
kill off any artillery lurking in the ™ o |
enemy rear. A Boarboyz anack also makes a good dive rsion, attracting enamy fire I,
which would otherwise fall on the main Ork wave.

Boar Boyz unit

Because Ork detachments can be very large you can have | : i |
detachments with huge amounts of firepower that are _ I%, | _ - |
Pulss Rolddt cheaper than opposing detachments. One point of
firepower from an Ork is as good as one point of frepower
from a Space Marine or Eldar, so having more units is
a big advantage. | always like to have a big support
warband totally dedicated to firepower. By making

a Warband from Shooty Boyz and Big Gunz you : T A
can easily create detachments with a total NG
Firepower of 24+. Once you get these defachments Big Gun ? B\ ‘?_"\x-\q
inte ranga, pick one enemy detachment a um to blas! i #,; ) "l.kh. -
Big Gun apart, perhaps going onto overwatch to increase their i e rh.j' ol gl
affectiveness. If deployed behind the main advance [i¥ T et \;' h \*x___
your opponent will have to choose between shooting i My Rl A b R
your support warband that is about to blast him, or LR T
Py : the detachment at the front of the Ork wave that is _ -. . / eh, T
2 4 . about 1o assault him. Either way, one of your . i.;'i*'q*h: fuetl. SR AN
warbands will be free to attack unhindered. Big Gun & 7 )
Putes Rokkit Ork Warbands can be very diverse and most importantly their speed can vary a Z "1:_ g .
TR , |
1 s 1

- Ork Big Gunz prepare to blast their anemies with explosive shells and Pulsa Rokkits.
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Adrian: Being a dyed-in-the-wool
Speed Freek in Warhammer
40,000, | also favour the fast
attack of the Kult of Speed in Epic
40,000. My own Ork army has
three Kults of Speed. two made
up of Battlewagons, one of Bikes
and Buggies. | only have one
large warband backed up by a
Gargant, which shows how much
I favour this style of altack. Both
Batilewagons and Bikes are fast
and shooty, the Battlewagons in
particular are parficularly good at
assaulting too. The Kult allows
me to outflank my opponent and then hit him hard in
shooling as well as in an assault!

e

Ork Buggies come in.many
different forms

Adrign Wood

Andy K: A Kult of Speed is
a Warband of Orks that
are united In their love
for Bikes, Buggies and
extreme speed, They arg
usually seen racing
lowards the enemy ahead
of the rast of the Ork army;,
mainly because they refuse 1o slow down!

The Kult can be used as a mobile reserve or as a fast flanking
force |ust like Boarboyz, | usually make my Kult of Spead
detachment mostly from Battlewagons and Boyz so it will have
a high assaull total and good firepower. | include Bikes and

Buggies if | want extra
firepower or just more
numbers! If you add a

Spaedsia or two with Death
Haye or Lifta Droppas then
aven Titans can ba knocked
out in one swift attack. | find

Speedstas with
a Daath Ray

Adrian’s Kult of Speed Detachments feature a convertad Weirdboy Tower and two converled Speedstas with Death Rays.

Ok Wartraks

large Kults of Speed more useful
than small ones, for the same
reasons as with warbands.

The Kult of Speed is particularly
useful if you have a problam
detachmant you need sorfing out,
like enemy artillery. The Kult can
speed around the flanks and
attack, The enemy must then divert some of their fire onto the
Kult which means they cannot congentrate on your main
advance. If they ignore the Kull then their anillery wil be
destroyed 5o you win either way|

Battlewagons can transpon
& Boyz unil

Another use for the Kult of Speed is to rush around the backal |
the enemy and surround them just before your main assaul
crashes in. If you win the enemy must retreat at least 150m from
your units, If they are surrounded however,
there is nowhere for them to go and they
are destroyed. Fast detachments used

in this way can cause a great deal
of damage,

Arn Evil Sunz
Warboss Bike uni

k' a-'i?i.u"' =-=I-IT'|'-_ mnﬁ

Cffade.f ..-"U.:

lot. The m,
Speed, the
left behing
fast warba;
wave and g
that the wh
rate in one |
than everyt
Wave and ny

Ur’[imaTEI':,.' o
enemy, sma
ThEJ'EI Bra «
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Example, tha

Just mave int
fisky businas
enler it if you
YOU are degp
shooting bety
of range Wa,
firefight wil) ne
the losing dat:
Chaos detach
H-HE'JTI back in
tlose combat ;

Because it take

15 Imperative
damage. |t |z |

ménimum of 24
detachment wh

FIGHTA-BOMM
| have f

ti

enemy has no fly
reason Ok fliars

lemplate
probijs
|
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Ciadel Journal Edifor Pawl Sawyer's Epic Ork Army.

6}, The main disadvantage of foot warbands is their Ao _ '
speed, they are slow. Slow detachments can easily be Ork Weirdboyz are cheaper than every ofher race's psykers il - 5.
18l behind in the rush to get at the enemy. Likewise you should mﬂkﬂ mmmﬁrmm PO T BENLBOE , I :
st warhands can move too far ahead of the main ﬂ"ﬂ give in assaults and ﬁmﬁghm.am-mﬂ worth their cost and y
W and get wiped out. The idea of the Ork wave is they're always useful lo have around, When da Boyz get stlick in e
&l the whole Ork army moves forward at the same you must not give the enamy e
MlE in one line. If detachments move faster or slowar i ﬂm that you could rép
Sl everybody else thay should still form part of the have prevented by just spending : W
ri:'."_l.HEmd not become Isolated. those. extra few Tt T

i, e

Slimately your detachments will have to assault the
#emy, smashing them with one massive charge. : RN |
era are some enemies, Chaos or Tyranids for e E by gy & “

h]‘.'h that you should avoid close combat with and :

just move into firefight range. Closa combat is a very

By business In Epic 40,000 and you should only e (it - \ D L7
feE it if you have the odds stacked in your favour or . A : ' i iL-i.‘-f*" =

\ range Sy '3 ety e T
g between opposing detachments, at he sord / _ : . 3 Y \J\
ge Warhammer 40,000 games take place. A . : : : e L /

Mfiacs detachment then it would be wiser to push AR B BERSER LS
WBEm Dack in a firefight than 1o charge in to a risky bt o Y S R S
S combiat against troops that excel at just that. ' . ; '

SBRGaLee # lakes the Orks so long to get into position it
geraive that when your warbands do assault or open fire they are capable of doing a great deal of
. b It is uzeless to have a supporting detachment that only ha: 14 firepower, you naed a
um of 24 firepower! With 24 firapower you inflict the maximum of 3 blast markers on the targel

which will pin them down for a tum or two.

FIGHTA-BOMMERZ

| heve found Ork fliers are good at Intercept missions and very bad al
gverything else. To use them to maximum effect buy large
numbers of them and use their high Intercept valua to destroy
¥ opposing fiiers. They can provide needed air cover for
rt 3 your war engines or your large warbands of Shooty
Bayz and Big Gunz. My advice is 1o never send
them on ground attack missions unless thia
iy hes no flyers |eft, because they are use
Ok fliers are not very good is they use the barrage
SBmplate when shooting at the enemy. The main
problem being that to get into range to use the barrage
tamplate you effectively also have to risk moving into snap fire
range. If you intend to make ground attacks then make sure
you are a good judge of distances, you'll need to attack
within your 15cm range and outside of the 10cm snapfire
distance. Good luck!

Fighta-Bommers

|




BEWARE, ORKS MARCHING!

Due to the siow speed of foot bound Ork warbands all Ork
commanders will be tempted to use the march move. My
advice |s simple, DON'T DO IT! March move should only
be used If the enemy have entirely no chance of shooting
at you. This is because, in my axperience, it you march
then everything that can shoot at you will, because they
know it will do the maximum amount of damage. You may
be thinking that | have had some bad experiences with
the march move in the past and you would be right.
Gavin's veteran Chaos Space Marines and Warwick's
Imparial anlllery have turned my Ork army inte mushy
peas more often than | care to mention all because they
marched and got caught, so bewarel

Of course this is just my opinion. When | gave this article
in 1o Andy Chambers to chaeck he wrote * disagree” next
o my comments in big red letters, {normally a bad sign).
Many players get away with marching and nomally
benefit from doing so. When | am playing with an Eldar
force | am happy to march hera and there, bul | find it
extremely hard with the Orks. Having sald that Andy
Chambers has played me twice at Epic 40,000 and won
both times, so you can make your own mind up about
who to belleve, No doubt there iz a time and a place for
marching, but I'm yet to find it

Flak Wagons

DA ENEMY

There are a number of things that your opponent and the scenario can
do to disrupt your cunning plans and generally make your life miserablk

Many scenarios use the reserves rule which can effect an Ork amy
badly, because they are generally slow. In my first ever game with fhe
Orks | played an Escalating Engagement scenario and for the first fow
tums the only things 1o turn up were a small Boarboyz detachment, abg
Shooty Boyz detachment and a Great Gargant. The Boarboyz rusheddl
all by themselves and got jumped on by some Lictors, The Shooty Bt
had nothing In range to shoot at and the Gargant simply got mobbed i
the entire Tyranid army and, fairly predictably, was destroyed. {

it | had formed the army in a line and advanced the Tyranids would ha'n-r
not been able to pick on one detachment at a time. The mmhlnn_‘l’ 1
Firepower and Assault value of the whole Ork force would have probeil
been enough to hold off any attacks. Orks benefit from safaty §
numbers and detachmants should a lways try to stick together. A cunnin
trick is to play the Forced March Fate card can help when rolling

reserves as you could play it on a detachmant still In reserve to incraas

their speed which could increase their chance of getting onto the I:rus‘d;
[}

As | mentioned before, flier attacks against your army can

devastating. You cannot protect your entire ammy from enemy flles

you must choose who you want to protect. Surround your che

detachment with Flak Wagons and put a couple of Fighta-Bom
detachments on intercept missions. Fighta-Bommerz have a il
intercept value so they should shoot down a fair number of enemy fish

The Flak Wagons will rarely get a chance 1o shoot at fiesh

their very presence acts as a deterrent to enemy attas

INCOMING!

This brings me onte my final point — &l
Artillery is the bane of Ork armies becauss I8
effective against tightly packed numerous i
and generally has a longer ranga than aven
in the Ork army. My advice is keep the bulk of
army moving forward and send a fast moving
ead with the sole purpose of killing the 2t
It you are very dasparate Fighta-Bommera
be sent on ground attack missions in &8
desparate effort 1o kill them, just don't expes




Smiich. Don't try to hide from your opponents’ artillery, keep moving forward. This doesn't mean you should
march move straight at the enemy in a tightly packed formation, it means keep assaulting, rolling forwards
without hesitation. When you do get into range remember that you can
choose specific targets with special weapons, so larget the
shege arillery with your Death Rays and Mega Cannons.

DA END

The Orks are an entertaining army 1o play, rolling
forwards and challenging the enemy to stop them.
The only army this does not work well against is
the Eldar, because they have the speed to run
away, escaping your assaults before you can get
stuck in. Your tactics may have to be changed for
specialised amies like the Eldar but never be
afraid to put all your faith in a horde of Boyz, a big
Shoata and Orky spirit. S
Ork Squiggoth Ork Squiggoth |EIES

-
I Eo iy

FIGHTA-BOMMERZ

Andy C: While Andy K's

comments on Fighta-

Bommerz are broadly frue

I've found in games I'va

played that they are

unexpectedly useful on

ground attack missions

for a few reasons. Firstly

they use a barrage, which

you can't get in any othar

way with the Orks.

Secondly they allow you

to put in an attack

anywhara on tha

Andy Chambers battlefleld, something else

that Orks can’l usually do.

The combination of these two things means that an

opponent has a great deal more to fear from Fighta-

Bommer ground attacks than you might think. The

barrages mean ha can't clump his forces together too

much, and the ability to strike anywhere means he

will have to think twice before he Marches with any

detachments when there is a ground attack coming

in. This all adds up to dominating the battlefleld in a

more subtle way than simply blowing up tanks and

troops — your enemy cant move and deploy as he

pleases anymore and is likely to get distracted from

the real threat of your warbands and war engines.

You might lose a few flyboyz to snaplire occasionally,

but they're cheap (for flyers) and the psychological
effects of thair tarror bombing is worth it.
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Iin Epic 40,000 you are f
commander of a vast army, o .
fighting and out-manoeuvr
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battlefields it will fight across !
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Space Marines and brutal O
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In a galaxy torn apart by endless war, huge armies of tanks and mighty war machines
inleash untold destruction across the ravaged battlefields of the 41st millennium. Only the
r fiercest and most cunning general will lead their army to total victory over their foes!
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THE BATTLE OF THE §
VAMPIRE COAST

In the wake of Warhammer Armies High Elves and the new Circle of
Blood Warhammer Campaign pack, Tuomas and Andy have createda
special scenario which pits the High Elves against an Undead host.

THE BOOKS OF HARKON

Outside Ulthuan there is only one account of the
Battle of the Vampire Coast, and it belongs to the
evil Vampire Lord Luther Harkon, the Despoiler
of the Ancients. Harkon's sceret record of the
battle muake dark reading. He [illed cntire books
with his insane scribblings, choosing o describe
the ternble fates of those slain in battle in detail,
rather than the gallant defiance of the High Elves
on that cursed baitleficld.

The story of Harkon’s evil scheming has

remained unseen and unknown ever since, that is
until now . ..

The story of the Bartle of the Vampire Coalls
begins many vears previous. It is set on the el
coust of Lustria, a dark forbidding land whered
tormenled spuls of the past are forced to
again. These lands arc the domain of Lu@s
Harkon and bear the name “the Vampire Coas8

The baoks tell how Harkon came to Lustria i
the Old World in a sarcophagus, unwitting
carmied onboard a Norse longship, which |
originally sailed to Lustria to plunder the cog
termible fate befell the viking crew, during
vovape Harkon stmed from his long sleep
arpse [rom his sarcophagus. Using his mag
powers Harkon enslaved the crew, hending I
minds to his will, When the longship amivel
Lustria all the once proud Norsemen had beog
mindless zombies, obeving the Vampire Lo
word without question.

After the longship landed Harkon and bisd
followers ransacked the many burial mound
were scattered throughout the ancient jung
Within these mounds the Vampire Lord @
many magical artefacts, and many new bods
raise as his servanls, With his new power
teeming horde of Undead at his command,

Harkon carved out an Undead empire i

jungles, and o this day it is here that the m

Vampire Lord holds court.

