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DARK ELDAR 7

Hot on the heels of Codex Space Marines,
published last menth, comes a new foe to strike
terror into the hearts of all humanity. The Dark
Eldar are here with new weapons, new troops
and new ways for you to die!

WYCH CULT? 13

Gladiators extraordinaire, the drug-crazed Dark
Eldar Wych cults are ready to take on all
comers in vicious hand-to-hand combat.

AIN'T DARK ELDAR BRILLIANT TOO! 16

Mick Davis talks to Gary Morley about the new
Dark Eldar miniatures.

SPACE MARINE LAND SPEEDER 32

The plastic Land Speeder is here! Check out
this great new kit and Paul Sawyer's excellent
White Scars Land Speeder conversions.
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DEVASTATORS!

Take an in-depth look at the new Space Marine
Devastators, with their designer, Jes Goodwin.

CHAPTER APPROVED 8l |

Andy Chambers examines the new game of
Warhammer 40,000 in greater depth and brings
you a new scenario and special characters for
you to get your teeth into.

SHADOWS AT DAWN 99

This month’s battle report features the dreaded
Dark Eldar, under the command of Archon
Tuomas Pirinen, against the armoured might of
the Imperial Guard, commanded by Colonel
Nick Davis. Wha will prevail?




DARK ELDAR
By David Gallagher.
GCAMES WORKSHOP NEWS

What's going on? Graham Davey has the
answers.

WARHAMMER WORLD

Find out what special events are happening at
Nottingham HQ.

GAMES WORKSHOFP STORES
Remember the Siege of Erengrad in WD2257
Well the results are in! Find out if the proud
Kislev city still stands or whether it has fallen to
the Chaos menace... This and news of many
more events going on in your local stores.

MAILBOX
We want more letters. Get writing!

MAIL ORDER 117

The Dark Eldar hawve invaded the Mail Order
Trolls' cave (Trolls are too stupid to be scared!)
with loads of squad and army deals. In fact,
there are offers on just about everything!
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Another brilliant Warhammer Regiment, the
Empire Handgunners.

At fast, Borgio the Besieger, first featured in
WD225, is here. With him come two more
regiments, Al Muktar's Desert Dogs and
Ricco's Republican Guard.

Additional special equipment for you to make
use of in the smashed and decaying City of the
. - Damned. Plus another exciting Mordheim
" comic strip.

Nick Davis takes a look at putting together an
Empire army, one of the most diverse and
eelourful armies in the Old World.

L The Legions of the Undead as you've never
seen them before! A brand new army list, with
new troop types and special rules.

Alessio Cavatore won this year’s Games
Warkshop staff tournament with his superb
Bretonnian army. He describes his experience
of the whirling mélée of competition. ;

)

PERILS OF DA DESERT

Whip Scorpions, Steel Gulpas, Glass Plafns
and Electrical Storms. Gav Thorpe reveals
how rules for treacherous conditions in the
vast deserts of planet Angelis can add a new
spin to your games of Gerkamorka,
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Adrlan Wood:

Mick Davis:
Lizard Man

Simon Shuker:
Menw baard
in the bunker

Paul Sawyer:
Fat Bloke
(O, and Editor)

Graham Davey:
Wordy Bloke

Andrew Sharman:
Words fail. ..

;Kaep ;he Iatters mming! We want to s
heat your opinions, ideas and '
questions on Games Workshop
games... 4
Wite to: wm- Dait. mﬂbmr Games :\
Workshop Ltd, Willow Hoad, Lenlan, .
Nottingham, NGT 2WS.

NEW RELEASES
s ONTH

Thls mtmth 5 Warhamrnar raleases

EMPIRE

Empire Handgunnera (Warhammer Regiment boxed st} £10.00
DOCSOF WAR

Rivco's Republicar Guard [Meial boxed set) CA0.00
Riczo's Republican Guard (Three models per blistar) 500
Al Muktar's Desert Dogs iMetal boxed sel) £20.00
Al Muktar's Deserl Degs (One mode: oas blister £4.00
Borgie Tha Basisger ({Ore model par blister) £5.00

WARHAMMER
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“This month's Warhammer 40,000 releases:
SPACE MARINES

Spaca Maring Combat Sguad [Plastic boxed sat) £5.00
Soace Marina Devastators {Plastic & Metal boxed zat) £15.00
Veteran Sergeant with power axe (One madel por blister)  £4.00
Space Marno Scouis with bollers (Two modes per olister] £3.60

Seouts with sholguns {Twe modeais per blister) £3.50
Scouts with snipar rifles (Twio models per blisten £3.50
Space Maring Lang Speeder (Plaslic boxed sel) £15.00
DARK ELDAR
Dark Eldar Codex £8.00
Dark Eldar Batlle Foree (Plastic boxed sai) £40.00
- Dark Elgar Syoarita (COne model per hlister) 4,00
Dark Eldar Haemonculas (Cre model per blistor) £3.00
Darx Eldar Wyches (Meta! boxed sal) £10.00
Dark Eldar Warriors (Plaslic boxad set) £140.00

Drark Eldar with splintar cannan (Twa medels per blister) £5.00

This month from the Black Library:

Irfemal 3 £5.00
Warharnmer Morthly 9 200
Static Grass (Bag of modelling flock) £3.00




WIVES

FROM KISLEV WITH LOVE

Cne of our Russian readers took this
photo of his wife, Lena, on a recent
trip to Red Sguare in Moscow.
Remember - wherever you are, you
should never be without your White
Dwarf {or should that be Red
Drivarf?)!

READERS’

e In

Leman Russ batfle tank with
commander, lasgun rack and stowage

Basiiisk with qun crew

READY,
AIM, FIRE!

The Imperial Guard tanks just
got a whole lot cocler, with the
addition of metal tank crew
models to go in the boxes.
Basilisks, Chimeras and
Leman Russ battle tanks are
all getting extra crewmen,
designed by Michael Perry.

Chimera with fwo Valthalian fce Warrior
riders and fasgun rack

BATTLEFLEET COMPETITION

In White Dwarf 225 we ran a
competition to win some of Andy
Chambers’ playtest modeis for the
game he is working on at the
moment, Battlefleet Gothic, We said
we'd announce the winners in this
issug but we have been literally

»

PAINTERS WANTED
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deluged with entries and thers
seems to be no end in sight to the
tidal wave of postcards. So, we're
going to extend this by & month and
bring you the winners next issue -
you'll just have to wait to ses if
you've won!

The Games Workshop Dasign Studlo Is currently
looking for fresh blood to join its talented team of
figure painters, the 'Eavy Metal team.

YWe ara looking for peopfe who enjoy collecting and painting
armigs, have a good understanding of our game worlds and
backgrounds, can handle the pressures. of constant
deadlines and, most importantty of all, can paint armies to
the consistenthy high standards that appear in White Dwarf
every month.

If you feel that you are the sart of self-motivated individual
wha can handle all of that and more, then please get in
touch.

Interested? Send your details (not models) to:

Human Resources Depanment, Games Workshop Lid,
Willow Road, Lenton, Nottingham, MGT 2WS.
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The Dark Eldar inhabit a realm
called Commorragh, a place
as darkly twisted as its rulers,
from which they Ilaunch
piratical raids across the
length and breadth of the
Warhammer 40,000 galaxy.

The purpose of these raids is not to
conquer planets or protect territany,
but to cause mayhem, steal and
pillage, and - most important of all -
capturg new victims to be taken
back to Commorragh. What
happens to them once they arrive is
best not contemplated, for if anyone
in the Warhammer 40,000 universe
could be called properly evil, it is the
Dark Eldar. They are devious, vain

and totally self-serving, with no respect for any living
creatura, not even themselves, They revel in inflicting
pain and suffering, and glery in causing death and
destruction. The Dark Eldar are not nice, not nice at-all,
and to be captured by them is a fate worse than death!

As you will see in this issue, there are loads of
stunning miniatures lo be released for the Dark Eldar,
all of them twisted and spiky. Look out in the future for
Incubi (elite Dark Eldar with a 3+ save) and Grotesques
ithey are immune 1o shooting up to Strength 51,

Dark Eldar Scourges [minus (heir wings!), at the ‘green’ slage,
designed by Gary Morlay.

ADEPTUS ASTARTES

FURTHER

This maonth the Emperor's Finest have a
walcome influx of new recruits. Mike McVey's

REINFORCEMENTS FOR nenw Space Marine Sergeant, wielding a power
SPACE MARINE ARMIES axe. joins forces with Jes Goodwin's new

Scouts armed with bolters and a shotgun.

@ Vateran Sergeant Seout with boligun
7 wdth power axs

Soout with shotgun Seoot withi bollgun
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WATCHING
GRASS GROW

STATIC FLOCK
NOW ON SALE!

Some of the best modelled bases
you will see use static flock to
represent patches of grass. From
this month static flock will be
available in Games Workshop
stores, 50 you toe can achieve the
same effect.

The technigue for using it is the same as
with normal flock — apply watered down
PVA glue to the base and then dip the
base into the static flock. Note that it is
often used in small clumps, over a base
thatl has already been finished with sand,

painted and drybrushed.

CAREERS AT GAMES |
WORKSHOP, DEVELOPING |
OUR JAPANESE BUSINESS

We are currently expanding our hobby into Japan and are |
looking for Japanese speaking sales pecple and translators
to help us develop the business further. '

For Sales, the requirements are:

. Japanese speakers

' People motivated and driven by resuits
| Commitment and desire to win

Good sales and communication skills

. Understanding of the Games Workshop hoblby

,  An understanding of the Games Workshop hobby is desirable but not entirely essential. If you are familiar with
fantasy and science fiction, whether it be thraugh novels of films, and have the will to learn, please get in touch.

For translators, we are looking for:

People motivated and driven by results

Good communication skills

Japanase speakers

Desktop Publishing knowledge if possible
Understanding of the Games Workshop hoblby

: Interested? Send your C.V. to:
3 Human Aesources Department

. Games Workshop Lid, Willow

BT, W




0 what is going on within the dread portals of the Black
Library this month? Well of course there are the usual
stalwarts — Warhammer Monthly and Infernc!, packed full of
Erilliant stories, comic strips and much mere. These publications
are a fantastic way of getting to know more about the grim and
dark worlds of Warhammer and Warhammer

40,000, and a great source of

inspiration for
gaming ideas,
naw scenarios
and special
characters.
Already we have
had a ioad of

requests for miniaturas
based on characters from
the comig, and who knows,
if we find a spare moment
or twao we may well bully a
couple  of  miniatures
sculptors into doing a few.
All that remains is to decide
which ones to have mades:
Kal  Jarica?  Inquisitor
Hand? Captain Leonatos?
Malus Darkhlade? It's so
difficult o chooss.

e

PAUL SMITH ENDORSES BLACK LIBRARY T-SHIRT
In the meantime, you fans of the Black Library will have to |
- make do with our ace, new, glow-in-the-dark Black Library T-

if this appeals to you, then you'd enjoy being a GW Salesman.

The UK has 115 of its own stores around the country. These are supported by a host of independent toy and

hobby retailers. The job of supplying them with the right amount of games and models falls to our Salas team,

and it isn't easy...

In the UK we are looking for Sales People with management or supervisory experience to drive forward our

expansion plans for the next five years, people with:

* determination

* ViSion

* some knowledge of the Games Workshop hobby
I =expenience of team management — leadership skills
. * probably aged 22-35

We also need people to fill telesales positions within the UK, pecple with:

= grargy and enthusiasm
= fhe ability to sell
. * some knowledge of the Games Workshop hobby

" = probably aged 19+

All of these positions offer competitive salaries and benefits, and excellent career

prospects.

I Send your C.V. to: Hob Gffiths, Human Resources Department, Games
 Workshop Lid, Willow Road, Lanton, Nottingham, NGT 2WS. Tel: 0115 816 8341,

E-mail: robg @ games-workshop.co.uk
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HO ARE THE DARK ELDAR? *

THE DARK ELDAR

20 you want to know who the Dark Eldar ara, ah? Don't we
atlt Gerain words spring to mind when thinking about the
Dark Eldar — mysterious, enigmatic, shadowy. Most of all
though, thers's ane thing you should be sure of — the Dark
Eldar are ulterdy and irrevocably evil. From their anarchic
[air, the city of Commuorragh, beyond space and tims, ‘the
Dark Eldar eonstantly raid the shipping and wodds of tha
athet races of the Warhiammer 40,000 galaxy. They steal
whatever they desire; kill, maim and mutilate any who cross
their paths, Those who are not killed out of hand on the
battlefield are enslaved and dragged back fo the dark
ferress-city 1o awail whatever soul-destroying tortures their
vile captors wish to inflict on them. They are pirates beyond
compare, ahie 1o strike wilthoul warning and slip away into
the damkness with their prizes,

Diark Elgar overrun an Imr.i.f f:lu.lfre.". .

By Gav Thorpe

A terrible, new incarnation of the Craftworld Eidar? An entirely
different race with their own mysterious agenda? Sworn
enemies of the Eldar Harlequins? Slaanesh-worshipping Eldar
driven to the depths of depravity? Gav Thorpe delves deeper...

Dark Eldar scciety is split into a number of Kabals and
culls. The majonty. of Dark Eldar belong o one of the
Kabals. which are powerful organisations that have grown
aut of ancient and arcane families or factions. The Kabals
constantly vie with each other for powar. fighting for slaves
and wamaors — and just for the joy of the fight itself. Politics
are rife in Commorragh, assassination, bloody power
struggles and armed coups are commonplace: The Dark
Eldar have no single leader to rule over tham all, their
society is anarchic and individualistic with each Dark Eldar
clawing his way 1o power and dominion over the bloodied
bodies of his enemies.

As well as the Kabals, there are certain cults within the

Diark Eldar, The mosi numerous of theze are the Wyches.
The Wyches fight in the death arenas of Commoragh,




dueliing with each other, alien beasts and automated
fighting machines, for the pleasure of their kin. Some fight
on feot, others ride the deadly Beaver jetbikes, while the
Hellions soar through the air on sleek skyboards. A Dark
Eldar Lord can eniist the aid of these deadiy warriars in
battie — for the right prica, of course! Less numerous but
just as powerful are the sacretive Incubi. This warrior sact
iz bazed in some death-laden den deep in the webway,
away from the politics and machinations of Commarragh,
hiring out its deadly warfors as bodyguards to the Dark
Eldar Lords. :

HOW GOOD ARE THEY
IN THE GAME THEN?
We're really pleased with the way the Dark Eldar play in a
Warhammer 40,000 game. We wanted an army that was
essentially 2 piratical raiding force. They needed fo be fast
{wery fasty and hard-hitting, but fragile and likely to break

“Death? You want Death?
That would be far too
boring ['m afraid”

Lord Sarnzk. Archoo of the Dark Heare
Raiders, Kabil of the Black Heart

—m l.j:\
e
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sasily if caught out. The finished army achieves ihis
splendidly. in my opisien. The Oark Eldar are deadly to
face if you're unprepared. They have highly skilled fightars
and very sophisticated weapons and vehicles. They can
run- rings around- slower, mere cumbersame armies.
However, they are not laden down with inches-thick
armour, thelr vehicles are verd lightweighl and cannot
stand up o & setious pounding, Touse the Dark Eldar well
you muzt be canny and cunning — you ean't afford a head-
on fight, you must use your spead to your advantage at all
times. We've also given them a special rule which meaans
that in any scenarno that has an attacking army and a
defending artmy, the Dark Eldar are always the aftackars.
They are raiders - they don't fight defensive battles, they
are nolb inferested in territorial gain or setling up command
posly and cofonies. They're here 1o steal and kil and
caplure, and nothing else. Pray they dont take you alive...

The Dack Eldar are coreupt and twisted in cvery sense Not only do they enjoy
the. infliction of pain and death, thiy ke gratilication from the manipulition
of each other and weaker heings. In the dread realm of Cammnorragh, the Kabals
perpetiate ancicnt feuds and animesitics, vying with each other for power
Assassination, sabotape and hetrayal are as much a parl of lile as the death

matches and torture: chambers. The Dark Elar delight in toying with theie
enemies, playing upon their fears and hopes like distant puppet-masters. To the
Diark Eldar. terror and [oechoding are 35 plessing as the cut of a razor-—sharp
blade or the Burn of acidic toxins i't:djng thess desire Bor dicad and desparr.




Dark Eldar
Warners attack
napidly. killing or
crippling those
wha Oppose them,
Then liu:}' d"‘E
I':IFE ID}' 5[,|I'I.I'I-|:lr§-
back to
Commarragh. 1o
be tortured and
killed a1 Jeizues,

Dark Eldzr Warmors
o oo

Th: magmfn,tm AKhan 15
10% feady fo [isten

whil you beg and gove
for your swift deaths”

Dracon Khirarey, advisor 1o
the Supreme Lord ol the Kahal
af the Mlaodied Claw

Sybarite vislding Spbarite with a aower Warriar gimed with &
an agonmser and splinter pisiod waapan and splinfer pistal splinter cannon
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Warrior armed with a X . .
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Riding vlesa fast jethikes, Reavers
toinbine speed with excellest skill o
clasc quarter [ighting. They rice ahead
of the main Dark Eldar attack, slicing
“through ensmy squads without pause

D Eidar Reaver jeiinkes



Ther: 15 no pain woknows to the
Haemonculi, no agony thicy cannol
administer upon their victims. They treat
the infliction of misery and death a8 the
highest of arts, gleciully producing
choruses of screams and taking delight 1n
EVETY BUAnCE of discomlart and woe.

Hasmoncuiis armed
with & stinger

T 2o ]
| - Wateh out for Gany
NMorey's stunning Dark
Elctar Lord, refeasad
mext moni

with & destructor
BRE iR
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cnmihg Up...

Wark in prograss shols
of & neww Waeah with
Wich weagons (laft! and
& Soourge wilhh heavy
wagnor fabove).
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T Adcock finishing off the Dark Eldar Raider (see aboyel.
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WYCH CULT"
New this month are the bloodthirsty Wyches, used by the Dark Eldar as assault

troops and often mounted on raiders. As we're your ‘special’ friends, White
Dwarf proudly presents the rules for these combat drug-crazed gladiators...

THE WYCHES

There are many Wych cults ruled over by their Succubi in
the dark cily of Commorragh. Wyches spand thair antire
lives perfecting the skills of gladiatorial combat. Their
already fingly honed fighting skills are artificially boosted to
new levels by combat drugs. They fight in the death arenas
of the dark city, where different wanior ‘sacts of the
Wyches duel with ong another. They also hight groups of
captured slaves and ferocious alien creatures, all for the
audience’'s pleasure.

A Dark Eldar Lord with sufficient means can hire these
highly-skilled  warriors to accompany him into battle,
promising great rawards for those whcse fighting displays
dre most pleasing o watch.

Like
et thy

ot on f
weik, the

nlim and the
iprtecte]

Inquisitor Absalves

Wyches

WYCHES
WSBSS T W | AldSv

0 4 43 316186+

Wych Succubus +B 4 4 3316 286+

Whyches ares an Elile undl and tako up Clr"" Elte afocation slot on
waur larce erganisation chirt

Sguad: The squad consists of hetween five and fwenty Wyches,
Weapona: Splinter pistol and close combat weapon.

Options: Lo fotwo models may be armed wilh a shreddar al +10
pts o a blaster at +5 pts. All models in tha squad ey be armead
wilh plazma granades at +2 pls per rodel andfon baywing grenadoes
el +4 pls per moedel,

Character. One of the Wyeeh models can be upgraded to a Weeh
Succubls &t an additicoal cost of 48 pis: The Wyeh Sucoubus is
armead with & splinter pistal & close combatl weapon. The Wibych
Sucoubyz may alse chaoss extra aguipment from the Ammoury.
Raider: If the squad has-ten or less modsels they can be moenlod
on a Raicer at an exira cost of +55 pls.

Combat Drugs: Boll & DS for each Weeh sguad al 1be stan of the
ballie Lo see what effecl he wile narcoics have on the unit, The
clfeck [asts for the entirg Daitle,

D&

Result

1
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My make 3 12" assaul move and & 504
pursyit or fall back mowve:

+1 W5

+1:5

Alweays =ik firsk

Re-rall @ny misses in cloge combal.

+1 Allack
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“Fear the shadows,
despise the night
There ate horrors
that 0o man can

face and love,

Heretic,

Da'dr Eldar Warriors, e by a aerno.'?cmus, advance, supported by a Talos, e

with a pack of Warp Geasis.
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| AT DARK ELDAR BRILLIANT T00!

By Gary Morley & Nick Davis

Wicked cackling and the strangled screams of tortured souls
can be heard deep in the domain of the Citadel Miniatures
designers. What's it all about? We sent our most intrepid (and
expendable) Dwarfer to find out what's going on. Nick tracked
down ace designer Gary Morley and, with the help of a

M
G

! Ny
Cary Morley at work

IN THE BEGINNING

Gary: We started to think about the Dane Eldar project
towards the start of May last year, when | was asked to
produce a few concept models. The Dark Eldar are the
most gvil, cold hearted race we've ever made for 40K, et
they shll have that elegant finesse of the Eldar — a sort of
mix of sophistication, decadence and afmost beautifil avil.
The models had fo reflect all of this,

So | built a few models, did a few drawings and about 8
week later | came back. |-then talked with Dave Gallagher

Haemonculus torture device, persuaded Gary to fill us in on this
evil, new race for Warhammer 40,000.

and he cama up with host of ideas as well and also to John
Blanche. A lot of their ideas were integrated into the
madels, which is an unwritten law that goes on around
here. Somebody comes up with an idea, semebody alse
adds another idga and it all goes around in a big circle and
we end up with something that is completely different but
rmuch better than the core idea we first talked about. With
ail these ideas pooled | then started to work on the Dark
Eldar plastics.

THE PLASTIC DARK ELDAR
Althaugh | did a lot of the wark on the sprue, it was a result
of combining the Ciladesl design team resources. Tim
Adcock made the guns, Mark Bedford added the
accessories, like the hair and gun holsters, Paul Muller
and Brain Melson assisted me with the legs.

The ides with the Dark Eldar sprue is the same as the
Space Marine kits. Like the Space Marnnes, the Dark Eldar
ara multi-part kits that have the same abundanca of
modeling options. The: sprues have a total of four pairs of
legs, four chests, four sels of arms plus an extra arm for
thie splinter cannon, six heads and an aray of orusl-
{ooking blades.

The basic set of four will build you two Warriors with
splinter rifles, a Warrior carrying a splinter cannon and a
snuad leader armed with a pistol and a close combat
biade. The sprues also leave the aption of building two
more Warriors instead of the leader and hagvy weapons.
You can also swap bits of these figures arcund and get an
incredible wariety without actually chopping any bits off -
so you'll never get two figures leoking the same, Even If
you were to make two figures with the same pars, you
could still pose them slightly differently. It reminds me of
the old days when Airfix used to do S4mm historical figures
— they were great because you could buy a whole bunch
of them and swap the weapons around. The Dark Eldar
sprue also draws its inspiration from the old BTBO1 Space
Marine boxed set fbless @ — FPaul Sawyer) with all the little
extras you get on it ike the holsters and knifes.




THE BLADES
Chne of the things that 'm particulady proud of on the sprue
is the blades. This is what make Dark Eldar very uniguea
maodelz with' a character of their own. One of the
difierences between the Dark Eldar and the Eldar is that
the Dark Eldar are coversd in razor-like blades which are
quite capabla of ripping at closa combat opponants (not to
mention making them look suitably. malevolent!y.

The selection of blades on the sprue can be stuck almost
amywhere on the models. In fact we purposeiy left arcas
like the shoulders and forearms biank so that people could
o this, You can also chop the blades off the ends of guns,
stick them to helmets, swap them: round with other blades
— loads of stuff with the blades alone. As they are designed
in plastic wea could make then look thin, like razor bladas,
something you ean't do i white metal because of the
casting process. The blades give the Dark Eldar a spindly,
insect-like appearance, so watch you fingers when you
pick them up!

MODELLING THE DARK ELDAR

The Dark Eldar are a very fast strike force, and have a
strong look of space pirates {if you can imagine what
they'd ook liket). The new plastics mean you can make
every Dark Efdar an individual in its own right. which is
vary fitting for & pirate army. The spruss give you an
almost mitless supply of modsling ocptions and because
they are plastic you can converi them very easily oo,

Before | started this project | didn't do a areal deal of
stickmg our plastic models togetiver, -ofher than the ones
thiat | really needed o do for work. However | found the
Bark Eldar are & (ot of fun to build because they are so
slim. A shaht cut in the: back of a leg or an arm, and it is
very easy to bend the limbs into nesw positions. In fact yvou
cait bend tham using just vour fingers if you're caraful.

This opans up a whole host of convarsion opportunitias.
Some of the models | have built have just used bits from
the other Dark Eldar plastics — the Reaver |sthike and the
Raider. | have also uzed bits off other piastic sprues as
well, for example the cloak from the Chaos Warniors

Same of Gany's Oant Eldar concep! skefches




A writ of Dark Eldar Warrions (you get &l §

Warhammer Regimen! plastic sprue is used on one of my
leadar modals, There is nothing to stop you from mixing in
plastic and metal bits from across our entire range of
miniatures.

A guick tip is to use liguid poiystyrene cement 1o build your
rodels becausa it welds the plastic together. For instance,
if you cut into the back of one of the legs of your models,
you're lell with this hole where his knes Lsed fo he, Get a
small shaving of plastic, and stick it in the hole, jus! jam it

These models show just a few of
the endless possibilities that the
new plasiic Dark Eldar provide.

Ml couldn® want for
ifie Scourges 1a come
ouf 50 ha made fis

own! The wings and packed Dark Eldar
claw dre from hava been inspired
 Necromunda Soyrer by comic book
':-:\ -.\ modals (I.t-'.ings from SUﬂEffi’&fﬂ poses
R ;E\-:f"f r;r::i'me  (we think the
Malcadon) with added Ep;:;;i_ﬂam Gl

fladas from the plastic
Dark Eldar sprie.

s& i the new Dark Eidar YWarriors boxed seil).

e e e

Ardy Jones” action

in, and then just brush aver this with liguid poly. The poly
cement mells the plastic and fills in the hole for you.
Incidentally, | have only used clippers and a piece of emeny
paper (a form of sandpaper), so it is actually possible 1o
put the Dark Eldar together without a modelling knife.

PAINTING THE DARK ELDAR!
A few manths ago the 'Eawvy Metal tearn started to paint the
first Dark Eldar models. They went through lots ef different
colour schemes trying to find the right one, My personal

Gary repositioned the torsos ahd bent the legs
and ams fo make Rese two action packed
poses. Nale e Blades on the splinter pistols
wiich weare cot from ihe splintar ofla,

A selection of Gany Morey's awn Dark Eidar, mcluding his Dark Eldar Lord i) = T ' '
(check ouf thal mehaws!l. As you can sae, jusi by adding thi biades and wisting i L
. the torse. he has made some Lmgus models, it ! IR



favourite is black, because the Dark Eldar are inherenthy
evil. The Dark Eldar alzo look really good inmoody colours
like deep blues, dark purples and bloody reds. The Dark
Eldar schemes are in complete contrast 1o the bright
primary colours of the Craftworld Eldar.

I painted my Dark Eldar all black. The suit stayed a matt
colour and the armoured plates weare painted with gloss
varnish. | also did this with- parts of my guns as well, Just
doing this, | was able to knock out models At the ratle of
ona evary half hour. Matallics seem to work really well on
the Dark Eldar as well. so FPyve used different types of
metaliic paints o distinguish between the different squads,

MORE DARK ELDAR
ON THE HORIZON...

As | mentioned earlier, the Dark Eldar miniatures are a
team effort and we've produced a large nurmber of great
miniaiures ready for the release of Codex Dark Eldar. The
Warrior squad leaders, the Sybarites, are available. as wall
as- additional Dark Eldar with the devastating splinter
cannons. Ghris FitzPatrick's deadly Wyches are released
at the same fime. You will also be seeing the dreaded
Haemoncule (the chief torturers of the  Dark Eldar)
designed by Faul Muller. Paul also designed the really
nashy Haemaonculus Master Lrien Bakarth. And this isn't
the end of it by any means, Gh no. ..

g e AR L e e

| Gary used bits from the Dark
| Eldar Raiger ang biadias from
otfer jetfikeas fo boild s ane,
He says s going to be his
Archon's jelbine,

This i one of Ricy
Prischiays Dark Eldar Ricy ¢
has cut dawn ihe Bamals

of s Splinter riffes, and

not wsed any of ine blades,
giving a sleak, sinisfar
prafie,

Dave Gallaghers gxceilent
running Bark Eldar shows

what can be done wilh just a
nitle Nimiy bendng.

We have the Reaver jetbikes designed by Dave Andrews
and the excellenl Dark Eldar Raider transport designed by
Tim Adcock. You can actually load up the Raider with
troops along its sides. You can interchange parls of the
Reaver jetbike and Raider crews for avan more variation.
it's also possible fo swap bils between the vehicles
thamselves [chack out Gary's Jetbize conversion below!).

On the subject of wvehicles. Chris FitzPatrick has just
finished some brilliant metal Wych torsos for the jetbikes.
The Reavers will be a@hble to tole some serious firepower
like the blaster (a sawn off dark lance!), as they speed
arcund the batilefield.

Onihe heawy weapons front, we've just finished designing
the Scourges — these jump pack-equipped FOCPS <30
drop into any part of the baftlefield, exploiting the enemy's
weaknesses. We've also done & couple of Dark Eldar
Warriors armed with the tank busting dark lance — very
nasty. On top of all this, we've made the Dracon and the
Archen and we have a few special character models well
on the way, One of my particular favourites, which 'm
lcoking forward to designing is Kroellagh the Vile, a Dark
Eldar warrior woman wha is armed with weapons that
suck your very soul oul of your body. And thera is 50 much
mare on the way! So keep an eve on While Dwarf for
future Dark Eldar releases. As far all you non-Dark Eldar
commanders out there — be afraid, very afraid. ..

_ (One of the 'Ealy
b \etal teams
Dark Eldar, The
biades on ihe
shoulaers are
from spiinfar
iiflgs.

the mee of & Chags Warior cloar

-
fo prove thaf ail ihe

head on-ong of e wamiors, And chigck
* . blades in the other Dark Eidar’s hair!

-

Des Hamley's Dark Eldar Lond, Note

Mark Bedford Bas gone for g sleaker look on fis bike. The splintar rifie is in
e nose and the wings have been swapl back onfo the engine,

Belgw are mare of Mark Bedford's Dark Elgar, Just
plastic minfafures ang
intarchangeatie fe has used a Reaver jaibike piots
ouf thase
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st —Eaﬁfi_’_‘»ﬁ»f\—'xi Thr cruel, twisted Dark Eldar are pzratlcai raldtrs who
. strike without warning, killing or enslaving all who stind

L DAP T‘f F_J#DAP o in their way. Codex Dark Eldar holds many of the

‘ dreadful secrets of this vile race. It's literally crammed | .

with special rules and background information for the
most evil of races.

This invaluable 48 page book contains:

- The complete Dark Eldar army list, which allows you ;
to choosc vour forces for a battle - includes information =
. covering aIr of the weapons, vehicles and wargear used by 8§

Dark Eldar.