As 15 the way of evil, Harkon's books destl
lust for power and, malcontented with his 19
empire, his inhuman mind's search fof
“amusements”. The books reveal b
Vampire Lord was a master of the blaks
Necromancy, and how the magical Wi
summoned 0 his realm quickly became
to any ships sailing around Lustria. Harll
his servanis build dark towers along the
watch for unwary ships, and no vessel §
[rom the Vampire Lord's powers.

THE RECORDS OF ThHt
HIGH ELVES
High Elf ships sailing south from Ulths
Citadel of Dusk are often thregss
mysterious magical winds, now ko




WARHAMMER

s army was chosen from the Studio’s new Undead army 5 Skeleton Horsemen — Death Riders | 20) points
i fias just been painted by the "Eavy Metal Team. Mounted on skeleton steeds and armed with lances, swords
and shields, The regiment is led by Luther Harkon, the
Vampire Lord,

ither Harkon — Vampire Lord 491 points
jointed on barded skeleton steed. Luther is armed with the
Wine Sword, and carmies the Block Amulet, 4 Wraiths - Shadows of Chill 300 points
Armed with double-handed scythes. This regiment is led by
Darian, the Wraith Champion. Note that although units of
Wraiths are not normally allowed Champions, we made an
exceplion for this scenano to retlect the actual troops that
Luther had a1 lus disposal.

,@h& - Wight Lord 12 points
on barded skeleton steed. Armed with a Wighs
#and carrying a shield.

gtk - Wraith Champion 17 points
med with o double-handed scythe, Total Army Cost 2000 pomnts

flan - Wraith Champion 95 points
i wilh the Sword of Mighe

a r - Wight Champion 63 points
8 with u Wighr Blade, shield and the Amulet of Fire.

keletom Warriors — Death Walkers 239 points
i with hand wespons and shields. The regiment
s 1 standard bearer with the Banner af Doom and a
gicin. It is led by Shaarar, the Wight Champion.

sktleton Warriors — Tormented Souls 235 pownts
god wilh spears and shields. The regiment includes a
i bearer with the War Banner and a musician. The
fient is Ied by Kelek, the Wraith Champion.

lounted Wights - Dark Steeds 308 points
ied on skeleton steeds and armed with heavy armour
8 imd spears. The regiment includes a standard bearer.
':_ el is led by Erlik, the Wight Lord.

.
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Lord Finrian - High EIf General 250 points 19 Spearmen ~ Sapphire company 323 poins
Mounted on barded Elven stced. Finrian wears heavy Armed with spears, heavy armour and shields. The regiment By
armour and 15 armed the Dragoen Blade, and carries the includes & musician and a standand bearer with the Banmer | : o
Enchanred Shield, and the Amber Amuler. af Mighi. 1t is led by Elendar, the High EIf Champion. :mE
1
Corondar — High EIf Mage Lord 433 points - 22 Spearmen — Bright Falcon company 312 points 15 the
Corondar carmies two Dispel Magic Scrolls, the Sword of Armed with spears, heavy armour and shields. The regiment Bef
Swift Slaying and the Staff of Lighming. includes # musician and a standard bearer and is led by : =
Ascarnil, the High EIf Champion and Corondar the Mage e
Cireon — High Eif Hern 185 points . 3 i - L cargo
Armed with shield, light armour, and the Blade of Leaping 12 Archers — Wind Company 132 points comkb
Gold, nding an Elven steed. Armed with swords and longbows. The L
; Mm"‘““ = High KIf ﬂham?'i““ Gl F"f-"i].l“‘ 12 Archers — Fire Company 132 points : ':‘t'“?h
Armed with sword, lance, shield, heavy armour, and riding Armed with swords and longhows. 4% for
a barded Elven sieed. Elves |
A T AC 12 Archers — Sea Company 132 points * victory
g endur 5 sign Kl Chsmpson 33 points Armed with swords anrlplungbuv.':-; Pﬂ
¥ Armed with sword, spear, shield, and heavy armour.
: 3 jade 7 Ellyrian Reavers — Shore Riders 297 points
iﬂaTﬂ _:hH_]ghrng’ Lhﬁmlﬁ[:g B A i 3 24 poinis Mounted on Elven steeds and armed with light armous Set up
RIIHNCC Wit SWard, spear, shield, and heavy armour. shield, spear, bow and sword, The regiment includes 8 map. T
8 Silver Helms - Ellyrian patrol 412 points standard bearer and musician and is led by Cireon, the High jungles
Armed with heavy armour, shield, lance, and riding barded Elf Hero. like the
Elven steeds. The !‘E,gl.lﬂli'rl-l:_].l:ll.'lul:]-:{s i st:!.n-:l:.urd heare.r with 2 Repeater Bolt Throwers 200 poitt OWn tas
the Standard of Shielding. The Regiment is accompanied by O st ot Yiad weancat wnd weriis ]
Mithrean, the High Elf Champion and led by Lord ) s e
Finrian, the High Elf Army General. Army Total Points Cost 2905 poinl
Both iy
scenano
Lo
sUmmoned |
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THE SCENARIO

The scenario used in this battle is an Ambush from page 29
of the Warhammer Battle Book, with the Undead as the
ambushing force. The only difference from a normal game
& the magical cargo the Elves are carrying.

‘Bafore the EIf player sets up his army he must nominate a
“character in his army to be carrying the magical ilem. The
“carpo pives the character, or the unit he is with, +1 to his
‘gombat score, just like a unit standard.

' Undead army may capture the cargo il they pursue and
gatch the unit holding the cargo. Note that this is the same
8 for capluring unit standards. If the Undead or the High
Elves hiold the cargo at the end of the game they earn extra

[FIGHTING THE BATTLE OF THE VAMPIRE COAST

VICTORY

In addition to the normal victory points normally carned in
battle there are extra points to be earned and sudden death
victory conditions thal are special to this scenanio.

In addition to the normal victory points forces will eam;

+5 VPs 10 whoever holds the Elves’ magical cargo at the
end of the same,

+1 VP 1o the High Elves if Luther Harkon is killed or routed
from the battleficld

Il Luther Harkon and all of his troops are slain and/or
fleeing from the battlefield the battle is an outright viciory
for the High Elves. If all the High Elves are slain and/or

| R

Witlory points as described below.

THE BATTLEFIELD

T Lastes or 1o suil vour collection of terrain,

DEPLOYMENT

 drmies deploy in the normal way for an Ambush
LTI as described in the Warhammer Battle Book.

Setup vour table area as shown on the accompanying battle
miap. The action takes place on the edge of the ancient
ingles of 1ustria. The terrain does not have 10 be exactly
ke the map. vou may like to change the hattlefield to your

fleeing the battle is an outright victory for the Undead.

HIGH ELF AND UNDEAD
FORCES

Two sample armies have been
included <hosen from the
Studio’s  collection of
miniatures. You don't have
to use, these armies it you
don’t want to, but if you
find them helpful feel free
to use them.

moned by Harkon, and. after several vessels
Blodt, the High Elves were forced to find a
it bonger route. EIf pilots soon came to dread
ed iround Harkon's empire and named it the
pire Cost,

o0 the ships that fell under the spell of
fin was the Dragonship Ingranion captained
it Finrian. It still remains o mystery why the
:_:-1 pgonship sailed so close to the Vampire
L perhaps her captain was hoping o save
Mecause he was carrying an important
gl cargo (o the Citadel of Dusk, or perhaps
fnavisational error caused by the Vampire
| SarCery.

et the reason ihe Ingranion becamc
- a magical storm and was blown ontoe
80l (he Viampire Coast. On a hleak, wind
peach Lord Finrian ordered his crew o
band organised the recovery of supplies
Bstricken Dragonship. The vessel camied
mpany of Elven Warriors, their steeds and
ind all were fully aware of their dreadful
ind the importance of delivering the
| girgn 1o the Ciladel of Dusk. After
il supplies were recovered, Lord Finrian
§i0 march south, braving the jungles of
48 teach the Citadel of Dusk. He knew he
By i force wgether o avoid losing his
jungles that surrounded them. Their
:|~--_- had to be guarded at all costs.

THE VAMPIRE’S ATTACK

Unknown to the High Elves the waichtowers of
Harkon had trucked them while their ship was
wreeked, and hollow eves watched as the High
Elves started to march south. The Vampire Lord
sensed the presence of a magical power and, oul of
wanton greed, he raised his lollowers to meet the
High Elves,

So it was that the Battle of the Vampire Coast
began and the Elven records tell nothing of what
ok place. Neither do the books of Harkon tell us
much, for his thoughts of battle are not those ol
honour and strategy, only of blowd and darkness.
Though these writings may be understood by
some, they would not make good reading here.

Aldl that can be (old with any certainty is that some
of Lord Finrian’s crew reached the Citade] of Dusk
alive, and their precious cargo did not fall into evil
hands. However, the dark winds that surround the
Vampire coast still remain and, though Harkon
was Jdefied, he survives to this day, plotting his
revenge.

As you can see the whole story is not yet told, it is
for you o write the final chapter, to recount the
heroic deeds of the Battle of the Vampire Coast
Will the the High Elves escape or will Luther
Harkon capture the High Elves' magical treasure
and grow in power again, threatening the safety of
the Citadel of Dusk iselt...
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Since the birth of humanity in the prehistory of
Earth, the Emperor has protected and guided

mankind. Down through the long millennia he

has striven to thwart the enemies of the human
race and protect mankind from its own self-

destructive instincts. He has constantly guarded

the mass of humanity against dangers and foes

it was not even aware existed,

When ancient philosophers first speculated on
the nature of the universe, the Emperor already
knew the answers. When humanity took its first

few tentative steps into space, he was aware of
the perils that awaited them. When the nature of
the warp was first discovered, he had already
roamed its immaterial realm. The Emperor is
the bastion upon which the human race
is founded.

Even in a deathly state, held immobile in the
life-giving energies of the Golden Throne, the
Emperor continues his eternal vigilance. Vast
armies sweep through the galaxy in his name
and whole planets are razed for his cause. His
strength allows the starships of mankind to
forge their way across the galaxy, encountering
new stars, new worlds and new peoples. By his
very presence the total and eternal damnation of
Chaos is held in abeyance.

Without him there is nothing.

WIADHAMMER /
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Foremost amongst the fanatical warriors of the Ecclesiarchy are

the Battle Sisters of the Adepta Sororitas. They constantly guard

Humanity against the vile hordes of Chaos, the insidious threal
of heretics and the assaults of heathen aliens.

B'f Gav ThﬂrpE The Adeptus Ministoram, or Ecclesiarchy as it is controlling any “men under arms”. Sceing ¥

- generally known, is a4 massive organisation some military force is necessary (o prevent then

The armies of the founded on the warship of the I:'mp-:m]_'. Through becoming totally subservient to the will of &

Imperial Guard its Preachers, Confcssors, Missionaries and  Adeptus Terra and the Imperial Guard, 8

and Space Cardinals the Ecclesiarchy controls the veneration Ecclesiarchy maintains the one army allowed iy

Marines have a of the masses, giving their homage an orgamsed the archaic wording of the law. This army is mi
new ally ‘at their focus. The Imperial Creed practised by the

disposal, the Ecclesiarchy and its billions of adherents 1s the Sororitas, the Sisters of Barttle.

Battle Sisters of only official religion of the Imperium. Although

: . ; . : . Each Order is mun by a Canoness and her Si
the interpretation of the Ecclesiarchy’s rites and - : P

e ACapta dogma can vary, any extreme deviance [rom il Superiors, They look after the training of recl
= COEIME Ck VHry, any exXitreme Qcviancoe 1T - o oL ;
sororitas! = e the performing of regular prayer sessions |

strictures is considered heresy and is dealt with

s several a day) and the maintenance of therd
most severcly, ; |

affairs. Parl of the puritan lifestyle ofi8

Sisterhood is its isolation and it is generally(
THE EI STEHHDED the Canoncss and her most e}:pcri{:n-;'-:-:i 1.
- Superiors who will have dealings with oufsides

Amongst other prohibitions on military activity even Sisters of another Order. The Sistens
imposed by the High Lords of Terra after the Age utterly dedicated to one task or discipling®
of Apostasy, the Feclesiarchy are forbidden from hrook no distraction from their studies.

The Mordian lron Guard support the Sisters of Be

af the alien Eldee
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e mest widely known Orders of the Sisterhood
e Orders Militant. These Battle Sisters
U8 (b onginal doctrnines ol the Daoghters of
E"h mperoe. They seek perfection of their martial
WS in order to purify their minds and dedicate

%es (0 the Emperor. The Orders Militan
fllirther broken down into military units, with
lquﬂ led by a Sister Superior. The mosl
i Sister Superiors may have orgamsational
ol over several squads of Bartle Sisters, but
milict every squad is generally considered as
Bindividual entity. The most skilled
grinced Batile Sisters receive further training
ame inducted into the most ancient Ates of
Blinder. These elites are known as Seraphim
e maost trusted and spintual of their number
B right 10 becorne the personal bodyguard
BE Drder's Canoness.

_.n ._:_- :.-.-L.' H

amcl

' fiom the most physically adept of the
B Soroeitas, the Battle Sisters of the Orders
are the main fghiing force of the
¥ Totally incorruptible and dedicated
Sl of pematent worship and humble living,
ganitas are used o enforce the will of the
meTTr 4 mterpretcd bv the Ecclesiarch and the

VST
i

jads of Barle often accompany
panes and Confessors as they go about

Histers

BBgelesiarchy ‘s power. They arce also oflen seen

AT 5 s ' -
fiies, providing a very obvious reminder of

fighting alongside the Imperial Guard,
adding a core of highly skilled. totally
devoted and superbly cquipped warriors o
supplement the massed ranks of the Imperial
armies. Occasionally the Battle Siwsters will
even have common cause with the ficree
Space Marines of the Adeplus Astartes.
Although the relationship between these two
organisations is'only civil at best, the
Space Marines and Battle Sisters both
respect each other’s prowess and skill
al arms. Many times the foes of the
Imperium have been eradicated
by a combined attack from these

two elite forces.

The Adepta Sororitas also
forms an internal policing force
for the Ecclesiarchy. The Battle
Sisters may be despatched o deal with a
troublesome Cardinal or Confessor, cither
by their mere presence of by forcably
removing them from power. Cardinals
also usc the Baitle Sisters to enforce
tithe requirements on their diocese and
to remind their followers of their
dutics w the Adeprus Ministorum.

Somec Sister Superiors  give
additional training to the mos
skilled of their Barile Sistcrs,
educating them in the use of the
more exotic and heavier weaponry.
In batlle, the Sister Superior can
call wvpon these specialists to

provide extra fircpower [or the squad.

...a core of
highly skilled,
totally devoted
and superbly

equipped
warriors...

A spiriin dominatus,

Domine, libra nos,

From the lighining and the tempest.
Cur Emperor, deliver us.

Our Emperor, deliver us,
From the scourge of the Kraken,
Our Emperor, deliver us,

From the hlasphemy of the Fallen,
Our Emperor, deliver us,
From the begetting of dagmons,
Our Emperuor, deliver us,
From the curse ol the mutant,
Our Emperor, deliver us,

A morle perpeiua,
Domane, libra nos.

That thou shouldst spare none,
"That thou shouldst pardon none,
We bescech thee, destroy them.

Roraritas.

From plague, deceit, temptation and war,

That thou wouldst bring them only death,

Invocation of the Fede Imperialis. Commaonly
known as the Bartle-prayer of the Adepta




SISTERS OF BATTLE

ORGANISATION OF THE
ADEPTA SORORITAS

he Adepta Sororitas comes under the auspices of
the Ecclesiarch, but the majority of the governance
of the Orders is performed by the Prioresses of the

Convent Sanctorum and the Convent Prioris. ==}

The two Convents have a very similar organisation. However, the non-
militant Orders often perform different duties and functions within each
of the Convents. The Convent Sanctorum is based on Ophelia VII, whilst
the Convent Prioris is on Terra.

Order of the Bloody Rose
Order of Our Martyred Lady
Order of the Valorous Heart

Order of the Eternal Candle

Order of Seranity

Order of the Holy Word

Order of the Quill

Order of the Key '
Order of the Gate '

I Minor rders .

% Order of the Sacred Rose
® Order of the Ebon Chalice
* Order of the Argent Shroud

Order of the Cleansing Water
Order of the Torch

Order of the Holy Seal
Order of the Sacred Coin

Order of the Sacred Oath
Order of tha Lexicon

[ mwconms ]




A The Order of the Sacred Rose
wear whits armaur, wilft conirasting
bilsck ciosks. The lnirg of their cloaks
I8 red, and thsir weaporn Casngs are
BE0 & desp red.

SISTERS OF BATTLE

THE ORDERS MILITANT

he uniforms of the Adepta Sororitas

are based upon the original
garments worn by the Daughters of
the Emperor.

The Orders of the Ebon Chalice and Valorous
Heart display the colours of the original
Convents, unchanged for 4,000 years. The
other Orders continue this principle with only
minor modifications to distinguish them on the
battlefield.

The Orders Militant make use of three main
colours in the design of their uniforms; black,
white and red.

Baffle Sisfers of this Ordor wear
ilask srmolr and white cloaks. The
o of thair cinads is red, and he

ur Adeptug Ministorum army contains squads of
Battle Sisters of the Order of Our Martyred Lady.

The uniforms of the Order of Our Martyred Lady
emphasise black armour and cloaks, with red linings
far the cloaks, red weaponry and white used for the
piping around the cloaks and for the unit insignia.

Throughout the following pages, you will find

examples of Battle Sisters painted in the colours of
the Order of our Martyred Lady, each of whom form
a part of our army.

As e name of the Order
le e Haflle Sisfers wear silver
iimou, coupled will whire cloaks that
e red fimings. The weapons they
aar e also red.

s -

A The armour worm by the Battie A Baottla Sisters of this Order wear
Sisters of this arder is & bright blood | black armour as well a5 biack cloaks.
rad colour, Their cloaks are black on |} Cioak fnirgs are whita, whitst ihe
tha oulside with pure white fnings, The only trace of red evident in fheir
Sisters’ weapany iz bigck, mafching |8 wniforms is i the Order badge and .
their cloaks. || Eccieslarchy symbol




A The fleur de lys is the gpmbol of the Adapta
Sararilas and featurnas prominantly on the unifonms
of gl Batfle Sisters

 BATTLE SISTERS |

' m: he Battle Sisters of the Orders
- Militant are the mainstay of the
S . Adeptus Ministorum’s armies.

Utterly dedicated to the protection of the
Imperium, the Battle Sisters are trained and
equipped to the highest standards. Wherever there are
foes of the Emperor, the Sisters of Battle will be found
fighting to the last.

The standard armament of the Battle Sisters is the
boltgun, but some Battle Sisters are given additional
training in the use of special and heavy weaponny

such as the devastating flamer.

Re-named after their Canoness, St. Katherine,
who was martyred in the 36th millennium, the
Order of Our Martyred Lady is particularly
renowned for the determination and avenging
spirit of its Battle Sisters.

® The scomhed ook
of the Namer nozsle
carrigd by this Baitie
Sister was achieved by
drybrushing itWack and
goid over ihe basic
qlmelal colowr

< Exira fime and care was
rakan when painling this
Fistar Supenar, Paricular
altantion was paid fo small
ceiadls ke har piztal
hotster and the purity segl
g her thigh,

A This is & squad of Battle Sisters of the Order of Dur M

fhe three basic Adepta Sororlas colowrs. Thair uniforms feature white hems around the cloaks, slong with red pining al he fops of hair b

fyred Lady Their ammour nd uniforms sre Lrddominantly painled rad wiils s
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ADEPTA
SORORITAS

With their elite training, superb wargear and unshakeable faith in the
Emperor, the Sisters of Battle have crushed the foes of Mankind in
countless battles across every part of the Galaxy. The new Sisters of
Battle boxed set contains a complete Battle Sisters squad that you can
use as allies to your Imperial Guard or Space Marine army.

| BATTLE ARMOUR Power armour {3+ save)
SISTERS SQUAD...... 178 points SPECIAL The Sister Superior may

Spice Marine and Imperial Guard armies ma) lead the .':quar_l in the
gondin any number of Adepta Sororitas Rattle Sacred Rites before the

Sters squads ax part of their support allowance. battle. An ordinary
Sister Superior allows

you to add +1 to the
toll. The rules for the
Sacred Rites can be

ToopType M WS BS S TW | ALd
4 34141 8

| Batthe Sigter 4 3

IWEAPONS The squad consists of one Sister found on the
[ Superior and 3 Battle Sislers. The following puge.
Sister Superior is armed with a S : ]
L No Space Marine character is
boligun, frag grenades and a : e
c Tk . permitted to join or lead a Battle
power sword. 4 Battle Sisters arc "
Sisters squad.

armed with boltguns and frag
grenades and | Battle Sister

is armed with a boll
pistol, [rag grenades
and a flamer.

The Battle Sisters of the Orders Militant have many
strengths, Thev are recruited from the jastest,
stromgest and most adept individualy to be raised by
the Schola Progenium. Their training is total, hened
across the millennia to ensure that every Baitle Sister
iv more than a maich for almost any foe. Their
weapons and armour are amongst the hest the
Adeptus Mechanicus can produce. These fuctors
alone weould make the Baitle Sisters a mighty weapon
in the Emperor's arsenal, but that is not all.

The Batile Sisters are utterly dedicated to the
Emperor. Their one purpose is to strive for his homour
and glory and to protect the Imperium from all
threats. The faith of the Adepia Sororitas iy
urswerving, they are raised from birth to helieve the
Emperor is the only hope for humanify. Their pious.
rigid way of life allows the Battle Sisters no room for
pleasure, there is only praver and war There is
nothing an enemy could offer them, they are
impossible to bribe and totally incorruptible.

The Batile Sisters are one of the few bastions standing
between humanity and extinction, The Soronlds miust
defear alien domindnce, rogue psykers, daemonic
influence, heretics, blasphemers and apostates, or
everything the Emperor has siriven fo build and
protect will be loxt...
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Jes Goodwin
designed the
miniatures for the
Sisters of Battle
boxed set as a
follow up ta his
Necromunda
Escher figures.
Mote the contrast
between the wild
look of the Eschers
with their savage
spiky hair, and the
more severe
appearance of the
Battle Sisters.
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SACRED RITES

Before battle, a Sister Superior

will lead her squad in prayer.

With the litanies of faith she will

inspire her Battle Sisters to great

acts of valour, Her stirring words

en her companions’

51 the wiles of enemy

:rs or Instill a nghteous

ger that only the death of the
Battle Sisters” foes will sate.

Roll a D6 on the Sacred Rites
lable to find outl what effect the
prayers have on the squad. The
following modifiers apply, and
are cumulative with each other:

A Sister Superior adds +1 to the roll.

If there is a payker in the same army as the
Ecclesiarchy, all rolls Tor Sacred Rites suffer

# -1 penalry.
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SACRED RITES TABLE

Result
No effect.

The squad is immune to fisar and terror for the durstion of the
battle. Sce the Warhummer 40,000 rulebonk,

The squad becomes subject o fremzy. See the Warhammer
40,000 rulebook for details.

The squad adds +1 to its Leadership for the durarion of the
bisttle. This cannot take its Leadership valoe over 10,

The squad hates the encmy. See the Warhamuer 40,000
rulehook for detuls, :
Each member of the squad has & psychic save of 4+ on a Df,
Node that this is not a nollify - roll for each model; on a 44 it
unuffected, Some of the squad may be affected by the puychic

power while others aren't.

The squud mtomatically passes all psychology and Break sty
il is required 10 make. '

The results of the Sacred Rites apply w
members of the squad and any characters wh
start the battle in squad coherency with them
including the character leading the Rites. The usi
loses its Sacred Rites if another charscter laie
leads the unit
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GAMES WORKSHOP 4
GRAND OPENING

OXFORD STREET
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BUY THREE BLISTER
PACKS AND GET THE

ONE WITH THE LOWEST
PRICE FREE!

BUY THREE BOXED
SETS AND GET THE
rw_!'*'__' ONE WITH THE
sy LOWEST PRICE FREE!

—
¥ —
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STORE e OTHER GREAT
53 DEALS ON THE

Tek: 0171 436 DBIT DAY!
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RETURN TO
HORSKINSON'S
ISLAND

armics and construcling more terrain duning the ;
A | smell Gold... | smell it on the days of pitiless winter dark. Resplendent in their Summer is here
wind... rwenry leagues mo more | fresh paint, new Priestley-esque armies gather for and that e
Bl it mine all mine... | smelled it the summer offensive. Even as I tap al my the campaigning
] tells vou! ™ keyhoard, the builder is constructing a 10¢ by 40° H::;:I;i;:;:h&ﬂl':::
rkin Thorskinson enbure outdoors wargames table under the delusion he 1s . .
St Aty : laying a patio (the machinations of Lord Tzeentch your bow and don

triumph over the needless shackles of common your armour to

HOWTOSETUPA sense yet again). face the horrors of

Thorskinson's
IMRHAMMER CAMPAIGN This year’s summer gaming project is o be a Island. Rick dons
massive Warhammer campaign in which my

Priestley.

: . r _ : his shades and
B St iy of the “Enalish before them (remember... insanc optimism gets shirt to get into
:'Z. To devoted Warhammer Plh}'m‘dnlhis e long way). The e rolcs uf_me the Epi'._“ ul'_llli.'
ome thing. .. the welcome opportnnity e B".! e book will pravide the I:mm::. for mysterious isle,
. B S e c o e 1hfe games, with a f_n:'w tweaks uddP:d since b and explins the
C mHm—LIEE:' ke }E}u:’ﬂrﬁ “'mhnmmgr wias published last year. I've _bEEIl ‘!lr\-'arhnlmnmr
B o ch cening oit of the bu_::}' drawing up these new rull:i'.-; and ln‘-'t:nill'l? a Campaign set
Ilpmsi'l:lie o ay have alrcady done ._v.ultahle background and now I'm ready to bring ; across its golden
-I -}_mf n=_1'nun-:11.:mrk_-. in all the players who want to take part, arrange beaches and

st BewW sames, and generally gel going. sandy coves.

If you're at college or school, or if you're lucky

cnough to have a few wecks

holiday coming up, then now’s the

time to gel your own campaign

organised. In this article 1 describe how

we set about preparing for our own

forthcoming project - Return to

Thorskinson’s Island. You might feel

inspired to create something similar for

vourself, or you might wish to literally

copy our campaign if you prefer, either option
is perfectly feasible.

BASIC STUFF...

e -—f As described im  the
/ Warhammer Batiles book any
number of players can take parl in

a campaign. Each player takes
command of a Warhammer army

and one player takes the part

of Controller as well as
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they wish. Players are not obliged to play

; games unless they want o do so, so some
il players might play a lot whilst others might
join in for one or two battles. This meins
gaming doesn’t stop just because one playr
it away on holiday for a week, and a visilif
or house-guest is just as welcome 4s a longs
lerm player.

RETURN TO
THORSKINSON'S ISLAND

Our campaign takes us back 1o the lom
lost island which was the scene of i
year's hard-fought battles. This was
island invented purcly for the purposes it
the campaign, but which we imagine i
lic off the west coast of the Southlands, Th
Warhammer World provides lots o
opportunilies to invent new lands, ss@b
islands, lost realms, and so forth. Obviousy
such a land is nothing more than 8 convenies
location for our campaign, allowing us o oo
o A :H“ b something spectacular and entertaining ln-f
. ;_:,;l: % " :"' teelmg that we are spoiling the carcfully works
N out background for the Warhammer Wo . Last

FoEs,

participating in the campaign. Afterwards, when the campaign is over, wee Dwart
Controller-ship can pass from one player put our creation aside and return to the “raS infeste
o another during the course of the campaign, so Warhammer World confident that the planel wif News
different players get a chance to be Controller it still be there! over il

- - = 14 Ll 54

..'_-:v;.. : on: r : volean
Thorskinsonis | sh& Beafie Dearair " “ipd

CGold Beach The Dingle

Three Stone Point . 3
= Lictle Bay Thurkin Isles mval am
Q Big Thurkin the wint
Q ﬂL!tt[u

Thu'rlﬁt'_[

Point Blanco

Ease Bight lure of gol

Wreckers” Cove

Wreckers’ Rock
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THE STORY SO FAR

L year Thurkin Thorskinson, gold-crazed
Wil Adventurer, discovered a lonely jungle-
] island oft the coast of the Southlands.
__-ll:l.'m spread and mvaders armived from all
¥ he Warhammer World determined to reap
Ieasurcs reported to lie there. After a hard few
pths of determined warfare the survivors
hed the centre of the island where a huge
0 guarded the legendary treasures left
i by the Slann at the dawn of time. Whilsi
smmmies battled for supremacy the ancient
finery-sorceries of the Slann worked to
"lh stronghold, triggering the volcano,

g away the armies and covering the land in
tlfﬂlhlﬂ-:': ash and sundry unpleasantness.

jgh several mighty treasures were looted the
f~ were {orced W0 abandon the island for

L ! e

EDNQUER{}R'& GATHER

¢ seasonal winds have turned once again
B brave captains can navigate their way past
geesous barrier of the Shifting Islands and
Murds towards Thorskinson's Island. The
| ¥ conguerors bring settlers and sundry
B8 t0 construct and secure their harbours,
armies, and penerally do such dirty
8 peeds doing. Doublless more civilians
L | thisir wake hopeful of sharing the wealth
d by the exploring armies, From all
ol the compass they come — drawn by the
'<_=-I sorcery, and power!
-
e 1o completely accurate maps of
gon's Islind and much of the interior
pexplored. However, a rough copy of a
___ :d on a brief glimpse of a map said to
l pged Lo Thorkil Thorskinson himself is
oed here for the benefit of all who wish to
‘ mt Of course, the canny Dwarl isn't

MAJADMAMAE
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bevond making up a
convincing but inaccurate
map just to  throw
competitors off the scent,
s players are advised to
treat this information with
some sceplicism,

LAND AHOY!