- Complete rules and background information for Dark
Eldar characters like Asdrubacl Vect, Kruellagh the Vile,
Urien Rakarth apd others...

- A remarkable section packed full of tips on collecting,
painting and playing with these, the crucflest of all the
races in the Warthammer 40000 uwniverse.

Teteh e soother
FIA}'Tﬁing. This one
seams 1o hove broken,

Ueien Rakarth,
Master Haiemonculos

B

Vv Rbich AR

Thcy arc 'not your worst mghtma



- This 1nvaluable
- tome will help
you reap ytt
more souls for

your Kabal.
Available now for &8.

_ _*.r-'E.:_err__ua'e-; CF THE [11; K ELnag
o SR

e .

ey are your every nightmarc.

Tz 152 supplement for The Waraminer 0800 ame, o st possess @ eoy of (he Warhammes U000 game in ardé- ko be abfe 1o uag e contertts of fhis ook,
Eiay, the Citade Canlle Samee Pharkelep, dhe Garres Worshon oo 2nc Seahiimie: g8 ey aléneg sadamans of Gamas Watkihap L4,
B s Weckehas LH, 1528, A1) ki resaniced :




he Dark Eldar are piratical raiders

who utilise speed and firepower on

the batileficld. They scythe round the

flanks and rear of the enemy. using their

fast Raider transports and jetbikes to

make slashing hit and run attacks,

! cutting down the tm:m}'ﬂ strength to
- prepare for the final killing blow.

W AR‘{&“MER

nﬂn

_ So. what's inside the box?
— K5 - Dark Eldar Warrior squad (20 models)
Wi T R w -1 Duk Eldsr Raider

|+ 5 Dark Eldar Reaver jetbikes
© o] st of Juagle Trees

Lo The galaxy does not hold
TR @Q enough souls to quench
FDARKELDAR| o, their thirst.

| Pafievonce | /

-':lam Erdar moda-.'s chesigned .by Gm-r mrrsy Fim Adnns.lr & Dave An:m:m

Pray thcy don't takc you allvc

Avallablt now for £40

Gracel, Ihe Chads Caslle: Games Workshop. 1ha Benies Worsshop Joon e Wiarmamgar are regishinen mademaris ol Gies Wadikop U
8 Gares Worksaop Ld 1333 A1 s el
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RECRUITS

By Nick Davis
The Empire Handgunners boxed set is
the second Warbammer Regiment for
the Empire army to be released. Nick
Davis takes a look at this new
regiment and some of the conversions

sparked off.
WHAT'S IN THE BOX THEN?

Within the Empire Handgunners
multi-part Empire Sold
and enough sels ol meat

ommand
ATl these

metal exon:

nents are now here with the amval of a
nt to supplement the Soldiers of the Empire — the

Empire Handgunners,




looking tegiments from the same sel. As this
sct uses the samd basic Empire Soldier sproe
there is nothing o stop vou Trom splitling i
with ancther regiment - say vou only wanted
twelve handgunners, the remaining four could
be used 1o bump up the numbers af vour
Empire Halberdier regiment from sixteen Lo
twenty, Just keep the remaining handguns in
your hits hox,

With the Chaos Halberdiers we started making metal weapon arms 1o
add tor the plastic kits. The Handgunners are the first Empire regimen
ter benefit Trem this, Tn the future we can design more metal weapon
arms, making rew regiments for yvou to use. Still in the works Tor (he
Warhammer regiments are plastic Might Gobling which can be
assembled as bowmen or spearmen, and a Skaven Clanrat regiment
which is well en the way to being finished. Also, sometime in the nex
couple of months we'll be bringing you Empire Crossbowmen, again
combining the plastic Empire Soldier sprue with new metal arms and
new melal bits for the command group. 5o keep vour cyes on White
Dwarf for news of all these new sets.

Ergire Handpuriners painted in the eoloury of Middenland,
I3 ! i

The uniformy of these
Handpunners have boen
painied in the colours of
Jowr of the Engure s
prizvinees ancd city slates.
(e left cfoctowize, Altdort
Ostland, Talobeoland &

Mualee,

- Empire regiments which meuns no two command groups have to be the same.

SWORD ARMS HALHERD ABRMS

HALBERD HEADS

WHITE METAL PIECES

T

5

m

MUSICIAN ARMS

t 4
| wf
&

:ﬁ HAN DGL'\NFR *.RM PAIRTNGS

: STANTARD ‘ﬁ
REARER -

3 ARMS AND CHAMPION

HL‘LIL-\.M}‘]U\ ARMS BAMMERS HEADS

g &
2 € @
8 9

HEAT:S

@ §
& &

BODIES

Below is a breakdown of a single Fmpire Soldier and shield &pri:é.}-‘s:a. you can see. the kit offers an almost nfisite amount of variation.
- Plus with the release of the Empire Handeunners you now have loads more new metal bits. You could combine these with ather plastic |

SHIELDS &EMBLEMS
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*88
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These models show just some of the endless

possibilities the plastic Empire sprue provides.

o This Sheleran
WU Wos
comverted by Crlin
fHxon « We shawed i
i the Lasr fyvsiee b
il cares = s o
coed conversion! ) i
wags Bt B g
ity frewn She
Soldiers of the
Frpire orne with
fhe Skeleton Warrior
Sprie

W fhe Skeleron horsenwin fronn W226 fapain by
£ ofin hyon) was bulr wang a terse, helmer and
swerd seaborel from e Plagtic Soldiers of the
Empire sorge. The pistol is from one of Long Diong
Staver's Dward pirates.

B Alan Merreit's Empire
siEldters have besm
camveried for wse in Wy
Mordheim wartand, The
s RO JFm iy e G
Marksman of Mirggliano
Sizure. The archer wees an
et off the Skeleton
WAErrior sprue aid @ bow

Srond a plastic Brefornnin

archer

Al These models are fron
Mick Dherviy' Mordfetmn
mercenary wariamd He
Hois wsed Tosprerial Pisiofier
forsis, glieeg em onie
the legs from the Soldiers
of the Exmpare sprug, ane
Fiisding the joikis wsiny the
armonr plates. The swonds
are alsa from the sprue
ared the original Feods
Rave been replaced with
plaztic yoidier
heads,

& i Murter s Inperict Plarelter iy o simple Gt very effective
il swiap with a heod framm the Saldiers of the Empire sprve,

Jiwg ol seved soste of fhie Tiide erivas off e spre,

A W No, these aren't concep! miodels
Sfor brinerial Fikermen (ar are the )
The Perry fwiny ore suity Empive pliivers o
they have been busy repesitioning limbs for their
Ewipive yoldiers 1o vy pikes (there are wo
afficial veles for Ewpire pikemen so fust apply the
ritddes frovn Dogs of Wir - muitke sure your
apnonent agrees before hand! ) The Pikemen ave
alf the lirtle extvas inginded an the Seldicr spre,
fike the hags g water botiles, The pakes arg
rrecicle ond of Brosy rod,




WARHAMMER
40,000 -
SUNDAY 22nd NOVEMBER 1998 10am-4pm

GAMES WORKSHOP NOTTINGHAM EXHIBITION CENTRE
Games Workshop HQ, Willow Road, Lenton, Nottingham.

With the release of the new [

Warhammer 40,000 game, our
doors are thrown open for you to
come and experience the great
new edition, to glimpse future
releases, and to participate in
some awesome games! ]

Discover the mysteries of the
new Warhammer 40,000 game!

Meet the games designers &
artists!

See displays of art and
miniatures!

Take part in awesome battles!

Visit the museum and see the
amazing battle displays and
artefacts!

Witness Battlefleet Gothic and
Epic 40,000 demo games!

TICKETS PRICED £6, (INCLUDES ENTRY TO WARHAMMER

WORLD). TICKETS WILL NOT BE AVAILABLE ON THE DAY.

TICKETS AVAILABLE FROM MAIL ORDER AND THROUGH
GW STORES COMMENCING 3ST OCTOBER 1998

AR TR

T TR DO R

" QAMES WORKSHOP

is also proud to announce the

WARHAMMER 40,000
- GRAND TOURNAMENT 1999

S:atl.mdalyr 20th and Sunday 21st - February 1999

Tlckets available flom Mail Order and through GW stares commencing December 1st 1998

FULL DETAILS IN WHITE DWARF 228

_.4
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GAMES WORKSHOP NOTTINGHAM EXHIBITION CENTRE
Games Workshop HQ, Willow road, Lenton, Nottingham.

ey

..and if that wasn’t enough
you can also come and see
our awesome selection of
massive games displays
including:

The Ultramarines Chapter!
Big Toof River!
Antoch Plains!

And of course another chance
to see the massive Games Day
‘98 display ‘The Siege of the
Emperor’s Palace’ plus lots of
other great displays.

ADMISSION £1

Guided

the age of 16 may enter free.

NOTTINGHAM HQ
The sbeee 1o Nolbagham HOis open .-';c',wc,\"u'na;.'s A weach A
in addifian 10 the full range o GY qames. misisfires and b,
you can also purctase any miniatures from oy iail 20rder
Setee On the spot. (o fact, evenid a maodeal 's not il sroci, thay'll
find e moulds ard cast some far veu Bere and t::'—_ﬁ'm.,/)

WARHAMMER WORLD

W=rnammer wara 15 & small Bl sy cxcil v mdseun; 2 muos
for all Games Waorkshep fansk Remembar mast weokends yau
‘zan also wisit Bugmans Bar for refreshmknts. Some sreas of
Thve: B2 @il ba ofl limits wimen 1hz=./yrr5€urr 1= open

CITADEL LEGENDS

Aarrember the firs] Ciladal miniatures fram the early '&0s?
e, Theyre k! Wathe scoursd ous ancient moulds in
searok ol fha efiesl Cladel minialares. many of - wkizh
aren’t avenin our bdck catzlogue, arsl-an Seding: thean in
limited gumbers in cur RMetingharn HO staret We'll be

.-"E‘mu.gﬁu--l;-!sf'at-:ck on a sagulac basis, sc tzlephone the &

Slorz it sceawhal Ihey Bave avealablia

o

tours of the museum are
conducted most days from the HQ store.
Adults accompanied by gamers under

‘STORE,

i

is proud to present the all-

new Warhammer World
museum featuring:

Awesome, life-size WH40K characters
in amazing settings, including Blood
Angels Space Marines, Ork dungeon,
Space Hulk corridor and Chaos
Space Marine battle scene!

VERY IMPORTANT! R
Before you set off to visit us, pleasa el
telephone the HQ Store to ensure that
the Museum s open and that guided
tours are available. Tel: 0115 916 8410

TINGHAM

Queens
Medical
Centre

NOT

",

4



This issue we bring you even more Regiments of Renown for you to use
in either your Dogs of War army or as dallies for your existing army.
In addition, we also present the full rules for arguably the most
infamous Mercenary General in the bistory of the Old

World, Borgio the Besieger...

BORGIO THE
BESIEGER

s MERCENARY GENERAL =

Nicknamed ‘The Besieger’ because of bis unsurpassed
expertise in siege work, it was said thal no cily, not
even the ingenious ramparts of Miragliano itself

could defy Borgio.

Your Dogs of War army may inclode Borgio che Besicger
It s0p, he replaces the Mercenary General in the main list
Borgio, Prince of Miragliano, wias nicknamed “The
Besieger' hecause of his unsurpassed expertise in siege
work. 1t was said that no city, not cven the ingenious
ramparts of Miragliaino itself, could defy him, Borgio was
certainly an expert lactician and won most al his hattles.
In three preat victories he cstablished Miragliano as the
most powerful principality in Tilea, After these, his
enemics usually avaided open battle and shut themselves
up hehind the walls of their citics, only o succumb to
Borgio's siege technigques. He was cqually astote as a
politician, but rather tyrannical. Opponents and mivals
did not last long!

During his career, Borgio fought against every other
principality and republic in Tilea for one reason or
another, from wars over trading rights to pure vendettas
dgainst rival Princes who had aried o have him
assassinated. Indeed, there were so many [ailed atempis
o assassinate Borgio, some of which came very close o

success,  that he
gained a
reputation as
4 man who
had 10

173 points including magic items

Madef!
sculpted
By Michael Perry

be killed more than once o be sure!

It is said chat Borgio once defeated an Ore horde by
splitting them into three parts. Gpinion is divided as o
whether this refers to the horde or the individual Ores., It
is also said thar Borgio could ride a horse, @0 (o sleep
and read a book at the same tme!

Another apocryphal tale says that be was onee jaken
prisoncr by the Pirate Princess of Sartosa and escaped by
diving inw the sea from the dungeon wwer (which was
convenicntly leaning over a high cliffy and swam the
Pirates' Current across (o Tilea. Then he returned with a
mercenary [leet, capmared the princess and would not let
her go until the pirates bad paid him an enormous
tribute gathered from their far-flung stashes of plunder!
Il this ever happened it must have been early in his
carcer. It is also rmumoured that Borgio wrote very good
poctry, did all his own cocking (wise man) and wrestled
with lions!

Borgio is noted for devising unusual battle tactics and
new troop types, which usually wok his opponents by
surprise, e certainly had access o Leonardo's
manuscripts in the library of the princely palizzo in
Miragliano. He was a very big and imposing man of
robust stature, In a siege he always dismounted o lead
the assault over the walls in person and would strip off
his armour and jump down into 2 moat Lo dig with the
commeon soldicrs, This endeared him w the troops and
he commanded a lovalty among his mercenaries
which has been the covy of every Prince singe!




Howewver, Borgio could not always count on similar
lovally from courtiers, inrguers and spies in the pay of
rivals, who knew they could not defear him in battle and
so resorted o underhand means, 1eis said tha he inally
met his end, alter a long and distinguished reign, whoen
he was stabbed with a poisoned toasting fork in his bath!
The circumstances are mysterious, but this was probably
the only occasion that a man such as Borgio could he
taken by surprise. Many say that his marriage to

Dolchellata, the rather bad-tempered hig sisier of

Eucreszia Belladonng, was his undoing!

Rorgio's demise resulted in strect fighting in Miragliano
as various factions vied for power Borgio's excellent
army fragmented and many illusirious regiments went
their own waps under their own captains, to become
notorious Regiments of Renown, available for hire 1o the
highest bidder,

Borgio

4
Warhorse B

Weapons/farmour: Armed with a mace, lance, heavy
armour and shiedd.

Rides: Rides a barded warhorse.

SPECIAL RULES

Difficult to Slay

Borgio the Besieger was notoriously difficult to slay He
was finally assassinated in his bath with a poisonied
toasting fork, This was one ol several deaths which he
sulfered, but it was the only one that he did not survive.

There were numerows assassination attemprs and many
occasions when he appearcd to fall in battle, However,
he strangely deficd death time and time again, enhancing
his gwesime reputation.

To represcnt this, Borgio has a 41 special save against
losing his last wound.,

the Armrour of Hreizen Broese.

Armour of Brazen Bronze
MEPIC RN e S D s 2% points
This is the very armour which Borgio was wearing
when struck by a cannonbafl at the sicge of Remas.
The armour was Toeged in Miraghano from melied
down statues dredped out of the bliphted marshes.
Whe knows what deities were represented or whalt
magic was wrought inte the metal? The armonr
certainly proved tormidable,

Borgio's  Brazen  Bronze  armour  disvepards
opponents’ Scrength modificrs in hand-to-hand
combat and disregards Strength modifiers  from
missile hits, This means his armaur save will never be
worse than 54 This even works against war machines
that completely ignore armour.

Mace of Might
Magic Weapon . ... oo e 23 points
Borgio wiclds a hetty mace made
from a cannomball which failed

to slay him at the siege of RBemas

MAGIC ITEMS

Borgio the Besieger cacries three magic items. These ace always the Monstrows Mask Helae, the Meace of Might and

and cnded up embedded in his breastplate. Borgio,
regarding it as a lucky talisman, had the cannonball
fmade into A mace.

If Borgio rolls a 6 to hit when fighting with the mace,
the mace strikes with Strength 10,

Monstrous Mask Helm

Aapic ATmOur L e A5 puoints
Borgio wears a grotesgude helmaet with a fearful visage
sculpted on it This, combined with Borgio's imposing
stature, causcs fear as described in the Warhammer
Rulebook.




Mulbctar — the Chosen One.

pegged out in the desert for days.

Following a deeply unhappy childhood, Werner Glook, son o a
rich Maricnburger family, set sail (o realise his lifelong dream of
exolic travel, Landing at Lashick in Araby he quickly became the
focus of arention as the locals regarded him as the legendary Al

Glook was captured (after a fine display of fist lighting) and the
bandit's leader. Sheikh Ahmed Shufti, was grudgingly impressed
by the way the (Md Worlder didn't give in to pain, despite being

The hanclits soon became aervous of the man, rumowrs tha he
s Al Mukear were now rife and they begged his forgiveness.
He did berter than that — he joined (hem, discarding his former
name, and led them across the Old World gaining a learsome
reputarion for himsell and his newly named Desert Dogs as

they served numernus masters.

* Shiaith Shist,
tha onginel
lesidar of fha
Ueser Dogs is A6
Misktar's right hand
man ang his
clasest imend. He
carrias the Soimitar
of Danisir wivwch
inereases the
wigihers strength.

B The magical
Black Banngr of
the Muktarim is
oroudly bome by
Blind I, fhe
Tarrnor beggar boy
capiured i he
AT rakd as Al

Misktar himaei

 ALMUKTAR'S
J DESERT DOGS

Seudpted by Michael Perry
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WARHAMME
RICCO'S
REPUBLICAN

GUARD

Sculpted By Afan Perry

The Republican Guard had 2 turbulent beginning
as several Caprains lell in quick succession during
a particularly viclous battle against the forces of the
tyrannical Merchant Prince of Remas, Omilo
Mondo, However a common soldier named Ricoo
‘the ragged’, due to his vorn and bloodied clothing,
assumed command of the Guard and played a
leading part in the overthrow of Mondo, The

regiment went on (o parade the tyrant's head
= around the city on the pike of ond of the
”‘“UU"'mM _SEule- 5 uardsmen
ul_.k‘.TPIL'N FJHJI-“ E‘I*I"'I e { 1R e e L S - . ’
wo Wi B R Nl R T it _ _\ The newly cstablished Republic could only offer
apo0r I P s e ol praise and not hard cash to the brave soldiers, and
BRRD WL s R R _*'- -5— - L—%=7 777 so Ricco travelled to other Tilean cities in scarch
i

of new recruits and cash to sustain the regiment.
This led them across Tilea where they
distinguished themselves with honour,

Nl_ﬂ!ﬁ 1'-:-" “E;PE'J

Back in Remas, Ricoo fell out with the Republican

Council. Following the Coucil's ordering of

Ricco’s excoution (which his loval soldicrs could

not allow!), the Republican Guard set ofl on the life

of a mercenary regiment, winning  fame  and
renown wherever they fight.

B Ragged”
R,
Captain

of e
Republican
Giuard.




While most vehicles
travel across the
ground upon
wheels, tracks or
legs, some
advanced machines
are fitted with anti-
gravitic drives that
enable them to
swoop and hover a
few meters above
the battlefield. The
Space Marine Land
Speeder is one such
vehicle — a highly
manoeuvrable, light
reconnaissance and
fast strike craft.




av [
A Both of Paul Sawyer's White Scars
Land Speeders have had their gunners
o converied into very  dvhamic  poscs,
mercilessty gunning down their cnemics.

“Moving skimmers are
very difficult to hit
squarely because they are
more agile than other
vehicles... Any hits that
would penetrate a skimmer
that moved more than 6" in
its movement phase count
as glancing hits instead.”

“Skimmers such as
Land Speeders can =~ .-}
ignore terrain as they '
move, but if they
begin or end their
movement in difficult
or impassable terrain,
they have to testto
see if they are i
immobilised on a roll '
ofa 1 on a D6, ot
Immobilised o
skimmers are e
destroyed.” b

-

A Tmperial Fists Land Speeder armed with a heavy holter.

il
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This is the book no Space Marine Commander
* can afford to be without. It's absolutely crammed
. full of special rules and background information
- for the legions of the Adeptus Astartes.

This invaluable 48 page book contains:

The complete Space Marine army list, with the
full low down on the troops, weapons, vehicles =
and awesome wargear available.

Full rules and background for some of the most
famous Space Marinc heroes in the Imperium
(wait until you sec the Emperor’s Champion!).

An excellent section packed full of tips on BB
collecting, painting and playing with the most i
feared fighting force in the Imperium.

B].u.[r. lu.mplars Spacc M;ruh. Tamaln

thc sha l know
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5 pace Maripes are
Humanity's
ultimate warriors,

dedicated to the ; _
PR e bis Dhark Angels Space Marine Scouts take on
defence of the o - L Nichi Lords Chios Spuce Mrises

! Emperor and the
a Imperium of Mankind.

- Equipped with the

" power armour, Spacc
Maripe armies are the . =7
Emperor’s finest. '

et v

Ultramzrines Scouts

o R O

Ultramarines Whirlwind

# Let this sacred tome be your
shield against the heretic.

» Available now for £8.
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Don’t miss this great opportunity to get
twelve of the finest pieces of fantasy and
science fiction artwork collected together

in this, the first ever calendar from Games
Workshop. Featuring fantastic, fuil-colour
N A A artwork by many of the best
\" ‘ artists in the business...

,1 ““\' é JOHN BLANCHE
; KEV WALKER

/ / ' GEOFF TAYLOR
MARK GIBBONS

Available from all good
newsagents, hobby shops

and Games Workshop
stores around the planet.
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After playing licerally dorens of games in our Dark Moon
campaign, the players came up with an idea that it would
be far more characterful if warriors could carry some
equipment other than their weapons and armour. T
waneed to keep a strict limit on any magic items, so |
came up with a list of items available 1o the warriors who
do battle in the dark streets of Mordheim. Giving some
of this cquipment o your heroes will make your pames
even more varied and give you more actical options.

Below T have detailed some of the sirange and unusual
equipment your warriors can find in the ruins or buy
from the merchants and pedlars in the seulements and
villages. The list is by no means complete, but hopefully
it will serve as inspiration for you o invent new things
foor your warriors to buay and use,

To give any of this equipment to your warriors, simply
pay the appropriate amount of gold from the total
allomsred to your warkand, and give it to any warrior. NoLe
that your gming group may want to limit the availabilioy
of some items to certain races. This is fine, as long as all
the plavers agree.

Tf vou have ideas for more equipment for the wartiors of
Mordheim, why not write in and tell us about them? Who
knows, they might make it 10 the finished game.

MAD CAP MUSHROOM (25 GOLD CROWNS)
The much feared Fanarics, of the World's Bdge Mountain
Goblins, wse these hallucinogenic mushrooms to drive
them into g state of frensied rage.

Any warrior who takes Mad Cap Mushroom before the
battle will be subject to freney. Al the end of each turn,
ol a DG: onoa roll of 1 the model becomes permanenily
stupid, and is no longer frenzied.

By Tuomas Pirinen

Welcame to the latest installment of Mordbeim! This time
we cover the use of equipment like lanterns, ropes and
poisons, and as always, these are rules under development
(ie, they are neither finished or complete) so we'd like to bear
your comments and ideas.

ROPE & HOOK {5 GOLD CROWNS)

A warrior with a rope and hook will find it much
easicr to move aboul amongst the ruins of
Mordheim, The ruined roofs and walls are much
easier lerrain for a warrior who is armed with a
rope and hook.

A warrior cquipped with a rope and hook may re-
roll failed Initative tests for climbing up and down
sheer surlaces.

I DON'T LIKE THIS !
FAE AT 1S5 THE
MOST AVEESTS
FLACE OF ALL !

HUSH, LAR AND GET
READY TO LOWER US ! Y
1 CAN ALMOST SMELEL
S, THE GOLD AND THE A&

2 Fa
".ﬂ' N 1 4 -....I
S QU
Here q band of Diwarfs wse a rope and book to

clinth dows into The Pt in last ssue's
Morghetn comic strif,




LANTERN (5 GOLD} CROWNS)

A model with a lantern may double the distance from
which he spots hidden enemies. Note that a model with
a lantern may not use a double-handed weapon, missile
weapon, shicld, or additional hand weapon.

LUCKY CHARM (15 GOLD CROWNS)

Lucky charms take may shapes and Fforms, but the most
common ones are hammer symbols which some pioos
Sigmarite priest has touched, woelf paws for the
followers of the god Ulric, the carved ancestor god's
heads which Dwarls pretfer, and so on.

A maoddel with a Lucky charm may ignore the first hit in
any bartle. The hit is discarded and no damage is
suffered. Note that owning two or more lucky charms
docs not help: the model only discards the first hit.

The use ol paison is almost universally abhoreed,
but in the ruthless and brotal bawles fought in
Maordheim, desperate warbands often resort 10 the
use of toxic blades.

Poison may not be used with blackpowder
weapons, When you buy a vial of podson, there is
always encough poison to last for the duration of
one barttle.

BLACK LOTUS (20 GOLD CROWNS)

In the deepest [orests of the Southlands grows a
plant which is extremely podsonous. Tt is known as
Black Lotus, and it is much sought-alier by
alchemists, assassins and bored housewives.

Any wound caused by a weapon coated with Black
Lotus is multiplied into D3 wounds, Boll D6 o
derermine damage: 1-2=1, 3-4=2, and 5-6=3.

DARK VENOM (30 GOLD CROWNS)

Dark Venom is poison extracted from Helldrakes,
gigantic sea serpents that plague the Western
Ocean. Even a slight wound infected by Dark
Yenom causes crcruciating pain, incapacitating
men who would otherwise ignore such scralches.

Any hil caused by a weapon coated with Dark
Venom counts as having +1 strenpth. So for
cxample if a warrior with Sirength 3 uses a
poisoned sword to hit his opponent, he will cause
a Strength 4 hit instead of Strength 3 hit.

HOLY WATER (10 GOLD CROWNS)

The Pricsts of Ulrie, Sigmar, Mo and Manmann hold
great power over darkness, Pure water from a clear
fountain, blessed by a priest, is said to burn things of
darkness and evil,

A warrior may throw a vial of holy water at Undeacd,
Daemons or PFossessed, A thrown vial of hoby water has a
range of 2 inches for each podnt of Strength the thrower
has. Roll to see if vou hit using the model’s own Ballistic
Skill. o modifiers for range or moving apply.

Holy water causes 1 wound on an Undead, Dacmon or
Possessed model on a D6 roll of 44+, There is no armour
save, Undead and Possessed may not use holy water,

EIVEN CLOAK (50 GOLD CROWNS)

Made of the hair of Elven maidens and the living leaves
of trees, an Elven Cloak is a wonder to behold. Elven
Cloaks are varely offered for sale, but sometmes they are
recovered from fallen Elven warriors or offercd as prizes
by Elves 10 men who have served them in some way

A warrior wearing an Elven cloak s -1 to be hit with
missile weapons. Dearfs may not wear Elven Cloaks.

HUNTING ARROWS (25 GOLD CROWNS)

The best hunting arvows are made by the hunters of
Drakwald  Forcst. They  have  wickedly  barbed
arrowheads which cause excruciating pain when they hic
their target. A skilled archer can severely injure his target
with a single arcow,

A model with shore bow, bow, long bow or an el bow
may use hunting arrows. They give +1 to all injury rolls.

BUGMAN'S ALE (35 GOLD CROWNS)

O all the brewmasters of the Old World, Josef Bugman
iz the most famous. s ale is known throughout the Old
World, and is widely regarded as the best.

A warband which drinks a barrel of Bugman's belore
battle will become immune to fear for che duration of
the game.

Elves may nat drink Bugman's Ale,

HOLY RELIC (15 GOLD CROWNS)

In this age of superstition and religious fanaticism, holy
objects are important part of life, Belics abound in the
Old World: hairs of Sigmar, pieces from Ulric’s hammer,
teeth of Dacmon Princes, all are sold o men needing
encouragemeni  before banle and charms against
SOTCELY.

A model with a holy relic will automatically pass the first
Leadership test he is reguired o make in the game. 1f
worn by the leader, it will allow him to automatically
pass the first Rout test if he has not aleeady taken a
Leadership test in the battle.
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i it é o you think you e worthy

enough to command the might
of the Spact Marines? So you want to
build 2 Space Marine army but you
don't koow where to start? Or maybe
1 you're already the proud owner of the
* Wirhammer 40000 boxed starter set
= and want to expand your Imperial
- force? Look no further - the Space
Marine Battle Force has arrived!

So, what's inside the box?

o 10 plastic Tactical Space Marines,
g i 5 plastic Termmnator Space Marines,
“he 1 plastic Land Speeder.

3 plastic Space Marine Bikes
and a set of ruined gothic buildings.

Fear not..
The Empcmr knows.
Thr: Emptrnr is watchmg

SPACE MARINE

BATT LE FORC

: pﬂm Hanne ﬂtma‘ers dasl_grmd By

The Age of Battle

Available now for £40

ikl the Citadal Gaitla: Gamas Watkshop, he Ml\‘nnmma ord Wl haigee are rag siteted Irademaris af Germies Worelion 241
ElEnTes \'\l.'.\f-i'i“'»m LE 1 AR r:zf!ég'w:l

s cgun

AT oy _{‘{'Ti' o ey T



DEVASTATORS

By Jes Goodwin & Nick Davis

Last month the awesome new multi-part plastic Space Marines hit the
shelves. Now they get some heavy support in the form of the new Space
Marine Devastators boxed set. Based on the same plastic kit, with metal
heavy weapons and backpacks, they are truly awesome miniatures! We sent
Nick Davis to talk to Jes about his new creation...

Tha new Space Marine Devastators boxed set includes five
of the exgellent plastic Space Marine bodies and the Space
Maring special accessory sprue. It also includes new metal
components for the Devastator weapons: a lascannon, a
hegyy bolter and a plasma cannon, to go with the plastic
rigsile launcher from the special accessary sprue.

Jes even designed a new metal arm for the Sergeant, so he
looks like he is directing the squad’s fire (its based on the
classic Blood Angel Devaslater Sergeant model). So, Jes —
what’s changed?

THE DEVASTATORS

Jes: When we talked about the missile launcher in the last
issue (WD2268) we discussed how we'd re-defined it azs a
one-shot launcher, fired from the shoulder, and gave it a
mare high-tech lock. This was what | wanted to do with the
rest of the Devastator weapens. This time the Marines would
not be restricted fo firing the weapons from the shoulder.
Space Marines wear power armour so they have no
problams lifting these supremely big guns. This is one of the
thinas that makes Space Marines distingt fram the Impenal
Guard. The lmpetial Guard has to use two-man weapon
teams to move these huge guns around (big gids’ blowses
that they are — Paul Sawyer|.

To do what we wanted with the guns we had to cvercome a
couple of technical problems. First we had to gel the guns
to fit with the plastic Space Marine models that we already
had. Plus we had had some problems with other plastic and
metal hybrids falling over, because the modals weaten't very
well balaneed. We also had to make sure they had a chunky
enough ook on the battlefield, so that you didn't mistake
theimn for other tropps. One of the things that people liked
about the previous Devastators was that even though thay
looked a kit gawky with their weapons on their shoulders,
thay were very easily identifiable. To counter the weapons'
weight and sclve the miniature identification preblem, we
went for expanded backpacks.

We took slements from: the weapons themsehies
{ammunition hoppers, coofing systems, etc.) and. placed
them on the backpacks. The design of backpack varies
according to the model's weapon. The backpack's waight
stops the moded from falling over. They dan't even reck (with
the lascannon this is particulary important, due to the fength
of the barrel). Mow lel's talk about those lovely big guns...

THE HEAVY BOLTER

Many of you will recogrise the heawy balter's fidng from the
hip pose from some of our older models. The first time that




" w . Ultramarines Devastator Sergeant

Blood Angels Devastator
with heawvy boltar.

we ever did this was on the Crlock heavy bolter, and that
proved so popular that we have actually ended up doing the
posa quite a lot — the Sisters of Battle heawvy weapons, and
the Space Marine Scout and Chaos Space Marine heavy
belter models are good examples,

The first thimg | wanted to do was change the ammo feed
systern for this gun. The Sisters of Battle heavy bolter had a
belt system while the Space Marine Scoul’s uses a large
amme hopper, The idea is that the Devastator is carrying the
aguivalent of a cannon off an Apache gunship, so we boxed
in the ammeo fo make it look like a proper motor-driven feed.
This feads all the way round into the backpack so you've got
quite g large link between the two. The backpack alse
features a number counter. We've modelled two large
armmunilion canisters onto the top of the backpack and if
you look at the canisters you can see the bolter shells.

Black Ternplars Devastator
with rrissile launchar

Dark Angels Devastator
with plasmea cannon

THE LASCANNON
The lascannon is the classic WH40K anti-tank weapon.
What | decided to do with this one was bring the lascannon
glightly off the shoulder, so what you got was a huge anti-
tank rifle. The lascannon is held into the shoulder, with a
shioulder damper to protect from the recail of the gun.

The backpack is aftached by a bundle of heavy duty
electrical cables. This Devastator walks around with an
electrical ganarafor an his back, the litte sircular shapes on
the side of the backpack are hittte power cell rods. | wanted
1o ghve this gun & large sight, akin to the sniper rifle but a lot
bigger, more of a target tracking device. If you it the head
of the Maring you can get him to look down the sight in the
same way as you can with the Missile launcher.




THE PLASMA CANNON

The third new gun is the ptasma cannon. This weapon is a
lot more unstable in pew WHA0K, so it was time for a
complete overhadl, YWhat Pve tried to do is make it look like
it i=n't particularly safe to use. The other thing about the
plasma cannon is that we've never had an external power
source on these before, What we've done on the cannon
and the plasma gun is to have two areas on it that ook ke
they have a link to attach plasma flasks to (you can see the
flasks on the gun). The flasks provide the fual for the
reaction chamber (the ribhed area of the gun).

The plasma is than shumed into the shaped area at the front
of the gun. l's this area that pushes it into shape to be
ejected out of the muzzle. We detalled emergency vents
round the big cowling at the front of the cannon to dissipate
the plasma in case of an overheat,

As the plasma cannon’s power sourge is attached o the gun
itself, we have lumed the backpack into a refrigeration
system. The backpack is joined to the gun by a large,
jointed, armourad hose, that protects the liffie capillaries
which go into a padded refrigeration sleeve around the front
of the gun. The look of the gun is a lof less high tech than
the othars but that's deliberate because it is supposed o be
unstabla. The backpack has lights to tell you if the unit is
working, a screw-off canister area to change the filters and
& pump that turns the cooling system.

BUILDING A DEVASTATOR MARINE
When vou come o linking the guns' hoses or ammo feed 1o
the backpack you should test-fit them first. Use blue-tak to
stick the gun into place and then position the backpack on
tha modal g0 it fits the weapan tink. | also suggest you paint
the gun and the backpack separatety from the Marine, as it

is easier o paint the defails. Whan you come to glue the
weapons into place, use a tiny bit of modeliing puthy {or
plasticine) rolled into a balk and superglue it into place on the
weapon link. Then, whan the backpack and gun are attached
just trim off the excess putty and you showld have a very
sriug fit.

It's also worth considering the position of the Marine's head.
| have found the Marne looks particulgry effective locking
the same way as his weapon or looking out across tha
weapon, Remember with the Space Manne kits you can
pose these models with & minimum of effort. The converslon
options with the metal guns are a liftle less than on the
missile fauncher, bt you can stil play around and get some
interesting poses just by angling the body slohiy. You've
also got all those extras from the body sprue. Bolt pistols
Inok good attached to the waists as back-up weapons.

COMING UP...
The fast of the Space Marne Devastator weapons to be
designed is the multi-melfta, it will be low =lung like the heawvy
bofter. The reason for putting the guns in different positions
is that you have 1o fire all of these things differently; the
lascannon uses a single shot to pick off a target, so you don't
want tha Maring looking like ha is firing indiscriminately.
Firing fram the hip for the heavy bolter and the multi-meslta is
appropriate because these are used to strafe a larger area.

The multi-melta on the Land Speeder has two small
canisters attached fo the gun. These will be moved up into
the backpack and again the gun will ba attached by
armourad hoses, etc. When we've finished the multi-melta,
the Devastators will have all their weapor: options availables.
Keep an eye on White Dwarf for future Space Marine
releasas, wa still have lots of stulf to comae. ..




Contents and components may vary from those illustrated. Mod

Is supplied unpainted and urassembled. Glue and palnts not included.




There 1s no
time for peace.

No respite.
- No forgiveness.

There is only

WAR!

The Warhammer 40,000

Warhammer 40,000 is a tabletop
wargame for two or more DBoxed Starter Game contains:
playtrs where you command the . 10 plastic Space Marines
- forces of the Imperium or one . [ plastic Land Speeder
’ of it.s deadly cnf:mics. The game . 29 plastic Dark Eldar Warriors
S pmwd':s you with all 1‘hc rules, | 7gg page Rulebook

~ sceparios ar}d army lists you | 5 .4 Playsheets
« nced to fight a battle, and
" guides you through how to
paint the detailed plastic Citadel
~ miniatures in the box and then
how to collect together your

own B.I'Iﬂ}".

- 1 set of Gﬁthi_c Ruins

- 3 Plastic Weapon Templates
- 7 Assorted Game Dice

- 2 Range Rulers

- 4 complete Jungle Trees

- Assorted Barricades

N THE GRIM DARKNESS OF THE FAR FUTURE THERE IS ONLY AR — S
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STARTING AN EMPIRE ARMY

Putting together an Empire army is very simple o do. The first
thing you should do is plan out vour force, so you can build up
vour army in small, manageable steps. A good starting size for
any army 15 1,000 points, as this will not @mke oo long w catlect
or paint, and once finished it will provide a good size force,
ready for battle.

The frst 100D points should include a couple of core regiments
which will form a solid centre for vour army and a base to
expand from. These core regiments can be built up easily and
cheaply using the new Warhammer Regiment boxed sets,

The next and most important thing vour army needs is 4 general
o lead it. He's the only model that st be included 1o the army,
You'll need to buy a suitable character model w represent your
general, When you expand your army oo 2,000 or even 3,000
points you can keep him as vour general or even use him as a
here and replace him with ancther character model as general,

Bemember when you are assembling your models, it is a good
idea to make surc that all your miniatures are carying the rght
weapens and equipment, as this helps (o avoul conlusion during
ZHImes,

THE NEXT STEP

Once vou have chosen your core units and general, you are
ready to begin looking sl other elements of the Bmpire army.
The Empire has an enormous choice of troops, from stalwart
Halberdiers to the diminutive but stubbom Halflings. An Empire
general is also spoilt for choice for elite regiments of heavily
armeured, mounted knights, with ap to foar different Knightly
orders — and that's not even counting the Reiksgoard loot
knights. Plus, if all the choice of soldiers and knights is not
enough, you can literally blow away your opponsnt with the
huge selection of artillery — proat canmons, mortars, steam tanks
and the fearsome Helblaster volley gun, With all this choice, an
Empire army becomes Jargely a matier of persanal preference
3 and Nghting style.

COLLECTING
EMPIRE ARMY

By Nick Davis

Now the second Empire Warbammer Regiment

boxed set bas appeared, your thoughts may bave
turned towards collecting a force of stalwart
Empire troops. If you are unsure where to start, we
have put together a guide over the next few pages
to belp you collect your own Empire army.

THE ARMY ROSTER

When vou plan your army vou should use the Warhammer
Armics Empire book as a guide. From the book you can start
plutting which forces to collect, and plan your battlefield tactics
for when vour army is completed. So grab 4 roster sheet and
starl working oul your 1,000 point anny now! The rosier sheet
opposite shows a typical army of the Empire, that we've worked
out as an example of the sort of force you could starl with,

For our E,000 points we have managed o get a halanced force
o start playing with. Our only compulsory selection is (he
Empire general. Unlike other armies, such as the Undead, we
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have only one choice — an Empire W e
Lard. He is a good fighter, able o ARHA]\'NER R’OSIER Sl'lwr BARON VEIDT'S GUAR
hold  his  own against most L - BORDER p
adversaries. All his slatistics and Models/Unit A |U|5w: Motes Podots Value
equipment are noted down on the |0 BARON VEIOT |

roster sheet, To give him an | Emeie Lond |

advantage in combal we have given Arry Ganersl o B m‘w Lo
him a magic weapon — the Biting mimm”' fuctra -1 o armour sawez)

Blode (the extra -1 armour save A Mdm

medifier from the weapon gives a 118

total -2 o armour saves!), REISBUARD KNIGHTE

Next came the core regiments. No aﬂﬂ?mﬂﬂu " 172 Ui contalne 2 standard 34
army of the Empire would be Lanes, hand weapon

complete without a regiment of | {farded Warborse 1|5]-

JI-JaJ.bcrd.Lers. Fo  support Ithlsi CAPTAM PETLEF

regiment we afso added a unit of Empire Champion 2|88

swordsmen. Fach one of these Light armaur, shisld i 5
regiments will have an champion to #wterd 6 halberd

lead them. For missile support we

added a regiment of Handgunners,  |° hgr‘" HALBERDIERS

Finally, each feot soldier regiment Shinld Mmmws 1|7 |5 Untt conitaing maiefan 1o
in our army has a standard and {halberds and sfandard

musician, and is named afler the ;

weapons it carmies. JCAPTAIN LERDY

Empirs Chameion

T support our Empire Lord, and to Light armaour, shisld ol i Emm A
give our small force some teal & sword tasctra +1 o arimour saves)

offensive punch, we have added a |

small regiment of Reiksgoard | :;W!Fﬂlﬂil'ﬂm

Knights. These heavily armoured lght armour, shisd 1175+ Unit containe musician 153
knights will shizld the Empire Lord & hand weapon and standaed

[rom missile [ire and add their

considerable might in combat, H“w ARQUEBUSIERS

! N :

No Empire army is complece | [Haondgun & hend weapon: e wx"mﬁ:‘"u:“m 144
withoul a cannoen of (wo. Our final

choice is the Helblaster volley gun, | |HELELASTER 5] o] e

The fearsome reputation of this gun |- |38 1 1 g+ 0o
means your opponent will avord it Had wreagion

like the plague.

On o collecting the army itself. .. ]
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he initial 1,000 points of our army forms the foundations

on which a larger force can be built. You can also theme
1000 point armies (0 represent small garmsons or personal
retinues commanded by an Empire Lord.

Onr general is one such Empire Lord, who we have named
Baron Veidt, He represents one of the many heroic nobles of
1 the Empire. He wears heavy armour and a shield to protect him
during battle. His Warhorse wears heavy barding, giving
additional protection, and Baren Veidl also carmies a lance for
charging. Although BEmpire Lords are a match for mast mortal
(and immoral) adversares, we have given our Baron 4
magical weapon, the Biting Blade, which will give him an
cxtra cdge in combat.

™Y When the bartlelines arc formed, Baron Veidt will join and lead

the Reiksgoard Enights, This will make the regiment very
dangerous on the battlefield and will give the Baron additional
protection from hostile missile fire,

The army we have chosen to accompany him is a detachment
of Empire troops that would oormally pairol the province of
Middenland and garrison the many watchtowers on the borders
of the Empire.

Emgrive Lord
Haron Veigr

Some of vou will have noticed that the mode]l we have chasen for
our Empire Lord is Count Rutgar out of the Idol of Gork
campaizn pack. Although the mode]l represents Rutgar it also
makes an rather excellent Empire general miniatuge.

REIKSGUARD KNIGHTS

he Reikspuard Enights are the personal bodyguands of the

Emperor himself. The Reiksguard forms an elite core of
highly trained and cxpensively cquipped toops, whoo ane
witerly loval to the Emperor,

The knights will form the shock troops and the bodyvguard of
Baron Rutgar for our small army. Their heavy armour shields
them [rom eonemy mmissile [ire and when charging they should
{ he able o sweaep mosl enemy regiments before them, To
increase their fighting potential, the regiment 33 piven a
standard which we could choeose 1o be a magical standard if
Wi wish,

Later en, you might want to expand this regiment or even include
more than one knight regiment in your army (the Empine bas four
units of heavy cavalry to choose from!y. We have painted a

acler figure (g heroic knight with a warhammer) for this unit
aoowe can include him as the unit’s leader, When we expand this
army we could upgrade him to a champion or even a hero, making

this unit even more polenl in combat

The Empire has lots of different cavalry to
@ choase from, =0 wvou might wanl o
experiment with different combinations to

find which suils vour style of play.

Heikspuard Kniolits




The Warsammer Regiment piashie bored
Sty o e Besi way fo collect complete
PEQIMERTE Fo0 Vol grmy gl g greal peice.

be core of every Empire army is made up of its stalwarl

soldiers. And when the ighting gets close you will be glad
thal you've got them. Empire infantrymen ace relatively cheap
in paints, which means you can have lots! The trick with
Empire infanory s 1o keep the regiments big, with at least four
ranks in depth, always give the regimenl a banner and if
possible a musician as well,

The next two regiments will form the backbone af our aromy,
These are the units which we will base the entire anmy aroand.
Lising the Soldiers of the Empire Warhammer Regiment we
built a regiment of sixteen Halberdiers, the mast common
soldiers in & Bmpire army, The box alse contains & complete
command group for the regiment - the muosician, standard and
champion — whao will give the regiment an exora edge, The
Hulberdiers will be deploved in the contre of the army and will
advange with the cavalry. The regiment will deplay Tour wide
and four ranks deep, so they will have an excellent rank bonus
and be harder to beat in combal

Midden Hedlberdiers

Our second core regiment will be used o supporl the Halberdicrs.
Using a second Seldicrs of the Empire Warhammer Regiment
boxed set we built & vnit of Swordsmen. The unused halberds
went straight inco our bits box for fulure use.

This unit’s role is to guard the Nank of the Midden Halberdiers as
buth units advance towards the enemy batleline. Again we have
given this unit the full command group of musician, standard and
champion. and to distinguish them from the spearmen we have
used u dilferent design on the shields.

We can add more troops to both these units it we wish, using
additional hoxes of Soldiers of the Empire. There is no reason
why we could not split a box betwesn the two regiments.

Node: Although the vules state that a
champian has Jo e armed and
armoured the same as the regiment
fre leaiedi, (T35 common corvention
mat the feader @ armed with o
swond or ather weapan, heroivally
commonding e regiment.  This
makes i easier g plck owd the
champion during the game, plas §
makes the unin look peod, During the
goame ir iy ossumed hat he iz
equipped the wome as the regiment
he leads.

Midden Swieredy




HANDGUNNERS

EMPIRE

Midden Arguebusiers

Handgunners are highly effective missile troops, armed with
primitive gunpowder weapons. Just like the crossbow, the
handgun cannot move and fire, and unlorunately it has a
shorler range than a crosshow, However it hits with the same
Strength as the crossbow and an extra -1 modifier 1o saving
throws, which cuts through armoured troops with ease.

We used the entire contents of the Handgunners boxed set
ferming our regiment up inlke two ranks of eight. Again we
used the complete command group from the box; the standard
and musician will help the wnit if it gels inle combat.

The Handgunners regiment is an cxcellent defensive unit and

HELBLASTER

will be placed on a hill, allowing the unit to ke deployed in 2
ranks on the slopes to bring the maximum number of weapons
tor bear, This will increase the effectiveness of the troops and
they can also help to guard the Helblaster volley gun [rom
enemy fliers. If there are no hills to deploy on, they will be
positioned on one flank {again next to the volley gun) so they
can shoot at enemy units advancing towards the army.

This unit probably shouldn't get directly involved in the
fighting unless a charge from them would swing the balance
of a hattle, When we expand the army we could upgrade the
unit leader to a champion and give the men light armour to
help protect thern from missile fire.

VOLLEY GUN

The II'IL:IIJ].HSIJ.",-]' volley gun is one of the most fearsome
weapons in the Warhammer world, This gun has the polential
to fire ninety Strength 5 shots inoa single turn, and virmally
nothing can stand belore it. It is hest deployed on a hill,
although it can be just as effective in the actual battleline.
Most opponents will not advance lowands one of these guns.

With its fear causing reputation you could place it on a flank
and it will probably hold back the enemy without firing # shoc!
This means your opponent will divert a let of effort and
missile fire to destroving the volley gun. To keep the gun alive
long enough to be used you can assign an artillery guard o it
Our regiment of Handgunners are perfect for this duty.
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EXPANDING YOUR ARMY

tf u

he Empire army we have formed with our first 1,000

points will be quite elfective against an army of the same
size, and also pives us a nice hase to build a larger army
arcund. It is a good idea to play a few games with vour army,
then you will have a firmer idea of what you want next, and
you can then start o expand it. The next step is o build
another 300 or even 1,000 points of Empire trowps, This will
bring your foroe 1o a sizeable 1,300 or 2,080 points,

Omne place to start 15 o add more characters W your army, An
Ernpire Batile Wicard is a good choice. If you make him a
Wizard Master or Lord, he will give you some serious magical
support. An Ammy Baltle Standard Bearer is vseful, as he can
accompany the general, allowing the army maximum benefit
from his leadership. He is also a good fighter in his own right
and when he 1% added to the Reiksgoard Knights that protect
Baron Veidt, vou have a very potent combat unit. The Empire
army also has the option of mounting its heroes on monsters.
A hero mounted on a Griffon with a magical weapon will put
the fear of Sigmar inta your enemy. You conld alse upgrade
the unit leader of the Reiksguard Knights to a hero and give
the Hand Gunners 4 charmpion. This would expand your points
withoul having to paint any extra models.

Cavalry are one of the grealest strengths of an Empire army
and you are spoilt for choice. You can choose between four
regiments of heavily armoured Knights, The Knights Panther,
the Knights of the Blazing Sun and the Reiksguand Knighis
are all heavily armoured and armed with lances. They are all
equally capable of filling the role of a heavy shock force, The
Enights of the White Woll are a liode different. They wield
large double handed hammers, for a huge +2 Strength bonus
even if they didn’t charge (although they always go last).
Luckily their heavy armour and banding offers. good
protection from most attacks, leaving them free to smash their
way through the enemy unit.

The strangest mounted troops available to the Empire are the
Imperal Engineer Ouiriders, They are highly mobile and
carry the repeater handgun (a sort of medieval mini-gun) and
with a lietle luck they can decimate large units in one round of
shooting! The lichter cavalry unifs such as Kislev Lancers and
Empire Pistoliers are very useful for attacking the lightly
protected flanks of the enemy army. Pistolicrs deserve a
special mention; they fight with pistels which means they hil
with Strength 4 and a -2 save medifier. This makes the
Pistoliers an extremely good combat unit,

The fastest cavalry available to an Empire general is the
Kislev Horse Archers. These are highly mobile skirmishers.
They are extremely good at drawing the enemy out of their
battleline. March them towards the encmy and then choose (o
Mee as your reaction when the enemy charges you. This will
pull yeur opponent cut of position.

The Empire army is a true army of soldiers, crammed full of
different infantry tvpes. When yvou expand your army vou
might want to enlarge your Halberdier unit or mix a boxed set
between them and the Swordsmen. Of course halberds and
swiords - are nol the only. oplions available, 1T you are @
defensive player then Spearmen are available; setting an extra
rank of spears in the face of a charge is really handy.
Cirgatswords Aght with huge, double handed swords, and they
can even wound monsters with a Toughness of 8! The
derwnside 1s that they go last and can sulfer lols of casualiies,

Cireatswords are far better at defending obstacles or castle
walls, where hitting last 1s less of a disadvantage,

The Empire can also field some umasual infantry, Halllings
have lived in the Empire sinee its founding and they make
excellent missile troops. Regiments of ex-pat Dwarfs can also
be fielded, giving vou access to some very doughty [ighters.
Finally, the Empire recruits bands of Ogres into iis armies
where their great steength is highly valued for taking on tough
opponents. One of the best infantry units in the army are the
crazed Flagellants — armed with flails and totally immune 1o
psvchology and Break tests. They can slow down the enemy
advance and tie up your opponent’s best unit for an entire
bartle. The final infantry cholce are some of your army’s eliles
— the Reiksguard oot knights, Deploy them in vour army’s
centre and they will take on the hest your enemy can mustcr.

Of course, as an Empire General you alse have a lot of missile
troops to draw on. We chose the Handgunners to supply our
missile fire for their high Strength and save modifiers. You
could also chose units of Archers, armed with the eraditional
longbow, or even Crossbowmen whe have a longer range and
the same Sirength as the handgun,

The Empire army has access o great cannons, mortars and the
alorementioned Helblaster, An Empire army is not complete
without at least one of these. The Empire can also ficld
specialised war machines such as the Steam Tank and the War
Wagon, The Steam Tank is a mohile great cannon and can
rumble through the enemy battleline crushing everything in its
path. Even a Bloodthirster has problems hurting 2 Steam
Tank! The War Wagon excels in combar; it does the same
damage as a chariot when it charges and the Engineccrs inside
carry an array of deadly experimental weapons.

The Empire traditionally hires mercenaries 1o supplement its
own provincial armies, A Dogs of War regiment of Pikemen
would be ideal to strengthen the centre of your army or maybe
a crack crossbow regiment like the Marksmen of Miragliano
[0 Bssist vour own missile inoops.

Qut of all the Warhammer armigs, the Empire have the most
troop types o choose from, This means you can design your
army to fit your own personal fighting style, Over the page is
an example of the Baron Yeidt's Border Goard, expandad by
an additional 500 points.

Empive Steam Tank
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| ALL THE GAMES WORKSHOP |
ACTION IN EVERY STORE!

If you've always really wanted to §§
lead an army of heroic knights
across the battlefield or command

a strike force of Space Marines
against the enemies of mankind,
then get down to your nearest
Games Workshop store.

All Games Workshop stores
provide:

The complete range of
Games Workshop games,
miniatures and accessories.

The chance to learn to play
Games Workshop games —
our enthusiastic staff are
ready to show you how.

Exciting battles for you to
take part in every week.

Help with your miniature
modelling and painting in
the store.

A Mail Order service for
components and old
miniatures.

The latest releases
every Saturday.




OFEN
NOW!

GAMES WORKSHOP OPENING TIMES MON-TUES & FRI-SAT:
10AM TO 6PM. WEDS-THURS: MIDDAY TO 8PM. SUN: 10AM TO 4PM
Stores whose addresses are green are not open on Sundays. Stores in shopping centres may
not adbere to these opening times so rving the store for details.

Went to know where your nearvest stove is and what's going on there? Just drop in or give them a call,
Shops marked with a red circle ® also bave a Garmes Workshop Gaming Club. Contact your local storef)
for details! For details of mdf'pendem Gaming Cliebs check out the latest Citadel forrnal, i

UK STORES

Use this list of Games Workshop stores
i find the nearast one to you,

ABERDEEN: Jnit 1, 30040 Kirkgate, Tal: 01224 §21261
ALTRINCHAM: Linit 1, 17 Graftan Strast,

Tel: 9181 3299636

AYR: 10 Aran Mall, Deiblair A-cade |bakind Hoursions
nent. Sore), T (1292 610673

BASINGSTOIKE: 3 Pollers Walk, Wiote Sireel.

Tal: 11 23E 4668250

BATH: 20 Uppar Borough YWalis Tael: 01225 314414
BEOFQRD: 1 Greylrars. Trl: 07234 273053
BELFAST: 704 Caslle Cour (lowarcs Sack of the
canlre). Ta: 01252 233564

BIRMINGHAM:
116 Corporglion Slreel. Te! 0121 2387880

BLACKPOOL: B Biriey Stoeat. Tal: 01253 752054
BOLTON: Urit 13, Tha Gate Cartra

Tel: 01204 23RN

BOURNEMOUTH: 24 Fasl CHice Aoad.

Tal: 01202 39282

BRADFCIRD; & Broachay, Tal: (1274 738353
BRENT CROSS: Unil F9, Lower mall {near Fermicks),
Brant Crosa Shopping Centra, Tal: 0161 2024873
BRIGHTON:

T Nile Pasiliars, Nie Stresl Tal: 01273 203331

@ BRISTOL: 13 Brosau Weir. Tel: 0117 5251523
BROMLEY: Linit &, Tha Mall, Bromley, Kant

Tel: 0781 4650676

CAMBRIDGE: 3 B-ggs Straet, Tet 01223 315350
CANTERBURY: & Iran Be- Lane.

Tel: 01237 452680

@ CARDIFF: 31 High Strent, Tek: 1222 644217

CARLISLE: 2 Earls Lang, Lawibar Streed,

Te- 01228 GIE216

CHELM3FORD: Ll 4z, Phasa |, The Maadtws
Shopping Cantre. Chamsford Tel: 1245 4080048
CHELTENHAM: 16 Pitvile Streal. Tal: 01242 228419
CHESTER: 112 Fonagale Sireel. Tel: 01244 311867
COLCHESTER: 2 Shor Wyra Streat

Tal: 01208 TET2TA

& COVENTRY: Unit &, Jrl{gfr Lenwal,

CGathedral Lanes Elmpr.mg

Taik: (1203 287311

CRAWLEY: 1! Broadway, Tal: 01203 552072

@ CRIBBS CAUSEWAY: Unit 129 next 1o MA&S),

l_.lﬁ:er keval, Tha Mall &t Crobs Causewsy, Brigtol.
AT BEN2RE

CROYN: Urit 35, Drummond Cantre [outsida &l the

bz of thea cantre), Keeiey Fosd, Tal: 0181 GAO4G00)

DARLINGTON: T8 Skiriner Sabe. Tel: 0132 E382463

@ DERBY: 42 Sacler Gabe. Te: 01332 371857

DONCASTER: Urit 10, The Colearades.

Tak D302 320535

DUDLEY: Linit 36 Merry Hill Cemra, Bicdy Hil,

Oudlay. Tal. 01534 481618

DUNDEE: 110 Commarcial Streed. Tel: (1362 202362

EALIMNG: 520 St Savinurs Mak [fowards back af the

cerlra}y, Ealig Sroadway Cantra. Tal 0181 B4301T

EASTBOUAME: 13 Terminus Fosd, Tal 01323 641423

EAST KILBRIDE; 4 Sighead Gate

(&l tne back of MES). Tel: 01355 224880

EDINBURGH: 136 High Strast. Tal: 0131 2206540

ENFIELD: 3T Ganatic Aoad. Tei- D181 2532238

EXETER: 37 Frincess Hay Tel: 01352 490305

& GLASGOW: B8 Dueen Slresl. Tal: 0141 2283762

i GLOUCESTER: 35 Claence Streat,
¢ Tel 01452 506030
- GRIMSBY: 3 Weat 5t Marys Gaba.

TRl (472 37ET

@ GUILDFORD: 12 Tunsgate.

Tel: 01483 451793

L Hawenmm 161 kg Streal,
Tal: 0181 3483744

HARROGATE: 24 Beuah Sireel,

t Tal 01423 584510
i HARFOW: 295 Staton Foad, Te: D181 851 2350
| HEMEL HEMPSTEAD: 16 Bricge 5t

Tel: (1442 248752

HIGH WYTOMBE: UnH 24, Tha Balcomy,

Tha Octagon Centrs. Tal: 01404 531464
HLILL: 3 Paragon Slresl, Tel: 01482 BA0676

- |PEWICH:2nd Floor, Deberfiams, Watarios Houge.
i Tel: 01473 210031

: KENSINGTON: Skoo 7, Lancer Square,

Kensingron Chuech Stresd. Tal: 0171 9377011

B KINGSTON OH THAMES:

i 33 File Aoad Tel: 07181 54395224

1 LEAMINGTOM: 22 Park Strest. Tol: 01526 435771

i LEEDS: 12-18 Central Road, Tel: 0113 2420634

i LEEDS (WHITE ROBE CENTRE): Linil 290 {near

= Debennama), While Roge Carra, Leada.

2 Te: N3 ETEITH

i LEMESTER: 16220 Sikver Strect: Tol: 0176 2530610
i @ UINCOLM: Urit SUA, Salta ém autsice of

| Viatarside Canira), Tal: 11522 S48

LIVERPOOL: 47 Lord Sdreet. Tel: 0157 2587404

i @ LOMDON [CENTRAL): Linit Fi0,

i The Plaze Shapping Cantra, 151 floer 116128 Owdord
! Slreed, T 01714 360839

i LDUGHBORDWMGH: 22 Biggn Sireet,

i Tal: 01500 238107

: LUTON: 12 Park Sireet, T D582 417474

i MAIDENHEAD: 2 Blandy Houss,

i 35 King Strest, Tal: 01
! MAIDETONE:

= Linitd, 1-9 Pudding Lana. Tel: 01622 377435

i I MANCHESTER: 8070 Marsden Court [owsr lavel
i near Argos), Amndale Centre, Tal: 0161 8348871

! MEADOWHALL CENTRE SHEFFIELD:

i 978 High Streat, Upper Mal {next fo enirance near

i Bools). Tel: 114 2569838

: METRUCENTRE NEWCASTLE:

i |Int B14, Firsl Floar (near the Medilerranean Village.
Tel. 01E1 4370850

: MIDDI.ESBHQUGH 39 Dundas Siraat

2 Tet 01842 284097

i MILTON KEYNES: Liil 2, Weat End Extension, 504

: Siftbury Boulevard, Miton Keynas Shopping Cantra jon
topualgide of cenilre near MES). Tel: 01908 860477
MEWCASTLE: 83 Clayton Stresl. Tal: 01912 322418

i MEWPORT: 25 Skinner Street. Tal: 01633 256245

| NORTHAMPTON: &7 The Friary, Uppar Leval inear

i Balrsburys), Groevenct Centre, Tel: 1804 G3E68T

i NORWICH: 12-14 Ercharge Streel. Tal: 01603 TET654
i B NOTTINGHAM (CENTRALK 34a Friar Lane

Tel: 0115 3430657

! @ MOTTINGHAM (HQ): Gamas Warkshog HO, Wikow
¢ Aead, Leqton, Noltingham {near Sanbra! TV shudios).

i Tel 0115 9168410

: @ OXFORD: 14 Mew Inn, Hall Strast

¢ Tl 01965 242162

i PETERBOROLUGH:

;3 Weniweorlh Street. Tal: 01733 820052

P OPLYMOUTH: 34 Corwall Streat. Tal: 01752 254121

+ POOLE: {nt 12 Towngase Cenlre,

High Straet. Tel: 01202 685534

{ @ PORTSMOUTH: 34 Aunoel Streat

i Tel: 01705 ATE268

B E21854

PRESTON: 15 Miller Arcade. Te: 01772 B21855

: READING: Uil 3, Cheapsida. Tal: 0118 B558633

© REGHMOND: Linil 8, Wasimnsles House,

1 Kew Aoad, Te!: 0181 B4A6122

i AOBMFORD: 12 Quadram Arcade, Tal: 01708 742140
ST ALBANE: 18 Heilage Close,

! High Straet. Tel. 01727 B&1153

SALISBURY: 1b Winchesher Streel. Tel: 01722 330855
i BHEFFIELD: 16 Fitzwiliam iaba. Tali 0114 2750114
i SHREWSBURY: ¢ Bridge Streat. Tal: (1743 352007
SLOUGH: 101 Higk Slreet Tel: 01753 575675

i BOLMULL: 690 Warsick Road, Tet: (121 7057597

: GOUTHAMPTON: 23 Easl Sirasl.