'To begin with each player
chooses a suitable name
for himself as mighty
leader of his expedition —
Ogog the Mighty Orc
Warlord, Finuvir High Elf
Prince of  Tiranoc,
Wilhelm Ludenhof scion
of the Count of Hochland,
etc, etc. Choose a name
that fits with vour idea of
the heroic adventurer you
represent.

Having settled on a suitable name for himself,
each player, starting with the Controller,
determines a bay where his forces will land. As it
is important that players start off with a sccure
base cach player begins in a different bay. I there
are more players~than bays, divide each bay into
two Or moTne ]ﬂquding gsiles (north and south, oF east
and west, and so on). The Controller writes the
name of each bay on a scrap ol paper which the
players can secretly draw out of a cup. Only the
Controller and the individual plaver know where
they have landed - but the playver has no idea
where other players might be encamped. Of
course, there is nothing to stop players announcing
where they arc — that is entirely up o them!

Once be has determined where his [orces land
each player randomly rolls 3 territories from the
standard termitory charl  in Warhammer
(reproduced below). The only extra rules that

Example: Wilhelm Ludenholf, o younger impovenished relative of the
Count of Hochland, hearing ramours of untold riches o be won in the
South Seas has squandered the last of his cash on hinng a shap to take him
to Thorskinson's Island, Well 1t was either that or pay his substantial
gambling debis... no contest really. He has assembled an army of
adventurers from amongst the ranks of former Imperal soldiers, and the
Emperor has generously given him command of some of his own roops
{anything to get the rakish Wilhelm out of the Imperial Court and away
from his daughters, meces, and the baboon house of the Imperial Zoo).

After several stormy weeks at sea, diversions to avoid High EIf patrols,
and an uncomfortable encounter with Arabian pimates, his ship rums
aground at Bedlam Bay and prompily falls apart. Wilhelm is inspired to
make his proud announcement, “Looks like we're here to stay lads!™,
Explorng mland his men quickly uncover a township of settlers from the
Old World {who are naturally delighted to find themselves subjects of the
newly re-named Wilhelmsberg), close to which they discover a rich vein,
of gold which they immediately set aboul turning into a gold mine.
Otherwise the land is dominated by a dank, dark and forbidding tropical
forest.
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apply are 1) any player who rolls the same initial
lermtory twice is allowed o re-roll if he wishes,
and 2) no lost valleys are allowed as part of your

imitial territory.

The territories represent a mixtre of ancient ruins
lefi on the island in ages past (very likely Slann in
origin | shouldn’t wonder) places discovered or
buill in the previous vear’s [ighting, or new
settlements ol civilians or slaves brought along by
the player's forces. The player who is acting as

11-12  Wizard's Tower
For each Wizard's Tower you confrol your army may include
an extra level 1 wizard, or Dwarf Runesmith.

13-14  Sacred Grove

For each Sacred Grove you control your army can include 1
level 2 wizard, or Dwarf Runasmith,

15 Shrine

For each Shrine you control your army can include 1 level 3
wizard, or Dwarf Master Runesmith, and 1 magic item of up
to 50 points. The magic item can be carried by any suitable
character in the amy.

16 Temple
For each Temple you control your amy can Include 1 level 4
wizard, or Dwarf Runelord, and 1 magic iterm of up to 75
points. The magic item can be carried by any suitable
character in tha army.

21-32  Village
For each Village under your confrol your army can include 1
unit Champion,

33-34  Town

If you have a Town under your contral your anmy can include
up to 3 characters chosen from the following: a umit
Champion, Hero or Ammy Standard Bearer,

35-45 Trade Route
For each Trade Route under your control your army may
include 1 magic item up to 50 points value.

46 Silver Mine

For each Silver Mine under your control your army may
include up to 3 magic items of up to 75 points each.

51 Gold Mine

For each Gold Mine under your control your amy may
include up o 3 magic items of up to 100 points sach.

52 Treasure Hoard

If you control a Treasure Hoard your army can include up to
5 magic items of any points valua within the normal
restrictions of your ammy list.

-

53 Road

If you control a Road you are abla 1o move troops more
quickly to meet your enemy. To represent this add +DEx10
points to your ammy for each Road under your control. Roll
when the Road is genaraled to fix its value — this is the value
ot that Hoad territory. If you stake a Road territory in a battle

Controller oversees all the initial rolls for
territory, This means he alone knows what
territories all the players have but such is the
omnipotent power of the Controller (he lands o
the island first s0 he presumably gets the chance
to observe the others as they approach). The
Controller can use this information to fill in
detuils on his own map of Thorskinson’s Tslid
enabling him to name features and create a moe
precise geography if he wishes o do so,

and win, then the value of the Road increases by a furthar |
DEx10 points to represent your expanding control.

54  Bridge |
If you control & Bridge you are able to move troops mae |
quickly to meat your enamy. To represent this add +2D6x10 |
points to your army for each bridge under your control, Rl
when the bridge is generated to fix its value — this is the vake |
of that Bridge territory.

55 Pass E |

If you control a Pass you are able to move troops throughli
reach the enemy. To represent this add +3D6x10 poinis &
your army for each Pass under your control, Roll when 84
Pass is generated to fix its value — this is the value o I
Pass territorny.

56 Mountains

If you control a Mountain your army can include a furthar D2
large monsters. Roll when the Mountain is generaled
determine how many monsters it can support - this is #
fived value of the Mountain. In addition roll a D&. On the sco8
of a 6 the Mountain contains a Gold Mine (see abave).

61-63 Forest

If you control & Forest your army has sufficient supphes o
wood to include a further D3 war machines, Roll whan
forest is generated to datermine how many machines it &
support — this is the fixed value of the Forest tenitony.

64 Ruins

If you control an area of Ruine then before every gamé i
can send searchers to find magic items amongst the
Generate an axtra DGx10 points and choose a magic iEm!
to this value. The magic item can ba given to any charsds
the normal way. The magic item is retained by your fomes
its value is added to the total points of your army. Howes
the character carrying the item is killed the item is losta%
value must then be deducted from your army.

65 Lost Valley :
You control a secret valley shaltered from the weathes
abundant with natural resources. Roll again twics o)
chart — the walley has the territory value of balh &
combined., The Lost Valley is only a single temary
though it has the resources of two. A Lost Vallay &
include other Lost Valleys!

66 Spy

You have a well established network of spies and infe
Spies are not terrtory, so if you generate a Spy g8
another territory immediately. See the special mfu
Warhammer Battle Book.
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CHOOSING ARMIES AND

GETTING GOING
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WIZARDS - Each army may have -y

one level 1 wizard (or Runesmith in

the case of Dwarfs) and cannot

include any other wizards or e

Runesmiths unless the player’s et

territory includes wizard's towers, u‘-ﬁ

sacred groves, shrines or temples. I rear:

CHARACTERS - The army may
not include heroes, champions, or
other non-wizard characters unless
the player controls villages or towns,

MAGIC ITEMS - Each army can
include one magic item worth up to
50 points. More magic items can be
included if the player controls a
source of income in the form of an
appropriate territory such as a trade
route, mine, treasure hoard or
My sIErious rEins.

WAR MACHINES - Each army can include up
to one war machine or chariot and cannot include

AA/ADLIAAMA ht;ﬁ

Piyers choose an army of 1,500 points for each
itle und forces are chosen afresh every time the
oy fights, although each player must stick to the
i army — Orcs, Empire, Bretonnians, Lizardmen,
b You might wish to start with slightly smaller
.- say 1,000 points or 1,200, as this makes it
e 10 gel the armies together. 1,500 points is a
total for players who already have

mare unless the player controls forests to provide
wood (o build machines and fuel lurnaces. A Rt
Lizardman player can count Stegadons and
Salamanders as War Machines and so may take
one as part of his War Machine entitlement.

LARGE MONSTERS - Each army can include g s
up to | large monster and cannol include more .

——

mes are  chosen

d armies.

from the appropriate

whammer Armies army list with the

mestrictions descnbed below.

B players may agree further g
iictions amongst themselves for

{see page

a5 described under Set
36). For
plavers might decide

for this particular bartle there
‘e 0o flying creatures, no

jden monsters, or whatever

players prefer.

-Il:-';

L]

Wypes and quantity of troops that
$tun field is restricted by the termitory
tontrol. As the army’s commander
L big lerritories he also expands his army,
deroes and wizards to his cause. acquires
| wins new magic items.,

RESTRICTIONS

i with each player is restricted in his

2 follows:

s

~ Each army must be led by a
;-- pien from the Warhammer Armies
1'5: Ceneral can be a wizard if the
.' s this.
EGIC FEATURES — Such as bndges,
i passes — limit access by vour armies.
ent this, armies are chosen to 1,500
il lasger armies can only be assembled
= mol of bridges, roads and passes.

unless the player controls mountains where such
beasts live. Trolls, Ogres and other monsters
which normally fight as regiments don’t count for
this purpose — Giants, Manticores, Dragons,
Giant Eagles and such like do. A Lizardman
player can count Stegadons and Salamanders as
Large Monsters and so may take one as part of
his Large

Monster

entitlement,

g

-

-
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ALLIES - You cannot choose allies as part of
your army. However, you are allowed to ally with
other plavers as described later.

The players are now ready to start. Rather than
simply allow plavers o fight each other as and
when they please I've found that it’s best to set
periodic objectives which the players can
compete [or. So, each month,
as Controller of owr
Thorskinson Island cumpaign,
I'll be issuing a newsletler
called the Island Chronicle
which includes details about
recent discoverics and rumours
which the players will be
invited o investigate. Players
can choose to either follow-up
a particular rmmmour or
investigate a recent discovery,
or simply continue to explore
the island’s densc interior.
Each player can only pursuc
one ol these options during a
month. So, two players who
choose to investigale rumours
of a gold-strike on Moumt

WDee

Black Thunder are likely to run into each ather,
and, of course, only the winner is going 1
discover if the rumours are true!

BE YOUR OWN BOSS
OR JOIN US ON
THORSKINSON'S ISLAND

Each month over the summer we'll be printing
our campaign newsletter — the Thorskinson Islind
Chronicle — in White Dwarf, To go with this we'll
explain how, as our Controller, 1'll be organising
baltles for the various objectives described each
month. The first newsletter and set of Controlles's:
notes is printed in this issue of White Dwarf, If
YOUu wanl 1o organise your own campaign akng
exactly the sume lines then use the newsletter and
set of notes in each White Dwarf to create you
own version of our campaign. The special
rewards and discoveries associated with the fint
month’s battles will be published in the secoal
month, and so on each month, We's
deliberately set the games up with monf
objectives so that readers of White [
can  hterally fight their oW
Thorskinson’s Island campaign,

Alternatively, you might fancy # g

a cumpalgn of your own, in whid

case | hope thal our newsletier

provide plenty of inspirait

We'll be publishing a monih
newsletter because that's how often Wh
Dwart comes out. You might wish fo adog
more furious pace of action and have a newski
every week or so. Obviously there’s no need o
newsletter 1o be regular at all if you're organis

YOUT own campaign.

LATE-COMERS WELCOME

Although it’s a good idea to have a com
players right from the start, anyone can jif
later simply by rolling up three territosies 8
Controller can allot late-comers a landing ao
creale 4 now one. .. remember thal the maps 1
as convemenlly unrcliable as you like!
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COMING TO
YOUR TOWN
SOON!

Look out, the Games
Workshop Roadshow is
coming to your town! We'ré

going to be setting up

exciting battles of

Warhammer and Warhamme
40,000 with loads of great
terrain and painted models
All you need to do is turn i

and play. See ya there!

>
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B ATT L E T o U R . Sat2nd  The Sessions Rooms We
Contact Jade
(tel 01424 433298).
DAT E s Mon 4th The Masonic Hall, Cosl Th
: up

Fantasy Workshop
{lel 01233 621835).

'LE TOUR BATTLE TO

- JULY Tues 5th  Emmanuel Baplis! Ch Fi 1
9 Fri 25th Youth and Community Conlact Stamp Cenén '
gt Hall. Contact Krackers (ted 01474 534166)
— (tel 01823 335057). Wed 6th  Red Cross Hall. Cont Sat 1
| sat 26th  Carrick Sports Hall. Marquee Models
r::}, Contact Truro Micro (tel 01992 504718}
E__f' (tel 01872 40043), Thurs 7th  Plinston Hall. Contal Son 1
A Mon 28th Youth Centre. Contact Comics Unlimited
o Wings and Wheels (tel 01462 480018)
£ (tel 01884 242819). Fri8th  TO BE CONFIRMED Mon 14
= g Tues 29th  Methodist Church Hall, Contact Toys Toys Tt
Conlact Collectors Centre - {tel 01707 391319}
o " (tel 01935 433739). Sat 9th Lowestoft Library Co Tues 1¢
i Wed 30th The Weymouth Pavilion Toymaster Kingdom :
; Contact Howleys (tel 01502 565683
=l (tel 01305 779255). Mon 11th  Matchbox. Contacl Wed 201
Matchbox
; AUGUST (tel 01553 766575,
) Fri 15t Worthing High School, Tues 12th  Winter Gardens, Corl Thurs 21
Contact K C Games. Hewins

(tel 01903 237983). (tel 01472 347088

I




All through the Battle Tour, we will bring
*all the armies and scenery needed for
L you to take part in loads of games of
Warhammer and Warhammer 40,000.
If you've been to a Battle Tour before,
tome along and bring your friends with
you! You won't regret it.

LWARHAMMER 2
S S0.000

4 Above: A determined Bretonnian army
fends off an assault by the swift moving
Skink archers in this exciting battle.

Left: Blood Angels Assault Marines
leap into action against the hideous

forces of Chaos.