Tal: 01703 331962

¢ SOUTHEND: 17 Scothchurch Aoad,

Teal: 01702 481251

i SOUTHPORT: Lhil K2, Martie Flace Shopping Cantre.
+ Tal: 01704 801258

i STAINES: 520 Emslaigh Cantre {af back of MAS).

i Ted; 01784 460675

STIRLING: 14 Bamiar Streal Tel: 01785 448263
 STOCKPORAT: 32 Mersey Sguare. Tel: 0161 4741427
i BTOKE OM TRENT: 27 Statiord Streat. Hanay,

i Tl 01782 205267

: BUMDERLAND: 253 Yars Slreal, jusl off 1ra high
siraet neas M&S). Tel: 0191 SETIBNE

i BUTTON: Unit 26, Upper Mall,

i Times Square Shooping Cendra. Tal: 0781 7705454

: SWANSEA: 45 Princess Way. Te; 01732 46305¢
SWINDOMN: 17 Fleal Street. Tet 01793 435036

i @ THURRDCK LAKESIDE: Unht 415, Leval 5Food
i Courl, Thurmak Lakealde. Tel: 01708 367133

i TORGUAY: 12 Marcal Strast Tel: {1803 201034,
TRAFFORD: Unit H2, The Tratcrd Carare,

i Tratford Fark, Manchester, Tel: D161 7aT2121
TRURC: Wnit 1, Bridge Pouse, Mew Bridga Straet

: Tel 1872 320047,

: TUWBRIDGE WELLS: 44 Camden Aoac,

i Tei: 01862 52573,

i WALSALL: Oid Squars Shopping Centra,

Tel: 01622 725207

I WARRINGTON: Unit £0, Tme Square (near Gurmy's),
i Tal 01925 B51584

i @ WATFORD: Unit 014, H

: Cueens Aoad. Tel: 071925 245348
| WINCHESTER: § 31 Gedrges Streat.

i Tek D962 88 0738

WOKING: Unit 3 Cheary Cout Tel: $1483 771675
: WOLVERHAMPTON:

Liail 38, Mander Cenira.Tel: 73902 310465,

i WORCESTER: 4 Chares Sireat, Tel: 01506 816707
© YORK: 13a Lendal. Tal: 01504 23014

din Canta,

IRELAND

i BLANCHARDSTOWN: Linit 243, The Blanchamdsiown
i Cerlre {near the yellow enlrance), Go. Dubkn,

i Te: [ 822 39EE

+ DLPBLIN: Unil 3, Lower Lifkey Streed, Dublin 1 Ireland.
Tel: 01 B7ESTE

DENMARK

COPENHAGEN. FREDERIKSBORGEADE B,
: Tael: ++ 33122217

NETHERLANDS

! ROTTERDAM: VAN OLOENBARMEVELT PLAATS 452
i Tal 4+ 102 800 258

There are Grames Workshop stoves all over the world, Telepbone Mail Order or 0115 91 4(H)(infur deteils.
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HE SIEGE OF ERENGRAD}

As his cruel eyes looked out from the ruins of the Eastern Bastion, the Daemon
Prince’s face twisted into what half resembled a smile. Outside the Royal Tower,
Erengrad burned with flames that leapt high into the sky. Firestorms swept
whole districts clean of life, while hordes of warriors and Beastmen looted and
| murdered what was left. Kielcvite troops still held the Gate of Heroes and the+

er-front but the battle was over. The Daemon Prince screamed out his | :
his masters. Erengrad belonged to the Dark Lords.

The Siege of Erengrad was played out up and down the country on 1st
August and the terrible report is that Chaos claimed the day! In
every Games Workshop store from Copenhagen to Belfast,
the rampaging hordes of Chaos battled to the death with

the valiant defenders of Erengrad.

Along the Northern Wall regiment after regiment
of Orcs and Dark Elves were thrown back. GW
Metro led the defence of the Gate of Herces.
GW Harrowgate saw acts of sheer
heroism as a desperate cannon crew
routed the Chaos
General who T~
had assaulted
their tower to
attack them in hand-
to-hand combat. In GW
Altrincham, Archaon and
his Swords of Chaos were
torn apart by two cannons
and a volley gun ({which
managed to get off a staggering
56 shots in one go!).

,-.-u-\.—n-

GATE OF HEROES

GW Metro Centre
i and Edinburgh

GW Blackpool lead a valiant
defence, aided by a
contingent of Wood Elves

FORT OF CASHEL
that miraculously appeared
from the great northern

{ GW Dublin, Blanchardstown |~
and Bealfast i
forestis. Two

Treemen, who literally planted themselves in
the gaps in the ruins almost won the day. Cn
every side of Erengrad the walls came under
furious assault. On the Western Wall a single
Trollslayer held the gate alone against an entire
Orc Boarboy regiment, killing ten of them and
claiming victory for GW Exeter.




=CIAL STORE EVENT GAMES WORKSHOP SPECIAL STORE EVENT

The combined Chaos forces of GW Rotterdam and Copenhagen easily overran the Eastern
Bastion. In Carlisle the resclute defenders held back the enemy until the Slaanesh Tower of
Pleasure (a type of siege tower) smashed the walls asunder. This allowed the Chaos forces to
charge inside, supported by the massed cannons of the Chaos Dwarfs.

The Southern Wall held fast (undoubtedly aided by the guns of the Empire navy) despite GW
Luton and Thurrock losing the River Gate and the fall of Brighton to an Qrc army. In Crawley a
Chaos Warrior regiment smashed through the gateway and then
used their ram on a Steam Tank!

{_ EASTERN BASTION _
' GYY Rotterdam and
~ Copenhagen L

. GW Walverhampton :
and Dudle',r

| TSARINA'S GATE §& &
GW Oxford and Cardiff o U L

GW Luton
i and Thurrock :

So despite
valiant efforts all
across the country,
victory fell to the Dark
Gods. After emerging
victorious at Kislev, the
liberating army of Magnus the Pious
marched north to find only the inner
bastion of Erengrad, the ‘Royal Throne’, still
in Kislevite hands. The heroic sacrifice of its
defenders saved Erengrad from the fate of the city
of Praag hut could not prevent the destruction of the
city itself. The time of the mortals nears its end.
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superbly painted store armies that you can see on display. Look out for
more store armies on these pages over the following months.

Boih these armies were painted by
farr Mounifain, the Darfingfon store manager.
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TORE EVENTS

L rerra

STORE EVENTS STORE EVENT:

These are just a selection of the exciting events being run in our stores.
Taking part in these events is easy — simply give the store a call for more details.
Don’t forget, all our stores run events just like these, so give your local store a call.

y DARK ELDAR FRENZY!

anht yrnur firat battles with the new Warhammer 40,000 rules at thess great events.
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: The deserts surrounding  Gorkamorka are
GAY THORPE ddngerous wastes which swallow up the unready
and kil the incautious, Terrifying sloms can spring
up from nowhere; the sands shift and change ir unpredictable ways: clouds
of corrasive toxins descend trom the upper atmosphere in lethal fogs;
anuntless predatory denizens lurk above and below the surface to devour
th unwary. And that's before you consider all the marauding bands of rival
Orks, Dinpas, Grots and Mufies!

The fallowing ‘Desart Perils’ table can be used to reprasent these different
conditions. Decide at the start of the battle if you are using Desert Perils (if
you don't, you're wimps!). To see what horrible condiions pravail on the
battlefield, roll a D66 (use two different colour dice # you can: one D&
represents the tens, the other represents the units) on the chart balow,
hefara you sat up your mobs.

MUTIES

Muties are raizcd in the depths of the desert and quickly leam to spot the
tell-tale signs of a hidden nest of Whip Scorpions, or the sfight tremors
which presage a Sand Gulper attack. Mutics may re-rofl the dice when
testing to see if thay are affected by results from the Shifting Sands, Desert
Masties and Ferocious Fungi sections. Theay ignora the Low Suns and High
Moon resuits of the Wild Stuff section. For example, if you roll a 36 -
Cloudspore, you may re-roll tha dice to see if your Muties set off a
cloudspore when they move. Muties are affected by al other results as
narmal.

PERILS OF DA DESERT

Gav Thorpe makes life even more dangerous for all those
Gorkamorka mobs fool enough to brave the desert wastes, with
the lethal ‘Desert Perils’ table.




DESERT PERILS TABLE

DE6 Dasert paril

STORMS

From the Howling Hilts and the Mother of Storms, hurricanes
and whinwings spil gacross the desert, leaving devasiation in
their wake.

11 Sandstorm. Tha sands are whipped into a franzy by gale-
forca winds, making even the simplest tasks impossible, All
shooting is limited to 12" maximum range, All Thruster tests
suffer @ -1 penalty, All Leadership tests to turn a vehicle suffer a
-1 Leadership penafty. Rebel Grot players do not roll on the
Wind Strength Table — it automatically counts as Gale Force
{with a total -2 modifier on terning).

12 Dust Dewils. Small whirlwinds of sand race erratically
across the desed. At the start of tha battle, place DG markers
[alternate between players) at least 6" from each other to
represent the dust devils (cut out & tamplales an inch-and-a-half
wide and glue on cotton wool painted Blaached Gone for tha
affect, i you likel). At the start of every fum, each marker
scatters DE" in a random diraction. Any warriors on foot touched
by a marker are knocked over as it hit by a8 kannon. Any vehiclo
that is touched by or travels through a marker moves out of
contral immediately, Any shooting with & line of fire that passes
within 1" of a marker suffers a -1 fo hil penalty.

13-14 Nothing Speclal.

15 What a Gale. The winds are strong and sporadic, with
sudden rushes of air capable of knocking cven a fully grown
Mob from his feet. At the start of each player's turn, each warrior
on foot must rell equal to or under their Strangth on a D& or ba
knocked ovar as if kit by a kannon, Rebel Grot players must rall
on the Wind Strength Table at the start of every um rather than
just cnca at the start of the battle,

16 Skin-tearar! Sirong winds sweep across the desert,
carrying sharp paricles of stone and sand that can tear skin anad
lacerate flash, At the start of each player's tumn, roll a dice for
edach warrior on foot. On a roll of a 1 they mus! roll equal to or
under their Toughness on a D6 or suffer 8 wound. Armour saves
can be taken as normal.

SHIFTING SANDS

There's nothing so unpredictable as the sand baneath your feet.
Treacherous fooling fs bad enough, bul when your buggy Js
awallowed wp by crumble rock, it's enough to make & grown Crk
howt with frustralion. ..

21 Drum Sand. Drum sand reverberates with any impact,
intensifying until the whole ground is shaking and warriors are
thrawn off their feet, Each time a warrior or vehicle moves, roll 2
0b. On a roll of & 1 it has started the drum sand shaking. If a
warrior sels off the drum sand, then that warior and any ather
model within 6" is affected. If a vehicle started off the drum
sands, then it attects an area within 206" of the wvahicla.
Vohiclez immediately move out of contral, while warriors on foot
are hurled 06" in & randem direction and suffer a Strength 3 hit
on a D& rall of 4+

22 Crumbia Rock. Crumble rack is particularly porous and is
likely to disintegrate when any amount of pressura is applisd.
Each time a warrior or vehicle moves, roll e DS, Onarollof a 1
it has collapsed an area of crumble rock. A wvehicle is
immobilised on a 06 roll of 4+, Warriors on foot cannot move
and must spend the next D& tuns doing nothing while they

clamber out of the hole. Warnors climbing out of a hole in this
way count as in hard caover and cannot be attacksd in hand-to-
hand combat.

23-24 Nothing Special.

25 Geysers. Boneath the seemingly calm sands, pockets of
gas and vapours are building up pressure, and occasionally
explode violently, to wreak destruction on the surface above. At
Ihe slart of 2dch player's tumn, roll @ D6, On a 1, & geyser erupts.
Your opgonent may placa the stikkbomb blast marker anywhere
an the table. It then scatters 206" in a random dirgction. This is
where tha geyser erupls, Any warrior wholly under the termplate
takes a Strength 4 hit. Any warror partially undar the template
suffers a Strength 4 hit on a D6 roll of 4+, Vehicles sutter full on
or partial hits as datailed in tha Stikkbombs section of Da Roolz.
hodels touched by the femplate may not do anything that turn.

26 Glass Plain. Beneath the surface. the sand has been
fused into scattarad sheats of glass by seme massive axplosion,
As the wind biows the sand away, the sun reflects off the glass
to dazzle the fighling warriors, All models suffer -1 BS and -1
WS for the battie. Any hand-to-hand dice rolls af a 1 or 2 count
as fumbles. Before a vehicle moves, roll a D8, On & score of 1
the driver iz momeantarily blinded and the vahicle moves out of
contraf that turm.

FERCCIOUS FUNGI

Mutated from Ork spores biown geross $he desert, fhere gre
many dangeraus forms of fungus found dotfed abowt the Skid
and beyond, These mulated spores generally grow in shadad
spots nedr rocks and wreckage, and are a threat 1o wamions who
seek the cover of such terrain.

21 Brainsuckas. The spores from this strain of fungus affect
the brain, inducing hallucinations and temporary loss of mental
faculties. Raoll a 06 at the start of every turn for each of vour
warriors in cover. On a roll of g 1 they have stumbled onto a
Brainsucka and must roll equal to or undar thair Toughness on
a D6, If they fail they are affected by Stupidity for the rest of the
game. At the end of the game, roll a dice far each warrior
affected by a Brainsucka. On a roll of & 1 they have suffered
pormanent damages and must roll egual to or under thair
Toughness at the start of every subseqguent battfe or suffor
Stupidity for that game.

32 Tanglespores. Tanglespores have long tendrils that
wrilhe with a lite of their own, gripping onto anything nearby with
incredibla strangth, Roll & DG at the start of every lurm for each
of your warriors in cover. On a roll of a 1 thoy have bean
grabbad by a Tanglespore, They may do nothing that fum. In
subsequent turns, they must roll egual to or under their Strangth
to breax freg. Until the warrior breaks free they may do nothing
at all, but cannot ba shot at or attacked in hand-to-hand combatl.

F3-34 Nothing Special.
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36 Cloudspore. The Cloudspore grows just beneath the
surface of the deserl. When a crealture or vehicle moves over i,
the pressure causes the sac-like fungus fo explads, scattering
its spores over the surrcunding area. Rell a D8 each time a
vehiclz moves, ona mll of a 1, it has set of a Cloudspare, For
warriors an foot, roil 206, a cloudspors wiil explode on a doubla
1. When a cioudspore explodes, place the stikiboma blast
marker over the madel {or centre of wehicle). Evary warriar
wholly under the template is affected. Warriors partially under
the template are affected on a D6 roll of 4-. Vehiclas carnot be
damage by a Clavdspore. Affected models must rell equal to or
under their Toughness or immediataly move DE" in & random
direction, If a driver is affected, the wvehicle will immediataly
move aut of control. Warriors alfected by Cloudspores are
momentarly blinded, so cannot shoot and count as having WS
1 in hand-to-hand combat that tum,

SMALL DESERT NASTIES

The dasart fterally crawis wath myriad small creaturas 1hal have
evolved ar mutgted from Sguwigs. Many of them are annoving.
soms of them are downnight dangerous!

41 Whip Scorpions. Holl a D& for each warriar in covar at
the start of the turn. On a roli of 2 1 the warror has sfumblad irto
& nast of baby Whip Scorpions and is instantly sat upon by the
vicious creaiures, with stings and lacerating claws. The warrior
takes D& Sirength 2 hits and spands the rast of the tum fending
them oft {doing nothing else).

42 Mites. The area is swarming with numerous small bugs,
which bite and sting the unfortunate warriars. At tha start of each
player's turn, roll & dice. On a roll of 2 1 one randomily
detaminad warriar in the mob is set upan by the swirling swarm.
The warrior immedistely moves 208" directly fowards the
nearest tahie edpe jumping off a vehicle iT necessary), Al tha
start of the warrior's subsequent turns, roll a D&, If the score is
less than the Ork's Toughness, the swarm has had its fil and
dissipates. If the score is equal to or more than the warricr's
Toughness, he must move another 206" fowards the table
edge. Whilst rurning from the swarm, the warrior may not
charge into hand-to-hand combat and will wun around enemy
modais. He may not board a vehicle ar shoat.

43-44 Neothing Special.

45 Skratchers. Swarms of minuzcule creatures sourmy
across the badlefisld, They crawl over the weriors’ skin, biting
into flash, Their bite carries an iritating comoound which makes
the skin itch terribly, and the warrors must summon all their will
power not to stop and scratch vigorously. At the stan of every
turn, each warior must pass a Leadership test or suffer -1 to
thair M, WS, BS and | that fum. T you roll & double § the warrior
may do nothing at all that turn (vehicles whose drivers are
affected in this way will move out of contral).

46 Jabberz, Just below the sand lies a colony of Jabberz,
Theso creaturas detect movement on the surface and when
they locate something above them, they jab upwards with their
needle-like tai's. Although thiz is unliksly to cause serious
damage to vehicles, # can prove very discomforting to warriors
who suddenly feel their feet lacaratad by a flurry of pinpricks.
Roll a DE each time a warrior moves on foot. Ona rollofa 1, the
wardor is altacked oy Jabbers and ha'ves his Movement tha:
turn.




BIG DESERT NASTIES

If you thovght the Muties wsra the biggast thraat in tha dasen,
you'd be wrong. Al kinds of ideous monstrosities sialk across
{or Befow) the sands, arfacking all thal comes within their
ternfory.

51 Steel GQuipa. One of the strangest desert creatures o
have - evalved from mulaled Squigs, the Sleel-Gulpa has
adapted to Ife or Gorkamorka by cxisting on a dict of metal. At
the starl of each player's tum, il a 06, On a 1 & randomly
datermined warrior on foot from that mob has encountered one
of these beasts, which immediately sets upon armour and
weapons with its corrosive, whip-like tonguea. For sach weaparn,
item of equipment ar armour, roll a2 D6 and compare it to the
warnar's Initiative valug. II the scorg is equal or less than the
warrnor's Intiative, he marages to rescuc the item, if it is greater
then the item is devoured by the Stesl-Gulpa, After it has
attacked, the Steal-Gulpa wanders off into the shadows to aid its
digestion. Destroyed items should be removed from your mob
rogtar and you will hava to raplace them by buying new ones!

52 Blg Bugz. Big Bugz ara large insectoid creatures that
suddenly: appear from their underground nests to drag off
unfortunate prey. Roll a DE at the start of each player’s turm. On
a roll of a 1, randomly determine a piece of cover on the
balllefield. Any warrior on fool within £° of this plece of cover
must fight off the Big Bugz. Fight a round of combat immediatoly
against an oppanent with Weapen Skill 2. If the warrios wins
then ha fands off the Big Bugz. If the warriar Inses he & draggad
DE" towards the piece of cover. If the warrior is gragped into
contact with the cover, then ke is pulled down inte tha nest and
lost forever — i not, he stugglies fres!

53.54 Nothing Special.

55 Sand Guiper. Sand Gulpers are massive snake-like
creaturas thal live deep baneath tha sands. Tney are atfracted
to their prey by movement on the suface, and can atlack almost
anywhere without warming. At the star of each player's turn, roll
a D6, Ona 1, a 5and Gulper attacks. Your cpponent may plece
the stikkbomby blast marker amywhera on the table. It then
scatters 206" in a random direction. Warraors on foot who are
tauchad by the femplale may jump out of the way by rolling
equal to or under their Initiative on a D&, If they succeed, move
them to the nearsst outside edage of the template, If they fail thay
arc affected as detailed balow. Vahicles suffer partia! and full on
hits a8 described in the Siikkbombs section of Dz Roolz, Sand
Gulpers have a Strangth of &, roll to wound‘panetrate armour
and resolve injuries or damage as normal. Any warior taxen out
of action by a Sand Gulper aftack has heen swallowad and is
automatically Deag!

56 Buzzin' Bugz. Buzzin’ Bugz are comparable o wasps gnd
flres, except that thay can grow up to the length of an Ork's
outstretched arms. They altack ingividually, but it allowed to
escapa after Incating a source af food, they will bring back more

from their immense hive in the deep deserts, Roll a dice at the
start of each turn, Ona rell of a 1, a randomly determined
warrior is gttacked by a Buzzin’ Bug. Buzzin' Bugz have WS 2,
52 and T2, Resolve the cambat as normai, with rolls to wound,
oto. If a Buzzin' Bug iz wounded, it is avtomatically killed, If the
Buzzin' Bug survives, it will fly off 10 15 hive - in suosagquent
turns a warror will ba attackad on g D& rol' of & 1 ar 2.

WILD STUFF!

Some of the perils of the deser just dely classification...

67 Rad Zone. This area is suffused with a pall of radiation lefl
awer from the Space Hulk's crash. Although this won't affect the
battle directly, even sturdy Orks may sufter debilitating after-
effacts from thair exposure, After the batile, roll 208 far each
warrior and add the warrior's Toughness. If the score is 7 or less,
the warrior sutters from radiation poisoning. Rall an the advance
table, but deduct 1 fram the indicatad characteristic rather than
adding 1 {re-mall skillz results). Mo characteristic can be reducaed
Iz less than 1 {re-rall if his sould bappan).

62 Chemical Smog. A heavy fog lies over the battleficld,
tainted with a noxious combination of toxins and caustic
droplets. All shooting is reduced to 12" maximum range. At the
chd of the battle, roll a D& for every vehicle involved. On a roll
of & 1 it suffers permanent damage from the acid cloud.

63 Electrical Storm. A slorm has swept in from tha Maother
of Stoms o the soulh-east, heralded by belis of lightning that
fork down towards any vehicles, Hell 4 DE al the stan of every
tum. On a roll of a 1, ana randomly datermined venicle suffers
D3 Strength 3 hits.

&4 Low Suns. The batte takes place just bafore dusk or just
after dawn. On ane horizon, the planefs twin suns blaze,
blinding anybody whao looks towards them. Randomiy determing
one table edge. Any shooting towards that fable edge suffers a
-2 to hit penalty.

65 Migh Noon. |t is the middle of the day and the twin suns
hlaze down remarselessly. 11 is the warst time of the day to fight,
a5 sunsiroke and exhaustion quickly sef in. Aol a 6 at the start
of the hattle for gach warrior in your mob. If the scora is over
thieir Toughness, they have succumbed 1o the heat and start the
battle with a Flash Wound (-1 WS and BS}.

68 Environmental Disaster Area! This arca of the desart
is extremely dangerous. Roll again DE times on this table!

BRAUE THE DESERT WASTES

Sa there you have it, all the mayhem and madnass you could
ask for. We'ne always on the look out for extra Gorkamorka
rules, mok types, scenarios, et for White Dwarf and the Gitadel
Joumal, so if you'we got an article vou think deserves the
attention of the world, why not send it in¥ Watch this space far
mare Gorkamaorka articlas, and happy gaming!
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IMPERIAL FISTS

SUPREMACY FORCE

This is the latest Warbammer 40,000 army box set io be released and inside you'll
Jiud a 1,500 points Space Marine army, a booklet that includes an avwy lst gnd
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SCANDINAVIA

New recruits needed!

Games Workshop is a thriving NORWAY
company, employing more than 2,000 40 Independart
people, with 180 of its own retail stores B e SWEDEN

around the world. Our products are aiso ;ti?a'r';'eﬂ:ﬂe”da”t
available globally, through independent
toy and hobby retailers, thanks to our
multi-lingual sales team, based at our

Headquarters in Nottingham, England. DENMARK el
: 75 Independant
We are currently strengthening all Batailars and 25 Indepandant

aspects of our Scandinavian operations 1 GV Store Retailers
— both Sales (re-locating to Nottingham,
with our support) and Retail. We need
people with Scandinavian language
skills to sustain the momentum of our
invasion and drive forward our exciting
growth plans.

Sales Management (probably age 22-35)

Do you have:

e the ghility to lead and inspire?

* yigion?

* some knowledge of the GW hobby?

= the ability to provide excellent levels of customer service?
= provious selling experiance?

= sUpenvisory of management experience?

Telesales (probably age 19+)

Do you have:

» sales skills — the ability to close a deal?
= some knowledge of the GW hobby?

= drive and determinaticn?

= pravious selling experience?

= gocd communication skills?

Retail {probably age 18+)
Do you have:
s 5 good krowledge of the GW hobiby?
* energy and enthusiasm?
= confidence when talking fo pecple?
s tha ability to provide excellant levels of customer service?
If you can answar “yes" to some or all of the questions in one of these areas, we want to hear from you.
Thesa positions offer good salaries and benefits, and excellent career prospects.
Send your C\L, stating which position you are applying for, to:

Fok Grifiiths, Human Besources Department, Games Workshop Lid, Willow Read, Lenten, Nottingham, MGT 2WS,
Tel 0115 916 8341, E-mail: robg @ games-workshop.co.uk




TOMB KINGS OF KHEMRI

By Nigel Stillman

The Undead of the Warbammer world can be considered as two discreel
types. Firstly, the dark, gothic Undead, characterised by the Vampire
Countis of Sylvania. Secondly, the Undead of the desert Southlands, ruled
over by ancient, mummified Tomb Kings. We thought it would be fun lo
create an army representing the Skeleton bordes of the Khemrian
Undead. So Nigel Stillman bas designed this army list which is still work
in progress, but we thought it was so good that you just bad to see it!

TOMB KINGS OF KHEMRI

The kings of Khemri rule the land of Nehekhara - the
Landl of the Idead. The ancient civilisation of Khemri
perished long ago. For thousands of years, the kings
were mummified and entombed  beneath  prramids
aceording o the rituals of the Liche Prieses. The Liche
Pricsts Inew the secrers of undeath and promised the
kings that they would one day awaken o rale forever as
immortals. Tach ‘tomb king was accompanicd by his
best regiments of soldiers, wha chose o die and be
enrombed with their lord, 1o share in his immotalice,
Thus were many great necropolis cities buile throughout
the land and the greatest necropolis of all was that of
Khemri.

One of the Liche Priests learnt too much of the secrets
of undeath and tried o make himself the immortal ruler
of Khemri and all of Nehekbara, This was Nagash. The
kings of Nehekhara rejected  his rule and he was
eventually defeated. In a ternible revenge be unleashed
a pligue into Nehekhara which caused every living thing
o die and so Nehekhara became the Land of the Dead,
Then he performed a great ritual which awakened the
Tomly Kings and their buried armies.

Once again Nagash wied to make himself king of
Nehekhara, seeking to rule over the Undead kings which
he had awakened. But the kings were angry that they
had been raised hefore their time by evil magic. Instead
of the flesh of immortal pods, they were tatty mominies,
daubed in pitch; their magnificent anmies were no more
than skeletons, and their spirics had been called back
from the underworld and trapped within these maetal
remains. They delied Nagash and drove him out of
Nehekhara. Foremost among the Tomb Kings, and
swarn foe of Nagash was Setra, greatest of all the kings
ol Khemri. Since that time the Tomb Kings have foughe
among themselves for domination of the necropolis
cities and against anyone who dares to rob their tombs,
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TOMB KINGS OF KHEMRI BESTIARY

The army of a Tomb King of Khemri is made up entirely of Undead creatures.

These are either Mummies, Skeletons or Liche Priests. Note that anything which

affects living creatures will therefore have no effect on anything in the Tomb

. Kings army list apart from the scorpions. All the Khemrian Undead are subject
' to the following Undead special rules:

IMMUNE TO PSYCHOLOHY: Undead are not affected by psychology. They are animated by their trapped spiries and
do not have living heaets and minds which can feel emotions, They are therefore immune o lear, terror, panic, and
all other psychology 1ests,

CAUSE FEAR: Undead are unnaniral creatures and so cause fear. Sce the Wachammer Rulehook for details,

CANNOT MARCIT: LUndead cannot make a march move. They move forward in o slow; shambling manner, animated
by their spirits. They do not have the energy of living flesh and bilood,

CHARGE RESPONSES: Undead are slow to react. They may not stand and shoot, nor can they Tee if they are
charged.
CANNOT BE BROKEN: Undead cannot be broken in hand-to-hand combat, and never need (o take Break tosts if
' beaten in combat, When Undead are beaten in hand-to-hand combat the muagical link berween the awakened spirits
and their morcal remains is weakened. To represent this, for every point by which they have lost the combat, one
extry wound 18 caused. This means that Undead units will waste aveay if they ace beaten, although they can never be
broken as such. Note that independent characters suffer -1 wound per point if beaten in combat, but if the character
accompanies a unit, the wound is suffered by the unit.
MUMMIES: Tomb Kings and Tomb Lords are mummified as befits their status as the highest nobility i the Jand of
Nehekhara. Their corpses are therefore preseoved with exotic unguents and wrapped in hundreds of yards of
Bandages, drenched in pitch and resins to preserve them for cternity This means thay the mummy is extremely
& flammable and vulnerable to being burnt. Mummies therefore suffer double wounds from flaming weapons or
spells.

TOME KING'S CURSE: All Tomb Kings have dire curses

TOMB KINGS
PROFILE M Wws BS 5 T W I A 1d
Tomh King B 5 4 5 &6 3 5 4+4D3 9

Tomly Kings arc the ancient and long dead rulers of the land of
Mehekhara. There were many kings during the Jong history of
that once=proud land. Each city was ruled by a separate dynasoe
andd one dynasty would be ousted from power and replaced by
another from dme to tme. The kings regularly waged war upon
each other and the greatest of them conguered their
neighbours o become kings over the entire land of ¥chekhara.
Grrearest of all the kings were those of Khemri, which was the
largest city. It became established carly on that whoever ruled
in Khemrl was the mightiest king in Mehekhara, to whom the
other kings would be wise ™ pledge allegiance and offer
rribaste, All the Kings shared the same luse for worldly wealth
and power, and the same ambidon wo defy death. To chis end
they founded the Mortuary Cult to re-swaken them after death,
directed the building of great pyramids, each surrounded by an
extensive necropolis as a4 stronghold  for all clernity,  and
ordered thar they be mummilied and entombed within o
preserve their physical hodies after death,

UNDEAD SPECIAL RITLES: All special rules poverning Undead
and Mummics apply

ASP ARROWS: Tomb Kings armed with bows shoot asp arrows
which are long, thin, mummificd snakes that are able w seek
their trpet. These give o +1 to hit bonus when the Tomb King
is shooting with his bow,

TOMB KING'S CHARIOT: The Tomb King ddes in a Skeleton
charict which is more splendid and asesome than those of
ardinary charloteers, as cellected in his profile. Otherwise, refer
o the special rules for the Skeleton charions below, The 'Tomb
King's chariot steeds are annoured with sacred crocodile hides
piving an armour save of 4+,

inseribed on the cntcance o their tomb and repeated on their
mummy wrapping, areefaces or sarcoplagi. These vary a loc in
their effect depending on the pocds and demons invoked by the
sacred hieroglyphs. The curse is called down on anyone
reckless enough 1o despail the tomb or destroy the Tomb
King's mummy. Any model who slays the Tomb King in combar,
immediaely becomes vicim of the curse. The slaver of the
Tomb King immediately sulfers D3 Wounds wich no save
prossifale at all. B he is killed by any means other than Band-oo-
hand combat, then the closest enemy characrer loses the D3
wournds.




TOME LORIDS

P‘EFI'TF i ;’r_] !ﬁ"s BS 5 T W 1 A Id
Tl Lord 3 4 3 ] 5: B 3 34D3 B
in charior

Tamb Lord 4 4 A i T 3¢ & B
om font

Tomb Tords are the sons of ‘Tomb Kings and great captains of
his armics. They are mummified according (o the same ey
and e bedecked in the panoply of military commanders. They
alsa wear amulers and are entombed with their chariocs,
Livourite steeds and weapons of war The Tomb Lords rest in
their tomb waunlts beside the great 1omnb chamber of cheir
sovereign as if in an ewernal council of war, wairing for the
mament of awakening when they shall resume command of
their contingents.

UNDEAD SPECTAL RULES: All special mules poverning Undead
and Mununies apply

ASP ARROWS: Asp atrows are long, thing mumnified snakes
that arc able oo seck their targer. These give a =1 to bit booos
when the Tomb Lord is shooting with his bow:

TOME LORD'S CHARIOT: The Tomb Lords may ride in oa
Skieleton charior which is more splendid and awesome than
thit of an ordinary charioreer. Refer too the special mles fior
Skeleton. charors belowe A Tomb Lord's charot steeds are
armoured with sacred crocodile hides giving an armoer save of
dt,

SKELETON CIHHAMPIONS AND
MUMMY CHAMPIONS

PROFILE M W5% RS 5 T W 1 A Ld
Mummy Champian 4 3 3 4 5 2 5 2 7
Skelewon Champicn 4 3 ] 4 3 1 3 2 5

Claricteer Champion® 3 3 4 4 3 3 3 5

Skeleton or Mummy Champions are the captains, leaders and
Toremost warriors of the regiments of Skeleton soldiers which
were: buried around the pyramid ol their king. Although not
always acoorded the full rites of mummification, loval officers
whno displayed exceptional valour and prowess in bactle were
honoured with the privilege of burial with theie king, ar the
head of the regiments they commanded in life. Exceptionally
valourous warriors might be rewrarded with mummification, so
that their superior fighting prowess might be preseoved for all
elernity.

UNDEALDY SPECIAL RULES: All special miles poverning Undcad
apply. In the case of Mummy Champions the special rules for
Mummies apply as well.

ASP ARROWS: Il armed with a bow the Champion fires asp
arrows, which are made from long, thin, mummified snakes
that can seek cheir target. These givie a + 1 1o hit bonus,

LICHE PRIESTS

PROFILE M WS BS 5__‘ T W 1 A LId
Liche Pricst 4 3 3 3 4 1. 2 1 7
Liche Priest Clarppion 4 3 3 4 4 2 3 1 =
Master Liche Prizst 4 3 3 4 4 3 3 2 7
Liche High Priest 4 o8 & - 4 4 4 ¥ B

Liche Priests serve the Mortwary Cult of the Tomb Kings. Tn their
desire oo defr death and their ambiton 1o live forever, the kings
alt Neheblara founded the Moruary Cult and appoinced che
pricsthood. The pricses were commanded o study the arls of
mumnification and perform the rituals of awakening. Steadily,

| il

over many ceoturies, the priests learned how o preserve a
corpse from decay vl the act of mummification bad become
very elaborate. They also deviseed @ vast lore of magic and ritual
intended 1w enable the dead king and his cntire court and army
to he swakened from death. The first generations of pricses,
whose skills and knowledge were rudimentary, died alier
preserving their own lives far bevond a namareal span. They
passed on their knowledpe to the next generation of priests
who exceeded thom in wisdom and cxpertise. In this way the
knowledge accumulared until the fifth gencrution of priests,
who did not die. Thus the entire presthood became the Liche
Pricirs, able to officiate the Mormary Cult of cheir king in
perpetuity Since the prieses discovered the secret of everlasting
life, they held great power in the land. Indeed, they were the
only subjects of the king who could nor be executed, since he
depended . on their knowledge and lovalty in order to live
heyond his own death. Inthis way the priesthood became a
power behind the throne.

UNDEAD SPECIAL RULES: All spedal rules governing Undead
apple

SERPENT STAFF: All Liche Pricses carry a serpent seaff which is
their insignia of office. This is an outstrelched mummified
cobra which looks just like it has been carved from wond.
Hemwever the priest can turn it instantly into a writhing, living
snake which inflicts a venomous bite. To represcnt this, the
Liche Priest {or rather his snake) always scrikes fiest and all his
attacks bit automatically, at Strength 4. Saving throws apply as
normal.

RECASTING SPELLS: A Liche Pricst can recast che same spell
more than once during his Mapic phase. The Grst dme a spell is
cast during the Magic phase it works in the normal way. The
Liche Priest mayv then roll a dice 1o atempt 1o cast the same
spedl again, regardless of wherher ft worked or was dispelled.
The score needed is shown on che chart below: The Liche Priest
mst expend further power cards o cast the spell for a second
time and his opponent may cownter it a5 noomal.

Dy score required
Lo recast )

May automatically

Lichc High Pricst
recast, no need oo roll

Master Liche Priest 2+
Cheamnpion Liche Priest A4
Liche Priest 4+

The Liche Priest can continue to recast the same spell over and
over agiin, 50 long a5 he has power to do so, but he cannot use
the spell on or agmiost e same unit more than once in the
Magic phase. If dispelled when fiest cast, the spell can be recase
on or al the same target, but only because it did not work the
first time. A Liche Pricsr st finish recasting a spell hefore he
casts any others. This enables che player to keep track of which
spells have been cast, which can be recast and which cannot be
Tecast.

TOMB GUARDS

PROFILE M_WS BS 5____ T W I A Ld

Tomb Guard 4. 3 2 4 % 1 3. 1- 5

The Bodyguards whoe served the lomb King in his lifetime - his
bravest and best soldiers, the puards of his palace — were not
only hopourcd with the privilege of sharing his imumortalicy
They were also rewarded with burial close to che king himsclf,
within the king's pyramid, as if they were nobles, Just as they
puardeel the palace, now they gard the innec parts of the
necropolis,  These soldiers dicd in baule leng before their
master and cheir hodics were recovered from the battlefield,
and entombed in the pyramid as it was under construction. The
prospect of sharing in che immortality of their king and serving
i forever inspired the soldicts 10 heroic acts of bravery. They
woubd die where they stood rather than retreat, or charge




TOMB KINGS OF KHEMRI
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against hopeless odds, Time and again this would bring victory
for the king ancd earn a place in his pyramicl for the fallen.

UNDEAD SPECIAL HULES: All Special Bules poverning che
LUndead apply.

SKELETON CHARIOTS

l‘Rl’__}Fﬁ.]E LN M 11’-"5 _]?S 5 _l _'W 1 A ILd
Charioieer g 2 2 4 4 3 2°3+13 5

when a King died, his charors would be interred with him and
his charioteers oo, it he desired it OF course these poos
warriors were ool mumemilied as was the King and so they and
thaeir sceeds are nows nothing more than skeletons. Despire this,
these ancient warriors are as importand o the armies of the
dead as they once were 10 the armices of the living,

SPECTAL RULES: Because Skeleton chariots have ondy a single
warrior ad fpht in squadrons, they are guite dillerent from
other larger chariots that can be found in some othere armics,
They are represented by their own specal mules as describecd
here — the miles for charioes described i the Wachammes
Rulebook do not apply. These rules agply wo the chaciors riclden
hy Tomb Kings and Tomb Lords as well, cven though theic
charicns bave improved characteristics.

UNDEAD SPECIAL RULES: All special rules governing Lndead
apply

SQUADRONS: Skeleron charioes fight in units o squadrons,
The size of a squadron can vary, I the amoey incluces 5 or feser
chariors these form a single squadeon. IF the army includes G-10
chariows these can fonm either one or teo squadrons of as near
cqual size as possible, T the army dncludes 11-15 chariots they
can be formed into 1, 2 or 3 squadrons of a5 near egual size as
possible - and s0 ong cvery 5 cxira cluriots increasing the
number of permitoed squadeons by one. All the Skeleron
chariots in & squadron fomn up in fonnation juse like a regalac
unic of cuvalry or infantry Nore that this is quite different o
othier chariots which don't fight in formation - buc Skeleton
charints are quite small and are used 1o fight inoa simdlar way (e
cavalry. For these reasons they maincain a regular base-qo-hase
farmarion,

COMBAT: The Skelcton chardot, including its warror, has a
single profile and fighes in all respects like a single creanire
with 3 Attacks and 3 Wounds, This is unlike other, larger,
chariors and reflects the fact thar Skeleton charios are infended
to fight in sguadeoos where it is impractical w account for
wonnds on the horses, crews and chariots scpararcly.,

SAVE: Skeleron charions are covered with crocodile hides which
pive them a 4+ save exactly as i they were wearing anmor
Thiz can be increased by wearing more armout and Guryiog a
shielcl.

IMPACT  HITS: When a o Skeleton  chariot  charges it
Automatically causcs D3 “mopact hits’, +2 i the chacot is Geeed
with scvthed wrhecls. Tmpact hits represent the damage caused
by the chariot and borses careering into the enemy [ormation,
knacking down and crushing its opponents by the sheer lorce
ol impact. Impact hies are inflicied before blows are scruck by
cither side in the combat. No separate ‘to hit' roll is required
anel all hits seoned are worked oue using a Strength value of 4.
115 wsual 1w work owt all impact hits agaiose ordinary enemy
warrinrs rather than characters, but if the charior charges
against one or more characeers, the resultart hicss may be
randomiy allocated between enemics in asc contact o the
attacker prefers.

SKELETON SOLDIERS

_I:‘RGFILJ.'Z o M WS BS ] T W I A Ld
Skeleton Soldier 4 2 2 3003 1 2 1. %

The mighty army of the Tomb King, made up of regiment after
regiment of valiant soldiers, all swore an oath of lovaley belore

the gouds wo serve che king bevond deach, whether this be their
owmn or his, Thus the hones of chose soldiers who perished in
battle were collecred rom the battlefield and interred in the
grear comb piss of their king's necropolis. Those who ver lved
after their lord had died, marched as if on oa viclory parade 10
the: necropodis npon the day of the king's enombment. Here
they stood, each repiment deploved ready lor death in the tomb
vanlt prepared for it These are laid oot around the peramid of
the king in repular lines, just as the tents of his mighty aomy
surpounded his when on campaign. The soldices wene arraved
in their ranks and the leaders, stundard bearers and musicians
stonml ar the head of their coops. Then they were entombed
alive, There they remmin untdl the armpet cdl of the Liche
Pricats awakens them on the appointed day of going forch oo
batele:

UNDEAD SPECIAL RULES: All spocial rules governing Undead
apphy

ASP ARROWS: Some Skeleton soldiers shoot asp arrows from
their bows, Asp arrows are fong, thin, oummificd snukes, that
are: ahle o seek their terger These count as +1 to hit when
shooting,

SKELETON CAVALRY

PROFILE M W5 BS 5 T W I A TId
Skeleton Cavalry 4 3 ] 2 .3 1 2 1 5

Skeleton Steed 8 2 0 3 3 1 2 1 3

The Tomb Kings' excellent cavalry were entombed with their
fiery deserr steeds. Te is said that the Tomb Kings were the firse
rulers wy have regiments of horsemen in their armies. The
oldest Toml Kings have few it any horsemen or charions; those
that came after had more chariows than horsemen while the
youngest (relatively) Tomb Kings had more horsemen than
chariots in their acmics. The later kings recruited many fierce
riders [rom among the descrt dwellees, ancestors of the
Arahians.

UNIDEALD SPECIAL RULES: All special rules governing Unclead

apply.
CARRION

PROFILE M W5 RS 5 T W 1 A Id
Carrion 4 & 0 . uEn 4 A4+ 7

According ro his inscriptions, King Nekhet | claimaed o be the
fiest ruler oo have Carrion Yaliuees in Lis acoy of etecnity. These
creamires lived in the mauntains oo che easr of Mehekhara and
alser the deserts to the west. Their broad wings were said to
dacken the sky, sprcading fhe shadow of doom upon those
dving in the desere. After 3 grear batdle, with the sfain sorewn
over the blooded sands, the Carrdon descended and blowed out
the light of the sun. Thus it was in ancient Mehekhara chat the
Carrion Vulture was seen as a sacred beast which bore the
spirits of slain warriors o the sky to fight in endless hartles
against the demons of darkness, This beliel led w the priests
burving meany corpses of Carrion Vialuures in the necropolis of
vach Tomh King from the time of Nekhef [ onwards. Hach one
was accompanied by a soldier who had wained o ride the beast
while both still lived. These troops acoed. a5 messengers and
also as a vanguard for the King's army as il marched across the
parched  plains, Nothing - on the ground  below could be
concealed from the piercing gaee of these feacful hirds, Thus
when the carrion were entombed, they were given eves of
polished obsidian with which to sec again when they served the
king once moce, at the time of awakening,

FLY: Carrion have leathery wings which allow them (o y as
derailed in the Warhammaer milebook.

PERSISTENT: Carrlon are not deibven off if beaten in hand-to-
hand combac, as are living flvers.




UNDEAD SPECTAL RULES: All special rules poverning Undead
apple

GHOST RIDER: The Carrion are ridden by spirits which leed
upaon death. A rider may wttack once for every wound scored by
the Carrion. Work out the Carrion's atcacks first, and for each
unsaved wound rhat a Carrion causes, the Ghost dder is
allowrid oo make one attack with the same statistics as the
Clarrion.

SCREAMING SKULL CATAPULT
Catapulg - - - - 5 3 - 5 -
Skeleron Crow 4 2 2 > 3 1 2 I 5

RANGE. STRENGTH SAVE WOUNDS
PERHIT

Sereaming Skoll
Coatapult ag" e D3

When King Behedesh was approaching death, he gave
inscructions that his catapults  should be entombed as an
essential part of his necropolis army. They had Brought bim
mcre than one vicrory in life and be expected them 1o dooso
again, beyond death. Since wremites would inevitably ear the
tianlers of ordinary catapults buried in pits in the desecet, the
king ordersd carapulis w be made rom the bones of gigantic
beasts, deagons and sea monsters, The limb bones of these
creatures, being the size of ree runks, would be resistant 1o
the effects of tme and bucial in sand. The successors of
Gehedesh followed his example, Many centuries lawger, other
kinms who extended their role over Ranelri, ransacked the
necropolis and found some of the bural pits conaining the
catapults. These were looted and aken avay for re-burial in

their own necropolises, wgether with scrolls on which were
wrillen the incancicions of awakening and the hicroglyphs of
cnchantment o be inscribed on the shull ammunition.

The Screaming Skull catapult operaces in the same way s a
stone thrower exeepr that it hurls sereaning skolls instead of
rocks, The screaming skoll catapuln is cherefore subject o the
rules for stone throwers given in the Warhammer Rolchook.

UNDEAD SPECTAL RULES: All special rules governing Undead
apply.

CAUSE PANIC: When screaming, flaming skulls land arnong
the enemy il is 2 very unnerving experience for them! To
represent this, any unit thal sulfers one or more wounds from
a shooting atack by a Screaming Skull catapualt mmust ke a
Panic tese, If the unit fils the wst 0 will Tee immesdiately,
exactly as il it had been broken in hand-to-hand combat

MAGICAL, FLAMING AMMIUTNITION: Becavse of the weird
natare of the screaming skull ammunition, the catapuln inflices
both Naming and magical anacks.

SCORPION SWARMS

PRU_I:]_].._E____ M W5 RS 5 T W I _A Td
Carrion 4 3 H] g R B 1 5 10

The Liche Pricsts have long since gained masterny over such
crearres of the necropolises and can summon them foreh at
will, using incantations, They do this oo guerd their necropolis
against incruders, cspecially wmb  robbers,. Those who
penecrate the labyrintine passages of the tombs will suddenty
find their way our harred by a seething, black mass of
vesnomous arachnids, claws and tils ralsed ready eo ateack. The
victitns arc capidly caren, for flesh and blood is a race delicacy
for the cresicunes of the necropolis!
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The Tomb Kings of Khemri army list explains how to
choose an army 10 an agreed points value. There is no
upper limit to the size of an army, but 1,000 points is
about the smallest size for a battleworthy force. Games
of 2,000 points a side will usually last an entire evening,
whilst 3,000 points will allow a battle to rage for most of

the day.
CHARACTERS

You may spend up to 50% of the points value of the army
on characters chosen from the Characters section of the

TOMB KINGS OF KHEMRI ARMY LIST

Skeleton or Mummy Champions: A Skeleton regiment
ray be led by cither a Skeleton or a Mummy Champion,
He must be equipped in the same way as the rest of the
regiment, cxcept that a champion may carry a magic
weapomn or wear magic armour instead of the ordinary
weapons or armour of his regiment, The paints cost of
the champion comes out of the character allowance,

Magic Tlems: A character may carry appropriale magic
items chosen from the magic item cards in Warhammer
Magic at the poines value given on the cards themselves.
The number of magic items a character may have is as

list. This includes the points value of their armour and

WEApONSs, any magic items they have, and whatever steed follows:
or chariot they ride. The army must have a general o
lead it and in a Tomb King's army, the Tomb King is the Tomh King 3 Magic Trems

Battle Standard Bearer

Tomb Prince

Skeleton or Mummy Chamipion
Liche High Pricst

Master Liche Priest

Liche Priest Champion

Liche Priest

ARMY SELECTION

1 Magic [tem
2 Mapic Items

general! The army must also include at least one Liche
Pricst, since the Tomb King cannot arise from his tomb
unless he has a Liche Priest to perform the Ritual of
Awakening. Where indicated in the list, a character may
ride in a chariot representing his own personal light
chariot which was entombed with him. See the Bestiary
for the rules gaverning Undead chariots.

1 Magic Item
4 Magic Ttems
3 Magic Trems
2 Magic ltems
1 Magic Item

EQUIPMENT: Sword.

WEAPONS/ARMOUR: Rides in a Skeleton chariot drawn
by Skeleton Steeds. May have a bow (+2 points), a spear
(+1 point), javelins {+1 point), light armour (42
points), a shield (+1 point), asp arrows {+10 points).
The chariot may have scythes (420 points).

SAVE: The Tomb King's chariol sieeds are armouced
with sacred crocodile hides giving an armour save of 44+,
MAGIC ITEMS: The Tomb King may have up o three
magic ilems.

SPECTAL RULES: All special rules governing Undead
and Mummies apply.

ASP ARROWS: Asp arrows are made from long, thin,
mummified snakes, and can seek their target, These give
a +1 bonus to hit rolls,

Characters 0-50% Up 10 half the points value of the army may he spent on characters. The army must
include a general 10 lead it and also a Liche Priest. The points cost of Skeleton
champions and Mummy Champions for regiments comes from the character
allowance. 5o does the cost of chariots ridden by characters,

Regiments 5%+ Al least a gquarter of the points value of the army must be spent on regiments.

War Machines 0-25% Up 10 2 quarter of the points value of the army may be spent on war machines.

Monsters 0-25% Up to a guarter of the points value of the army may be spent on monsters.
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1 TOMB KING 225 points TOMB KING'S CURSE: A curse is called down on
PROFILE M W5 BS 5§ T W 1 A 1d anyone reckless enough to despoil the tomb or destroy
; - the ‘Tomb King’s mummified bady. TF the Tomb King is
Toib Hlng S T sluin in battle, the curse will effect his slaver (see

Bestiary for details).

0-1 BATTLE STANDARD BEARER 132 points
PROFILE M WS BS § T W 1 A 1d

Batde Saandard bearer 8 4 G 5 5 .3 3 3403 8

in chariot

Battle Standand bezrer 4 4 3 5 5 -3 3 3 B
on foom

Skeleon Steed 5 2 n 3 3% 1 2 1 3

EQUIPMENT: Sword.

WEAPONSARMOUR: MMand-weapon. May have light
armour (+2 points), a shield (<1 poines). May ride a
Skeleton sieed (+2 points) or in a Skeleton chariot
(30 points). Chariot may have scyihes (+20 points).

SAVE: If the Battle Standard Bearer rides in a charciot,




the charior steeds are armoured with sacred crocodile e —r— piezmn ey _ﬂ-' ey

hides, giving an armour save of 4+ i Kﬁtpl‘:l‘ Df ﬂ'ﬂ: P‘ﬂ'ﬂmid of E!El‘mt}'

MAGIC TTEMS: A bartle standard bearer may have up to 1 Iﬂfﬂl’FfoE’f of M}rﬂ"ftﬂm Pmphtt of the Ll'.'ll'ii
one magic item, which can be a magical standard. f‘ of the Tomb, Master of ""Lwa,[mmng Bearer of |
- the Serpent Staff. Khatep the Enduring”

SPECIAL RULES: All special rules governing Undead

B Sty

and Mummics apply. 5

. Names and titles of Khatep,
TOMB LORDS 72 points Lmhe H:gh Pricst of I(hemn.

A e s e e T R '.'i
EEQFH.E M Ws BS § T W I A Id
Tomb Lord 8 4 3 5 S5 3 3 34D3 B 1+ LICHE PRIEST 50 points
in chariot LICHE PRIEST CHAMPION 110 points
Tomb Lord 4§ 4 3 5 5 3 3 3 g MASTER LICHE PRIEST 180 points
on foor LICHE HIGH PRIEST 279 points
Skeleton Seed 8 2 0 3 5 1 2 w1 & PROFILE M W5 BS 5 T W 1 A 1d
EQUIPMENT: Sword. Liche Pricst 4 3 4 4 4 1 2 1 T
WEAPONS/ABRMOUR: Hand-weapon. May have light Liche Pricst Champion 4 3 3 4 4 2 3 1 7
armour (+2 points), a shield (+1 point). May have a Master Liche Pricst 4 3 3 4 4 3 3 T 7

bow {+2 painis), a spear (+1 point) or a double-handed
weapon (+2 points). May ride a Skeleton Sieed (+2
points} or in a Skeleton charien (+30 points). Charion
may have scythes {+20 points). If armed with a bow,
may have asp arcows (+10 points). WEAPONSARMOUR: Secpent staff.

Lizhe: Hign Pricst 4 % % 4 4 4 4 3 B

EQUIPMENT: Noine.

SAVE: If the Tomb Lord rides in a chariot, the chariot SAVE: None,
steeds are armoured with sacred crocodile hides plving

a special unmadified save of 4=, MAGIC ITEMS: A Liche Priest may have up 1o one magic

irem. A Liche Priest Champion may have up to 2 magic

MAGIC TTEMS: A Tomb Lord may have up to two magic ilems. A Maseer Liche Priest may have up to 3 magic
Items. items. A Liche Nigh Pricst may have up 1o ¢ magic items,
SPECIAL RULES: All special rules governing Undead SPECIAL RULES: All special rules poverning Undead
and Mummies apply: apply
ASP ARROWS: Asp arrows are made from long, thin, B . .
mummified snakes, which can seek their targer. These MUMMY CHAMPION 35 points
give a + 1 bonus o hit rolls, SKELETON CHAMPION 25 points
CHARIOTEER CHAMPION 55 points
MUMMY CHARIOTEER
CHAMPION 65 points
F"RC'F]T.E__ ) M W5 BS 5 T 1I.TI'.-’_I ;‘L_ Lad

Skeleton Champion 4 3 3 i3 1 3 2 5
Charioteer Champien8 3 3 4 4 3 3% 3 5§

Mummy Chariotecr
Champion 8 % 3 4 3 3 3 3 @&

Skeleron Steed 8 2 0 3 3 1 2 1 3

EQUIPMENT: Regiments of Tomb Guards, Skeleton
soldiers, Charioteers and Skeleton cavalery may be led by
cither a Mummy Champion or a Skeleton Champion.
They will abways be armed and equipped exactly as the
regiment they are with, and must ride a steed or a
chariot where appropriate.

MAGIC ITEMS: An Undead Champion is allowed w
carty a single magic item.

SPECTAL RULES: aAll special rules governing Undead
apply. In the case of Mummy Champions the special
rules for Mummics apply as well.
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0-1 TOMB GUARD

13 points

PROFILE M WS BS 5 T W 1 A T-l.'l_

Tomb Guaird 4 3 2 4 3 1 2 01 5

WEAPONSARMOUR: Tland weapon, halberd & lighe
armour. May have shiclds (+1 point).

SAVE: G+

LEADER, STANDARD BEARER & MUSICIAN: The unit
may be led by a Skeleton Champion, or a Mummy
Champion. Tle must be armed and equipped exacily the
same as the rest of the unie. e may carry up 0 one
magic iterm. The unit may include a standard bearer
andsor musician costing double the pains value of a
normal trooper. The standard bearsr may carry a magic
standard chosen from Warhammer Magic,

SPECTAL RULES: All special rules poverning Undead
apply.

SKELETON CHARIOTEER 40 points
PROFILE M Ws BS § T W I A Id

Charlorecr H 2 2 4 4 3 2 A+D3% 5

WEAPONSARMOUR: Each chariot is crewed by a single
charioteer, armed with a hand weapon and bow, and is
dreawn by tero Skeleton Steeds.

Anv charioteer may have javeling (+ 1 point), a spear (+1
poingy, light armour (<2 poines), a shicld (+1 point),
asp arrows {4 1 point). Chariots may have scythes (+20
points),

SAVE: Save: 4+ (with light armour and shield this is
increased to 2+,

LEADER, STANDARD BEARER & MUSICIAN: A unit of

Skeleton chariows may be led by a Skeleton Champion,
or 4 Munumy Champion armed and equipped exacily the
sume as the rest ol the charioteers in the unit.

He may carry up o one magic item. The unit may
include a standard bearer and/or musician at the same
cost as ordinary chariotcers, The standard hearer may
carry a4 magic standard chosen from Warhammer Magic.

SPECIAL RULES: All special rules governing Undead
apply

UNITS: The army may include up to 1 unit of Skeleton
chariotcers for cevery vnit of Skeleton soldiers in the
If the wrmy includes up 1o 5 Skeletom charioteers these
form a single unit. So for example if the army includes
jfust one chariot, this forms a single unit on its own, 1
the army includes & 1o 10 chariows these may be
organised either inlo one unit or o of as near cqual
siee as possible. If the army includes 11 or more charions
then the possible number of units goes up by 1 for every
3 extra models.

SKELETON CAVALRY 18 points
PROFILE : M WS RS 5 T W 1 A Ld
Skelcwon Cavaley 4 3 32 3 3 1 2 1 3

Skeleton Hteed H 2 [§] ] 3 1 2 1 5
WEAPONS/ARMOUR: Hand weapon. May have a spear
{+2 points), a shield (+2 poinis), light armour (+4

paints), a bow [+4 points), asp arows (+2 points).

SAVE: O+

LEADER, STANDARD BEARER & MUSICIAN: The uni
may be led by a Skeleton Champion, or a Mummy
Champion. He must be armed and equipped exactly the
same as the rest of the unit. He may carry up to one
magic item. The unit may include a standard bearer
and‘or musician costing double the points value of a
normal trooper, The standard bearer may carry 4 magic
stangard chosen from Warhammer Magic.

SPECIAL RULES: all special rules governing Undead
apply.

SKELETON SOLDIERS 8 points

PROFILE M WS B 35 1T W T A Td

Skeleton Soldier 40 2

2 TR R | 2 1 5
WEAPONSARMOUR: MHand weapon. May have cither a
spoedr (+1 poind) o a bow (=1 point - this reflects their
Tow Ballistic Skill}. May have light armour {(+2 points).
Skeleton soldiers armed with only a hand weapon or a
spear may have a shield {+1 poing). Note that archers
may not have spears or shields, All models ina unit must
be armed in the same way One acher unit may be
cquipped with asp arrows (=1 point per model),
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SAVE: None

LEADER, STANDARD BEARER & MUSICIAN: The unit
may be led by a Skeleton Champion or a Mummy
Champion. ITe must be armed and equipped exactly the
same as the rest of the unit. He may carry up (o one
magic item. The unit may include a sandard bearer
and/or musician costing double the points value of a
normul trooper. The standard bearer may carry 4 magic
standard chosen from Warhammer Magic.

SPECIAL RULES: All special rules governing TTndead
apply:

ASP ARROWS: One unit of Skeleton soldicrs may shoot
asp arrows, which are made from long, thin, mummificd

snakes, which can seck their target. These give them a
+1 honus an all o hit’ molls when shooting.

e s

|+

light armour [+2 points per nmdf.lj.
SAVE: None

SPECIAL RULES: All special rules governing Undeacd
apply.

MAGICAL, FIAMING AMMUNITION: MNote thar the
Screaming Skull catapulr inflicts both flaming and
magical atacks,

UNETS: The army may include up to one catapult for
each unit of Skeleton soldiers in the army Screaming
Skull catapults may be used as independent models or
organised in units af two or more madels. Units do not
have champions, standard bearers or musicians.

T T R e e a'a-r"#l
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_ MONSTERS

CARRION 45 points Ik ;
- s @ e T e oty ety
TROFILE M W5 Bs § r W 1 A Id - =
Carri & 3 0 3 2 4 3+ 7 - .
i -8 5 3 SCORPION SWARMS 50 points
WEAPONSARMOUR: None PROFILE M WS BS 5 T W T A Id
SAVE: None Scorpions 4 3 0 q 2 3 | 3 101

SPECIAL RULES: all special rules governing Undead
apply.

FLY: Carrion have leathery wings which allow them to y
as detailed in the Warhammer rulebook.

EXTRA ATTACKS: Carrvion recetve 1 extra attack for cach
wound they cause (see Bestiary for details).

PERSISTENT: Carrion are not driven off if beaten in
hand-to-hand combat, as are living flvers,

UNITES: The army may include up to 1 unid of Carrion
for every unil of Skeleton soldiers or Skeleton cavalrey in
the army.

If the army includes up to 5 Carvion these form a single
unit. 50 for cxample if the army includes just one
Carrion , this foems a single unit on s own. If the army
inchides 6 o 10 Carrion these may be onganised cither
into one unit or two of as near egual size as possible, T
the army includes 11 or more Carrion then the possibile
number of units goes up by 1 for every 5 extra models,
Carrion unils do not have champions, standard bearers
O MUSICIANS.