Wed 13th Kings Head Ballroom. Contact Fri 22nd  Harlow Sports Centre.
Trinity Video Contact Marquee Models
(tel 01748 850311). (tel 01992 504718).
fai Thurs 14th Town Hall. Contact Windsock
Models Sat 23rd  King Edward VI Upper
(tel 01388 B03759). School. Contact Model
T Fri 15th Community Centre, Balwearie Junction
School. Contact Hope's Chest (tel 01284 753456).
(tel 01592 260116). Sun 24th Wokingham FC. Contact
il Sat 16th  Spectrum Centre. Contact The Model Shop
Graham Begg (tel 01734 795904).
(tel 01463 7166846). Tues 26th Cyberdyne. Conlact
| Sun 17th  Bell Sports Centre. Contact Cyberdyne
The Hanging Troll (tel 01225 775980).
(tel 01738 445840). Wed 27th The Folk Hall. Contact
Mon 18th  Sea Cadets Hall. Contact Makit
oye Lancaster's (tel 01275 B44751 ).
itel 01524 410304). - Thurs 28th Dorchester Corn
anta Tues 19th Morth Bridge Leisure Centre. Exchange. Contact Goulds
Contact Magazine World (tel 01305 217700).
(tel 01422 330547). Fri 25th Helston Sports Centre.
Vied 20th  Wellington Civic Centre. Contact Gameszone
Contact Questing Knight (tel 01326 564064).
Games (tel 01952 417747). Sun 31st  5t. Gregory’s. Conlact
! Thurs 21st The Long Gallery. Contact Model Mayhem
Refinery 13 {tel 01789 299701).
{tel 01270 650679).
e
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PRE BATTLE PREPARATIONS

In our last Epic 40,000 battie repon, back in issue 208, Jervis and Andy fought out an histar
refight scenario from the Epic 40,000 Battles Book, Gogard's Last Stand, This time Andya
Gav agreed to fight out one of the battle scenarios, an Escalating Engagement, Andy baggss
command of his favoured Orks whilst Gav elected to command an Army of the Imperis
mainly consisting of Imperial Fists Space Marines. '

Gogard's Last Stand was meant as an introduction to the Epic 40,000 rules, so this timé)

haven't concentrated on the whys and wherefores of the rules as much. Instead

Gavin and Andy get on with explaining the thinking behind their army selection, planninga
tactical successes and blunders,

Having each picked a 2,000 paint af
DEPLB?MENT : o and after setting up the battlefiald, it
In this baﬂlﬂ._l'm:r pdtm_ls_cl:ash and, as . necessary for the players fo &
the battle heats up, more and maore il it -
reinforcements are committed. =N " ﬂhjer:twa_s. In this scenario
Having chosen their armies as P gets 1 objective for each ED{]lpcunIs n
normal, both players must set up 3 : : force, so 4 each in a 2000 point batile
the lowest points valua vehicle or . [ g chose a cleanse objective, a &
infantry detachment in their - R ; : objective and 2 take and holds. Andy
force. This iz the patrol, All the _ o, chose a cleanse and a capture ob 2
other detachments start in e i - as weall as a take and hold and a i
reserva, arriving in later turns. . _ 3 The exact positions of the abject
The two patrols are set up on i shown on the map.
opposite comers of the board. = Sha T T

Before battle could comme
They may deploy up to 90cm from : B
the long table edge, and no closar players were dealt 4 Fale cards eatli

than 150cm to he opposing : ; | Gav then getting an extra card for hi
deployment zone. Gav sel up the . e slightly lower total peints value thand
tarrain so it fell to Andy to choose a : e Finally both players added up theif
corner for his deployment zone. He optad for morale, recording it on a Battie T
the north wesl. This meant Gav's deployment The Orks started with 43, @
zone would be in the south east corner. Andy's cheapest detachmen! was Imperium's 42_ If either Eidg‘sm]
Gornak’s Shootaz, Gav's was the Land Speeders and Bikes of Force Venatus. reduced to O then that amy |

broken, and the battle lost,
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Cleanse objective. The '“_“, e
Orks gain +1 army
morala each tum if they
stay in possession of it.

Capture objective. The
Space Marines can
gither destroy this
objective, reducing the
Ork's morale, or capture
it for a bonus to their
own morale,

2 Take and Hold
objectives. The
Imperial Fists must
hold these against Ork
attacks, gaining an
extra 103 amy morale
each turn for doing so.

Take and Hold
objectiva. The Orks
must take this o
gEun additional army

Orks can either destroy
this objective 1o raduce the
Imperial morale, or
capture it for a bonus 10
their own morale.

o ohpective, :
iipsrial Fists B T e ¥ Imperial Fists gain +1
8 5 Army Morale if o . %, Attt el
e tostroy i a3 . ' they keep the Orks
away from this

objective.




THE ORK FORCE

T e ] = Andy: | chose my army from pre-selected detachments which I've used in

& S cAE el several battles before. The Great Gargants and the flyers were sasy but | took

: Sl some care in choosing which infantry and vehicle detachments to

use, | felt it was important that they could sustain a lot of

" . V. casualties before being reduced to half strength so | picked ones

f i containing some extra cheap units like Gretchin, Boyz or Speed

o Freeks. | also tried to make sure that detachments could fight well

on their own because | knew there was a chance

they might end up unsupporied due to the

random wvagaries of reserves tuming up. This

meant that some of the highly specialised

detachments | had in mind, like one which is

comprised of a Warboss on a boar and ten units

of Boarboyz, just weren't suitable. If a

detachment like that ended up on its own

against a longer ranged foe there would

_ be little they could do but die. By using

4 e 4 2 = detachments with a variety of different

; . e R units with different ranges, firepower and

o358 . — assault capabilities | could keep my options

) | : open, and keep Gav guessing about what the
differant detachments would do.

DA WARLORD UGSKRAGA

Ork Warlords have the unigue advantage of being [
able to command the battle from a Gargant. For thig}
battle Andy used a Great Gargant from his own Ep f
40,000 army as Ork Warlord Ugskraga. J

A —= =} WAAAGH ARLUK
; g The core of an Ork army are the big footsloggng
warbands of Boyz. Waaagh Arluk, although slow &
capable of either blasting the enemy (it can musteran
impressive 26 firepower), or should they get closs
enough assaulting using the Nobz mobz in clee
combat, supported by the large numbers of Boi}
and Gretchin. -
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DA FIGHTA-BOMMERZ

Fighta-Bommerz are much maligned by Andy Kettlewsll,
but Andy shill placed his faith in 2 detachments. The first
getachment consists of 2 Fighta-Bommerz, and the
second of 4 Fighta-Bommerz.

8 Big Gunz and Pulsa Rokkits of
Sman’s Shoofaz will give the Ork warbands
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THE IMPERIAL FISTS

Gav: Over the hundred or so battles we played whilst testing Epic 40,000 we assembled hundreds of different
detachments and kept a record of them for future use. Some of them have proven to be, well, tactically unsound,
but mast of them have an illustrious history. Using this great tome of tactical knowledge | was able to selact my
detachments from a range of different possibilities. A couple were slightly modified in light of the models available
{I would have preferred more Assault squads and fewer Terminators in Force Procyon) but using pre-selectsd
detachments made the job of choosing the army much easier. | wanted a well-balanced force, with a combination
of speed, resilience and hitting power and once I'd decided to focus on Space Marines the options were simpie,

For epeed | took Force Venatus, which could scream about at a startling pace, capturing objectives and generally

interfering with the enemy’s plans. I've always liked the idea of transporting troops with Thunderhawks, as ihs

not anly gives you a definite advantage in manceuvrability (essential in Epic 40,000) but is also one of the classe

Space Marine images. For my strongest detachments | took a flexible mix of Tactical and Devastator squads i

Rhinos (plus some Land Raiders) in Force Glavius, and Force Octavius which had some serious firepowar in R}
form of Land Raiders and Predators. Of course, for that real firepower monster you don’t get much better thﬂnq

Warlord Titan, armed in this case with three heavy weapon batteries (total of 24 firepower!) and a Death Ray ff

picking on any Gargants Andy brought along.

With that, | had my three ideals covered: Thunderhawks and Bikes for speed, tanks and a Titan for strengtha
| alarge Space Marine force for some serious staying power. All that was left was to see how they would fare.

FORCE VENATUS

Force Venatus is made up of 4 Land Speeders,
supported by 8 Bikes, a Psyker and a Captain.

FORCE GLAVIUS
A quarter of the Imperial Fists army is in Force

Glavius, a powerful mixed detachment of
Space Marine infantry and armour.
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STRIKE FORCE FALCHION

Stike Force Falchion consists of 2 Thunderhawk Gunships. These are
urique to the Space Marines, and give them the the ability drop from orbit

and land wherever they are most needed on the battlefield.

FORCE F‘HDCYGN

Jifh 1 Strike Force Falchions prnimary

.-2«:";- a7y appany LA ' mission will be to drop Force

AL Procyon anywhere on the
battlefield. Force  Procyon
consists of 2 Assault squads and
& Terminator squads, led by a
Captain and Epistolary Augusta, a
psyker, to give the detachment an
extra advantage in close combats
and firefights.
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e amoured might of Force
lavius. 3 Predators and 4
fid Raiders will provide the
pearial Fists with mobile,

il hitting firepower.
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hootaz, the leading slement

Gav: With

some very fast troops. By

objectives close together at the start,

able to nab both at pretty much tha same time. My Bikes
and Land Speeders would roar forwards and grab those
two objectives, which would start increasing my anmy
morale before the battle had started. The Orks could not
do anything similar 50 S00T, ap when the battle-proper
staried and we both began losing army marale my total
would be faliing from & much higher starting point.

speed, rather than tacing averytning ai once.

Earce Procyon would land behind the Ork army to achieve
my caplure objective and deny Andy his cleanss. They
would also present enough of a threat to torce Andy to ra-

| dmctsnmunfhlﬁh'umsawagrfrmnMHnﬂinuﬂnnk

leaving the r&ﬂtnimyannywmmwrmua 1o face.

Y e 1

TURN 1

With only 1 detachment each and nobody in range, thefs
tum unsurprisingly did not take long. Winning the initigie
Gav decided to let the Orks move first. Pausing to des®
whether to risk marching, Andy decided against i &8
Gornak's Shootaz assaulted instead, moving through 7
ruins and across the road. Force Venatus raced along
road, their speed imcreased by the road DONUS '
reached the intersection. In the rally phase the Oirks gains
+1 to their army morale for their cleanse objective, 888
the Imperial forces. Force Venatus was now also W
15cm of a take and hold objective, giving them an &l
103 army moraie, with Gav rolling a 2. The army
totale were now 44 to the Orks, compared to 45 fors
Imperial ammy.

T

Meanwhile units from Farce Venatus race to their take and hold objectives in the i
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The Ork patrol,

Gomak's Shootaz,
deploy their Big Gunz in
the Fuins, baefora
beginning their advance
across the desert.

The Land Speeders

and Bikes of Force
Vanatus race along tha
road towards the lake
and hold objectives
around the refinery.
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| BOMBS AWAY!
Andy: Further to my comments on Ork Fighta-
Bommer tactics, you'll notice that while their ground
attack inflicted no casualties or blast markers it
. | made the Space Marines scatter 1o avoid it. This is
L. the kind of tarror fiying that Ork Fighta-Bommerz
‘W are great for. [t's not particularly because they'll kill
1 a lot of things, but rather because they force your
oppoenent to worry about something which cosis
you next 1o no points (85 points in the case of the
detachment of ground-attacking fiyers).

Andy and Gav both rolled for the arrival of their detachments
in reserve. With an outrageous set of dice rolls the entire O
army arrived. Gav was not so lucky, with only the Warlord
Titan responding this tum.

Andy chose a ground attack mission for his smaller
detachment of flyers, putting the larger detachment of
ordérs to intercept any Imperial Thunderhawks that tred o
drop in behind the Ork lines.

On the ground Force Venatus sped into the refinery, whilst
the Titan came striding down the hill.

The Fighta-Bommerz launched their ground attack, the 2 fliers dive-bombing the Bikes. Dus
to their short range they could only hit 1 Bike unit under the barrage template without risking

DIVIDE AND SURVIVE
Gav: It is important not to bunch your troops up too

much when there are enemy with barrage weapons
within range — each unit covered by the barrage

© | template adds 1 point of firepower to the aftack. With

| the Ork Fighta-Bommerz on a ground attack mission
| Force Venatus looked vulnerable and | was, probably
foolishly, counting on getting the initiative in the
movement phase so they could disperse. Luckily | did
get the initiative and | could execute my plan. By using
assault orders, the Blkes and Land Speeders were
able to disperse during their movement so that the

| Fighter-Bommerz' barrage would be less affactive.

Later on the detachment's second move in the assault
| phase allowed them to reform around my take and
| hold objectives. Since assault moves are made after

< the shooting phase, this is a viable tactic against any
V| enemy barrages, not just Fighta-Bommerz. Of course,
o if you lose the initialive the Fighta-Bommerz would
have a ripa target, as would any artillery fiing with the
special preparatory bombardment rules (which means
they can fire in the movemant phase).

snap fire, so their firepower was a miserable 2, Their bombs
impacted harmlessly.

Meanwhile, the Kult of Speed tore across the desert on march
orders, clearing the central hill. Andy used the Forced Mao
Fate card on Waaagh Arluk, who assaulted forwards supparted
by both Gargants. The Big Gunz of Gomak’s Shootaz moved
forward again, preparing to open fire on the refinery.

In the shooting phase Gomak's Shootaz opened up at R
Venatus in the refinery and the 2 Bike unifs in range Ws
destroyed by incoming shells and tractor beams, also placngs
blast marker. A Pulsa Rokkit span off wildly having no efist
Unfortunately the Space Marines had nothing in range [0 retum
fire with.

In the assault phase Force Venatus passed their leadership
and occupied the refinery in numbers, seizing both thair 12k
and hold objectives. Waaagh Arluk and both great Gargans
surged forward again, but a long march still lay ahead of fhem

In the rally phase Force Venatus lost their only blasi marke,
and the Imperial army gained +1 morale point for their cleans
objective and +2D3 for the 2 take and holds held by Fos

autocannon

the

Thu

wer at t




Menatus. Gav rolled 5. The Imperial army
pow had a total of 51. The Orks gained +1
for their cleanse objective, giving them a
total of 45.

TURN 3

This turn Strike Force Falchion arrived from
Gavs reserves. Gav chose a transport
mission for his Thunderhawks. Since the
larger detachment of Fighta-Bommerz had
not been needed on their intercept missio
st wm, they were still available. They
would intercept the incoming
Thunderhawks this tum.

The Imperial forces won the initiative and let
he Orks move first. Waaagh Arluk
sontinued to roll forwards, with the Kult of
Soeed also going onto assault orders, heading
itr the bunker on the far hill. The Big Gunz
bwent onto overwatch, now that they were in
fnge of the refinery, and both the Gargants
somped forwards just behind the warband.