T m-:z;-*:-:--r

WAR MACHINES

SCREAMING SKULL CATAPULT 74 points

PROFILE M W5 HN§ 5 T % 1 A Ld
Catapult - - - - 5 B -

SPECTIAL RUILES: Scorpion swairms arc summoncd forth
by the Liche Priests from cthe tombs which they infest, in
order to attack intruders inthe necropolis, To represent
this vou may deplay yvour swarm after all cnemy
deployment is completed. The swaom may be deployed
anywhere on the table but not within 8" of enemy
LECHIS.

A Toamb King's anmy may have Scorpion swarms at half
cost (30 points instead of 100). You can have a
ouximum Of 35 many hall-cost Scorpion swarnms as there
are Liche Priests in the army You can have more
Scorpion swarms than this ar the full cost of 100 points,
All the Scorpion swarms in your army must be massed
inmr a single unit.

GIANT SCORPION 50 points
PROFILE M W5 HS 5 T W 1 A Ld

Criant SCorpron 5 % 0 5 4 4 1- 2 7

"Bchaid' Thc simgmg Oncs shail mm:
forth from their abodes beneath the

sands. Their numbers. shall br:
bc}'ﬂnd counting...

- Part of an incantation for summoning
scorpions in. the nu:ropnhs

.' The tambs of the necropolis are infested wltb
| myriads of various insects and other small

creatures of the desert, These gras at the mummy

Skeleton Crow d: 2 2 i AT, S | 2 1 3 ;
- _Emﬁd.ages and ﬂﬂt:fw:iﬂ hicden in the rombs. The ;
WOUNDS & _.must Wﬂommlg; ancl ff_rmcu& of d‘mm J.ﬂ;‘ﬂmms :
o o RANGE S'I'HIE_HI;_}'I_'_TT SAVE PER HIT i g
Sereaming Skull ; -the darkness af the tomly. a‘-n}'r}na wha' d.lm Tih
Catapull 48" - G I3 enter a tomb 1o rob it of its reasures, risks i‘::::zng o

WEAPONSARMOUR: Hand weapon. Crew may have

stung 1o death by the scorpions. Tif the lid of a

-s’awphagu& ami hundreds of angry .'sLurrj'Jng

smrp&uns wil] swarm out dll q\@w you!
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- “The mighty army of T|:|.r. oecropolis, 1wn'tmg th: cnmm.md of
' their lord Valnt soldiers who will rise up on the daf of hartle”

Flietrogdy _.'.l|5'p< TS Gy phe ol s of e Kepleion Rerales af el

A Steleton soldiers armed Wil fovs

" “Lord of the Faeth Lord of |
the Sky. Ruler of the Four |
- Horizons, Mighty Lion of the 4
Infinste Desert. Great Hawk of
the Heavens, Radiant Sun. King %
of the Shifting Sands, Rcigning +
for Mullions of Years, Eternal 4
Savercign. Vanquusher of
Enemics. He who Helds the
Scepiee, Nebekbara, i
Khemrikhars, I
Settra the Imperishahle!”
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| say more?

Did you know that every issue of the Citadel Journal i 15
~ crammed full of loads of exciting articles; covering all aspects-—
of the hobby - gaming, modelling, painting tips, scenarios, and
much more - all WI‘IttEﬂ by gamers, for gamers!

AVAILABLE FROM ALL GAMES WORKSHOP STORES & MAIL ORDER

96 pages of hardcore hobby for only £4 - Out Now
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40,000

By Andy Chambers

This new, regular feature in White Dwarf will
include extra rules, challenging scenarios,
previews from future Codex books and
loads more stuff - all for Warhammer 40,000,
Andy explains in detail...

most holy Chapter Approved column. itis fo be hoped that this new monthly feature will

help 1o cleanse and purify the previously deviant-influenced pages of the periodical
known as White Cwarf (Ing. file crossref. 42/51,45/28st. Fbloke), and usher in a new pariod of
toil, Bloodshad, self-maortification, officially sanctioned information and cold, grey nitrigel for every meal
[Ing. file crossref. 1234/Ans.12. Tarran trad, cuising, "Porridge”).

@ Greefings citizens. and a hearty welcome in the name of the Beneficent Emperor to His

Each manth in Chapter Approved we'te geing to examine the finer paints of the Warhammer 40,000
game and its rules of angagament, experiment with different scenanos, weapons, riles and army list
entries of all types. Over future issues 1 hope to introduce an incréasing amount of stuff sent in by you
players cut there, but this manth is & bit unusual because youve only just got access o fhe new 40K
rules, So, to gat the ball rolling wo've oot Somia stuff which we wrote for 40K but couldn't fit info the new
book, and some cunning ideas we've had since which are destingd 1o go into new Codex books in the
future.

First up, from Gav Thorpe, we have the Fleet of Foot rule for the Eldar, This is an extra rule we've
intraduced in the Dark Eldar Codex but it was originally envisaged for the Craftworld Eldar and we'll be
including it in their Codex when that gets done. As with all new malerial in the Chapter Approved
cafumn, this is officially sanctionad and should be fair and balanced. If you think not then wite in with
rants, whines, bribes and other inducements for us to change aur mind,

FLEET OF FOOT

FLEET OF FOOT

Eldar are noted for their grace and agility,
and are able to move mare swiftly than other
races when necessary. In the shooting
phase you may declare that an Eldar unit is
gaing to run instead of shooting. Roll a Dé.
The score is the distance in inches the
madels in the unit may move in that shooting
phase. This move is not affected by difficult
terrain.

The following medels may not run:

Eldar vehicles and jethikes

Any model with & saving throw better than
4+, except Dire Avenger, Howling Banshee
and Fire Dragon Exarchs.

The Avatar

Anti-grav platforms or support weapons
Dark Reapers

OInc. FRins.




~T’3oanam~oﬁbwm5ﬁﬂﬂsimmmt an inferssting Variant o the G _hba‘_sg mﬁcbr_-.,
; .ivaw‘fﬁ,\mtlﬂﬁoﬁ which ha's ealled Dawn Assauit. | thought this was 2 realiy good o
o con _mhami:q:sla of. q,ﬂ]arsnen rios 1o pmﬁuae‘ mm&m&er splenﬁ

=

iiposes, ansduanced eriah of the Clease fmission

! ) rulebock. Cleansa has endsd up being the mission we

y play to ‘iest the r;-ms we're. miapmg for: {;oﬂamﬁqr the new Warhammer
 rufes quthra version is one wa've d over the agt law weeks, Noto that ©

it will als0 prababiy form the basis of the Tournament Scenaric’ we use in fhe first Grand.
%un—aamaﬁ ____tha ngxrmg fe ﬁrﬂm Hnitetmehrmw what :.rmthmkm‘:t S

OVERVI EW

Opposing forces encounter each other just bafore dawn, with the batfiefield still shrouded in darkness,

o e

T

SCENARIO SPECIAL RULES

Cawn Altack uses the Deap Sirike, infitralors, and Random Game Lengih sceraric special «ulas. The Night Fight
scenana special rule is used for the first game turn only (.. the sun comes up at the end of fhe first turn).

SET-UP

Divide the board inta four guarlers. Bolh players il a dice, the player with the highest score may pick which
quarter to deploy in. The other player's depioyment zone is the opposte guarler.

The player that scored lowest deploys ore unit in his guarier of the board. His opponent then dep'oys a unit 'n his
gaployrrent zane. The piayers take it in tums oaploying a unit at a time until the whole of botn their forces is on

the table.

Mo unit can be dealoved within 18* of the
anery &t the start of the game. The players
muzt deploy their unils in the following
order: Heavy Support first, then Troops,
Elites, HQ and fina'ly Fast Altack units. Units
that can infilrale may deploy after all cther
units, amywhere an tne fable, at least 18
fram the encmy. If both players have
irfiltrators, el a dice o sea who sets up
frsi.

Rell for who gets first turn, Highes! score
iy choose whether 10 go firs: or secord.

T

MISSION DBJECTWE GAME LENGTH

Aol forces are seaking to clear the area of all enemy forces, The game lasts for & random number of tuns

gecuing ground as they go. Tne player that cccupies the . ey e na

mast quartars of the board at the end of the game wins. A o e

To cocupy a table quarier there must no enemy unils of ' LI"E DF HETREAT

troops, bikes or cavairy aver half strergth cr mabile vehicles
ir the anea, whilst you mus: nave al least ong unit o1 roops, 1 Troops which are forced to fall back will do so
bikes or cavalry over half sirergth or & mobile vehicls inthe | 1 tpwards the nearest board edge of their
area. | deployment zone, using tha normal fa | back rules,
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Mext one's a biggy. Plavers of oid 40K will remember that there ware a host of special, named
charactors in tha varlaus Godexes — mfamols individuals like Mameus Calgar, Abaddon,
Commissar Yarrick and many others. We've been rewriting these characlers for the new

syslem, to go in the new Codexes. So Marneus Calgar and Tigurius are in the Space Marine
Codex. for example, and the Blood Angels Cadex will include Darite, Mephiston and Brather-Captain
Tycho. Monathelass it's going 1o e a long wait for some races fo get their Codaxes (we're working as
fazt as we can, honest!} 5o in the interim, the ever-industricus Gav has afso put togelher a list of special
characters for new 40K \We've limitad ourselvas to special characters that are currently available asz
models, so if yeu've got a hankaring 10 see Kydl Grimblood, Lufgt Huron and ail the rest, then come up
with your cwn sfats and send them in.

SPECIAL CHARACTERS

You may include special characters in your army if both players have agreed beforehand, in which case
they replace the character or troop type indicated. For example, Dark Angels playcrs may take
Commander Azraecl instead of a Ferce Commander, Chief Librarian Ezckicl instead of a Librarian and
g0 on. Spacial characters follow all of the normal rales for their troopdcharacter type unless mentioned
ctherwise in thair description. Unless otherwise stated, special characters may not have any additional
wargear, but they may be accompaniad by a Command Sguad, Relinue or whatever, and these hava
all thix usual options;

- o

| ~ SPACE MARINES

Pk S £

See Codox Space Marines for rules and details tor Space Marine wargear. Space Maring
characters wha have Terminator Henours dlready have the bonus attack that this provides
included n thair profiles. Mote: we've not done any of the Blood Angels special characters
becavse they'ra allin the new Blood Angals Codex coming out next manth!

’ DARK ANGELS

COMMANDER AZRAEL, SUPREME GRAND MASTER OF THE Al Dak Arile Cocifan
DARK ANGELS, KEEPER OF THE TRUTH: Force Commander Squads may take Terminator

armour with a powerfist and
storm bollar at +27 points
par maedal, Mote that sl of
the Dark Angals special
characters pass morals
checks automatically.

AZRAEL

Wargear: Power waapon, bolterplasma gun combi-weapan, frag & krak grenades, Terminator
Honours, lron Halo, Artificier Armaur, Lien Helm — all medels within 3 count as being in S+ cover
ws, shoating.

Special Rules: Azracl, and any squad he is with, automatically pass all marale checks they ara
raguired 1o make,

EZEKIEL, GRAND MASTER OF LIBRARIANS, KEEPER OF
THE BOOK OF SALVATION, HOLDER OF THE KEYS: Librarian

Ezekiel

Wargear: Force sword. bolt pistol, frag & krak grenades, Terminator Honours, Artificier Armotr.

Special Aules: Paychic powers — Smite & Storm of Destruction. Ezekial, and any squad be s
with, automatically pass all morale chacks they ars required 1o make.

Grand I‘-.-'!asti_ar Ezekial
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BROTHER BETHOR, BEARER OF THE SACRED
STANDARD: Standard Bearer

BROTHER BETHOR

Poinis WS BS S T W | A ld Sy

Brother Bethor 7o 5 5 4 4 2 L 3 10 3+

Wargear: Bolt pistol, frag & krak grenades, Terminator Honours.

Special Rules: Standard Baarer - Dark Angels within & add +D3 ta combat scoras. Bathor and
any squad he is with autornatically pass all morale checks they ars required o make:

ASMODAI, INTERROGATOR-CHAPLAIN: Chaplain

ASMODAI
Points WE BS § T W | A Ld Sw
Asmodai 75 5 5 4 4 2 5 4 10 3+

Wargear: Crozius arcanum, Rosarius, bolt pistol, frag & krak grenades, Terminator Honours.
Speclal Rules: Asmodai and any squad he is with automatically pass all mosals chacks they are

required to make.

SPACE WOLVES _

R o e

WOLF LORD RAGNAR BLACKMANE: Force Commander

BLACKMANE
Points Ws BS S T W |1 A Ld Sv
Ragnar Blackmane 110 6§ 5 4 4 3 B 4 10 3+

Wargear: Chainsword, master-crafted bolt plstol, frag & krak grenades, Terminator Hopgurs,

Special Aules: 4+ nvulnerable save, all Space Wolves unifs within 8* gain «+1 Attack when
moving into assault and get o advance 306" if they break the enemy in same round.

WOLF PRIEST ULRIK THE SLAYER: Chaplain

{ THE SLAYER
Points  |WS BS S T w | A Ld Sv
Ulrik the Slayer 118 G 5 4 4 2 5 3 9 2+

War—éear, Plasma pmistol, crozius arcanum, bolt pistol, Rosarus, frag & kak grenades,
Marthecium, Artificier armour.

BJORN THE FELL-HANDED: Dreadnought

Lhirik the Slayer

Armour:
WS BS S Front Side Rear

5 4 81y 12 12 10

Wargear: Aszault cannon, Dreadnought closa combat waapon, heawy flamer, smoke launchers.
Special Rules: Deduct 1 from atl rodls on damage tables for hits on Biorm, Treat G as no effect,
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NJAL STORMCALLER: Librarian i

Njal Stormcaller 140 5 5 4 4 5 3 10 3+

Wargear: Force weapon, Psychic Hood, balt pistel, frag & krak grenades.
Special Rules: Posychic pewers ~ Smite & Storm of Destruction, Peyber-Raven (42 Attacks at
Strangth 3, normal armour saves).

' ' ORKS
Lm e e SR e e IR e R e —r

NAZDREG UG URDGRUB: warboss

Wargear: Maga-armour, power fist, Kustom Shoota {'eavy shoota with Assault 2), frag & keak
shikkbambz.

GHAZGHKULL MAG URUK THRAKA,
MIGHTY GOFF WARLORD AND LEADER

OF THE WAAAGH!: Warboss
GHAZGHKULL
Points WS BSs S T W I A Ld Sv
Ghazghkull =R 5 2 5 4 4 4 4 10 2+ Mazdreg Lig Urdgrub

Wargear: Mcga-armour, power weapon, Kustam Blasta (Misste Launcher with' Assault 23, frag
& krak stikkbormbe

Special Rules: All Orks and Grofs within §° of Ghazghkutl add +1 WS, Must be accormpanied:
by Makari, al the paints cost given balow. : 4 :

MAKARI, GHAZGHKULL'S BATTLE
STANDARD BEARER: Waaagh Banner Bearer

N =

Points WS BS 5 T W 1 A Ld Sy
Makari 40 3 2 3 3 1 3 1 6 2+
Wargear: Close combat weapan, sluggs, Waaagh banner
Special Rules: Must stay within 2° of Ghazghkull. Imulnerable save.
ZODGROD SNAKEBITE RUNTMASTER: Slaver

DGROL

Points WS BS S5 T W 1 A Ld Sv

Zogrod 16 4 2 3 4 2 3 2 T 4

Wargear: 'eavy armaur, slugga, close combat weapon.
Special Rules: Grots in same unit have +1 WS, +1T and cost +2 points each.
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CHAOS

ABADDON THE DESPOILER,
WARMASTER OF CHAOS: Chaos Lord

Points

Abaddon 112 &

Wargear: Terminalor armour, storm bolter, powsr fist, Daemon sword {used instead of power
fist, no armeur saves, inflicts D8 wounds on wounded model).

Special Aules: Abaddon and any squad ha is with automatically pass all morale checks they
are required to make.

KHARN THE BETRAYER: Chaos Lord
KHARN THE BETRAYER

Ws BS S5 T W 1 A
E § § 4 3 5 5

Ld Sy

10 3+

Yargear: Plasma pistol, clasa combat weapon, bolt pistol, frag & krak grenados.
Special Rules: 4+ Imvulnerable save. Kharn and any squad he is with autematically pass all
marale checks they are required to make.

AHRIMAN: Chaos Sorcerer

Ahriman

Wargear: Boft pistol, Force Staff (see Codex Space Marines), Inferno Belts (bolt pistol has
Blast}), frag & krak grenades.
Special Rules: Peychic power - Flame of Tzeentch (may use this as well as normal shoaoting).

FABIUS BILE: Chaos Lord
FABIUS BILE

Fabius Bile

Wargear: Xyclos Meedler (needle rifle with 24" range and Rapid Fire), bolf pistal, Aed of Terment
{2 Strength except ve. vehicles), frag & krak grenades.

Special Rules: Invulnerable. Fabius and any sguad he is with automatizally pass all meorale
checks thoy are raquired to make, Retinue has +1 Toughness and cost +5 points each.

ELDAR 1

PHOENIX LORDS

Jain Zar, Maugan Ra,
Asurmen, Karandras,
Baharroth and Fuegan are all
Phoenix Lords and =o already
includad in the Eldar army list!

Points
Eldrad 108 5 5 3 4

w1 A Ld Sw
4 5 2 10 3+

ELDRAD ULTHRAN: Farseer

Wargear: Shurnken pistol, Stalf of Ulthamar (counts g5 witch blade, ignores armour)
Special Rules: Psychic power — Aunesight. No Ld fest reguired to use Bunesight. lnvulnerable
save. Add +1 to all Heserve rolls.
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. IMPERIAL GUARD

F= v

COMMISSAR YARRICK: Replaces Colonel, counts as Commissar

Ws BS & T W
Commlssar Yarric 5 4 a 3 a3

Wargear: Starm balter, laspistol, power fist, Bale Eye (inflicts cne Sirangth £ kit in first round af aszault).
Special Rules: 4+ Invulnerable save, all Impeorial Guard units with & rmodel within 8"
autematically pass morale checks (including Yamick's squad).

AL 'RAHEM OF TALLARN: Captain

Al 'Rahem

Wargear: Flasma pistol, power sward.
Speclal Rules: Encmy suffer an additional -1 Ld if they lose an assault against Al 'Hahem.

CHENKOV OF VALHALLA: Captain

Chenkov

Wargear: Bolt pistol, power sword, frag & krak granades,
Speclal Rules: All Imperial Guard units with a madel within 12" may re-roll failed morale chacks
(including Chenkov's sguad).

& e i

Points WS BS 5
Uriah Jacobus 64 a4 4 3

Wargear: Shotgun, chainsword, Rasarius {4+ invulnarable save), frag & krak grenades,
Spacial Rules: Uriah and any squad he is with aulomatically pass all morale checks they are
reguired fo maka,

REDEMPTOR KYRINOV, ARCH-CONFESSOR: Confessor

Points |WS BS S T W I A Ld Sv

Kyrinov 61 4 4 3 3 2 4 2 10 4+

Wargear: Master-crafied bolt pistol, Mace of Valaan (<1 Strength, power weapon), Rosarius (4+
invulnerable save).
Special Rules: Enemy within §" suffer -1 Leadership.

Redemptor Kyinow
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This feature is yours - all yours! It’s your chance
to bave your say on lbe lopics that you are
passionate about — be they gaming, painting,
other gamers, White Dwarf or Games Workshop’s
games. All you bave to do is drop us a line at the

address at the bottom of the page...

Don’t forget your
batilefield!

Ihe general consensus

wf most gaters i that

eking  lervain 5 oo

chore to be avolded This

is of course wrong. When it

comes  down fo B & lavish

battlefield enbanced by fols of scenery makes for a
much better battle. It not only looks good bl i
prrovides valucble cover for your troops and thus
affers a grealer lactical challernge.

The miain cause of lack of tervain syndrome’ s the
strange wepdlh hat #f §s expensive. Well, aff T bave o
say s Gubbinz!’ Most tervain can be made from
materials Iying around the bouse and s nol as
bard to achieve great vesults as you'd think.

A good place [o start {5 the Tlow To Make Wargames
Terradn' book which shows easy step-fry-step ddeas
that are simple fo malke and cost next to wrotbing,
This invaluable guide weas wy slarting poind grd e
not Tooked back since. Another great place o find
advice ix White Dwarf which regularly bas good,
sound modelling articles fcheck ot Adrian Wood's
desert lervain article in WD2I9 and Nick Davis’
tdeas for foriresses and Lizardiman terrain in WI223
and WE225). T am completely booked on building
terveein fo Blay sy ganies over and at next to Ao cost!
1t is as much a part of the bobhy, for me, gs painting
and paming. o, go on - bave a go yowrsell aned you'lf
wish vou'd staried years ago!

Yours faithiielly,
Pated ¥hexag

Our sentiments exactly, Paul! A good lpoking
battleficld is indeed as important as a good
Ipoking army. Why not let us in on the details of
what vou've made, I'm sure we'd all like 1o
know your scerets, A box full of goodies is on its
way to voul

Warbammer Addiction

Wiy is it that:

oty pivlfriend alwaps starls complaining whern |
FETredE fo B Games yoom?

il swecting and tremBbling bands | ran to niy
tocal Giames Worksbop siore fo see if the new releases
are there yet?

Fdvap by my local GW store every day towards the
encd of the monil to see i U latest White Dhoarf is in?
oA start mry working dey by reading all those e-mails
Srom fhe Wirrbgmmmier mailing lise? '

A don't get enough sleepy becavse § always have fo
steeyr wpy and findsh that dmportant paint fob?

T drearn gbout Wirch Elves?

... the first thing I do when T wake up s check on gy
mast recently painted maodel?

A bave a babii of collecting so many miniatures thet
ARy stay anpainted for vears?

oy Borese fooks more and more like a GW store?

.. therve arve over o Bivdred more things thal I could
aeld to this Tise?

Well, all of the above are due to my deep-seated
Werrbanmer addiciion. Pee Irivd therdfry, going to
Wairbamrmer Addicts Anompmous, but it didn’t cure
e fin fact, falling to otber Warbanoner oddicts
made things even warsel. 5o, Tam having fo ledgra fo
five with Warbammer addiction, wholcheartedly
emmtfracing & by plaving as much Warbanumer a5 1
cenn, £ st stap wrlting o because T have to flay o
Borae frmemeelictely or go completely mad. ..

See 1,
Rabin

Don’t worry Robin, vou're sinongst friends,
We've all seen (and in most cases experienced)
the sympilons and can assure you that this
affliction isa't life threatening - iv's Iife-

enhancing!

Well, did any of this month's letters stir you to reply, or have you got a new point 1o raise?
¥ Send your letter to:
‘Mailbox’, White Dwarf, Games Workshop Lid, Willow Road, Lenton, Nottingham, NGT7 2WS.







%? Che Hrmy of Savoie

The Grand-Duchy of Savoie is situated in
the Yaults mountain range, along the Pou
river, one of the tributaries of the
Brienne. It's a small Duchy, a minor fief of
the Marquis of Carcassonne, with a
culture that shows a strong Tilean
influence. Savole is famous for the
unbending devotion of its people and
rulers 1o the Lady of the Lake. Tts capital
town, Turin, is visited all through the year
by pilgrims who scck visions of the Lady
in the famous chapel containing the
shroud of Gilles le Breton, This holy relic
still bears the image of the Bretonnian
hero's body, imprinted by his blood when
he was mortally wounded and before its
mysterious disappearance.

In times of war, the Grand-Duchy can
deploy a force that is quite small, but
made up of inspired and determined
warriors, strong in their unguenchable
faith for the Lady

CORDS AND RNIGPCS

The actual Grand-Due, Janduid de Turin,
is a pious Grail Knight who leads his
companion knights on the battlefield
under the protection of his banner,
bearing the symbol of the bull. He
adopted this blazon after slaying, as part
of his quest, the Minotaur Lord who was
lcading a rampaging Beastman warband
through Carcassonne,

The banner is carried into battle by none
other than Jacomettd, his wife. She is the
only child of the former Duc and was a
Grail Damsel until directed on the quest
as a wue knight, by a vision of the Lady

The Duc's first son has left to roam the
lands of the Old World in his quest for the
Grail. His twin sisters, Giulia and
Margherita, after some vears of studies in
Altdort, have
magicians and use their powers to protect
the army of Savoie from evil magic.

come back as gifted-

The other leading figures of the army are
two heroes. The first is Pierre de la
Miccd, keeper of the Grail Chapel and
first defender of the Holy Shroud, who
rides into battle on his noble white
Pegasus. The sccond is Camil Bensd,
Count of the village of Cavour, who
leads a regiment of his peer Knights,
minor lords of the fief of Savoie.

The last unit of Knights is formed by the
sons of these lords, living as Errants and
wearing the traditional white livery that
represents their humble status.

COMMONERS
The s‘qulres]\c:[f]\:ll-m k]:]ightx and lords
fight in skirmishing units on foot or on
horseback, led by the faithful Pautis,
squire to Janduii himself,

The commoners, used to fighting in
difficult mounrtain terrain, are excellent
bowmen. They wear liveries of the same
colours of their Lord, except that it is
prohibited for commoners to wear gold
heraldry (represented by yellow) so this
is substituted with silver (represented by
white). They are led by the chief ranger
of the Duc: the famous Juanin ‘Avucd’,
whose skills in
archery are said
to be matched
only by
Bertraned le
Brigand. He
guides them in
battle  wearing
his green and
brown  outfit,
and at his side
he has his two
best men, the
powerful Juanin

‘Pet-Pet  Sigala’
and the fat and
merry Garibuia
‘al Balun'.

Allessio carefully studies
the battlefield af the
staff fonrnament,




LES SAVOIARDES
Che Hrmy of Janduia,
Grand-Duc de Savoie

}ﬁNDU]ﬁ.
GCRAND-DUC DE SAVOIE.
Bretonnian General

" §

Janduis GlaheE: f4 R T8 A

e M WSelae g W 1 A M
]
© Brer Warharsc Gl 7 IR TR S (e e 1

Wﬂpuus}‘:ﬂrmuur: Janduti is armed with a fance. double-handed
sword, heavy armour and shicld He rides to battle on o barded
Bretonnian warhorse

 Magic ltems: Jandvia carries the Sword of Swift Sliying, the
Tress of Iioulde and the Jade Amulet

E S

Knightly Virtaes: Jaoduia is a Grail Knight and so has the Gral
Yirtve He afso bas the ¥irtue of Kmghtly Temper.

Total Paints: 220

JACOMETTA,
The Grand-Duc’s wife:
Battle Standard Bearer

M. WS B 5T W A cLd
Jacometta 4 ;[ q 3 ] 4 2 7
Eret Warhorse R T 150 e L 3 B k5

WeaponsArmaur: Jacometty &5 armed with o lioce, double-

handed sword, heavy armour and shicld She cides to battle on
4 harded Bretoontan warhorse.

Magic Ttems: Iaccml:'tﬁ carpies the Banner of Sﬁi:]ding

Save; [+

Knightly Virtucs: Jacometta is 2 Grail Knight and so has the

Grail Virtue She also has the Virtue ol the Impetuous Knight.
Grand Duc’s twin daughters:

Tatal Points: 160
I* level Wizards

o B, TR I T et R !
4 7
3

MARGHERITA and GIULIA,

Wizards 4 1 !
Hret, Warhorse e 3 1 L

fe
T i

Weapons Armour: they are armed with hand weipons and ride
Bretonnian warhorses,

Magic Dtems: Margherita (bloc dress) carries @ Dispel Magic
scrofl, Giulia (viclet dress) carries & Thestroy Magic scroll
Save: 6= - Tonl ['t:llbﬁ: 8410

Baron Janduia de Savoie, mighty Grail Knighi,

PIERRE DE LA MICCA, -
CHAMPION OF THE
SHROUD
Grail Knight Hero

_____ M: WS BE -85 T WoET S

Puerre ARG i o I P L
Bonarios the Pegaeus -8 o3 0 - 0 SR B SRR R

Wepons/Armour: Pierre 15 armed with 2 Japce, douwble-handed
sward, light armour and shicld He rides to battle on Bomaris.

Magic Items: Picrre carries the Sword of Rending and the Potion
of Strength.

Saver 5+

Koightly Virtues Picrre iz 2 Crail Kaight and so bas the Grail
Virtur. He also has the ¥irtue of Valour

Total Points: 197

COUNT DE CAVOUR:
Realm Knight Hero

MiWS“Ba. & T RS

Camil R A4 L B i
Bret. Warhorse Basde N gl K| o

CAMIL BENSO, a

Weapons Armovs: Camdl s armed with 2 lanee,  double-handed
sword and heavy armoor. He rides to barle on 2 barded Bretonnian
warharse

Magic Irems Camil caerics the Charmed Shicld
Saver 24

Knightly Virtnes: Camil is a Knight of the Realm and so has
the Kright's Virtue He also has the Wirtoe of the Joust.

Total Points: 104



. Total Points: 83

M Y g

4)\ | PAUTAS
-p* Mounted Squire Champion

M WsBS § T W I A Ld
Pautas 4 4 4 4 3 1 4 2

Weapons/Armanr: Pautas is armed with hand weapon and spear,

He rides to battle on a2 horse
MMagic llems: Pautas carrizs the Shield of Prolos.

Saye: 5+

Tatal Points: 4

JUANIN ' Avucy’ 4
JUANIN “Pet-Pet Sigala’
¥ GARIBUIA ‘il Balun’

Thes: threc arc cxactly the same as Bertrand e Brigand. Hugo e
Peiit and Gui le Gros. See the Bretosnian Army Book. page 71

‘WARDENS OF THE SHROUD

The ugit consists of 5 Grail Knights, including 2 standard beares
and a musician

Crail Knights 4 5 3 4 i 1 9
Bret. Warhorse B &= e I J

3

M Ws B S T W I A Ld
]
I

Wespons/Armour;  the Grad Kaights are armed  with - hapd
weapons, lances. heavy armour and shiclds and ride barded
Bretonnian warbiorses,

Magjc Items: the unit’s standard 45 0 Banoer of Might

. Bave 24

Kuightly Virtues: Crail Kusghts have the Grail Virrue,

Tonal Points: 273

'KNIGHTS OF SAVOIE

The umir consists of & Kunights of the Realm, meluding 2
standard bearer and a muosician

M W5 BS S___ T W I s
Kn, of the Bealm 4 4 3 E| a [ 3 | 7
Bret Warhorse R F R ey 3 |

Weponsidrmour: the Koights of the Realm are zrmed with
hand wespons, lances, heavy armour and shiclds 20d ride barded
Bretonnian warhorses.

Magic Ttems the onits stndard i5 0 Banner of Soreery.
Saver 2+
Knightly Virtues: Knighis of the Rralm possess the Knight's Virme,

Total Paints: 239

ey

St Frar

ez W

THE WHITE LANCE
The vaut of Koights consists of 5 Kmghts Errant. iacloding a
standard hearer and 2 musician

: M WS BS 5§ T___ W i A Id
Fonights Errant 4 g J 3 1 3 | 7
Bret. Warhosse 8 F Ailse § 1 L 1 5

Weapons/Armour: the Knights Erant are armed with hand
weapons, lances, heavy armouwr and shiclds and ride barded

Bretonnian warhorses,

Magic Ttems: the unit's standard is an Errantry Banner.
Save; 2+

Kanightly Virturs: Knights Frrant have the Kaight's Virtue
Tirtal Poines: 171

PAUTAS E I SO’ FIOT

The unit comsists of 4 Mounted Squires and Pautas, the
Champion {see abave]

e M WS B8 § T W. i ‘A L
Squires 1 Tl o [t | 1 3 1 7

Weapons Armovr:  hand weapon, spear  and  shicld, they ride

horses.
Save: 54

Tatal Paints: S6<Panias

T MAT AD'CULEGN’

The uoit consists of 5 Squires an foot.

= M WS B 5 T W 1 A Ld
Squires o e B | 1 3

Weapans/Armour: hand weapon and longhow,
Save: None
Total Points: 40

‘CUI D'LA BOITA AD TUANIN'

The unit copsists of 20 Bowmen, mcluding a standard bearer and
musician. They are exactly the same a5 the Bowmen of Bergerae,
a5 explained m the Bretonnian Army Book. page 71

bk 3 M Ws BS 5 T W 1 A ld

Bowmen 4 Rl o J [ 3 | 7

Weapans Armonr; hand weapon and longhow.
Bave, None

Total Points: 198

Total army points value: 1,996 points

OBRDER OF MARCH: Bowmen, Squires, Mousted Squires,
Knights Errapt, Beslm Knghts, Gral Kuoights, characters.

e
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Che Hrm

Th(. y li s polours of the
Turmn

h l:hj.;mund for the iur-..c. I m.mt'.-.l in
elements of hiso and popular
tradition from Turin’s region, whose
oame is {which in the past
was the im;mrtanl: Kinpgdom of Savoic),
so it is full of nostalgic reminders of
home,
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Hugo
Grog models. They a
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Che Cournament

T had to choose which aroy o
use in the Stall Tourmament. . .
not an easy decision. To be
cautious, | should have vscd
my old and reliable Skaven
army, that has been so
successiul in the past, but on
the other hand there was my
brand new Bretonnian army,
begping 10 be tested on the
bartleficld. These models have
been finished with the help of
a former 'Eavy Metal painter
(many thanks to Mark Leake)
{who says money can't buy
success? — Paul Savwyer) and |
couldn't resist the tempration
Lo give tham a go!

I towme] out, a bit too late, that
the miles didn't allow me to
spend 7% of my points on
the characters, just the nocmal
0%, Sacre blew! T was forced
to give up my third wizard and
a hero and w borrow the Knights Errant of
Gianni the Mail Order Teoll,

H fHVOUR GRANTED

As g pious knight, [ spent the night before the
tournament. in the Grail Chapel, praving to the
Lady of the Lake to grant me a favour T asked
her o allow me o meer armics based on
infantry, that are easier o defeat with a
Bretonnian army. In my opinion, the strength of
the army, the might lance formation, is at the
same ume its greatest weakness. Even though a
lance of Knights, led by a character with the
right combination of virtues, is  almos
unstoppable, it 15 also very difficult
manoeuvee  properly, nol o speak  of its
extremely limited charge arc. Therelore, [ast
and agile enemies can simply move out of sight
of the model at the [ronn of the formation and
become impossible to charge (T really hate
Wood Elves!).

Next morning, | enjoyed that moment of
tension that reigns before the starc of every
tournament, when  every  plaver  repeats
cndlessly 1o his neighbours which army he
wants o meet and which be doesn't (I just
didn't want to see any EIf dressed in green,.).

And then it began! My first opponent was Alan
Wells, from one of our stores, who, thanks 1o
the Lady, had a Beastman army. Infantry! Exactly
as | had wished (very tough infantry, mind -
best not to underestimate Q).

Jervis Johnson told us that we'd be playing the
first game with g new scenario where the wo

armies are deployed in a very narcow and
long column, simulating an  unexpected
engagement during a march. Interesting: we
would have to spend at least one turn
MAROCUVECing, opening our ranks o be ahle
Lo wse the units that started at the bottom of
the column.

CPE PLAN

My plan was simple: the archers and the
light cavalry would remove enemy
skirmishers, while Pleree de la Micca would
¥ to the back of the enemy units, to hassle
them and slow thern down,

In this way, the core infantry units of my
opponent should be exposed and unable 1o
ouimanoeuvre  my knights, so that the
ensuing charge would shaver them, leaving
nobody o tell the ale.

And it worked! The Beastmen proved 1o be
too slow o move out of the way and my
Knights crushed them utterly {2778-4247).

The only moment | remember is the
challenge berween Pierre de [a Miccd and a
Sharman Lord, that cnded with the death of
my Crrail Knight Hero (actually, he was just -
badly wounded, since he was ready w fight
i next battle?), Stll, the Gor unit he was
fighting was broken by the charge of my
knights anvway and the heroic Pegasus, even
ricderless, continued fighting, It pursued and
destroyed the Nesing Beastmen, killing the
hated Shaman, and impacied in a Minotur
unit, where it killed one of the monsters
(the beast was  already  wounded by
bowfice... but sall'y and, more importanty,
held the unit there long enoupgh for the
Enights 10 charge them and slay them all.
Gireat job, Bonarius!

The second game, on table 2, was against
Dave Cross and his Khorne Chaos Warriors.
The anly unit that really frightened me when
we linished  deploying was the  towering
canversion that stood in the centre of his
army: i huge chariot in which his general
wis riding. He was nothing less than a
Chaos Lord of Khorne and the scythed
chariot was pulled by vwo Juggernaois!

‘The game hegan well, with my Grail Knights
showing their superiority over the dreaded
Chaos Enights (thanks to my General, who
slew seven of them in a single round of




combatl)., The Chaos Warrior
infantry was charged by Grail
Knights in the front and
Mounted Squines in the pear. .,
a slaughuer.

On my left lank things didn'
look so good. [ learnt a hard
lesson: never shoot at such a
chariat  with Sirengmh 3
arrows! With three murns of
shooting 1 only managed to
kill the SWarrior at the
General’s side and cause onc
wound on a Juggernaut (how
frustrating').

And dir got worse! My Realm
Knights broke and pursued a
unit of Ogres, destroving it,
but pursued a bit (oo lan
impacting into the chariot. The Loed of
Khorne, shouting “Blood for the Blood
God!" chopped Camil Bensd inwo thin slices
of canned Human, herause the Realm Hern
dared to challenge him and even wound his
person! Seeing this, the brave Knights
decided to follow the old Skaven adapge: “he
who runs away lives to fight another day...
sgueak!™, They began to Nee, but ended their
days flattened on the pground by the
rampaging steel mass. .. and the Blood God
wias pleased.

Mevertheless, as the chariot was the only
Chaos model left on the feld at the end of
the game, victory was mine again: 20640-861!

Mext the tournament came t a pause, while
the referees judwed the army composition
and painting... and I had reached the final!
On table 1 waited the last and most pure
incarmation of the Dark Powers: Davide
Costa's Daemons.

DHEMON HCCHCR!

It was @ nightmare! The slowest model in the
army had a Movement of & and T was facing
three Dacmon Princes! That kind of army
could gvoid my Enights for the whole game
and then charge them in the last turn!
Therefore I prayed to the Lady to proteet me
[romm the fire of the Flamers, so that 1 was
sure to have the last wrn and T could ilee
from the diving charges of high flving
Daemon Princes and still have a chance 1w
rally Davide changed his plan and 1ried a
huge pincer manocuvie with his amazingly
fast  Tlesh  HMounds and Mounged
Daecmonettes. 1 held che centre, with my
knights trving (o cover cach other, facing all
directions. After a few turns spent
manoceuvreing, his geoeral (an unaligned
Daemon Prince) made ity Dirst and last
mistake. It landed on a hill, so it could scan
all the battlefield, but In this wav it was
visible and Davide had obwviously misjudged

the distance between our two generals.
Secizing the opportunity, Janduid lowered his
lanee and charged, with the Grail Knights at
his heels. The Daemon fought ferociously,
bur was wounded, hroken and destroyed by
my brave knights! The rest of the army now
had o resist the rest of the Dacmons,
without my most powerful unit that was now
oo far away, and without the Leadership of
the General! They did well, with the archers
and  wizards  blasting  away  ar  the
Daemonettes. But the decisive moment was
surely the challenge between Pierre de la
Miccd and the Daemon Prince of Khorne,
that underestimated the threat of the
charging Grail Hero and was cut down by his
magic sword!  (this character has been
designed w0 deal with  such  fying
monsirosities). The game ended with o«
sound 2085-210 and so | was the Champion!
I had wonl 1 couldn't
helieve ...

Beastmern, Chaos
Warriors and
Haemons. The huge

Chaas harde that had
invaded the holy land of
Bretonnia had  been
repelled, thanks to the Lady
of the Lake and to her
champicms, the gallant Grail
KEnights!

M'—‘



b Issue 9 — Out Now L on

With its great selection of short stories, bnlhant artwork, comic strips, illustrated

features and mote, INFERNO! is essential reading if you want to know more about

the worlds of Warhammer and Warhammer 40,000. Ever wondered what it would be :
like to be on board a Marauder Bomber, flying headlong into the devastating . ~ .~
onslaught of an Ork space hulk? Do you really want to know how horrifying it can be

to summon a long dead Necromancer back from the grave? Or how about witnessing

the sheer, brutal carnage wrought by a fu1l charge of the Knights of the White Wolf?

The answers to these, and many more quest:ons lie within the pages of the latest
INFERNO! Do you dare miss it? :

AVAILABLE FROM NEWSAGENTS GW STORES AND ALL GDGD BDDKSHUFS



W AR HAMMER

ADDDD

SHADOWS AT DAWN

A WARHAMMER 40,000 BATTLE REPORT BETWEEN THE DARK

L

ELDAR AND THE 95th CADIAN RIFLES IMPERIAL GUARD REGIMENT
BY GAV THORPE, NICK DAVIS AND TUOMAS PIRINEN

This month’s sees Tuomas unleash the ancient evil of the Dark Eldar upon Nick’s
Imperial Guard force, in the new Dawn Assault mission. Much wailing and
ghashing of teeth was to ensue...

Gav: The army lists provided in the ‘.I'Jarharnrrn—nr 40, [:[:I}
book dll-:n" pl tn nqht ba’rrlns'n. ith tl' i : !

'th mam,
aar !mh arui S0 0N AS

itEa OwWn unigue weapons
and wargear, special
rules  and special

a Also the
will  contain

b army, as well
as a colour guide to
collecting, painting and
gaming with that
particular race. With the
ri-"|{:‘d.:‘“ of Codex Dark

what baetter
apportunity to kill two
birds with one splinter
rifle? As well as showing
you what the Dark Eldar
are capable of, you'll he
able to see the sort of
improvements and
changes that will be
malie to an army when it
gets ‘Codexed'. Anyway,
F'nuugh with the waffle,
on with the slaughter!

For thiz battle Nick and
Tuomas wanted to have
a go at the new Dawn
Assault mission, writtan
by Jervis Johnson and
presented in this
month's Chapter
Approved. Both  Nick
and Tuomas have
played NUIMEeraus
Cleanse missions and
g forward to

on a familiar

e. While the players
pmlﬁﬂd their armies, | sat

up the terrain using Jervis' ‘basic terrain set’ from last
is hopes to talk more about
terrain in both Warhammer and especially Warkammer
40,000 in future White Dwarf article battle reports
{he'd better be nice to me then, hadn't he? — Paul
1, 50 I'll say ne more at the meoment and get back
. Over the next ) au'll see what the

ad to say for themsalves before the battle.
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THE IMPERIAL GUARD

Mick: The Dark Eldar are an extremely fast raiding force,
with brilliant anti-parsonnel and anti-tank weapons and
highly effective close combat troops. Plus they have
their own Codex! In comparison, my Imperial Guard
have a very low offensive capability and will probably ba
beaten in every assault they take part in. However | do
have a couple of advantages over the Dark Eldar and
they are tanks and numbers, | should out-number the
Dark Eldar anmy about four to one and as the mission we
will be playing has a variable game length, the longer it
goes on, the more my numbers will give ma the
advantage. Plus the availability of heavy armour in tho
form of the awesome Laman Russ battle tank will give
me serious firepower to play with.

Everything in new Warhammer 40,000 is roughly haff as
cheap points-wise as it used to be. | can now implement
a lot of the tactics | mentioned in Tactica Imperialis Il
{WD222) without playing really high point games,
Although the peints have changed, the |mperial Guard
still has its famifiar organisation, so | have been able to
translate my army inte new Warhammer 40,000 with no
problems at all. The only real change in the lists is that
Sergeants now carry lasguns {which they can exchange
for a laspistol & sword) and to give them balt pistols or
power weapons you have to upgrade them to Veterans.
The majority of my sergeants now just carry a lasgun,
which is a lot mare in character for the Imperial Guard.

| have already played quite a few games of new
o Warhammer 40,000 with my Imperial Guard and |

have a core of troops which | use from game to game.
My first cheice is a platoon of thity men, all Infantry
squads, led by Lisutenant Pike’s command section. This
gives me a nice, solid base of froops. The second,
almost automatic cheice is my fire suppoart platoon,
Lisutenant Green's command section. This is made up
of an Infantry squad, Fire Support squad and an Anti-
tank squad from my heavy support allocations, These
are tha core of troops which | use from battle to battle. |
rounded off this core with my first HQ choice, which was
Captain Tarrant, and Commissar Byron as my second
HQ. | can now consider some of the mere fancy bits of
kit the Imperial Guard have.

Leman Russ battle tanks are a must for the Imperiai
Guard, You can now choose them with the option of not
having any sponsons (this makes them considerably
cheaperl}. | chose two of these awesome tanks, withaut
sponsons, as | had an inkling of a plan in mind. They
would spend the first turn bombarding the battleline and
then start an advance towards it, suppored by the
infantry, stopping every second turn to unleash their
battlecannons. | have also chosen Ratling Snipars, -
these diminutive fellows would have one objective, to
snipe at Wyches. To finish off my army | decided to ficld
an Armoured Fist platoon — twe infantry squads and a
command section with a Commissar, mounted in
Chimeras, This was the first time | had dong this with
new Warhammer 40,000, so | expected the results to be
pretty interesting. My army selection was complete until
| remembeared reading a stary from a really old Imperial
Guard article {(WD111). An Imperial Guard Command
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squad are dug in, discussing how to remove Eldar
raiders from a spaceport. Thay have tried everything
and over half a company of troops are dead. Then the
Colongl comes up with an idea of launching a fast
calumn through the enemy lines. His second in
command asks what they have got that can do it
without getting shot to warp and back! The Colonel just
grins and says, “Ogryns! Lets see how those
degenerate sophisticales handle a dose of pure
unreasoning violence.” How could | argue with such
inspired tactical advice? | decided to drop an Armourad
Fist squad and replace it with the Ogryns, and assigned
Commissar Byron to lead tham.

THE PLAN

| did not have a plan as such but a set of objectives with
elements of my force in mind. The Leman Russ battle
tanks would be used in a supporting rele, eliminating
any ammoured threats and supporting the advance. The
Armoured Fist platoon would move inld an uncccupied
board section, chewing at & Dark Eldar flank. If they ran
into trouble they would fight a holding action until |
could support them with the Leman Buss tanks or extra
trocps. The Ratlings would snipe at the Wyches, The
Cgryns, led by the Commissar, would close with the
Dark Eldar, try to tempt them into charging and give
them a dose of “unreasaning violenca'. The Infantry
platoon would remain as flexible as possible, lending its
waight of numbers to the advance, and Lieutenant
Gregn's platoon would act as fire supporl. IF | kept
these objectives in mind and managed 1o achieve
some of them, | might stand a flighting chance.

95TH CADIAN RIFLES
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Ogryn aquad 1

Captein Tarrant  Ratling Sniper sguad

LIEUTENANT PIKE'S
PLATOON

Command squad  Infantry sguad 1
(Pike cormmand]) (Pike 1)

Intantry squad 2 Infaniry squad 3
[Fike 2) {Pika 3}

LIEUTEHNANT GREEN'S
PLATOON

Command squad  Infaniny sguad
[Green Command) (Green 1)

Anti-tank sguad  Fire Support sgquad
[(Green 2) (Green 3)

Leman Russ ballle larks. Each
armed with battle canncn and
heawvy boler,

LIEUTEMNANT REDBURN'S
ARMOURED FIST PLATOON

1

Cormmand squad  Infantry squad
[Redburn {Aedburr 1)
Cormimian)

Chimeara

Chimera




MOREHK’S RAIDERS

Dark Eldar 5 Scourges
Warrior squad 2

¥ 3

Dark Eldar
Warrior squad 1

Archon,
5 Incubi and
2 Haemonculus

5 Wyches

5 Warp Beasts Reaver Reaver
and Beast jeltikes 1 jethikes 2
Master

sunmions cirelad in a ring of spiinter weapons and jaggad
blades. Lord Morehk held aloft the severed head of fhe
rival Archon, s dead eyos gazing vacanily at e logden
skt

alfagiance fo me and you will be spared. oppose me and
you will suffer death alsol There s no need for vz o
sgiabile over this paliny prize, the hairy savdages would
lgugh o so0e us spilling adr own Blcad whila ey sit e

ta the pising below, where fhe fires of the Impenal Gugrd

encampmant fickarad acrass the darknass.

With a manic grin, Morelk Rung the haad infe ihe pack of
Wiarp Beasts by his side, the unnatural creafures clawed
and bit gach atfer fo get at the fiash

""Fbgsme' rwssﬂa.’:‘ .é:nh.g'fﬁa'm daath Mmmﬂ' ™

HAVE AT YOU!

Tuomas: It was in very unusual
circumstances that | found myself
in command of the Dark Eldar in
this battle report. First of all 1 did
not choose my own army — my
stalwart brother-in-arms, Gav
Tharpe had that honour (| prayed |
would not get infected by his bad
luck because of this — Gav still holds the record for the
langest string of 15 rolled in a wargame). This was a new
experience for me, as | had never played with an army
that | had not picked myself,

Tuomas Pirinen

This meant that rather than making a plan and choosing
an army o suit it, | weould have to take command of my
troops without really knowing how the army was
designed. In addition, Gav had a few problems of his
own. Despite labouring incredibly hard, the GW
miniature painters had not yet finished off cur Dark Eldar
army (because White Dwarf is produced three months in
advance of publication), so Gav had to make do with
what was at hand. The lack of Raiders was especially
worrying, as this would force the Dark Eldar to dash
forward on foot, under fire from the Imperial Guard.

Arrayed against me was the might of Nick Dawvig’
Imperial Guard, chosen from his own huge miniature
collection. | knew | had my work cut out for ma. Originally
we intended to play the new 'Slave Raid’ scenario from
the Dark Eldar Codex, but after a quick go at it we found




that with the fr n tha scenario wa
kit too easy IMe Was
alsa very short. However there was a...

our intrepid scribe, disappeared into the Games

lopment area and came back with Jervis' new

rice far us to play. studying the

A which is based an the nse scenario

featured in the WD226 battle repont, we prepared for a
new battle.

The victory conditions meant that we would have to grab
uarters with intact units and vehicles. Sc | wou
ipe out or cripple at least thirksen enemy units
1 a masimum of six of my own to secure a
victary, Ex nt! | always enjoy a challenge. With
the lack of Raiders 1o move my warfors around,
[ didn't have the main Dark Eldar advantage on
my side — namely that of speed. | ave to come
up with something other than the usual Dark Eldar tactic
of engaging the enemy on Turn 1.

| had another option as well. | could try to play a waiting
game and hold ba t of range of the Imperial gu
and then surge forward in the later stages of the game.
But somehow this seemed so unlike the Dark Eldar to
me that | simply couldm’t do it

Thrawing caution to the wind, | decided to bite the bullet
arga into close combat On &5 [ &, trying
ughter the Imperial Guard before suffering too

many casualties. It would be an entertaining spectacle,

and even if | lost, | would go down in a blaze of glony!
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Uit 5| BS | 8 Motes Points
Captaio |. Tarrant 3] 3 |4 Boltgen. laspustol, pawer weapom, frag & kndh goenadcs | F2pts
4 Cuardsmen 3 | 7 Laspuns. [ flames, {rag grenades
Commissar Byron 3+ | Laspistal, power weapon Sllpts
Ratling Snipers & | 51 | Needle rifles Spts
Ogryn Power Squad | ¢ BRipper gun Uilipt
PLATOON 1
Lizutenant Pike

4 Guardsmen

Shotgus, laspistol. sword 3apts

Lasguns, [ meltagun
Lasgons, 1 meltagon, | missile Jaoncher E8prs

Infantry Squad 1
Infantry Squad 2 Lesguas, 1 {lamer, | antocanoon Bpts
Infantey Squad 3
PLATOON 2
Licotenant Green

4 Guardsmen
Infantry Squad

Fite Support Squad

Anti-Tank Squad
ARMOUBED FIST PLATOON Entire platoon mouated in Chimeras

h fa e 6 L

Ering

Lasguns, 1 plasma gun. 1 autacannon G3pts

SHADOWS AT DAWN

Lasgun. laspistol. sword A2pt=
Lasguns, | flamer, | autocainnan
Lasguns, 1 plasma yun, 1 heavy bolter Ellpts
Lasguos, 3 heawy baoleers Hps

Lasguns, | Jascznnon, 2 missile Jaunchers

o e e Ln ey
+ o+ =+

Licutenant Redbura Laspistol. pewer weapan

4 Guardsmen
Commissar Hess
Vet Sergeant Thorn
Armovred Fist Squad

1 LA
|

A
+

Lasguns, | [lamer, | meltagun

Lo b

Boltgun, laspistal, sword
Beltpistal, sword

Lasguns, 1 {lamer, [rag grenades

L
= | 2

Armawr

Vehicle Front | Side 5 | Type & Nates
2 Chimeras Multi-loser, heavy halter

2 Leman Russ 3 | Battle capnan, heavy balter

Weapan Type
Laﬁpib‘tu[ : : Pistal

Pistol
Rapid fire
Rapid fire
Rapid fire
Assaulr 2
Assaylt |
Assault 1 +D6 armeur penetration under hall range.
Assault 2
Heavy | Hits on 2+, Wounds oo 41, Target takes pinning fest.
Heavy 3

Heavy 2

Heavy |

Heavy 1

Heavy 1 Blast
Heavy 3
Orednance 1/Blast

Boltpistal
Lasgun
Baltgun
Plazma gun

Shotgun

Flamer

Meltagun

Ripper gun

Spiper rifle

Heavy balter
Autocannon
Lascanncn

Missile Jawocher (krak)
Mussile lisncher (frag)
Multi-laser

Battle Canpon

L =BT =R S T SN S v - S U R N S A - I

Gd P O L BB BN O e Le

TOTAL: L5Mpts
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WARHAMMER ARMY NAME MOREHK'S RAIDERS
Unit T A Mates

Lord Mozehk, ) 3 3 3+ | Splinter pistol. agoniser, trophy rack.
Archon hell mask., combat drugs. shadow field

5 Incubi L B ) e T = [ 2 shredders
Haemonculos 4143 & Stinger, destructor
Hiemoncolos 41413 3+ | scissorhands

WARRIOR SQUAT 1
Syharite 414 8 Agoniser and haywise grepades

" 1d0d34H 31L1vg

0 Warriors 8 |5= |2 splinter cannons and shredder
WARRIOR SQUAD 2
Svyharite Haywie grenides

9 Warriars 3+ |2 splinter cannans

5 Scourges 31 2 dark lances, 2 splinter cannons
Talos

WYCHES SQUAD
W}‘L’,ﬁ Succubus i ] + | Agoniser
8 Wyches ) 6+ |2 shredders
WARP BEASTS PACK
Beastmaster

5 Warp Beasts

5 Reaver Jethikes ) Blaster apd shredder

5 Beaver Jetbikes

Yehicle Type & Notes
Raider Fast, skimmer, open-topped

Weapon Type Notes
Blaster ' : Assanlt | Treats all vehicles with an armour value greater
than 12 a5 [2,

Dark fance 2 Heavy 1 Treats all vehicles with i1|:| armour value greater

than 12 as 12,

Drestructor Template Assaulr | Roll 3 random AP for each targer hir.
No Saves for being in cover.

Disintegrator Before biring declare if you are firing on
36" Heavy | Blast | maximal (one big shot)
.o i Heavy 3 or sustained [several smafler shots)

Shredder 1 Assaukt | Blast
Splanter cannon M 5 | Assault 4
Splinter pistol I Pistol

Splinter rifle s 5 | Rapid Fire

Stinger i | Assault 1 Always wounds oo a 2= Victim explodes.
Coupts a5 Str | when firing at vehicles,

Tilos sting M Assault 6
Terrorfex 12 Assault | Blast |Pass Leadership test to avoid pinning.

=1 if woit upder half stresgth and -] for each
maodel kit by blast.

TOTAL: 149pts
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LET HOSTILITIES
COMMENCE!

Mick won the roll for cheice of deployment zone and
opted to take the most cpen area where his superior
number of guns would come into full effect. Tuomas
had to deploy first, in the opposite quarter, boldly
placing his Talos as far forward as possible and
giving Mick a rather disconcerting grin. The rest of
the deployment can be seen on the map. Before the
first turn, Tuomas also had to roll for the combat
drugs of some of his squads.
COMBAT DRUGS

“As you may have noticed in the Whyoh army list
-eniry presented earlier in this issug, Wyches now

SHADOWS AT DAWN

fighters of the Wych oul
‘Hellicns,

shardnets and impalers, each of which has
unigue benefits to the sguad.



IMPERIAL GUARD TURN 1

Gav: Nick won the roll-off for choice of first turn and
elected to go firstt The Guardsmen of Pike 3 and
Lieutenant Green's Command Section moved forward to
clairn & table quarter, while Redburn platoon advanced
forward in their Chimeras before disembarking to
establish their presence in another quarter of the table.

As dawn had not yet broken, Nick's shooting was
drastically hampered by the night-fighting. Almost every
unit opened fired on the Dark Eldar, but with a flurry of
unlucky rolls from Mick, vitually nene of them could see
atarget in the pre-dawn gloom! The battfecannon of one
Leman Russ roared, hurling a shell towards the nearest
Reaver jetbike squad, but the shot scattered and just
clipped the Talos instead, inflicting a wound on the
horrific torture engine. The heavy weapons of Green 2
fired at the Scourges lurking in the tower, killing two of
them with their frag missiles and a lascannon shot. The
Scourges, obviously feeling exposzed in the elevated
po . failed their b test and fell back. With this
{very) small victory, Mick’s tum was over.

“As dawn had not yet
broken, Nick’s shooting
was drastically hampered
by the night-fighting.”

WARMAMMER"
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DARK ELDAR TURN 1

The Dark Eldar started their attack, moving towards the enemy on both
flanks. A= the Scourges regrouped, Lord Morehk sped forward with his
retinue, leaping from the back of the Raider to aftack the ranks of
Guardsmen arrayed before them. On Tuomas' right the Reavers
moved forward fo engage the squads of Redburn platoon, while
behind them the Talocs and Warp Beast pack headed towards the
gathered might of the Imperial Guard. The Warriors in the Imperial
bunker moved forward to make best use of the available cover, their
deadly splinter cannons aimed at the horde of ungainly humans in front
of them.

The Tales' sting opened fire with a wild spray of deadly shards seything
through the men of Pike 1, cutting down two of their number. This
sporadic fire was followed by a cloud of razer-sharp webs from the
shredders of Lord Morahk's Incubi, feling four more Guardsmen.
Another two warriors of the Imperium fell to the splinter fire fram the
Lord himself and his retinue's lormentor helms. To the Lord's right, the
Reaver jetbikes opened fire on Redburn Command with their splinter
rifles, killing four Guardsmen with the deadly volley. As the air was
filled with flying shards, a beam of energy erupted from the dark lance
on Morehk's Raider, smashing into the nearest Leman Russ. Rolling
four sixes in a row, Tuomas first hit the Leman Russ, penetrated its
armour and then caused it to blow up with the largest possible
explosion! The detonation wreaked havoc in the densely packed
Imperial Guard squads as red-hot

- Dark Eldar can run D26" in the shoofing
phase instead of firing their weapons.
With close combat units such as the

Wyches and Warp Beasts, this makes
them even more deadly as they can

close with the enemy more quickly than

the foot froops of other races.
REAVER
TURBO-BOOSTERS

 Ancther additional rufe in Codex Dark

Eldar iz the Reavers jetbikes' turbo-
boosters. These enable the squad 1o

‘move across the: battlefield up o 24"

throw invuinerable. However, the squad

can't shoot or assault in the same turn,

to attack next turn of o extricate the

Beavers from & dangerous position.

debris  showered through their
ranks.

On Tuomas' left flank, the cther
Reaver squad unlcashed their
weapons against the Ratlings in the
jungle, killing three of the little
fellows. The newly regrouped
Scourges cpened fire at Green 1,
while the Warrior squad in the
building wiped out the remnants of
Green 1 with their splinter cannans.

Finally, with either no weapons to
fire or no targets in range, the
Whyches and Warp Beasts used the
new ‘Fleat of Foot' rule to run
towards their enemies.

In the assault phase Redburn
Command faced the charge of the
Reaver jetbikes squad. The skilful
Dark Eldar weaved their machines
through the Imperial Guard
Command Seclion, slicing and
slashing with the vicious blades on
their jethikes, killing two of the
Command Section and leaving
Lieutenant Redburn standing alone.
Redburm then stubbornly refused to
fall back and thc Reavers swept
arcund him. This was unfortunate
for Mick, as it meant in his next turn
he wouldn't be able to shoot at the
Reavers because they were in close
combat.

Aftar the fmperial Guard's futile voliey of shots, the
Dark Eldar begin to smash the Imperial battieling,
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IMPERIAL GUARD TURN 2

Bloodied but unbowed, the Imperial Guard fought back
against the Dark Eldar attack. Without night to limit their
firing now, the Guardsmen could take full adva

thair numbers e ick'

led by a squs :

attack coming around the tower towards the Ratlings,
while on the left, the squads moved to counter the attack
made by the Talos and Warp Beasts.

The massive blast of the surviving Leman Russ tank's
battlecannon smashed the dark lance from Lord
Mare Raider and engulfed a Warrigr from the
nearby squad. The melta- in Pike Carmmand inflicted
another wound on the Talos, while fire from ocne of the
Chimeras lorg apart a Warp Beast. The Cgryns levelled
their ripper guns at the armo Incubi of the Dark
Eldar Lord's retinug, smashing one of the Dark Eldar to
a pulp. The combined fire aimed at the Dark Eldar
guard continue h heavy bolter fire,
frag missiles and autocannan shells converging on the
deadly warriors, Killing two more of their number,

Three Reaver jetbikes of the first squadron were
brought down in flames by the fire of Pike 3 and Green
Command, causing the Dark Eldar to a their attack
and fall back from the massed Im :
ascannon of Green 2 tore into the Talos, g
Ir plates and sending it tumbling to the ground,
thed in noxious vapours.
The Imperial Guard had deall a harmmering to
their attackers, and it remained o seen if the Dark
Eldar still had sufficient forces to deal with the upstart

humans.