Meanwhile Force Venatus swung around,
#ndng several units to intercept the Kult of
Mipeed. Magna Invigilata pounded towards the
mad junction as fast as it could. Strike Force
Flchion came screaming in from the southem
Bard edge, 4 Fighta-Bommerz appearing on
I Thunderhawks' tails. Missiles split the sky,
Bitcannons blazed, but none could penetrate
W8 Thunderhawks'  armour.  Both
Minderhawks retumed fire, shooting down 1
Wihe Fighta-Bommerz. The Thunderhawks
Bded and Force Procyon disembarked,
Wsding for the ruins behind the Ork lines. The
Munderhawks dusted off, fiing with half their
Mgower at the Big Gunz before climbing back

Strike Force Falchion battles its way through

TO MARCH OR NOT TO MARCH

Andy: | really agonised about whether to march with my detachments when
they arrived in order to push them further fowards Gav's forces fastar. In the end
| used my Forced March Fate card 10 boost the speed on the biggest warband
and sattled for using assault orders 1o advance, with just the Kult of Speed
heading off on march orders. This was a really wimpy cop out and if Gav hadn’t

been so cripplad by his lack of forces | would have been regratting my decision
a few tums later,

When 1o use march orders and when to just assault your way forward is one of
the really tough calls in Epic 40,000. Assault orders mean your detachment gels
to move in the movement phase and the assault phase, marching means they
can move at triple spead in the movement phase. Assaulting is safer, and you
still gat to shoot (admittedly at half affect) and can launch assaults. Marching
makes you much more vulnerable to anemy fire, stOps you shooting back and
leaves you at a serious disadvantage if the enemy moves into an assault or
firefight. No contest, you might think, but you'd be wrang.

Marching has its value in situations where the enamy is still a long way off and
you can use It to move forward and grab a position or move around enemy
forces. If your foe can bring ardillery or air strikes down on marching forces he
can inflict heavy casualtios on them. But you can turn this against him by
drawing his attention away from the detachments you really don’t want to et
hit, dispersing marching formations or doing somathing even more clever. My
march move with the Kult of Spoed was intended to draw out the Orbital
Barrage Fate card if Gav had it because | had the Curses, Foiled Again card so
| could rebound it onto him. Gav didn't fall for this at the time, but it still enabled
the Kult of Speed to advance quickly and threaten several objectives.
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lightning assault against Force Venatus.

Into orbit to rearm. Their fire destroyed a Pulsa Rokkit and a Shooty Boyz unit as well 2
placing a blast marker.

MNext, Gav used his Fate cards to call down an Orbital Barrage, enly for Andy to play Curses
Foiled Again, stealing his card and using it on Force Venatus. The resulting fire destroyed 2

Bike unit and placed a blast marker. The Kult of Speed fired at Force Venatus, their shoi

killing another Bike unit and downing a Land Speeder.

Force Procyon fired from their cover at Gornak's Shootaz, hitting the nearest Boyz unit and
placing a blast marker. Gornak's Shootaz returned fire, splitting their firepower between the
Bikes around the refinery and Force Procyon behind them. Firing at the refinery they agaln

destroyed both Bike units in range and placed a blast marker. Blasting away at Force Procyon
they killed 2 squads who had not quite made it to cover and placed a blast marker as well, Gal
had no maore firing, so it fell to Waaagh Arluk to fire at Force Proeyon. They hit and destroyed”
a Terminator squad and placed another blast marker.

But the Orks weren't finished yet! Da Big Stompa and Ugskraga's Great Gargant opened fire
on Force Procyon, killing 2 Assault squads with their firepower and frying the Librarian with hé
Gaze of Gork. Fzap!

In the assault phase da Big Stompa wheeled round to face the Terminators, just managing i
move into firefight range of 1 squad. The Kult of Speed swerved left and launched the

into Force Venatus. Waaagh Arluk and the Warlord's Great Gargant charged on across 88
desert. In the firefight da Big Stompa’s massive firepower broke the Terminators, forcing Shee
to withdraw. They now had 6 blast markers.

The Kult of Speed raced into close combat with the lead units of Force Venatus, engaghgé
Bike squad and a Land Speeder. In the fight the Land Speeder and Bike unit were ball
destroyed as was a Scorcher. Defeated, the surviving units of Force Venatus withdrew ba
to the refinery with 5 blast markers.

In the rally phase both broken Space Marine detachments rallied. Gav managed to remaes
out of 11 blast markers from the Imperial forces. Overall the Imperial army morale ol ha

slightty misjudged how close | could get to the Orks. Normally i is better 1o land  fai distance from

and then move into position. However, | decided that the cover offered by the buildings would be my best ¢

Orks would be rolling fewer dice and would need sixes to hit). However, after deducting 5cm from their moven
disembarking | found out that only the Assault units, with their jump packs, could get into cover and this
detachment vulnerable to the Orks’ mass of fire. .
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The Ork amy
arrives en masse
and a green wave
pegins 1o roll towards the

Spaca Marinas. Strike Force ;

Falchion blast [Nt
through the Ork : ;
interceptors.

Daspita their
covear the i=olated
Force Prc
under heavy fire from
the Ork warbands and
Great Garganis.

Force Venatus takeo

and hold the
refinary, despite incoming
fire from Ork arillery,
Some units move to
intercept the Kult of
Speed’s flank attack.

Magna Invigilata Is

the first Impenal
detachment to respond to
Force Venatus' raports of
an Ork attack.

CONCENTRATION OF FORCE

Andy: When | was thinking about tactics for this
scanario | made myself a solemn promise to wait
until afl or nearly all of the Ork forces turned up
betore moving forward to engage the Space
Marines. if things turnad up in dribs and drabs and
| just chucked them into the front line as thay
arfived my army would be quickly overwhelmed
and destroyad. The fact that tha big Ork warbands
are relatively slow makes this even worse
because they can't manoeuvre guickly enough to
give each other support by concentrating their fire
or launching combined assaults on the same
opposing detachments. By concentrating my
force together first, and then attacking | would
have the Ork’s superior numbears on my side.

The Kult of Speed
Mach move acrass
pasar bafara
ligrg the Impenal
Rikes and grabbing &
& hold objective.

In the event, all of the Orks tumed up on turn 2
anyway in a flurry of lucky dice rolls. Nonetheless
| still deployed them all at the same place to
ensure they would stay concentrated together for
tha battle.




fallen to 43, due to broken detachments, but they
still held 2 take and hold objectives. The Orks no
longer held their cleanse objective, Force Procyon
ware now closer to it. The Kult of Speed were
closest to their take and hold which raised the
Orks' army morale to 46,

TURN 4

At the start of the turn Force Octavius arrived,
roaring along the road from the south. Meanwhile
the Ork wave assaulted forwards again, supported
by the Warlord's Gargant. Da Big Stompa
continued to pursue Force Procyon, taking
dangerous terrain tests to push through the ruins.
The Kult of Speed revved their engines and
screeched off towards the bunker, Reacting to the
Ork's attack Force Procyon passed a leadership
test to set overwatch, determined to make da Big
! Stompa pay for their fallen brethran, Force Venatus
secured the 2 take and hold objectives, still bravely
hanging on and waiting for support.

Far to the south the Kult of Speed's Speedstas
. locked onto the bunker, their Death Rays easily
vapourising it. Meanwhile a hail of accurate fire
o }' b | from the Terminators destroyed 5 of da Big
' Stompa's 8 shields. Firmly ensconced in cover the
Terminators proved harder to damage. Gornak’s
| Shootaz could do no damage, and the
= sy combined fire of both Great Gargants

h R 1 only killed 1 Terminator squad and the Captain, Da Big Stompa hadn't finished yet

- ; though, it ground forward into firefight rangs, breaking them with its overwhelming

firepower and forcing the Terminators to withdraw from their cover. The blsst

markers were rapidly building up, they now had &8,

Magna Invigilata was finally in range of the Kult of Speed. Its 24 firepower from &
3 heavy weapon batteries, combined with its Death Ray shot, destroyed 3 Buggies
and a speedsta, and placed 4 blast markers.

Force Octavius powered up the hill and into a firefight with the Kult of Speed, Wi
turmed and fled before the Space Marine armoured attack. Around the refinery
Force Venatus fought bravely as the Orks closed in, the Librarian unleashing 4
Psychic Blast at the Great Gargant, reducing it to 11 shields and placing a blast marker hat
enough to worry its commander though! |

After removing blast markers, including Gav using &
Divine Inspiration Fate card on Foree Procyon, and addng
morale bonuses for objectives the Orks remained on &
whilst the Imperial army dropped to 34,

TURN 5

A B Tt b N e Much to Gav's relief Force Glavius finally arrived, bt '
' h‘r ﬁmﬂﬂuﬂ:mm "' $ the Orks already closing in it seemed they would be too ak
i you have to control the urge to send your to make an impact, even if they marched. Forea L
six different things at once and ensure that | Scouts used their extra 30cm move and addiior

support each other. command radius to form a screen to cover the rest o
2 detachment's rapid advance.

Force Procyon, still broken and being pursued by the G

Gargant, withdrew again. Rearmed and refuelied St

i b s Force Falchion launched a ground attack at Waaagh Al

: sk m m{ﬁﬂlﬂmm As the gunships dropped from orbit Ork Fighta-Bom

o O BS, Whics Seemes Unlikely)s Evan sending the Kuitof | | - 0 tails again. This time one Thundssal
Speed off over the ridge was intended as & distraction (to keep ; it e 9
Gav's mind at lsast slightly off main attack) and a potential was farced to abandon its attack run after a hit from an
anking manoeuvre to bottle up the Spaca Ma | missile, but the other blasted through, its fire raking

warband below, killing a Boyz unit and the Weirdboy, i
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g a blast marker. Force Octavius
gsautted over the hill, into range of the ST -
of Speed. Magna Inviligata turned

goged into range of the advancing

Orks responded to the Imperium's
Bes with the Kult of Speed going onto
Biwatch, (actually Andy couldn't make up
mind what to do so he rolled a dice for
i, They passed a leadership test

i &nd sighted-in on the approaching

g8 Octavius, Faced by the Titan,
fBagh Arluk also went onto
Biaich, Ugskraga's Great Gargant

il ko face off the Warlord Titan,

Gomak's Shootaz continued their
amvance towards the refinery. Da Big
ipa mercilessly pursued Force Procyon,

Emined to wipe out the remaining Terminators.

LET THE ENEMY OFF THE HOOK

fnce you've blasted and assaulted an enemy detachment until it is reeling back under a mass of blast
s like fhe Terminators or the Bikes in this battle, don't let them off the hook. What | mean i ensure that one
L ants harries them relentlessly. It's all too easy to ignore a detachment which has been reduced
sirength in favour of another detachment which will reduce the opponent's army maorala further after
aged by your triumphant forces, One reasen for this is that even a half strangth detachment can still rally
i to cause you tremendous grief, but thera are more sinister reasons to finish the job properly as well.

&, all thoea blast markers you'va piled up on your erstwhile victims reduce your enemy’s morale as well.

g ihe pressure Up you can ensure they can't remove enough blast markers to prevent their army morale

lurther, Even better, if you can wige out a detachment whila it has a mass of blast markers on it they are

gly deducted from the enemies’ army morale, which can cause a spectacular drop in a single um. This

antinued to pursue Gav's Tarminators with Big Stempa once they had been driven back, | knew that by
o batter them | could keep on battering Gav's army marale as well.




Force Procyon are

mercilessly pursued
by da Big Stompa.
Lacking the firepower to
stop the Great Gargant
they are annihilated.

Force Venalus
die to a man
defending the take and
Tha Ork wave hald objectives.
rolls on with
little resistance.

Predators
leaving jus

k 'I:: ‘,._ .:'-L
hammered

NO DISTRACTIONS

Gav: Once | had decided that my
Warlord Titan was going to try 1o
stem the Ork advance, | ensured
that | was not diverted from this
course of action. It was very
tempting to pursue the Kult of
Speed and grind them with the
heavy weapon batteries of the
Magna Invigilata but this would
have meant tuming away from
the Warlord's Great Gargant and
the Ork foot warband. With all its
weapons having a fire arc to the
front, this would not have been a
| favourable position for the Titan
and so | left the Kult of Speed to
Force Octavius and continued
with the plan | had set.

The Kult of Speed
destroy the bunker

and withdraw
devastating
Qetavius in a hall of fira,

Oclavius
cannot  save the
bunker before |ethally
affective shooting from the
Kult of Speed reduces
tham to burning wracks.

Foroe
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before
Force

s ¥
By
i

Trading fire with the

]
warband,

Warord and
Magna

Invigilata looses its void

shields before the Great
Gargant's Gaze of Gork

blows its head off|

Farce

Glavius

aventually ariva
but too late to affest
the battle's outcome,

shield and
Gomak’s
ruthlessly
came the t

Far to the
at the rem:
lorrent of s

Magna Inv
Gargant, de

Immediately
last void shi
Fzap, it sco
a double 6,

head clean ¢
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WRarce Octavius crest the hill to find t
inning the initiative the Kult of Speed opened fire, with
Bizstating accuracy (and big dice rolls). They destroyed 3
Madators and 2 Land Raiders, and placed a blast marker,
fitiing just 2 Land Raiders in Force Octavius. Waaagh Ariuk
smmered the Magna Inviligata, reducing it to just 1 vioid
8l and placing a blast marker. Next, the Big Gunz of
Bemak's Shootaz launched a hail of fire at the refinery,
iMlessly wiping out the remains of Force Venatus. Now
ame the turn of the war engines.

i1 the north da Big Stompa again fired its entire arsenal
gihe remaining Terminators, easily wiping them out in a
of shells, Death Ray and Mega Cannon shots.

Bna Invigilata fired everything at Ugskraga's Great
Bient, destroying 7 shields and placing 4 blast markers,
ddoing no damage to the war engine itself. The Gargant
Redately retumned fire, its weapon batteries destroying the
fivoid shield before its Gaze of Gork blasted the Warlord.
80, it scored a hit, and the automatic critical roll came up
utle 6, catastrophic damage! The gaze blew the Titan's
il clean off, destroying it instantly! Ka-boom!

e assault phase Gav launched one last desperate
The remaining Land Raiders of Force Octavius
¥y drove forward into a firefight with the Kult of Speed,

& Kult of Speed waiting on Overwalch.
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e

DON'T OUTSTAY YOUR WELCOME

“andy: Once a detachment engages the enemy and starts to |
suffer casualties it can be very templing to hunker down, go
Into overwatch and simply try to take as many opponants with
you as possible. Semetimes this can be unexpactedly
successful, especially when the enemy doesn’t have that big &
superiority in numbers and you get lucky. However there are
many situations where this kind of approach is just like signing
a death warrant for your own men, the enemy is
overwhelmingly superior and will grush you if you hang around
to get crushed.

A good examples of this was the kult of speed when it was
attacked by the Warlord Titan, or the Terminators being
attacked by da Big Stompa. In these siuations there is no
shame in running away to fight another day, even using march
orders to move off as guickly as possible and get out of harms
way. This sort of tactical retreat means that you keep a
detachment of your army alive which would otherwisa be
destroyed, an element which can continue to be a thom in the
enemy's side in fulura turns. You also don't suffer a massive
drop in army morale for all the blast markers such baleaguered
detachmeants accumulate and you may leave some of your
opponent's units with nothing to shoot at!

gng out-numbered and out-gunned they were driven off, despite using a Counter
gk Fata card for the reroll. Another Land Raider was destroyed in the attack, leaving

S5ingle survivar.

8 now the rally phase. The Imperium’s morale had already been drastically

g4 by the blast markers removed when Force Venatus, Force Procyon and
fi Invigilata had been wiped out (blast markers on a detachment when it is wiped
pmediately come off your army morale total). A massive 14 in this case. On top of

tame the remaining blast markers and lost morale for broken detachments,

i e Imperium with just 3 army morale points left. The Orks remained on 46.

Beilefield was a sorry sight for the forces of the Emperor: only Force Glavius left

Bidition to fight and the entire Ork army, including 2 undamaged Great Gargants

mayed against them. Gav conceded, realising that a sixth tumn could not save him. The

Bhad ended in disaster and defeat for the Imperial Fists.

T e TR
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AFTERMATH OF BATTLE

PATIENCE IS ITS OWN REWARD

Gav: | lost this battle because of dice rolls — good ones for Andy, mainly bad ones for me,
However, | needn't have lost if | had used my brain a bit more. Rather than taking our
respective good and bad luck when rolling for reserves into account, | persisted with my
original plan. | failed to adapt to the new situation and this lost me the battle. Dice rolls alana
will never win you or lose you a battle, they just magnify your own brilliance or incompetence!
If | had waited a bit more, especially with Force Procyon, | could have mustered a force
capable of taking on the Orks.

Although the Bikes did well to survive so long, and contributed marvellously to my army marais
until they were wiped out, they should have retreated befare the Ork advance. Combined with
the Warlord Titan and armoured column this would have given me a battle-worthy force who
could then counter-attack, preferably with a strike from Force Procyon from behind to split
Andy's attention and make him fight on two fronts. With that said, | would still have to be careful
not to just line up and take the Orks head-on — that's the kind of stand-up fight they love and
you should never give your opponent the type of battle he wants.

SUPPORT, SUPPORT, SUPPORT

As big and mean as they are, war engines still need friends. Andy’s extremely fluky dice ralling

aside, the Magna Invigilata was asking for a kicking by facing off against the Warlord's Great

Gargant and a massive warband at the same time without any troops to help it out. Even it the

; Warlord Titan had survived, it was still in the sticky situation of facing &
ks firefight or assault from a superior number of troops ang
' : if it survived that the next tum the Orks could go

rs Y . : g, onto overwatch and just hurl a helluva lot of

' B _ , damage my way. If | had waited with Foree:

o 4 Procyon they could have deployed in suppar
" of the Titan and either helped with stripping the
\ i 0 . : Great Gargant's power figlds (and placing mame

(. / o A ol s . W= blast markers) or aided in a firefight or assaul
e [ ¥ o) L Alternatively, Magna Invigilata should haw
i), T o ._., e b, . awaited the arrival of Force Glavius befo@
: = confronting the rumbling Ork menace. ThS
would have evened the odds a great deal!
!
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EVERY CLOUD HAS A SILVER LINING

Writing a battle report is good, because If
ensures that you look at your tactics duning e
battle and analyse where you went wrong and
how your plans can be improved. As usual, IS
easier to learn more from a defeat than &
victory, if only because it shows there’s moe
room for improvement! However, never ook ai

a defeat with a totally negative perspective, A8

well as studying the failings of your tactics and &
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Warord to Warlord. The massive war engines face off, pouring their full firepower into each other.

ion, try to work out what things you did right. You can lgarn from your mistakes, but you
also leamn a great deal about your suceess. By evolving in this way your tactics and battles
|8iways improve (here endeth the lesson — Ed).

AGH ORK! WAAAGH ORK! WAAAGH ORK!

: When Gav's Titan got vaped we both knew it was all over. Even the powerful Space
e detachment desperately trying to get into the front line would make no difference now.
10k detachments were at half strength, the casualties | had taken were scattered liberally
guah the foree, with the Kult of Speed looking the most dilapidated. So what went right for
band wrong for Gav? Gav was in trouble from the moment | got my army into play and he
¥ got ane detachment from reserve. The situation that | had dreaded had been reversed
fnow Gav ended up feeding me his forces piecemeal.

i | can't fault Gav's determination and aggression | fear he became obsessed with trying
ghllise the situation by throwing each fresh detachment into combat immediately. | think
hould have been better off waiting and building up his strength while my Orks made the
tutigP across the table to come and get him, Having said that, Gav's control of the
felives was better than mine and with more forces | suspect he could have seriously
fEnilenced me.
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SISTER OF BATTLE 3 SISTER OF BATTLE 4 BISTERA OF BATTLE WITH FLAMER
01 D000 5 O DB00407 01 OB0040E

A COMPLETE SISTER OF BATTLE
COMSISTS OF:
1 u BISTER OF BATTLE
| x SISTERS OF BATTLE BACEPACK

BISTERS OF BATTLE BACKPACK
OROEU0E

SISTERS OF BATTLE SGUAD

Designed by Jes Goodwin

Nol sultable for children undar 36 months due 1o small parts and essential pointed components. All modsis supplied unpainted.
@ Copyright Games Workshop Lid., 1997, All rights rasarved.




HIGH ELVES

HIGH ELF TIRANOC CHARIOT 'I'FI'?EF

"-PF
HIGH ELF TIRANOC CHARIOT HIGH ELF TIRANGC CHARIOT HiGH ELF TIRANOC CHARICT HiGH ELF TIRANOC CHARIOT
BASE BOWMAN SPEARMAMN YOKE
2004 E03 (NE (RS T [ 100EAT [RES T

— HIGH ELF TIRANOC CHARIOT —
ACCESEORY SPAUE
021004807 |

1
HIGH ELF TIRANOC CHARIOT HIGH ELF TIRANDC CHARIOT HiGH ELF TIRAMCC CHARIOT I:
FRONT LEFT SIDE RIGHT SIDE .
(21004406 021004304 1 0EE0G

A COMPLETE HIGH ELF TIRANOC CHARIDT
CONSISTS OF:
1 & HIGH ELF TIRANIC CHARIOT BASE
1 ¥ HIGH ELF TIRANOC CHARICT BEOWMARN
1 x HIGH ELF TIRANOG CHARKIT SPEARMAN BOW AND
1 2 HIGH ELF TIRANDC CHARIOT FRONT QUIVER
1 x HIGH ELF TIRAMOC GHARICT LEFT SIDE
1 % H¥EH ELF TIRANCC CHARIOT RIGHT SIDE
1 ® HIGGH ELF TIRAMNOC THARIOT YOKE
1 x HIGH ELF TIRANOC CHARIOT HAFT
1 1 HIGH ELF TIRAMOC CHARIDT ACCEESORY SPAUE
2 x PLASTIC ELVEN STEEDS
¢ x PLASTIC SPOKED WHEELS

HiGH ELF TIRANOC CHARIOT HAFT
J21004304

BAMMHER FOLE QUIVER

HIGH ELF TIRANOC CHARIOT | WHITE Lion o
CITAE]L 32100
MIRIENTERS : 3
Designed by Gary Morley and Norman Swales
Mot suitsble for children under 36 monthe due 1o small parts and essential pointed componants. All models supplied unpainted. Mot »

i Copyright Garmes Warkshop Lid, 1397, All rights resansad.




. HIGH ELVES

KORHIL, HUNTER CAPTAIN OF WHITE LIONS OF CHRACE COMMAND GROUP
THE WHITE LIONS

A COMPLETE KORHIL,
HUNTER CAPTAIN OF THE
WHITE LIOMS CONSISTS OF:
1 x KORHILS BOLY
1 x KORHIL'S AXE
1w KORHIL'S CLOAR

WHITE LIOMS OF CHRACE

1
STANDARD TOP
021004502 \
WHITE LIONS OF CHRACE .
KORMIL'S BODY KOBHIL'S CLOAK Wﬂf-ﬂﬂ“ & i -
021004701 021004703 021005401 e I

4

<

WHITE LIONS OF CHRACE
STANDARD BEARER

A COMPLETE WHITE LIONS
OF CHRACE STANDARD
BEARER CONSISTS OF: i

1 x WHITE LIONS OF GHRACE

ETANDARD BEARER BODY

WHITE LIONS OF CHRACE WHITE LIONS OF CHRACE 1 x WHITE LIONS OF CHRACE
KORHIL'S AXE KORHIL, HUNTER CAPTAIN HORN BLOWER STANDARD BEARER BODY STANDARD TOP
021004702 OF THE WHITE LIONS Q21004403 021004501
WHITE LIONS OF CHRACE

WHITE LION OF CHRACE 1

WHITE LION OF CHRACE 2
CE100400

WHITE LION OF CHRACE 3
D2 00400

WHITE LION OF CHRACE 4
(21004005

021 D04

LUCH OF CHRACE &

WHITE LIOM OF CHRACE &
21004008

WHITE LION OF CHRACE 7
021004306

021004007

WHITE LION OF CHRACE 8
021004008

Designed by Gary Morley

Wail sultable for children under 36 months due fo small parts and essential ponted components. All modals supplied unpaintad.
@ Gopyright Games Workshop Lid., 1997, All rights resarved.




BRETONNIA

MOUNTED SQUIRE COMMAND 4 M

MO
MOUNTED 5GURE MOUNTED SQUIRE MOUNTED SQURE
CHAMPION HORKM BLOWER GTANDARD BEARER
OSSN 20509804 020303501 MOUNTED SOUIRE CHAMPION
A COMPLETE MOUNTED SQUIRE
COMMAND CONSISTS OF:
1 % MOUNTED SOUIRE COMMAND
1 & PLASTICG HORSE
1 x FIGHTER SHIELD SPRUE MO

FIGHTER SHIELD SPRUE
101635

GRAIL KNIGHT HERO ON FOOT

GRAIL KNIGHT HERD
SHIELD
(RF R e R

GRAIL KNIGHT HERC
U

A COMPLETE GRAIL KNIGHT HERGO
OM FOOT COMSISTS OF:
1 ¥ GRAIL KMIGHT HERD
1 x GRAIL KNIGHT HEROQ SHIELD

Michael originelly designed this
model to represent the Holy  Knight

from the Circle of Blood Campaign MOUNTED
" | Pack, howeser il can sgqually wall ba SPEAR |
| usad as a Grail Knight Hero in any o240

| Eretonnian army.

Designed by Alan and Michael Perry

Mot suitable for children under 36 months due fo smell parts and essantial pointed components. All models supplied wgalnted.
2 Copyright Games Workshop Lid., 1287, All rights reserded.

GRAIL KMMEHT HERD 4




BRETONNIA

MOUNTED SQUIRES

MOUNTED SOUIRE 5

MOUNTED SQUIRE 1 MOUNTED SQUIRE 2 MOUNTED SQUIRE 3 MOUNTED SQUIRE 4
020303305

O2fans30: O2030330 O2030a304

MOUNTED SCANRE 9 MOUNTED SQUIRE 10

MOUMTED SQUIRE & MOUNTED SQUIRE T MOUNTED SCUIRE B
(20A0E300 (20303310

(20303308 (20A0a30T (030308

MOUNTED SQUIRE 14 MOUNTED SOUIRE 135

MOUNTED SGUIRE 11 MOUNTED SCHARE 12 MOUNTED SQUIRE 13
(20a03314 0203315

2030E3 1 mAa0aat2 (RE0EITS

A COMPLETE MOUNTED SQUIRE
COMSIETS OF:
1 x MOLUNTED SOUIRE
i « MOUNTED SOUIRE SPEAR ARM
1 % PLASTIC HORSE
i x FIGHTER SHIELD SFRUC

 NOUNTED SGUIRE MOUNTED SQUIRE
GPEAR ARM 1 SPEAR ARM 2
RIEEIE 20303317

BRETONMIAN MOUNTED SQUIRE

Designed by Alan Perry

Mot suitshile for children under 36 months dwe 1o small parts and essential painted companents. All modals supplied unpainted.
& Copyright Gamas Workshop Lid., 1987 All rights reserved.




WIGHT LORD

WIGHT LORD SKELETON STEED LEFT SIDE
CEONI2R3

WIGHT LOAD SKELETON STEED RIGHT SIDE
DE0T02004

WIGHT LORD
a20rnzaon

WIGEHT LORD SHIELD
020702902

Aly originally designed this mode| to
ragragantthe Dark Knight from the Circla
of Blood Campaign Pack, howaver It can

equally well ba used &8 & Wight Lord in
| any Undead army.

WIGHT LORD

A COMPLETE WIGHT LORD
COMNSISTS OF:
1 WHEHT LORD
1 & WIGHT LORL EHIELD
1 & WIGHT LOAD SKELETON STEED
LEFT SIDE
1 x WHIHT LORD SKELETOM STEED
RIGHT Si0E

Designed by Aly M

arrison

T R T

Mot suitzble fior children under 38 months due fo small parts and essential pointed compenents. Al modals supplied unpeintan.
£ Copyright Games Werkshop Ltd., 1987. All rights reserved.
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VAMPIRE LORD J

VAMPIRE LORAD SKELETOM STEED LEFT SI0E VAMPIRE LORD
Q20702803 20702 B0

VAMPIRE LORD

VAMPIRE LORD CLOAK
DR A2

A COMPLETE VAMPIRE LORD CONSISTS OF: Aly originally designed this model 1o

1 % WAMPIRE LORAD represant the Red Duke from the Circla of
1 » VAMPIAE LORD CLOAK Blood Campaign Peck, however il can
1 & VAMPIRE LORD SKELETON STEED LEFT SIOE equally well be used s a general in any
| \AMPIRE LORD SKELETON STEED RIGHT SIDE | % VAMPIRE LOAD SKELETON STEED RIGHT SIDE Undead army.
| OROTO2ENL
!
| BAT SWARM WRAITH CHAMPION

BAT 1 BAT 2 BAT 3
20T0A101 D203 0 20703103

WRAITH CHAMPION
020703001

A Bat Swarm conalats of
any 5 Bate supplied with Aly originally designed this model o

g 4dmm Monster Base represent the Banshee from the Circle of
Biood Campaign Pack, however
o BAT 5 It can equalhy well be usad &s B
B0t 104 0B0TOR 108 Wraith Chamglon In any Undead anmy,

Vampire Lord and Wraith Champion designed by Aly Morrison, Bat Swarm designed by Trish Morrison

Mot suitable for children under 36 months due 1o small parts and essential pointed components. All models supphied unpainted,
& Copyright Games Workshop Lid., 1987. All fights reserved.