WARGEAR

[
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Tha lightning fast Warp Beasts
and Raaver jelbikes crush the
Imparial Guard squads near the
burning Leman Auss.

i

DARK ELDAR TURN 2

The Archon, Wyches and Warp Beasts continued their relentless
advance towards the Imperial Guard lines. Tuomas knew full well
that he couldn't match the number of guns of Nick’s army, but if he
could get into close combat, the butchery would truly begin! The
Scourges retook their dominating firing position within the bunker's
tower, while on the right the Warriors moved forward to place
themselves firmly in that table guarter. With its armament
destroyed, the Raider couldn't inflict any damage on the Imperial
Guard but it could still claim a table quarter, so Tuomas pulled the
skimmer back from the Imperial lines into a safer position.

The Dark Eldar Warricrs and Scourges fired a hail of splinters into
the approaching Ogryns, killing one and wounding another, Green
3 was wiped out by the Retinue's fire, while the Reaver jetbikes on
tha other side of the table killed two members of Pike Command,
including Pike himself! Seeing their leader cut down, the survivors
started heading for the horizon!

The Warp Beasts launched themselves at Captain Tarrant and his
squad, wiping them out in a frenzied snapping of jaws and flailing
claws. Their foes ripped to shreds, the immaterial predators made
a sweeping advance into the hapless fighters of Pike 1.

The Ogryns were set upon by Lord Morehk and the Incubi. The
Archon himself failed to wound the thick-skinned abhumans,
despite his agoniser, while the Incubi and Haemonculi managed to
bring down one of the brutes with their combined efforts. The
defeated Ogryns failed their morale check but managed to
cutdistance the pursuing Dark Eldar.

“The Warp Beasts launched
themselves at Captain Tarrant
Q) and his squad, wiping them

<,
-y : out in a frenzied snapping of
jaws and flailing claws.”

-
-
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IMPERIAL GUARD TURN 3

Having safely cutrun the Retinue, the remaining Ogryns
nearly fled from the table, only to regroup at its edge at
the start of Mick's turn. They were now ready to launch
themssaives into the fray once more. Redburn 1 roared
farward in thair Chimera before rapidly disembarking in
front of Tuomas’ Warrior squad. The Guardsman’s
flamer gouted a jet of white-hot death over the enemy
unit, incinerating seven of them! Anather two fell to the
squad's lasguns, but the armour of one warrior saved
him from a multilaser hit from tha Chimera.

With a flash of fire the Leman Russ tank’s battlecannan
hurded a shell at the Warriors densely packed arcund the
bunker. With a mighty detonation, the shell exploded,
hurling the bodies of eleven of the Warriors high into the
air! Total carnage! Above the blast, one of the Scourges
fell to a nnon shot from Green 3, while Pike 1 and
the Ogryns finished off the Wamp Beasts with their salvo
of fire.

Az the Dark Eldar's sweeping advance took them further
into the Imperial Guard army, Green 2 managed to down
the last of the Incubi with their fire, before the eighteen
lasgun shots and two plasma gun blasts from Pike 3
nmed home into the Archon. Even behind the
swirling protective aura of his shadow field, the Archon
couldn’t stand up to such a velley and his blooadied body
fell to the ground, a hate-filled death rattle on its lips.

“The Guardsman’s flamer
gouted a jet of white-hot
death over the enemy unit,
incinerating seven of them!”

In the assault, the Dark Eldar and Guardsmen fought
ineffectually with each other and tho combat resulted in
a draw. Mick and Tuomas rolled off to see whao won the
tie-breaker {(also called, for no good reason that we can
now remember, the ‘moral high ground’). Mick scored
highest and Tuomas promptly failed his morale check so
the remnants of the retinue fell back. Buoyed up by
bloodthirsty exuberance, the Guardsmen of Pike 3 piled
forward into the Wyches. The second squad of Pike's
platoon didn't fare so well, losing to the Reavers and
running off, while the Reavers consolidated their
position. The eager fighters of Redburn 1 rushed
through the smaoke and flames left by their attack on the
Warriors squad, quickly following up as the surviving
Dark Eldar broke and fell back. All across the battlefield
the Dark Eldar were being smashed and hurled back,
and the bleak look on Tuomas' face said it all.
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DARK ELDAR TURN 3

Tuormas was determined not to go down to the Imperial
Guard without giving thern the best fight he could. A dark
lance shot spat down from the Scourge squad,
smashing through the armour of the Leman Russ and
destroying the armoured vehicle, though not with such
spectacular results as the first tank kill. Having just seen
the ald ‘stand and rapid fire at the advancing enemy’
trick used to good effect against their Archen, the Wyeh
squad stood ready with their splinter pistols and fired a
shower of deadly needles inte Pike 3, killing six of them!

As he foll back, the surviving Haemoenculi levelled his
stinger at Pike 3. The poisoncd dart kit home, injecting
deadly hyper-reactive toxing intc a Guardsman's
bloodstream. With a strangled cry. the man's body went
int & hiclogical meltdown as his system was overloadod
with elixirs and chemicals. A look of horror passed
quickly across his face before his body exploded,
showering those nearby with shards of bore and
soaking them in bleod. However, none of his comrades
were wounded by his grisly demise. All but ore of the
rest of the sqguad were destroyed by the barbs and
monofilameant webs of the shredders. The sunsivor,
deciding that discretion was the better part of valaur,
quickly turned on his heel and ran away! Sweeping
advances, ain't they a killer!

FEE

Even as the Dark Eldar sirike
deen info the impeial lines,
Ihe massed firapower of the
Guardsmen begins fo prevail,

ASSAULTING INTO A
SWEEPING ADVANCE
When a unit makes a sweeping advance in its own
tum;, it can be fired at and assaulted in the enemy's
next turn. If the unit moves into contact with an enemy
unit, then it will count as agsaulting in the next assault
phase (assuming it's still theref). Other enemy units

sweeping advance into it can also counter-assaulf in
its own assaull phase by moving any unengaged
models i the unit up fo 6" o get inte contast, just ke
a normal assault, Any modsls which do this also count
as assaulting f{getting +1 Attacks each). However,

same turm yvou assault, and you will count as moving
for rapid fire weapens - after all you can’t be standing
still and running towards the enemy at the same time,
G you?

The Reavers swept in to attack the Ogryns, finishing off
che of the lumbering boneheads before two of the
jetbikes were brought down and they broke and fell
back. The Dark Eldar had inflicted some more damage
an Nicks army, but it was increasingly looking [like
blowing inta & hurricane...
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IMPERIAL GUARD
TURN 4

back in the face of enemy fire, right off the
table edge. Redburn 1 pressed home their
attack on the Warriors, eradicating them
totally with another gout of flaming death. The
Chimera of Redbum Command directed its
weapans at the Scourges fluttering arcund
the tower, bringing one of them down with a
ng, inhurman cry. The cther Chimera
d the Dark Eldar Raider, stunning tha
. while the surviving Feavers warg
gunned down by combined fire from all the
Imperial Guard on their side of the table! A
frag missile from Pike 1 blew apart two of the
y 15, while Green Command and the
gryns finished them off.

As the smoke from the burning Leman Russ
tanks drifted across the battlefield and the
cries aof the ded echogd from the hills
and bunker walls, tha Imperial Guard realised
they were safe, The pirates had been utterly

destroyed, though at great cost. Cheers of
victory resounded across the battlefield,
drowning out the hushed sighs of relief.
_THE RESULT
0 Board Sections
AMPERIAL GUARD:
3 Board Sections
2 114;

ground to the wood where the Ratlings ware in a single turn, again using
the tarrain to cover themselves against the imperial Guard, They could
tharn have attacked Nick's right flank, so that the two foroes were working
through Nick's army towards each other. This is a classic envelopment
tactic which the Dark Efdar can employ fo good effect. In Tuomas'
defance, only having access to the single Raider was a real hindrance
for him — the Dark Eldar excel at swift attacks from the Heavers and

outcome.
- As for Mick, well it shows that he's had a lot of praclice with his army. He

ra, 1 think Mick should have opted to take the
gecond tum, as the Dark Eldar have fo atfack and would have been
much closer during that first. all-important shooting phase.
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-"‘f-,h Eldar and | finally gunned down that

AN AN

REAP THIS... DAKKA
DAKKA!!

gitrhited to Lieutengnt Green —
asm Cadian Aifles 15t Company, Flafeon 2

Nick: Phaw. .. that was a little too close — the Dark Eldar
had me on the ropes. If | had not gambled it all on my
third turn of shooting | would have been swept off the
bartlefield. Yet again | stuck to my guns (literally) and
kept faith in my Guardsmen and again they did not let
me down. When | look back over the battles | play, | like
to break them down into their tums and hawva a think on
how | reacted to the enemy's anslaught. This allows me
to analyse any weaknesses and gauge what | could do
to strengthen my army against that particular force.

After my first turn of disastrous shooting (the rising sun
must have been in the Guardsmens' eyes) | really
thaught | was in trouble, especially when the Dark Eldar
returnad fire, destroving ane of my Leman Russ tanks
(Tuomas rolled a stunning run of four Bs in a row!) with
the resulting explosion taking out over 20 guardsmen!
This left one enarmous hole in my battleline and put paid
to any thoughts | had of advancing towards the Dark
Eidar. One thing | regretted doing in this tum was
jumping my Armoured Fist squads out of their Chimeras
- this cost me Lieutenant Redburn's Command section
to those damned Dark Eldar Jethikes and if the heroic
Ligutenant Redburn had not held 1 would probably have
lost my second squad as well. This was due to my inner
parancia about transports from the old Warhammer
40,000 system, | forgot that transported troops can now
take an armour save against being killed if their Chimera
blows up!

Tha secand turn came along, leaving me a huge gap in
the Imperial battleline, 2o all | eould do was regroup,
continue my battleplan (it is impertant to keep your
objectives in mind) and hope my round of shooting
worked. | did manage to chip away at the Dark Eldar
farce (| was overjoyed to see the Talos destroyed) but |
knew | would have to face an assault, with casualties |
had not expected to suffer until the third turn! | sent the
Ogryns out to the front of my battleline hoping to tempt
the Dark Eldar into charging them and ignaoring the
weaker Guardsman sguads behind. When Tuomas's
turn came | sat and watched as the Dark Eldar
started to steamroller my force. His jetbikes tore
through poor Pike's Command Section and
again it was only luck that prevented the jetbikes
from breaking Pike's Platoon Squad 2 as well,
The assault on my right flank gathered
momentum too — even my stalwart Ogryns fell
back (probably dragging their Commissar with
them!) and my centre all but disappeared whan
the Warp Beasts hit, killing Captain Tarrant. My
army was in pieces and | knew | would have to
gamble everything on a really good round of
shooting. One good point though = Redbum's
Squad 1 had managed to move into a position to
attack the Dark Eldar far right flank.

My third turn came along and | positioned my
forces and prayed for a good shooting phase.
Fortunately, everything clicked into place: the
Ordinance cleared out the bunker complex, the
rapid firing depleted the ranks of the Dark

shadow-fielded Archon! Even my Ogryns

rallied and managed to beat a squadron of jetbikes in
combat. | was so flushed with my sudden surge of
success that when | beat the Archon's bodyguard in
combat | swept into the Wyches, foolishly thinking |
could take them on with Guardsmen! This mistake cost
me an entire squad when the Dark Eldar repeated my
rapid fire tactic on me! Finally Redburn’s surviving squad
managed to assault the Dark Eldar on the far left,
winning the combat and that table quarter for me.

Up until the third turn | really theught | had lost the battle,
a bit of bad luck and a couple of bad decisicns nearly
cost me the entire game. | was very lucky that the Dark
Eldar force only had one Raider available to them. If thay
had had ancther one or two, | would not have stood a
chance!

DARK SLAUGHTER

Tuomas: Phew! What a slaughter! At the end of the
game there were very few survivors indeed. Despite
their defeat, | have to say my Dark Eldar left a lasting
impression an the lmperial Guard. They had taken down
more than twe Guardsmen for each one of them who
had died.

So what could | have done better? | could have stayed
i my own table quarter, using the Fleet of Foot rule to
keep out of the fire of the Guardsmen, and then surged
farward in the last tum. As | had the speed, | could have
sent a unit into each table guarter and cleared my awn
table-guarter with withering firepower. But that would
have been far too cowardly. | think this battle was far
more entertaining and tense. The Dark Eldar saying,
“There is never encugh bloodshed,” held very true in this
battle!

Perhaps | could have brought my Warriors forward
earlier, as this would have given me additional troops to
attack with. But my left flank was full of troops already,
and Mick's right flank had far too many tanks for my
liking. Without weapons to tackle the tanks there was no
point in advancing — it would only have taken my
warriors to an early grave.

My congratulations to Mick. He played the Imperial
Guard very well indeed, and he did what | would have
done in his place: put his faith in superior firepawer!

e T a7 | Crunchi Tuomas takes out his

revenge on Mick's knuckles!
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 Did you know that Mail Order can get hold of any of the old
Games Workshop metal Miniatures?

e Did you know, if you order miniatures we don’t currently
have, we’ll cast some up just for you?

e Did you know that post and packing in the U.K. is set,
£4.00 for first class, £3.00 for second class, no matter

how many miniatures you order?
b ”

o\, % ‘.4 ANYTHING AT ALL - GIVE US A CALL
Jee

= 0115 91 40000 T

Mail order is open from 7am
to Midnight seven days a USING MAIL ORDER IS AS

week, including bank EASY AS FALLING OFF A LOG!

huliﬂavs. Using Mail Order is as easy as falling off a proverbial log! If you
have access to a credit'debit card (either Access, Mastarcard,

Altgr“ative'y you could fax Visa or Swilch) then you can place your order by phane.., Just
ring the huge number above. If not then don't despair, simply

your order to us on: write your ardar out on the back page and send it with a chequs
0115 916 8002 or postal order {available from your local post office) to the

i the left...
Or post it to: Games address on the le
Wurkshup Mail Order, Willow Sea, as casy as falling off a log. Still stumpad? Wall then, pick
Road, Lenton, Nottingham, up the phone and call Mail Order, we're never too busy 10 help!
! L]
NG7 2WS.

* Deutsch/Holland Mail Order

DIESE LEITUNG IST MONTAG BIS FREITAG GEOPEND VAN MAANDAG TOT VRIJDAG
VON 12 BIS 20 UHR OFFEN {Mez) VAN 12:00 TOT 20.00 UUR Nederlandse tijd

0044 115 916 8256 0044 115 916 8255

ORDER 7 0115-91-40000 MAIL ORDER = 0115-91-40000



Phone 0115-91-40000 to add any of these models to your collectic

WARHAMMER"

AANAN

arhammer 40,000 is a tabletop
battle game for two or more
players. In a galaxy riven by
endless war, take command
of the elite Space Marines
or the alien Dark Eldar in
a bitter struggle for
victory!
Available now Warhammer 40,000 WITH SLIp COVER

starter boxed game arid the 288
page Warham raer 40,000 5 oy £2 5. 00!

rulebook.

g ] 5 i This box contains
s SR g TS everything you need to start playing. The
.ﬁﬁ" R— comprehensive 288 page rulebook includes game rules,

ombat missions and army lists for the forces of the 41st Millannium. You'll also

find over thirty Citadel miniatures to begin fighting your battles with, plus tabletop terrain
including Jungle trees, ruined buildings and barricades.

£3
EACH
I,
g T er 5
Wi
" AR ’
L3 i, £ SR

DARK ELDAR SYBARITE EraRK ELDAR WITH SPLINTER CANNDN D:&HK ELL‘IAF;i .H.ﬂEMONGULUS
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DARK ELDAR Sird

!1'\'\'\
CODEX DARK ELDAR £8.00 3 R o |

The background, rules and army list

for the Dark Eldar. W” a\qq \‘ q n ﬂ -E ? ngﬁn

£8.00 MCSE?"}E'”‘M‘“’\@)‘ t"g | _”‘“"T"

BunxjﬂPK ELDAP e

4
o
&

DARK ELDAR BATTLE FORCE £40.00 g
20 plastic Dark Eldar Warriors, 1 Dark Eldar Raider, 5 i
Reaver jetbikes and Warhammer 40,000 tree sprues

{enough components to make 4 Jungle treesg).

DARK ELDAR WYCHES
5 metal Dark Eldar Wyches

DARK ELDAR WARRIORS
BATTLE SQUAD BOXED SET £10.00
18 plastic Dark Efcfar Warriors including four armed
with splinter cannons and one Dark Efdar Sybarite.

First in a new range of exciting Warhammer 40,000

3 e .-,!_i}ﬂnRK_ FI‘B"ER _W ‘leQR-S-". : Battle Squad boxed sets,
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WARMAMMER®

CODEX SPACE MARINES £8.00 e m"“*‘%ﬁ‘k £3 00

BOOK

The background, rules and army list for ' : SPQQE Mﬁalﬂss

the imperial Space Marines.

£40

BOXED
SET

WARHMAMMER

10000
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[ SPACE MARINE
% BATTLE FORCE
£40.00

Space Marine Tactical squad

RN S S & | (includes enough
i by N 1 HapF, £ components to make 9
W i | Space Marines and 1
Sergeant), § Space Marine

S . moss— E Terminators, Space Marine
SPACE MARIN Land Speeder, 3 Space

BATTLE FORCE Marine bikes and a

Warhammoer 40,000 Gothic
Ruins sprue

SPACE MARINE
TACTICAL
SQUAD £10.00 {.,
NEW PRASTIC
MODELS

& Space Marines Tactical
squad (includes 1
special accessory sprue,
10 Space Marine arm &
bolter sprues, 1.Space
Marine main body sprue
and 2 Space Marine

QUAD |

e VETERAN SERGEANT
pack spruesy WITHPOWERAXE | &
& # " a - 1

"SPACE HARINE TACTICALS
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WARHAMMER"
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SPACE MARINE
DEVASTATORS
£15.00

1 Space Marine
Devastator squad
{enough parts to
make one 5 man
Devastator squad
including 1 Sergeant,
1 lascannon,

1 heavy bolter,

1 plasma ¢cannan and
1 missile launcher)

e WARTAMMER 2o

£15.00 M 40,000

N W%HH?;HME’I BCE?ED
i

; : * SPACE MARINE

SPACE WARINE SCOUT SPACE MARINE SCOUT SPACE MARINE SCOUT ~ © ;
. " WITH SHOTGUN WITH BOLTER WITH BOLTER . COMBAT SQUAD £5.00
s i - gt 6 . : NEW PLASTIC MODELS
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WARMAMMED®

ATATD

95th CADIAN RIFLES
ARMY DEAL

Nick Davis’ Imperial Guard army, the 95th Cadian Rifles, as
seen in this month’s White Dwarf battle report, was so huge we
couldn’t fit it all into the Mail Order pages. So here’s just a
small part of Nick's army that we've made into a army deal. If
you want to order the whole army give Mail Order a call on
0115 91 40000.

1 Imperial Guard
Commissar

1 Cadian Shock Troop
Lieutenant + 4 Cadian
Shock Troops

8 Cadian Shock Troops +
1 heavy bolter team

' 8 Cadian Shock Troops +
1 missile launcher team

1 Cadian Shock Troop
Lieutenant + 4 Cadian
Shock Troops

8 Cadian Shock Troops +
1 autocannon team
HEAVY SUPPORT

2 Leman Russ Imperial \
battle tanks PR _ e L
Leman Russ battle tank

|.\;.a_||

o G
Two Leman Russ battle tanks supporting Cadian infantry squads.

If you want your Imperial Guard army to come from a different regiment, like
Catachan Jungle Fighters or Valhallan Ice Warriors, just give Mail Order a ring.
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WARHMAMME

AN DN

IMOREHK’S RAIDERS

ARMY DEAL

In this month’s White Dwarf battle report the Dark Eldar
(Morehk’s Raiders) clash against the Imperial Guard 95th
Cadian Rifles. We could not possibly fit the whole army deal
in the Mail Order pages, so here’s a smaller army deal
including some special advance orders that are only
available with this deal. If you want to order the whole army
give Mail Order a call on 0115 91 40000,

1 Dark Eldar Lord

10 Dark Eidar Warriors
and 1 Haemonculus

10 Dark Eldar Wyches

6 Warp Beasts and
1 Beast Master

19 Dark Eldar Warriors
and 1 Sybarite

10 Dark Eldar Warriors,
1 Sybarite and 1 Raider
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BUNDLE DEAL

REGIMENTS OF RENOWN

This month you can choose an even wider variety of minfatures with the
amazing Dogs of War Reglments of Renown bundle deal. All you have to
do is pick which boxed sets and individual figures you want from thesa
two pages (and you can include the Army book if you haven't already got
it!), then see which bundle deal they fit inte and how much you could get
for free.

Spend £25.00 on any Dogs of War models here, then
pick £5.00 worth of Dogs of War models for FREE.

Spend £50.00 on any Dogs of War models here, then
pick £10.00 worth of Dogs of War models for FREE.

Spend £100.00 on any Dogs of War models here, then
pick £20.00 worth of Dogs of War models for FREE.

So the more you spend on the Dogs of War Regiments of Renown
bundle deal, the more you get for free!

SAMEEE
WORESHRP

Individual miniatures
Slayer Pirates £1.75 sach or £5.00 for 3

Marksmen of
Miragliano L1.75 each or £5.00 for 3

Pikemen of the
Leopard Company £1.75 each or £5.00 for 3

Plkemen of the
Alcatani Fellowship  £7.75 each or £5.00 for 3

Birdmen of Catrazza £4.00 each

Golgfag's Ogres (troopers) £7.00 each

Galloper gun, warhorse
and three crewmen £10.00

Bearmen of Urslo £9.75 each or £5.00 for 3
Besiegers £1.75 sach or £5.00 for 3
Desert Dogs £4.00 aach

Pikemen of the
Republican Guard £1.75 aach or £5.00 for 3

alan PEry

If vou want to got hald of any individual
companents or simply want o ehoose which
specific madeals to buy, check ouf this
month'’s Mail Order ‘Troll’ magazine.

Designed 0

BORGIQ THE BESIEGER
Dezgned by Michael Pory

AIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-4000
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= # WARHAMMER |
REGIMENTS

This month sees the second Empire Warhammer Regiment boxed set released. This is
just one in our amazing range of Warhammer Regiments. Inside each boxed set is a
complete Warhammer Regiment, made up from multi-part plastic kits, and includes
special metal parts needed to model a leader, standard bearer and musician.

_ £1o 3 ===
*g WARHAMMER ), *=* WARHAVIMER ) "1 2 WARHAMMER |, %

. : ‘f,'
s 5 s = n"*, e ‘l
&5 B‘:l | A T . _I.‘-'}_ ‘

e :
(7
4,-.'

i ) I.= ot
i 4, i
FEACIS WARRIOND | o 8, 'r.l:.‘; Cm- CEIRE n'vmss ﬁ[ R : CHMJ"‘ R
h!H IMlE o RH ik r'\ll - Pl "._-,..:‘3}‘1: hLLIN-:IJ\l

> 210-
L) wa.*zm&m s WARHAMMER ¢,

T

b % Tp'“ \ : A2
uu— PLE W*b!b!l{?h’ 3 “‘"HT HANBGU HLI?S % Ty 3] u: |u' ERF
RECIMEMNT = e RECIMENT. : _RECIMENT

pire army dE:ﬂ o hi.‘lp you ulIlELt }'uu.r oW1l meirf: arm}. Bu}f thtt 11'111}' fur £6ﬂ'1 -
and get a Helblaster volley gun free!
Empire General on warhorse
One Empire Handgunners regiment boxed set

o Soldier ﬂt the hmpn'c rcglment boxed sets Y3115 ARMY

f&-*} One u AL FOR

Emmré' clb!astf-r vnlle}* guﬂ N CRE
i HELBLASTER

VOLLEY GUN

MAIL ORDER ﬁ 0115-91-40000 MAIL ORDER T 0115-91-400
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ADVANCE ORDERS...

: How can you not ooly get all the newest : By taking advantage of Mail Order’'s monthly
Games Workshop boxed seis, models and books Advance Order deals! Don’t forgee that if yvou
when they come out, but also ensure vou get them nlace an Advance Order with us we only charge

before anyone else? 52,00 PEYP - that's half price!

| J MORE DARK [}
Mo GEi el ELDAR NEXT

BFGQD AMGFFJS : MONTH

URIEN RAKARTH,
DARK ELDAR
REAVER JETBIKE
SQUAD AND
LOADS MORE!

TriE CiJADEL ¥ g
: P ,;r
ﬁﬂiﬁ%ﬁwmmmn s 1

By o
LisA
AlS

HEW SUESCFHFTIDNS IJE.AL Germany

‘Games Workshop's professional fanzine France

featurmg gaming u:laas for gnmers hy gamem Hpgh]
W Europe
ROW J.3h

e,

“% s

SUBSCRIPTIONS

Games Wnrkshup & a¢ﬂon comic featuring
stories about all your favourite Warhammer armies.

wribe to Warhamrmger Menthly now and nat only m get 12 issues fo
) (Subscriptions will

or mure, 3 he available through ;
3.0} hlisters., other Mail Orders) DWAR FL Bind

AIL ORDER T 0115-91-40000 MAIL ORDER T 0115-91-4000¢
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This month’s issue of Troll, Mail Order’s own
magazine, is full to the brim with deals and
crazy ideas, including...

* NEW 40K Dark Eldar and Space Marines!

e More Dogs of War regiments!

* Tomb Kings of Khemri army deal and conversions!
* Plus components pages for the latest refeases!

AND HERE’S THE REST:
WARHAMMER 40.000

TERRAIM
WATHAMMER 40,000 GOTHIC FJING
WARHAMYER 40,000 TAEES

E5 00 per bag)
£39,000 (zer bag)

WARHAMMER 40,000 BOXED GAME £R0.00 athmamibe s S e
WARHAMMER, 20,000 HULEEDOW (M 507 CASE,  £2500 ::_:ﬁ:' ;?A'T::f{:;:wj&'rn ;‘:&
NE'-'I'I CODFY DARK ELDAR £a.00 - e
_ MEW| DARK FLDAR BATTI S FORCE £A0.00 WARHAMMER
THEW! DAFX CLDAA SYBARITE Y WAAHAKME i BOXED CAME ) PRGN
WEW! DANK CLOAR HASMONCU: LS w0 WARHARMMER MAEIC £35.00
HEW! DARK ELDAR WYCHES £200 _ WARHAVMER SIEGE B LS00
HEW! DAHK ELCAR WARRICRS £10.00 WARHAMIMER ARMIES RBOCHS — EI5D0
MEW! DARK ELDAR WITH SFLINTZR CANNDY £23.00 WARHAMMER A0STER PARS £2.50
MEW! SPACE MARINE DEVASTATORE T p1s0o CWARRAMMER LNIT CARDS EZED
_ MEW! APACE MARINE LAMUSPEEDER E15.00 REGIMENTS OF RENOWN
_NEW! SPACE MARINE GOMBAT S0UAD Bt DOGE OF WAR BOOK —
WEW? SPACT MARYE VETERAN SERGEAHT WITH POWER AXE 24,00 N BETCEY S PR PRI SRS e
HEW! SFUCE MAHINE SCOUTS £175 HEW! AL WK IARS DESENT DOGE 2000
WARHAMMER 40,000 TEMPLATES £2.00 HEW! BORGIC THE BESIZGER €500
YikFAMIMER $0000 GOTHC RUING £6.06 iper bag) GOILGEAG'S OGRES BOXES 56
WARHAMMER 40,000 TAEES E.00 (o bg) LEOFOLTY S | EQRARD SOMPAKY BOXED SET
CODEX SPAGE MAAINES £6.00 TIIYOAS THE MEAN ROXED SET
_ SPACE MARINE RATT_E FOSCE S0KE0 BET £420.00 BAAGANZAS BCSIEGERS ROXFD 857
_ SPACE MARINE TACTICAL SCUAD BOXED SET _gReo0 BIRDCMEN OF CATAAZZA OOXED SFT £E000
GORKAMORKA LEMNG DRONG SLAYERS PIRATES BOXED SFT £1500
GORKAMOALA BOXED GAME 40,00 ALCATAN] ELLOWSFIF BOKED SCT £70.00
" DIGCANDE BOXED SUPPLEMENT 180 BRONI 'S GALLOPEA OLY BOXED SCT £1a.00
:  BLOOD BOWL ANPULRTIR Lo IONDEET — wmw
BLOOD BOWL BOXED GAME B0 e o
CEATF2ONE BOMIRE SUPFLENENT . E10 MARKSMEN OF MIAAGLIAMD 1000 .
ST WARHAMMER REGIMENTS EECRE BEARSTNUCK & BCARMEN BOXKED 5FT o
| EMPIRE HAMDGUNNERS 10,00 Tl s
S0LDIERS OF T EMPIRE i 1000 BLACK LIBRARY
TCHADS WARRIORS i 000 GAMES WORKSHOR CALCNDAR 0
— et o SR HEW? YWAAAAMMER MONTHLY, Comis #2 £P.00
CHAOS HALBERDIFRS Tioon N EELY, GoNta #9 :
THADS KNIGHTS T MFERNG, Taies of Fantasy sr.-:lﬁmmlula ag £6.0C
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WHAT'S THIS THEN?
This Iz your Mall Order form. New that you've seen all the madels and new releazes In this [zsue, we know

E: y 53 thal you can’t wait to get your hands on them. All you have to do is fill out this form, stick it in an emelops
s with your payment and post il to the address shown st the beginning of the Mail Order saclion,

CODE DESCRIFTION PUBLICATION/PAGE

021002201 High EIf Spearma Mi’ghﬂ ANNUAL
010110401, Space Marine Imperial Fi ite Dwarf 223

Flease start my White Dwarf subscription with issue number: ... SUBTOTAL

I would like to subscribe to White Dwarf for 1 year L1/ 2 years ] POSTAGE & PACKING

Ring Mail Order to find out what subscription deals SE AN TG TR
are available now on 0115 91 40000. {TOTAL + P&P)

POSTAGE & PACKING
UK & BFPD: :ndCusesd:  Oversens [Inchuding
EADD 37 cap delvery 1at Clasa  Elmgls & A% ol ponr avcar
il B4,00, 23 oo hvery wakon, [l pay By crech] 2ang,
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E7.000 Oder Monday 10 Thursd®Y  chamed o cost B loss fran ths
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COUMNTRY i e s e Posteode: Joiisaiim

Method of Payment: Chague [_] Postal Order ] Access/Mastercard _] Visa _] Switch [
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Cardholder !_
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[
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Games Workshop Mail Order, Willow Road, Lenton, Nottingham NGT7 2WS$S




SUBSCRIPTIONS

Take out one of this month’s

subscription deals, and you’ll |

get extra issues of White |
Dwarf absolutely FREE!

Take out a Take out a
2 year subscription 1year subscription ¢
(24 White Dwarfs) for £75 (12 White Dwarfs) for £40
and we’ll give you 6 more and we’ll give you 2 more
issues FREE! That’s 30 issues FREE! That's 14 )
months for the price of 24! months for the price of 12! |

gy Calluson ™\ -
e e 0115 91 40000 4

y If you already have
=l asubscription then
F this is the time to g .~

renewing it!
Give us a call for

details of overseas :
subscriptions.
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Duck Eldar sweep over the Ultramarines’ defences