UNDEAD

= - S
WIGHTS ON SKELETON STEEDS OF
ORK
MOUNTED WIGHT BODY 1 MOUNTED WIGHT BODY 2 MOUNTED WIGHT BODY 3 MOUNTED WIGHT BODY 4 -
020702701 DE0T0ETIe 020702703 020702704
"=
| .
LY 1
\:'5 I | il
§ MOUNTED WIGHT SHIELD 1
B 020702708
i
L]
MOUNTED WIGHT SHIELD 2
= - 020TIET10 ORK
[ \ A
II! by
L]
) .. —
J ! ORK |
MOUNTED WIGHT SPEAR 1 MOUNTED WIGHT SPEAR 2 MOUNTED WIGHT SPEAR 3 MOUNTED WIGHT SPEAR 4 MOUNTED WIGHT SWORD
L0 2T OB0TOET06 DEOTO2TOT U20T0ET0E OROTHETT
A COMPLETE MOUNTED WIGHT CONSISTS OF:
1 x MOUNTED WIGHT BODY
1 % MOUNTED WIGHT SPEAR
1 x MOLUNTED WHGHT SHIELD
1 x MOUNTED WIGHT SWORD
1 x PLASTIC SKELETON STEED =" Flc'ls::
ORK FIGH
Wik
030

WIEHTS ON SKELETON STEEDS

SITADEY

Designed by Aly Morrison

Mot suitable for chidren under 36 monihs due fo emall parts and essential pointed components. AN medels supplisd unpalntad.
@ Copyright Games Workshop Lid,, 1997, All rights rasarved.




EPIC 40,000

ORK SPEEDSTAS

GRK SPEEDSETA CHASSIS 3
Ja0aE0naarT

ORK SPEEDSTA CHASSIS 1 ORE SPEEDSTA CHASSIS 2
03002 (FAGA00Sa5

ORK SPEEDSTA LIFTA DROFPPA ORK SPEEDSTA DEATH RAY
0300803 FE00G0R

A COMPLETE ORK SPEEDSTA
CONSISTS OF: 5
| % ORK SPEEDSTA CHASSIS
1 x ORK SPEEDSTA WEAPON

ORK FIGHTA-BOMMERZ

— ORK FIGHTA-BOMMER —
MISSILE SPRUE
(A0300TFET

DRK FIGHTA-BOMMER 1
(303007 01

O0AK FIGHTA-BOMMER
WINGS 1
IR0 2

ORK FIGHTA-BOMMER 2
DaA03a0ro3

ORE FIGHTA-BOMMER
WINGS 2
CA0E00704

ORE FIGHTA-BOMMER 3
O3CE0NLE:

ORK FIGHTA-BOMMER
WINGS 3
Qa0 e

MISSILES

& COMPLETE ORK FIGHTA-BOMMER CONSISTS OF:
1 = ORK FIGHTA-BEOMMER
1 x OAK FIGHTA-HOMMER WINGE
1 % SET OF ORK FIGHTA-BOMMER MISSILES

ORK FIGHTA-BOMMER

| CITADEL
MENLATITIES

Fighta-Bommerz designed by Dave Andrews

Mot suitable for children under 38 months dus to small parts and sssential pointed components. All modsls supplied unpainted,
£ Copyright Games Warkshop Lid., 1997, Al rights ressrved.




EPIC 40,000
D s O

ORK SCORCHER FLUEL

ORK SCORCHERS

Ty

ORK SCORCHER 1 ORK SCORCHER 2 ORK SCORCHER FUEL QORK SCORCHER FUEL
030300602 Q000803 TANK 1 TAMEK 2 TANK 3
DE30300604 030300605 30500806 |
© ORKE TRACK SPRUE — |
a5 =
A COMPLETE ORK SCORCHER 5
CONEISTS OF: ﬁ

1w URR SCORUHER
1 x ORK SCORGCHER FUEL TARE
1 x SET OF ORK TRHACKS

LEFT TRACK [n]
OFK SCOACHERS
ORK PULSA ROKKITS
OREK PULSA AOKKIT ORK PULSA AOKKIT ORK PULEA ROKKIT
LAUNCHER 1 LAUNCHER 2 LAUNCHER 3
030a00a01 ara0mmn2 DA0AN0R0A
ORK
& COMPLETE QORK
PULSA ROKKIT
£ CONSISTS OF:
4 I x ORK PULSA ROKKIT
LAUNCHER
1 ¥ OAK PULSA ADKET
) Ll i -
ORK PULSA ROKKIT 1 ORK PULSA ADKKIT 2 ORK PULSA ROKKIT 3 ORAK PULSA ROKKIT 4
0E0300804 030300615 030300408 QaKa00anT
ORK B,
ORK WARTRAKS
— ORK TRACK SPRUE —
DANAN&H | -
Al e — | |
ORK BAT
FRO

ORK WARTRAK WITH
'"EAVY FLAMER
030330502
& COMPLETE ORK WARTRAK
CONSISTS OF:
1 a DRK WARTHAK
1 x SET OF ORKE THACKSE
o ORE WARTRAK WITH ORK WARTRAK WITH |
'EAVY BOLTA AUTDCAMNON
030300503 panE00s04
CITADPEL
MIMLATLIEES
Dasigned by Morman Swales
- N

Mot suitable for children under 36 months dus io small parts and essential pointed componsnts. A0 modsls supplisd unpainksd,
& Copyright Games Workehop Lid., 1947 All rights reserved.




EPIC 40,000

ORK BATTLE FORTRESS

rORK BATTLE FORTHESS - ORK BATTLE FORTRESS ORK BATTLE FORTRESS -
TRAGKS 1 TRACKS 2 [ TRACKS 3
030301205 D208 Cu0a0A 207

'i‘--l

ORK BATTLE FORTRESS OAK BATTLE FORTRESS ORK BATTLE FORTHESS
EMGINE 1 ENGINE 2 EMGINE 3
033301211 G Rl o B 030301 274

OAK BATTLE FORTRESS OHRK BATTLE FORTRESS ORK BATTLE FORTRESS
RAOLLER 1 ROLLER 2 AOLLER 3
(0301203 020301213 030218

QORK BATTLE FORTRESS CHASSIS 1
30120

OFK BATTLE FORTAESS CHASEIS 2
Q03217

ORK BATTLE FORTRAESS CHASSIS 3
Qa0 202

|  ORK BATTLE FORTRESS ORK BATTLE FORTRESS ORK BATTLE FORTRESS OfK BATTLE FORTRESS CHASSIS 4
TURRET 1 TURRET 2 TURRET 2 ana212
4 030301208 030301209 030301210

ORK BATTLE FORTRESS
FRONT TURRET 1
LRt 204

ORAK BATTLE FOARTRESZS
FRONT TURRET 2
DA0a01214

OFK BATTLE FORTRESS

A COMPLETED OAK BATTLE
FORTRESS 3 AND 4 CONSISTS OF:
1 x ORK BATTLE FORTREES
CHASEIS 3 OF 4
1 x OAK, BATTLE FORTRESS ROLLER
1 % OHK BATTLE FORTRESS
FRONT TURRET
# x OAK BATTLE FOATHEES TURRETS
1 = SET OF OAK BATTLE FOHTHESS
THALKS
1 % OHK BATTLE FORTRESS EMGINE

A COMPLETED OFK BATTLE
FORTRESS 1 AND 2 CONSISTS OF:
1 x OAK DATTLE FORTRESS
CHASEIS 1 OR 2
2 x OfRK BATTLE FOATRESS TURRETS
| % SET OF ORK BATTLE FORTRESS
TRACKS
1 x DAK BATTLE FORTAESS ENGINE

Designed by Norman Swales

Mot suitable for children under 36 months due 1o small parts and easential pointed components. All modals supplied unpainted.

@ Copyright Games Workshop Lid., 1957, All righls reserved.
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EPIC 40,000

ORK FLAKWAGON

——  ORK FLAKWAGON ORK FLAKWAGON —— —— ORK FLAKWAGON —
TRACKS 1 TRACKS 2 TRACKS 3
030301302 030301308 (30301307

RIGHT THACEK

LEFT TRACK

— OREK FLAKWAGON = — OFRK FLAKWAGDM — — ORK FLAKWAGDMN -
GUN SPHELUE 1 GUN SPRUE 2 GUN SPRUE 3
as30E01303 03030130 | D30T 304

‘ ; ==
RIGHT GUN RIGHT GLUMN UPPER GUN
LEFT GLIMN LEFT GLUN LOWER GLUMN

ORK FLAKWAGOMNS

%2

DAK FLAKWAGON HULL 1
[0 30N

ORK FLAKWAGDMN HULL 2
CRA0a0 304

OFE FLAKWAGON HULL 3
(03 205

A COMPLETE ORK FLAKWAGON
CONSISTS OF:
1 = OHK FLAKWAGON HULL

t & SET OF DRK FLAKWAGON THACKS
1 x 5ET OF ORK FLAKWAGON GUNS

ORK DREADNOUGHTS

W

ORE DREADNOUGHT 3

ORK DAEADNMIGHT 1 ORK DREADNOUGHT 2

0350a01 001 QA0S0 002 Q80E00A

¥

ORK DREADMOUGHTS

ORK DAEADNOUGHT 4
030301004

DAK

ORI

OF

ORK

Designed by Norman Swales

Mol sultable for children undar 36 months due 1o small pars and essential peinted components. All modsls supplied unpainted.

© Copyright Games Workshop Lid., 1987, All rights resarved,




EPIC 40,000
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OAK BATTLE
TOWER 1
fA030t402

QRK BATTLE TOWER

— ORK BATTLE TO'WER —
TRACKS 1
(I3CaAnT 402

— ORK BATTLE TOWER —
TRACKS 2
AR 406

AIGHT THACK

= B

._.J' = 1._ = 1

o

LEFT TRACK

ORK WEIRDBOY BATTLE TOWER

—ORK BATTLE TOWER —
TRACKS 3
a0y 407

B B v P S
Pagte EAT TR
g o= = Wy

AMGHT THACK

el '!“' .
L= gy g 0 HAL A
S i

LEFT THACK

ORK BATTLE
TOWER 2
Q30301408

OHK BATTLE TOWER

ORK BATTLE
TOWER 3
CA0a01408

OFK BATTLE TOWER

ORK WEIRDEOY BATTLE TOWERS

A COMPLETE ORK WEIRDBOY
BATTLE TOWER CONSISTS OF:
1 x OFK BATTLE TCWWER HULL
1 x SET OF DAK BATTLE
TOWER THACKS
1z ORK BATILE TEWER

. HULL 1 HULL 2 HULL 3
| £a0a0 401 030301404 030301405
|

ORK SQUIGGOTH

JFK SOUIGGDTH 1 LEFT SIDE

F3E01101

QRE SOUGEOTH 2 RIGHT SIDE

30307103

ORK SOUIGGOTH TURRET 1

Q30301102

DRK SGUIGGOTH 1 HIGHT SIFE

033301102

30301104

ORK SGUGGOTH TURRET 2

030301108

ORK SQUGGOTH

A COMPLETE ORE SOUSGOTH

COMSISTS OF:

1w ORK SOUIGGEOTH LEFT SIDE
1 = ORK SQUEGATH RIGHT SIDE
1 % ORK SOLGE0TH TURRET

OFK SOUIGGEOTH 2 LEFT SIDE

WEir{:I"tmy Battle Towers designed by Norman Swales, Squiggoths designed by Dave Andrews
Mot suitable for childran undes 36 months due to emall pans and essential pointad componems, All modets supplied unpainted.

& Copyright Games Workshop Lid,, 1897, Al rights reserved.




EPIC 40,000

ORK GARGANT

your
.hl "

miniz
UK &

GARGANT FRONT PLATE GARGANT BACHK PLATE GARGANT LEFT PLATE GEARGANT RIGHT FLATE
CEA00404 OE0AM401 (0300402 (AnAN403

Eurg

Rest o

Ski
GARGANT BELLY GARGANT SHOULDER GARGANT LEFT ARM GARGANT RIGHT ARM Sk
MEGA CANNON E0S005 MEGA CAMMNON CLOSE COMBAT WEAPON -E'l"i.l
00300400 a0500411 0300412 Sk
Emp
Knigt
Breig
M
O
Blacl
Giok
GARGANT HEAD GARGANT ANKLE GARGANT LEFT FOOT GARGANT RIGHT FOOT Dark
D30A00E0E GE0E00410 030300407 000406 i

"
—
—
Kho
Pla
Chaos
Imperial (G
Warriors
—

| I ¥

ﬁ:’ |
|-|.T|e the form ¢
Minintures fro,
| Citader Anmal
AND USE A g1

A COMPLETED ORK GARGANT CONSISTS OF: METHODS ¢

1 x GARGANT FRONT PLATE Yo 'm]""j‘ CF
1 % GAFIGANT BACK PLATE A pay by ¢
1 x GARGANT LEFT PLATE lErmatively, we
| % GARGANT RIGHT PLATE gl o pay by o
1 x GARGANT BELLY MEGA CANNON S you have n creg
1 x GARGANT SHOULDER lrder Hotlines —

1 % GARGANT LEFT ARM MEGA CANNON A
» 1 x GARGANT RIGHT ARM CLOSE COMBAT WEAPDN OFK GARGANT - DESPATCH & ¢
| ¥ GARGANT HEAD 880 that you et 4,
2 ¥ GARGANT ANKLES T, ’

= = 1 0.}
1 x GARGANT LEFT FOQT R v
1 x GARGANT RIGHT FOOT
CITAIYEL

Designed by Dave Andrews

Mot sultable for children under 36 months due 1o small parts and essenilal pointed components. All models supplied unpainted,
& Copyright Games Workshop Lid., 1397, All righls resanved.




o=

e t
T AT T

ra ; Sy F, g
o el ik . s, " ..-_:-. .'.at-‘l" t J

™

I’Jr.ﬂ}:'r antbush § Space Marine détachuent.in the shatiered vemains of g ruined ciiy, i

i r qip -
o L s
: == a
T [
- _ 3



